il
Unldlidall3xiton | [or 0ROk |OR.
The inside cover & the front pages | Wﬂgﬁm
DR. @ thru DR. @ covers the basics |

Alot of questions get answered here... The Portale ™ Barvice Meru, hitp://www.SternPinball.com
8ection 3, is your Technical Friend... 2020 Janice Ave., Melrose Park, IL 80160
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Your Parts Sales & Technical Support Team
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1-708-345-7700 for Technical Support. R oo

Visit us at our Web Site www.8ternPinball.com. 780-5075-00




The Bubble Level is back!
This will ensure Game Pitch is 6.5° (recommended) for proper game play.
VI 0280000200000 0000000000000 0000000040
Leg Leveler Adjustment and use of the Bubble Level

On a LEVEL FLOOR, this cabinet is designed to automatically have a 6.5° pitch without adjusting levelers.

Start adjustment with the leg levelers turned all the way in.

N

*}% R ".\\9‘
'%' N N d(,‘"'
PRESS & HOLD N 4 e" PRESS & HOLD
FLIPPER BUTTON Va3, 5 B FLIPPER BUTTON |\
FOR INFO : i A2t O ADBIN FOR INFO

Bubble Level located on the wood rait
next to the Shooter Lane.

FOR AMUSEMENT ONL

fI " eiavorsoe N

TAKE ADVANTAGE OF THE

| A

ABALLS PERGAME

HOLO FLIPPERS FORINSTANT INFO
S5€€ DISPLAY FOR REPLAY VALUE

4 13y 2 e T3

DL TR

L)
View the bubble in the level provided on the right side wood rail (see above).
Bubble
Adijust the front or rear levelers as necessary to cause the (Bubbie
bubble to float between the two (2) black lines.  Detween
lines.
LT T

Use a pinball to roll down the center of the playfield for side-to-side leveling.

Leg Leveler
trned all
the way in.

YOUR PLAYFIELD PITCH IS NOW AT 6.5° AS REQUIRED FOR PROPER GAME PLAY!

For custom adjustment greater than >6.5° can be acheived by turning out the rear leg leveler(s),
however, it is not recommended.

FITITIITIIIIIIIIIIIAIIIIIIITINIIIIIIIIILIIIRIIIIIIL
New to our Pinball Games?
Don't forget to go over Section 3, Chapter 1, Portals™ Service Menu Introduction. If using Diagnostics...very
usefull Got confused? Comments? Questions? Call Technical Support at 800-542-5377 or 708-345-7700 (Option 1).




BEFORE TRAN ORTING -

Step 2.

Carefully pull
the Backbox
forward into
the "down"
position.

O

Step 1.

Unlock

the Roto-

Lock
Counter-
lockwise)

Ensure Cables
do not bind,

inch or are
eing pulled
tight. Hand-
Feed out with
Backbox so
Cables are
not tight.

The top of the Backbox will
rest on the Pinball Side Armor.
Strap or tie down the Backbox
to keep from "bouncing" during
transport.

Stern Part Ne: 755-5085-02 © OCT 1999



How to Secure the Backl¥gdfor Transporting

For more Backbox details & part numbers, see Section 4,
hapter 1, Backbox Assembly, Pages 50-51.

Step 2.
Ensure Cables do not
Carefully pull the Step 3. bind. pinch or are being
Backbox forward into puumfught. Hand-Feed
the "down’” position. The top of the Backbox will FRAE iy
Cab t tight.
rest on the Pinbali Side Armor. b oo oy
Strap or tie down the Backbox

to keep from "bouncing” during
transport.

e

it e i

FIIIIIITIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIIN"
Leg Leveler Adjustment

On a LEVEL FLOOR, this cabinet is designed to automatically have a 6.5° pitch without adjusting levelers.

L Attach the four (4) Leg Assemblies to cabinet corners
with the eight (8) leg bolts provided (See Sec. 4, Chp. 1,
Cabinet - General Parts & Switches, Page 52).

in. View the bubble in the level provided on the right

side wood rail. Adjust the front or rear levelers as

necessary to cause the bubble to float between the two

ShostarLane. Bubble (2) black lines. Use a pinball to roll down the center of
should be the playfield for side-to-side leveling.

[ YOUR PLAYFIELD PITCH IS NOW AT 6.5° AS
— [ I J REQUIRED FOR PROPER GAME PLAY!

For custom adjustment greater than >6.5° can be acheived by turning out the rear leg leveler(s), Leg Leveler
however, it is not recommended. the way in.

VIZIZZZ 2271720077270 0200000000000 0000000000004

Easy Access Service System - 3 Positions
With the front molding & glass removed, carefully lift the playfield (take care when using the Bottom Arch to hoist).

@ Start adjustment with the leg levelers turned all the way
Bubble

between
the 2 black
lines.

Positions 1 & 2 /

When lifted high enough, the Playfield Support
Slide Brackets (Fig. 1A) can be seen & can clear
the cabinet front. At this time, pull the playfield
toward the front of the cabinet, checking that the
mechanical components clear the cabinet front, then
rest the playfield on the Playfield Support Slide
Brackets at the front channel of cabinet (Fig. 1C);
Or, the Prop Rod (located on the right inside of
cabinet) can be used by positioning the Prop Rod end into the receiving

Fig. 1C

8 rt Slide
I

Position 3

With the playfield at rest, hold the sides & pull toward
the front of the cabinet (approx. 6" to 8"), until
resistance is felt from Edge Slide Brackets stopping
against the Slide & Pivot Support Brackets located
on either side of the cabinet (Fig. 2A). At this time,
swivel the playfield toward the Backbox, then rest on
the top edge (Fig. 2B & 2C).

/

Fig. 2B

SPI Part N°: 755-5085-03 © SEP 01



The Bubble Level is back!
This will ensure Game Pitch is 6.5° (recommended) for proper game play.
Le niveau a bulle est de retour! Celui-ci garantira l'inclinaison de 6,6° recommandée pour jouer sur le “Game Pitch".

Die Wasserwaage ist wieder dal Sie gewihrleistet eine empfohlene Spielfeldndgung von 8,5°, die fiir ein ordnungsgemiRes Spiel erforderdich ist.
Ritorna la livella a bolla! Questo assicura l'inclinazione a 6,5° (raccomandata) per assicurare condizioni corrette per il gioco.
iRegresa el Nivel de Burbuja! Esto garanfiza que el campo de juego del Game Pitch esté a 6.5° (lo recomendado) para jugar apropiadamente.
FITITITIIIIIIIRIIIIIIIIIIIINININIINIIIINILIAAIRRIRILILIO I
Leg Leveler Adjustment and use of the Bubble Level

Réglage du niveau du pied et utilisation du niveau & bulle

Verstellen der Beine und Gebrauch der Wasserwaage PINBALL INEC.

Regolazione dei livellatori delle gambe e uso della livella a bolla
Ajuste del nivelador de patas y uso del nivel de burbuja

Start adjustment with the leg levelers turned all the way in.
Commencer le réglage avec le mécanisme d’ajustement du pied entiérement a l'intérieur de celui-ci.
Beim Beginnen mit dem Verstellen miissen die Nivelliervorrichtungen an den Beinen ganz nach innen gedreht sein.
Iniziare la regolazione con i livellatori delle gambe girati completamente ali'interno.
Comience el ajuste con los niveladores de patas metidos totalmente hacia dentro.

~ Qo ;
o] o i L |

a\
Bubble

Bubble
should be
etween
the 2 black
lines.
.1

NEBALL. INC.

Bubble Level located on the wood rail next to the Shooter Lane.

Le niveau a bulle se trouve sur le guide de bois, a ¢Oté de ta voie de lancement

Die Wasserwaage betindet sich am Holzgelander neben der Abschussbahn

La livella a bolla € situata sul binario di legno presso fa linea di tiro

E! Nivel de Burbuja estd situado en el carril de madera al lado del canal del tirador

View the bubble in the ievel provided on the right side wood rail (see above).
Observer la bulle a I'intérieur du niveau situé sur le guide de bois, a droite (voir ci-dessus).
Visieren Sie die ,Blase" in der Wasserwaage am rechten Holzgelénder an (siehe oben).
Osservare [a "bolla" nella livelia che si trova a destra del binario di legno (vedere piu sopra).
Vea la burbuja en el nivel provisto en el carril de madera del lado derecho (vea arriba).

NNNY,

Cabinet Leg

Adjust the front or rear leg levelers as necessary to cause the bubble to float between the 2 black lines.
Régler les dispositifs de mise a niveau a I'avant et a l'arriére
de telle sorte que la bulle flotte entre les deux lignes.
Verstellen Sie bei Bedarf die vorderen oder hinteren Beine,
so dass die Blase zwischen den beiden schwarzen Linien schwimmt.
Regolare i livellatori delle gambe anteriori o posteriori fino a
che la bolla flotti tra le due linee nere.
Ajuste los niveladores de las patas delanteras o traseras segun Log Lovelr

sea necesario para que la burbuja flote entre las dos lineas negras. urned al
e way in.

&
N

Use a pinball to roll down the center of the playfield for side-to-side leveling.
Faire rouler une balle vers le centre de I'aire de jeu pour niveler d’'un coté a l'autre.
Lassen Sie einen Pinball in der Mitte des Spielfelds entlang rollen, um das Spielfeld seitlich zu nivellieren.
Usare un flipper per rotolare verso il basso al centro del campo di gioco per la livellazione lato a lato.
Use una bola que ruede hacia abajo por el centro del campo de juego para conseguir la nivelacién de lado a lado.

V004000004000 00000 0000000000000 0000000000000 000004

SPI Part N°: 755-5085-04 ©OCT01 Translation Order: French, German, Rtalian & Spanish
Stern Pinball, Inc. ©2001 by Language Exchange, Inc. www.langx.com



V¥ BACKBOX LAYOUT LOCATIONS: Fuses, Bridges, Relays & ROMs ¥

CAUTION: For continued protection I . |

against risk of fire, replace only with same D'Splag Power Supplg Board
type of fuse having the same electrical rating!

QUICK REFERENCE FUSE CHART

Backbox Fuse

F6 | 7A 250v S B. 50v DC Primary High Power Coils/Flippers
F7 | 5A 250v S.B. | 20v DC Low Power Coils

F8 | 5A 250v S.B. | 12v DC Logic Power

F9 | 5A250v S.B. | 12v DC Logic Power

F20{ 3A 250v S.B. | 50vDC Magnet

F21| 3A250vS.B. | 50vDC Coils

F22( 8A 250v S.B. | 18vDC Controlled Lamps

F23| 4A 250v S.B. [ 5vDC  Logic

F24| 5A 250v S.B. | 6.3v AC_ G.|. Lamps (BRN-WHT to WHT-BRN)
F25| 5A250v S.B. | 6.3v AC_G.I. Lamps (YEL to WHT-YEL)
F26! 5A 250v S.B. | 6.3v AC G.l. Lamps (GRN to WHT-GRN)
F27l 5A250v S.B. | 6.3v AC G.l. Lamps (VIO to WHT-VIO)

F28] 3A 250v S.B. - | 24v AC. Not Used / Spare

8A 250v S.B.
5A.:250v.S.B.

n/a| 3A250v S.B. | 50v DC Rt. Flipper (BLU-YELSRED-YEL)
n/a| 3A250v S.B. | 50v DC Lt. Flipper (GRY-YELSRED-YEL) -
n/a | 3A 250v S.B. | 50vDC_ Upr. Flipper (GRY-YELSRED-YEL) || S|F24{F26
For other fuses, if any, locations & more information, see Page 95. Shahly

TTEZA Ty Wt AORMER AQ
&

IO yered . '\@
Fg |F22lF23 - All BF"DGES rated

35A @ 100v ***

For Backbox & Cabinet General Parts, review Section 4, Chapter 1, L +50v DCCH!gh
Parts Identification & Location (The Pink Pages). F2 F27'| Current Coils
For S8chematics and/or Component Parts on PC Boards shown, review +20v DC Low
Bection 5, Chapter 4, Printed Circuit Boards (The Yellow Pages}). B Do Current Coils

b 4#&0:{}0 {
SEIEY e O

+/-12v DC
Sound /

q Display / Logic
erinGes - I |
lllumination .

+5v DC Logic
Voltage

RIDGE

:n’ﬂg Tﬂﬂb Qm BRDG 20
: ‘qugg %‘?nm

: e M 0w
Bolenoid it . .
Expander Mg |7 NSl E R

P donauiey ot "';gg .
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300 JaEH GUAREET 301 17 LOW OUAREAT S0L 48

information
see Pages
1

Volume Control & Service Switches

For operational usage, see

Section 3, Chapter 1, Portals Service
Menu Introduction

The Display Controller Board
(holds the D|splay ROM Loc: ROMO)
is positioned behind the 128 X 32

Dot Matrix Display Board

(Neither board contain Fuses.)

, Prayfield Power ; ) "Gt
Interlock Switch L ;
< M P TV |
L Switch int’l.: 5 Amp 250v : : Transformer on
; Slo-Blo Fuse k Slo-Blo Fuse Cabinet Bottom

ufa ks
Find-1t-In-Front:

Dr. Pinball DR. O



4 4 4 4 4 FIND-1T-IN-FRONT: Dr. Pinball Section Explained S 4 4 48

The key technical data from various parts of the manual were extracted and combined into the "Find- It-In-Front:
Dr. Pinball Section." This section (pages DR. @ - ®) will assist the technician in locating important technical
information needed to troubleshoot the Pinball Machine. Dr. Pinball is also available in a Flow Chart Help Format

Inside Coin Door

G

in the Game Display. To access, enter the Portals™ Service Menu.

NN NN NN How it Works WA NN

First, the operator / technician must enter the Service Menu Mode
(for a complete description of the Portals™Service Menu and ICONS
Read! Section 3, Chapter 1). To get into the Service Menu Mode,
power-up the game (if not already) and open the Coin Door. On the
Coin Door is the Portals™Service Switch Set (Red, Green & Black
Buttons).

Step 1: Push down the Black "BEGIN TEST" Button. Looking at the
Video Display you will momentarily see the introductory screen
followed by the MAIN MENU.

If Coil & Flashlamp Testing,
the Playfield Power Interlock
Switch must be pulled out.

Step 2: Move through the Menus
by pushing the Red "LEFT" |
or Green "RIGHT" Buttons. | = TH

Portals™ Service
Bwitch Set

Step 3: Select or activate the /cons by pushing the Black "ENTER" Grogn Bl‘a‘?}k

Button.

While in the Portals™Service Menu, the Start Button can be used
in lieu of the Black Button; the Left & Right Flipper Buttons can
be used in lieu of the Red & Green Buttons. However, in Switch or
Active Switch Tests only the Red & Green Buttons can be used.

In our Portals™Service Menu, selecting the "DR." Icon
will bring the operator/technician into Dr. Pinball (Flow
Chart Menus), the "on-screen" diagnostic aide. This is a
feature that will allow you to utilize the power of the micro-

processor assisting in troubleshooting a problem with the
machine in a Flow Chart format (Just follow along & answer the questions.).
While in the MAIN MENU, select the "DIAG" Icon, then select
‘%} the Cross "DR." Icon (the last Icon before the "PREV" Icon).
This will bring you (the operator / technician) into DR. PINBALL
1110 U!E! UITHELR | (Flow Chart Menus) which offers you a choice of three (3)
BRI Sub-Menus: Coil "DR.," Switch "DR." & Lamp "DR." Icons.

: 1 Selecting a particular sub-menu will give you a choice of which
specmc Flipper, Coil, Switch or Lamp circuit needs to be diagnosed. The display will now ask a question or give a
procedure to follow such as "Does the lamp turn on?" or "Check bridge rectifier BR-20, if short replace.” When Dr.
Pinball asks a question or requests a procedure, respond by selecting the appropriate Mini-lcon, and continue.

From the Dr. Pinball Menu

From the Diagnostics g
éﬂgng ’ g @ GOTO COIL
i Sk ’

DR. PINBALL W SWITCH OR LAMP
e—

D R D H D R FLOW CHARTS

From the Main Menu
in Portals™

GOTO
DIAGNOSTICS MENU
—————-

Select a Coil, Lamp, Switch or Flipper to diagnose with the
""or"+" lcon select the "RUN" /con to activate the choice.
The "PREV" icon goes back to previous question.

The "QUIT" Icon exits Portals completely.

Seen when a question is being asked on the Display. Select
the "YES" Icon or "NO" Jcon to answer the question given.
The "END" Icon lets you select a new item to test.

Seen when diagnosis is given.
Select any Icon for your next step.
The "?" lcon gives Help.

3 In Coil Flow Chart Menu, select the "PULSE" /con to pulse the
coil selected.

Find-It-In-Front:

Dr. Pinball 1DE.

| Pasay
~m!m.m¥m_
Gronesessesondd




For proper operation of MONOPOLY ®Pinball,
0‘ (. {_ . FOUR (4) PINBALLS MUST BE INSTALLED!
FITTFITITFIIONCNOSTICADS FAFAAIATIIT

The display reads "OPERATOR ALERT..."

— A message displayed during Game Mode or Power-Up to alert the operator of a problem.

OPERATOR ALERT works by monitoring any switch activated coil that has the potential to trap a ball when
disabled (e.g. in the Auto Launch, Scoop, Eject, etc.). If this assembly has a closed switch indicating a ball is stuck
or the switch is stuck closed, the CPU/Sound Board will activate the coil ten times. If the switch remains closed,
the game will display a message indicating there is a problem (e.g. "OPERATOR ALERT AUTO LAUNCH NOT
WORKING"). This not only warns the operator of a problem immediately, but indicates exactly where the operator

should look to resolve it.

The displa% flashes "OPEN THE COIN DOOR"

— This indicates that CMOS RAM memory (CPU Loc. U212) has been corrupted.

This is caused by either failure in memory (e.g. batteries are dead or faulty RAM) or upon installation of updated
version of code. Opening the Coin Door will initiate a Factory Restore, by opening the Memory Protect Switch.
Check battery voltage at VBATT Test Point on the CPU/Sound Board.

RLVLLRRLRNN cPuDIP gWITCH SETTINGS WNNNNRNR R

Location of Dip Switch [SW300] is on the CPU/Sound Board (Right of CN6, Top Mid)

CN®6 AV U401
1 12 U205 r~ T
, TZPKKICEE | > rC
- W
EaEEI:]”ggs““g"l c2s5 L N ] T
Thop”® o N 2
R278 264 247 Ro5) Y204 T pa T
L——'hza g . _@FMA T Toea [ ] s S — ] |
~ —t T, [ T2 2345067 a [ " >
+ 1} g M oN 1 U1 v -
L R281 R291 UsA oFF C
5 — \ vvvvviviviviT} . - r
Custom Factory Adjustments By Country (All countries not noted use the "USA Setting")
CPU COUNTRY SETTING: | Pos. 4 6 : CPU COUNTRY SETTING: | Pos. KIS I - T AK - CPU COUNTRY SETTING: | Pos.
EURO —gN——A—*AA A FRANCE on A NORWAY on A———A
oFF| | VvV Vv OFF | VYV VVV orF Y| |V [VIVIVIV
CPU COUNTRY SETTING: | Pos. [l - Bk BNV U - - i K - | CPU COUNTRY SETTING: | Pos. B CPU COUNTRY SETTING:
AUSTRIA E—A GERMANY ﬂé‘ A SWEDEN -—ON——A-A———A
orf| VVVVIVIVIV OFF VIVVIVV OFF v vvvY
CPU COUNTRY SETTING: | Pos. ] 6 8 CPU COUNTRY SETTING: | Pos. [l 20 - S 3 - I 2K : ] CPU COUNTRY SETTING: | Pos. q G B
oN| [Al ON A ON IALA
BELGIUM ITALY SWITZERLAND
orf || [VIVIVIVIVIVW oFF V| VY| (VVIVV OFF AA A A4
CPU COUNTRY SETTING: | Pos. q 6 B CPU COUNTRY SETTING: | Pos. q B B CPU COUNTRY SETTING: |Pos. - I S O - S 2% - |
BRAZIL oN A A JAPAN ﬂ‘ A UK on —A
OFF vviviY or| WY (VIVIV]V or| W VVVIVIY
CPU COUNTRY SETTING: {Pos. q 6 B CPU COUNTRY SETTING: | Pos. 4 G 2 CPU COUNTRY SETTING: | Pos. q 6 g
oN LAl NETHERLANDS | ON A Uk oN | |AlAA
CANADA TorF | vivivivlv (HOLLAND / IIJ\L'J“T[()JH ) [or iy FORAEW, 2%, 2€ o

77

v ViVVviVV i\ 4 VvV VY
ROM SUMMARY TABLE J /777777774

4

{IIIIII

Game ROM 1MB CPU / Sound Bd. U210 965-0360-75
Sound EPROM 512K | CPU/ Sound Bd. U7 965-0361-75
4MB Display Cntir. Bd. | ROM 0 | 965-0362-75
lay Cntlr. Bd.

Voice ROM 1 8MB CPU/ Sound Bd. U17 965-0363-75
§ Voice ROM 2 S8MB CPU / Sound Bd. u21 965-0364-75

T Voice ROM 3 sMB CPU/ Sound Bd. U36 965-0365-75
8MB CPU / Sound Bd u37 965-0366-75

The Display Controller Board (hoids he Display ROM Loc. ROMo) §-veice ROM 4 :
is positioned behind the 128 X 32 Dot Matrix Display Board. For Game. Sound & Voice ROM Locations see DR 0
Y - -
S VAN
Nl

R OR 2o OLY "o




From the Main From the Diagnostics From the 8witch From the Switch
Menu in Portals™ . enu Menu [ | Menu
GO 10 "] GO T0 s GO TO SWITCH OR = GO TO DEDICATED
DIAGNOSTICS MENU SWITCH MENU ACTIVE SWITCH TEST wal SWITCH TEST
s TESZT||ACT DED
| B" = A" |
D iode . SWITCH MATRIX GRID & DEDICATED SWITCHES
1D 1: q 2: Q2 3 Q3 4: Q4 5. 05 68: Q6 7: Q7 8: Q8 Ground
GRN-BRN GRN-RED GRN-ORG GRN-YEL BGRN-BLK GRN-BLU GRN-VIO GRN-ORY BLK
R CNG-P1 CN5-P3 ‘£N5—P4 CN5-P5 CNG-P6 CE§-P7 _ﬂS-PB CN5-P9 CNB-PI1, P11
1: U400 JLEFT LEFT BANK LOWER UPPER 1: U206 | #1LEFT
BUTTON (UK - | CHANCE TOP RIGHT OPTO BOTTOM LEFT LEFT FLIPPER
WHT-BRN J ONLY) SCOOP LANE (A) ORBIT 1) POP POP OUTLANE GRY-BRN [} BUTTON
CN7-P9 on Cabinet side mn Assembly Undoer Playtield n Undar Playfiold On Assembly On Assembly mn Assembly Under Playfield CN6-P2 in Cabinet sida m
2:  u400 fe MIDDLE BANK LOWER UPPER LEFT 2: U206 [ #2LEFT
COIN RAILROAD TOP ELECTRIC OPTO RIGHT RIGHT RETURN FLIPPERE.O.S
WHT-RED [ sLoT RAMP LANE (B) COMPANY 2 POP POP LANE GRY-RED | (End-of-Stroke)
CN7-P8 On Coln Door Above Playtield Under Playfiold [ On Assombly  JPTY On Assembly P On Assembly On Assembly m Under Playfield CN6-P3 on Flipper Asay.
3: w400 JemH 4-BALL RIGHT DICE BANK LOWER UPPER 2: U206 [ #3RIGHT
COIN TROUGH TOP EJECT OPTO LEFT BOTTOM LEFT FLIPPER
WHT-ORG [ sLoT # LANE(C) LANE 3 POP POP SLINGSHOT GRY-ORG § BUTTON
CN7-P7 On Coin Door On Assembly Under Playtielt  JEEY under Playtiels On Assembly On Assembly On Assembly On Assembly CN6-P4 in Cabinet sido
4: U400 [ RIGHT 4-BALL LOCKUP BANK 4: U206 | #4RIGHT
COIN TROUGH 1 LEFT OPTO 100K DICE RIGHT FLIPPER E.OSS.
WHT-YEL JsLor #2 (TOP) ORBIT 4(R) STANDUP EJECT OUTLANE GRY-YEL  J (End-of-Stroke)
CN7-P6 ©On Coln Door On Assembly m Under Playfield  [ERR Under Playfield On Assombly  JERY Under Piaytolt [JERY On Assambly Under Playtield CN6-P6 on Flipper Assy.
5: U401 | CENTER 4-BALL RIGHT 5: U208 [ #5 UPPER  (Double-
COIN SLOT TROUGH LOCKUP WATERWORKS RETURN FLIPPER  Stacked
WHT-GRN | /DBA 3 EJECT SPINNER LANE GRY-GRN | BUTTON  with DS-3
CN7-PS On Coin Door On Assambly Undor Playfield On Assembly YA on Assemty [T Under Playfiold CN6-P7 in Cabinet side
6: U401 JLEFT 4-BALL LOCKUP WWORKS cop Py cop 6: U206 [ #6 VOLUME
COIN TROUGH 3 MiINI DROP @ STANDUP START RIGHT (RED BUTTON)
WHT-BLU | sLoT VUK OPTO (BOTTOM) FLIPPER TARGET X2 BUTTON SLINGSHOT GRY-BLU [} (in Test: LEFT)
CN7-P3 On Coin Door On Assembly  JRER Under Playfield On Assembly L7y Undor Playtiels  ERY Cabinet Front On Assembly CNG-P8 on Coin Door
7. u4o01 f5TH 4BALL LEFT 7: . U206 J #7 SERV.CRED.
COIN STACKING CENTER RAMP FREE SLAM (GREEN BUTTON)
WHT-VIO R sLoT OPTO RAMP MID PARKING TILT ORY-VIO J (InTest: RIGHT)
CN7-P2 ©n Coln Door On Assombly On Ramp Asm. On Ramp Asm.JETEY Abovs Playiiolt [ on Goin Door CN6-P9 an Cola Door
8: U401 JRGHT 8: U206 [ #8BEGIN TEST
BUTTON SHOOTER RIGHT (BLACK BUTTON)
WHT-GRY - | (UKONLY) LANE RAMP ORY-BLK [ (InTest: ENTER)
CN7-P1 on Cabinot side [JEJ] Undor Playtioid PR On Ramp Asm.  JEER Inside Cabinet CNG-P1O  § on Coin Door
From the Diagnostics From the Lamp From the Lamp From the Lamp
enu Menu Menu Menu
GO TO GO 1O GO 10 GO TO ROW OR
LAMP MENU SINGLE LAMP TEST TEST ALL LAMPS COLUMN TEST
RLL ROl CaL
D ot O . LAMP MATRIX GRID
olur 1: usz 2: uie 3: uts 4: ui4 B: ui3 6: ui2 7: un 8: uio
R N YEL-BRN YEL-RED YEL-ORG YEL-BLK YEL-GRN YEL-BLU YEL-VIO YEL-GRY
D N3-P9 n3-prg N3-P7 J13-P6 J3-P5 N3-P4 Nn3-P3 Nna3-Pl
1: Q38 JLEFT BONUS BONUS BONUS BONUS BONUS SHOOT RIGHT
ReD-BRN | OUTLANE 2X 3X 4X 5X 6X AGAIN OUTLANE
JI12-P1 #555 Bulb #555 Bulb #555 Bulb #5655 Bulb 3 #555 Bulb #555 Bulb sl #555 Bulb #555 Bulb ﬂ
2: Q34 MEDITER- COMM READING CONNECTI-
RED-BLK GO RANEAN CHEST BALTIC RR ORIENTAL VERMONT cuT
J12-P2 #555 Bulb Sl #555 Bulb ¢l #555 Bulb n #555 Bulb #555 Bulb #555 Bulb ad #555 Bulb #555 Bulb 16
3: Q35 [IN PENN NEW
rep-ore VAL ST CHARLES STATES VIRGINIA RR ST JAMES TENNESSEE YORK
n2-p3 Bwssspub A #s55Bub BN #555Bub BN #555 Bulb AN #555 Bulb #555 Bulb [P #555 Bulb #555 Bulb__[P23
4: - Q36 | FREE B.O. MARVIN
RED-YEL PARKING KENTUCKY INDIANA ILLINOIS RR ATLANTIC VENTNOR GARDENS
J12-P4 #555 Bulb #555 Bulb m #555 Bulb #555 Bulb ] #555 Bulb ] #555 Bulb 8 #555 Bulb #555 Bulb €73
6: Q37 JGOTO NORTH PENNSYL- SHORT PARK
RED-GRN  [YAL PACIFIC CAROLINA VANIA LINERR CHANCE PLACE BOARDWALK
J12-P5 #555Bulb K #555Bulb  eZ¥ #555 Bulb RSy #555 Bulh [ #555 Bulb A #555Bulb_ [EEY #555Bulb ) #555Bulb  EiY
6: Q38 [JLOWER 'l LOWER 'l RELIGHT 'S RAILROAD I LOWER Il COMM 'l FREE 3
peppy |eormomror RE LEFTPOP RS JACKPOT  RELIT E3 L BONUS X RIGHT POP [ CHESTUT [l PARKING [
2-P6 #555Bulb AN #555Bulb WP #555Bulb R #555Bulb _ KGEY #6555 Bub KSR #555 Bulb __Jl:R #555 Bulb 47 SN0 48
7: Q39 JCHANCE Il 3000 WHEN SUPER WATERWORKS | WATERWORKS | WATERWORKS
RED-VIO LT i FLASHING ROLL JACKPOT 1X 4X R BONUS X
Ji12-P8 #555 Bub XN #555 Bulb___ 4] #555 Bulb SR #555Bulb  §2A #555Bulb K 23 #555Bulb By #555 Bulb B3]
8: Q40 JLEFTTOP MIDDLE TOP RIGHT TOP UPPER Il UPPER 3 [l ROLLAND [l EXTRA 3
RED-GRY | LANE(A) LANE (B) LANE (C) LErTPoP M RIGHT POP [l sorrompor R COLLECT Rl BALL &
J12-P9 #555 Bulb 7l #555 Bulb K23 #555 Bulp Beiell #555 Bulb  KEIOl #555 Bulb Gl #555Bulb  EPA #555 Bulb__ Ksxq #555Bulb K&
9: Q4
rep-wHr JBA(N)K BAN (K) LOCK CoP BUILD JACKPOT (B)ANK B(A)NK
J12-P10 #555 Bulb [ #555 Bulb  JE] #555 Bulb 574 #555 Bulb K&t} #555 Bulb #555 Bulb #555 Bulb #555 Bulb
10: Q42 JIMOVE LITE LITE POWER WATER ADVANCE
RED 2 ROLL MULTIBALL 100,000 SPINNER up BONUS X TO GO
Ji2-p1i #555 Bulb #555 Bulb gLy #555Bulb B #555 Bulb #555 Bulb #555 Bulb 4] #555 Bulb #555Bulb gy

DR. O
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’ l LAMP MATRIX GRID LOCATIONS
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|g~
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a
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-
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i
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” o

PRESS & HOLD - PRESS & HOLD
FLIPPER BUTTON ‘ FLIPPER BUTTON
FOR INFO ¢ g FOR INFO

¥ [MONOPOLY)

= ...mounted on Cabinet.

[ TYPICAL SWITCH SCHEMATIC l DEDICATED SWITCH SCHEMATIC [ TYPICAL LAMP SCHEMATIC

{Cotumn: Switch Orive Wire) (Row: Switch Return Wire) Dedicated Sw. Inputs Ground

GRN‘XXX Blocking Diode WHT‘XXX GRY'XXX BLK

MO/ YEL-XXX RED -XXX
NT. NO. CO:M. 1 o Row

Narmally Open Common ) Normally Closed Normally Open Common
Switch Terminat Switch Termina! Switch Terminal Switch Terminal Switch Terminal
Note: Note:
All Switches require diodes. Some diodes All Lamps require diodes. YEL
are located on Terminal Strips OR Diode Some diodes are located on Terminal
Boards (under playfield) & not on the switch Strips (under playfield) & not on the lamp RED
itself. i itself.
D iode D iode D iode
On On On
T erminal Diode T erminal COMMON
Strip Boad ff=— Strip AR
Diode 1N4001
+ . \/" Q ®
Dr. Pinball v \

DR.| Find-lt-In-Front: | MOK. 5 Pb B4



From the Main Menu in From the Diagnostics From the Coil From the Coil
5% =] e (=] g
DIAGNOSTICS MENU £ =3 COIL MENU £ COIL TEST CYCLING COILS
DIAG CalL TES CYC
COILS DETAILED CHART TABLE

ngh Currenf CO“S GI'OUP 1 DnveTrans Driver D.T. Control D.T. Control Power Power Line Power Coil Ga-Tum),

Quput Board Line Color __Line Connect _ Line Color __Connnection _Voltage  or Buib Part #

#1 |TROUGH UP-KICKER Q1 |0 Pwr. Drvr. |BRN-BLK | J8-P1 | YEL-VIO | J10-P4/5 |50vnc| 25,1200
#2 |AUTO LAUNCH Q2 |10 Pwr. Drvr. |BRN-RED| J8-P3 | YEL-VIO | J10-P4/5 |50voc| 23700
#3 |LOWER LEFT POP Q3  |VO Pwr. Drvr. |BRN-ORG| J8-P4 | YEL-VIO | J10-P4/5 |50voc | 261200
#4 |LOWER RIGHT POP Q4 |/O Pwr. Drvr. | BRN-YEL | J8-P5 | YEL-VIO | J10-P4/5 |50voc | 261200
#5 |LOWER BOTTOM POP Q5  |{I/O Pwr. Drvr. |BRN-GRN| J8-P6 | YEL-VIO | J10-P4/5 |50vpc | 26,1200
#6 |BANK CLOSE Q6  {1/O Pwr. Drvr. |BRN-BLU | J8-P7 | YEL-VIO | J10-P4/5 |50vnc | 231100
#7 |DROP TARGET RESET Q7  |I/O Pwr. Drvr.| BRN-VIO | J8-P8 | YEL-VIO | J10-P4/5 |50v nc | 24940

23-800
1 090-5001-008 |

DT.Control Power Line Coil @a-um)
Line Connect i Connnection _ Voltage Part #

26-1200

4/5

110 Pw

Drvr.

#8 |LOCK KICKER BRN-GRY YEL-VIO

- : . . Drive Tr: Driver T.tr|
ng Currenf CO' S GI‘OUP 2 i T Quput Board Line Color

#9 |UPPER LEFT POP Q9  |V/O Pwr. Drvr. |BLU-BRN | J9-P1 | YEL-VIO | J10-P4/5 |50 c| 251200
#10 {UPPER RIGHT POP Q10 |V/O Pwr. Drvr. | BLU-RED | J9-P2 | YEL-VIO | J10-P4/5 |50v oc | 251200
#11|UPPER BOTTOM POP Q11 |1/O Pwr. Drvr. |BLU-ORG| J9-P4 | YEL-VIO | J10-P4/5 |50v oc| 251200
#12 |CHANCE SCOOP Q12 |I/O Pwr. Drvr.| BLU-YEL | J9-P5 | YEL-VIO | J10-P4/5 |50vnc | 23800
#13|BANK OPEN Q13 |10 Pwr. Drvr. |BLU-GRN| J9-P6 | YEL-VIO | J10-P4/5 |50voc | 231100
#14 |UPPER FLIPPER (50v RED/YEL) Q14 |0 Pwr. Drvr. | BLU-BLK | J9-P7 | BED-YEL | u10-P1/2 |50vnc| 23,1900
#15 |LEFT FLIPPER (50v RED/YEL) Q15 |I/O Pwr. Drvr. |ORG-GRY| J9-P8 | RED-VEL | 410-p1/2 |50v nc| 22:1080
#16 | RIGHT FLIPPER (s0v REDIVEL) Q16 | VO Pwr.Drvr. | ORG-VIO | J9-P9 QEB {,’Et J10-P1/2 |50v oo (221080

Power Lme Power  Coil, Bulb or

D.T. Contral

D.T.Control

Driver

Currem‘ Couls Group 1

Ouput Board Line Color __Line Connect Voltage  peter Part #
#17 |LEFT SLINGSHOT Q17 |1/O Pwr. Drvr.| VIO-BRN | J7-P2 BRN | J7-P1 |20voc|, 23800
#18 |RIGHT SLINGSHOT Q18 |1/O Pwr. Drvr.| VIO-RED | J7-P3 | BRN | J7-P1 [20vpc| 23800
#19|FLASH RGT RAMP TOP Q19 |1/O Pwr. Drvr. | VIO-ORG | J7-P4 | ORG | J6-P10 |20vpc| #3068 Bulb
#20|FLASH RGT RAMP MID (X2) Q20 [/O Pwr.Drvr.| VIO-YEL | J7-P6 | ORG | J6-P10 |20vnc| #9068 Bulb|
#21 |FLASH LEFT RAMP TOP (X2) Q21  |I/O Pwr. Drvr.| VIO-GRN | J7-P7 ORG | J6-P10 |20vnc| #89 Bulb
#22 [FLASH LEFT RAMP MID (X2) Q22 |I/0 Pwr. Drvr.| VIO-BLU | J7-P8 ORG | J6-P10 |20vnc| #89Bub
#23 |FLASH LEFT RAMP BOT Q23  |1/O Pwr.Drvr.| VIO-BLK | J7-P9 | ORG | J6-P10 |20 nc| #3906 Bulb
#24 |OPTIONAL COIN METER Q24 |I/O Pwr. Drvr.| VIO-GRY | J7-P10 | RED | J16-P7 | 5vpc | MeterSv
Ul ettt — T BT o
#25 | WATERWORKS MOTOR Q25 |1/0 Pwr. Drvr. [BLK-BRN | J6-P1 BRN J7-P1  |20vDc Eogﬁogog,§g§
#26 | ELECTRIC COMPANY Q26 |1/O Pwr. Drvr. |[BLK-RED | J6-P2 | BRN | J7-P1 |20vbc|, 25890
#27 |MOTOR RELAY Q27 |10 Pwr. Drvr. |[BLK-ORG| J6-P3 | BRN | J7-P1 |20vnc| DC Relay
#28 | DICE EJECT Q28 |I/O Pwr. Drvr. | BLK-YEL | J6-P4 | BRN | J7-P1 |20voc| 281200
#29|FLASH RGT RAMP BOT Q29 |1/O Pwr. Drvr. |BLK-GRN| J6-P5 ORG | J6-P10 |20vpc | #3086 Bulb
#30 |LEFT RAMP DIVERTER Q30 |1/O Pwr. Drvr. | BLK-BLU | J6-P6 BRN J7-P1  |20vpc| 321800
#31 |RIGHT RAMP DIVERTER Q31 |1/O Pwr. Drvr. | BLK-VIO | J6-P7 BRN J7-P1  |20voc| 32,1800
#32 | TOP LANE UP/DN POST Q32 |1/0 Pwr. Drvr.| BLK-GRY | J6-P8 BRN J7-P1  |20vpc| 261200
. Nota: InTest Flash Lam| ; _lcon), Flaghers tested are all Flash Lamps located: between Q1-Q32 (This Game: T
Auxilliary (UK ONLY) T ouput Yine Color __Lne Gonneet e e, Votage  mern
AUX 1: LEFT UP/DOWN POST Q1 | SoiExpander | wyy | y3.P11 | BRN J7-P1 |20voc| 261200
AUX 2: CENTER UP/DOWN POST Q2 | SoiExpander | RED | J3-P10 | BRN J7-P1  |20voc| 231100
AUX 3: RIGHT UP/DOWN POST Q3 | SoLExpander | opg J3-P9 BRN J7-P1  |20voc | 261200
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I COIL LOCATIONS |

(=3 \ S e
Ty T

" N
PRESS & HOLD ) " y PRESS & HOLD
FLIPPER BUTTON e FLIPPER BUTTON
FOR INFO A Py FOR INFO

MONOPOLY]
Legend Note: l:l = Coils/Flashers mounted above P/F. . = Coils/Flashers mounted below the P/F. D = ...mounted in/on Cabinet.

TYPICAL COIL WIRING

Anode (Non- 1Pavod Cathode
Banded 8ide) (Banded 8ide)

;”Z s Power Suppl
2N VoH‘ag(l:p9

N\

are located on Terminal Strips (under
playfield) & not on the coil itself.
D iode

/rilll“((;(:)ils require diodes. Some diodes Tra?:;}/:for %//\///§ o

AN

On
T erminal
Stip

Dr. Pinball
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& 4 7 7 7 Domestic Pinball & Redemption Distributors Map Ysg7774
2 Alberta Q\\ v "

Qaskatchewan| Manitoba : New
v N 4 Brunawick

Vv
Waghingfon \,\A—
’ m ety ‘
@) L)

South 2
Dakota

[ ]
Coloradol
Colorado

Gl \ o .
3

901 . .
(Oklahoma) Arkansas
. MeXico

Fouisianal
] (
nDis{ribuior(s located Home of
in this state/province. "N B3I 2s seses sars
D ﬂ]q Di;si;ib/uior in *
i r .
Mexico is state/province NBE

R XXX X MM\ N infernational Distributors Map W NN\

5y A\ 1 %
&
i)
=

South
America

u Distributor(s) located
in this country.

D No Distributor in
this country.

For Parts & Service, call your nearest Distributor. View the above maps & the directories on the next page to locate your closest Distributor in your state, province, or
country. Distributors and phone numbers are subject to change. Call Stern™ Pinball, inc. (Parts Sales & Technical Support) with any questions or if your Distributor
cannot help you: 1-800-542-5377 (in USA or Canada) or 1-708-786-5466. Visit us at www.SternPinball.com for current Distributor Information & other pinbail needs.

Find-1#-In-Front:
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& # # F Domestic Pinball & Redemption Distributors Directory J f #

Birmingham Vending
Birmingham (1)
1-205-324-7526

Greater America Dist.
Johnston
1-515-278-4455

Hanson Distributing
Bloomington (1)

1-612-884-6604

Franco Distributing
Montgomery (2)

1-334-834-3455

ARIZONA

Mountain Coin
Phoenix
1-602-269-7596

CALIFORNIA

Betson West
Buena Park (1)
1-714-228-7500
So. San Francisco (2)
1-650-952-4220
C.A. Robinson

Los Angeles (3)
1-323-735-3001
San Francisco (4)
1-650-871-4280
COLORADO
Mountain Coin
Denver
1-303-427-2133
CONNECTICUT
Betson Entetprises
Milford (1)
1-203-878-6966
TDM Distributing
Willimantic (2)
1-860-456-4231
FLORIDA
Birmingham Vending
Orlando (1)
1-407-425-1505
Brady Distributing
Miami (2)
1-305-621-1415
Orlando (1)
1-407-872-1666

Greater Southern Dist.
Atlanta
1-404-352-3040

ILLINOIS
American Vendin
Elk Grove Village (1)
1-847-439-9400
Springfield (2)
1-217-492-9400
Atlas Distributin,
Elk Grove Village (3)
1-847-952-7500

Moss Distributing
Des Moines
1-515-266-6422

Atlas Distributing
Indianapolis
1-317-786-6892
Cleveland Coin
Indianapolis
1-317-895-4270
Bhaffer Distributing
Indianapolis
1-317-899-2530
KANSAS
United Dist., Inc.
Wichita
1-316-263-6181
KENTUCKY
Atlas Distributing
Louisville
1-502-966-5266
LOUISIANA
AMA Distributors, Inc.
Metairie (1)
1-504-835-3232

Lieberman Music
Minneapolis (2)
1-612-887-5299

Bhaffer Distributing
St. Louis
1-314-645-3393

Central Dist.
Omaha
1-402-493-5600
Greater America Dist.

Omaha
1-402-553-2812

Mountain Coin
Las Vegas (1)
1-702-798-0900

Reno Game Bales

Reno (2)
1-775-829-2080
Betson Enterprises
Carlstadt (1)
1-201-438-1300

New Orleans Novelty
New Orleans (2)
1-504-888-3500
MARYLAND
Btate Qales & Bervice
Baltimore
1-410-646-4100
Weiner Distributing

Baltimore
1-410-525-2600

MASSACHUSETTS

Betson Ent. (NECO)
Norwood (1)
1-781-769-9760

Gekay Bales
E. Longmeadow (2)
1-413-525-2700

MICHIGAN

Atlas Distributing
Redford (1)
1-313-794-4880
Wyoming (2)
1-616-241-1472

Otate Bales & Bervice
Carteret (2)
1-732-750-2700

NEW MEXICO

Mountain Coin
Albuquerque
1-505-345-7706

NEW YORK

Betson Enterprises
New Hyde Park (1)
1-516-354-4647
Syracuse (2)
1-315-455-5400
Deith Distributin,
Roslyn Heights (

1-516-621-1234

NORTH CAROLINA

Brady Distributing
Charlotte (1)
1-704-357-6284
Operators Distributing
Archdale (2)

M.H. Associates, Inc.
Fargo
1-701-282-7877

Atlas Distributing
Cincinnati (1)
1-513-851-4100

Cleveland Coin
Cleveland (2)
1-216-692-0960

Distributing
emphis
1-901-345-7811

Bradnl

Green G.A.M.E.S.
Memphis
1-901-353-1000

Commercial Music
Dallas (1)
1-214-741-6381

1-336-884-5714

Cleveland Coin
Livonia (3)
1-734-432-1040

Ghaffer Distributing
Columbus (3)
1-614-421-6800
Macedonia (4)
1-330-467-4850
OKLAHOMA
Galaxy Distributing
Tulsa
1-918-835-1166
ONTARIO
Starburst Coin Mach.
Toronto
1-416-251-2122
OREGON
Dunis Distributing
Portiand
1-503-234-5491

Specialig Coin Products

ortland
1-800-987-4946

PENNSYLVANIA

Betson Enterprises
King Of Prussia (1)
1-610-265-1155
Pittsburgh (2)

1-412-331-8703

Cleveland Coin
Pittsburgh (2)
1-412-323-8400
Green Coin
Pittsburgh (2)
1-412-881-8804
Roth Novelty (Superior)
Wilkes-Barre (3}
1-570-824-9994
Btate Bales & Bervice
Bensalem (4)
1-215-638-1122

SOUTH CAROLINA

Breen Coin
Mrytle Beach
1-843-626-1900

H.A. Franz, & Co.
Houston (2)
1-713-523-7366
San Antonio (3)
1-210-226-6322

Master Sales
Corsicana (4)
1-903-874-4740

Bouthgate Amusement
Houston (2)
1-713-691-7335
San Antonio (3)
1-210-225-3844

Qoufh%nie/Moss Dist.
rving (5)
1-972-721-4600

Mountain Coin
Salt Lake City
1-801-262-5494

Btruve Distributing
Salt L.ake City
1-801-328-1636

Pioneer 8ales & 8vc.
Green Bay (1)
1-920-336-5800

Menomonee Falls (2)
1-262-781-1420

CANADA
ONTARIO
Starburst Coin Mach.
Toronto
1-416-251-2122

Parts & Service Only:

BRITISH COLUMBIA
Can. Coin Machine
Burnaby (1)
1-604-420-4008
Pacific Vending
Vancouver (2)
1-604-324-2164

Lanie! Automatic Mach.

Montreal
1-514-731-8571

Viking Vending
Menomonee Falls (2)

1-262-255-6580

Note: For states and
Canadian Provinces
which do not have
Distributors, call the
neighboring state or
province with the city
closest to you (indicated
with a white dot). States
or Provinces with more
than 1 city containing a
distributor are numbered.
View the map on the
previous page.

Note: Distributors are subject to change. Visit us at www.SternPinball.com for current Distributor Information.

Y\ N\ M N\ N (nfernational Distributors Directory W NN NNNN\
| FINLAND |

ARGENTINA

Universe Electronics
Buenos Aires
(54) 1865-4730
Electroport {Florencia)
Mar Del Plata

54) 22-3495-5532
BRAZIL
DiverBras
S&o Paulo
55) 11-6674-1000
AUSTRALIA
Amusement Mach. Dist.
Matraville

i61E 2-9316-6000

R. Ru
Kaindgrg
(43) 3-4528-6105

DF

Dr. Pinball
Find-1t-In-Front:

BELGIUM
Brabo
Antwerpen
32) 3238-9970
BRAZIL
DiverBras
Sao Paulo
55) 11-6674-1000

Cuinsa
Santiago
56) 2641-8520
DENMARK
Vendcomatic
(Oslo, Norway)
(47) 2291-8383

Pelika Ray-Oy

Espoo
0) 3589-2904-5299

Avranches Automatic
Ducey
(33) 2-3389-6162
SFA
Paris
iSSE 1-5326-8082
Nova BGames
Hamburg

i49§ 4053-8060

Elcoin
Nikea
(30) 1492-9357

MO

GREECE

Greece Coin
Athens

30) 1577-7012

ITALY (RSM

Tecnoplay 8.A.

San Marino
39) 549-900361
NEW ZEALAND
Amco Machine 8upplies
Auckland
64) 9846-7606
NORWAY
Vendcomatic
Oslo
(47) 2291-8383

PORTUGAL
Jacinto & Matins, Lda.
Amadora
35) 12-1496-3744
SINGAPORE
Valibel Technologies
Singapore
65) 748-8404
SPAIN
Commercial Cocomatic
Madrid
34) 91-671-69-80
SWEDEN
Call for Information
or visit our website
www.SternPinball.com

SWITZERLAND

Novomat, A.G.
Harkingen

41) 6-2388-8961
UNITED KINGDOM
Electrocoin
London, England
(44) 20-8965-2055
Electrocoin Aftersales
Cardiff, S. Wales
(44) 29-2034-3888

DR. ©



JATT777777 PONERREQUIREMENTS J AN NI AT I I T

This game must be connected to a properly grounded outlet to reduce shock hazard & insure pro-
A per game operation. See Sec. 5, Schematics & Troubleshooting, Chp. 3, Cabinet Wiring (Transformer A
Power Wiring), for transformer connections required for Normal, ngh and Low Line conditions.

Normal Line: 110v AC 125v AC @ 60Hz
Domestic . ATION = || MAX OPERATION
uses an 8amp 250v Slo-Blo Fuse. CURRENT: 2 8AMP CURRENT: 8AMP
WATTAGE: 329w WATTAGE: 940w
High Line: 0v AC @ 50Hz
Export ‘ RATI , :
uses 5amP 250v Slo-Blo Fuses. CURRENT: 1. 8AMP CURRENT: 5AMP 8amp+  Egand
(*England & Hong Kong use an Bame 250v S/B Fuse.) WATTAGE: 412w WATTAGE: 1145w | 1832w* Er?’;g Fuse
Low Line: E
Export Japan Only |
uses an 8amp 250v Slo-Blo Fuse. CURRENT: 2.6AMP CURRENT: 8AMP
WATTAGE: 264w WATTAGE: 812w

\\\\\\\\\\\ TRANSPORTATION WA NN NN
R BE 0RE TRAN PORTING AL precations whonaier ansportng e

game. %e'ad & Sfollaw Section 1, Chapter 1,

Pinball Game Set-Up Procedures & How'
SECURE BACKBOX to Secure the Backbox for Transportmg

Remove the legs & secure the game within

the transporting vehicle.
Save and retain all printed information on the game.

;

Back Height

The overall Front (36") & Back (85':") dimensions reflect the
ADDED +11," height with the Leg Levelers turned all the way in
and includes the OPTIONAL TOURNAMENT HEADER,

M__ The Cabinet is designed to give the recommended
! . . 6 5° pitch to the Playfield when all four (4) Legs are installed
with the Leg Levelers turned all the way in.
<—@&2D

::-'-—‘> Wlth the Leg Levelers turned all the way out, an
. additional 1%," MORE to the overall helght should be
added to the dimensions.

N

////////g////
o ///////////////////////// /
Height: 56"
37" Width: 31"

’ CD Depth: 31"
Approximate Unboxed Weight:

CAUTION

Higk f

7]

\

\\
\
\\

\\\\

\\

Leg Length:
307"

Front Height

le
-
i~

Beoth

1%11

m Atleast 2 people are
required to move and
¥ maneuver this game.

= L Use proper moving
1 equipment & extreme
\ care while handling!
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Pinball Game Service Manual General Table of Contents
See Sections 3 & 5, Table Of Contents, for details of that Section and it’s Chapters.

Drop Target Replacement Procedure...........uuuieriiemennniiieiininnnneiiieeeenneenecnenn. Inside Front
P Backbox Layout Locations: Fuses, Bridges, Relays & ROMs ..........cccoerirvennrenneeeenn. DR. ©
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» Diagnostic Aids G CPU DIP Switch Settings G ROM Summary Table....................... DR. ©
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& Lamp Schematics .....c.ceuvevvvnirnnnnninnnee. DR. ©
» Coils Detailed Chart Table ......ccccuuueeiriiiiiiiiiiirrreniiicieninrnniinene e e DR. ©
» Coil & Flash Lamp Locations G Typical Coil WIKing .....ccooevvvmmmrereenneeirieriierccsnnnnnnee DR. @
P Domestic Pinball & Redemption and International Distributors Maps........................ DR. ©
» Domestic Pinball & Redemption and International Distributors Directories ................ DR. ©
P Power Requirements G Transportation G Game Dimensions .........ceeeeeeveiiereneennnnens DR. ©®
Game Manual General Table of Contents......ccevieiiiniiiiiiiiiinieiiceiiieitietiecrnsceennses i-ii
BECTION 1 ..eeeieiiiiieieiittiietitieretreresesesassseserasasssesasasaresssesesoseressssssssasasassssssssesssens 1-4
Chapter 1, After Set-UP....ccccoviriuiiiiiiiiiiiiiiiiiiiiiiiitcieiiieeretierieeesttenesescsasssresssersnesnnne 1
D> Pinball Game Set-Up Procedures............ceeeiievneriininercininnnereessisneceisssseesessssseessossassssssesssnnes 1
D> Pinball Game Set-Up Future Reference..........cccovveeueeeeeriricnirrncneesesinsenseceneaceenesessnesssssssns 2-3
[> How to Secure the Backbox for Transporting G Leg Leveler Adjustment
G Easy Access Service System - B Positions......cucuieieiiiriiiiiiiiiiiiniiciiieiiceinnc e, 4
BECTION 22 ...erieiiiiiiinieitcetesacssatsecrereteseseseresesssesssesesesesesesesessssssssssssesssasasssssssnns 5-6
Chapter 1, Game Operation & Features........ccuueuuiiimeneiiiiininniiiiiieieiieneiieneeenneeeenenneee 5
> 8tart of Game Features G During Game Features G End of Game Features
G Auto Percentaging G Instruction Card..........cccovuvievniieniiiiiiiiniiiiniiniiieeiieiieieiesseneean, 6
BECTION B ..ttt ettt retecutacececetstesesnsessssssenasssssssssasosnssssesnnns 7-48
Chapter 1, Portals™ Service Menu Introduction........ceueiiiiemieiriiiiiieniniiieieniiiiieenneeeen 7
> Portals™ Service Menu Table of Contents (View for an outline of this section) ......c.c.cceeeeerennenn.ee. 7
D> Portals™ Service Switch Set Access & Use G How to Use This 8ection ........ceeeeeeeeeeereererenenns 8-9
D> Portals™ Service Menu [CON THEe ....eeeeereieeieieeeeerarsrersrsersrssresssnssessressssssesseeseeresmesessessssssens 10-1
D> Portals™ Service Menu Example G Exiting the Portals™ Service Menu .......cccceoveeeererecenenneee. 12-14
Chapter 2, Go To Diagnostics MeNnU .......ueeeeiviiiiiiiemeniiiiiiieiieniiienrerereraacisseeneneenens 15-27
Chapter 3, Go To Audits MenU ....ccceeeeeeeeieiiiiiiiiiiiminiiiieireennreiienereeeneeseesseeeeenens 28-33
Chapter 4, Go To Adjustments MenU........ccceeeiiiiiiiiiiiiiiiiieiiieeiiinnieeeeneeeeee e, 34-42
Chapter 5, Go To Reset MenU........euueiiiiiiiiiiiiinmenniiiinieeeeieecescsesesnessnneenanneesssenes 43-44
Chapter 6, Go To Fuse Table ..........ceeiriiiiieniiiriiiiiiiiiiiircnccrcccrrrccerrens 45-46
Chapter 7, Go To Help 8Creen .........cevieiiiiiiiiiiiiiiiiiiniieeiieicieenincieireeeneeeennceeenes 47-48
SECTION 4 .....oeiniiiiiiiiiiuitieiatetataratereteteteteteteresestssesesssssssssesosssesesnsssssacssns 49-80
Chapter 1, Parts Identification & Location (The Pink Pages) ......cccceueeiiirireniiniennnnnninnannne. 49
DVBIVIBW .. ceiiniiiie ittt eccrtsstia it res s esttesstacresasterostorestossssassntassstsssstssnssssrranssssrassscasoes 49
MONOPOLY® Backbox Assembly ......cccoovviiiiiiiiiimimirirmiriiiiieiiiniinnnrisss e 50
8peaker Panel Assy. for the Backbox & Associated Parts:..........ccoovvrvveveininiiiirnineiieniiniinnnnn, 51
Cabinet - General Parts & Switches........ccuuiiieuiiiieeiiiiiicciieiirrccccrteccrre s s enanes 52-53
Playfield - General Parts & Switches (Below) ........ccoovivveiiiiiimimiiiiiiiiiiiiiiininninccnineveinn, 54
Playfield - General Parts & Switches (AbOVe) .....cccevvvervverininiiiiiiiiiiiiiriiiiiiccnncee s 55

Section 4, Chapter 1, Parts Identification & Location (The Pink Pages) Continued on the Next Page

Nal

2\
September 2001 MO r{I %P\O Ly




Section 4, Chapter 1, Parts Identification & Location (The Pink Pages) Continued from the Previous Page

Playfield - Rubber Parts (Rings Actual 8ize) ......cccovuiieiiimiiiiniiriiniiritientin et 56
Playfield - Plastics (Screened & Clear) & Decals.......c.ueeeiiirniiiiieiiiiiiiiiniiiiiiiiiniininen. 57
Playfield - Rails, Wire Forms, Ball Guides and Flat Metal Ramps ........cccooeeieiiiiniiiciiinnnnnnnne. 58
Playfield - Metal Posts (Screws) and Nuts (Actual 8ize) .........cccvuiiiinniiiiiiinnniiinninneniinnnenen. 59
Playfield - Metal 8pacers (Actual 8ize) .....ccovevvreiiiiinnnreiiiriiiiciiiiiiiinirr e 60
Playfield - Plastic Posts and Spacers (Actual 8ize) .cccceemeerereiiiniiiiiiiiiiininniiiiniiiinnneee, 61
Playfield - Small Bayonet Type Bulbs and Sockets (Actual Size).........c.ccceveniiiiinniiinninninnnnss 62
Playfield - Large Bayonet Type Bulb and Sockets (Actual 8ize) .......ccovueiviiiinnniiiiininniinnnnnnne. 63
Playfield - Wedge Base Bulbs and Sockets (Actual 8ize).......cocreerevviiiiineiinnniiiinniininiinnnnnennns 64
Chapter 2, Drawings for Major Assemblies & Ramps (The Blue Pages)..........cccceeveeennnneeene. 65
D> DVEIVIBW «vvvveereeernrerenseseereasesessssessasessssssensessseessssesssssessosstesssssssssssnessssansassanesasssssssnesssnes 65
Ball Shooter (Plunger) Assembly, 500-6146-00-04 .........ccccereririiiiiiimmniiiiinnieiienninnenn (Top) 66
Autoplunger Coil Assembly, 500-6092-05 with Arm Weld Assembly, 500-6091-00 ........ (Bot) 66
4-Ball Trough Assembly, 500-6318-14 and Associated Parts:......cccccooveiiniiiiiiieiiniinniniinienn. 67
Flipper (Left) Assembly, 500-5944-12 and Associated Parts: ........ceeeeveeeeeeeneeenneenninnenieneeeenee 68
Flipper (Right) Assembly, 500-5944-02 and Associated Parts:..........ccccoveeiiiiiiiiniinniniiiiiiennn. 69
Flipper (Upper) Assembly, 500-5944-35 and Associated Parts: .........ccccceeviiiiiiininnnniniiinninnnns 70
Turbo (Pop) Bumper Top Assy., 5156-6459-01 (Qty. 6).c.eveeerrrineniiiiniiniiiiiiiinniininninnennen. (Top) N
Turbo (Pop) Bumper Bottom Assy., 515-6459-04 (Qty. 6) ...coevevniiiinnnirinnniiinniiiniiicnanne. (Mid) 71
Turbo (Pop) Bumper Switch Assy., 515-6459-03 (Qty. 6) and Associated Parts:............... (Bot) 7
8Slingshot Assemblies, 500-5849-00 (Qty. 2)...ccceeriiriiiriririiiniiiiciiiiiiniiniiniiiniiisssssinnens (Top) 72
Kick Big (Laser Kick) Assembly, 500-5862-02 .......ccccooiommmmmrniiniiiniciiiiiainnaninenenenaannee. (Bot) 72
30° Eject Assembly, 500-B511-00 .........cvveeverrresrssseessessemressersscssessessersessessssesareasss (Top) 73
30° Eject Assembly, 500-B511-01 .......covurmiriiiiiiiiiiiiiniiiiiiiiiiiiiaeseieaiienee. (Bot) 73
Ball Deflector Assembly, 500-B488-00 .......cuuurmmiriiiriiiiiiiiiiiiinnneneeneneirisssssssiiaenen 74
Scoop [Kicker] Assembly, 500-B491-00......ccccemimmreeriiiiiiiiiieiitiiiiiiiiiuenietiiaaeeascseaes 75
1-Bank Drop Target Assembly, 500-6440-21.......cccoiiiiiiiiiiimiminiiininitiitinen, 76-76
MONOPOLY® Bank Assembly, 500-6512-00 .....ccecuuiriiemiiinninrennionnennnenceeesenes [ 78-79
Mini-Flipper & Motor Assembly, 500-6486-00.......ccccovririiirirniiiinnenniieniiiresineneiiananenne 80-81
Left Plastic Ramp & Individual Parts........eueveemeiiiiiiiiiiiiiniinenncineenaanees 82-83
Right Plastic Ramp & Individual Parts..........ceoiiiiiiiiiiiiiiiiiiiiiiiiinaienne 84-85
Metal Ramp, Wire Ramp & Individual Parts ......cccoviiiiiiinniiiiicniiiiniininie e 86
Speed Bumper Ramp & Individual Parts.........cooiiieiiiiiiiiiiiniiiicnenen, 87

> UK ONLY OPTIONAL: i Svior i o i, 0008700000 10775 7 vevennevsnssrsnsnasssosssssssssasanse (Top) 88
> UK ONLY OPTIONAL: @i foewn tunt fpeniin T 0080 107 (L rviraesssssasnessssssnnssnnsnsnsssnnsssnsnns (Bot) 88
CECTION B eeieiiiiiiiiiiiiiiietteiiitttretttnseteasssnssssesenssssnsnsansascnsessssssssssssessasessosans 89-138
> Qchematics & Troubleshooting Table of Contents (outline of this section) ......ccceeeeeciiiiniiinnniinins 89
Chapter 1, Backbox Wiring (The Yellow Pages) .........ccccceeeriiiiiiiimmmmnnnniiiininninnnnnnnnnnne. 91-92
Chapter 2, Playfield Wiring (The Yellow Pages) ......cccceuueeeeeeiiiiiiiiiiiinnnnnnniiniiiiinnnnnns 93-96
Chapter 3, Cabinet Wiring (The Yellow Pages) .....cccccoviiereioiiiiiiiinnieriinininnniencnnnnnen. 97-98
Chapter 4, Printed Circuit Boards (PCBs) (The Yellow Pages)........ccceeiveniiiiennnnnnnnee. 99-134
APPENDIXES A-l...eeneiiiiiiiniiicirteieiieiecesistessesasecessasaecesoncoscsssssssstsossssncsasensscss Al-Al6
> Appendixes A-1 Table of Contents (outline of this section) ....c..cceevvviiiiiiiiiniiiiiiiniiiiiiiniiionnnns Al
D> APPENdIXeS A-l c...couvienriiiriinriinirirtretenseeesteesessses st s et s st et et et s bbb e s s b A2-A14
Plastic Part Color Chart.........coveueeiiimiiiiiiiiiiiniiicnrri it (Bottom) A13 + (Top) Al4
Glossary of Terms & Parts Order Checklist Notes ........cccoiviiviiiiniiiiiiiiiiiniiniiiiiiiniinne A15-Al6
Limited Warranty, Cautions, Warnings & Notices.......cccceueceriiieneniiiiinnnnninnnnnn. Inside Back

2080008
5880800
o8
.e

September 2001




Chapter T of |

After Set-Up

Pinball Game Set-Up Procedures
...after reading the Pinball Game Set-Up

Instruction Sheet (SPI Part N° 755-5310-00) PINBALL GAME SET-UP
included with your New Pinball Game, o AT A S S S 0
continue with the below procedures_- Refer to Gome Manualfos futher Game Set-Up Procedures (Sec. 1, Chp 1) and clher mportant informationt

TOOLS REQUIRED: 5/8” Socket Wranch & Utity Knife

With the Back Glass Removed:

1. Check all connectors in the Backbox for
loose wire terminations. Reseat any loose wire
by pushing in on the terminal. Push on all

connectors plugged into the CPU/Sound Board, S ey
I/O Power Driver Board, and the Display Power e ireprtw e S e on
Bd. to check that they are properly seated.
Ensure Fluorescent Light Tube is seated
correctly. Check that all fuses are seated
properly. Close and lock the Backbox and
secure its’ keys back inside the Coin Door.

4. Atthis poirt DO NOT CUT
STRAPPING (Vou want to
iaep the Backbox secured in

2."Slide game out using the
Black Nyton Strapping a6 a
Kariln

7. Caretuly set the game down
on he FRONT LEGS. Cam
shouid ba taken. Game i

& Install ERONT LEGS using s )
Lift game into an UPRIGHT ihe bolts removed lrom Step houvy. two (2) poople are 8. Using supports of two (2)
POSITION (Coin Door 4 Securs tightly  Take care reommended for this and peapie, prop the rear of the

With the Playfield Glass Removed:

2. Make sure the proper amount of pinballs g Up) By e T e,
were installed (Amount of balls are always
specified on decal attached to the lock down o
assembly and top of Page DR. © in the
beginning of this manual).

3. Remove all shipping tie downs, shipping - L T e Bacrionoe
blocks, packing foam, shipping instruction sty s prooct N locat e G16" HEX KEY

cara when using a ulilly

pages, etc. (if any) from the game. READ ALL e
PRINTED INFORMATION! Shipping
instructions, labels and/or decals describe
warnings, cautions, and/or important information
specific to the game. SAVE ALL PRINTED
INFORMATION.

UPRIGHT POSITION il 8 ¥4 turn untl latched
(Ensura the cablaes do not & locked

;) 14 Thiough (he open Cols Do,
g remove the RETAINING RING at o

PARTS BAG.

in cotineg. Install

4. Raise the playfield and support it, by lifting © AR
the Prop Rod (located on the left, inside the o oo The

cabinet). The end of the Prop Rod should be et o o s
placed into the hole under playfield. See the
illustration "Easy Access Service System" on

Page 4.

BALL GAME NANU/
i of he cubloeg. A

AL
INFORMATION SHEETS INSIDE THI

CABINET WHEN NOT USING.

5. Visually inspect all cabinet cables and
connector terminations; ensure no wires or cables are pinched and that cable harnesses are not pulled tight.

6. Lower the playfield and ensure game is level side-to-side by adjusting Leg Levelers, if required. See the
illustration "Leg Leveler Adjustment” on Page 4. With the Leg Levelers turned all the way in (1.25"
from floor to bottom of leg), the game pitch is 6.5°; depending on the condition of the floor, adjust the Leg
Levelers as required.

USE THE BUBBLE LEVEL ON THE WOOD RAIL (LOWER RIGHT) TO DETERMINE IF LEVEL IS ACHEIVED.
BUBBLE SHOULD APPEAR BETWEEN THE 2 BLACK LINES. SEE PAGE 4 FOR AN ILLUSTRATION.

The playfield incline affects dif{‘icul’rg of play. Use the recommended
incline; Game difficulty is best varied using game adjustments.

With the Coin Door Open:

7. If desired, perform any self tests at this time. See Section 3, Chapter 1, Portals™ Service Menu Introduction,
and Chapter 2, Go To Diagnostics Menu, for instructions on how to enter “Begin Play Test"and
"Game Specific" to test components on the game.

8. |f desired, make Game Pricing (Standard and/or Custom) and Add-A-Ball, Novelty, or X-Ball Play
adjustments at this time. See Section 3, Chapter 4, Go To Adjustments Menu, for instructions on how to
enter adjustments. Follow instructions in the tables provided in the manual for suggestions of customizing.

Per CE: "The eg)pliance
has to be placed in a
horizontal position.”

"This appliance is not to be

cleaned by a Water Jet."

Section 1, Chapter 1:
1
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Pinball Game Set-Up Future Reference

CAUTION: At least 2 people are required to move and maneuver game.
Use proper moving equipment & extreme care while handling. Pinball game is 260ibs (+/- 10).
Refer to Game Manual for further Game Set-Up Procedures (Sec. 1, Chp. 1) and other important information!
TOOLS REQUIRED: 5/8” Socket Wrench & Utility Knife

Note *“Top”
Position

. Before opening box, lay the 2. Slide game out using the 3. Remove the Four (4) ldent-
box flat on its side with Black Nylon Strapping as a ical Legs with Levelers
“TRUCK THIS SIDE ONLY” handle. from the carton and set
facing the floor. aside. (SAVE! all packing

materials and informafion
sheets related fo this pinball
until Set-Up is complete.)

Remove
2 Bolts
per Corner

4. At this point DO NOT CUT
STRAPPING (You want fo

keep the Backbox secured in ‘ 6. Install FRONT LEGS using
the down position). Loosen 5. Lift game into an UPRIGHT the bolts removed from Step
and remove the 8 Leg Bolts POSITION (Coin Door 4. Secure tightly. Take care
(use 5/8" Socket Wrench) Facing Up). not to scratch the Black
and set aside. Finish on any of the Legs.

9)

" Cut BLACK NYLON
STRAPPING. CAUTION:

7. Carefully set the game down
on the FRONT LEGS. Care

should be taken...Game is . Strapping will SNAP, protect
heavy, two (2) people are 8. Using supports or two (2) your eyes! Use extreme
recommended for this and people, prop the rear of the

care when using a utility

the following step. cabinet up and install REAR knife or scissors.

LEGS. Secure lightly.

Section 1, Chapter I:
2 After Set-Up



10. Lift the Backbox into the
UPRIGHT POSITION
(Ensure the cables do not
get pinched).

Pinball Game Set-Up Future Reference Continued

13. Open the Coin Door and

pull the YELLOW HANDLE
to the LEFT and at the
same time pull up on the
FRONT TOP MOLDING
and remove. The GLASS
can now be pulled out
towards you and removed.
TAKE CARE while moving;
set glass on a safe surface.

it
a3
(i
*

Section 1, Chapter 1:
After Set-Up
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12. The next step you
will remove the
PLAYFIELD
GLASS & BACK
GLASS to access
the inside of the
cabinet &

Backbox.

a.
-
-

Q
h

-
iy
2o
<

Gec. 1

" After the BACKBOX is in

the UPRIGHT POSITION, Shobter
locate the 5/16” HEX KEY. Rod
While inserted, rotate KEY , Adto
with a 3/4 turn until latched CoinDoor]  ‘aunger

& locked. l.ock

NOTE: KEYS are tied to the Shooter Rod* (if
equipped) or taped to the Playfield Glass (if
equipped with Auto Plunger Button). Remove
keys. One (1) set of keys opens the Coin Door,
the other set is used to unlock the Back Glass to
gain access to the White Star Board System.

14. Through the open Coin
Door, remove the RETAIN-
ING RING at the rear of the
CASH BOX and open.
Remove the PINBALLS &
the PLUMB BOB from the
SPARE PARTS BAG.

{Save the other spare parts in cabinet).
Install the PINBALLS by
placing them on the play-
field so they can rolf into the
Cuthole Ball Trough

Plumb
Bob

15. Install the PLUMB BOB on
the Hanger Wire & tighten
the Thumb Screw.
Loosening the Thumb
Screw & lowering or raising
the PLUMB BOB makes
the Games Tilt Function
more or less sensitive.

Remove the PINBALL GAME MANUAL (stapled to
side of the left wall of the cabinet). Review Section 1.
Chapter 1, which describes how (o lift the playfield to
access the Plumb Bob Tilt Assembly. The manual
gives you all the important information you need to
prepare for final set-up and other important information
(such as Parts, Diagnostics, Schematics and more...).



for Transporting

For more Backbox details & part numbers, see Section 4,
hapter 1, Backbox Assembly, Pages 50-51.

How to Secure the Back|se}

Step 2.

Carefully pull the
Backbox forward into
the "down" position.

1 "985

Ensure Cables do not
Step 3. bind, pinch or are being

pultle 'ttligBm' kr:)and—Feed

out wi ackbox so
The top of the Backbox will c e not tight.
rest onpthe Pinball Side Armor. ables ar t tight
Strap or tie down the Backbox
to keep from "bouncing” during
transport.

dn-4eg Jeyy

fockwise)

VI 207772000000 00diiniiiinuiiiiniuen gy
Leg Leveler Adjustment

On a LEVEL FLOOR, this cabinet is designed to automatically have a 6.5° pitch without adjusting levelers.

[[—I—L— ] Attach the four (4) Leg Assemblies to cabinet corners =
with the eight (8) leg bolts provided (See Sec. 4, Chp. 1, ‘I
Cabinet - General Parts & Switches, Page 52). é Cabinet Leg
7
Start adjustment with the leg levelers turned all the way Z
Bﬁble in. View the bubble in the level provided on the right ?
Bubble Level side wood rail. Adjust the front or rear levelers as 2
the wood ai necessary to cause the bubble to float between the two [
ghextlothe. Bubble (2) black iines. Use a pinball to roll down the center of
’ should be ; ; i ; 2oy
between, the playfield for side-to-side leveling.
lines. YOUR PLAYFIELD PITCH IS NOW AT 6.5° AS
W REQUIRED FOR PROPER GAME PLAY!
For custom adjustment greater than >6.5° can be acheived by turning out the rear leg leveler(s), Leg Leveler
however, it is not recommended. the way .

YZZIZIZ 1282722000020 000000 0dddipidiiiiiiiiniand

Easy Access Service System - 3 Positions
With the front molding & glass removed, carefully lift the playfield (take care when using the Bottom Arch to hoist).

Positions 1 & 2

When lifted high enough, the Playfield Support
Slide Brackets (Fig. 1A) can be seen & can clear
the cabinet front. At this time, pull the playfield
toward the front of the cabinet, checking that the
mechanical components clear the cabinet front, then
rest the playfield on the Playfield Support Slide
Brackets at the front channel of cabinet (Fig. 1C); Cgupport sie
Or, the Prop Rod (located on the right inside of
cabinet) can be used by positioning the Prop Rod end into the receiving playfield hole (Fig. 1B).

Position 3

With the playfield at rest, hold the sides & pull toward
the front of the cabinet (approx. 6" to 8"), until
resistance is felt from Edge Slide Brackets stopping
against the Slide & Pivot Support Brackels located
on either side of the cabinet (Fig. 2A). At this time,
swivel the playfield toward the Backbox, then rest on
the top edge (Fig. 2B & 2C). I Supper™

Section 1, Chapter 1:
After Set-Up
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Game Operation & Features

Start of Game Features During Game Features
Starting a Normal Game Feature Mode & Combination Shots
Insert coin(s). The game generates a sound for the Features are lit on the playfield and started by

first coin & for each subsequent coin with the display completing certain shots ():a.g. completion of Target
indicating the number of credits posted. Press the Banks, Orbit(s), Ramp(s) and/or any combination of
Start Button and a start-up sound is produced, and the shots).

the posted creditg are (reduceg by ontla. %ugsequent
players can be added (up to 4 can play!) by pressing P |
the Start Button before the end of ball 1 (with Multibal

sufficient credit in the game). Multiball is started after completion of certain features.
Multiball may vary with the amount of balls used

The display now indicates the player or # of players depending on game style. a
selected from the total depressions of the Start o
Button. The displaysizdicate? the bﬁll in plag/, and a Replag Feature @
ball is served to the Shooter Lane. An introduction is : .

shown followed by Skill Shot Graphics and/or instruc- Replay awards are given as the_|p|_ayer exceeds a High g
tions. Pressing the Start Button after ball 1 of any Sﬁﬂrghg‘f'g“”{‘g gA""me glayb fhlslfgnct?Eﬁj-}JSted a
player will start a new game (if credits are available), wi j- 3, Replay Awards (Default = ). -

Players exceeding the High Score Levels can receive:

but only if the Start Button is depressed for 2-3 CREDIT. EXTRA BALL 4
. : . . v " , , or SPECIAL. Adjustto
seconds. This delay is to avoid accidental "re-starts NONE if a replay award is not desired.

of a game. (Note: Any partial credit remaining during
2game_ play after the end of ball 1, or power down, will
e eliminated.) End of Game Features

Starting Team Play (Doubles!) Game Endings

Team Play is a four player game. The totals for players ~ When all player(s) have played all balls (including any
1 & 3 (Team 1) and players 2 & 4 (Team 2) are Extra Balls), the game ends. If power is interrupted
displayed individually as well as the combined score during the course of a game, it will end that game (see
for both teams. Team Play only works in a 4-Player Starting a Normal Game). Closure of the Plumb Bob
game. In all other cases, the individual scores are Tilt Switch according to the number of tilts set, Adj. 13,
shown. Tilt Warnings (Default = 1) or prolonged closure, will
end the current Ball-In-Play. Closure of the Slam Tilt

Switch on the Coin Door ends the current game(s).

N
3
D

p

Starting League Play

After credit is posted, while holding in the Left Flipper Match Feature
Button, press the Start Button. League Play has

now begun. The differences between Normal Game At the end of each ball, earned bonuses are collected.
Play and League/Tournament Play are: There is no At the end of the last ball of a game (including any
"auto-percentaging” (awarding extra balls, specials, extra balls, if applicable), earned bonuses are col-

etc. to players with very low scores on the second or lected, then the system produces a random 2-digit
third ball). Mystery Features are awarded in a set number (a multiple of 10; 00 to 90). Matching the last
order rather than random in Normal Game Play 2di 'ItS of the" playerS score with thIS number awards a
Percentage Game Features are not automatically credit. In Adj. 11, Match Percentage (Default = 8%)
advanced as they are for the Regular Play Features. can be changed from 0-10%. Changing the

percentage to 0% displays the "Match Animation” at
the end of the game, however, will never match nor
award anything. Changing this adjustment to OFF will
not display the "Match Animation” nor award anything.

Entering Initials/Name

If player achieved a new high score in a game or
acheived a special feature (if given) the player may
enter 3 Initials. In Adj. 32, High Score Initials
(Default = 3 Initials) can also be changed to 10-Letter
Name. Use the Flipper Buttons to choose a letter or
character as seen on the Dot Display. Hitting the Start
Button locks in the letter or character and proceeds to
the next letter. The game then proceeds into the
Game-Over Mode and then to the Attract Mode.

Note: Adj. 34, Custom Message (Default = ON) can
be displayed during the Attract Mode; enter letters in
the same fashion.

For more details with Adjustments, see Sec. 3, Chp. 4.
Continued Next Page.

SN
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Auto Percentaging

This game is equipped with Auto Percentaging, Adjustment 1, Replays: Fixed/Auto (Default = 12%, adjustable).
The Replay Percent is automatically adjusted or you can set a Fixed Aeplay Score. Four levels may be selected.
Adjustments allow awarding of a "CREDIT" (or your setting) as each level is exceeded. This can be adjusted with,
Adj. 3, Replay Award (Default = Credit). With the Autopercentage Feature, if the actual replay percentage is
higher or lower than that desired, the game will automatically adjust for the new recommended percentage
score(s). You may choose to make a different "score-to-beat" adjustment; this is done by utilizing Adj. 2, Replay
Levels. For more details with Adjustments, see Section 3, Chapter 4, Go To Adjustments Menu.

Instruction Card

Below is a COPY of the Game Instruction Card (SPI N2: 755-5175-00 USA) which is included with every game.
if your card is lost or damaged, simply COPY this page and cut out the Instruction Card as a temporary replace-
ment until a new card is ordered.

For more detailed game rules, visit our website @
www.S8ternPinball.com and click on the
"MONOPOLY®" or "Game Archive"

Pop Bumper Link.

FOLD f
HERE !

OBJECT: Own it a //Collect as much property as possible. | 3
SKILL SHOT: The WATER WORKS 85 hole callects Skill Shot. N it
COLLECT PROPERTY: Shoot for the ROLL & COLLECT area when lit. This will move you
around the board & collect the property you land on. When you collect any property watch the display
for instructions on how to play that mode. ROLL & COLLECT |S RE-LIT on the RIGHT RAMP.
EXTRA BAL.L: Extra Ball is awarded by getting the ELECTRICé@ECOMPANY to a high power %.

The upper POPS (Bumpers) raise the ELECTRIC COMPANY'S power.
BONUS X: Awarded on outer loop shots when lit, or when completing the @ . lanes.
i MULTIBALL: Advancing around the board to 5L lites LOCK. LOCK 2 balls by shooting for the
! CENTER RAMP. Then start MULTIBALL by shooting up the RIGHT RAMP.
CASH GRAB: The LEFT RAMP closes the bank door. Hitting the closed door spells "B-A-N-K". This

starts CASH GRAB. IN CASH GRAB, ALL RAMPS AWARD BIG POINTS!
JACKPOT: While in MULTIBALL shoot for the LEFT RAMP or the ELECTRIC‘@COMPANY.
CHANCE: Shoot for the left CHANCE ? CARD scoop

when lit for random awards. *

Note to Beginners: To score better, shoot at the ((FLASHING SHOTS)) !/

Be sure to LAGK UP at the Dot Display for instructions when possible.

| The TRAIN §f RAMP RE-LITES JACKPOT.
HINT: Collect all the property to play LAND GRAB!

© 2001 Hasbro, Inc. All Rights Reserved. ® Denotes U.S. trademarks. SPI PARTN®: 755/ USA
Licensed by Hasbro's Consumgr Products. Manufactured by Stern Pinball, Inc. 755-517504
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Service Switch Set (Red, Green & Black Buttons) Access & Use

The Service Switch Set provides access for three (3) Inside Coin Door '
functions available for your use. They are Volume S T
Menu, Service Credits Menu and Portals™Service '

§ The Plagfiald Power

Menu. All are accessed separately depending on which Interlock Switch

colored button (Red, Green or Black) is pushed first. must be pulled out,
Red G if Coil & Hashlamp
sreen B!ack Testing.

' emor Protect
'] " guitch is disabled
&1 when the Coin Door

: 2ty E s is open (required for
G QA k| _any changes...)

To access any of these three (3) functions you must first open the
Coin Door (see pictorial above) with the Game in the Attract Mode
(not already in any Function or Menu stated below).

Function 1, Volume Menu

Pushing the Red Button first, enters the Volume Menu. While in
this Mode, to DECREASE the volume, hold down or depress the

. Red "LEFT" Button until desired the volume is achieved; to
INCREASE the volume, hold down or depress the Green "RIGHT"
Button until the desired volume is achieved.

? Note: Pushing the Left or Right Flipper Buttons operates the same as the Red
[ or Green Buttons of the Service Switch Set, while in this Volume Mode.

Set between 0 and 31; 15 is the Factory Default. Once your
adjustments are made, this menu will automatically exit a few
seconds after the last button depression.

Function 2, Service Credits Menu

Pushing the Green Button first, adds Service Credits (will not
affect your audits as "paid" credits). This is useful for the technician
to test the game in regular play without affecting the game audits.
Each depression adds 1 credit; up to 50 credits can be applied.
Adjustment 15, Credit Limit, (Default = 30) determines this,
however, it can be changed from 04-50; see Chapter 4 of this

' Section for details). Once your credits are added, this menu will
automatically exit a few seconds after the last button depression.

“Od{u] nuUdBN°°*

Note: This function is disabled if Adjustment 33, Free Play, is set to YES. The
Service Credits are limited to the Credit Limit in addition to any paid credits present
in the game (e.g. If the Credit Limit is 30, and there are 8 paid credits present, only
22 Service Credits can be applied.).

Function 3, Portals™ Service Menu

Pushing the Black Button first, enters the Portals™ Service Menu.
Once in, move through the menus and sub-menus by pushing down
. or depressing the Red "LEFT" or Green "RIGHT" Buttons.

Note: Pushing the Left or Right Flipper Buttons operates the same as the Red
or Green Buttons of the Service Switch Set, while in this Service Mode.

Select or activate the Icon chosen (the Icon will be "flashing”) by
¢ pushing down or depressing the Black "ENTER" Button.

Note: Pushing the Start Button operates the same as the Black Button
of the Service Switch Set, while in this Service Mode.

Please read the remainder of this Chapter for more information on the Portals™ Service Menu. The remaining
six (6) Chapters of this Section explains all Icons & Menus in detail. Read! Read! Read!
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