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OA12 MIDNIGH! MARAUDERS
INSTALLATION

WARNING: REMOYE SHIPPING CLAMPS DN RACK BEFORE STARTING A GAME .,
Yisual inspections BEFORE plugginq in line cord.

1. fheck thet all cable connectors are completely seated on printed circuit ssaem-
blies. -

2. TCheck that cebles sre clesr of all moving parts.

3. {heck for sny wires thet may have become disconnected.

4. Check swifches for loose solder or other foreign material that msy have come loose
in shipment and could cause shorting of contacts.

5. Check wires on coila for praper soldering., Cold cunnections moy not eshow up in
factory inspection, but vibration in shipment may break contact.

6. Check that fuses are firmly sested and making good cantact.,

J. Check the transformer for any foreign material shorting across wiring lugs,

8. Check wiring of transformer to correspond ta location voltage. See following il-
lustration. .

TRANSFORMER CONNECYTION INSTRUCTIDNS

REFER TO POWER SUPPLY SCHEMATIC AUXILIARY TRANSFORMER CONNECTIONS
IM GCAME MANUAL FOR TABLE =ae

LOCATION VOLTAGE POWER CONNEETOR | - LODEATION YOLIAGE | JUMPER POSITION
JUMPER POSITEON |
T15VAL ; 2-8, 3¥-é, 7-10 T15VAL . 2-5
i 120VAC 2-8, 4-6, 7-11 | : 120VAC | 2-6
220VAC : 4-8, 7-9 i 220VAC 2 27
280VAC 4.8, 7-11 240VAL 2-8
NOTE: 1f the game ia to be -odtéled for locstion voltages higher than 120 velte, MAKE

SURE the correct Baliast is used for the Fluorescent Lamp!

ELIMINARY

MD51-00A12-A0D23
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OA12 MIDNIGHY MARAUDERS
FEATURE BPERATIONS AND SCORINC

THE IMVYADER FEATURE:

The Invader Femture consiste of twenty-four invading shipe which are b]ue in color. The
twenty-four ships are divlded into three groups of eight.

: i
the purpose of these ships is to attsck and destroy your bases. They accomplish this by
atarting at the top of the screen and descending into your bases. It takes three ships

making contact with a base to destroy it,

You destroy the ships by shooting them when 1it or by shooting Tank #1 to destroy the
ships mbove Base #1. The same holds true for Tenks #2 and #3.

The stteck of the Invaders can be glowed by shooting the Command Ship. This ection
freezes the Invaders for sbout four seconds.
THE BASE FEATURE:

The Base Feature consists of three basest! Base #1, Base #2, and Base ¢ When your
three bases are destroyed by taking nine hits (three per bage) the A ds. S0----

Defend Your Bases to Survivel .

You will receive new bases at 350,000 points per the fpcto This threshold can

be adjusted by changing the score in bookkeeping.

THE COMMAND SHIP FEATURE:
The Command Ship is the large ship whi frant of the lnvaders,

Shocting the Command Ship fre 1 t8 for sbout four seconds.

The Command Ship drops shot .

To raise the Commp the three tanks and two marauders, so that you may freeze

the lnvaders ags
THE TANX FEATURE:
The Tank festure is one of your most importent weapons, The lank Feature consists of
three Tanks: Tank #1, Tank #2, snd lank #3. Shooting Tank #1 deatroys the Invaders

above Base #1, Tank #2 for Base #2, and lank #3 for Base #3. You do receive the points
for all the Invaders destroyed by shooting the Tanks.

THE MARAUDERS:

The two Merasuder targets complete the aequence for raising the Command Ship.

THE RAPID FIRE FEATURE:

You have Rapid Fire as long @s the Invaders are frozen by the Command Ship.
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" SELF - TEST MODE GAME ADJUSTMENTS TABLE

BOODXEEPING FUNCTIONS

The geme is designed to help the operstor perform certain accounting functiona. The Qame

can diaplay the number of total plays and replays (free gemes). It can display the number
of coine dropped down each.cain chute. The bookkeeping functions are displayed on the
player display after the bookkeeping location flashes 3 times,

06 - 00 to - &40 = Current Credits

*07 - 100000 to - 99999 = Totsl Plays (Plyed & Free Games)
*0B - 10000 to - 99999 = Tota! Replays (Free Games)

0% - 00 to - 99999 = Total times 'High Score to Date' is beat
*10 ~ 10000 to - 99999 = Iotal Number of Tickets Awarded {Dptional)
*“%1 -~ 10000 to -~ 99999 = Coins Dropped thru Right Coin Chute

*12 - 10000 to - 99999 = Coins Dropped thru Left Coin Chute ,1
*1¥ - 00 to - 99999 = MOT USED . Y
*14 - 0C to - 99999 = Number of minutes of Game Play

«15 - 00 to - 99999 = Number of Service Credits

he inside of the
“Test button at one
will flesh 0t three
procedure until 06 flashes
sy. Lach sdditional preas of the
isplayed.

The geame displays the first bookkeeping entry if the Self-Test
front door ia pressed 15 timeg. Alternately push and rel&ade

second intervals. When the first bookkeeping functi
times and display whats in that register location
three times. Current credits will then appear o
button after a short pause will cause the pe

After the data in each bookkeeping r it cen be set to zero simply by
pressing switch button S$33, locatpd

the left Coin Chute switch, ‘ 574 cgt8ters can be cleared by alternating between the

" Self_lest button snd the s Loy ) g J on the MPU module or left Eoin Chute switch. Yhe

operator is given this
as his needs direct

mes causes the geme to play the power-up tune and light the Game
exit from bookkeeping turn game OFF, and then ON again.

-

Pressing the button &
Over light, For quick

Service credits sre designed to allow the servicemsn to test the game under actual play
condidtions without disturbing the bookkeeping recards that reside at jdentification mumbers
07, DB, 11 and 12.

ta obtain Service Credits, push and relesse the Self-Teat spwitch until identification Nnumber
06 appears in the 'Display' window. Hold in the Trigger until! the desired number of Service
Credits (up to five) appears on the pleyer acore displays.

NDTE: 1f, upon sccesming identification number 06, & number of credits greater than five
is displayed, pressing the credit button has no effect.

Identification number 15 is reserved as a record of the number of Service Credits used.

- The 10,000 level is pre-set at the factory; can be set to zero, initially, if desired.
halind 1f Coin Chute is not used in game, number displayed (if other than 0D} on Player Score
displays has no significance.

MBYE: 1f "lotal Play" register is reset to zeroe then "lotal Replays® register ahbould
alsc be reset to zeros to maintsin the game percent age value.
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SELF - TESY MDE GAE ADJUSTMENTS TABLE

| DIP SWITCH ADJUSTHENTS

LELILLEELITEILELZE A1 777244742777/ /f DIF SHITOHES LOCATED ON THE N WPU MEIOKE //// /717780771777 070000178070077777¢4¢4
COINS PER CREDIT SHET SWEZ SWE3 SNgA SHES SMec ST SHES WIS SWEID SME1) SWEIZ SHEY3 SMee
RICHT COIN DHUTE

(HIMGE SIDE OF COIN DOOR)

& 1C0IN 1 CREDLY OF OF OF OF OF
1 COIN 2 CREDITS N OF  OF  OFF OFF
1 COIN 3 CREDITS OF ON OF OF OF
1COIN 4 CREDITS N N OF OF OF
1COIN 5 CREDITS OFf OF ON OF OF
1COIN 6 CREDITS N OF ON OF OF
1COIN 7 CREDITS OFF ON ON  OFF  OFF
1 COIN 8 CREDITS N N N OF OF
1 C0IN 9 CREDITS OF OF OF ON  OF
1 C0IN 12 CREDITS N OFF OFF ON  OFF
1 COIN 14 CREDITS OT OoN OF O8  OF

e 2 COINS 1 CREDIT N N OF DN OF
* 2 COINS 2 EREDITS OF OF O DN OF
® 2 COINS 3 CREDITS N OF N N OF

{ e 2 COINS & CREDITS' OF ON  ON  ON  OFF

; %= 2 COINS 5 CREDITS N N ON  ON OFF

| e o e e e R P e 2 ——— ———— —

I ae 2 coins & cREDITS OF OoOF ®oF OF N

=+ 2 COINS 7 CREDITS N OF OF OF N
*e 2 COINS B CREDITS OF N OF OF N
®s 2 COINS 9 CREDITS N ON  OF OF M
® 2 COINS 12 CREDITS OF OF ON  OFF  Ow
®s 2 COINS 14 CREDIIS . N OT N OF N
® 2 COINS 3 CREDITS . BF N N OF N
® 4 COINS 3 CREDITS N N N OF N

| — ——

! = a4COINS 3 CREDITS OF OF OF O 8

| ®4COINS 5 CREDITS N OFF OF N N

* & COINS 7 CREDITS OF N OF o8 N
| ® 4 COINS 7 CREDITS o ON OFF ON DN
* 3 COINS 1 CREDIT OF OFT ON BN N
® 4 COINS 1 CREDIT N OT ON N O
® 5 COINS 1 CREDIT OF N N O8O
® 5 COINS 2 CREDITS N N N o N
|
|

# FACIORY RECOMMENDED SE ITINGS.
® SEC FOLLOWING TABLE FOR EXPLANATION OF HOW CREDITS ARE AWARDED FDR THESE OPTIONS,
*% NO CREDITS UN11L 2nd COIN IS DROPPED.

- PRELIMINARY
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SALF ~ TESY MODE

GAME ADJUSTMENTS TABLL

DI1P SM1TCH ADJUS THENTS

SIELLLERILIIIIITLEIE171711217717177/7 DIP SHITCHES LOCATED ON THE AA MPU MODULE //////1/111717110111117110040010001117

(OINs PER CREDIY
LEFT COIN ORITE

{LOX SIDE OF COIN DDOR)

SWET? SHELE SHET1T SHE20 SHE21 SWEZ2 SHEZ3 SMEZA SMEZ5 SMEZ6 SMEZT SMIZB SMEZ9 SHE3D

|
; # 1CO0IN 1 CREDII T OF OF OF OF
i 1 COIN 2 CREDITS o OF OF OF OF
‘, 1 COIN 3 CREDIIS OFf ON OFF OF OF
! 1 COIN 4 CREDITS ON O OFF OF OF
, } }
: 1 COIN 5 CREDIIS OF OF N, OF OFF
1 CCIN 6 CREDITS ON OF (N OF OF
1 COIN 7 CREDITS GF ON ON OFF OFF .
1COIN 8 CREDITS ON ON ON. OF OF
1 COIN 9 CREDITS OF OFF OFF ON OFF
1 COIN 12 CREDITS N OF OFF- ON  OF
1 COIN 14 CREDITS OF O OF O8 OFF
#» 2 COINS 1 CREDIT N O OF ON  OFF
*= 2 COINS 2 CREDITS OF OFF ON: ON  OFF
*s 2 CQINS 3 CREDITS on OFF OM ON oFF
** 2 COINS & CREDITS oY ON OM ON OFF
> 2 COINS S CREDITS N ON ON O8N OFF
s 2 COINS 6 CEREDEIS oF OF OF OF N
e+ 2 CBINS 7 CREDITS N OFF OFF OF O
= 2 COINS B8 CREDITS OFF ON OFF OFF N
=+ 2 COINS 9 CREDIIS ON ON OF OF ON
e 2 CTINS 12 CREDITS OFF OFF ON OF ON
* 7 COINS 14 CREDITS N OF ON OF [N
®* 2 COINS 3 CREDITS GF ON O8N OF O
* 4 COINS 3 CREDITS ON O8N ON - OFF OM
® 45 COINS 3 CREDITS OFF OF OF ON DN
® 4 COINS S CREDITS N OF OF O8N ON
* 4 COINS 7 CREDITS OF O8N OF ON N
® & COINS 7 CREDITS ON O« OF O8N O
. ®= 3COINS 1t CREDIT OF OF O« ON N
. ® 4COINS 1 CREDIT ON OFF DN ON ON
T = SCUINS 1 CREDIT OF ON Ov On ON
' ® 5CDINS 2 CREDITS O O8N On  ON N
# TACYORY RECOMMCNDED SELTINGS.
® SEE FOLLOWENG TABLE FOR EXPLANATION OF HOW CREDITS ARC AWARDED FOR THESE DPTIONS,
= KO CREDITS UNTIL 2nd COIN 15 DROPPLD.

£

SLINVIIINIARY
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SELF - TEST MODE GAME ADJUSTMENTS TAMLE

[. WMETHODS IN WHICH CREDITS ARE AMARDED FOR THE FOLLOWING OPTIONS AS NOTED ON THE "DIP SMITCH SETTINGS TABLE™ ARL AS
FOLLONS. See the Figure below.

. 2 COINS 3 CREDITS{|# & COINS 7 CREDITS
«» A COINS 3 CREDIVS|j## 3 COINS 1 CREDIY
#=% 5 CCINS 3 CREDITS||##4 & COINS 1 CREDIV
#ess 4 COINS 5 CREDITS|j##4# 5 COINS 1t CREDIV
assexfy COINS 7 CREDIIS||#####5 COINS 2 CREDITS
- ZCOINS 3 CREDITS: One credit issued when 1st 4 4 COINS 7 CREDIVTS: One credit idsued when 1st
coin is dropped. Ywo credits issued when Znd coin is dropped. Two credits issued when 2nd
coin is dropped. coin is dropped. Two credits issued when 3rd
coin is dropped. Two credits issued when 4th
ss &4 COINS 3 CREDITS: One credit imsued when 2nd coin 18 dropped.
coin is dropped. One credit issued when 3rd coin
is dropped. One credit issued when &th coin is ## 3JCOINS 1 CREDIT: One credit issued when 3rd
dropped. : coin is dropped.
wae 4 CDOINS 3 CREDITS: One credit issued when 2nd ### 4 COINS 1 CRIDII: Ohe credit issued when 4th
coin is dropped. Two credits issued when 4th coin is dropped.

coin is dropped.
#4844 S COINS t CREPIY: Ohe credit issued when 5th

asse &4 COINS 5 EREDITS: One credit issued when 1ist coin is dropped.
coin is dropped. One credit issued when 2nd ccin i
is dropped. Dne credits issued when 3rd coin is #H##15 COINS 2 CEREDITS: Une credit issued when 3rd
dropped. Two credits issued when 4th coin is coin is dropped. One credit issued when 5th coin
dropped. is dropped.

saseeq COINS 7 CREDITS: One credit issued when 1st
coin is dropped. Two credits issued when 2nd -
coin is dropped. One credit issued when 3rd coin
is dropped. Three credits issued when 4th coin
is dropped.
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SHF - TEST MDE GAE ADJUSTMENTS TABLE

DIP SW1TCH ADJUSTMENTS
GEANE FEATURE S

LIELIEIIILELIIELE27707717477717774/// DIP SHITCHES LOCATED ON THE A4 WU WMODULE LIIEITLIIIIEIIE7 11710071770 7777742¢17

FDINS PER CREDIT SWE1 SWi2 SM#3 SMeA SMES SWde SWET SHem EF SWMA10 SWETT SMET2 SHAI3  S#a
RICHT CDIN CHUTE
(HINGE SIDE OF COIN DOOR) .

FLASHES CREDIT LIGHT WHEN o
CREDITS ARE REMAINING

CREDIY LIGHT STAYS DN WHEN oFF
CREDITS ARE REMAINING

NO GAME OVER ATTRACT VOICE o
GAMLC OVER ATTRACT VOICE SAYS
STRY AGAIN EARTHLING"
DIFFICULTY = LIBERAL L o -
. DIFFICULTY = CONSERVATIVE @
; MOTE:  IN THE "CONSERVATIVE® DIFFJCULTY LEVEL, THE ALIENS AITACK THE BASES AT A MUCH MORE RAPID PACE AS THE GAME

PROGRESSES,

ELINMINARY
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ROUTINE MAINTENANCE ON LOCATION:

Self~-Test routines are written into the game design. They sre particularly useful foi
tine maintenance. The tests are desacribed below. The firat test is asutomstic and oct
power-up. Thim test causes the MPU module A4 to exsmine itself for failures. Seven |
of an LED indicates proper operation. lhe second series of self-disgnostic tests cau:
MPU to 'exercise’ each of the other modules in such a way a8 to make their faults, if
cbvious.
; .

1t is recommended that these tents be used seversl times & week to check cut the game:
fore play. If faults are discovered, they may be corrected on location if the operstc
s stock of replacement modules. See "Trouble Shooting on Location™.

MPU Module Self-Teat:

At power on, the LED on the MPU module flashes once. {(Flicker-Filash). After a pause,
flashes six more times then comes on snd stsys on, A power-up scund is played to annc
game readiness. lhis indicestes proper MPU opersting condition and successful complet:
the power-up test.

Game Self-.Diagnostic Tests:

Te Pressing the Self-Test button inside the door initistes the Self-lest routine.
switched lamps flash off and on continuocusly.

2. Preseing the Self-Teat button again causes each digit on the display to cycle fre
thru 9, snd repeat continuously.

3. Preasing the Self-Test button again causes each solenoid to be
time, in & continuous sequence. TYhe number appearing on thg,
the same ae the number assigned to the salencid. the sgund
s number appemrs indicstes proper operation. The apase
sound is abaent, see the in Solenoid Identificatj

4. Pressing the Self-Test button again causgs Aor (Motor 0) to operate, 4

them left and right.

5. Pressing the Self-Test buttg Command Ship horizontal wmotor (Mo

to operate, moving the 5hi

causes the Command Ship vertics] motor (Moto
down. To mske further testing simpler you ahoul

6. Pressing the Self-Je
aperate, movin
this teat when
board. This wil
and expose all th

revent the limit switches from appearing in the stuck switch
benscora for the sensor test.

7. Pressing the Sejf-Teat buttan again causes the game to enter Ticket Dispensor mo
Dnce in this mode the Ticket Dispensor (optionel) will dispense one ticket each
the gun trigger is pulled.

8. Prrasing Self-Test button again causes the sound module to play the "Attacker Hi
sound repeatedly.

9. Pressing the Self-Test button sgain csuses the HNPU to seerch esch switch assembl
stuck contacts. If any are found, the number of the first set encountered is f)
on the Player Score display., The number remains until the fault is clenred. Se
Switch ldentification Table for help. Other numbers may follow if more stuck co.
are present. If there are no stuck switches, the Mirror Image display flasheas
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10.

1.

Pressing the Self-Test button agein enters the game into sensor test. Al) the ships un
the Lamp/Senscor board will lite. By siming the gun at a snip, the coorespanding lamps
should flicker and then go out indicating that the sensor sees the infra red beam. Ad-
ditignally a sensor identifing number will be shown in the display. See the following
fllustration for a detailed layout of the specific Sensor/Lamp locetions.

the Sensors on the Mechanical Targets WILL NO1 flash sny lights, but should display an
appropriste number on the display.

To re-lite the lamps in this wode, operste the left hand coin awitch,

Pressing the Self-Test button 19 more times causes the MPU to step thru the threshold
and bookkeeping functions described previously end finslly to repeat the power-up
teat. For more rapid exit to power-up, turn the game off, then on. The game is now

ready to play,.

After successful completion of the Self Disgnostic Test procedure, set the game up for play,.

If actuasting e switch assembly results in intermittent or no responmse, clean contacts by
gently closing them on & clean business card or piece of paper and wiping until they wipe

clean. Regap, if necessary,

to 1/16". Do not burnish or file GCold Plated Switch Contascts.
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TROUBLESHODTING ON LOCATION

Your game is designed toc make trpubleshooting easy. Several simple procedures sre given
below thst cover the greatest percentage of geme failures. They are written for sn cperator
on locetion and require module replacement. Symptoms and the action to be taken are given
for each type of problem.

1f the problem is more complicated snd is not solved by following this procedure, more
detailed procedures are available from Bally/Midway.

1A) SYMPTODH: Game does not play power-up tune when power in turned on. General
illumination is present.

ACTIODN: A} Turn power OFF. Open gawe's fFront Door Assembly by releasing the
Latches on it's right side. Locate light emitting diode (LED) on MPU
module A4,

B) Turn Power ON. LED must flasth 7X to indicate that module A4 im good.
Correct flash sequence is flicker/flash-pause-and then six more flashes
and LED comes on and stays on.

C) If LED does not come on, or does not flaeh, or flsshes, bot iess than
77Xy turn off power. Check fuses and replace if necessary.

D) 1f fuees are akay replace MPU Mpdule.

CAUTION: Replaceaent MPU Module must have same Part Muaber or incorrec peration
will resultt  See Parts List far MPU Module Part Number.

E) If game is correct, it is now ready for play. correct,

refer to Module Replacement procedure. (See

2A) SYNPIOM: Not akl feature lamps light during game
ACTEOMN: A} Open front door. With power ON,

If game is correct, all featurs

B} Yo gain access to lamps:

t. Open Back Door.

2, Remove Erater Scener

3. Lift playfiel

OGN and OFF.

\ g in the two "Quieck Release” latches.
e edge where the 1,000 peoint lites are

located.’
C) Replace bulbhg
B} If game is now ready for play.
E) If : turn power OFF. Replace Driver/Reg. Module AJ.
L Mid repest A.

\e in supplied to the Display Driver Module Al, from the

CAUTLON:  High Vells
Julator Module AY. Wait 30 meconds for High Voltage to Bleed BfF.

Driver/Re

F) If game is correct, it is now ready for play.

€) If game is not currect, turn power DFFf. Replace MPU module A4. See
CAUTION, 1AD, Turn power ON and repeat A,

H) If game is correct, it is now ready for play. 1If game is not correct,
refer to Module Replacement procedure. (See Parts Liat).

28) SYNPIONM: One or some switched lamps slways ON.
ACTION: Repeat ZAA, AB, AEL, and AF and if necesaary AG & AH.

3A) SYMPIOM: Displey digits improper. One or several segments always OFF, digits mottled
or several segments or digit(s) alweys ON.

NOTE: Since this disaplay driver ie designed to be viewed thru 8 mirrar,
- looking at it directly. 1.e. Thry the back door - May Jead you to believe
' the module is not operating properly.




&A)

48)

SA)

58)

ACTION:

SYNPTOM:
ACVION:

SYMPTON:

SYMP 1OM:
ACTION:

SYNPTDN:
ACTION:

A) Open front door. With power ON, press button (Self-Test awitch) twice.
If the game is correct, each digit on the Mirror image Display Driver
Module At displays the count 1-9 and 0 continuously in each of the §
digit positiona. Note defect in Display Driver mocdule.

8) ilurn power OFF, See CAUTION NOTE ZAL.

€) AReplace Display Driver module Al. Turn power ON. Repest A.

D) If game is correct, it is now ready for play. 1If game is not correct,
refer to Module Replascement procedure. (See Partes List).

E) Replece MPU module A4. See CAUTION KROTE, tAD. Turn power ON, Repeat
A, e

Solencid(s) do(es) not pull-in during course of game.

A) Open front door. With power ON, press bulton {(Self-lest awitch) three
times.

8) If game was correct, each solenoid would be energized. A number is
flashed on the Player Score display ss each solenoid is pulsed. Note
any numbers that do not have the sound of a molencid essociated. See
Solenoid ldentification Table.

C) Refer to 2AB 1 & 2. Turn power OFF, Inspect the solenoid.

D) If a lead is broken off, repair. Repeat A & B. If game ta correct, it
is now ready for play. If molenoid wiring wes correct, turn power OFFf,

E)} Replace Driver/Regulestor module A3. See CAUTIDN NOTE 2AE.

F) Repeat AA & AB, 1f game is correct, it is now ready to play. 1If game
is not correct, turn power OFF.

€) Diaconnect Scund Module.

H) Repeat AA & AB. If game is correct replace sound
correct. It is now ready to play. If geme is nal
OFF. '

1) Replace MPU module A4, See CAUTION NOTE

J) PRepeat A & B. if game is correct, j

game is
rn power

‘o play. If game is

not correct, refer to Module Reg ire. (See Parts List).

Chouoting to one minute with
bpower OFF. Repeat aos necessery,
AE, AE, AG, AH and if necessary, Al,

Solenpid(s) always energized
power ON, followed by five
Replace damaged solen
AJ. ‘

Motor(s) daq
A)Y DOp

e during course of game.
ith power ON, press button (Self-lest switch) &, S5,
turn on each Motor individuully.

B) 1If idcorrect the tank motor will operate firat, then the command

orizontal motor, and finally the command ship vertical motor.
Note sny motor that does not coperste,

€) Refer to 2AB 1 & 2. Turn power OFf. Inspect the motor.

D) If a lead is broken off, or a connector not aeated properly an the Motor
Contro} Board, tepair or reseat connector. Repeat AA & AB. 1f game is-
correct, it is now ready for pley. 1If game is not correct. furn game
OFF, Replace auspect Motor Control Hodule. '

£) Repeat AA & AB. If game is not correct consult factory.

No motors operate during test and no sensors score points during game play.

" A) Check fuse f2 on Driver/Reg. Module A3, If fuse is good. lurn off

game.

B) If fuse is blown replece F2 with a 4 amp 3AG fuse. Repest SAA & AB. 1f
game ias correct, it is now ready for play. If geme is not correct turn
game OFF,

C) Replace Oriver/Reqg. Module A3. See CAUTION NOTE Z2AF,

D) Repeat SAA & AB. If game is correct, it is now ready for play. 1f game

i® not correct, turn game OFF,
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SYMP TOM:
ACTION:

SYMP TOM:
ACTION:

SYNPTON:
ACTION:

E) Replace infrasense MPU.
F) Repeat 5AA & AB. If game is not gcorrect turn game OFF and consult the
factory.

No Sound.

A} Open front door. With power ON, press (Seif-lest switch) B times.

B8) 1Turr valume contreol clockwise to Max.

C) If correct, spund will be heard, If incorrect, try seating speaker lead
connector (J2) snd iaput connector (J1).

D) 1If correct, sound will be heard. If incorrect, refer to MOdule
_Replacement pracedure.

Trigger does not work or commend ship vertical moter does not change

direction.

A) Open front door. With power ON, press (Self-lest switch) 9 times.
Open the back door and by hend, disengage the gear controlling up-down
movement of the commaend shift. While hoiding the gear away from the
spring, slide the ship forward spproximately three inches ‘and release
the gesr. This should lock the command ship in place and insure the
limit switches are not actusted.
If the game is correct, the Mirror Image Display will flash ‘0", IF a
number appears on the display, See Switch Assembly Identification Table.
Vetify switch operation by squeezing the trigger several times and by
engaging the gear and moving the command ship to its upper and lower
In each case an sppropriate number should sppear on the Mirror

H hiech coorespends to the Switch Assembly lIdentification
Target(s) do gamg play.
A) UOpen front dool™ 8 ‘pressphutton (Self-Teat Switch) 10

€)

times.

B) All target lites should ceon .

€) Aim the qun st the suspected aenalret [t} ho nding lampe sheuld go
out and & number will appear in the dxs-:’y. ee Sensor ldentification
Table.
To re-lite-Lampe, coperate Left Hand Coin Switch.

D) If the game is correct, it is now ready for play. If game is not
correct turn power OFF-,

€£) Check connectors on Lamp/Sensor Board to insure they are properly
sented, Also visually check sensors to make sure they haven't been bent
out of alignment. .

F) Repest steps AA thru AC.

€) If game is correct, it is now resdy to plasy. If game is not correct,
turn power OFF,
H) Replace Lamp/Sensor Bosrd.

I) ARepest steps AA thru AC,

J) If the game is correct, it is now resdy for play. If game is not
correct, turn power OFF.

K) Replesce infrasaense HPU,

L) Repeat steps AA thru AC,

M) If the game is correct, it is now ready to play. If game is not

correct, turn power OFF and consult the factory.

Came blows fuse(s) repeatedly.

See Module Replacement Procedure. F.0. $60-3.
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The following teble is & guide in tracing signats from the Senmors to the inputs on
the Infrasense Board.

Lemp/Sensor Infrasense
Sensors ¢ Transistor # Connector/Pin Conn./Pin
1 01 : J3a1 Ji-2
2 Q2 J3.2 J3-3
3 G3 3.3 Ji-a
4 ‘Q4 J3=4a J3-6
5 as J3=5 J3-7
[4 Q6 J3-6 J3-8
7 Q7 J3-7 J3-9
8 Qs J3-8 J3-10
9 a9 J3-9 J3-11
10 g10 J3=-10 J3-12 .
11 at CJ3-11 J3-13
12 Q12 J3-12 Ji-14
13 g13 J3-13 J3-15
14 Q%4 J3-14 J3-16
15 Q15 J3-15 . J3-17
16 Q14 J3. 18 J3i-18
17 Q17 33-17 J3-1
ie Q18 J3-18 Ja-2
19 Q19 J3-19 J&-3
20 Q20 J3=-20 Jb-8
21 g21 J3-21 J4-5
22 Q22 J3-22 Ja-6
z3 Q23 J3-23 J&-7
24 Q24 J3-24 J4-8
25 azs RIGHT MARAUDER {MIRROR) Ja=-11
26 Q26 LEFT MARAUDER {HMIRROR) Ja-12
27 gz7 RIGHT TANK (MIRRDOR) Ja-13
18 028 CENTER TANK Ja-14
29 _ Q29 LEFT TANK (MIRROR) J&-19
30 Q30 EQMMAND SHIP Ja=16
3 N/U . N/U Ja-17
32 N/U . NAU J4-18

To verify continuity of any questionable sensor, place game in target sensor test as
Previously described in the asnual., Then clip & long jumper to the suspected
treansistor emitter, the sppropriste number should be displayed on the mirtor image
display. If the number does not appear, use the table ebuve to determine the reason
for lack of continuity. I1f the number appears when the emitter is probed but not when
the gun is simed at the sensor either the sensor is beat out of alignment or the
transistor is defective.

PRIELINIIN AR




SOLENOID IMDENTIFICATION TABLE (MIRROR VIEW)

Self
Test # Solenoid Ildentification

01 Explosion Lights (No Sclenoild Sound)

02 Right Merauder

03 Left Marsuder ;

04 Right Tank

as Center Tank

gé Left Tank

07 Command Ship Descend

SWITCH ASSEMBLY SELF-TEST DISPLAY NUMBERS

Switch Self , .
Test # Description

g1 Trigger

09 Coin Chuyte Left

10 Coin Chute Right :

12 Siam \

15 Lower Limit - Command: Ship

16 Upper Limit - Commend ‘Ship

ELIMINARY
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MISCELLANEDUS

TRANSFORMER
AUXILLIARY TRANSFORMER

BULBS €M8-24s

BULBS #5955

BULBS #9712

BULB FI1SIBBLB (FLUORESCENT)
STARTER
MOTOR (2)
MODIOBR (1)

HORIZONTAL MOTION
VERTICAL MOTION

FUSE (2) LAMP 3AGC FLUDRESCENT LAMP & AUX TRANSFORMER

ASSEMBLY COILS

RIGHT ALIEN
LEFT ALIEN

RIGHT TANK

CENTER TANK

LEFT TANK

COMMAND SHIP .DESCEND

MOBYULES

7 <“0R IMAGE DISPLAY

PNFRASENSE MPU

DRIVER/REGULATOR

MOTBR CONTROL

SGUAWK & TALK

MPU

LAMP /SENSOR

TARGET SENSODR

PGWER MCDULE

TRANSFORMER & RECTIIFIER ASSEMBLY

PART LIST

MIDNIGHT MARAUDER

M100-00109-A00D0
MTO00D-00132-A000
0017-00003-0519
0C17-00002-0484

" 0017-00003-0525

a017-00003-009%
0017-00003-0412
0040-00625-0100
0040-00622-0000
0017-00003-0001

AA12-000565-0000
AA12-00065-0000
AA12-00065-0008
AA1Z-00065-0000

" AA12-00065-000D

AA12-00071-0000

A0B4-921713-B0DO
ADB4-9168Y-DAL2
ADB4-91678-EA12
ADB4-9168B2-GA12
ADB4-91625-AA12
ADB4-91494-AA12
AGB4-916%7-CA12
A0B4-91707-BA12
ACB&4-91492-A000
AA12-00037-0000

ke

SLIVIINARY



SENSOR IDENTIFICATION TABLE (MIRROR IMAGE)

SENSOR # DESCRIPTION
25 RIGHT ALIEN
26 LEFT ALIEN
27 RIGHT TANK
28 : CENTER TANK
29 LEFT TANK
30 ) COMMAND SHIP

ELIMINARY
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May 15, 1984

SERVICE BULLETTN

GAME:: MIDNIGHT MARAUDERS

SUBJECT: P.C. BOARD INTERCHANGEABILITY

The following P.C. Boards have been used before in Bally Midway
Pinball Games.

P.C. BOARD INTERCHANGEARBLE WITH

1. MPU Module Any Bally Midway Pinball Game to
date.
{(Except Program IC's and Jumper
Carbinations.)

2. Souawk & Talk Module Any Bally Midway Pinball Game to
date that uses the Sguawk and Talk
Module.
(Except Program IC's and Jurper
Combinations.)

3. Rectifier/Power Supply Gold Ball and Grand Slam

Module

Attached is a preliminary parts list for Midnight Marauders. -

Pete Gustafson
Field Service Technician

BG/dd

attach.

% 10601 W. Betmont Ave. « Frankdin Pork, llinois 60131 'Telepﬁone (312) 451-9200 » Telex: 72-159% Hf /



Service Bulletin

PRELTMINARY PARTS LIST
- MIDNIGHT MARAUDERS

“May 15, 1984

‘ Page 2
MISCELILANEDUS
Transformer

Auxiliary Transformer

Bulbs (@M8-244 or 86

Bulbs #555

Bulbs #912

Bulb F15T8BIB (Fluorescent)
Starter

Motor {2) Horizontal Motion
Motor (1) Vertical Motion

Fuse (2) Lamp 3G Fluorescent Lamp and

CAuxiliary Transformer

ASSEMBLY COILS

Right Alien

Left Alien

Right Tank

Center Tank

Left Tank

Command Ship Descend

MODULES N

Mirror Image Display
Infrasense MPU
Driver/Regulator

Motor Control

Squawk & Talk

MPU

Lamp/Sensor

Target Sensor

Power Module

Transformer & Rectifier Assembly
Trigger LED (In Gun-Assembly)

MT00-00109-2000
MI00-00132-A000
0017-00003-0519
0017-00003-0484
0017-00003-0525
0017-00003-0095
0017-00003-0412
0040-00625-0100
0040-00622-0000

0017-00003-0001

AZ12-00065-0000
AA12-00065-0000
AA12-00065-0000
AA12-00065-0000
AA12-00065-0000
2A12-00071-0000

A084-91713-8000
A084-91681-DAl2
A084-91€78-EAL2
A084-91682-A12
A0B4-91625-pR12
2084-91494_a212
A084-91697-CAl12
A084-91707-BA12
A084-91492-A000
AA12-00037-0000
2084-.91708-AA12



BLOCK DIAGRAM - MIDNIGHT MARAUDER
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