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TO DISABLE GRAPHIC ADULT ORIENTED SPEECH SET
ADJUSTMENT 56 (ADULT SPEECH ENABLED) TO "NO".

REFER TO SECTION 3, CHAPTER 1, PORTALS SERVICE MENU INTRODUCTION FOR HELP
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WOW! Look what's new at Sega Pinball! [ di—

THE BACK BOX: First introduced in Lost In Space™ Pinball is the Sega Showcasa Il

Backbox! An innovalive and bold look! A Backbox using a single lock and an easy-to-

remove Back Glass & Speaker Panel / Dot Matrix Dispm. The aperating principles are;

it still folds down {using the onginal allen wrench key) and lays upon the cabinet side armor

molding. And, you can service the PCBs from either side of the game. Back Glass and

Speaker Panel / Dot Matrix Display cleaning and removal is easier. The reviews have been
reat, Iium look at your own ?HF’HE! For more on Backbox Parts, see Section 4, Chapter 1,
arts Identificaiton {The Pink Pages).

~. MODULAR STAND-UP TARGETS: £
L See Appendix | in this manual (al rbl |
! the back). You can now buy just the 241
Ll
|
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Target Insert instead of the entire
Target Assembly Tg'rl just the Target
Insert is broke). Ta

: rget Assemblies
which are "Rear Mounted”
"]" reversed) would use the same SPI
" art N® bul add an "R" to the end.
When you order the Target Insert(s) from your
distributor, it should come with an Assembly /
Disassembly Instruction Sheet. It it does not, ask
our distributor for a copy of Sega Pinball, Inc.
ervice Bulletin N® 110 {or call Technical Support
at below numbers). You can also use Service
Bulletin N° 110 to reverse the Target Inser
installation it you have spare “regular” mounted
targets {the Switch Actuator would need to be
reversed as well). Appendix | will give details on
the Part N% & the Colors the targels are available in,

R TROUGH DUAL OPTO BOARDS: We have been using Single OPTO Switch Boards in our
PO A Ball Troughs (as the switch for the Trough Up-Kicker) for a long while now and with great success!
i Through long-term field testing and design we have produced the Dual OPTO Switch Board., Why?
A Increased reliabilty and
W [y handling of the flow of
Nyt pinballs in and out of
'y 3 the Ball Trough. In our
“ past games Baywatch™
@A  {hrough Viper- the Ball
Trough Desigr: usad only a Single
OPTO Switch at the Tmuﬁh Up-Kicker.
This designed proved itself reliable.
However, as we strive continuously for
improvemeants, we have found by using
& Dual OPTO Switch Board it will now
act as a monitoring device in the event
a “double-ball” stack occurs at the
Trough Up-Kicker (a double-ball stack
is when a ball sits upon the top of the
bottomn ball over the Trough Up-Kicker).

Flmt introduced in L’Dlt |n s ace” ”'IE g p——— 0t
Dual OPTO Switch Board will identify 5-Ball Trough with
this and allow ball transistion to process the New Dual OPTO

taster and fluently. For mare on
troubleshooting, :BB Section 3, Switch Board

Chapter 2, Go To Diagnostics Menu
{then Go To Switch Menu) or Section
5, Chapter 4, Printed Circuit Boards
PCBs), Trough Up-Kicker Dual

PTO Boards Theory of Operation &
Schamatic, ...Component Layout &
Parts, OPTO Troubleshooting and Trough Dual OPTO Boards Alignment (Test for LED1 & LED2).

. New to our Pinball Games?
Don't forget to go aver Section 3, Chapter 1, Portals™ Service Menu Intreduction, If using Diagnostics...very useful!
And, as always, if you get stuck? Comments? Questions? Call Technical Support at 800-542-5377 or 708-345-7700.
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¥V FIND-IT-IN-FRONT: DR. PINBALL SECTION EXPLAINED V¥

The key technical data fram various pans of the manual were extracted and combined into the *Find-h-In-Front:
Dr. Pinball Section." This section (pages DR, @ - @Lwill assist the technician in locating important technical
infarration needed o troubles the Pinball Machine. Dr. Pinball is aleo available on the game in'the Portals™
Service Minu_. This variation is'in a Flow Chart Help Formal. To getinto the Portals™Service Menu:

M thy Stap £ ahing th
ova throtgh the rmeania ughing the
Aed "LEFT" or Graen "ng{-ﬁ"' Bugnn-.

tep 1
Entar the Pnﬂlll‘gowlui onu
pushing the Black "BEGIN TEST" B "

Nota: Pushing the Left or Right Fllpper 5
Buttens oparates in the same way, P
Salecl or aclivale lcons b E.cl'mlng Fleyfiald Powar
Ihe Black "ENTER™ Button, Interlock Switch

{Lacalad inside

Cotn - Daor Left)

g
FiMpL

A for Colf and

Nete: FPushing the Start Button
opamtes in the same way,

In eur Portals™ Service Menu, selecting the "DR." lean will bring the operatortechnician into
Dr. Pinball (Flow Chart Menus), the "on-screen” diagnostic aide. This is a teature that will allow
you lo utilize the power of the micro-processor assisting in troubleshooting a problem with the
machine in a Flow Chant format (Just follow along & answer the questions. ).

V¥V HOW IT WORKS ¥

First, the u[IJerat:-rftechni-::ian must enter the Service Mode (for a complete description of the Portals™ Service
Menu and ICONS see Section 3, Chapter 1). To get into the Service Menu Mode: « Power-up game (if not
already) & open the Coin Door. « On the Coin Door is the Portals™ Service Switch Set (Red, Green & Black
Buttons). Push down the Black "BEGIN TEST" Button. Looking at the Video Display you will mementarily see
the introductory screen "Service Menu” with a satellite flying from right to left pulling a banner “Portals™ © SEGA
PINBALL, INC_." followed by the MAIN MENU.

While in the MAIN MENU, select the "DIAG" /con, then select the Crass “DR." feon. This will bring you (the
operator / technician) into DR, PINBALL (Flow Chart Menus) which offers you a choice of three {f?] Sub-Menus:
Coil "DR.," Switch "DR." and Lamp "DR." feons. Selecting a particular sub-menu will give you a cheice of which
specific Flipper, Coil, Switch or Lamp circuit needs to be diagnosed. The display will now ask a question or give a

rocedure to follow such as "Does the lamp turn on?* or “Check bridge rectifier BR-20, if short replace.” ern

r. Pinball asks a question or request a procedure the Dr. will expest a response such as "no” or "yes" (see below
examples of the Mini-feons which will prompt the operator). You the opemtortechnician must respond by using
your Flipper Buttons to "SELECT" a Min/-leon and the Start Button to "ENTER" your selection.

Nota: The "Portals" service switches located on the coin door can also be used to select and enter
Mini-lcons. In switch test this is required since fipper and start switches are part of the test.

i From thi Main Menu e From tha Br. Pinball Beny

51 From e Daginost os
Koniu

[4:; | I Portals

5 o0 T G0 TO @D TD COIL,

= DIAGHNOSTICS MENU OR. PINBALL BWITCH OR LAMP
J-'nT-. z — et FLOW CHARTS

TR

The following are the Mini-leons with explanations for the Dr. Pinball Sub-Menus:

Sakect a Coll, Lamip, Switch ar Fl 1o hagnase with *-*
of *2 loon; Then selact the ‘FIURL 1ean to clivato te cholet
*PREV" goes back o previcus question

“CHNT eiits Ponals complataly.

Hoan whon bon ts balng asked on tho Display, Seloot
"YES' or "NC" to answer quasiion glven,
‘END" lats yiou salacl & new lam bo lest.

Sean when dagnosis ls given,
Sglect any loon lor your nasd atep,
T ghvas :
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This 5 a 5-Ball
INSTALL 5 BALLS! Pinball .
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V¥ DIAGNOSTIC AIDS ¥

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, Scoap, Eject, etc.). If this assembly has a closed switch indicating a ball is stuck
or the switch is stuck closed, the CPU Board will activate the coil ten times. If the switch remains closed, the
wme will displ_e#.a message indicating there is a problem (e.g, “"OPERATOR ALERT AUTO LAUNCH NOT

ORKING®). This not only wams the operater of a problem immediately, but indicates exactly where the operator
should look le reselve i,

The diﬂﬂasy 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 ‘a.;k batteries are dead or faulty RAM) or upan installation of updated
version of code. Opening the Coin Door will initiate a Factory Restore, by opening the Memory Protect Switch.
Check battery vollage at CMOS RAM with power off,
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[ SWITCH MATRIX GRID LOCATIONS l LAMP MATRIX GRID LOCATIONS |

Legand Note: . = Swilchas/Lamps mounted above playiietd. . = Switchaa/Lampe mounlad balow the playfield,
[ TYPICAL SWITCH SCHEMATIC [DEDIGATE__[_.’I SWITCH ECHEMATIG! TYPICAL LAMP SCHEMATIC ]
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COILS DETAILED CHART TABLE

High Current Coils Group 1

#1 | TROUGH UP-KICKER Q1 |WO Pwr, Drve, [BRNBLK | J8-P1 | YEL-VIO | J10-P4/6 |50y b

#2 |AUTO LAUNCH Q2 [VO Pwr, Drvr. |BAN-RED! J8-P3 | YEL-VIO | J10-P4/5 |50y oc m
#3 |SUPER VUK @3 __|VO Pwr. Drvr. [BRN-ORG| J8-P4 | YEL-VIO | J10:P4/5 |50v e | 29940 |
#4 |TOP VUK Q4 [WO Pwr. Drvr.| BRY-YEL | J8-P§ | YEL-VIO | J10:P4/5 (50v o | 251200 |
#5 |TOILET SEAT LID Q6 VO Pwr. Drvr, |BRN-GAN| J8-P6 | BAN | J7-P1 |20v00|,25 1100
#6 MR, HANKEY LATCH Q6 {0 Pwr. Drvr, |BRN-BLU | J8-P7 | YEL-VIO | J10-P4/8 |50y o | 291000
#7 |FLASH POPS %4 Qr | Vo Pwr Drvr, | BRANAVIO | JB-PB ORG | J6-P10 |20y pe| 00 Buld
#9 |LEFT TURBO BUMPER Q9 |10 Pwr, Drvr. | BLU-BRN | J9-P1 | YEL-VIO | J10-P4/5 {60y ne m
#10 | RIGHT TURBO BUMPER Q10 | VO Pwr. Drvr. | BLU-RED | JO-P2 | YEL-VIO | J10-P4/5 |50y o | 251200 |
#11 |BOTTOM TURBO BUMPER Q11 WO Pwr. Drvr. |BLU-ORG | J9-P4 | YEL-VIO | J10-P4I5 |50v 0o | 261200
12 LEFT SLINGSHOT @12 |VO Pwr. Drve [BLUYEL | J9P5 | BRN | J7-P1 |20voc| 22800 |
#13 | MR. HANKEY (DOWN) @19 |VO Pwr. Drvr. |BLU-GAN| J8-P8 | YEL-VIO | J10-P4/5 |50y nc| 221100 |
#14 | KENNY PIVOT (DEAD) Q14 |UO Pwr. Drvr, | BLU-BLK | J9-P7 | YEL-VIO | J10-P4/5 |50v ve | 221080 |
#15 |LEFT FLIPPER (50v RED/YEL) Q15 |1/O Pwr. Drvr. |ORG-GRY | Jo-P8 J10:P1/2 | B0y ne m

RIGHT FLIPPER (50v RED/YEL) 1O Pwr. Drvr. | ORG-VIO HEB-YEE | ut0-p1s2
Low Current Ceils Group 1 w Une Colin ik € et Dot Gonmecton | Yidoe

#17 |RIGHT SLINGSHOT Q17 |0 Pwr. Drvr. | VIO-BRN | J7:P2 BRN J7:P1 |20y e 29800
#18 |FLASH TOP VUK 1 Q16 |10 Pwr. Drvr. | VIO-RED | J7-P3 ORG | J&P10 |20v0c m
19 | KENNY LT Q19 O Pwr, Drvr. | VIO-ORG | J7-Pa | BAN | J7-P1 |20vpe| 24940

#20 \KENNY RT Q20 |V Pwr, Drvr.| VIO-YEL | 47-P6 | BRN | J7-P1|20vpc | 24940

#21 LT OUTLANE (UK ONLY) G2 K Pwr. Drer. VIO-GRAN  J7-P7 BAN
2 RT QUTLANE {UK OMLY) WO Pwr Pryr ViD-BLY  J7-P BREN
23 UPMMOWN POST (UK ONLY) Q23 VO Pwr, Drvr, VIO-BLK  J7-P EF

Flash Lamps (FLASH)

#F1{FLASH STAN #2 Q25 |10 Pwr, Drvr. [BLK-BRN | J6-P1 | ORG | J6-P10 |20y D¢ fm
#F2|FLASH CHEF %2 Q26 |WO Pwr. Drvt |BLK-RED | J6-P2 | ORG | J6-P10 |20, 0c| 59 Bulb
#F3|FLASH KENNY fg_ Q27 | UO Pwr. Drvr. [BLK/OAG | J6-P3 ORG | JB-P10 |20v e m
#F4|FLASH KYLE #2 Q28  |1/O Pwr. Drvr. | BLK-YEL | J6-P4 ORG | J6-P10 |20vpe m
#F5|FLASH CARTMAN #2 @29 |10 Pwr. Drve. |BLK-GRN| J6-P5 | ORG | J6-P10 |20v0c| 429 8U0
KENNY 31 ]
#F6|FLASH ==l Q30 |VO Pwr, Drer, | BLK-BLU | J6-P6 ORG JA-P10 |20y po [-HEIHH00_
BACK #2 #89 Bulb
198 K0
#F7[FLASH MR HANKEY/TOILET %2 | Qa1 |1/ Pwr. Dive.| BLK-VIO | J6-P7 | ORG | J6-P10 |20vpc| 80 Bulb
a6y pe| 499 Bulb

#F8|FLASH SUPER VUK #1 @2 (VO Pwr, Drvr. | BLK-GRY | J&-PB ORG JB-P10 iii i

Find-It-In-Front:
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| coniocATioNs | FLASHLAMP LOCATIONS _

L |

Logond Mota:

= Colig/Flashes mounted above playilald.

. = Colls/Flashes mountod balow hie playfiold
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DOMESTIC PINBALL & REDEMPTION DISTRIBUTORS

Brilinihy
Albyar
Conamiie ’ Sankatchiven nnitiob

Cirdaia Cainha:
(F-h
Washiiglon
Netming ! N,mmd bt
Cegen Waho Hene
WWimoonabn
5 Cobmia [
Whpstnlng
hemsen
Mevads
Hubrivsba
B ' |
W,
Calorika [y — il ] vind Vi
19) Nkl
Arigann . Caading
n OiSalesirnd fukansad
M 5, Carolin
peree ]
X sy ka
Toan
- e
Rfianon

'm-f_nl.hmm_-
=2} ]
0 ]
[
|

Rio T T i K L

it
—

2 | AR, Litle Fogk | Gedwin Distributing 601-753-1138

ND. 101262
NE | Omaha (Grealer Amercan Dist, | 402-563-2812 |
JPhoenix | Beteon Wast HOR-2R0180 i Coity s, 402-341-5300 |

b Can, Coin Maching | 604-450-4008 | b | Springlield . L State Shles & Setvico | B73-467-9700

| Vancouver (Can,) | Pacific Vending. ] | 604-324-2164 Ny hasVegas | Belson West 702-740-8484

6 | ca [BuenaPark  fo0 . \vee | 714-228.7500 Fano Aeno Game Sales | 7028292080
i 5. San Francisco | 4158624220 | | Garden Cily Park | T & M Distrituiting §16-747-0034
& eolDenver |Warehouse ol Games | J02-853-B663 NY { Rostyn Halghts | Deith Distributing. .| 516-621-1254
Bl Mountain Coln_____ | 903-427-2133 | SYRCUsa TA&M Distibuting. | 316-432-1632
JL_EJMM__HMMH_ML LCinginnatl | Atlas Distrbuting 519-771-1908
ALLEL [ Ondando - Bimingham Vending | | Columbus .
1B fotae —{amingtan Vendos | 40742615 shate Dlttutng Go. | $14421.400

Macagonia
Tuilsa Galaxy Distibiiting, Co, | 918-835-1168

O
A3 M EwaBeach | 60th Stale Coin Op, | 808-682-466 oK
oy HHexdale (Cand | New Way Salgs 4 16-674-8000
OR

A4 1 | Des Moines Girpater Arnercan Diat, | 616-244 2026 |
8 g EK Grove Vilage | Atias Dighibuting | 847-962-7500 |
16 Benspnville MNameo Cybanainment | 630-230-2200 |

Toronte (Canj | Starburst Coin Machines | 4168-251-3182
Poriand American Coin £03-233-7000

AT |y Hndianapolis | Atias Distributing 3177866892 | 215-698-1122 |
ETThas ndianapolis | Shaffer Digtibuting, Co. | 317-868-2530 PA | Pittsburgh Green Coin A1 2081 BA04 |
A8 KS Wichita | United Distributors, Inc, | 316-263-6181 | Wilkes-Barre | Suparior 717-824-9994 |
20 KY | Loulsvile | Atlas Distributing | 502-066-5266 SC|MmieBeach  [GreenCoin | 803-620-1900 |
SV LA | Melaide L AMA Distrdbutors, Ing, ¢ 504-B35-4293 Th Mamphis | Green GAMES, 601 -353-1000
22 | MA | €, Long Meadow | Gekay Sales 413-525-2700 | (Carrolton. | Nickels & Dimes | 972400 3062
..@_ MD Balllrru:ra &WM %ﬂﬂ_ma 903-3?44?4’3
gal | |Weiner Digtibuting | 410-525-2600 | TX|Dalas | Commercisl Music | 214-741-8381
25|y | Redlord | 313-754-4880 (Houston {1, 2 Franz & Co. | 713-523-7366 |
2 ming | Allas Distibuting [ 616:241-1472 San Antonio —— | 2102066322 |
21 LN Rloominglen | Hangson Distibuting : LT | Sall Lake City | Slruve Distributing | 801-328-1636

WA | Gaaltie Amarican Coin | 2067649080
| Grogn Bay - | Plongar Sales & Sve. | 820-
w Monomanes Falls | Planeer Sales & Sye, A1 4T 1480

St Louls

spgﬁbphgpﬂs%phaahahkhbphahshh

Shaffer Distibubing, Co. | 314-645 3303
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For Pais and Serice, call your local distributor. The numbered locations are genaral areas, View lable and map for

comasponding numbened distibutor. i your state/provines does not have a dstibulon, call the nearest statedprovince,
Cistributors and phone numbers are subject to changa, Call Sega Pinball, Inc. Technical Supsort with any quostions

or i your distibuler cannol hielp you, al 1-800-842-537F (USA or Canada or eleewhen al 1-700-345-7700).
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POWER REQUIREMENTS

This game must be connected fo a ﬁmparfy gmundad outlet to reduce shock hazard & insure pro-
per game \;:J;:erﬂtmn See Sec. 5, Schematics & Troubleshooting, Chp. 3, Cabinet Wiring (Transformer
Power Wiring), for transtormer connections required for Nermal, High, and Low Line conditions.

Normal Line: 1iov AC - 126v AC @ 60Hz
Domestic : DN MAXO
Weis an Baar 250v Slo-Blo Fuse CURRENT 2.BAMP CURRENT BaAMP
e e b ATTAGE: 320 WATTAGE: 940w
‘ VRO AGE: 329w Ié".i _________________
5 Export e e ERAY RATION 3
uses Same 260v Sio-Blo Fuses. CURRENT 1,8AMP CURRENT BAMP | 8AMP' {9
| CEA0n & Hog Kong wma an s N0V B Fuse) | WATTAGE: 412w | WATTAGE: 1145w '1@32w* Wil
L kow Line: 9 / 60H;
Export Japan Only . AvG A ST . X OPERATICH
usis an Bame 260y Slo-Blo Fusa, CURRENT 2.6AMP CURRENT BaAmMP

WATTAGE: 264w LL WaTTAGE. 812w |
P A SN RN SN SN SN SN SN SN i

BERETANPRING T ANSPORTATION

precautions whenever transporting the
gﬂmn. Road & follow Section 1, Chapter 1,
ame Assembly Procedures, & How to
Secure the Backbox for Transporting.
Remove the legs & secure the game within the transporting vehicle,
Save and relalin all printed information on the game

Y AW AR S S A 4
GAME DIMENSIONS

The overall Front (37%) & Back (75"} dimensions reflect the
ADDED +1%" height with the Leg Levelers turned all the way in;

The Cabinet is designed 1o give the recommended
6.5° pitch to the Playfield when HJ{ four (4) Legs are installed
with the Leg Levelers turned all the way In,

With the Leg Levelers turned all the way out, an

e m_..._-b' additional 1% MORE to the overall height should be

added to the dimensions.

|| -Hé.i-;.]r.ﬂf 55","'" Z
|| Width: 302 J( \,' .
i||Depth: 317 W

a5

Al least 2 peopde an
mxgeired (0 moave and
maneuver s game
Lis® pnopar mroving
eciapmant & ax e
ik white handing!
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Chapter 1 of 1

Game Set-Up

Game Assembly Procedures
(Reference Find-it-In-Front: Dr. Pinball)

1. Open the top of the carton and lay it on its side with the bottom of the cabinet down. Using the plastic banding
strip as a handle, slide the game out of the carton. CAUTION: At Jeast 2 peaple are required to move and
maneuver game, Use progar moving uqu?mnr & extreme care while handiing. Pinball game is 250 Ibs.+.
Refer to DR. @ for Power Requirements, Transportation and Game Dimensions,

2. Remove all packing material. The four (4} Cabinet Leg Assemblies (Leg Levelers are attached) are in the
colmer pa-:km%rmtaﬁnl of the crate. A large Allen Wrench {use for securing the backbox) is inserted and tap
to the rear of the cabinet. Leg Bolts, Steel Balls and any miscellaneous parts are in the cash box.

3. Support rear of cabinet and attach rear legs using two leg bolts for each leq. Support front of cabinet and attach
front legs using two leg bolts for each leg.

4. While assurin%}hﬂt no cables are being pinched, carefully raise the backbox and secure it in its upright position
with the Allen Wrench in the hole in the back of the cabinet and rotating the wrench 270° (%, turn).

5. Remave the Coin Door Keys from the Iag:ald glass, and open the Coin Door. Remove the Backbox Keys
hanging inside the Coin Door, unlock the Backbox and open.

6. 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, VO Power Driver Board, and the Display
Power Bd. to check that they are pmeﬂy 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,

7. Remove the Front Molding & carefully remove the playlield glass and set it aside.

8. Remove all shipping tie downs, shi inwhcka. packing foarn, shiﬁ'i'ng instruction pac?es. etc. (il any} inside the
cabinet, READ ALL PRINTED INFORMATION! Shipping instructions, labels and/or decals describe wamings,
cautions, and/or important information specilic to the game.

8. HRaise the playfield and support it, by lifting the Prop Rod {located either on the left or right side, inside the
cabinet) and placing the nolched end into the hole on the under playfield. See the illustration “Easy Access
Service System” opposite this page.

10, Visually inspect all cabinet cables and connector terminations; ensure no wires or cables are pinched and that
cable harmesses are not pulled tight,

11, Remove the Plumb Bob tilt from the dpsurts packa?a and install on the pendulum wire on the inside left of the
cabinet, Check the plumb tilt and adjust as required. See Section 4, Chapter 1, Parts Identification & Location.

12. Lower the Ela'ﬂield and ensure game is level side-to-side by adjusting Leqg Levelers, if required. See the
ilustration "Leg Leveler Adjustment” opposite this page.

13. With the Leg Levelers tumed all the way in (1.25" from floor to bottom nfrel%g}, the game pitch is 8.5°;
depending on the condition of the floor, adjust the Leg Levelers as required,

The playfield incline affects difficulty of f;!ay. Use the recommended
incline; Game difficulty is best varied using game adjustments.

14, 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,

15, INSTALL 3 BALLS on the playfield near the outhole and carefully reinstall the playfield glass.
(Amount of balls are always specified on decal attached to the lock down assembly.

16. If 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 changes.

mPar c "The appliance has to be placed in a horizontal position.”
"This appliance is not to be cleaned by a Water Jet *

----"_-'--""._I ru

Section 1, Chapter 1 Page 1
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How to Secure the Backbox
for Transporting

| UonDas

Step 2.

Currfudly pdl the
Bimokbox forward into
the e pesdlinn,

dn-1a% |

The lop of the Baosibon w1

gt on i Plaball Sids Arnor.
Strap of Be down the Backbax
ta hwep froem " bounolag” durlng
Iranspan

See Seclion 4, Chapter 1, Backbox (Back Side/
Front Side) Assemblies, lor part numbers.

A,
Page 2 o

lLeg Leveler Adjustment

This cabinet is designed to automatically have a 6.5 pitch
without any Leg Leveler adjustment!

Attach the four {4) Leg Assemblies to cabinet cormers with
the eight (8) leg bolts provided. See Section 4, Chapter 1,
Cabinet - General Pats, for part numbers,

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

Verify 6.5° pitch. Minor adjustment(s) "~.."-..E
may be necessary depending on the :
location floor being level, i

For custom adjustment greater than
>8,5° can be acheived by tuming out
the rear leg leveler(s), however, It is
not recommended.

Lag Levaler (umaed ull the way In} * ' }

Easy Access Service System -
3 Positions

Carefully lift the playfield using the Left and Right Ball
Guides upward,

Positions 1 & 2

When lifted high enough, the P.tagﬁi.'d Support Siide
Brackets (Fig, 1A) can be seen & can clear the cabinet
front. At this time, ﬁuil 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 snt'mning the Prop Rod end inlc
the receiving playlield hole (Fig. 18},

Fig. 2A f f»z-f_;_l ‘ Fig.2C 7

|y Fig. 28 [_ } [

] oy e :‘i “iﬂ'""_. by f!:_
ey [ [
Position 3

With the playtield at rest, hold the sides & pull toward the
front of the cabinet [apBrox. 6" iz 87), until resistance is feit
from Edge Slide Brackets slopping against the Sfide &
Pivot Support Brackets located on either side of the
cabinet (Fig. 2A). Al this time, swivel the playfieid toward
the Backbox, then rest on the top edge {F‘?g_ 2B & 2C).

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

Start of Game Features

Starting a Normal Game

Insert coin(s). The game generates a sound for the
first coin & for each subsequent coin with the display
indicating the number of credits posted. Press the
START BUTTON and a start-up sound is produced,
and the posted credits are reduced by one. Subse-
quent players can be added wg to 6 can pladvl}
pressing the START BUTTON before the end of ball 1
{with sufficient credit in the gama).

The display now indicates the player or # of _Pra ers
selected from the total depressions of the START
BUTTON. The display indicates the ball in play, and a
ball is served to the Shooter Lane. An introduction is
shown followed by Skill Shot Graphics and/or instruc-
tions. Pressing the START BUTTON after ball 1 of
any player will start a new é_iqme if credits are
available), but only if the START BUTTON is
depressed for 2-3 seconds, This delay is to avoid
accidental "re-starls® of a game. (Note: Any 14 credit
remaining durinﬁ game play after the end of ball 1, or
power down, will be eliminated.)

Starting Team Play (Doubles!)

Team Play is a four player game. The totals for
players 1 & 3 (Team 1) an [alayers 2 & 4 (Team 2) are
displayed individually as well as the combined scote
tor both teams, Team Flav only waorks in a 4-Player
gﬁme. In all other cases, the individual scores are
shown,

Starting League/Tournament Play

After credit is #sted, while ho!ding in the LEFT
FLIPPER BUTTON, press the START BUTTON.
League Play has now begun. The differences
between Normal Game Play and League/Tournament
Play are: There is no "auto-percentaging” (awarding
extra balls, specials, etc. to players with very low
scores on the secand or third ball). Mystery Features
are awarded in a set order rather than random in
Normal Game Play. Percentage Game Features are
not automatically advanced as they are for the Regular
Play Features,

Starting Pinball Wizard Play

After credit is .P.?sted, while holding in the RIGHT
FLIPPER BUTTON, press the START BUTTON.
Pinball Wizard Play has now begun, The same as
League/Tournament Play, but coocoooh! so much
gosh darn harder!

Section 2, Chapter 1
Game Operation & Features
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During Game Features

Feature Mode & Combination Shots

Features are lit on the playfield and started by
ccrmpletmi;:enain play shots (e.g. completion of
target banks, orbit{s), ram'u:n:s?1 and/or any combination
of the shots). Combination shots (combos) are a
series of shots curgf}lﬂta-d in many different variations.
For example, a shot to the Ramp with the ball being
returned to the Left Inlane then immediately shot to
the Orbit of the playfield returning to a Flipper and
then shot to another Ramp would be a hard combo
shot worthy of many points. These combinations vary
per game. For feature modes & combos certain

points or awards are given after completion,

Mulitibail

Multiball is started after completion of certain Feature
odes or may be a mode itself depending on game
rules/play. Multiball may vary with the amount of balls
used in Multiball depending on game style, Typically,
if Multiball play was short, a “restant™ option is given.

Watch the Display tor instructions on the restar.

Replay Feature

Heplay awards are given as the player exceeds a High
Score Level during game play. This can be adjusted
with Agmmmanta, eplay Awards (Defaull=CREDIT,
adjustable). Players amaedingbthn High Score Levels
can receive, CREDIT, EXTRA BALL, or SPECIAL.
Adjust to NONE if a replay award iz not desired.

Video Mode

The video modes may require the player to “play
an-screen’. The interactive video play may require
the player to use the flipper buttons to play the mode.

End of Game Features

Game Endings

When all player(s) have played all balls {including any
Extra Balls), the game ends. If power is interrupted
during the course of a game, it will end that game (see
Starting a Normal Game), Closure of the I'-?Iumh

Tilt Switch according to the number of tilts set (Default
=2, ad]ustahlla':ﬂr its prolonged closure will end the
current Ball-In-Play. Closure of the Slam Tilt Switch
on the coin door ends the current game(s).

Match Feature

At the end of each ball, earned bonuses are collected.
At the end of the last ball of a game (including any
extra balls, if applicable), earned bonuses are col-
lected, then the system produces a random 2-digit
number (a multiple of 1OF:: 00 to 80). Matching the last
2 digits of the player's score with this number awards
a credit. In Adj. 11, Match Pan:enta?e Detault=7%,
adjustable) can be changed from 0-10%. Changing
the pememaga to 0% displays the "Match Animation”
al the end of the game, however, will never match {to
award a credit). Ghanging this adjustment to OFF will
not display the "Match Animation” nor award a credit

Continued Next Page.
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End of Game Features Continued

Entering Initials

if player achieved a new high score in anr of the 3 categories (Regular, Novice or Wizard), the player may enter
his/her initials. To enter your initials, use the Left & Right Flipper Buttons to choose 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 Atract Mode. (Note: A custom message (adjustable)
can be displayed during the Attract Mode; enter letters in the same fashion.)

Manual Percentaging

This game is equipped with a Manual Percentage Adjustment. As with our previous games, you can either set
operator adjustments for a replay percent or you can set a fixed replay score. See Section 3, Chapter 4, Go To
Aq;lliustmants Menu, Adjustments 1 & 2. If you set operator adjustments for a particular replay percent, the game
will compute a recommended score 1o keep the game at that replay percentage. If a change is recommended and
he game coin door is opened, the display will indicate if the replay is too high or low and make a sound to alert
he operator. By pressing the Start Button, the score to beat will be changed to a more apempriatﬂ level, If you
lose the Coin Door or enter the Portals™ Service Menu, no score change will be made. You may choose to
ignore the recommended change; for example, you may not think last week's players were the usual crowd. Just
ose the door and the message will dlsamear without altering the existing level. Or you may choose to make a
ifferent score to beat adjustment; this is done by utilizing Adj. 2, Replay Levels.

Instruction Card

Below is a COPY of the game instruction card which is included with every game. If your card is lost or damaged,
simply COPY this ;'::?e and cut out the Instruction Card as a temporary repiacement until a new card is ordered.
(Suggestion: COPY & CUT along the dotted line and fold in the center to keep the *COPY" sturdy.)

e T L

FOLD L ' =

HERE i SKILL SHOT Collect Flashing Lighton the side Targets for points. Use Flippers to change lights.
. MULTIBALL Shoot Targets below Tollet until completed. Then shoot Ramp to begin Multibalf, j
* FEATURES Shcot a Character the indicated number of times to START Fealure: i
4 STAN Shoot STAN fo collect Jack) Collect indicated {5 to "Complete.” |
% CHEF Shoct Flashing Shots to mmawards. Cﬂmplnlamlnn Ehagm *Complate.”
# KYLE Shool io “Complete.” :
* KENNY Shoot Y to collect award and "Complele.” |
 CARTMAN Shoot CARTMAN to collect award. Collect indicated awards to "Complete.” [

Note: If the lace of a character is lit solid, then he has been completed.

if the face of a characler is flashing, then he has been “Played but not completed.” ;
. SPOOKY VISION Playing all character's features, lights CHEF Shot for SPOOKY .
¢+ VISION. During y Vision, completing all shots increases Jackpot. |

;. VOLCANO Completing all character's fealures, lights CHEF Shot for VOLCANO. During Voleano,
¢ complete all characters {each shof three (3) times) to receive WIZARD AWARD, @ E.|| |
| EXTRA BALL Mystery or Consolation may light Extra Bal, @!ﬂﬂ |
' SPECIAL Consolation or Features may light Special. PARK
 Note to Beginn | e Bedler, shoat GEthe ((FLASHING SHOTSH) ! I
i Be sure | " | | NS W pos sl i
| g Pt o THER O 1 o Pk, Curmac Carvrad Th A6 100, A8 Pights marved e W '
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Portals Service Menu Introduction
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Service Switch Set (Red, Green & Black Buttons) Access & Use

Open Coin Door and view Service Switch Set (see figures below). The Memory Protect Switch is now disabled:

when changing adjustments, leave the coin door open, so changes can be made. Imp

artant: The Playfield

Power Interlock Switch must be pulled out for electro-mechanical device testing (this is required).

D Entering Portals™ Service Menu (will not operate in Volume Mode);

glack Button 1st)
Enlar the Portals™ Sorvice Menu by
pushingho Black "BEGIN TEST® Bultan,

Step 2

Move thraugh the manus by pushing tho
Fed "LEFT" or Graeen “RIGHT® Butlons,

Step 1

i ] e

Note: Pushing the Left of Right Fllpper

e
IMPORTANT

Buttons oporates in the same way.

EtﬂP 3 A i
Soloct or aclivato leons by pushing o :
the Black “ENTER" Buftun. . ! .

Note: Pushing (he Start Bulton
oporates in the same way.

]

Ensura tho
Playfiald Fowar
Interdock Switch
(Located inside
Coin Door Laf)
18 pulled out.

Thia Is lred

for mrﬂnd

FLASH LAMP
Tosting,

@ Adding Service Credits (will not
operate in Serv_i'lce or Volume Modes):
Step 1 (Green Button 1st)

Reoolva savice crediis by pushing the
Green "SERVICE CREDITS® Bulton,

This button allows the lechnlclan to add
Sorvice Crodits without adding any counts to
the Coin Audite. Up to 30 credile can be applled.

@ Entering the Volume Menu (will

not operate in Service Mode):

Ste Red Button 1st)

1
Entar Eu Valume Monu by auahing e
Red "VOLUME" Bulton.

* Decrease volumo by pushing the Red “LEFT" Bution.
* Increase volumo by pushing the Green “RIGHT" Button.

Note: Pushing tho Left or Right Fllpper Buttons
oporatos in the same way, Onoe adjustments aro mado,
Ihis monu will automdatically axitin a low seconds,

™
it

Page 6

RIGHT
BUTTON
START

FLI_IIEﬂ';EH BUTTON {anz Ilfllght} o
BUTTON {Enter) &
{Move Left) {Increase) :_:
or c
(Decrease) J:

|
- e ProlODT
~———___Switch

e ———

IMPORTANT NOTE:

Ensure the Playfieid
Power Interlock Switch is
pulled out for all electro-
mechanical device testing.

- on- - lac Euttnn.-.
Volume Begin Test
or or
"Enter"

RIGHT
™
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How to Use This Section

This section will cover all functions available in the Portals™ Service Menu in a Step-By-Step process. This
section is divided into chapters which coincide with the MAIN MENU. The following pages in this chapter will
instruct the operator on how to move through the menus, It's simple, easy and fun o use!

To get into the Service Menu Mode: « F’owm-'.a) game (il not alreadrl} & open the Coin Door. « On the Coin
Door is the Service Switch Set (Red, Green & Black Buttons). Push dowt the Black "BEGIN TEST" Button.

Looking at the Video Display you will momentarily see the introductory screen "Service Menu® with a saleliite
flying from right to left pulling a banner "Portals™®" followed by the MAIN MENU:

FLEEES
‘

TH |

— i - - 1 TTRELE TN
e i . Y Mg Pyt n r
. B [-.a.?-!m m’ N R A T

The Coin Door may be closed for security, however, please note with the Coin Door closed, the game's MEMORY
PROTECT is enabled; meaning any changes that are made will be not be written to memory. 1| changing
adjustments is required, ensure the Coin Door is open.

Use the Red "LEFT" & Green "RIGHT" Buttons (or Left & Right Flipper Buttons) to move the selected ICON
left or right, and the Black "ENTER" Button (or Start Button) to activate the selected ICON. The use of the
Service Swilch Set (Red, Green, & Black Buttons) (s required in Switch Test or Active Switch Test, as the Start &
Flipper Buttons are a part of this test,

For diagnostic purposes, be sure the Playfield Power Interlock Switch is pulled out so Playfield Power is not
disabled

The MAIN MENU now appears with the "DIAG® leon {DiaGNoSTICS MENU) flashing:

Ea

| ALID | AD) JRESET FUSESRUTTHELF

IMAIN O TO DIAGNOSTICS MENU [FAIN

As the operator views the Menu Screen(s), the Mt MM gymbols indicates that there are more lcons to select in
each direction. The /con selected will blink. Pushing the Black “ENTER" Button (or Start Button) will select the
fcan and the Menu Screen will change to the menu selected. Select the "PREV* /cons to move backwards
through the menu levels, Select the "QUIT" jeon to completely exit the Service Mode.

View the Portals™ Service Menu lcon Tree on the next pages for a complete overview of all menus used in this
system. View the last ::hf#)ler (HELP) if more information is required. Selecting the "QUIT" fcon with the Red
"LEFT" or Green "RIGHT" Buttons (or either Flipper Button), then pressing the Black "ENTER" Button (or
Start Button} will exit the Service Mode. This applies to the large and small "QUIT® leons.

The chapters in this section, which coincide with the MAIN MENU, will also provide more detailed information
which could not fit in the display. Use both the manual and the display to help customize, troubleshoot and/or
diagnose faults, it any,

Section 3, Chapter 1 llsn“TH l Page 7
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Portals™ Service Menu Example

This axawle will demonstrate activation of feons in the DIAGNOSTICS MENU. The example wili show activation
of the "SW" jcon (GO TO SWITCH MENU). |n this menu, the switches can be tested individually and also all active

swilches can be tested, Use the same technique to access all the jeons in the Portals™ Service Menu, Follow

Portals™ Service Menu leon Tree on the Elraviaus pages as a quide to help navigate through the entire system

(Also, go to the chapter in this manual explaining the icon(s) selected.). ’"\

If the display is in any other menu other than the MAIN MENU, use the Red "LEFT" & Green "RIGHT" Buttons
to select the "PREV® jeon and frass the Black "ENTER" Button to activate the ICON thus moving back to the
previous menu. Do so until MAIN MENU appears.

Chapters 2 through 7 will cover all menu items within the Portals™ Service Menu. The lcon is shown preceding
the text. Find the lcon in the Partals™ Service Menu by nnw'&ating with the Red or Green Buttons. Each
chapter started is from the MAIN MENU. Within the chapter, the sub-menu's will be covered sequentially with
their explanation & tunction, If the operator “gets lost”, selict and activate the "PREV" feon until the display
indicates MAIN MENU. For more help, see Chapter 7.

{b The "MORE" symbols are indicating that “more icons” are available which don't |"_:>
MORE appear in the display and which way to move the selection to view the jicons. MORE

Important Note:

Exit any sub-menu and return to the MAIN MENLU by selecting & activating the "PREV" lcons,
if no leons a, r in the display because of a testing function or special display {e.g. Help,
Schematic da'rpfu , elc.), press any service button to exit to the provious menu or sub-menu.

Selecting & activating the "QUIT* Selecting & activating the "HELP" /con will
feon trom any display will exit the ar show a help scresn, {An explanation of each
Service Session, 5 Mini-leon at that level will cycle continuously
untit any active button is pressed )

Example: From the MAIN MENU, use the Red "LEFT" or Green "RIGHT" Buttons to select the "DIAG" lcon (GO
O DIAGNOSTICS MENU).

an
S co To piacnosTics menv il
Press the Black "ENTER" Button to activate this ICON. This will bring up the DIAGNOSTICS MENU.
il <©cO TO SWITCH MENU [HilkE
The DIAGNOSTICS MENLU now ars With the "SW" lcon (GO TO SWITCH MENU) flashing. Press the Black
Button to activate this icon. This will bring up the SWITCH TEST MENU. AT

Page 10 Lo - P Q Section 3, Chapter 1
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The SWITCH TEST MENU now appears with the "TEST" Jcon

- : whﬂ\'ﬂTcH TEST) Hashinﬁ:
Press the Black "ENTER" Butten to activate this icon. This will bring up the Switch Test Display.

i
il

] SWITCH TEST

The Switch Test Display now appears.

SWITCH TESYT

All switches can be tested one at a time (When possible, use a pinball to close any playfield switches: rolling

the ball at Stand-Up Targets or overfunder switches is suggested. Use finger for all non-playfield switches.)

As each switch is closed, the respective Switch Matrix Gnd Position (1-64) will be lit. To view the schematic

tor the swilch selected, press the Red or Green Buttons 1o select the "DRAW® lcon. Press the Black Button to

activate this icon, This will bring up the Switch Schematic Display for the switch being closed,

]
)
—
c
c
Q
b

-
-

PLUMEB BORB TILY

WHT-BRN #01 CPU/SND

Section

An example is shown with Switch #01, Plumb Bob Tilt, selected, The display describes the switch in the Swilch
Matrix which includes the name of the switch, the Retumn (Row} Wire and the Drive (Column) Wire, drive
transistor, the part number {not shown in the above example) and the "Pin-Outs” from the CPU/Sound Board.

While in Switch or Aclive Switch Tasts, the Flipper & Start Buttons are deactivated. Use the Red "LEFT,"
Green "RIGHT" and/or Black "ENTER" Buttons to select and activate the “MINI-ICONS" at the bottomn of the

tests (Active and Dedicated Switch Tests). Use the Red or Green Buttons to change the selected |

"PRE
Mate:;

“feon. Press the Black "ENTER" Button to go to the previous menu.

ON to

displac. in Switch Test, if the "Left Arrow” or "Right Arrow” fcon is activated, the display will go to the grevious

In Dedicated Switch Test, the Flipper & Start Bultons are to be used instead of the Red, Green & Black

Service Buttons, as these buttons are deactivated for this test,

Section 3, Chapter 1
Portals™ Service Menu Intro.
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Exit out of the sub-menu by activating the big "PREV" feon in the menu. This will bring up the DIAGNOSTICS
MENU. The Switch Test Session is now complete. See the next page about exiting the Portals™ Service Manu.

Page 11




Exiting the Portals™ Service Menu

All leons will e coverad in the chapters of this section with the exception of the "QUIT* fean, in the MAIN MENU.
Both the large and small feons if selected and activated, will exit the user from the Portals™ Service Menu, The
display will return back to the ATTRACT MODE! To re-enter the Portals™ Service Menu follow the instructions al

the beginning of this chapter.

If more help is required, see Chapter 7 of this section, and view the various help displays in the game,

Your Notes

Section 3, Chapter 1
Portals™ Searvice Menu Intro.
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Go To Diagnostics Menu

Speclal Note: Ilthe display flashes "OPEN THE DOOR" the game is indicating that memary

has been corrupted. This is caused be either failure in memory (e.g, batteries are dead and/or taulty RAM) or
upon installation of updated version of game code. Opening the Cain Door will initiate a Factory Restors, by
opening the Memory Protect Switch. Check batlery voltage at CMOS RAM with the power off,

Overview

The Portals™ Service Menu System Fmvides tests for sounds, digplay, lamps, switches and coils. Each feature
may be tested manually or automatica Iﬂartar entering the Portals™ Service Menu (see Chapter 1 of this section).
Select the "DIAG" fcon trom the MAIN MENU to go to the DIAGNOSTICS MENU. The autoratic tests (e.q.
Cycﬁn? Colls, Test Flash Lamps) may be used for a quick verification of automatic test functions and the
manual tests (]Engin Play Test, Single Lamp / All / Row / Column Tests, and Game Specific Test) may be
used for troubleshooting, All lcons and there usages are explained throughout this chapter,

During game play, activation of switches and operation of coils with associated switches are monitored. [f the
CPU/Scund Board does not detect a switch transition ("Stuck Open" / "Stuck Closed") for 50 games, it is
considered faulty. When operation of a coil should close or open a switch and does not, the coil is considerad
faulty. Inthe Attract Mode, faulty switches and coils (if any) are reported (Select the “TECH" /con, Technician
Alert, from the DIAGNOSTICS MENU). Note that reporting of an unused swilch does not constitute a problem
and that a bad coil could mean that the associated switch requires adfustment.

& CAUTION: Remove pinballs from the Ball Trough prior to lifting the playfield for sawicin&. This can easily be
done in the Portals™ Service Menu System. Select the *DIAG" feon from the MAIN MENU to go to the
DIAGNOSTICS MENU. Select the "CLR" /con to enter the CLEAR BALL TROUGH MENU. Select the "RUN"
feon & press the Start Button to remove one ball at a time. This is also useful to retrieve one ball for game
testing in Begin Play Test & Game Specific Test. important: The Power Interlock Switch must be pulled out,

1;‘1 GO TO DIAGNOSTICS MENU

With the game in the Attract Mode, open the Coin Door and press the Black "BEGIN TEST" Button,
Select the "DIAG" foon in the MAIN MENU with either Flipper or Red "LEFT" & Green "Right" Buttons
{upon entry of the Portals™ Service Menu, the system defaults with the selection of the "DIAG” Jeon
flashing) and press the Start or Black "ENTER" Buttons. The DIAGNOSTICS MENU appears.

{:j The "MORE" symbols are indicating that “more lcons® are available which don't |:5>
MORE appear in the display and which way to move the selection to view the jcons. MORE

Important Notes:

Exit any sub-menu and return to the MAIN
MENU by selecting & activating the "PREV"
leons, It no lcons appear in the display
because of a testing function or special
display (e.g. "Help®), press any button to exit.

-"'I . o

i k

Salecting & aciivatinﬁ the "QUIT" leon from
any display will exit the Service Session,

Selecting & activating the "HELP" Jcon from ERE In Diagnostics, selecting & activating the *-* or

any display will show a help screen. (An "+" foons moves test forwards/backwards.

explanation of each Mini-fcon at that level will  [EIIF| Selecting & activating the "RUN" fcon repeats
* cycle continucusly until any active button the test on the coil or flash IamF!:]: left off at.

is pressed.) AAFF Selecting & activating the "ARROW" lcons

moves between tests in the sub-menu.
BRI Selecting & activating the "DRAW" jcon will
show the schematic for that swilch or coil,

Some tesls require navigation through the menu(s) and selection of the Jcons with ONLY the Red “LEFT," Green
"RIGHT" and Black "ENTER" Buttons, This is required in Switch & Active Switch Tests. as the Flipper &

Start Buttons are a part of the test.
the Power Interlock Switch (inside Coin Door) must be pulled out,

m @ .. . . {
==t G FLASH (See Access & Use in Chapter 1 of this section for the location. )

If the Power Interlock Switch is not pulled out, all electro-mechanical
devices (such as Coils) cannot be tested (20v & 50v DC Enw-r is disabled).
lesing the Coin Door will autematically reset this switch.

In Sir;m Coll Test, Cycling Coll Test, Test Flash Lamps, Clear
Ball gh, S%n Play Test & South Park Specific Menu's,

Section 3, Chapter 2 ‘Sﬂﬂﬂ—
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ﬁA]Gu To Switch Menu

I From the DIAGNOSTICS MENU, select the "SW" lcon with either Red "LEFT" or Green "RIGHT"
il J Button and press the Black "ENTER" Button, Switches are configured in an 8 x 8 Matrix of Columns
— (Switch Drives) and Rows {Switch Retums) with up to 64 swilches possible. The Switch Test Menu

consists of three (3) pants: Switch Test, Active Switches, and Dedicated Switch Test.
Note: The Flipper & Start Butions are deactivated during Switch Tests.

ﬁr“'ﬁ Switch Test
nr To initiate, from the SWITCH MENU, select the "TEST" fcon with the Red or Green Button & press the
Es'n Black Button. In Switch Test, close each switch and observe the d'rsglay. The display will describe the
switch In the Switch Matrix, which includes the switch name, Heturn {Row) Wire, Drive (Calurmn) Wire,
Part N?, and the "Pin-Outs” from the CPU/SOUND Board. When the switch is releasaed, the information of the last
switch closed will remain in the display until another awitch is closed or the test is exited, To view the swilch
schamatic, select the "DRAW® Mini-lcon with the Red or Green Button & press the Black Bulton,

Active Switch Test

1 To initiate, from the SWITCH MENU, select the "ACT" /con with either Red or Green Button & press the
RCT Black Button. If still in a previous test, select the “PREV" leon to returm to Switch Menu or selecting
== either of the "ARROW" Joons will move through the tests. If any switches are stuck closed (or made from
the presence of a pinball), the display sequences through the Switch Names, Return (Row) Wire, Drive (Colurmn)
Wire, Drive Transistor, Part N, and the "Pin-Outs” from the CPU/SOUND Board. This cycle continues until all
switches are cleared or until the test is exited.

Dedicated Switch Test

¢+ | To initinte, from the SWITCH MENU, select the “DED" feon with either Fllrpar Button & press the Start
DED Button (The service switches are deactivated during this test.). The display will describe the switch
el which includes the Switch Name, Return (Row) Wire, Drive (Column) Wire, Part N, and the "Pin-Outs”
rom the CPUW/SOUND Board,

MATRIX GRID & DEDICATED SWITCHES

- | ah Q.| - T '- _ﬂ; [THCT] _
. . . L .
| 11, GH | - Kafii: 4L LabhPd-MILy | - 5 :
[4:i CiT2] LEF H i)
e lImEE FLAMAM TUARAC LEFT FLIPFER
FOTTOM ENTER [EIRLEIL Y CHITLAMI N ERITTOR
Vi 8 iy = ™ [reue Lindel PP p Mty
Tig] BT PGHT Fiacai LET 2 upbalf el
TRCUGH WK FIARI A UANE ELHNHY | TLERBG RETLFR PR RO
¥ LEFT L s EXT BOTHR QPTG BUMPER LANI L [ Pcl-aal ke
v Jrer Pl w1 B e [rm e ol | i Piplo mie
- BALL LEFT FICHT LINER. I BOTTOM & g0 [ e i
Oy TROLIEH S-EBANK BHANK TR RGH L LEFT . PR 1
BLOT ] L} MO {TOILETS Ha1MAIVE SLINESHOT MLITTON
i (i ---.uu- n-.a..n 1 it 141 Wais ol i T vkl 199 . D
EH LA § FEGHT el LEFT FIEKHT LINCIRL B HIaH |
LN TROLIGH B MK AEANK TR UK FLIFFIH EO.48
T- BLOT ! i ToE TKEMNY OUTLAKE Tl d iy
BT o D [ “ ..... u vt el Va1 VeomsRa [y . Wi Ew
-] iy § CLHTER e lALL LEFT L AT
GO SL0T TRCILG ShANK ERUMFE Ry Id Tk
WHT £ kA =) T TARGET LT | SwuK
CHT. e gnas R v v q et 1 ¥ g i m
[ LEgo § LEF AL CIENTEH PO #HE VOLLIME
L0 TR MG 1 AelANE ERJRAFL STanY PiGHT {FIEEDY BRI TOM)
mﬂ BLET VLI DETO LEFT TARGET M VLK BUTTON BLINGAHD U B i Test LEFT
| . q.\.\. " -l i - i Aiealar I gy
FARTECTE BT AL CENTER LEFT T U308 ) ¥ ser CRED
GOl | BTACKING ERIFT CRET sl AM SRR EEN BUTTCHM]
A BLOT OPTS [XTEN £ WU TR firi Test FHGHT)
CHIE2 oo i § Wi P m Al P b i D s
B U404 | FEHT CENTER LINLILH PLUME M) B
BUTTON SHDOTER LRI TROLIGH B {RLACK PUTTCM
WHT-GRY J UK CiiLY LARL FGT SVLIK TILT i Tags: EEMITECH)
P TR R st [ il it 199 Il wea Ly

Typical Switch Schematic & Wiring Dadicated Switch Schem,

FKuluvr Le¥P Drrel ey Him: timdleh Hitw® Wt
GRN-XXX soneg tts WHT-XO(X Dedivatsd S Inputs Bround
E | ' F GRY-XXX BLK
) COM. G = h
Mo T, sy ced 0. oM. =
ety Cipam Lomewr
Mo, Rwrizh Farmiaryd Citch |
A e by P entes e lame v siston aqen = laed n

Tl Strips {unoler playvisakl] & mot on By aysiioh Seal
Dhi=tes O i T armons! § nip
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I Sw 14/ Sw. 15 have both REC/TRANS on 1 board rospeotivoly, -38.
"R*:  The'R* 1allamn;{ the Part Number on Stand-Up Targots 49
misans reverss (rear) mountod Target & Swilch Actuator

DOTS:
Legend Note:

Dioda On Torminal Strip, If nolod.

D = Switches mounted above playfield,
[l - Switches mounted below playfield.

¢ The following switches are located in the cabinst 57
and are not noted in the diagram above:

-

The following switches are nol used:

0 EXE EXN S KX

Switches for UK only:

Section 3, Chapter 2
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Thi Switch locations comaspond with the Swilch

e

]J!gﬂ_]
Switch Mltril Description ‘I

Mﬁ&mﬁﬂmﬂﬂimunus 180-5081-00

Switch Matrix Grid Descri Nptmns with Part Numbers and Locations

In the Part Numbor Table shown & tho Swilch Matrix Grid (provious

Part N° |

S T | LT_RUTTON (UK ONLYS .
LV igl J4THCOINSLOT
AR LS ETH COIN SLOT
40 4 LAIGHT COIN SLOT
tpiEs) | CENTER COIN SLOT/ DBA
..g_: : g.,.._ - WEETCOIN SLOT

]

"[5:BALL TRQUGH #1 (LEFT).

25,

kL
195,
EL

Ao @
1 reda | S-BALLTROUGH #2
1212041 | 5-BALLTROUGH #3
121215 B-BALL TROUGH #4
li4l2in 5-BALL TROUGH BOT TRANS:
| KOFTO _BOT REC.
1slal7 5-BALL TOP TRANS
. STACKING CPTO TOP REC
16 /2 1 8 8 SHOOTER LANE
17 L E-BANK BOT, (Pro. fio Feir Mty
B3 LEET S-BANK #2 {Fure 5. Fear Wik
A3 13 EFT G-BANK. #3 iurpin g, fisar .|
2009 LEFT S-BANIK #4 Pupis §a. far ot
P BN T S-BANK TOP [Py, fta, B bbit,)
22136 B ENTER J-BAME LT, ifim. b, fignr Mo,
23SV CENTER 2-BANKCMID, red i, P
24|80 GENTER 3-BANK BT, i, Misgw Pl
411 &EI:!IH&MF' ENTEH

AT 2-BANK BOT, i tm, Sy, Fane Mk
BT 3-BANK MID. jFic dim Bt P Mk
BT 2-BANK TOP tna G, Founid Faar bl )
: P,QFjUMPEH TﬁF_lGT LT . G il

| KENNY (OPTO) TRANG

). b
il

Ll

I

1

T
LB

fo B
£

L)
L

Bl

SouTH |
rP.':RK )

p._h:p,..,;:.. = h.... -

A2 | 6| 2 REC
43 18 (3| | UNDERTROUGH (TOILET)
A4 | 6 | 4 UNRERTROUGH (KENNY)
A58 I:-_SHUH (S otz Lip=Miigheme Swilch
468186 MUK (erica] Lip-oaker Sysfich)
ar | e v LLEFT ORBIT (TO VLK)
88| UNDERTROUGH SWLIK
Ii4 LEFT TURBO BUMPER
Oy F 2

RIGHT TURBO BUMPER

| START BUTTON
SLAM TILT (On Coln Daor)

PLUME BOB TILT

L LEET QUTLANE (RL Mount RG]
{LEFT RETURN LANE {Ft. Mpt. B/Q) |
L LEFT SLINGSHOT (Double-Swilch)
. ..E'I'.GHT QUTLANE (Rt Mounl R/O)
| BIGHT BETURMN LANE

{Rod)

HANGER

=] 180511802

-1 180-5087-00

-1 1B0-8067 -00

_ 105 D000
189-5024-00
{(Euture Use)

180-5024-00

S20-5173-00
§20-0174-00
£20-5173-00
§20-5174-00
180-5157-00

S00-6135-09%

G00-6138-045
S00-6228-02
S00-6138-04

500-8075- 11§

S00-61.26-11

520308200
§20-5083-01

180-5052-00
180-5116-01
SO0-6RT-02_)
1180-8057-00 |

| 180-5015-03
|

1500-6080-02 |
{180-5022-00 |
1636-5915-00

CONTACT|535-7563-01

1 500-6227-02
1180 -8054- W

| 500-6227.02
t
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Go To Coil Menu

From the DIAGNOSTICS MENU, select the "COIL" fcon with either Red "LEFT" or Green "RIGHT"
Button and press the Black "ENTER" Button. The coils are listed in groups. Coils 01-16 are typically
: High Cutrent Coils (although Low Current Coils may be used in positions 01-07). Coils 17-24 are
typically Low Current Coils, The remaini itions {F1 -Fﬂ¥ are typically for Flash La {although they may be
used any positions 01-24, read Single Coll Test). Important: The Power Interlock Switch must be pulled out.

Single Coil Test

Ta initiate, from the COIL MENU, select the “TEST" feon with either Red or Green Button and press the

Black Button. Ensure the Power interlock Switch is pulled out. Select sither the *-" or “+* lcons. Start

with the "+" [conto start the manual Coil Test from #1 (The test runs through Coils 1-24 and Flash Lamps
F1-F8; Note: Some Flash Lamps are used in Coil Positions; this game: #7 & #18). Press the Black Button on
the "+" lcon, as each coil is selected, the display will describe the Coil or Flash Lamp Name with the
corresponding number, the wire with colors, the "Pin-Outs” from the YO Power Driver Board, the Coil Voltage &
Gauge-Turns {e,% 23-800), Press the Black Button again to move forward in the test. To test and view a
particular Coil or Flash Lamp, select the "RUN" Jcon and press the Black Button. Each time the Black Button is

shed, the Coll or Flash Lamp will fire on the Playfield and/or Backbox, with the display indicating the Coil or
lash Lamp information. Continue with the same procedure to run through the entire test,
Important: The Power Interlock Switch must be pulled out.

= Cycling Coil Test

4
%"l To initiate, from the COIL MENU, select the *CYC" icon with either Red or Green Button and press the
- = Black Button. If still in a quhus test, select the "PREV" Jcon to retum to Coil Menu or selecting either
' of the "ARROW" feons will move to Cycling Coil Test (selecting agaln will return to Coil Test). The tast
ulses each regular Coil or Flash Lamp sequentially (cycling) on the Playfield and Backbox, The display indicates
CYCLING COILS." Important: The r Intarlock Switch must be pulled out,

Coil & Flash Lamp Descriptions

VUI) (28-1200 COIL 17 | RIGHT SLINGSHOT (23-800)

AUTO LAUNCH (60Y) (24-04 B |FLASH TOP VUK s1
COIL 3 [SUPER VUK {34-840) ML 19 [KENNY LT {24-940)

[TOP VUK (28-1200)
COILS _|TOILET SEAT LID (23-1100)

) |LEFT TURBO BUMPER (26-1200)
'COIL. 10 | FIGHT TURBO BUMPER (28-1200)

FLASH STAN #62 (880 Bulb)

FLASH CHEF 42 (#89 Bulb)
'COIL11_{BOTTOM TURBO BUMPER (26-1200) F NNY 42 (488 Bulb)
'COW. 12 |LEFT SLINGSHOT (23-800) FLASH KYLE 32 (#88 Bulb)
'COIL 13 - FLASH CARTMAN 32 (86 Bulb) _
COIL 14_[KENNY PIVOT (DEAD) (22-1080) FLASH KENNY 1 BACK %2 (#9068 (1) 59 i2) |
'COIL 15 {LEFT FLIPPER [50V REC/YEL] (23-1100) #ET FLASH MR HANKE Y/TQILET 42 (#80 Bulb) |
(COIL 16 [RIGHT FLIPPER [S0V RED/YEL] (25-1100] HFB FLASH SUPER VUK %1 (#8858 Bull)

Sea the next three [32 Fagas tor the Coil & Flash Lamp Location MlB:'f_'.ourras ds to above tables),
Coils Detailed Chart Table & the Backbox I/O Power Driver Board lled Wiring Diagram.

Typical Coll Wiring

Hota,

AR ol requirg Sioden, Some
e are ocabed on Teirminal
5inp [under phiviesd)] & ned on
i oo ibmadl

azs
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Coil & Flash Lamp Locations

Section 3 | Diags.

Use the previous page and the following two (2) pages in conjunction with above Coil and Flash Lamp Maps.

Legend Note:

D = Coils and Flash Lamps mounted \
above playfield. A i ! ¥e9Bulb
By cataiel |
104 "

= Coils and Flash Lamps mounted
below playfield.

The following Colls are optional for UK Only:

& £ E

The following Coils are Optional:

rre =
Section 3, Chapter 2 'snﬂml
Go To Diagnostics Menu \PHH{ \
T

]

The foliowing Bulb Type is used for Flash Lamps:

#5046 Buib

Huan)
00

Page 17



From the Main Menu Frivm the Disgnostics From the Coll Froum thae Codl
= I Portals Bk Manu My
rim. GO TO DIAGRNOSTICR GO TO COIL GO TO COIL GO TO CYCLING

ol - MENU MENL TEGT coiLa

Dhitve Trsna Div st 0 B X Frértsf Limi ' Gl QLA TEn
i1 |TROUGH UP-KICKER e _9_1_ o gyr. nru;. BAN-BLK | Jo-P1 __\"ELNIG J10-P4/5 | 5ovoo | 21200 |
[#2_JAUTO LAUNCH G2 |VOPwr Drvr. | BRN-RED | Je-P3 | YELIO | J10-P4/5 | 80/ oo uﬁﬁﬁmi
#3 |SUPER VUK Q3 | 1O Pwr. Drvr. |BRN-ORG | Ja-P4 | YEL-VIO | J10-P4/5 |50y 06 | 4900
;M TOP VUK | @4 | VO Pwr Dive | BRY-YEL | J8PS | YELVIO | J10-P4/S |50/ po| 2651200
#5_|TOILET SEAT LID 98 _|VOPwr Orve [BANGRN)| Js-P6 | BAN | J7-P1 |20roe|oiuipen
#6 |MR, HANKEY LATCH Q6 | VO Pwr. Drvr. | BRN-BLU | J8-P7 | YELVIO | J10-P4/5 | 50voc | 23000
#7 |FLASH POPS #4 a7 | VO P, Devr, | BRN-VIO | JB-Pa ORG JE=Pi0 | 20v0e L‘éﬁﬁ
8 |EUROPEAN TOKEN DISPENSER | Q8 | If0 Pwr. Drve. | BRNCGRY | - J8-P8 | YEL-VIO | J10-Pas | 60vpc | D498

.o

|#9 |LEFT TURBO BUMPER | @o | voPwr Drer | BLU-BRN | J8-P1 | YELVIO | J10-P4/5 | Sovpo | 251900

#10 [RIGHT TURBO BUMPER Q10 | VO Pwr. Drvr. [ BLU-RED | 40-P2 | YELVIO | J10-Pa/b | 0y 0o | B3 1500,

#11 [BOTTOM TURBO BUMPER Q11 [ VO Pwr. Drvr. | BLU-ORG | J9-P4 | YEL-VIO | J10-P4/5 | 50+ oo |
|LEFT SLINGSHOT @12 | VO Pwr, Drve. | BLUWYEL | J9-PS | BRN JP-P1 | 20vpe | L5000
MR. HANKEY (DOWN) Q13 | VO Pwr. Drve. | BLUGAN| J8P8 | YELVIO | J10-Pass ]EDch [Z1100.
KENNY PIVOT (DEAD) @14 | VO Pwr. Drvr. | BLU-BLK | JO-PT | YELVIO | J10-Pass | 50v e il
LEFT FLIPPER (50v RED/YEL) | Q15 _| VO Pwr. Orvr. [ORG-GRY | Jo-Po AER-VEL | J10-P1/2 | 50v 00 | 231100
RIGHT FLIPPER (50v RED/YEL) Q16 | VO PwrDivi | ORG-VIO : Al

J10:P1/2 | 50v b
e 3. 17 R "

& T & ity any [ = [ £ il P gl i Ll i
|-.|::.- 'RA Ehigpii® Fhosnr ol L Crlaa I+ gl L £ el LD 1 et Nt v Bt

Low Current Coils Group 1

‘sbeiq | £ uonydag

7 |RIGHT SLINGSHOT Q17 | VO Pwr. Drvr. | VIO-BRN | BRN Uﬁ{"{-jﬁ?gﬂ

#18 |FLASH TOP VUK #1 Qs | VO Pwr, Dnrr. VIO-RED | J7-P3 ORG :ﬁﬂ%‘ﬁ
. ! s 1

#19 [KENNY LT VO Pwr. Divr. | VIO-ORG | J7-P4 | BAN e

{#20 |[KENNY RT WO Pwr, Drvr. d7-P8 HRAN
#21 LT QUTLANE (UK OMLY) : W Bwr, Orvr | VIO-GAN | J7-FF BAN
#22 RT OUTLANE {UK ONLY) WO Bwr D SVIGRBLUE 5o dRe BHN
itdd UP/DOWN POET (UK ONLY) W Pwr, Divr,| VIO-BLK | J7-P9 BAH

VIO-YEL |

(B 0T Contred 0. T Contrel
Coiapeiat Bl i R G Al e | L g L5 bzt Lo e U oy Nodimipo Nadh Tigs

#80 Bulb
. VO Pwr. Drer, | BLK-BRN | 185 S
#F2|FLASH CHEF #2 G26 | VO Pwr. Drvr. | BLK-RED 20voo | £39 BUb
#F3|FLASH KENNY 52 Q27 | 1O Pwr. Drve. | BLK-ORG | J6-P3 | ORG
#F4| FLASH KYLE #2 Q28 | VO Pwr. Orve. | BLK-YEL | J6:P4 | ORG

J6-P10 | 20v po | 499 Bulb

FER[HIS S D]

| #89 Built
| JE-P10 ‘ZD\-l:ci 165 5090

|#F5|FLASH GARTMAN 2 Q28 | VO Pwr. Drve. | BLK-GRN | J6-PS ORG | J6-P10 |20vpo | 129 PV
: | KENNY #:1 | | ! #0506 Bulb
1#F6 |FLASH Q30 | WO Pwr. Drve. | BLK-BLU | J6-P6 | ORG JEP10 | 200 pe [HEREEELD ]
l | BACK =2 | l | #AY Gull
;' T v L i Vit Lo el |
{#F7|FLASH MR HANKEY/TOILET %3 | Q31 | IO Pwr. Drvt. | BLK-VIO J46-P10 | 20,00| 2 BUL |
#F8 FLASH SUPER 'uul-( 1 | VO Pwr. Drve. | BLK-GRY 83 Bub |
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Backbox I/O Power Driver Board Detailed Wiring Diagram

i i [; -
i1 1 Fush m""{ = FLABH 4
3ty a4 .
T YO POWER  wnvn o FLashs
il DRIVER BD. : i
O : §20-5137-01 graru car el "]
ok .
[ #F4 Fash 08 FLAZH &
K] Ky 5 ”r'}_
' a6 Fash fmg ‘ FLASH &
H Cafman &
3 FLARH B
:
; FLABH 7
o b FLARN @
ORG 20V DC
[ ]
D8R 23800 COlL 1T E
QRG
WICRED A COHL 18 ﬁ__lﬂ\\" DG Enﬁ

colL 18

il
LoD COiL 20

2y i
Wk ST
g -]
1t ol

vy o

Pmn:-qﬁ arw—i%‘“

GolLe

-]
Mmuw—lli_ ! M%"‘"“m =
-G
# iu—@--qmmh "
T £000M ml-w-|H

BRM

BLLMVEL AL 12 20V Do TP
Leh @iz U HB00 N

s -w—IH :

. H‘m QT:IW-—' H--—q [ Ll m Coil 13
e

A Ao

melw—“i_'

S0UTE PARK
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|Go To Lamp Menu

From the DIAGNOSTICS MENU, select the "LAMP" fcon with either Red "LEFT" or Green "RIGHT"
Button and press the Black "ENTER" Button. Controlled lamps are configured in and 8 x 10 Matrix of
Columns (Lamp Drives) and Rows {Lamp Returns} with up to 80 lamps possible. The Lamp Test Menu
of four {4 parts: Single Lamp Test, Test Al Lamps, Row Lamp Test and Column Lamp Test

Single Lamp Test

To initiate, from the LAMP MENU, select the "ONE" fcon with either Red or Green Button and press the
Black Button. Select either the *-" or "+" loons. Start with the "+" lcon to start the manual Lamp Test
from Column 1, Row 1, Switch 1. Press the Black Button on the "+" lcon, as each lamp is selected, the

lamp will light &t it's location on the playfield as well as the display, indicating the Lamp Matrix Gnd Position, tamp
name with the corresponding number, Return (Row) Wire & Golor, Drive (Column) Wire & Calor, and associated
drive transistors. Press the Black Button again to move forward in the test. To test and view a particular lamp,
select the "RUN" lcon and press the Black Button, Each time the Black Button is pushed, the lamp will Iigﬁﬂ-up
on the playlield, with the display indicating the lamp information. Continue with the same procedure to run through
the entire test,

ALL

Test All Lamps

To initiate, from the LAMP MENU, select the "ALL" /con with either Red or Green Button and press the
Black Button. Ii still in Single Lamp Test (or any 1 of the 4 tests), select the "PREV" feon 1o return to
Lamp Menu or selecting either of the "ARROW" fcons will move through the tests, keep activating until

Test All Lamps Is displayed. The display will indicate "ALL LAMPS ON" and the lamps on the playfield will be lit,
alternating between the rows in the Lamp Matrix Grid.

Row & Column Lamp Tests

To intiate, from the LAMP MENU, select the "ROW" or "COL" feon with either Red "LEFT" or Green

"RIGHT" Button and press the Black Button. H still in a previous test, select the “PREVY" fcon to return
to Lamp Menu or selecting either of the "ARROW" Jcons will move through the tests, keep activating until
Row or Column Lamp Test (whichever desired) is displayed. In this test, sach set of lamps in each Row
or Column of the Lamp Matrix Grid (respective to each test) will light-up on the playfield and is indicated

in the display.

T — LAMP MATRIX GRID
N\ Column maria P TT CITIE) ENTT CANNTIE (A (M B PR (T
1 : ¥ K ¥ ¥ YEL- YO AR
iy ™ e N G ol > o I
—_— = M —_—
o CHEF CHEF CHEF CHEE MYSTERY | SPOOKY EXTRA ,
e FACE #2 #a 4 ARROW VISION | BALL ]
#5565 Bull #5566 Bulb JEN #555 Bulb #5585 Bulb #555 Bulb #555 Buib #555 Bulb #5565 Bulb
22 aM [ 5TaN STAN STAN STAN STAN gL VOLCANG | ANAL _
- w | FACE ] #3 #4 ARROW SHO PROBE
Giaen | #555 Buib [ vsss Bui [ eses Bun (KR #sss Bulb RES #5556 Bulb RN #556 Bulb BEN #5655 Bulb EEN #5556 Bulb
¥ s FRENNY | KENNY KENNY KENNY KENNY sUPER__ [l MULTIBALLEEE SOUTH
A FACE | 42 ) Wy ARROW | JACKPOT B8l READY &8 FARK SiG
nE54 E!ull)ﬂﬁﬁﬁ Bulb KLY #5585 Bulb BN #5855 Bulb Y #555 Bulk [ERN #555 Bulb EEY 6554 ulb BN #555 Bulb E
4 oae fkvLE I KYLE KYLE KYLE KYLE wENNY I
FAGE w2 n3 LE ARROW UTIRTITE [ f

itepa | #566 Bub [ #555 suin [ #sss Buin [l #sss sun B #55 Bulb [ED

#5355 Bulb i

5 ouf | CARTMAN | CARTMAN | CARTMAN | CARTMAN | CARTMAN
A . FACE #2 #a R
!‘Inﬂﬁ @555 Bulh EER #555 Bulh EUR #5565 Bulb EEN #5585 Bulh EUR #5585 Bulk B

ARROW

LEET TLw R FIGHT TUR- B ATTM TUR-
[N HTIEAT [LsTFIYIONE ' WS RN L
555¥ Bulp RN S55# Bully ERE 555# Bulh R

LEFT 6-BANK| LEFT 5-BANK| LEFT 5-BANK| LEFT 5-BANK !rEFT S-BAMK | TOILET E N T’DILET
BOTTOM 3 3 nd QP SLULT 1 USED S-URT
#3556 Bulb ELN #5565 Bulb KR #5556 Bulb EEN #555 Bulb EOR 6555 Bulb BEN #5565 Bulb K #ESE Bulb

LEFT LEFT RE- RIGHT RE- RIGHT )
OUTLANE TURN LAN TURN LANE | GUTLANE
H555 Bulb [ERE #555 Bulb EZR #5585 Bull: EHER #555 Bulb B

AT, 3.BANK
MIDDLE
] #3555 Buty [ #555 Bun |

MB. HANKEY:

NS AT, 3-BANK RT 3-BANK
JSEL BOTTOM TOP

#5565 Bub BN

MR, HANKEY:| MR. HANKEY:| MB. HANKEY:| MA. HANKEY:| MR, HANKEY:| POP bUMPER | pOP sPER
BOTTOM BoDY LT HAND RT HAND HEAD HAT TARGET LT TARGET R
#5585 Bulh BEE #555 Bulh EL #555 Bulb 3EE

#555 Buib B #G55 Bulb RN #5556 Bulb RER #5655 Bulb
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Lamp Matrix Grid
Locations

The lamp locations correspond
with the Lamp N in the Lamp

Matrix Grid on the previous page. } .

Legend Note:

= Lamps mounted
above playfield.

B = Lamps mounted
below playfield.

The fﬂllowirllg Lamps
are not used;

EED W @ O

The lollowing Bulbs are used in the Lamp |

Malrix Gnd (Soe Table Grid on pravious
paga for detalls)

8§

el Rigeieh

Typical Lamp Schematic

4
{
A
YEL-KXX FED - XX
18y —
b GHD
O '

| ROW
"»l---u

Typical Lamp Wiring

YEL
RED

COMMON

Diode 1H4001

Note:
Al Lamps requing diodes
Bprr diodes are Mcalad on
Terminal Siripa (under plybakd)
& not on the lamp Rsell

[T

@n

T arminal

8 irip
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mﬁ Test Flash Lamps

f

E‘;‘ i1 From the DIAGNOSTICS MENU, select the "FLASH" Jcon with either Red "LEFT" or Green "RIGHT"

TREH Button and press the Black "ENTER" Button. After selecting this foon the display will indicate

PSR "CYCLING FLASHERS® and all the Flash Lamps will cycle -::ontinunusH until the test is exited. This test

is allows the technician to aas'rlrlspﬂt any burned-out bulbs and replace them. Flashers tested are Flash Lamps in

Pasitions F1-F8 (Q25-Q32) Only. Test all others in Single or Cycling Coil Tests. Important: The Power Interlock P
Switch must be cpulled out, Note: In this game Flash Lamps are also located in Coil Positions #6 & #7. TO TEST

USE Single or Cycling Coil Tests.

il Clear Ball Trough

From the DIAGNOSTICS MENU, select the "CLR" fcon with either Red "LEFT" or Green "RIGHT"
1F: | Button and press the Black "ENTER" Button. This is provided to allow the technician a simple method
=222 of removing the balls from the trough and also, to test functionality of the Imughi ensuring proper trough
operation. After selecting this /con the display will show a graphic of the ball trough with balls in the tmug’E with it's

corresponding switch number. Select the "RUN® /con to eject the ball in the first position. Simultaneously, the
display and the playfield will eject the ball to the Trcugh Up-Kicker, eject from the Trough Up-Kicker into the
Shooter Lane and will be ejected onto the playtield where the technician can easily retrieve the pinball or allow the
ball(s) to re-enter the trough to continue Clear Ball Trough Test, Important: The Power Interlock Switch must be
pulled out. g Caution: Continuous use of above test may overheat the Trough Up-Kicker Coil. 4k

Technician Alert

%l From the DIAGNOSTICS MENU, select the "TECH" /con with either Red "LEFT" or Green "RIGHT"
H Button and press the Black "ENTER" Button. After selecting this /con the display will indicate if there
are any taulty switches (i.e,, switches that are normally closed but remain open or open switches that
have not been closed {activated) in 50 games.)

From the DIAGNOSTICS MENU, select the "SERV" jcon with either Red "LEFT" or Green "RIGHT"
Button and press the Black "ENTER" Button, After selecting this /con the display will indicate a phone

: number to call if technical assistance is required (the phone number is different for each Country Dip
Switch Sefting).

1 Begin Play Test

= From the DIAGNOSTICS MENU, select the "PLAY" Jcon with either Red "LEFT" or Green "RIGHT"
sy Button and press the Black "ENTER" Button. After selecting this lcon the technician can test certain
T play functions to insure all switch activated coils function without eniarinEEgame play. For example, by
rofling the ball over the Shooter Lane switch, the Autoplunger sholld fire. If it kicks to early or too late, the swilch
actuator should be adjusted to compensate for this emor. i it fails to fire, use the Switch Test or Coil Test to help
determine the cause of the failure. During this function, similar tests mag be pedormed on the "Ejects”, Sling-
shots, Verical Up-Kickers, Pop Bumpers, etc. in the game. For unique Play Test functions, select the "GAM
SPECIFIC" lcon in the DIAGNOSTICS MENU. Important: The Power Interlock Switch must be pulled out.

Fire Knocker

Mill=| From the DIAGNOSTICS MENU, select the "KNOCKER" /eon with either Red "LEFT" or Green
EHEE "RIGHT" Button and press the Black "ENTER" Button. The digitally mastered *"Knocker” is sounded.

Sound / Speaker Test

From the DIAGNOSTICS MENU, select the "SPKR” /con with either Red "LEFT" or Green “RIGHT"
FK Button and press the Black "ENTER" Button. The BSMT 2000 Sound System produces true digital

———220 stereo sound from Backbox & Cabinet Speakers or “Mano” on the Cabinet Speaker (when used by itself).

After selecting this Jcon, select the "-" or "+" fcons and press the Black "ENTER" Button to activate the first test.

Repeat to visually see & hear all tests. Select the "RUN" jcon 1o activate the test chosen without moving to the
next test,

Note: During Sound Tests, the display shows the speaker identification and the corresponding sound(s). The

sotnd functions allow verification that both channels are functioning properly & that the speaker connections are
cofrect.

Sound / Speaker Test Continued Next Page
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| Speaker Phase Testing

)| Connections to each of speakers are polarized and each must be connected appropnately for the bast

= auality sound. If one speaker has the positive and negative connections reversed with respect to the
other one, bass frequencies will not be produced properly and the overall sound quality will be poor. To
conioued test for proper speaker phasing, use the sound test fo cycle through the Backbox & Cabinet, and
Backbox Sine (repsated) functions. if the Cabinet Sine produces more volume and bass than the Left Sine, the
speakers are connected properly. If it produces the same or less, one speaker is connected improperly. To isolate
and correct reversed speaker connections, one of two methods may be used.

1. Check each ker for pnlarilEmnrkinga. It the speakers have polarity markings, verify that the Backbox
Speaker RED/WHT Wire and the Cabinet Speaker YEL/WHT Wire is connected to the negative (-) terminal.

2. Disconnect the speaker output connector from the CPU / Sound Board and connect a 1.5-volt baltery across
each speaker mir one at a time while observing the speakers. Make sure the positive battery Iarminal%
connected to the positive lead 1CN4. Pin-3 (A LK) &ir Pin-6 (YEL/BLK)) each tima. As the connection is made,
check speaker cone move i proper connections are indicated by outward moverment.

Speakor Test Tone
Sound/OPSYS EPAOM (Loc. U7) Lavel 1-3 (Musle Teat)
Volce ROM 1 (Loe. U1T) Sponch Patter 1
Volce AOM 2 (Loe. U21) Sponch Pattern 2
Voice ROM 3 {Loc. U36) Spooch Paltern 3
Volee ROM 4 (Loc. UST) Speech Pattorn 4

Note: Voice ROMs 1 -4 = 8MB. The CPU/Sound Board must have a Jumper at W6 to accept 8MB ROMs.

[j| Button and press the Black "ENTER" Button. After selecting this fcon the Begin Burn-in Test will start,

S0 At this stage the game will exercise all CPU VYO Functions (Dot Matrix Display Test, Coil Testing, Lamp -
Testing, Sound, ete.). This is provided to constantly exercise sounds, colls, etc,.. Cumulative Burn-in minutes wil|
be displayed. To reset Bum-In minutes to 00, select the "RESET" leorrin the MAIN MENU and selsct the "FACT"
lean (Factory Reset). See Chapter 5, Go To Reset Menu, of this section,

T From the DIAGNOSTICS MENU, select the "DOT TEST" fcon with either Red "LEFT" or Green
EAT! "RIGHT" Button and s the Black "ENTER" Button. After selmling this feon the Dot Matrix Test
= immediately begins. The display will immediately illuminate & cycle for 1 pass of sach test continuously
for each of the tollowing tests:

1. Nluminates 1 vertical colurmn of dots, tuming it off & lluminating the next column,
until each column has been individually lit, while the other columns are off,

2. lluminates 1 horizontal row of dots, turning it off & illuminating the next row,
until each row has been individually Iit, while the other rows are off,

Hluminates all the dots, except for ane columi from left to right.
lMuminates all the dots, except for one row from top to bottom,
Hluminates every other dat lit, in bath the rows and columns.
llluminates all dots at 30%, 70% & 100% brightness.

Lol ol ¢ ol

Note: Pressing any button will exit the test & retum to DIAGNOSTICS MENU.

Dot Matrix Display Explained

The display utilizes a Micro-Processor Control Board mounted in pliggyba{:k fashion to the Dot Matrix Display
(128 X 32) Driver Board. The purpose behind this board is to provide more information to the operator as well as
displaying graphics to the player,

The board is controlled by a 6809E Microprocessor and its parsonality ROM (Unigue to the Game). It receives
Data, Reset & Clock Information from the CPU/Sound Board via the nbbon cable and sends back multiple Status
and Busy Signals to the CPU. This is to insure synchronized communication between the CPU and the Display
Controller Board, The Drvers for the rows and columns are provided on & surdace mounted integrated circuits on
the Dot Matrix Display Driver Board,
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ea South Park Specific (Mr. Hankey Test)

s
e hd To initiate, from the DIAGNOSTICS MENU, select the "PARK" /con with either the Red "LEFT" or Green
gkl "RIGHT" Button and press the Black "ENTER" Button. This will bring up the SOUTH PARK
F =4 SPECIFIC MENU. Similiar to "BEGIN PLAY TEST" this menu is used to test and adjust Game Specific
Features, The feature in this game is MR. HANKEY TEST.

MR. HANKEY TEST

PULSE LENGTH: 30
i =i JA PO PREW QUIT 3

This test allows you to operate the MR, HANKEY. LATCH (Coil Q6) [UP] and the MR. HANKEY (DOWN) (Coil
Q13) [DOWN] outside of Game Mode for the purpose of troubleshooting and adjustment.

Test Procedure:

Select the "UP" Jcon with either the Red "LEFT" or Green "RIGHT" Button and press the Black "ENTER"
Button. This will energize the MR. HANKEY LATCH Coil (Q8) releasing the spring loaded M, Hankey Device.
Select the "DOWN" Jeon with either the Red "LEFT" or Green "RIGHT" Button and press the Black "ENTER"
Button. The MR, HANKEY (DOWN) Coil (@13) will energize, Ruillng Mr. Hankey back into the Toilet Tank and
re-latching the assembly (.. the Metal Yoke on the Plunger catches under the Trip Coil Arm Assembly.),

MAdjustment Procedure:

lUsing the [m or B8 Icons you can vary the strength of the [DOWN)] Goil (C113) (the Display will indicate this.).
The Adjustment Range is 10 (SOFT) fo 2/0
HARD). The Fuctn%smlng is 30, Your

| is to have the [DOWN] Coll pull the Mr,

ank Assamhll?r into the Toilet Tank in one EEESTTs[E
WPULSE (with no “chattering”). Starting at View

he lowest value of "10°, increment the value

by two (2) (e.g. 10-12, 12-14, etc.) until you 1

get a smooth "One-Shot-Pull” without any
chattering, Select the "DOWN" leon to test
the "pull”; select the "UP" fcon to release the
Mr. Hankey Assembly so you may try
another Pulse Length, if desired, Test the
action of this assembly a minimum of five (5) .
times ensuring each time was a smooth |
“One-Shot-Pull.” Ea

BEFORE EXITING THIS
MENU, ENSURE YOU

SELECT THE "DOWN" ICON
TO PULL THE ASSEMBLY

BACK INTO THE TANK.

Section 3, Chapter 2
Go To Diagnostics Menu




Dr. Pinball (Flow Chart Menus)

|| To initiate, from the DIAGNOSTICS MENU, select the Cross "DR." lcon with either the Red “LEFT" or
OE Green "RIGHT" Button and press the Black "ENTER" Button. This will bring you (the operator /
=22 technician) into DR, PINBALL (Flow Chart Menus) which offers you a choice of three sub-menus:

Coil "DR.," Switch "DR." and Lamp "DR." foons. Selecting a panticular sub-menu will give you a choice of which
specitic Coll {any and all coil assemblies such as Flippers, VUKs, Magnets, etc.), Switch or Lamp circuit needs to
be diagnosed. The display will now ask a question or qive a procedure to follow such as "Does the lamp tum
on?" or "Check bridge rectifier BR-20, if short replace.” When Dr. Pinball asks a question or request a procedure
the Dr, will expect a response such as "no" or "yes" (see below examples of the Mini-lcons which will prompt the
operator), You the operator/technician must respond by using your Flipper Buttons to "SELECT" a Mini-lcon and
the Start Button 1o "ENTER" vour selection,

The following are the Mini-lcons with explanations for the Dr. Pinball Sub-Menus to follow:

=p Select a Coil, Lamp or Switch to diagnose
with =" or "+" feom; Then select the "RUN"
feon lo activate the choice.
"PREV" goes back to previous question.
“QUIT" exits Portals completely.
Help "?" gives direction on butlon usage.

=p Seen when question is being asked on the
Display. Select "YES" or "NO" to answer
uestion given,
"END" lets you select a new itetn Lo lest
"PREV", "QUIT" and "7° (see first
example above),

= Seen when diagnosis is given. Select
any lcontor your next step.
"END" lets you select a new item to test.
"PREV", "QUIT" and "7" (see first
axample above).

= In Coil Flow Chart Menu, select "PULSE"
to pulse the coil selected.
"END" lets vou select a new item to test,
"PREV", *QUIT" and "7" (see first
example above)

A
o
B
o
[
[~
=
=
L
w
Ui

e | Coil Flow Chart

W | To initiate, from the DR. PINBALL MENU, select the Coil "DR." /con with either the Red or Green Button
DF; and press the Black Button, This is the Coil Flow Chart. Follow the questions, answering by using the
24 Mini-feons in the display.

lﬁ!\ Switch Flow Chart

To initiate, from the DR. PINBALL MEMNU, select the Switch "DR." foon with either the Bed or Green
(%] =1 Button and press the Black Button. This is the Switch Flow Chant, Follow the questions, answering by
= using the Mini-lcons in the display.

Lamp Flow Chart

To initiate, from the DR, PINBALL MENLU, sslect the LamF "DR." leon with either the Red or Green
O Button and press the Black Button, This is the Lamp Flow Chart. Follow the questions, answering by
™4 using the Mini-fcons in the display.
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L SQUTH PARK

GAME AUDIT TABLE

Capy for Field Audit Tracking Performance (Uasa blank columna to Mlbn Audit nfo. ).

E‘ Audit Name Fitk-In

— . -
PINEOLL HNC.

Earnings Audits 1-12

Audit Name Fill-ln Audit Namn_u Fill-In -

1 | TOTAL PAID CREDITS § | COING THRU LEFT SLOT 9 | TOTAL COINS

2 | FREE GAME PERCENTAGE 8 | COINS THRU RIGHT 5LOT 10| TOTAL EARNINGS

3 | AVERAGE BALL TIME 7 | COMNS THRU CENTER SLOT 11 | METER CLICKS

|4 | AVERAGE GAME TIME 8 | COINS THRU 4TH SLOT 2| SOFTWARE METER

%z Sega Audits 13-55

Audit Name Fill-In Audit Name Fill-In Audit Name Fill-In

19| TOTAL BALLS PLAYED | 28| 20M—40,9M SCORES

14| TOTAL EXTRA BALLS »|50M—808MSCORES |  [REBEECHOSHERRNCOWO ]

16 | EXTRA BALL PERCENT @ | 701—00,9M SCORES

6| REPLAY 1 AWARDS a1 | 100M—129.9M SCORES ]

17| REPLAY 2+ AWARDS % | 130M+ SCORES

18| TOTAL REPLAYS 3| AVERAGE SCORES

18 | REPLAY PERCENT 4| BERVICE CREDITS f};:;,, ]

@ | TOTAL SPECIALS 3 | BALL SEARCH STARTED R
"4l 21 | SPECIAL PERCENT 3 | LOST BALL FEEDS ik
SN oo | TOTAL MATCHES 37 | LOST BALL GAME STARTS @ |LEFTFUPPERUSED | |
=0 i | HIGH SCORE AWARDS ® | LEFTDRAINS & | RIGHT FLIPPER USED T
O . | HiGH SCORE PERCENT @ | CENTER DRAINS i
Nl 2 | TOTAL FREE PLAYS 40| RIGHT DRAING
Bl | TOTAL PLAYS 41| SLAM TILTS
ol 7 | 0—19.9M SCORES 42 | TOTAL BALLS SAVED

South Park Audits 56-99 (All Audits Subject to Change)

Audit Name Fill-In Audit Name Fill-ln Audit Name Fill-In
— R

58 | LEFT ORBIT 72 | MBALL RESTARTED #8 | VOLCANO STARTED

57| TOP VUK VIA ORBIT 73| MBALL JACKPOTS | VOLCANO COMPLETED | )

50 | RAMP 74 | SUPER JACKPOTS LIT 00 | SUPER FART useers L7

8 | RIGHT 3-BANK COMP 76 | SUPER JACKPOTS ot |POP BUMPER HITS |

80 | LEFT 5-BANK COMP 78 | CARTMAN MODE s1arTeD @ |MYSTERY LIT ]

61 | CENTER 3-BANK MITS | 77 | CARTMAN wope compLeTeD a1 | MYSTERY SCORED

@ |KENNYOPTO | 78| KYLE MODE STARTED o4 | SKILL SHOT MADE

&3 | KENNY UNDERTROUGH | 70 | KYLE MODE COMPLETED e “"4&;’“‘?“ -

64 | TOILET UNDERTROUGH 20 | KENNY MODE STARTED Wil

&5 | CARTMAN UNDERTROUGH a1 | KENNY MODE comeieten e R .

85 | SUPER VUK B2 | CHEF MODE STARTED i S S

& [ ToPVUK &3 | CHEF MODE COMPLETED ;

83| MBALL READY o 84 | STAN MODE STARTED S
(60 [MULTIBALL START & | STAN MODE COMPLETED

70| 2+ MBALL START 8 | SPOOKY VISION LIT o
71 [ MULTIBALL RESTART LIT &7 | SPOOKY VISION swateo o

Location:
A ,
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