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1. INSTALLATION

Assambla the game us follows :

Bolt legs to cabinet, Using Nat washars undar tolt heads, bolt back box t cabinel, Faed cable Gonnegtors and
ground braid \hrowgh cabie porl in back box. Screw ground braid 1o braid [n back box. Insen connectors so
they are completely seatad on printed clrouit boand assemblies.

n a1l games Lhero are some items that myst be chegked atler shipmant. Making Lhess visual Ingpactions may
avold lime consuming servigs work fater. Minor troubles caused by abusive handling in shipment are unavoid-
able, Cabla connactors may be loosened, swilches jespecielly tilt switches) may go out of adjusimant. Plumt
bob il switches should always ba adjusled afler gama is sal an location and leg levelers ane adjusted.

Yisual inspegclions efora plugging in line cord:

1. Check wiring of transfarmer to corregpond to location voltage.

2. Chegk the fransfarmer lor any 1oreign matarial sharting across wirlng lugs.
3. Cneck that luses are formly seated and making good contact,
4

. Chegk wire on gailg tor propear solgering. Gold soldar connaclions may not show up in factory Inspaction,
but vibratwen wn shipment may break contact.

Chechk switches for lgose solder ¢r gther forgign material thal may Rave come ioess in shipmant and
could cause shortng of contacls.

6. Check for any wirgs that may have begome discennecied,
7. Chack that all cable conneclors ara comg slaly seatsd on printad clrcoit board assemblies.
& Check that cables are clear of all moving parls.

L

Chetk adjustmerd of the Hras (ronmally open Gt meiberes
1, Plumb bob tilt on 12l side of cabined near front door,

2. Ball tilt above plumb bob Ll Insart the smalkar ball {gold 15A8" dia ) inlo the ball 11 assembly, and ad-
jusi LN bracket s the Dall will rall free {0 contact the switch blade, if frond of cabinal |5 raizeo.

3 Panel tilt on bottom of playflekd pansl.

NOTE
TO PROTECT SOLID STATE COMPONENTS
BEFOHE TOUCHING ANY COMPORENT IN THE
BACK BOX, DISCHARGE ANY PUSSIBLE STATIC
EUILD-UP BY TOUCHING ANY GROUND
GIRCUIT, e.g. SIDE ARMOR, GROUND BRAID.




ELECTRONIC PIN BALL GAME

Figure 1
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PLALCE BALL INTG PLAYFIELD BY QUTHOLE:
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GENERAL GAME OPERATION
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Ja the player from fastling the machine tn
the outhale kicker moves the ball 1o Lhe

ire lights go out and the game beagomes
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Extra Ball won during the course of the game is pleyved immed|ate
outhocle. The player-up andior Ball in play are ngt advanced tor ax
players score and 1he bonut is sel o 2,000 polnts before the game

A1 the end of \he game, a “High Game to Date” |5 altermalely th
Game 1o Date” is beal, this feature™ can award up 1o 3 Irea games.

Titting 1he game rezullz in lpae of the ball In ptay. The Hippers,
sC0ra is nol added. The purpose of the tilt penally is 10 dizcoura

an atlempi 12 prolang play, Game action becomes normal after
Shoates 1ane.

Slamming the machine results In the toss of the game. All feat
“diead” through a Buitt-in Uma delay circuit. The purpase of the 1)
tha maching, AMer the delay, Ihe "Game Over” light lites and Ihe
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There is a slam swit_-:h on the fronl doagr. One on iha tilt board and
swiches could be instailed by the operalor, Lo meet his individu:
jusled to have approximatefy 115" gap between Ihe contacia, Th

1ain the desired sensitivity. Decreasing gap between contacts will
the gap will reduce sansitivity.

taome funes and festuros can be diszbled by operator 15 S0 degire



ITl. FRONT DOCRA GAME ADJUSTMENTS:

HIGH SCORE FEATURE ADJUSTMENTS:

The name 15 designed 1o sward an extra ball or a tree garne [ophionk ot three scare levels. (See High Score Fealure
in game booky. The ecommended lavals ae on the scome cerd on the garme.

Any level from 10,000 or 993,000 can ba sal. as dasied. It is also possible ta resel or turn off (G0) any oF all of the
laverls, il deswred.

1. Push and release Sell-Test bullon al one second antervals fve limes or undil number 01 appears on the
MatchiBall in Play daplay.

2, The number on Lhe Flayer Score Dispiays is the firs! scara baval™_ H can be increased. it deswed. by hald
ing the credit bulton in. Te decreasa 1he seone level, resel 1o 0", and then hold the credid bubtan . Re-
l&ase the credil button when the dasired High Seore appaars. Note that the laval changes 10,000 points at
glime. H tha nusmbar 00 is l&lt on the displays, 1he high score 1eature 3 eliminated tor 1hat level.

3. Rapeat slaps 1 and 2 for the second and third high score levets. The number 02" and "03° on 1he Mal-
chiBall-in-Play display are Mor 1he second and 1had levels, respeclively.

HOTE: Only One Extra Ball Can Be Achisved Per Ball In Flay.
HIAH BAME To DATE FEATURE:

The gama s designaed to award op 1o 3 free games (aplion) when "High Game 1o Date™ is beal. For thi recom-
manded, Jactory present level, soa game book.

i iz recommended that the level, whieh will buibd wilh game play, be periddecally resel 10 the faciory recom-
mendad lavel 1o encourane game play, The adjusimant procedure 1s the same a5 far the High Score Feature Ad-

jusiment, Sleps 1 and 2. Continue pushing the Self-Test bution undil the AumMDEar ‘04" gppears an ihe MalwchiBall-
ifi-Flay display and then do Slep 2.

Any levet from 00" to 990,000 can be 5ol as dgescribed W is to be noded that '00° does not ture off the fealuré,
as il does on High Score 1eature The teature is turned off by positioning swilches 10 10 ~OFF " posdian.

*Canbe quickly 5t bo '00° by pressing 533 on the MPU assambly o ihe DaCk Dox.

I¥. FEATURE QPERATION & SCORING

BONUE SCORE FEATURE:

A bonus score of 1,000 1o 19,000 may be scorad. The game starts with 1,000 bones score. The bonus score s
advanced by 1.000, avery Ume the ball goes, thry one of Lhe tep rollover fanes. hits one ot tha statlonaty

targals, top thumper bumper, goes thru one of the Inner return lanes, orf hils center follover. The upper [edt
rellaver and both outlanes scoere 3 hanus advancas (3000 points).




SPINNER FEATURE:

Lett Spirmear scomes 200 points
Plue 400 points additional afier the "M™ is spoltad.
400 points edditicnal after the “|" stationary targel 1% Ril

Right Spinner sgaras 200 points
Pius 400 points additicnal after the G is spelted,
400 palnts additional Her the "0 siatlonany largel is hit

Both aplnners score 1.00) points addillonal after the =A™ rallovar lang |5 made {lite alternates batwaan bath
spinners afler lighling}. Both splnners reset to 200 points each time the ball entars the oulhole.

THUMPEH BUMPERS:

Tap Thumpar Bumper scores 1,000 and adyvance banus.
Bottom (2 Thumper Bumpears scera 1,000 points on 3 ball gnd 100 polats on 5 ball game.

RETUAN LANES:

Hight & Left Aeturn Lanes score 2,000, or lit Value {Lane valua increased by lower rollover) and 1 Bonus
Advancea.

OUTLAMES:

Left CGutlanes scores 5,000 points & 3 Bonus Advances.
Right Outlane scores 5,000 poinls & 3 Bonus Advances and Spaclal when lit [by advancing drop largel thru
PR, 3X, 4X Hadjualable).

SLINGSHOTS:
Slingehots soore 10 paints.

COLLECT BONUS:
whan Llha ball enters the outhele or ejecl pockat the bonus is collected and then the bonus |5 reset (o 1,000,

RECOMMENDED SETTING

3 BALL 5 BALL
1=t Laval - 3B0,000 B0, 000G
2nd Lewel - 520,000 G800, 000
Srd Lewel — —

High Sgare
TG OATE TOGMI0 10,000

ingtrglion
Card 128-2-115-22 128-2-115-224




DROP TARGET:

Start:

131 bime;
2nd Umea:
3rd time:
NOTE:

Upper 2X lite on, targats down, [1tes lower 2X lite (tor awarnd) and scotes 5,000
Lppar 3X e on, targets down, lites Iower 3% lite [for awand) and scores 10,000
Upper 4% lite on, targets down, lites lower 4X [Ite (for sward) snd secras 2,000
Upper 5X lila on, targats down, [Ites lower 54 |ite (for awand) and sooras 30,000
2nd or 3rd reset (adjustable) will lite lpwer right outlane for Special,

Each additional time targets up upper special lite on, all largets down score spaclal (adjustable).
Each lima tha ball entars the outhole the feature resels.
End targets socre 1,000, Middle largal scones S00.

EJECT POCKET:

Collects Bonus & Multiplier, Bonos then resets to 1,000, Retains Multigliar. Each time the ball enters the
authols the leatura resaets.

ROLLOYER BUTTOMNS:

Uppar Lalt Rollover _ _
Scores 3000 and 3 Bonus Advance, lites for possible Extra Ball aftar spotting Magic.

Cenler Bollover
Scores 1.000 and Advance Bonus.

Lower Rollovar Bution
Sgores 1,000 and Increase Yalue of retum lanes,

ETATIONARY TARQETS & TOP ROLLOVER LANES:
Scoras 1,00 points and advance bonus,

LIGHTIMG:

“M" target or lane fites lafl spinner lite for additional 400 points

"G target or lang |[1es right spinner lite for additianal 400 polnts

“1* targel lites |eft apinner lita for additional 400 polnts

"G targat ditas right splnner lite for additional 400 poinls

“A rollover fane lites 1,000 poind lite alternating batween the |eft and righl gpinner.

Spotting “Magic' lites |eft upper rollovar for axtra ball.
Spotting "Magic'' second Ume scores gpecial.

Each time the ball entera the guthale the faalura rasats.



Y. GAME ADJUSTMENTS

A. Flayfis'd Post Adjustmanis:

Poots 1hat contrgl left and righd oullane openings on playfleld can be moved 1o make access to oytlanss
conservatve or hberal for ball to enter, See Figure 2.

{ongervative entry will decrease playing tima and sconng.
Lebarat antry will Increase playing time and scoring.

B. Back Box Geme Adjusiments:

Each garma has rly-two switches located on the MPLU module, located in tha back box, thal allows play 10 be
cusiomizad to the localian. See Figure 1. Cradils par coin, maxlmum credits. credit display, balls per game,
match fealure, high game feature, special awand and meludy are salaclabis by means of swilchas. The switches
contamnad in lour-zistean lead packages numbered §1-8, 5816, 517-24, and S525-32 for easy idenhlicatian. The

“Gn 1pggle’”’ pesition is markad on the assambly, TUAN OFF POWER BEFDHE MAKING ADRJUSTMENTS.
WMAKE ADJUSTMENTS BEFORE TURNING POWER BACK 0N

MPU SWITCH ASSIGNMENT
1thru 5 Coain Chute Mo, 2 (Center)
5 High Score
7 Ball Per Game
& Tone Melgdy
2 thru 13 Coin Chuve No. JRighit
14 MLl
516 High Game T Data
17 thru 13 Max. Credits
20 Cradil Disphay
21 Match Featurs
22 ML
23 Exira Ball Lane
24 Outlane Speclal On
25 Taryet Speciul
i Qutlane Zpecial
27 Extra Ball Altcrnation
28 thru 20 Crin Chula Moo
11-32 Special Award




HIGH SCORE FEATURE:

The game iz designed ta award an Extra Ball or Free Gamae at ane, Two or threa nigh score lavals. See
Front Door Game Ad|usiments.

AWARD SWITCH €
EXTRA BALL QFF
HERLAY O
BALL PER GGAME:
Na. ol BALLS PER GAME SWITCH 7
B OM
3 OFF

MELODY CPTION:

Tha game is designed 1o play metgdies to anhounce powar-up, credit, etg. Same 1unes are adjuslable by
Swilch &

GZAME MELDDY SWITCH B MELODY
POWERUR, . ... QN Full Malody
- OFF Full Melody
] | Ol Full Melody
* OFF 2 Tonas Only
CREDCIT BUTTOM, . ... ... ..., N Fulk Melody
o QFF 2 Tones Only
GAME OWER . ... ... i 4§ | Full Malody

QFF Full Melody

HIGH GAME TO DATE FEATURE:

The game is designad to award wp 10 3 free games as an oplon of high scors o date i3 beal. Each time
this happens, the winning score becomeas the naw high game scdre 10 beal, This scora is displayed an all
4 playar scare dlsplays at the end of cach game ax an incentive to play.

SWITCH
18 15
NOVELTY QOFF OFF
1 FREE GAME QFF Ok
¢ FREE GAMES oM FF
3 FREE GAMES oy O

MAXIMIM CREINTS:

The maomum credits accepled by the maghing limits the pumber of games thal can be accumulaled by
coining, by winning reglays ar bolh, The maximom number of credils are adiuslable by means af swilches
17, 18. and 19. Eight credit liming are available, Switch settings ara listed below:

MAX | WAL SWITCHES
CREDITS 18 18 17

T . OFF QOFF OFF
1L . OFF QFF O
Th .o CFF OM QOFF
PO DFF QN ol
23 ... .. e e oM FF OFF
M. O 3FF QN
A oM i) OFF
L M oM M




6. CREDIT DISFLAY:

CREDITS DISPLAY SWITCH 20
YES YES O
NGO CFF

T. MATCH FEATURE:

Whan the MATCH FEATURE i3 On, a random number appears in the "MATCHIBALL in PLAY" window and

the word MATCH i3 illuminatad. 1§ the number matches the tens digil in a player's score a free game is
awarded. Tha MATCH teaturea creates an incentlve (o play.

MATCH EWITCH 21
ON ON
OFF OFF

8 EXTAA BALL:
This cption can be adjusted as lolows:

SWITCH 23
NO EXTRA BALL {(BYPASS) QDFF
AWARD EXTRA BALL ON
8. OUTLANE SPECIAL:
SWITCH 24
Special Lite on After 2nd Targel Pasal JFF
Speclal Llte on AHer 3rd Target Aesat O

10. TARGET SPECIAL:
The numbars af feplays made after Orop Terge! reaets 4 times can be adjusted as Tollows:

SWITCH 235
QFENED EMDED OFF
1 3PECIAL PER BALL N

11. CUTLANE SPECIAL:

The numbers of replays made after lighting the speclal bn the cotlana can be adjusied as follows;

SWITCH 26
QPEN EMDED QFF
1 SPECIAL PER BALL ON

12. EXTRA BALL ALTERHATION:
When Exira Ball lana |5 11 or Exlra Eall lane & Spacial lane ara on ilfthey can be adjusted as lollows:

SWITCH 27
CONSTAMT QN OFF
{No Alternadion}
ALTEENATE DN AND OFF ]

{lnner Leng Alternaling With Cutltang]

13 SPECIAL AWARD:

Auward received when hitting the rotating 'Spegial™ lite an the Stalionary Targeis, when Special ligh 1= lit
can be adjusted as follows:

AWARD IWITCHES POEITION
FREE BALL 3 QN
3z OFF
FREE GAME ol OFF
: 32 LN
100,000
POINTS K] OFF
32 OFF
FREE EALL & 31 O
FREE GAME 32 QN



MAGIC -~ PLAYFIELD CHART

RUBBER RINGS

B1-TA-121 AS-7A-120-12%
R2-TA-120-031 AE-TA-120-154
; R3-7A-125 R A-120-2(00
- Fd-7 AT 203 RB-7A-120-250

BALL GUIDES & ROLL-OVERS

W1-4-148 WE-GA- 101
W2-FA-Z35 Wd b 121
W3-6A-140 WE-GA-219
Wa-B-803 Wo-BA-227
WS- B-504

PLAYFIELD PLASTIC SHIELDS

TOF ARCH SET 13C-1151R & 1L

PLAYFIELD SET 134-1152 Ta -7
P2 To P

OTHER PARTS

. BALL GATE A.104-R1

. REBOUND RUBBER A-105

. ROLL-OVER BUTTON 4B-241
. BANK TARAGET [-580-28

. BALL GUIDE POST 2A-200
THUMPER CAP 134-24-B

. FLIPPER & SHAFT A-193

. TARGET ASSEM. A-d81-2

. SPIM TARGET A-563-%

10, INSTRUCTICN PLATE 14EB-3-1
11. SHOOTER GALIGE 14A-2-4
12. TOF ARCH RAIL BB.222

12. ANTI-RETLRN GATE A-471

FOST ADJUSTMENT

g’ - CONSERVATIVE
M- MEDIUM
L=-LIBERAL




MAGIC
SWITCH IDENTIFICATION
Seif Test Display Numhaers

SWITCH NO. SWITCH LOCATION SWITCH ND. SWITCH LOCATION
1 COIN CHUTE SEE 21 #1 STAND-UP TARGET (RIGHT]
2 COIN CHUTE DAWG, 22 #2 STAND-UP TARGET (RIGHT}
3 CIN CHUTE BELOW 23 LJFPER ROHLL-OYER (RIGHT}
4 SPIN TARGET (RIGHT) & STAND-UP TARGET ¥T (LEFT)
g SPIN TABGET (LEET) 24 #2 STAND-UP TARGET (LEFT}
g CREDIT BUTTON 25 OPEN
7 TILTS 26 KICKER [SAUCER)
] SLAM & VIB. TILTS 27 (23 10-PT3, & CHANGE
g OFEN 2B & 24 #32 DROP TARGET
10 ROLL-OVER BUTTON [LOWER) W #2 DROP TARGET
11 JFEN 31 E 32 #1 CRAGF TARGET
12 CENTER THUMPER 23 guT-HOLE _
13 RIGHT SLING-SHQT 34 OPEN
14 LEFT SLING-SHOT i QPEN
13 RIGHT THUMPER 36 OPEN
16 LEFT THUMFPER 37 CPEN
17 RIGHT OUT-LAKE 34 {FEN
18 ROLL-QVER BUTTON (LEFT) 4 LEFT GUTER LAME
19 RETURMN LAMES {RIGHT & LEFT) 40 ROLL-OYVER BUTTON (CEMTER]
20 UPPER BROLLYOYER {CENMTER)
wal S‘-EJE _?WE EIJ'H-JE ﬁWS
H|ﬁ&* > CHUTE Hm"E'E'LE-CHUTE
SIDE DOOR SIDE DOOGR

MNOTE:

1. Flipper Button Cablnet Switchas Do Mot Appear On Tast.




SWITCHES

MAGIC 20
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SWITCHES NOT ON PLAYFIED -

& CREDIT BUTTON
f ROLLTILT

3 *LEFT CHUTE

2 *CENTER-CHUTE

T PENDULUM 8 TILTBOARD ¥|B.

1 *RIGHT CGHUTE 8 DOOR & PLAYFIELD ViB,

*SEE DRW'G. ON PAGE 11

33




SOLENGIDS

MAGIC

SOLENOQIDS NOT ON PLAYFIELD:
3 KNOCKER 189 LOCK-OUTS




MAGIC
SOLENQID IDENTIFICATION
Sell Test Display Numbers

SOLENGID NG,

11
12
14 e
1 - T
1

L

20thru 25 i et e

SULENDID LOCATION

LEFT THUMFER

RIGHT THUMPER

KNOCKER

LEFT SLIMNG SHOT

CENTER THUMPER

SBANK DROF TARGET

EJECT FOCKET

AIGHT SLING-SHOT

FLIPPERS {EMABLE RELAY)

QUTHOLE

COIN LOSK-GUT

SOUND



VIIL. PARTS LIST
GAME #115 MAGIC

L ANECUS PART NUMEER
e (D omastic B DD . L. e ee e m e 168-3
O ET B R O B and . . e e e e GC-4Bd
B L BA-101
ABLY COfS
T C-36-5600
FLaf A Rl (). o e e e e iearier e 25D 344 500
= N-25-1200
= 1 J- 261700
= 1 J-28-23W)
er Gumpardd). . ... ... ... e r B et e e e e e e o251
Lo J-26-1270
ARl ResEt [V o B-27-230]
| ES
Drlver . .............. e B e e e e e e e e e e e e e E e e e B-437
¥ BT T BB L e e e #-4.34
i DI ar Ol A RE U BT . .. o e e B-432
........................................... DU o k8 |}
Ll T T A-430
M I e e B-521
IELD P AR TS e e e e e e SEE PLAYFIELD DIAGRAM
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