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I. INSTALLATION

Assemble the game as follows:

Bolt legs to cabinet. Using flat washers under bolt heads, bolt back box to cabinet. Feed cable connectors and
ground braid through cable port in back box. Screw ground braid to braid in back box. Insert connectors so they
are completely seated on printed circuit board assemblies.

On all games there are some items that must be check after shipment. Makmg these visual inspections may
avoid time consuming work later. Minor troubles caused by abusive handling in shipment are unavoidable. Ca-
ble connectors may be loosened, switches (especially tilt switches) may go out of adjustment. Plumb bob tiit
switches should always be adjusted after game is set on location and leg levelers are adjusted.

Visual inspections before plugging in line cord:

1.
2.
3.
4

5.

6.
7.
8.

Check wiring of transformer to correspond to location voltage.
Check the transformer for any foreign material shorting across wiring lugs.
Check that fuses are firmly seated and making good contact.

Check wire on coils for proper soldering. Cold solder connections may not show up in factory mspectlon
but vibration in shipment may break contact.

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

Check for any wires that may have become disconnected.
Check that all cable connectors are completely seated on printed circuit board assemblies.
Check that cables are clear of all moving parts.

Check adjustment of the two (normally open) tilt switches:

1.
2.

Plumb bob tiit on left side of cabinet near front door.

Ball tiit above plumb bob tilt. Insert the smaller ball (gold 15/16" dia.) into the ball tilt assembly, and adjust
the bracket so the ball will roll free to contact the switch blade, if front of cabinet is raised.

NOTE
~ ... _~~  TOPROTECT SOLID STATE COMPONENTS
BEFORE TOUCHING ANY COMPONENT IN THE
- BACK BOX, DISCHARGE ANY POSSIBLE STATIC

/ BUILD-UP BY TOUCHING ANY GROUND

CIRCUIT, e.g. SIDE ARMOR, GROUND BRAID.
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l. ROUTINE MAINTENANCE ON LOCATION

Self tests, which are programmed into the design of the game, are very helpful. As with any solid state piece of
equipment the three prong grounding receptacle is an important piece part of the game, that must not be tampered
with and must be used properly.

MPU MODULE SELF-TEST:

During power-up, the MPU assembly tests itself, which can visibly be seen by the flashing of-a LED on the board.
When the game is turned on, the LED will flash, have a pause, flash again, a longer pause, then flash five more
times and then will be dimly lit. Accompanying each flash is one note (total of seven), this indicates proper MPU
game operation conditions. ‘ '

GAME SELF-DIAGNOSTIC TESTS:
Pressing the Self-Test button inside the coin door activates the game into its self-diagnostic test.
1. BURN IN TEST - all outputs tested.
2. FEATURE LAMPS - All feature lamps will flash on and off continuously, determining any burnt lamps.

3. DISPLAYS - Each digit on all displays will cycle from O thru 9, then a number 8 will shift left to right. This
test will recycle continuously.

4. SOLENOIDS - Each solenoid will be energized, one at a time, in a continuous sequence. (Holding both
flipper buttons “in” during this test will cause the flipper coils to be energized). The number appearing on
the Player Score displays is the same as the number assigned to the solenoid and also the same transistor
number on the SDU board. The sound of a solenoid pulling-in as a number appears indicates proper
operation providing transistor is being used, the absence of a solenoid sound shows a fault. If sound is ab-
sent, see Solenoid 1.D. page in book for help in Solenoid Identification. *After the solenoids are tested, the
game sounds are tested.

5. SWITCHES - The MPU will look at each switch assembly for stuck contacts. *(Flipper Button Switches are
not included). If there are any stuck, the lowest number encountered is flashed on the Player Score dis-
plays. The number remains until the fault is corrected. See Switch 1.D. page in book for help in switch
identification. Other numbers may follow if more stuck contacts are present. If there are no stuck
switches, the “Match/Ball in Play” display flashes ‘0. DO NOT BURNISH OR FILE GOLD PLATED
SWITCH CONTACTS.

6. GAME LEVELS AND BOOKKEEPING FUNCTIONS: - Pressing the Self-Test button eighteen more times
causes the MPU to step thru the game levels and bookkeeping functions and finals -io repeat the power-
up test. To bypass these functions, turn the game off, then on. The game is now ready to play, after the
MPU Self-Test.

CONTACT SWITCH ADJUSTMENTS -

~

Ali contact switches should be adjusted to have a gap 1/16"” in the open position, and have .010" overtravel
closed. All contact switches (except for flipper buttons & flipper end of stroke switches) are gold plated to resist
corrosion and, SHOULD NOT BE FILED OR BURNISHED. If contacts have dirt or dust on them, a clean piece of
paper should be used to clean them, by closing the contacts and wiping gently.

FLIPPER BUTTON & FLIPPER SWITCHES ONLY. Tarnish or pitted contacts can be corrected with a contact file
followed by a burnishing tool. Severely pitted contact must be replaced as an assembly.

PLAYFIELD

Stern playfields have a durable long life playing finish. Its life expectancy, as well as playing appeal can be greatly
extended by periodic cleaning. Inspect and hand polish the ball with a clean cloth. A chipped ball must be
replaced, as it will ruin the finish on the playfield. (DO NOT USE WATER IN LARGE QUANTITIES, HIGHLY
CAUSTIC CLEANERS, ABRASIVE CLEANERS OR CLEANING PADS ON THE PLAYFIELD SURFACE.
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lll. GENERAL GAME OPERATION

PLACE BALL INTO PLAYFIELD BY OUTHOLE:

COIN GAME. Coin should be rejected. Plug in line cord. (For proper game operation grounding circuit must be
used). Move power ON-OFF toggle switch at bottom right front corner of cabinet to “ON” position. Seven singular
tones will be heard to indicate game-readiness. Feature lites will flash in a programmed attract mode, “HIGH
SCORE?" lite is lit, player displays flash high score to date, “HIGH SCORE" lite goes off, previous played scores
are flashed, “Coin lock-out coil” is energized and game is ready for play. Coin Game. The game should accept the
coin and post credits for coins accepted (*). Pressing the credit button on the door will reset drop targets and
cause the outhole kicker to move the ball to the shooter lane. The first player display will flash 00.

One player is registered each time the credit button is pressed (one to four can play). The credits are reduced by
one each time the credit button is pressed until the credits are reduced to zero. (Credit button is in-operative after
4 players are registered). Shooting the ball initiates play.

When the ball enters the outhole, the bonus score is added to the player's score. The player-up and/or ball in play
on the back box is advanced one position. The bonus score starts at O points. The outhole kicker moves the bali to
the shooter lane and play is resumed. This continues until each player has played the allowable number of balls
per game (3 or 5). At this time the “Game Over” light becomes lit. A random “Match” number appears and the
“Match” light becomes lit. If the match number is the same as the last two digits in the player’'s score a free game
is awarded (*).

Extra ball won during the course of the game is played immediately after the players regular ball enters the out-
hole. The player-up and/or ball in play is not advanced for extra ball play. Bonus score is added to:the player’'s
score, the bonus is reset to 0 and the bonus multiplier earned is restored (memory) before the game moves the ex-
tra ball for play. ‘

At the end of the game, a “High Game” is flashed on all players scores. If the “High Game” is beat, this feature*
can award up to 3 free games.

Tilting while playing the game results in loss of the ball in play. The flippers, thumper-bumper, etc., go “dead".
Bonus score is not added. The purpose of the tilt penalty is to discourage the player from jostling the machine in
an attempt to prolong play. Game action becomes normal after the outhole kicker moves the ball to the shooter-
lane.

Slamming the machine results in the loss of the game. All feature lights go out and the game becomes “dead”
through a built-in time delay circuit. The purpose of the time delay circuit is to discourage abuse of the machine.

"After the delay, the “Game Over” light lites and the game is ready for play. The time delay occurs anytime one of

the slam switches is made to contact.

There is a slam switch on the front door, one on the tilt board and one on the playfield. (Any number of slam
switches could be installed by the operator, to meet his individual requirement). The switch should be adjusted to
have approximately 1/16"” gap between the contacts. The weighted blade should be adjusted to attain the desired
sensitivity. Decreasing gap between contacts will make the switch more sensitive. Opening the gap will reduce
sensitivity.

(227

*Some tunes and features can be disabled by operator if so desired. ***See back box adjustments.




IV. SELF TEST AND BOOKKEEPING FUNCJ'IONS

The game is designed to help the operator perform certain diagnostic tests as well as accounting functions as

follows:
IV.A. SELF TEST
TEST SWITCH BALL/MATCH
PUSH NUMBER DISPLAY DESCRIPTION
1st Burnin test - all outputs tested
2nd Lamp test - all feature lamps on and off
3rd Display test-all digits display 0000000 thru
9999999 then an 8 shifts from left to right -
4th Solenoid test - continuous sequence of
solenoids pulsed with solenoid driver
transistor, “Q” number displayed
5th Fiashing O if Switch test - switch 1.D. No. displays if closed
all switches
open
IV.B. BOOKKEEPING FUNCTIONS
TEST SWITCH BALL/MATCH
PUSH NUMBER DISPLAY DESCRIPTION DISPLAYS
6th 01 1st Threshold (High Score)
7th 02 2nd Threshold (High Score)
8th 03 3rd Threshold (High Score)
9th 04 Current High Game Threshold
10th 05 Current Credits 00 to 40
11th 06 Total Plays 00 to 999999
12th 07 Total Replays 00 to 999999
13th 08 Total times high score is passed 00 to 999999
14th 09 Number of coins thru Chute No. 2 00 to 999999
15th 10 Number of coins thru Chute No. 1 00 to 999999
16th 11 Number of coins thru Chute No. 3 00 to 999999
17th 12 Total balls played 00 to 999999
18th 13 Total Extra Balls Awarded 00 to 999899
19th 14 Total Playfield Special Awards 00 to 999999
20th 15 N/U 00 to 999999
21st 16 Total level 1 passed 00 to 999999
22nd 17 Total level 2 passed 00 to 999999
23rd 18 Total level 3 passed 00 to 999999
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V. FRONT DOOR GAME ADJUSTMENTS:

HIGH SCORE FEATURE ADJUSTMENTS:

The game is designed to award an extra ball or a free game (option) at three score levels. (See High Score Feature
in game book). The recommended levels are on the score card on the game.

Any level from 10,000 or 9,990,000 can be set, as desired. It is also possible to reset or turn off (00) any or all of
the levels, if desired.

1. Push and release Self-Test button at one second intervals six times or until number 01 appears on the
Match/Ball in Play display.

2. The number on the Player Score Displays is the first score level*. It can be increased, if desired, by hold-
ing the credit button in. To decrease the score level, reset to ‘00’, and then hold the credit button in. Re-
lease the credit button when the desired High Score appears. Note that the level changes 10,000 points at
atime. If the number ‘00’ is left on the displays, the high score feature is eliminated for that level.

3. Repeat steps 1 and 2 for the second and third high score levels. The number ‘02’ and ‘03’ on the Mat-
ch/Ball-in-Play display are for the second and third ievels, respectively.

HIGH GAME TO DATE FEATURE:

The game is designed to award up to 3 free games (option) when ‘“High Game to Date” is beat. For the recom-
mended, factory present level, see game book.

It is recommended that the level, which will build with game play, be periodically reset to the factory recom-
mended level to encourage game play. The adjustment procedure is the same as for the High Score Feature Ad-
justment, Steps 1 and 2. Continue pushing the Self-Test button until the number ‘04’ appears on the Match/Ball-
in-Play display and then do Step 2.

Any level from ‘00’ to 9,990,000 can be set as described. It is to be noted that ‘00’ does not turn off the feature as
it does on High Score feature. The feature is turned off by positioning switches to the "off”’ position.

*Can be quickly set to ‘00’ by pressing S33 on the MPU assembly in the back box or front door.

RECOMMENDED SETTING

3 BALL 5 BALL
15t Level— 580,000 1,020,000
2nd Level — 920,000 1,660,000
3rd Level — _— _
High Score 1,400,000 2,000,000
To Date



STERN 16B-6 TRANSFORMER WIRING CONNECTION INSTRUCTIONS

115/120V., 50/60 Cycle Input. 220/240V., 50/60 Cycle Input.
Varistor - Soldered to Line Filter on Left Side of Cabinet Varistor - Soldered to Line Filter on Left Side of Cabinet
Must Be Stern Part No. 25A-18-1. Must be Stern Part No. 25A-18-2.
Solder Lugs 1 &3 Solder Heavy Red Wire

Together. Solder Heavy TolLug1
Red Wire To Lug 1 -

_9 A= e
— Solder Lugs 3 &5 ———__ | o =0
\ - Je Together B I @ o
o = o o
120V e ) es =o g
Solder Lugs 5 & 7 \}.. » oe c //" ©
Together. Solder Heavy ~ 5@ 240V o J O -
Yellow Wire To Lug 5 © e Solder Heavy Yellow o= we
/I: ce Wire To Lug 7 16 3)
IO o)
115V 220V
Solder Lugs 9 & 11 Solder Heavy Yellow
Together. Solder Heavy Wire To Lug 12

Yellow Wire To Lug 9

" VI. FEATURE OPERATION & SCORING

BONUS SCORE FEATURE:
Game starts with “0” bonus. The bonus is advanced 1000 points each time one of the DROP TARGETS are hit
Center Top Bottom
(Switches 21, 22, 23, 24) (29,30,31,32) (38,39,40)

or when any of the STAND UP targets (Switches 17, 18, 19 and 20) are lit and hit. The bonus is advanced 3000
points for each OUT LANE. (Switches 34 and 35) and RUN-WAY ROLL-OVER BUTTON (Switch 25). MaXImum
bonus is 39,000 points times multiplier.

Bonus multiplier is advanced when INCREASE X lite' by DROP TARGET bank is on and all targets are hit. Maximum
bonus multiplier is 7X.

When the ball enters the OUTHOLE (Switch 33), the bonus score (times the multiplier) is collected. The bonus
resets to “0” points and the bonus muitiplier earned up to 5X is carried over from ball to ball(memory). When 6X or

7X (adjustable by switch 8 on the MPU-On 6X, Off 7X) is reached, bonus is reset to 3X and can be advanced
again.
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SPECIAL:

SPECIAL can be awarded by means of 3 switches on the playfield: the run-way roll-over button (switch 25), and
two out-lanes (switches 34 & 35).

Adjustments for SPECIAL are as follows:

MPU
SWITCH
Light When 6X is reached #8 On
: Comes
{“ On When 7X isreached................ #8 Off
‘ Light & Run-way roll-over button on #17 On
¢ Switch all the time, outlanes alternate
i Adjustment
All three alternate .................. #17 Oﬁ/
Number of One per game #22 On !s '
: Times
Awarded Oneperball .................... .. #22 Offoees
i
No Award #310ff #32 Off/
Award ExtraBall.......................... #31 Off  #320n
100,000 #31 On #32 Off
Replay........coovivviiiiiiiian. #31 On #32 ONepuunn
EXTRA BALL:
EXTRA BALL can be awarded by means of 2 return lane switches (36 & 37) on the playfield.
. MPU
SWITCH
Can be awarded at one, two or three HIGH SCORE
(THRESHOLD) LEVELS #6 Off (See NOTE)
SPECIAL featureongame .............covviiiiiiinnnnn... #31 Off #32 On

When 1, 2, and 3 blue “LIGHTS EXTRA BALL"” are lit (hitting all
targets down on all 3 drop targets with one ball) then EXTRA
BALL return lanes can be adjusted as follows:

NO AWARD #23 Off #24 Off
Left, both off, right, both off, (repeat)................ #23 On # 24 Off
Alternating #23 Off #24 On
Bothlaneson/off.............conieeninnan.. #23 On #24 On

> e

NOTE: With Switch 6 OFF and Switch 29 OFF, only 1 EXTRA BALL per ball in play.
With Switch 6 OFF and Switch 29 ON, 3 or 5§ EXTRA BALLS can be stored in memory.



. (SW-#4) TOP ROLL-OVER BUTTON
Scores 10 points or scores 1000 points for each lit loop lite. When all loop lites are lit (10 total) and all three drop
targets have been hit once, 2 X loop value lites.
(SW-#5) SPINNING TARGET
Scores 200 points plus 200 for each lit lite (maximum 1,000 points).

(SWS-#9, 10 & 14) THUMPERS

Scores 1000 points on 3 ball, 100 points on 5 ball. Changes position of SPECIAL and EXTRA BALL lite when lit
(Adj).

(SWS-#12 & 13) SLINGSHOTS

Scores 10 points and changes position of SPECIAL and EXTRA BALL lite when lit. (Adj.)

(SWS-#17, 18, 19 & 20) STAND UP TARGETS 5
Score 100 points, scores 1000 points and advance bonus by 1000 points when lit. i

Center Top Bottom ,
(SWS-#21, 22, 23, 24 - 29, 30, 31, 32 - 38, 39, 40) DROP TARGETS

Each target scores 1000, advances the bonus by 1000, spots a lite in the loop plus scores 1000 for each lit lite in _
loop up to a maximum of 10,000. When all targets in each bank are hit, the blue ADVANCE LOOP VALUE lite |
transfers to the corresponding blue LIGHTS EXTRA BALL lite at lower left of playfield (Adj.), then each target ]
scores loop value only (maximum 10,000 points). When all three ADVANCE LOOP VALUE lites are transfered, the f
2X LOOP VALUE lites up. ;

When the INCREASE X lite in lit and all targets are hit in that bank, the bonus multiplier is advanced by one. i
After ADVANCE LOOP VALUE LITE HAS BEEN COMPLETED (all targets down in a bank) and targets are hit down !
again leaving only one standing, the SCORE LIT BONUS VALUE lite comes on. Hitting the single target standing |
awards lites bonus plus 1000.

(SW-#25) RUN-WAY ROLL-OVER BUTTON

Scores 5000 and advances bonus 3000, awards SPECIAL when lit.

(SWS-#34 & 35) OUTLANES
Scores 5000 points and advances bonus by 3000 points. Awards SPECIAL when lit.

(SWS-#36 & 37) RETURN LANES
. Scores 500 points. Awards EXTRA BALL when lit.




VIl. CREDIT/COIN AND GAME ADJUSTMENTS

A. Playfield Post Adjustments:

Posts that control left and right outlane openings on playfield can be moved to make access to outlanes conserva-
tive or liberal for ball to enter. (See Fig. 3).

Conservative entry will decrease playing time and scoring.
1 Liberal entry will increase playing time and scoring.

B. Back Box Game Adjustments:

Each game has thirty-two switches located on the MPU module, located in the back box, that allows play to be
customized to the location. (See Fig. 1). Credits per coin, maximum credits, credit display, balls (3 or 5) per game,
match feature, high game feature, special award, maximum extra balls and background are selectable by means
of switches. The switches are contained in four-sixteen lead packages numbered S1-8, S9-16, S17-24, and
$25-32 for easy identification. The “On” position is marked on the assembly. TURN OFF POWER BEFORE MAK-
ING ADJUSTMENTS. MAKE ADJUSTMENTS BEFORE TURNING POWER BACK ON.

L G

SEAWITCH SWITCH ASSIGNMENT

32 } Special Award

31
30 Maximum Added Extra Balls
29 Minimum Added Extra Balls
28
27 .
26 Coin Chute No. 3
25
24 } Extra,Ball
23 Alternation
22 Special Replay Limit
21 Match Feature
20 Credit Display
7 19 .
; 18 } Max Credits
17 Special Alternation
]g } High Game To Date Feature
14 Background Sound
13 Not Used

12 } Coin Chute No. 1

8 Special on (6X,7X or 7X)
7 Ball Per Game (3 or 5)

6 High Score Feature

5 Not Used

:’ } Coin Chute No. 2




CREDITS/COIN ADJUSTMENTS: o #

The credits given are selectable by means of MPU switches. Sixteen credit ratios are available. The MPU switch
settings and resultant credits/coin are as follows:

CREDITS/COIN ADJUSTMENTS

SWITCHES
SWITCH No. 3 28 27 26 25 ‘ .
(RED-WHITE) :
SWITCH No. 2 4 3 2 1
(BRN-WHITE)
SWITCH No. 1 12 11 10 9 CREDITS COIN
(BLU)
OFF OFF OFF OFF......... 1 - )
OFF OFF OFF ON P
OFF OFF ON OFF 3
OFF OFF ON ON......... 4
OFF ON OFF OFF 5 \ 1
OFF ON OFF ON 6
OFF ON ON OFF......... 7
OFF ON ~ON 'ON 8
ON OFF OFF OFF 14 J
_ 3 SEQUENCE OF
CREDITS COINS CREDITS PER COIN
- 1 2 3 4
ON OFF OFF ON........ U 2 . 0..... 1
ON OFF ON OFF 3 2 1 .2 |
ON OFF ON ON 5 2 0 5 -?
ON ON OFF OFF........ AT 2 . 0..... 7
ON ON OFF ON 3 4 0 1 0 2
ON _ON ON OFF 5 4 1 1 1, 2
ON ON ON ON........ T, 4., ... ...... 1..... 2....1..... 3

n If two or three coin chutes are adjusted the same for multiple coins, credits will increase as if dropped in same
.~ chute. . o

Credit sequence will reset when:

1) credit button is pressed
2) any points are scored
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GAME ADJUSTMENTS

HIGH SCORE FEATURE:

The game is designed to award an Extra Ball or Free Game at one, two or three high score levels. See Front Door
Game Adjustments:

AWARD SWITCH 6
Extra Ball ) OFF (Works with #29 and #30)
~ Replay , *ON
BALL PER GAME: )
No. of BALLS PER GAME SWITCH 7
5 ——on

SPECIAL on, BONUS RESET:
Allows adjustment when SPECIAL lite is to come on and when BONUS MULTIPLIER is reset to 3X.

SWITCH 8
SPECIAL on 7X OFF
" BONUS resets to 3X 6X or 7X T T—oN
BACKGROUND SOUND:
The background sound during game play can be controlied as follows:
SOUND SWITCH 14

OFF OFF

ON , "NON



HIGH GAME TO DATE FEATURE:

The game is designed to award up to 3 free games as an option of high score to date is beat. Each time this hap-
pens, the winning score becomes the new high game score to beat. This score is displayed on all 4 player score
displays at the end of each game as an incentive to play.

AWARD SWITCH

16 15
Novelty OFF OFF
TFree Game ...ttt e e OFF ON
2 Free Games ON OFF
BFree Games . ......ooveeei T ON ON

ALTERNATING SPECIAL LITE
Allows RUN-WAY SPECIAL lite to stay on or alternate with outlane SPECIAL lites.

SWITCH 17
RUN-WAY SPECIAL lite always on

ON
Alternating RUN-WAY SPECIAL lite TT~OFF
MAXIMUM CREDITS:

The Maximum credits accepted by the machine limits the number of games that can be accumulated by coining,
by winning replays or both. The maximum number of credits are adjustable by means of switches 18, and 19. Four
credit limits are available. Switch settings are listed below:

MAXIMUM SWITCHES

CREDITS 19 18

10 T~oFF  OFF

15 OFF  ON

25 ON OFF

A0 .. ON ON
CREDIT DISPLAY:

CREDIT DISPLAY SWITCH 20

YES T~oN

NO OFF

MATCH FEATURE:

When the MATCH FEATURE is On, a random number appears in the “MATCH/BALL in PLAY” window and the
word MATCH is illuminated. If the number matches the tens digit in a player’s score a free game is awarded. The
MATCH feature creates an incentive to play.

MATCH SWITCH 21
ON \ON
OFF OFF

NO. OF SPECIALS -
The number of specials made per game can be limited as follows:
REPLAYS : SWITCH 22

1 Per Ball TNOFF

1 Per Game ON
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PLAYFIELD EXTRA BALL

Controls liting of EXTRA BALL on playfield as follows:

SWITCHES
23 24
Completely off OFF OFF
Left on, both off,
right on, both off, repeat \ZN OFF
Alternate FF ON
Both on, both off ON ON

MINIMUM ADDED EXTRA BALLS

Allows only one EXTRA BALL to be stored in memory or to work with Switch 30.

Only 1 stored in memory. _ S:I;TCH 29
Works with Switch 30. ON

EXTRA BALL (WITH MEMOF}Y)

With Switch 6 turned Off and Switch 29 On, number of EXTRA BALLS that can be stored in memory can be ad-
justed as follows: -

SWITCH 30
3 maximum OFF
5 maximum ON
SPECIAL AWARD:
Award received when “Special” lite is lit.
AWARD SWITCHES
31 32
No Award OFF OFF
Extra Ball OFF ON
100,000 Points ON OFF
Replay ON ON



PARTS LIST
SEAWITCH

MISCELLANEOUS

Transformer (Domestic or Export) ............ccoovvvunnnn...

Transformer & Rectifier Board
Bulbs, #44
U1

ASSEMBLY COILS
Coin Lockout

Flipper L & R (Bottom Two). .. e et

Flipper L & R (Top Two)
Knocker
Outhole Kicker (1)

Thumper Bumper (3) .........c.oiiinn e,

Slingshots (2)
Drop Target Reset (3)

MODULES
Lamp Driver

Display Driver (4) ........ooonriiiii e

Match/Ball in Play Display
Solenoid Driver/Voltage Reguiator
MPU (FOR ROMS SEE MISCELLANEOUS ABOVE)

Rectifier Board ..........ooiini e i

Sound Module
PLAYFIELD PARTS

PART NUMBER

C-36-5300

.......................... J-25-475/34-4500

J-25-600/34-4500
N-26-1200
JX-26-1100

.................................. J-26-1200

J-27-1700
B-27-2300

B-431

SEE PLAYFIELD DIAGRAM




PLAYFIELD CHART
SEAWITCH

POST ADJUSTMENT: _

C-CONSERVATIVE
M-MEDIUM
L-LIBERAL

RUBBER RINGS

R1-7A-120-125
R2-7A-120-150
R3-7A-120-225
R4-7A-120-275
R5-7A-121
R6-7A-125
R7-7A-135
R8-7A-120-200

BALL GUIDES & ROLL-OVERS

W1-6A-101 W6-C-666
W2-6A-101-F W7-A-667
W3-6A-263 W8-C-670
W4-B-604 W9-A-149
W5-C-664 W10-A-383

PLAYFIELD PLASTIC SHIELDS

TOP ARCH SET 13C-123-IR & IL
PLAYFIELD SET 13A-123-2To -9
(P1 To P9)

OTHER PARTS & ASSEMBLIES

1A-4-BANK DR. TARGET D-580-48
(TARGETS ALONE 13A-20-2)

1B-3-BANK DR. TARGET D-580-3A
(TARGETS ALONE 13A-20-2)

2 - THUMPER CAP 13A-37

3 - ROLL-OVER BUTTON 4B-275

4 - SPIN. TARGET ASSEM. A-563-13

TARGET & WIRE ONLY 14A-7-12

5 - TARGET ASSEMBLY A-649-BL

6 - FLIPPER & SHAFT ASS'Y. A-449-Y

7 - BALL GUIDE POST 2A-200

8 - INSTRUCTION PLATE 14B-3-3

9 - SHOOTER GAUGE 14A-2-6




SEAWITCH
SWITCH IDENTIFICATION
SELF TEST DISPLAY NUMBERS

SWITCH NO. SWITCH LOCATION SWITCH NO. SWITCH LOCATION
1 Coin Chute . 21 Center Bank Target (No. 1)
2 Coin Chute } SESE?_%V\)'VG' 22 Center Bank Target (No. 2) .
3 Coin Chute 23 Center Bank Target (No. 3) 5
4 Top Roll-Over Button 24 Center Bank Target (No. 4) |
5 Spinning Target 25 Runway Roll-Over Button
6 Credit Button 26 No Used
7 Tilts 27 Not Used
8 Slam & Vib. Tilts 28 Not Used 1
9 Top Thumper 29 Top Right Bank Target (No1) i
10 Left Thumper 30 Top Right Bank Target (No. 2) ‘
117 Not Used 31 Top Right Bank Target (No. 3)
12 Left Sling-Shot : 32 Top Right Bank Target (No. 4)
13 Right Sling-Shot 33 Out-Hole
14 Right Thumper 34 Left Out-Lane
15 Not Used 35 Right Out-Lane
16 Not Used 36 Left Return Lane
17 Stand-Up Target (Top Right) 37 Right Return Lane
18 Stand-Up Target (Top Left) 38 Left Bank Target (No. 1)
19 Stand-Up Target (Top Left Mid.) 39 Left Bank Target (No. 2)
20 Stand-Up Target (Top Left Low.) 40 Left Bank Target (No. 3)
Controlied By MPU Controlled By MPU Controlled By MPU
Switches 1 to 4 Switches 9 to 12 Switches 25 to 28

(BRN-W)  (BLU)  (R-W)
SW-2 SW-| SW-3

HINGE
SIDE

FRONT DOOR

NOTE: FLIPPER BUTTON CABINET SWITCHES DO NOT APPEAR ON TEST
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SWITCHES

SEAWITCH//———4

18— |

19——0

_—33

|

T

SWITCHES NOT ON PLAYFIELD:

1 * LEFT CHUTE 7 ROLL-TILT
2 * CENTER CHUTE ‘ 7 PENDULUM
3 * RIGHT CHUTE 8 TILT BOARD
6 CREDIT BUTTON 8 DOOR

* SEE DRWG. ON SWITCH IDENTIFICATION PAGE



SEAWITCH
SOLENQID IDENTIFICATION
SELF TEST DISPLAY NUMBERS

SOLENOID & SDU*Q” SOLENOID LOCATION
TRANSISTOR NO.
T LEFT THUMPER
2 TOP THUMPER
B KNOCKER
Buieie CENTER BANK TARGET
Bt OPEN
Bt LEFT SLING-SHOT
T RIGHT SLING-SHOT
B.o et LEFT BANK TARGET
9. e RIGHT THUMPER
10,1ttt OPEN
IR PUTOUT R ORPRIPPS OPEN
12, OPEN
1B TOP RIGHT BANK TARGET
The i OUT-HOLE
15 e FLIPPERS (4)
16ttt OPEN
17 et OPEN
1Bt OPEN
19, et COIN LOCK-OUT
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SEAWITCH

SOLENOIDS NOT ON PLAYFIELD:
3-KNOCKER 19-LOCKOUT
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SCALE:

PART MUST BE FREE OF BURRS

DATE

Unless othetwise specified, all fractional dimensions carry tolerances of plus
and minus .010: All decimal dimensions plus and minus ,005. Exceptioas:
Drilled holes plus .003 minus .001. Die casting fractional plus and minus .005:
Decimal plus and minus .003. Decimal dimensions on tools plus and minus .001.
Angles *30' unless otherwise specified.
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CHANGE

DATE

Unless otherwise specified, all fractional dimensions carry tolerances of plus
and minus .010: All decimal dimensions plus and minus .00S.
Drilled holes plus .003 minus .001. Die casting fractional plus and minus .005:
Decimal plus and minus .003, Decimal dimensions on tools plus and minus ,001,

Exceptions:

Angles t 30" unless otherwise specified.

SCHEMATIC , DISPLAY - B C. BOARC

FoR [EN. JSE

DRN. LD, | oare 5-287 aner

MAT = | fin. - | aper.




NOTES :

-y PiN 15 iRk COLOR

PLAYER" 1 BLK /UMT
PLAYER S 2 ORre/ BLU
PLAYER Y 3 RED/ YEL
PLAVER® 4 BRN/ ORG
NWTCH /BALL RED/BLACK

ROy 2
2. LAST 'C/NumBeR JSED C2 L {p7 BLK /NUNT| Dt

LAST ‘CR/ NUMBER LSED L&) P T T T T oo.000's|PAZ
LAST 'L’ WUMBER USED J2 1.000,000's '
LAST ‘G’ NUMBER USED Q2! e

LAST 'R/ NUMBER USED RBA
LAST 'TP’ NUMBER JSED TP3
LAST ‘U’ NUMBER UseD U1

[ ]
-~

o NJWT [0S GAY | D4

16,000's | PAD Tocos|PAb T T T

OWN P.C. BOARD LEGEND

®
WOMENCLATURE OO is THE ABBREVIATION
cor DiamiT DRIVER

NOMENCLATURE LS 16 The ABBREVIATION
FOR LEVEL SHIFTER

(4
840!
DieIT m49
DRVERS : @2
(@) n £an
41) Ri13 Rl R
Q azo 2o0m Q® 300% Qs 00K QN 308
MPSA42 MPSALZ MPSA42 FPSA4Z MPSA4Z
= p = p = p — ] = ]
LEVEL - - - - =
SUIFTERS
7 4 < 4 p
J2 _I_' 1~ E —'l_ - {" N £ v
38 36 e 24 U e 4 2
| A7 Y A4 A
1,000,000's  K.A. ) 1,000's 100's
| ANODE _ - =
| 7-DiGIT DISPLAY |—
TN
ke A ¢ o 3 ¥ 4 Iy
catacDE SKA SEGMENT SEMENT SERMENT SEGMENT  SEGMENT SEGAENT ( seemenT)|
a7 2 22 ! *S

& & &

>3 » g 27 &
' SEE DETAIL 4
P Py ®

re 41-]
240K 0 E L L¥1
SEGMENT
= = DRIVERS
(7

DETAIL ‘A

| No.‘?w S ISSUE

CHANGE

DATE
DIETZGEN NO, 196M AGEPROOYF




[ 5 3 I
N
_o_vefes _ _ _ _ewlee _ _ _ _ewTo_ &l
100's| PAB 10's | PAG Units | PAT
. Ty
+ 8%V
ci
.ot
MED
P 500V
Qs =
205401
n47
8.2
& n
I Ro "4 D
300K v 300K Q6 300K I CRY
& L MPSA4Z a WPSALR MWPSA42 n ‘ﬁbnov I
— b = 3 = b LENER
{1 1= 1-1 -1
L T T T _P_—__— —4__ rj

NO\2B‘64$'5

U [ 4 ¥4 l[a} a 4 2 |
Ad 53 A2 Al
1,000's 0o's 0's UsTs
7N\
F
MENT (ﬁEGMEﬂT
3 K
T SEE DETAIL'A
+~®0V0C
TP3 Te2 . - R4S
+5v GND 100K L1
J1_ L
r“ =
13
2 GND
’I.ou WD ?
> 320 +5v
= 8 e |
Vst Voo RE® 20K
‘;Pn a2 AAA—— PO 51wt /min
\
6 s R87 206n gl
Sl 8 ] 18 B/t 8o
2 K56 20K .0
[ 2 D2 DATA
2l Weias4a 17 vaL/BLK
I K55 20K
ol¢ p A Bl 516 winjery
4 5 m53 20KQ |
) A BLang 1O DISPLAY BULANKING
LE i
RS4 20K 2
L AN 1316 LATCH STROBE
|
—4 KEY
_
SCALE: PART MUST BE FREE OF BURRS

._.74’(._.

STERN ELECTRONICS INC.
1725 DIVERSEY BLVD. CHICAGO 60614

ANGE

DATE

Ualess otherwise ‘specified, all fractional dimensions carry tolerances of plus
and minus .010: All decimal dimensions plus and minus .00S.
Drilled holes plus ,003 minus .001. Die casting fractional plus and minus ,005:
Decimal plus and minus .003. Decimal dimensions on tools plus and minus ,001.
Angles £ 30" unless otherwise specified.

Exceptions:

SCHEMATIC 2 1DGIT DISRLAY P.C. 3D,

FOR 6

N. USE

DRN, 'B .P

DATE"'O"SO

e e

T m.}, s

FIN, “’ﬁ""

APPR,




1 12B-16B-6A

J2(cABiNET)

X-_ A.C. PoWwER
W= A.c, RETURN

| Y-B cewn. siL. Bus

m

43vnc

—I 7.3 VAC

o2
6
7
2 [“S=comv Lock-ouT 4 KNOCKER Bus
!
519-R cen. /1L, RETURN

9

—9" A.c. POWER GRD.

KEY
(PLaYFiELD)

-ﬂ—qEN /ILL, Bus
BLU-W <o/ eNoID BUS

KEY
FBLU- ceATURE LAMP BUS

— m‘&?

N\quam]SJBn&ws

.9 Voe
]

FEATURE (AMP BUS
(BAcK-BOX)

v S|w

—L= FLIPPER EnaBILE RE, Bus
SREY 72R0 crOSSING INPUT

K

|

=9 GEN. ILL. Bus

GEN. ILL. Bus

11.9 ¥YDC

~ FEATURE LAMP Bus

230 vpe

9 V.D.C, BUS
- SREY 15 REG. 185 VoC Ivpur

—3_ qEN. ILL.RETURN
qs/v. ILL. RETURN

AuN\ummtsBR
1
4

LDA BoARD RETURN
w-z

SDU BoaRD RETURN (REG. SECTION)

RR

.B:JLu
W-DPRN + 5 FILTER RETURN

I &

181=¥=

/175 V. '
RY FILTER RETURN STERN ELECTRONICS INC.
19— w.o SDU POARD 1725 DIVERSEY BLVD. CHICAGO 60614
- RN

20| %-0
TRANSFORME R SCHEMATIC

7| Key
pe— FOR quERAL USE

(SOL'DR‘SEmON) URN. év‘D-I DATE 8’“‘19‘ AM'Y




TA-/00
P.c., BOARD

—_— e —— e —— e ——— — —— ———. — — —— —— ——,

rd
(9
i
. S
N3
120 VAC _<~(
| 2
I
"
N
~
7
TRANSFORMER
16B-6
NoTES:
l. PowgR LtE ComngcTions 3 —
AC Line STRAP ArriY PowER
VOLTAGE _TERMINALS _ YO TERM'S.
"ns 1103 §9voit 149
120 (1034577 145
22 3 TS 1¢12
240 3105 147

(2> Tt 15 Not LocATED ON PC. BOARD .

12B-16B-6A

43Vp<
7.3 VAi
[ o
11.9 Yoc
1oo K

| 12 voe
| 230 VYpc
I
|
|
i
|
|
'
i
i
}
!
|




- B S 33 MEMORY
> | 1 clEAR
A4J3-IR)  J TEST o-

.—
[43,7'2— 7(v-g) SWITH
-
s7o0 oy 572 573 sT4 _q2r-2 <4
A4T3-9BLYA 8 ¢ D £
JTol cHuTEF/ CoN
L)/O* Ia/o-n— LO/“T l & O— Loexour
A4T3-10(80- ) X _ - 93728 L4 KNOCKER
I v C“TEZ l l l
b ] o—e oO—e o—e
A4T3-11 (R-W) ‘ — A3y2s<BY) >

2 r I:w:;&*ﬂ
0t

I3 r L/
o449

I4 L,/
O

A4T3 -14 (8L - W)
Is{ [C:imT
O4e+
A4J3-15 (BLU-0)
76 [ Lﬁf
4534607 .
o4
A4T3-2 (R-Y))
( 4473-3 (R-G)

ou/os=r

IRIFINIRIN)

-0 00—

Loe

ool
o] el L owen—
|

i

I-q/o-m Lo o—9
Los

b
1
]

i J
—
- .
yr J
#372-2 (210) Aoree 42721 (V.2
- A FRONT
A372-) (R) #irpeR | O ook
LITES
A272-9 (o) - 272506k
- . ) i
N/U = NOy USED .

ALl D/IODES ALfE IN -Loof

'23-432_6-'2' 1s8VEK CHANGE OAT

DIETISEN NO, 190M ASKPROOPF




12B-432-8- 121

OATE

KNOCKER /20 Me
LINE
FiLreg Gep
3N
r7e
/20 he PETUEN
& &
\\ ve:
Ge#ViI30LAI0A
—>3 >— VARISTOR
POWER
oW /OFF
FRONT Dook  JACK
JAeK PIN Ao. Flom
/ ALT3-9
2 A4T3 /0
S e e ALTI=V
< ALT3-/2
5 ALT3-/3
G o e ALT3-/f
7 ART2-15
8 ALT3-/6
0. e ... ALS3 -2
Y
3 5 A272-2
3 foo. e . AIT2-8
~ r /7 A272-/
RN BT /8 42T2-5
~ VS 19 e A4T3=/
)N § 2o A3J2-7
N
N N N
¥ § 8
I ~] =
_ J . )

STERN ELECTRONICS INC.
1728 DIVERSEY BLVD. CHICAGO 60844

CABNET AND FLONT Ddoof Wiking

rom

STANDARD

onu. .00,

oave/0~/6-T9] amr 4B

uAT‘?

'IN.‘b

APPR,




:ig _ ()
9
- »
[ $ 43
E, 0.3, RiGHT o
FLIPPERS £ !
| . 0.5 E
QD) o +—
LerT RIGHT
THUMPER THUMPER

A2J5-7 (BLUE) FraTure lane Bus »

LAYFIELD
e
?X‘ﬁ?i—l@

——

TRONICS, INC.
by Parkway, Chicago, llinois 60614
0, Tetex 25-4657

rvice Assistance (800) 6216424

m—

WIRE JACK PIN
DESCRIPTION COLOR LDA NO.
BLUE LEFT SIDE......ccoceescnnocacsssasaascsccaneeeBROWN-B,,..Jle.......18
BLUE RIGHT SIDE B-R J3 19
BLUE 2nd. LEFT SIDE BLUE-R J1 1
BLUE 2nd. RIGHT SIDE G-B J1 8
BLUE 3rd, LEFT SIDE BLACK J3 26
BLUE 3rd. RIGHT SIDE PURPLE Jl 17
BLUE 4th. LEFT SIDE......c.ve000aceeenen [P 15 - TR i S 1
BLUE 4th. RIGHT SIDE O-R J3 12
BLUE S5th. LEFT SIDE GREY-G J1 19
BLUE Sth. RIGHT SIDE B-Y J3 25
BLUE ROLL-OVER SWITCH LITE (TOP) BROWN Jl 9
DOUBLE LOOP VALUE BLUE-W J1 23
BONUS-~1,0000...0cucuunnnnenannn Cereeeee. tesereseessGREY-O.....Jl........14
BONUS--2, 000 PURPLE-W J1 2
BONUS--3, 000 R-B J3 16
BONUS--4, 000 W-R J3 9
BONUS--5, 000 GREY-Y Jl 15
BONUS-~6, 000 GREY-BLUE J1 10
BONUS--7,000. .. 000ucuennnnncccannnnnnn cesecscecevs W-GREY.....J3........23
BONUS--8, 000 W-BLU J3 3
BONUS~-9, 000 R-G J1 3
BONUS--10, 000 Y-BLU J3 17
BONUS--20, 000 WHITE J3 11
BOTTOM LITE 1-EXTRA BALL GREY-G J2 12 -
BOTTOM DROP TARGET (LAST TAR.) 10,000 B-W J2 3
DROP TARGET INCREASE (MIDDLE)........... cre e .PUR-B......Jl........25
DROP TARGET INCREASE (BOTTOM) W-Y J2 13
LEFT SPECIAL w-0 J3 20
LEFT RETURN BRN-BLU J1 24
LITE EXTRA BALL B-1 B-Y J2 5
LITE EXTRA BALL B-2.....c.ecuceurununcanacanaenassssGREY, ... .. J2........9
LITE EXTRA BALL B-3 PUR-BLU J2 8
MIDDLE DROP TARGET (LAST TAR.) 10,000 R-BLU J3 18
MIDDLE LITE 2 EXTRA BALL B-0 Ji 11
RIGHT RETURN BLU-O Jl 5
RIGHT SPECIAL PUR-B J2 4
RUNWAY SPECIAL.....ccovevevsocevssesaoncscansscnroeeYELLOW, ... J2........6
SPINNER, TOP YEL-G J3 2
SHOOT AGAIN (PLAYFIELD) GREY-R Jl 26
SPINNER, 2nd. TOP W-BLU Jl 13
SPINNER,2nd. BOTTOM BRN-R Jl 6
SPINNER BOTTOM B-W Jl 28
STAND-UP BOTTOM....c.v.ovovsnooscncncsconocsacocncaaB=Geieaaeaadloen....16
STAND-UP LEFT Y-G Jl 7
STAND-UP RIGHT O-W J3 27
STAND-UP TOP R-W J3 4
TARGET INCREASE 0-B J2 16
TOP DROP LITE, 3-EXTRA BALL 0-G J2 20
TOP DROP TARGET 10,000.......c.0c0ccvececaceancsoeseBLUE-W,0eod2uuuenweaT
1x BLUE-R J2 14
2X Y-BLUE J2 15

QK. . ittt ittt ettt teia ettt asaacaaseenes R-BLUE,

wo. | 2 B~ 432-54723

ceeed2........2




sT0 ST/ sr2 573 sT4 42314 (BLy-w) .
A472-8(pR)Aay B ¢ 2 £
To r ' T P Tor PR LEFT }
| ™ l o | { R, | R‘i '/°'3° e FLIPPERS §
TOP ls '.j OUT-HoL 4
71 A4T2-9(GRv)| THUMPER| T S.Ue| £
E.O.S. RiGHT
g I—o/o-m Lo/om» L%g««‘ - Lo/o-o« LEoIn-o A37+8 FLIPPERS
LEFT 5.U N/u OUT-LANE 4351-9 £22 /
A472-1000-0) | THUMPER| | ’ <
e ]—o/ | - ToP feo MiD, | A RIGHT TOP LEFT RIGHT
O N 73"‘ '_?5"‘; X /8*-‘ A OM-"“E-' THUMPER THUMPER THUMPER
A472- 11 (W-B) X A e 3724
73 Tor LEFT y -
a3 [ ,[’{}‘M, Lorond LE725 | | ssrzs fa-0)
¢j LEFT oj ¢ LANE . R-BLY
f4rzi2 (-8) | stoshor| o SV L»V/v A 575-9 ) -~
M » & . -
SPeN. EFT RIGHT ovTY-
TARG. " Ry o] Moo ] T o e St. SHot SLing HoLE
A4T2-/3 (w-Brd)| Ste-SHoT|  FI w7 R SHoT
r - A372-11
o r L0/(){‘-4 Lo/o-h-q [.(/ TDO-.D&T_,‘ L2 - A3J2-42 (R-Y)
] b ] o484 CB-G)
M1b. D.Y. Js-1] s
qarz-ia (80s-y)| Tiowper | ez | "¢ #1 ARS8 N
76 [~ I e | _ | TOPDT| | L DT ‘
Ot o8—¢ w 08¢ O~j4—4. TJoP MID. LEFT
AdT2-15 (o) N/U MID:‘-‘_%'I: +#3 2 D.Te D. T D.T.
47255 fo . . . A3J5-12(BY))
77 { L/ Lo/ L’/ I_y.v.'r. LD -
O o-e-¢ b o84
A4T2-/ (w-2) MY M‘fi-?/'.ﬂ ald *3
- - J ¢
A3J5-10 (B-0) .
(" A472-2 (B0 W) ) r— (2-0)
A4T2- 3 (w- BLU) y,
(4472-4 (w-Y) ) !
((4472-5 (VB) )
8 A 271-8 (W)
GEN.
ILLuM
A2I1-1 (B)
< ) RETURN y A2J5-7 (BLVE) FraTuR
NOTES :
N/U = NOT USED PLA}/F/E_LD
ALL DIODES ARE IN - 4004 SCHEMATIC
D.T. = DROP TARGET (Sea l‘TCH}
S.U. = STAND-UP TARGET :
R.0.B. = ROLL-OVER BUTTON .
SP.T. = SPINNING TARGET [======= ELECTRONI
R.O.W. = ROLL-OVER WIRE FORM .STERN1. 1725 Diversey Pamwaﬁhgss,,llhln{)i\s’g;u
iy ) 129354600, Telex 254657
No"ud’z—s,.]z’l - - - .- a» un Toll Free Service Assutlance(m)ezluu




o
Ral Re2 Red Rad RaS Rab AT Rl (R
22 ST ffée 2z g2 Zz Q22 g2 Q22
Mg o Mo
B VK e SV MR OMs ! Ri4 WK au,
P - RIZ ZKA 5060
\eo ' an
— 2t e 10 R3 2Kq [ L]
2ok 0 1 Q@
ADQD 14—y Apd 2ls e RAe 2cn [ 7-;:060
| A 3 4 R ZK L ->——2<}-—Q Wk 0G| &
D
| .ZoKa 4 MR 061
(o] —l Al RO 2KAQ ,_4(}__._4____
ADY L] 3 D cle b Qo
| ZR"B 6 L Ry ] 11 06
ok
ADz e+t aoz 21 Ui 4 R4 2K n>_—>.<\r1"5°6°
D3 Mc14s14B 7 Q4
L o ole T = N RNe0e0
1 —
AR 17 | ona ALAMD‘ Ap3 22 n R KA -;___%Ms;uos-l A _
| DDRESS D4 e
A 2k N1 NRIOE~1 &
! 1020 a CORWSS
| B (L R7 Zka 3 Gf,\‘“‘“‘
1
{ N Rie 2K P — NS00
| | 3 RS 2K 4 MLRICG-1 &
ST 3 Qs
) 2 e Re 2w [ e— s
I 2oxka rvas n 3
PO@ T ¢&—— Mg L " RZ® 2¢q Y ™ ﬂznsoeo
- © 3]
| A3 28] o =27 2Ka [ S— L
zZokn Voo , 331
Por @l < 2l A28 260 -p—.gﬁ_a_l’f'.?“
N we | 2 . T e—— LT
PO2 | woxa e 3 vy Qﬁw.mae [
8 e— R34 KA 4 -
A ADI 3 P R22 2xn 4 MeRiCa-L &
2% B2 s} [5)
Pp3 4 LAMP L . Rz ka P MCRiOa-1 &
| DATA T Jz e o
| AD2 2y, MLTASI4B || & mzS 2Mi1 [ & 5060
| P TRTYY — ‘gfls‘oso
I AD3 2., 1 [RIRTTY Q”\(} MCRIO6-| &
R23 Zko 4 SN NRBE- | A
| ol —— <
PDL By L Lo IR & MCROL-1 &
‘ 4 B 2ka 2N5060
12 QI 'y
‘_.7_ . | 3 T MCRIOWH
&7 3 ae
12 v alte s 2w 11;20‘0
i L 4 am Zen 4 weoe | T
5 )
24 z i 30 2K P MRIOG-1 &
Voo 3 Q30
ae R3 2 [ = INS060
AD@ 2y I R36 2kA 4 INS060, —_—
) T
o - 2318 2KQ - Ge ZNE06D |
&%
A0t 3 ‘ 0 RA4 ZK AL r INS0LD —
e z S Jusoee —
Y r
us a8 wa a5
AD2 2 MC14AS148 . v RAB 2K P S TN :}u\u&nah-l &
) Q48
5 [ RA7T 2wt [ o MADL-1 &
AD3 R332 20 r ZNG06O
2 b4 G s adT
St R0 22 [ a6 NOOLO
—_ PD2 23 e 8 I’y R4Z 2¢a. Z:‘?Lﬂw
a 17 R4 2er ;___ﬁ MCRIOG-| &
20 R40 2L ;_4(} Nt;LA:tohﬂ r'y
w39 2%, MCAIOE| &
2 e aa?'\(}
14 R4T 2un [
Q"ML!IOE | &
" -
= o a3
W R4 W Ap_v_).(lLZNWO
18 )
Acg 2, i A&7 2K — e
° o RSO WA 2N5060
! ) B
Aol 3 o A 2kn 285060 | I
bt z =) .
AS4 ZKA [ ~S—— T
U4 3|8 .
ADL EXIN MCI45I4B - RES 2K 4 = MR IOE -1 &
- N . meD it r 252 merioe-1a
s )
Ay w2l = RES 2K r — e
N 4 P8 2K r z;::oo
- p————
POy 23 N ns6 2kn 4 IN506O [
€ [ [
;7 R4l ZKA .,_:(,&km«-l A |‘
a Qe
— 0 RGZ 2K [ Sam— 1. o
St 10 Q52
g Re3 2K P m—L L
Ves 1] GAR
£ [ S—L -
:
Nargs:
1. & INDICATES' MCRIOG-| TRANSISTOR.
2. Twis Document FOR LDA-100 Rev. A AwD
LDA-ReV. B Jyneie Sipep P.C. BOAKDS,
12B-432-3-123
-

DIETZGEN NO, 198M AGEPROOF




SHEETH* | OF 3
Moo
~
T—e  ae
e Q2
o a3
234 a0
+—)4 A Q2
+is A Q0
—t e QI
a2 Q4
i
De-i A tuad
54 Q2
N 268 Q3
e-14 | - +—2z1 a1
i | a»
w0 T2 a7] WIRE JACK PIN
8 w28 DESCRIPTION COLOR LDA NO.
e 4 3 ARE —
BLUE LEFT SIDE......0vecvonesoreososceanansocscansss BROWN-B.. WJl.u..... 18
L LY S— >z aG34 BLUE RIGHT SIDE B-R J3 19
s +—)0 AQZ2 BLUE 2nd. LEFT SIDE BLU-R J1 1
o +—7 &z BLUE 2nd. RIGHT SIDE G-B J1 8
L ye Q5 BLUE 3rd. LEFT SIDE BLACK J3 26
A i BLUE 3rd. RIGHT SIDE PURPLE J1 17
o BLUE 4th. LEPT SIDE.....cvueiverecaansaccsneonsrensesGoRevesroneddoinoianild
| BLUE 4th. RIGHT SIDE 0-R J3 12
BLUE 5th. LEFT SIDE GREY-G J1 19
° | 24 BLUE 5th. RIGHT SIDE B-Y J3 25
T BAQ BLUE ROLL-OVER SWITCH LITE (TOP) BROWN J1 s
—+—n aa7 DOUBLE LOOP VALUE BLUE-W J1 23
o 1 o2 BONUS--1,000. ... .eceoacnnns e ©iv ... GREY-O.....J1........14
“a o BONUS--2, 000 PURPLE-W  J1 2
A BONUS--3 , 000 R-B J3 16
. e QL BONUS--4, 000 W-R I3 )
-l —- - BONUS--5 , 000 GREY-Y J1 15
. 32 BONUS--6,000. ...... e PP ....GREY-BLU...Jl........l0
o € . ___  BONUS--7,000 W-GREY J3 23
2Na BONUS--8, 000 W-BLU J3 3
}ﬁ‘s 2.5, BONUS--9, 000 R-G J1 3
e a el BONUS--10, 000 Y-BLU J3 17
- ) A Qe BONUS--20,000...........000un. i W WWHITE,.....,J3,.......11
A e & G5 BOTTOM LITE 1-EXTRA BALL GREY-G 32 12
i a " e BOTTOM DROP TARGET (LAST TAR.) 10,000 B-W J2 3
| maces DROP TARGET INCREASE (MIDDLE) PUR-B J1 25
2 o2 DROP TARGET INCREASE (BOTTOM) W-Y J2 13
a I GAME OVER GREY-W J2 11
r +—784 QIS HIGH SCORE TO DATE.......vvo-uuunn tieesieeeaacnees GREY-0..00d20. 0000022
T i e o LEFT SPECIAL w-0 J3 20
w [ - — 116 @ LEFT RETURN BRN-BLU  J1 24
- 1A Q3 LITE EXTRA BALL B-1 B-Y J2 5
Y LITE EXTRA BALL B-2 GREY J2 9
+—-6 a0
o J LITE EXTRA BALL B-3 PUR-BLU  J2 8 )
. 2 o MATCH. . oo e e evenaunsusnsenssssuonesasascasesnsssoGREY=Youotead2euuanznsd
Lo 9and0 MIDDLE DROP TARGET (LAST TAR.) 10,000 R-BLU J3 18
o 4 Q» MIDDLE LITE 2-EXTRA BALL B-O J1 11
5 os? RIGHT RETURN BLU-O Jl 5
0aqs RIGHT SPECIAL PUR-B J2 4
- T RUNWAY SPECIAL YELLOW a2 6
—T7 Q43 SHOOT AGAIN (INSERT)...e.cuuevsenrvessocescasnreressGREY-Rusaeod2euneessa2l
N [T SPINNER, TOP YEL-G 33 2
N %:l 53 SPINNER, 2nd. TOP W-BLU J1 13
_ .- _ 1 SPINNER, 2nd. BOTTOM BRN-R J1 6
SPINNER, BOTTOM B-W J1 28
o STAND-UP BOTTOM B-G J1 16
3 L STAND-UP LEFT.........eeiiiiiiieieneienanninennaenea¥=0uaiidllll]
w Q1 STAND-UP RIGHT o-W J3 27
A o o STAND-UP TOP . R-W J3 4
e:ld TARGETS INCREASE 0-B J2 16
"
> P Qg TOP DROP LITE 3-EXTRA BALL 0-G J2 20
orl & —+—17 & Qe TOP DROP TARGET 10,000 BLU-W J2 7
+—la Qi PILT. s e eeeneenanoneonereosnacsacasacancacsencsnrsssGREY=Boooo J2.00.0...10
—+—23 G X BLUE-R J2 14
ol A 77 am 2x Y-BLU J2 15
T a S [P s 2151411 O & J A
2 & aR SHOOT AGAIN (PLAYPIELD) GREY-R J1 26
0 +—Z0A G4l
+—>22 & Q40
) +—24 Q32
<] [ LY
s
L 12 Q50
ot A " 11 Qs
—— || A Q54
. +— o a0
-] r +—3 Q6D
I +—4 Qse
» | o
. | e
[ t—18  Qae
o0 l +—H3 Q%2
14 Qs3
0o l === _‘
STERN ELECTRONICS INC.
1725 DIVERSEY BLVD. CHICAGO 60614
LAMP DRIVER ScHEMATIC
FOR SEA UWIITCH
DRN. ¢ U.). DATE AM'T
- MAT FIN. APPR.




SEE LEFT SIDE OF SCHEMATIC
FOR SOLENOID PINS.

To Llery
FurPeR Coil [G] (16)

12B-432-S-123 |

x J2
J2 '\c‘;ﬁ% ; To LeFT [Blu]
T&fﬁ’:} Fusme ; s RUIGH ol FLIPPER BUTTON
2 4 e BrPel sogdy |to RIGHT [R]
J4 19 .00 k FLIPPER BUTTON
4 2 737 P cris€ ar Ve
0lshe |roe oo PR sersozn Sy FR(s]To anna-0
2L 7R IN 4004 (Y-w]
: [BL0-w] S®3o 7 I8
o] ' 3ot <43
® 40 | - 3s vbe .
i “ PB4[).’(' Y ﬁ"/u Nlu
e [
. Y- w] hoa crig "f?z f; NJO
£B7 7, Q8| SEQ302 X
¢ o [Y-=] B4 cle 4 3kas |
- P.
z 240 3.93( cRig _Po? — 3l P 3300 c L
Vw4004 uD. otN Lock-odr
+— 9 NSl gS S8 [Y-W]
7 PRS Sk48 SES302 * L >
H [BLu-o1 3300 9 |n/0
5 = -+ TP7 TP6 1r3 + 4BV, s500en0n D 24| [w-0)
. A4 R12 23| [R-Y
I-—— % +5V.Bus L ax f:’bﬁ 3,.:!: :
N . . 1T 14
1 * 15 | MiD.BANK TARG. (B-BLU) <-——9 : 2
A z I_ ¢
- 3 .ol ugd |
Js — +5Vbe Reg r—@EN'wJ
) I3 i
. rempu [p TPS TPl I
10 | L,BANK TARG.(B~0) ~ [r-GJ 1.9 vpe vsvoe (34 da3rs-25
25AiM-323 | , 4 ]%‘REY-’R i
12 | TOP BANK TARQ.@—Y) UNREGVWATED| |2 g +SY REG e MAU [W-G)
FRom A2T3-8 1.7 : 4o " 4s7¢-3 (B-G)
— Il | QUT-HOLE (B-G) (o] dr )‘f 213 cag 3 (cASE) I/oo ] e2g ré "‘:g,tf.",‘,’f’
) yTeopfl T N 17 . [G-W]
o 2 ne IrSso N ATl ~18
—l e RomUMPFR(R-M)To(%:iF%txf fo JZOWV T 20 WV b 470 ’ 16|\ grev-a
—l o |5 | OPEN A2T3\T — ) 9 ] 70 Moy (B-R]
R = - 20 | 2/sPLAY'S ART/ - ¢t [Ben]
| [W BEN] b 2/ ] T RAWSFoLweR [ BLU)
TP 4 P2 A
+230V O¢ o5y ?
<]
- 13 | oPEN . I¥-R3
——1—>{ 14 | 0PEN o [
arse |6 E (R3],
BRIDGE
ReCTIFIES
laeerguy| |26
Tec ]
——— & | OPEN Fe P
0 w (]
reom
A4273-1813
TRANS FoRMER |~ | RTI
ke
)81
> X44E198 RS56 ,
vlay No. 62K v
or (Q) SHEET*3 oF 3

1725 DIVER

FOR

STERN ELECTRONICS INC.

SEY BLVD. CHICAGO 60614

3oteAorD DR IVER '
YoLTAGE BEGULATOR ScHEMmATIE |
SeA Ghrey

DARN, ¢—‘D.

~' T %

CAT:

ma T

i

APPR,




LEFT THUMPER (G-O)
4 | Tor THuMPER (G-BLY)
10| oren

it | L. SLING-SHOT (G-R)

5 | Knvocker (G-B)

128-432- §-J23

12 | R. SLING-SHOT (R-Y)

+002 (x(5)

ct

L
&

e

SEA302(x18)

:;?b
330N
(x15)

2 *

Je

24
ers 3, 4,5 tb +5
MomeEnTALY A
S0leNoid DATA
R JR1JR3|R4
tooK ::I ::poo ::lom’
»? 2P [
T4
BLu-Y] 23],
— 5‘ BLu-RY 221,
P lo-BJ 21 4
3 R-w?l 20 Iy
7 [(zen-® 19
P 7 _E
Soledoid Banx SEECT u 2 4
Low wHEA seLec
e 141154

c4

rRi8

R4

Ps
(3

MiD.B

(-

R22

Qz

(-4

v v

—»t

15

Ul, U2 & U3
Substitute X44E198
Solenoid Test Display No.
is Drive Transistor (Q)
Position on SDU

14

L. BANK TAR
TOP BANK T
QUT-HOLE(
R. THUMPER
OPEN

OPEN
OPEN

OPEN




