


DAKAR
eizing the adventurs

1} Fix the legs to the body wutilizing the provided bolts, which
are located in the coins box.

21 Take away the band which holds the head and put it to &
vertical position.

During this operation you have to contronl that no cable is pressed
betwesn the walls. Fix the head with the two holtse  and  thelr
washers which are into the coins box.

CONTROLS

After the transportation there are some points to be checked out.
The controls are made by sight in order to avoid Ffuture
reparations. Small damages during ftransportation are inevitable.
The connectors could get unthreaded, some contacts (sspecially the
tilt contact)  could get out of regulation. The il dittle
pendulum should be regulated again after the assembly.

i} Check that the body’s ground wire is connected to the head’s
around wire. ’ _ j s

2y Check that each of the connectors are correctly fixed.

%) Control that the wires do not hinder the movable parts.

43 Check that the fuses are connected in the correct wWav.

5) Check that the tranformer is connected to the riaoht tension.

&) Check and regulate the sensibility of the tilt as follows:

=} Fendulum +tilt - regulate the length of the pendulum according
tmn the desired sensibility. : ‘ ~
b) Shockproof tilt — two kinds of shockproof tilts are foresean:

the first one is placed near the pendulum tilt, the other on the
door near the coin boxes.

Regulate the contacts distance according to the desired
sensibilility.




SETTING AT WORE

1Y Set the balls into the lower hole, plug the machine in and set
1t on.

=y The monitor will be on, the HIGH SCORE and the explanation of

the game will appear alternatively.

=) Check that the machine accepts the coins and increases the
related credits. The machine must not take money when off.

4) 14, when on, the machine shows that the RAM is not programmed,
Fhe instructions for programming  the memory will appear on the
monitor. In case the machine has been unutilized (off) for several
weeks the case above mentioned is possible.

I¥ the machine has been recently used and the HIBH SCORE along
with the =sxplanations of the game do not appear on the monitor,
the battery or its re—charging circuit are possibly out of order.
In any case, before using the machine it is advisable to proceed
to re-programming.

5 Fress the button CREDIT:

a) the HIGH SCORE and the game’s explanations will turn off, while
the confirmation of the first player will appear on the monitor.
by credits will decrease by one.

¢y the pame table is ready and the ball will coms out.

&) Any new pressure on the CREDIT button will bring a credit
decrease and the indicator of the players’ number will advance.

7y The credit marximum number is four (four players).

The scope of  this chapter is to provide a guide-line for
maintenance, in order to keep the machine constantly functioning.
The operations which follow should be done every time vyou
intervene on the machine even if it is functioning.

iy Check out that the clamp scréws of the electrical cards are not
unloosened as well as the connectors of the plates.




- Check oot and, if necessary, tight the screws of the rubber band
holders.

- Check the rubber bands wear, and 11 NECEsSary, substitute them.
Eemember to check the contacts every time o substitution takes
place. ,

- Plean accurately the game table avoliding corrosive product.

Z1 GBame table (lowsr paritl:

— rheck the pinball machine groups (tie rod, paste, joints and
contacts? .

-~ Check the bumpers (tie rods and pastes).

- Check the contacis.

- Check +the harness, in order to eliminate wires stress and
hindrance of the movable parts. .

Iy Check and adjust the filt sensibility. Remember that a proper
periodic maintenance INCreases the life of the maching and avoids
damages. 3

NOTE

The machines are programmed according to the particular needs of
the places where they have to be sent. However, it is possible to
change the principle elements of the programmes according to the
following instructions.

Remember that the following operations are tn be executed only by
specialized personnel, becauss wrong proQramming Can Cause working
defects. ‘

in order to avoid the loss of the data in the RAM C-MOS, and to
have the machine out of order, some lists of tvpical programming
have been inserted into the base programme.

When the micro-computer is aware that the programme data into the
RAM C-MOS are not valid any more, it indicates the re-programming
of the memory on  the monitor, following one of the typical
programming structure {Tabl. ¥ ‘

DIF SWS 2,%Z,4 are used in order to choose the listi; they can be
found on board C.FP.U. (picture 1). With this operation we work on
the programmes of the coin box  and  tongue vigualized on the
monitor. In the DAEAR model only the Italian language is forsseen.
On the sound card three TRIMMERS have been foreseen: to regulate




MAX . volume of  the right ahd left  sounds, and of the words

the
separately. For the final regulation of the =sound and speech
volumes, a potentiometer is foreseen, which  can pe found inside.

the body on the right side of the door.

In order +to be able to operate on “Test" with the pinball machins
sat on "Bame Over®, an "Advance-Return" switch is placed on the
door, it is provided with a central rest position. ;
Fressing "Advance” each tims the Tests will advance onse by oOn,
from © to Max, and then again 0, 1, &, etc...

Fressing "Return” the number of tests will get back one by one
(contrary to "Advance'l.

The number of tests is indicated in  the higher part of the
monitor.

in order to get out from Test and going back to "Game Over™ vou
will have to turn the machine off and on again, or else Lo prass
advance or Return until vyou read High Score on the monitor along
with the rules of the gams.

To clear +the accounting tests, or to modify the programming tests
it is necessary that SW n.1l, placed on card CuPille (Bl 3y 28
turned OFF (FROGRAM), then vyou can operate on the test to be
modified by pressing the pen buttons, so as to advance or get back
according to the desired program.

Once the operation of re-programming or clearing is Over, in ordesr
to come back to BGAME OVER and bs able to play, it is necessary
that HIGBH SCORE and the game’s explanations are on the monitor
again, — this is done operating on "Advance” and "Return" - at the
end you have to switch 8W n. 1 ON again (Bams). In the case that
SW on. i has not been set back again and is still turned OFF
(Frogram} a communication of irregularity will appear on the
monitor from which the memory is not protected.

IMPORTANT

Every time the battery or the RAM 6S54647/6164 are rveplaced, or
whensver you want to modify the program recorded on RAM (Coin box,
balls programmes, etc.) some simple procedures have to be
respected to have themraccepted~by the machins:

1) First of all turn SW n. 1 OFF,

2y Precs {for few seconds and at the same time the pen buttons of
the pinball machine for the base programming,

) For particular programming {(other tests) utilize the Advances oOr
Retwrn buttons to go to the test that you want to change, then you
can proceed to the programming operation utilizing the pen buttons
according to vouwr nead.




1)

2)

3)

4)

5)

With the button "ADVANCE o RETURN" go back in to the GAME OVER

position. On the monitor it will be visible that the memory is

not protected,therefore put the switch n 1 in the ON (GAME) po-
sition. The high score and the game rules will appear. At this

point the pinbéll is ready to play or it can be turned off.

IMPORTANT

In the event that the machine does not start and displays "THE
THREE BALLS ARE MISSING" or,at time,the ball comes out late du-
ring the game,ceck if the three contacts that test the presence
of the balls in the hole are working properly. In order to pro--
ceed with this ceck follow this procedure:

Enter the test mode of the contacts (do so by using the botton
next to the mechanisms in the coin box,at their right).At this
point there will be some number displayed on the video screen,
each one of these numbers will identify a close contact.

If the three balls are in the correct position in the hole on
the video screen will appear the numbers 17-18-19 which will
rappresent the contacts under the balls,see figure 2. In the
event that one of the contacts does not results close proceed
with the cleaning and adjusting of the blades.

With the balls in the hole try to shake the machine,the indi-
cations 17-18-19 on the video should remain steady,if not so
adjust the blades of the contacts closer.

Manually take the balls out of the channel, the numbers on the
video screen will disappear (we are still in the test mode of
the contacts),if any of the numbers do not disappear,it means
that the corrisponding contact does not open,therefore it needs
to be adjusted by opening the space between blades gently by
doing so you will achieve the corrected functions.

If after an accurate adjustment those difects persist,please
contact the closest service department.



Let us now analyze in detail the technical proofs, beginning with
the seld test, the accounting and fthe various programmes.

MONITOR (Test n. 1)

“You can  check it by sight. The letters and numbers that will

ronstitute the messaoe and  the scores duwing the fest and the
games, will appear on the monitor in succession.

This test verifies also if the image is centered on the monitor.
You will see fowr "little crosses' which limits the space that the
image can  occupy. Operating the TRIMMERS on the monitor-piloting-
card (please see the monitor manuall) you will widen or shrink the
space until vour image is completely in the center. :

CONTACTS (Test n. 2I

The matrix of 8 columns and of 8 lines, which all together
represent the contacts matrix, will appear on the monitor. The
ztate of all contacts will be visualized.

When starting this test, the closed contacts will appear on the
monitor (if  three balls are present into the Reject canal then n.
i7-18~-19, numbers which indicate that the three micros are closed,
have to be visualized); while, in order to check the other
contacts, vou will have to manually operate by checking the
numbers that will  appear on  the monitor with picture n. 2
{contacts table). The pinball machine pen contacts will appsar on
the right and left low parts of the monitor.

LIGHTS (Test n. 3}

Every "controlled" lights, which have been divided into two
Qroups, will turn on or  off  alternativesly and at  regular
intervals. Check that sach light is properly functioning.

SOLENDIDS AND FOWER LIGHTS (Test n. 4}

Every solenoids (coils) and power lights are excited from 1 to 24,
The number of the solenoid or light will appesar at the moment on
the monitor. :




Fleasse note that sach types ot pinball machine can wubilize only
some numbers of the solenoids or powesr lights. During the test all
the solenoids and power lights are tressted in bthe same way, — be
them wtilized or not. The number of all the solenoids and powsr
lights will appear on  the monibtor. The ones which are not
tunctioning or that are lacking won™t provoke any effect. The
number of solenoids and powsr lights which are uwutilized is
indicated in picture n. 4.

SOUNDS AND SFEECH (Test n. 5}
While checking the machine sounds and phrases, their number will
appear on the monitor.



ACCOUNTING

TIMES (Test n. &) i = fe
This test relates to the time (minutes) in which  the pinball
machine has been on  (1° player line), the real time (minutes) of
utilization (2° player line), the total number of tilts (30 playar
line), and the average duration of the games (4% plaver line).
The average duration time of the games is expressed in minutes
and it iz determined by the ratio between the gama~tims and t
numbears of games plaved.

Every accounting is cleared at the re-programming of the machine
(Test n. 23).

COIN BOXES {(Test n.7)

The number of coins inserted into the first box (on the left) is
indicated on the monitor on the line of the first playver. The
number of coins inserted into the second bowx (on the right) is
indicated on thes monitor on the line of +the second plaver. The
number of coins inserted into the third box is indicated on the
line of the third plaver (in the middle). .
The number of "Service" games is indicated on the line of the
touwrth playver. These games are obtained pressing the button
SERVICE placed inside the door on the left side. The "Service"
button operates in the same way as well as a coin box: at each
impulse corresponds a credit.

Every atcounting is cleared at the re-programming of the machine

- (Test n. Z3).

WINNINGS (Tests n. 5-9) : .

On the line of the first player the total number of games (GAME
OVERY is shown on  the monitor (test n. 8. The number of games
which have been won appears on the line of the second plaver,
while the number of balls which have been won can be read on the
line of the third plaver.

The winnings with the SFECIAL N. 1 are visualized on the line of
the first plaver (test n. 9). :




The winnings with the SFECIAL N. 2 are visualized on the line of
the sscond plaver. ‘ : :

Every accounting is cleared at the re-programming of the machine

ey

(Test n. 230,

COINS (Tests n. 10,11,12,13,14,15) - :
In order to overcome the difficulties determined by the different
kind and value of coins  in the different countries, a
sophisticated method For the programming of one credit (BAME) has
besn adopted. '
The main characteristics of this method are:

ar possibility to give one credit by payving with various coins

by equal number of deductions +or the same value of coins
inserted, apart from their kind and number

C) possibility that the cost of one credit be different from the
valug of the coins.

In the  tests n. 10,12, and 14, you will program  the number of
coins to be inserted into box n. 1 (from the left test 3 ne -2
(from the right test 12), n. I (middle test n. 14). '

You have the possibility to program a number of coins from 1 to 9,
apart from their total value.

in the test 11, 13, and 15,  vou will program the number of credits
corresponding to the number of coins in box n. 1 (test T3g: he -2
{test 13 n. 3 (test 137,

Example:

BOX  N. 1 (Test 10} N; 1. COIN
(Fest 10 M1 CRENTT

BOX < Mo B iTest 195 N -2« COIN
(Tes: 13y . N.. .2 CREDIT

BOX " M. 8 {Test 147 N, *2 DN
(Tesk 45) W, % CREDIT

In the example above vyou can see that each coin box can be
programmad on o the basis of the value assigned to one credit, and
the deductions vou intend to use.

Example:

BOX " 1 "= -4 "GO Uik, 500 = 1. [BREGIT
" < B2 ERINg ™ "= 2 CREDITS
b 3 = I LCOINS ¢ " = % CREDITS




GAME BALLS (Teszt n. 1é&7

With this test yvou can program the number of balls par playver
during one game; you can program from 1 to 7 balls.

In order to program the number of balls which is visualized on the

monitor vou have to press the pinball machine pen bubttons.

MATCH SELECTION (Test n. 17)
By using the pinball pens you can program the machine including or
excluding the MATCH optional.

HIGH SCORE CLEARING (Test n. 18)
Fushing at the same time the pinball pen buttons vou will clear
the four Hiogh Score which had been previously memorized.

WINNINGS FROGRAMHME (Test n. 19} ]
Inside the programmes of the machine & particular winning
condition has besn considered,

When, during the same game, one player succeeds in realizing the
sequences for  the MULTIBALL and SUPER MULTIEALL he will be prized
with a winning which can be programmed. In order to program this
win you have to operate the pinball pen buttons.

SCORE (Test n. 20, 21, 22

Operating the pinball pen buttons You  Ccan program the scores at
which the plaver realizes the balls and credits winnings during
ONeE Qame.

Example:

TEST 20 2,000,000 SCORES first winning first ball
TEST 21 3,000,000 SCORES second winning second ball

TEST 22 4,000,000 SCORES third winning first credit

10




instructions to avoid a

RE-FROGRAMMING OF THE FINBALL MACHINE (Test n. 23

By pressing the pen buttons at the same time for few seconds, all
the programmes in the memory will be cleared; the machine is now
programmed with the data bass, and i+ you want to set some
particular modifications vyou will have to go back to the Test on
which you wish to operate. ’ ;
These operations have to be done with SW N. 1 when the machine is
OFF (FROGRAM) .

Orce the machine has  been re-programmecd, the 8W M.l has fo be
turned OM again, vou will wait, few seconds wntil the HIGH SCORE
and the game information appear on the monitor.

In caze vyou do not twn the SW N.1 ON (GAMEY again, you will read
on the monitor thet  fthe memory is not protected along with the
Ny damage.

NOTE

When you clear the machine any coin box programming, other than
the basic one, will be lost and youw'll have to re-program it
again.

GAME OVER S0OUND (Test after 230
Take the RAM protection away by tuwrning SW 1 OFF: using the pen
buttons chooss:

O not to have the atitraction sounds

i to have the attraction sound

fnce the selection has  heen done replace the RAM protection and
switech the SW 1 ON again.

NOTE

Once any kind of operation is concluded you have to replace the
machine on BAME OVER, turning SW 1 on again. Only in this case the
pinball memory is protected.

11




ey

12

2 3 4
SW 1
C.PU board
TAV. |
Programmi base - Basic programs - Programmes de base - Grundprogramme
ITALIA 1. |ITALIA ggﬁ‘ﬂN FRANCE |DEUTSCH. [BELGIQUE | JUGOSLA.| " U.S.A.
i sSwW - SW SW SW SW SW sW swW
2lal4|212'a|2[3l4a|2]3l4a|2|2|4|2|314|2]3|4|2]3]4
lon Ion Ion off lon lon on Ioﬂlon o'floff ,on on lon Ioff off]on Ioﬂ on loffloﬂ offlotfloﬂ
10 01 02 01 01 01 01 01 01
11 00 01 00 00 01 00 o1 ot
12 02 05 02 05 02 04 02 01
13 01 03 01 03 03 - 02 02 01
14 02 05 5 10 05 04 02 01
15 01 03 3 07 07 02 02 01




—

SELF TEST
M« TEST FLMODT IO DESCRIPTION
o1 Flonitor Test Sumbers, letters, image

centering will appsar (4 oross)

trimmers on the monitor ocard
L Contacts The matrix of & columns and 8
lines will appear on the
monitor, all together they
represent the matrix of
the contacts.
Evaery closed contact is
visualized on the monitor with
their relative number, the psh
contacts are shown on the 1owsr
part of the monitor on thes
rioght and on the left.

3 Lights Test Every controlled lights will
turn on and off continuously.

04 : Sonlenoids and Every solenoid and powsr light

Fowsr Lights will be esxcited in seguence.

The number on the monitor
indicates the solenold or light
which is excited in that very
moment .

o G5 Sounds and Speech The vocabulary of sounds and

spesech will bs heard in
segquence. The number indicates
the sound or phrass spoken.

13




ACCOUNTING

M. TEST FURNCT ION DESCRIPTIQN o Tl CLEAR I NG

07 Times 1* plaver line: fA11 ot théﬁe'accoumtiﬁg_
time (minutes) will be cleared at the
of machine ON geEneral re-progranming

of the machine
Z¢ plaver lins: (Test n. ZE3
real game time

(minutes)

0 plaver lins:
tilts mumbise

4% plaver lines:
aVEFagE gams
time {(minutss

07 Coin boxes 1° player line: All of these accounting
coin into box 1 will be cleared at the
{on the lsfi? peneral re-programming
of the machine
2% player line: (Test n. 23

egin into box 2

(on the right)

E% plaver lins:
coin into bow 3
{in the middle?

4% plaver line:
number of.games
programmed with
SERVICE button




ACCDUNT ITNG
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M« TEET

FURNCTION

DESCRIPTION

CLEARING

B

Winmings

I line: tohal

numbar of gamss

2 lines gamss
WIN

I line: balls
WOn

ALl of these accounting
will be clesared at the

general re-programming

of the machine

(Test n. 233

1

Winnings

I lines total
winnings with
SRFECIAL 1
2 line: total
winnings with
SFECIAL Z

All of these accounting
will be cleared at the
general re-programming
of the machine

(Test n. 232



Funchtions: Mumber of coi

(leftl.
Froagramable values: g =

Description: Number of

Frooramming instructions:

the pinball pen butitons
the desirsd programming.

Test n. 11z Number of

ne to be inserted into the Ffirst coin bowx

fo
7

coins to be inserted into the first coin

With SW 1 turned OFF (FROGRAM) atilize
o advance  oF oo back on the numbsrs of

credits corresponding to the number of

coins in the first coin box (lefi)

credits corresponding  to the number of

coins in the first coin box (left)

Frooramming _instiructions:

the pinball pen buttons
the desired programming.

Test ns 12¢ Number of

Frogramable valuess: e

et e i T feaan TN e D0 b, T e 2 Bl T T e SO R D S e TR

the desired programming.

With SW 1 turned OFF (FROGRAM) utilize
to advance or go back on the numbers of
coins to be inssrted into the sscond coin

3
coins to be inserted into the second coin

With SW 1 turned OFF (FROGRAM) wutilize

16




Test b, 1352 Number of credits corresponding  to the number of
coins in the ssocond coin bowx (Fright)

Programable values: 1 ~ 9 iy
Description: Mumber of credits corresponding  to the Cnumber
roins in the second coin box (right)

Frogramming instructions: With SW 1 turned OFF (PROGRAM) obilize
the pinball pen buttons to advance or go back on the numbers of
the dezired programming.

Test n. _14: Mumber of coins to be inserted into the third coin
bowx (in the middle?

Frogramable values: 1 - 7

Descriphiong mmber of coins to be inserted into the third coin
box (in the middie) ,

Programming instructions: With SKW 1 twrned OFF (FPROGRAM) wutilize
the pinball pen buttons to advance o go back on the numbers of
the desired programming.

Test n. 19: Number of credits corresponding to the number of
coins in the third coin box (in the middle)

Programable values: 1 — 9

Descriphbions MNumber of credits corresponding  to the number of
epifs in the third coin-box (in the middle)

Programming instructions: With S8W 1 turned OFF (FPROGRAM) utilize

the pinball pen buttons to advance or go back on the numbears of
the desired programming.

17
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1 - 7; basic program.?

oW
pn

number of balls  to bé played in one game is
programmed : ‘ .
Frogramming instrouctionss With SW 1 turned OFF (PROGRAM) utilize

the pinball pen buttons to advance  or oo back on the numbers of
the desired programmind.

1% basic program 1
ed match (no wins)g included matoch (1 replay)
rrogrammlm; instructions: With SW 1 twrnesd OFF (FROGBRAM) wutilize

the pinball  pen buttons to advance or go back on the numbers of
the desirsd Drogramming

Iggg_gimlgi Hioh score clearing

Degrr'g+1on' The sxisting Hiogh scorss are clsared

Frogramming _instructions: With SW 1 turned OFF (FROGRAM) press at

e oo T T L T el e S e T e B e SR T el SR L ZE LN S

the same time the pinball pen buittons ftor few seconds.
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st n. 1%: Winnings program - Multi ball and Super Maliti ball

e
rogramabile values: © — Zi basic proaram 1

Description: 2,000,000 scores — 1 bally Z balls; 1 credit

Frogramning _instructions: With 8W 1 turned OFF (FROGRAM) wbtilize
the pinball pen buttons to advance or go back on the numbers of
the desired programming.

ore programming

LGP0, 000 basic program 2,000,000

With SW 1 twned OFF (FROGRAM) wutilize
the pinball pen buftons to advance or go back on the numbers of
the desirsd programming. In  order to disconnect this Function,
program YY99.

Test n. 21: 2% winning scors programming

Frogramable wvalues: 1 - 9%9,990,000: basic programming 5,000,000

Description: sscond ball

Frogramming_instructions: With SW 1 turned OFF (FROGRAM) utilize
the pinball pen buttons to advance or go back on the numbers of
the desired programming. In order to disconnect this function,

program 99%9.




Test _n. 22: 3° winning score programming
Frogramable veluess: 1 - 99,990,000 basic program 10,000,000
Description: 1 credit : ' '

o e :
Programming_instructions: With SW 1 turned OFF (FROGRAM) utilize
the pinball pen buttons to advance or go back on the numbers of
the desired programming. In  order to disconnect this {function,
prooram 9992,

the machine

Descriptions asic re-programming of the machine :
Frogramming_ instructions: With 8W 1 turned OFF (FROGRAM) press al
the same time the pinball pen buttons for few ssconds.

20



21-22

REeason _and remedy:
- Thers is no powsr

It is unplugoed (plug it in) -
- The three-way connector (CN line) is unplugoed (plug it i)
A fuse has blew out (change it} — if it blows out again there is
short circult
The nine-way connector (CN J4) is unplugged (plug it imd
-~ The switch is off {(turn it ony
-~ The connector CN 1 and the connectors CW Jly JZ; JZ3 are
unplugged (plug them in?
- The +tranformers are unplugoed or wrongly set (adjust theml -
remember that in the transtormer there is a fuss

i

th

- The Fuse F2 has blew out (change it} - the tension must not
gpucesd 20 A, if it blows out again there is a short circult

- The CN Jiz J2: J2 are unplugged (plug them in?

~ The wires are disconnected (connect them)

Condition: All of the "controlled” lights do not work

Reason_and_remedy:

~ The 5 VEM is lacking {(the fuse FI — 15 &— on the pawef board has

blew out) - check it with the tester

- The connector between C.P.U. and the interface CN 12 and CN 13
is disconnected (connsct it} ,

- The connector of the int9f¥ace‘ ChN 16 is disconnected {(connect
it :

- The connectors of the lights on the interface CN 18, 19, 20, 21,
2% are disconnected (connect them ;

- The 5,4V DC of/the C.P.U. and interface is lacking (the fuse Fa
- 54 - has blew out, change it. If it blows out again there is a
short circuit) ' = o

- The C.F.U. is always clear (change feedercard)

- Other (change the fesder and then the C.F.U.. Change the
interfaces!}



iti
£0n
tens
test
in th
-~ The -+

.6V
fuse F2 - SA
~ The wvideo
disconnected
~ Momitor out
= s Bl ot

nitor does

(connect them?
of order

ot order

not turn on

acking because the fuse F1 (2A) has blew outlj
wlator is out of order (changs the fuses.
t the 1ZVDc feeder, is working) - if it blows
a short circuit
of the C.F.U.

= @ the fesder
connector

i lacking (check it and changs
Cardd
Ci 14750, o the monitor  connsctor

Condition: The numbers on the monitor are not correct
Reason_and_remedy:

- Thers is a broken wire

= The C.F.l.

iw out of order

(change the wire}

(chanoge the C.P.UL)

~ The letters generator card is out of order (change it)

Check with

23



Condition: All of the solenoids do not work

Reason_and_remedy:

- The feeder 39 VRM is lacking (replace the Jfuse, if it blows out
again there is a short circuit. Change the feeder card)

- The CM 17 connector is disconnected (connect it)

- The interface is out of ordsr (change the interface)

- The C.F.U. is out of order (change the C.F.ULD

Condition: One or mors of the solenoids do nob work

~ The coil has blew out (change the coil and relative darlington)

-~ The darlington have blew out (change ths darlinogtons and check

the ocoil’s diode)
- The wire are disconnected (connect them
- The {fuses under the gams bosrd have blew out (changs thesm)

24



e DOne or more of the solenoids are always exclted
_______ and_remedy: ;

-~ The intertace card is out of order (changs it)

Ue is out of order (change 1)

igs a short circuit (sliminatse 147

Condition: All of the contacts do not work

Reason _and_remedy: .

~ The CN 10 and. 11 connectors are disconnected (connect them)
- The diodes are unplugged or disconnected (adjust the diode)

- The contact is oxidized (clean the contact)

35



Condition: One or more of the contacts are read In & wWrong way
Reason_and_remedy:

Z The wires of the contacts are short circuited among them or with
the light and solenoid wires (eliminate ths short circuit)

- The diodes of +the contacts are short circuited (changa"the
diodes?
- The C.F.U. ia out of order (change the C.F.U.)

Condition: Thes sounds and speech do not work

Feason_and_remedy:

- The speaker is unplugged or out of order (plug it in or change
it

~ The volume potentiometer is out of order (change it with another
one of similar kind)

- The CHN & (sounds card) connector is unplugged (connect it)

-~ The powsr (- SV DCy is lacking (change the tuse Fa — if - i+ it
has blsw outl)

- The power (+12Y DO) is lacking (change the fuse F2 - JA — i4 it
has blew oul)

~ The powsr (+ 5V DC) is lacking (If the + 5V DC is lacking and
the + 12V DC is present change the regulator 78HOS)
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- The sound and speech card is out of order (changs 1f)

IMPORTANT

Do not connect or disconnect the contacts while the pinball
machine is on.
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CONTACTS

9 &0 (3 3 4 es) b9 3 (o)
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CONTACTS

Test advancing
Test going back
Tidt 2

Service oredits
Coin switch 1
Coin switch Z
Coin switch 3

Credits
Ttk

Factory burn test

Lowsr hole

First low binary contact
Sepcond low binary contact
Third low binary contact
Lower esiect canal
vternal left canal
Internal lesft canal

Left flap

Right +lap

Internal right canal
External riaght canal
Reject shell canal

First right target
Second right target
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Third right targst
Central tarogst
Shell opsning

Shell canal

High lefi targst
High left reject
Fourth left target
Third left target
Second ledt tarost
First left target
Turning target

Left pop

Riaght pop

First high target
Second high target
Third high targest
Ehell contact

High reject

Capture ball reject
Right high canal
Central high canal
Left high canal
Turning target canal
Douans target
Capture ball second ball
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LIGHTS

First rioght arrow

Second lett arrow

Fixed lights relay
Third right arrow

Left arrow

Shell’s door relay

L.ett pop
Right pop

Evternal left canal
Internal left canal
Finball machines relay
Internal right canal
External right canal

cFirst lestt target

Second left target
Third left target
Fourth left target

First right target
Second right target
Third right target
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First high target

Second high target
Third high target

I& First "light speciasl®
7 Becond “light spscial”
8 Third Ylight spescial"
F% 0 Rioht high canal

43 Central high canal

41 Bonus 10

42 Bonus 1
47 Bonus 2
44 Honus X
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47 Bonus 4
48 Bonus 5
4%  EBonus &
50
51 - Bonus. 7
52

5% Bonus B
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52 rMultiplaver for
&0

R O



&4

80

Extra hall

ot

Lett high canal
Turning target first light
Turning target second light

Twrning target adv. mulii plaver
Eject sffect First light
Eject sffect second light
Eject effect third light

Eject effect fowrth light
Eiject sffect +i+th lioht
Eiject effect sixth light

Eiject effect seventh light
Eject sffect eighth light
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SOLENOIDS AND LIGHTS

Fnooker

Reject shell canal
Hioh left reject canal
Low reject

Lett Flap

Right flap

19 effect high canals
2¢ effect hiogh canals
Supesr multiball
Multiball

Low carter sftect
Capturs ball reject canal
High reject

Shell sffect

Right pop

Low hole

Turning target effect
% high canal effect
Lett pop

Shell sffsct

Right terost effect
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PSS DESCRIFTION
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Fight showlder
aject device mod 01
£ e

Fall eiect device proftection
Fight ball grip
Ball grip lamellsar packags

nual switch protection
ower switoch plague
Board support

Right side carter

Body right side

ound card
card without memory
d rotation support

oy Gl
eft sidecartsr
Body left side

Feeder 1 card
Faeeder 01 frams
Coin box Q1 cover
Coin box 01

TIC TAD flask
TILT tablstte Q1
Lett ball grip
Lett shoulder
Coin bor €1 door
Handrest 01

e volume potentiom. 1O
1

BODY

Faohm

BZ O O05B0
T G i
A4 Bola
L mlR G e g
EMD QOI5
£ 4058
VYE S04
EMF GOE
fid LEIE
Ad 1344

EB 1254
EB 1250
EZ 0184
2 2018
VD 4032
AL 1745

EC Q181

ER 1274
EMEC OF7
BEZ 0194
T 18 bt
Sn GOz
S
Cilze
Q1SR
G101
Q048

T30
PO

vl low
LVOrY
violel

wellow
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violet
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VS
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v
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V&

4130

41E9
41353
41731

intsr-change

cwith Driver

card EB 1245
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GAME EDARD

“AQ

FOS. DESCRIPTION CODE NOTES

1 Thermoformed carter Ol VT 5087

s, Ball slesvator SD GOs2

& Reject Ol S O16%

4 Flask rejsch B 0l et

5 Fight pen group S0 0135

& Flap SRR T I

7 Eiject lanms Ol DE 0004

& Shell canal esjsct lane DE2 000

2 Yelliow center 40 1 27 mod. O1 S Ol&0

10 Target strap S0 Olées

11 Thermoformned right canal VT 50BS

1% Shell ascent S OLles

1% Hiph mimipost a4 1112

14 Minipost conic component Aad 41E3%

15 Fubber ¢ 1CG he 20 mm. VA 5281

ié& Kichers capture ball reject S0 O1l&T

17 Light -~ 12V 10W R 4032

18 13V hZ21 Feest light holder EE 4020

1% Thermotormsd high canal VT 5095

20 Lairge passages Yo 5118

21 Laroe passages plastic base VA 5114

2 Fed round center gD 0154

25 Fop 2 0078

24 ‘Bilk-screen printed center

40 w 27 mod. 01 sh 01359
23 Silk—screen printed :
tranportation centsr mod. ©1 5D 0158

2 Metalized throttle holder column 8C S0Z5

27 Turning target mod. Ol ] :

=28 Right +lap reject bumper SF ©ogy

29 Metalized column 27 mm. Vo 5024

0 Rubber n. O VA 5010

) Rubber n. G/bis Vi Bold

2 Rubbesr n. 1 Va 5012

5 Rubber n. 2 VA DOLE

4 Fubbesr n. 4 Va 5015

5 Rubber n. & Vi 5017

Ik Light &,3 ¥ ER 4006

27 Light holdsr 1ow Eg 4013
medium E8 4014
high EfS 4015
flat Eg 4018

I8 Silk-scresn printed oame board Ve 4125

I8 Laeft pen agroup S0 0154
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FOS. BEECRIPTIUN CODE MOTES
I SHELL SF 0lo4
1 Silk—-soresen printed shell

cover in lesxan V8 SEd
2 Fulcrum plate with pin for

shell rotation BE G174
3 Frontal shell strap oD Gl&7
4 Ehell frame with pin C2 o048
i Comneciting rod to the shell cup 12 0173
B FRATIOMOTOR GROUF GF OlO3
& Shell ratiomotor cam
7 SEhell rod command
&= Microsw. needle 200 gr.
i Zhell ratiomotor support BE Ol7&
1 Ratiomotor U.D.5. 10 + D

SR 4B/750 VO ; EMD G327
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FOS.  DESCRIFPTION

i COBE HOTES

1 Finball hsad Gl : VE 4126
& Curved panel support B OlRE
& Ficture tubes 9V B/N video

right support AL 1418
&4 Ficture tubs 99 B/KW video

lett support f& 1419
5 Single-colored monitor $° B 1085
& Fairiead rubber 01 5 Qe 13 VA 5280
7 FPicturs tube 9" protection Vi 7229
g Loudspeaker net protection © 118 fd 1415
@ Tweeter loudspeaker 2 4011
14 Gtarter 5T 111 EE 040
i1 Starter and light holders 197 L Ef 2051
12 White neon 135W 220V RM 13 B 2049
1= Simple light holder mod. 197 5 ES 2052
14 Simple rise 73 R EQ ZO53
15 MNeon board mod. 01 Vi 4201
1& Feactor 15 W 220 V RM 135 £8 2050

7 Button lock 255 O B2 TIEAYF




TAV V DAKAR PINBALL MACHINE PLEXIGLASS




DAFAR FINEBALL MACHIMNE FLEXIGLASS

FOS. DESCRIFPTION COLE NOTES

1 Flexiglass curved board

for the head Ve 8219
< Silk-sreen printed and

lithographed plate QI VS 53241
3 Curved panel angular reinforcement BZ 0188
4 Curved panel sguare closing A6 1363




