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DIP SWITCH SETTINGS AND JUMPERS
EPROM Jumper Settlnqs for Gl1 W1 w2
1MEG. 2i ,4EG, 4 N,4EG EPROM tn Out

L
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Jl XX = POWER DRIVEB BOARD
24-6549 = *44 BULB; 24-8704 = #89 BULBi 24-8768 = #555 BULB; 24-8802 = #906 BULB'THESE G.I.  STBINGS DO NOT ERIGHTEN AND DIM, THEY ARE ALWAYS ON,-  TTEBACK o |ODE FROM J1  1  1 -12  &  J1  11_13 .

:
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DIP Swltch Chart
COUNTBY swl SW2 sw3 sw4 sw5 sw6 sw7 sw8
AM ER ICA off oft On On On On On On
EUBOPEAN off off On On On otf On On
FRENCH off off On On On On oft orf
GERMAN otf ofl On On On On On off
SPAIN otf off On On off On On On

SOLENOID/FLASHER TABLE

Connection Transbtor6 Connactlona Colors part No. Colora
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IMPORTANT NOTICE

PLEASE READ

This pinball game is equipped with a SAFETY FEATURE to prevent shocks from

the solenoid circuit when the coin door is opened. An interlock switch assembly

(part no. 4-18249-3), located at the left of the coin door opening, has been

added to the game. This assembly is a bracket containing the existing memory

protect switch on the bottom and a new interlock switch on the top. When the

coin door is opened, this new interlock switch opens, breaking the connection to

the +50V-and +20V winding of the transformer secondary.

. !..,

(A- 1 824e- 3)
( -14249-2, JAPAN ONLY)



ATTENTION

The game uses a Security CPU Board that is not downward compatible to the

CPU boards used in previous games. The board has an added security chip

that can be interchanged between other JUNK YARD games and software

revision levels. The CPU board itself is interchangeable with later model games,

but must be equipped with the correct security chip and software for that specific

game.

The games' electronic lD number is shown in the display during power-up. The

number displayed is the same nine digit number printed on the security chip

label. The first three digits are the project number without the country specific

code. An example of the power-up display is shown below, the electronic lD

number is bolded.
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Infonnatlon cun€nt at tlme of release,

Fill out and mail in game Registration card. Be sure to include the game serial number. For your
records, write the PIC and game serial numbers in manual.

PIC Number Serial Number

Williams Electronics Games, Inc. nsserves the rights to make modifications and improvemrn6 to
its products. The specifications and parts identified in this manual are subject to change without
notice.
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JUNK YARD...TIIE STORY
By Dwight Sullivan

"Nice Doggie!", I exclaimed. where did this ugly dog come from? I was only looking at a beat
up old toaster and the next thing I knew a mouth full of ivory spikes was chomping on my heels
as I fled for my life.

'GRRRRFFFFF GRFF GRFFFFFFT" Snarted Spike.

"Maybe I have a Milkbone," it was lie. I rounded the comer and dashed through a large sliding
gate. Spike was still coming attitude and all. Dropping the toaster, I hurried to slide the gate shut
as spikes' shadow grew all around me. CLANGI rhe gate closed and Spike was unable to stop in
time.

Then I got a bad feeling as I heard a laughter all around me echoing."Your trapped in my junkyard HA HA HA HA HA" that must be cRAZy BoB I thought. I am
going to have to build some kind offlyingjalopy to get out ofhere

The growls and snarls of spike grew faint as I wandered deeper into the canyons of junk. I
stumbled across a functional television set. Now if I only had a weather vane I could create a
radar device. I looked up and there was a weather vane sticking out of a telephone pole.
climbing on top of a stack of cars, I retrieved the weather vane. Using .o-" "*t.u wiring, I
integrated the weather vane to the TV creating a radar device. It was time to test the devrce. I
flipped through the channels on the TV. My choices were christmas trees, time machines,
fireworks, hot babes, junk, and Mean Dogs. I chose fireworks. Then I adjusted the tuner and
bingo. The display showed me where and how close the fireworks were.

Just then I saw a hair dryer buried under some bicycle tires. I combined the hair dryer and the
toaster creating a kind of toaster gun. Holding the gun I felt the urge to say ,feeling lucky
PLINK!'. but I resisted.

with new found confidence I made my lvay deeper into the labyrinth. I had a growing sensation.
The sensation of being watched. Turning the comer I saw them. Down the uil"y, un-d", u ,,.""t
lamp, hundreds, no thousands ofrats were bubbling out of crates of fireworks. A sudden urge of
stupidity swelled within me. I charged down the alley screaming at the top of my l'ngs and
toaster gun blazing. As I reached the crates, I wasn't sure if it was toast or dead rats crunching
under my shoes. I had a feeling that I would need these fireworks sooner or later.

I heard the distinct sound of water running. Climbing over stacks of tires I hid in the shadows
and watched. A bare outstretched foot and a wet reg glistened in the moon light. She was taking a
bath! I started to forget my surroundings when I heard a familiar yet loathinf sound.
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"GRRRRFFFFF GRITF GRFFFFFF!" Spike had a limited vocabulary. The bathing beauty leapt
from the water naked and suds flying. I took a firm grip of the toaster gun, and a smile took
conhol of my face.

"Somebody get this dog away from me!" she blurted. Leaping to my feet, I chased after them.
FLANK FLANK FLANK, three pieces of toast whizzed past his head. I missed. I followed them
to a small alcove. Locked in a figure eight, she was running for her life. I knew how she felt.

crouching down I took aim. FLANK. Nervous, I shot too soon. The toast narrowly went
between them. FLANK. This time I was successful! Spike, knocked down and away, the girl had
time to escape. "Eat hot toast you scruffy old mutt!,, I exclaimed victoriously.

Thafs when I had an idea. I tuned my radar device to the junk channel and calibrated it to search
for a fan. I was lucky. There was a fan nearby. I tested the fan. I plugged the fan in and tumed it
on and the force blew me back against a wall of cars. The next thing l remembered was roasr.
dead rats, and small pieces ofjunk flying down the alley.

The bath tub still had her sweet smell. Digging the bike tires out I added them to the bath tub. I
attached the fan to the rear. Using the fan as a means of locomotion and a rudder, I was soon
tooling around the junk yard in my new jalopy.

I knew then that I would be able to collect all the junk I needed to finish this flyingjalopy and go
on many more adventures.

- J. W. O'Mallv
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JUNK YARD RULES

RADAR ADVENTURE
. Build the RADAR lo light the adventure.
. CoIIect WEATHER VANE and TV to build the RADAR.
o Shoot the SEWER when START ADVENTURE is lit.
. During RADAR ADVENTURE, shoot Jlashing arrows to collect FIREWORKS.
r Collect five FIREWORKS to finish.

. lf the TOASTER GUN is assembled, the TOASTER GUN Target will be lit during all adventures.
Hit the target to collect FIREWORKS at a cost of five pieces of TOAST (AMMO).

THE GBEAT JALOPY RACE
. Build the JALOPY to light the adventure.
. Collect BATH TUB, FAN, and BICYCLE TIRES to build the JALOPY.
. Shoot the SEWER when START ADVENTURE is Iit.
. During THE GREAT JALOPY RACE shoot all five flashing arrows to win.

o lf the TOASTER GUN is assembled, the TOASTER GUN Target will be lit durlng all adventur€s.
Hit the target to collect FIREWORKS at a cost of five pieces of TOAST (AMMO).

THE GREAT TOILET ADVENTURE
. Shoot THE GREAT TOILET to build the JACKPOT dt all times.

You need the SUBMERGER completed to light the adventure.

Build the JALOPY first.
Then collect FISH BOWL to comDlete SUBMERGER.
Shoot the SEWER when START ADVENTURE is lit..
All shots collect GREAT TOILET JACKPOT.
During THE GREAT TOILET ADVENTURE shoot SEWER dnd THE GREAT TOILET to coll€ct
FIREWORKS. Collect five to finish.

o ll the TOASTER GUN is assembled, the TOASTER GUN Target will be lit during all adventures.
Hit the target to collect Fireworks at a cost of five pieces of TOAST (AMMO).

AtR TACTICAL COMBAT
. You need the FLYING JALOPY completed to light the adventure.
o Build the JALOPY first.
. Then collect PROPELLER to complete the FLYING JALOPY.
. Shoot the SEWER when START ADVENTURE is |it.
o Hit the WRECKING BALL five times to win.

o ll the TOASTER GUN is assembled, the TOASTER GUN Target will b€ lit during all adventures.
Hit the target to collect FIREWORKS at a cost of five pieces of TOAST (AMMO).
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, OU1ERSPACE
I o After all other adventures are completed, and all JUNK is collected, oUTER sPAcE will be lit.
L Shoot the SEWER when START ADVENTURE is lit.

,l . lt 20 FIREWORKS were collected, the player will receive FIREWORKS bonus.
L

r OUTER SPACE is a lour ball continuos MULTIBALL that lasts until all your FIREWORKS run
I out. Hit the TOASTER GUN target to collect FIREWORKS at a cost ol five pieces of TOAST
I (AMMO). Hit the CRANE to co ect more FTREWORKS.

. Shoot tlashing arrows before they can be re-lit.

I 
. complete all tive to defeat CRAZY BoB.

- 
RUNFROMSP]KE/SAVETHEGNL

I . spell Doc to light the DoG video mode.
L . Shoot ALLEY to ptay the video mode.

I o RUN FROM SPIKE: pound flipper buttons to escape from SplKE.
L o SAVE THE GIRL: Use flipper buttons to shoot TOAST at Spike. Hit SPIKE three dmes to win.

,Vofe.. Must have the TOASTEB GUN to ptay SAVE THE GtRL.
r lvofe.' The initials hanging from sptKE's collar are that of the JUNK cHAMptoN.
t
L

RECYCLE

I . complete th6 le{l three bank target to flght th€ teft RECyCLE ou ane.
L . Comptete the right three bank target to iight the right RECYCLE ouflane.

. It the ball travels over the lit outlane, the player will get the ball back for another SKILL SHOT.
I
I
L-

MULTIBALL

I . Hit the WRECKTNG BALL to receve a MULTIBALL LETTER.
| . Complete the left or right lower CAR three bank targets to receiv€ a MULTIBALL LETTER.
L-

SNEAK lN: Shoot past th€ WRECKING BALL while the CRANE is down to receivo three
I uuLTtBALL LETTERS.
L

. Spell MULTIBALL to light MULTTBALL.
I o Shoot the CRANE to start a three ball MULTIBALL.I r r'
L . During MULTIBALL, shoot the CRANE to co ect the JACKPOT.
:,:,;.r o Shoot the CRANE while the WRECKING BALL is down to collect the SUPER JACKPOT.
i , '
I

CRANE HUBRY UP/ CRANE MULTIBALL

| . complete both lower cAR three bank targets to light START HURRY uP retum lanes. lf the ball
I travels over either retum lane the player will start CRANE HURRY Up.

o CRANE HURRY UP: Hit WRECKING BALL as quickly as possible to collect value and start
| , CRANE MULTIBALL betore value counts down.

I i r CRANE MULTIBALL: This is a two batt MULTTBALL.

| 
. Hit any cAR target, upper or lower, to collect value.
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WINDOWSHOPPING
. A feature of five awards in the backglass artwork that light up individually. The awards are:

Jackpot ls Lit
Collect Three Firewoks
Free Game
LUht Extra Ball
Toxic Waste

o Shoot THE GREAT TOILET, when lit, to start WINDOW SHOPPING.
. Use both flipper buttons to stop randomly moving light.

SKILL SHOT . SUPER SKILL SHOT
. Launch ball past spinner. Each rotatlon of splnn€r advanc€s fte hlghllghbd award on the

display. The player receives the last award highlighted. The possible awards are:
Super Ski Shot
Light Time Machine
Light Extra Ball
Spot All Dog Lefters
Collect Junk
Bonus Multiplier
Points
Fkeworks
Window Shorying
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o SUPER SKILL SHOT: Shoot SEWER repeatedly for increasing award values.

TIME MACHINE
. Shoot SEWER when TIME MACHINE is lit to start.
o TIME MACHINE starts one of four modes:

The Mamuska
Move Your Car
Saucer Attack Video Mode
Knight Mission

BUS RAMP
o The Bus Ramp gives three awards: j ' ij '

Bus Rides
Magic Bus When Lit
Collect Junk When Lit

r BUS RIDES: Shoot the BUS ramp to increase BUS RIDES. Awards are given at thresholds.
The awards are:

Light Co ect Junk
Light Magic Bus
Light Window Shopping
Light Ertra Ball

o MAGIC BUS: This is a random feature. One of several features are randomlv chosen and
awarded. The awards are:

Light Extra Ba
Collect Junk
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MAGIC BUS CONTINUED:
Dog Video Mode
Multiba
Bonus Multipliel
Light Jackpot
Window Shopping
Light Time Machine
Light Recycle
Autofirc
Big Points
All Ot The Above (An lndustN Fitstl

JUNK
. There are severalways to collect JUNK:

Ski Shot
Collect Junk From The Bus Ramp,
Choose Junk From The Great Toilet RefiD.
Dog Video Modes
Magic Bus

. Collect JUNK to tight EXTRA BALL.
O JUNK CHAMPION: COIIECT AII JUNK tO bE thE JUNK CHAMPION.

. You need to collect a 

 

the JUNK to play OUTER SPACE.

CH@SE JUNK:
. Shoot THE GREAT TO|LET, when tit. to start.
. Use the flippers to move the current JUNK selected.
o Press both flippers to choose the selected piece of JUNK.
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PLAYFIELD SHOTS

TOi l  t I UPPER CAR IARGITS

CRANE

MAGIC t ]US RAN/P

TOIL E I  RAI\ /P

AU IO F IRE

SNEAK PASI

MAGIC 13US

LOWER CAR

S P  K I

DOG SHOOT

SIWER

S P I N N I R

TARGETS

i TXTRA BAL I  L IGHT
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Build the RADAR to l ight the
adventure.

Collect WEATHER VANE and TV
to build the RADAR.

Shoot the SEWER when START
ADVENTURE is l i t.

During RADAR ADVENTURE,
shool flashing arrows lo collect
F IREWORKS.

Coilect f ive FIREWORKS to
flnish.

lf the TOASTER GUN is
assembled, the TOASTER GUN
Target wil l be l it during all
adventures. Hit the target to
collect FIREWORKS at a cost of

I i .  : i  iAfi i

RADAII
ADVTNTURI

\ IUST HAVE
N/L.JST I]AVI

TC START
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THE GREATJALOPYRAC

CRANE

W R I C K I N G
BAtt

IVUST HAVE

. Build the JALOPY to tight the
adventure.

. Collect BATH TUB, FAN, and
BICYCLE TIRES to buitd the
JALOPY.

. Shoot the SEWER when
START ADVENTURE is lit.

. During THE GREAT JALOPY
RACE shoot all five flashing
arrows Io wtn_

. lf the TOASTER GUN is
assembled, the TOASTER GUN
Target will be lit during all
adventures. Hit the target to
collect FIREWORKS at a
cost of five pieces of TOAST
(AMMO).
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. Shoot THE GREAT TOILET to buitd the JACKPOT at
all times.

. You need the SUBMERGER completed to light the
adventure.

. BUiId thE JALOPY first.

. Then mllect FISH BOWL to complete SUBMERGER.

. Shoot the SEVVER when START ADVENTURE is lit.
o All shots collecl GREAT TOILET JACKPOT.
. During THE GREAT TOILET ADVENTURE shoor

SEWER and THE GREAT TOTLET to co ect
FIREWORKS. Collect live to finisn.

. lf the TOASTER GUN is assembted, the TOASTER
GUN Target will be lit during att adventures. Hit the
targel to collect Fireworks at a cost of five pieces of
TOASr (AMMO).

SCORI .S
F IR [WORKS

STARTS
ADVENTURE
&
SCORES
FIR IWORKS

|\/UST HAVE

ALL OTHTR SHOTS
SCORE TOILIT
JACK POT.
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AIRTACTICAL COMBAT

STARTS
ADVENTURE

N/UST HAVI

. You need the FLYING JALOPY completed to light
the advonture.

. Build the JALOPY first.

. Then collect PROPELLER to complete the FLYING
JALOPY,

. Shoot the SEVVER when START ADVENTURE is lit.
a Hit the WRECKING BALL live times to win.

. ll the TOASTER GUN is assembled. the TOASTER
GUN Target will be lit during all adventures. Hit ihe
target to collect FIREWORKS al a cost of five
pieces of TOAST (AMMO).
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W R T C K I N G
BALL

TOASTER
TARGIT
G E T S  M O R E
F I R T W O R K S

STARTS
ADVENTU Rt

IilUST HAVE

IVUST HAVI
MUST HAVt

After all other adventur€3 are
completed, and all JUNK is collected,
OUTER SPACE will be lit. Shoot ihe
SEWER when START ADVENTURE
is lit.

lf 20 FIREWORKS were collected, lhe
player will receive FIREWORKS
bonus.

. OUTER SPACE is a four ball
continuos I,4ULTIBALL that lasts until
all your FIREWORKS run out. Hit the
TOASTER GUN target to collect
FIREWORKS at a cost of five pieces
of TOAST (AN,ll,4O). Hit the CRANE
to collect more FIREWORKS.

. Shoot flashing arrows before they can
be re-lit.

. Complete all five to defeat CRAZY
BOB.
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&
SAVE THE GIRL

. Spell DOG to lishl lhe DOG video mode.
a ShootALLEY to play the video moqe.

. RUN FROM SPIKE: Pound flipper bunons to
escape from SPIKE.

. SAVE THE GIRL: Use tlipper buttons to shoot
TOAST at Spike. Hit SPIKE three times to
wtn.

. ^roter Must have the TOASTER GUN to play
SAVE THE GIRL.

. ,Vole; The initials hanging from SplKE,S
collar are that of the JUNK CHAMPION.

STARIS
VIDTO
NIODI

N E I D  F O R
SAVT THE
G i R L
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RECYCLE

. Complete the lefl three bank target to light the left
RECYCLE outlane.

a Complete the right three bank target to light the
right RECYCLE outlane.

a lf the ball travels over the lit outlane, the player
will get the ball back for another SKILL SHOT.

L
L
I
L

LEFI
RECYCLf
3 , B A N K

R I G H T
RTCYCLI
J - B A N K

S P I N N T R

LIFT
RECYCTI
LANE

RIGHT
RECYCLI
LANE

RELAUNCH
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IIULTIBALL

R | G H T  L O W T R
CAR TARGETS

CRANE
sHoT .  ( sneok  i ^ )

W R E C K I N G
BALL

tEFT LOWTR
CAR TARGETS

JACKPOT

S U P T R
JACKPOT

Hit the \iTRECKING BALL to
receive a MULTIBALL
LETTER.

Complete lhe lefi or right
lower CAR three bank targets
lo receive a MULTIBALL
LETTER.

SNEAK lN: Shoot past the
WRECKING BALL while the
CRANE is down to receive
three MULTIBALL LETTERS.

Spell MULTIBALL to l ight
I,4ULTIBALL.

Shoot the CRANE to start a
three ball MULTIBALL.

During N4ULTIBALL, shoot the
CRANE to collect the
JACKPOT.

Shoot the CRANE while the
WRECKING BALL is down to
collect the SUPER JACKPOT.
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. CRANEHURRY-UP
CRANE MULTIBALL

RIGHT LOWTR
CAR TARCTIS

LEFT LOWTR
CAR TARGTTS

W R I C K I N G
BALL

a ComDlete both lower CAR three
bank largets to light START HURRY
UP return lanes. lf the ball travels
over either return lane the player wil l
staTI CRANE HURRY UP.

CRANE HURRY UP: Hit
WRECKING BALL as quickly as
possible to collecl value and start
CRANE MULTIBALL before value
counts down.

CRANE MULTIBALL: ThiS iS A tWO
baII MULTIBALL.

Hit any CAR target, upper or lower.
lo collect value.
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. A fealure of five awards in the backglass artwork that
light up individually. The awards are:

Jackpot ls Lit
Collect Three Firewo*s
Free Game
Light Extn Ba
Toxic Waste

. Shoot THE GREAT TO|LET, when tit, to start
WINDOW SHOPPING.

. Use both flipper buttons to stop randomly moving
tight.

WINDOW
S H O P P I N G

I
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SKILL SHOT
&

SUPER SKILL SHOT

SUPER
S K I L L  S H O T

S P I N N E R

LAUNCH BALL

a Lsunch ball past spinner. Each rotation
of spinner advances the highlighted
award on the display. The player
receaves the last award highlighted. The
possible awards are:

Super Skr/ Shol
Light Time Machine
Light Extra Ba
Spot A Dog Letters
Collect Junk
Bonus Multiplier
Points
Firewod<s
Window Shopping

o SUPER SKILL SHOT: Shoot SEWER
repealedly for increasing award values.

(DiSPLAY)

O  I C H O I C E  1
0  l cHo t c t  2
o  l cHo rc t  J
O  I C H O C E  4
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TIME iIACHINE

. Shoot SEWER when TIME MACHTNE is tit to
start.

a TIME MACHINE slarts one of four mooes;
The Mamuska
Move Your Car
Saucer Attack Video Mode
Knight Mission

I
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STARTS
TINI E
N/ACHINI

N/UST
HAVI
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N/AG C BUS

l :
L, , DISPLAY

a The Bus Ramp gives lhre€ awards:
8us R des
Magic Bus When Lit
Collect Junk Vvhen Lit

. BUS RIDES: Shoot the BUS ramp lo increase
BUS RIDES. Awards are given al thresholds.
The awards are:

Light Co ect Junk
Light Magic Bus
Light Wndow Shopping
Ught Extra Ba

. MAGIC BUS: This is a random feature. One of
several fealures are randomly chosen and
awarded. The awards are:

Light Extra Ba
Collect Junk
MAGIC BUS CONTIT{UED:
Dog Video Mode
Multiball
Bonus Multiplier
Light Jackpot
Wndow Shopping
Light Time Machine
Light Recycle
Autotire
Big Points
A Of The Above (An lndustN First)
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a There
JUNK:

are several ways

Ski// Shol
Collect Junk Fmm
Ramp
Choose Junk From
Toilet Ramp.
Dog Video Modes
Magic Bus

. Collect JUNK to l ight EXTRA BALL.

. JUNK CHAI\,4PION: Collect all JUNK
to  be  the  JUNK CHAMPION.

. You need to collect all the JUNK to
play OUIER SPACE.

to collect

The Bus

The GreatNIAGIC
B U S

DOG
VIDTO

COLLECT
J U N K

CHOOSE
J U N K

SK ILL
S H O I
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(System WPC) ROM SUMMARY

TYPE BOARD LOCATION PART NUMBER
J
I Game I 27c040 CPU G11 A-5343-50052-1'* 

.: Security Chip P|C16C57 CPU G10 A-5400-50052-1: . , , . , ,  \ r s v u r  r r y  v r  r r P
:::,. r,t Music/Speech M27c801 Audio SU2 A-5343-50052-52
i 'iirir Music/Speech M27c801 Audio SU3 4-5343-50052-53

Music/Speech M27c801 Audio SU4 4-5343-50052-54

l u
L NOTICE

Order replacement ROMs from your authorized \Mlliams Electronics Games, Inc. distributor. Specify:
i r (1) part number (if available); (2) ROM level (numbeo on label; (3) game in which ROM is used.
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GAME OPERATION
AND TEST INFORMATION



PINBALL GAME ASSEMBLY INSTRUCTIONS

Powet: - Domestic 120V @ 60Hz
Foreign 230V @ 50Hz
Japan 100V @ 50HZ

Temp: 32'F to 100'F, (0'C to 38'C)
Humiditw Not to exceed 95% relative.

1. Remove all cartons, parts, and other items from the shipping container and set them aside.

2. Leg levelers and leg bolts are among the parts in the cash box. Install leg levelers on the front and
rear legs (View 1 ). Place cabinet on a support and attach rear legs using leg bolts (View 2).

3. Attach front legs using leg bolts (View 2).

L
L

L

I

Dimensions: Wdth: 29" approx.
Depth: 52" approx.
Height: 75" approx.

Wolaht: 325 lb. approx. (crated)

L

L
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4.

E
VIEW 2

Reach into the cabinet and backbox and ensure that the interconnecting cables are not kinked or
pinched. Be careful to avoid damaging wires at any stage of the assembly process.

4 4 2 2 - 0 t 1 1 7 - O O
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c . Raise the hinged backbox upright and latch it into position.

Note: The inseft panel is no longer hinged to the backbox; it is aftached to the backglass. The
backglass and the inseft panel are removed from the backbox housing as a single unit.

Unlock the backbox. Carefully, lift the backglass/insert panel from the bottom and slide it out of the
backbox. Lay it down on the playfleld glass. Unplug the cable elitending from the backbox to_ the
insert panel. Carefully, set the backglass/insert panel aside.

Note: The speaker paneluses a new hinging system. The bottom of the speaker panel remains
attached to the backbox unit when released.

carefully lift the speaker panel so that the top notches clear the top pins. Rotate it away from the
backbox; toward the playfield glass. The speaker panel will remain attached to the backbox unit.

This allows access to the bolt holes for securing the backbox upright. Install the washer-head
mounting bolts through the bottom holes of the backbox into the threaded fasteners jn the cabinet to
secure the backbox.

Note: You have the option of removing the speaker panel completety. Lay the speaker panet on
the playfield glass. unplug the display cable, speaker cable, and ground strap. Line up the boftom
notches with the bottom backbox pins. Lower the speaker panel through the notches and slide it
under the backbox oins.

After the washer-head mounting bolts are installed, replace the speaker panel and the
backglass/insert panel. Lock the backbox.

A, cautoru
FAILURE To INSTALL the backbox mounting hardware properry can cause personar injury.
NEyER TRANSPoRT a pinbalr game with the hinged backbox erect. Arways rower the bacibox
foMard onto the playfield cabinet on a layer of protettive material to prevent marring or damage andpossible personal injury.

Extend eaci leg leveler srghfly below the leg bottom, so that all four foot pads are extended about
the same distance. Remove the cabinet from its support and place it on the floor.
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unlock and open the coin door. Move the lever guide toward the left side of the game. Lift the fronr
molding otf the playfield glass. Return the lever guide to the right, and close the coin door.
Carefully slide the glass downward, until it clears the grooves of the left and right side moldings. Lift
the glass up and away from the game, storing it carefully to avold breakage.

j.'t!:1,rirtr l+4.!:1 1c"*? r,.

Lever  C! ide  Assembty

On, /0 l f  Sw lch

Place a level or an inclinometer on the playfield surface. Adjust the leg levelers for proper playfield
level (side{o-side).

Note: This measurement must be made oN the ptayfietd, not the cabinet nor the playfield cover
glass. Tighten the nut on each leg leveler shaft to maintain this setting.

Remove the tie-wrap and foam packing from the Wrecking Ball Crane mechanism.

Note: ALWAYS replace the tie-wrap and foam packing from the wrccking Ba 

 

crane BEF)RE
moving the game to a new location. Failure to do so could result in damage to the mechanism
and/or surrounding pafts on the playfield.

lf the wrecking ball touches the playfield, the mechanrsm needs to be adjusted. Loosen the two
screws located at the back of the mechanism. Raise the crane arm so that the ball doesn,t touch
the playfield, but not so high that the crane arm cen touch the playfield glass. Tighten the screws.

The TRU-PlrcHrM level is located on the right shooter rail. This allows the playfield pitch angle to
be properly adjusted wlrHour REMovtNG THE GLASS. The flrst line (ctoseit to the front ;f the
game) on the level is approximately 6 degrees. Every line thereafter is approximately anothet l12
degree of pitch. The recommended pitch is 6-1/2 degrees. The NosE of the bubbte should be
between the first and second line on the level (see dtagram below).

TRL  P - ( . l J v  ' eve t  6  / , /  dcA ,ees .

9.

10.

L

L

I
I

. : : . : - j

1 1 .

I IMPORTANT !
Playfield pitch angle can affect the operation of the plumb bob tilt. The ptumb bob weight is among
the pafts in the cash box; the operator shoutd install the weight and adjust this tilt mlechanism forproper opention, after compretion of the desired prayfierd pitch angte sefting. The unit is factory
installed for a 61n degree angre. lf an adjustment ii necessary, /oosen the screw at the bottom of
the unit Move the pointer, one grove at a time to the reft or the ight, depending on the degree
desired. Hold the pointer in place and tighten screw

1 4
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12.

1 ?

14.

1 5 .

1 6 .

1 7 .

Besurethe required number of balls are installed. The JUNK YARD game uses FOUR balls.

Install full playfleld mylar, if desired.

Note: The JUNK YARD playfield is coated with a special hardcoat surface and does not require a
protective mylar. However, mylars can be purchased through your local Williams Distributor.
Specify part number 03-9610-1 for full playfield mylar.

Clean and reinstall the playfield cover glass. Replace and lock the front molding.

To attach the line cord, remove the four Phillips-head screws that mount to line cord cover plate to
the rear cabinet. Match the prongs on the plug with the holes in the receptacle, and push the line
cord securely into place. Make sure the cord is aligned with the indentation on the cover plate
(indentation should point toward bottom of the cabinet). Remount line cord cover plate. lf desired,
four tamper resistant screws have been provided, in the unique parts bag, to remount cover plate.

(Po4 oI cobincl shorn
ror rer€.e.ce only)

L

L
Move the game into the desired location, recheck the level and pitch angle of the playfield.

lf a padlock is desired, install the security bar as shown below.

Slotted Hasp
01-'14085

Hasp Hinge Bracket
01- 14085

18. IMPORTANT: Fill out and return the registration card.

L
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I
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GAME CONTROL LOCATIONS

Cabinet Switches
The On-Off Switch is on the bottom of the cabinet near the right ftont leg.
The Start Button is a push-button to the left of the coin door on the cabinet exterior. Press the Start button
to begin a game, or during the diagnostic mode, to ask for HELp.

Coin Door Buttons
The operator controls all game adjustments, obtains bookkeeping information, and diagnoses problems,
using only four push-button switches mounted on the inside of the coin door. The coin door buttons have
two modes of operation Normal Function and Test Function.

Normal Function
The Service Credits button puts credits on the game that are not included in any of the game audits.
The Volume UD (+) bufton raises the sound level of the game. Press and hold the button until the
desired level is reached.
The Volume Down (-) button lowers the sound level of the game. Press and hold the button untit the
desired level is reached. See Adjustment A.1 28 to turn sound off completely.
The Beoin Test button starts the Menu System operation and changes the coin door buttons from
Normal Function to Test Function.

Test Function
The Escape button allows you to get out of a menu selection or return to the Attract mode.
the Up (+) button allows you to cycle forward through the menu selections or adjustment choices.
The D-own (-) button allows you to cycle backward through the menu selections or adjustment choices.
The *Enter button allows you to get into a menu selection or lock in an adiustment choice.

F r c n t  M o  d i n g
D - 1 2 6 1 5

Sto r t  Bu t t on  C leo r
2 0 - 9 6 6 J  1 6

L€ver Cuide Asscmbly
A -  1 6 7 7  3 - 1

F ipper But ion Yel low
A -  1 6 8 8 J - 5

Bol l  Shooier  Assembly
B -  1 2 4 4 5  I

Test Switch Assembly
27 4909

Onlofl  Snitch
5642 -  r  t 935 -00

Test/Enter switch for llve seconds wh e ln the Attract

I

I

I

I

I
I

L

'To reset High Scor?, hold down the Begin
mode.

L
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GAME OPERATION
A. caunoru
After assembly and installation at its site location, this game must be plugged lnto a properly
grounded outlet to prevent shock hazard, and to assure proper game operation. DO NOT use a'cheater'plug to defeat the ground pin on the line cord. DO NOT cut off the g.ound pin.

POWERING UP. With the coin door closed, plug the game in, and switch it on. In normal operation,
TESTING shows in the displays as the game performs Start-up tests. Once the Start-up tests have been
successfully completed the last score is displayed and the game goes inlo the Attract mode.

Note: After the game has been on location for a time, the Staft-up tests may confain messages
concerning game problerns. See 'Enor Messages'for more detailed information regarding messages.

Open the coin door and press the Begin Test switch. The display shows the game name, number, and
software revision. The message changes, and the display shows the sound software revision, rne
revision level ofthe system software, and the date the software was revised.

Example: JUNK YARD
50052 Rev. l.0A

Sound Rev. l.0A
sY. 0.x0 xx-xx-g7

: I
r l
1_

Press the Enter button to enter the Menu System (refer to the section entitled "Menu System Operation"
for more information). Perform the entire Test menu routine to verifv that the oame is ooeratino
satisfactorily.

Note: ln order to operate fte tests that use the +50V or +20V circuits, putt the top interlock switch
button out. The intedock switches are located on a bracket in the coin door opening.

ATTRACT MODE'. After completing the Test menu routine, press the Escape button three times to enter
the Attract mode. During the Attract mode, the display shows a series of messages informing ihe player
ofthe recent highest *scores, "*custom messages',, and the score to obtain a replay "award.

CREDIT POSTING. Insert coin(s). A sound is heard for each coin, and the display shows the number of
credats purchased. So long as the number of maximum allowable credits* are NOT exceeded Dv coln
purchase or high score, credits are posted correcuy.

STARTING A GAME. Press the Start button. A startup sound plays, and the credit amount shown in the
display decreases by one. The display flashes O0 (until the first playfield switch is actuated), ano snows
ball 1 . lf credits are posted, additional players may enter the game by pressing the Start button once for
each player, before the end of play on the first ball.

TILTS. Actuating the cabinet tilt switch inside the cebinet ends the cufient game and proceeds to the
Game Over mode Wth the third closure* of the plumb bob tilt switch, the player loses the rematntng
play of that ball, but can complete the game.

END OF A GAME. All earned scores and bonuses are awarded. lf a player's final score exceeds the
specified value, the player receives a designated award for achieving the current highest score. A
random digit set* appears in the display. creditsr may be awarded, when the last hio digits of any
playeas score match the random digits. rvratch, high score, and game over sounds are made.

GAME OVER MODE.
Aftract Mode.

The Game Over display shows the high scores and the game proceeds to the

* - Operator-adjustable feature

L
[ ;
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RAISING THE PLAYF]ELD
A, caunon
Do not raise the playfleld stralght upl thlr lemo [.r! r'dlda dlalmbly to ralse and lower tho
playfield.

Before Raisinq the Plavfield:
Be sure there are no balls present In the ball trough or any of the other ball-holding playfield
devices (i.e' poppers). Raising the ptayfield with balls present in these locations may ciuse them
to come loose and damage the playfield. use the "Empty Balls Test,, to remove ail of the oatts
from these locations.

To Raise the Plavfield.

1. Grasp bottom arch and caretully lift up playfield only high
enough to clear safety brackets. Rear guide legs should not
hit wood guide rails, or be used to slide out Dlavfield.

2. Pull the playfleld out toward you until it stops (rest position),
and raise it approximately 3".

Be sure playfield is in locked position and does not
slide back into cabinet. lf it does, repeat Step 2 before
proceeding to Step 3.

3. Rotate playfield to upright service position (lean on
backbox) by pulling toward you and up. Listen for the sound
of a click: this ensures locking and pivoting sequence.

To Lower the Plavtield.

4. Rotate the playfield to the rest position. This unlocks the
pivoting mechanism.

5. Push the playfield beck into cabinet and into the playing
Dosition.
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P.3
P.4

P.7
P.6

MENU SYSTEM OPERATION
The Main Menu allows you to choose from several options, which in turn lead to other menus to choose
from. To access the Main Menu open the coin door, press the Begin Test button, then the Enter button.
Press the Up and Down buttons to scroll through the Main Menu. To access a menu, (Bookkeeping,
Printouts, etc.), from the l\ilain Menu, press the Enter button. To return to the Main Menu (from
Bookkeeping, Printouts, etc.) press the Escape button. Press the Start button for HELP.

MAIN MENU

B. BOOKKEEPING MEru
8.1 Main Audits Press Escape

To move out of a menu sel€clion.

Press Enter
To get into a menu selec{ion.

Press Uo
Increases sequence: Example A.1,4.2, 4.3, 4.4.

Press Down
Decreases sequence; Example A.4, 4.3, A.2, 4.1.

Use Up or Down to cycle through the
selections in a menu.

Use Escape and Enter to move into and out of the
selected menu.

Audits

Feature Audits

P. PRINTOOB NE U

T. TEST iIENU

T.2 Levels

est
Flasher Test

BT

Feature Audits

T.1 Switch

. 8

Test
Test
,s Test

L , 6
T.7

General

T.1

T.12

Test
est

and Flasher Test
est

Coil Test

I
L

I
.L
i:',::,,,.

L',,

L ,
I
L

L
. . . . i

l i i

U. UTILITIES MENU

.'t 5
T .16

U,1 Clear Audits

u.3Reset H.S.
and

bame I u

Resets

A. ADJUSTMENT IIENU
4.1 Standard

1-9



Press the up or Dovvn buttons to scroll through the Bookkeeping menu. press the Enter button to accessan audit menu. press the Escape button to rJturn to the eoo'fke"eping tvtenu.

One Button Audit System. The
Repeatedly pressing the Enter button,

8.1 Main Audits
B.'l 01 Total Earnings 0O
8.1 02 Recent Earnings O0
8.1 03 Free play percent O0
8.1 04 Average Ba 

 

Time OO
8.1 05 Time per Credit 0O

B. BOOKKEEPING MENU
8.1 Main Audits
8.2 Earning Audits
8.3 Standard Audits
8.4 Feature Audits
8.5 Histograms
8.6 Time-Stamps

8.1 06 Totat ptays O0
8.1 07 Reptay Awards 0O
8.1 08 Percent Replays OO
8.1 09 Extra Ba s 00
8,1 10 Percent Extra Ball OO

Bookkeeping Menu is obtainable directty from the Aftract Mode.while in the Attract Mode, wi 

 

cycte throigh a 

 

of the g"ii-"idi"

L

I

8.2 Earning Audits
8.2 01 Recent Earninos O0 8.2 Og Total Earnings, O08.2 02 Recent Left St;t O0 82 09 Totat Left Stotr 008.2 03 Recent Center Slot 00 8.2 10 Total Center Slot. O08.2 04 Recent Right Stot 0O B.Z 1,t Totat Right Stot_ OO8.2 05 Recent 4th Stot 0O B.Z ti total ltn Stof 008.2 06 Recent Paid Credils O0 B.z ti rotat paid Credits. OOB'2 07 Recent Service Credits OO ;., ti rot"r Service Credits. 00'These audits are Nor re-settabte. They are a recod of th6 eamingsof the game since the,,cLocKlsr sET,, Time_sramo.

8.3 Standard Audits
8.3 01 cames Started 0o 8.3 20 Average Game Time 0O8.3 02 Totat ptavs"" o0 e.s -i elay fime o08.3 03 Totat Free ptav OO e.S ei tri|inutes On OO8.3 04 Free play percent 0o -.g ie a"rr. et"yeo 00B.3 05 Reptay Awards 0O 8.3 il iilt. 0O8.3 06 percent ReDtavs OO 8.3 is n"pt"y 1 Awards OO8.3 07 Special Awards 00 8.3 ii n"pr"y 2 Awards Oo8.3 08 Percent Speciat oo e.s ii nupr"y 3Awards 008.3 09 Match Awards o0 4.3 li Repray + ewaros 0o8.3 10 Percent March 0o B.t is i et"y", o"ru. 0o8.3 11 H.S.T.D. Credirs 

90 e.g 36 2 elaye, G"mes 0O
3:3 13 Eil,Tlili"" 99 8.3 ii ier"vu'.c"-"s ;;
e.r re Fe;nii):traean li 3.3 li I'J?ilR:9e""^, Si8.3 15 Tickets Awarded 

90 83 ii errn_in rir"t 00:00:00
B:3 19 l"ii"S[,11"n"," 99 B.a ii ist nepray lever ;6'-- 

-'

t1 18 n,si,to,"i." ii 3.3 3i h?JniP,ffiL. si8.3 19 Average Ball Time 00 
rgrrl rrrPper 00

,^2,:,-?,:t:".*,, *unts on compteted games. /4 game /s cof,s idered comutetyi,lnyl2ate oLye" o 'enoii 
";i'n,*n 

tot test an(t s'wice do no, "u";, "1fr,1!."' 
'oe findt batt begins. Audit inromation

f Ints Audit cdnnot be resel

, I
t l
I
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B.4

8.4 01

Feature Audits

8.4 02
8.4 03
8.4 04
8.4 05
8.4 06
8.4 07
8.4 08
8.4 09
8.4 10
8.4 11
8.4 12
8.4 13
8.4 14
B.4 15
8.4 t6
8.1 17
8.4 18
8.4 19
8.4 20
8.4 21
8.4 22
8.4 23
8.4 24
8.4 25
8.4 26
8.4 27
8.4 28
8.4 29
8.4 30
8.4 3,1
8.4 32
8.4 33
8.4 34
8.4 35
B.4 36
8.4 37
8.4 38
8.4 39
8.4 40
8.4 41
8.4 42
8.4 43
8.4 M
8.4 45
8.4 46
8.4 47
8.4 48
8.4 49
8.4 50
B.4 51

Buy-in Extra Balls
Time Per Credit
Ball Saves
Total Lit Extra Balls
Total Extra Balls
Total Recycles
Total Lit Multiballs
Total Multiballs
Total Jackpots
Total Super Jackpots
Total Junk
Total Toaster Guns
Total Radar Assembled
Total Radar Adventures
Total Jalopies
Total Jalopy Adventures
Total Submergers
Total Toilet Adventures
Total Flying Machines
Total Combat Adventures
Total All Junk
Total Outer Space
Total Bob Defeated
Total Time Machines
Total Dog Modes
Total Fireworks
Total Bonus X
Total Choose Junk
Bus Light Extra Ball
Bus Collect Junk
Bus Dog Video
Bus Multiball
Bus Bonus X
Bus Light Jackpot
Bus Shopping
Bus Light Time
Bus All Above
Bus Recycle Lit
Bus Autoflre
Bus Points
Skill Super
Skill Light Time
Skill Light Extra
Skill Spot Dog
Skill Award Junk
Skill Bonus X
Skill Points
Skill Wndows
Skill Fireworks
Wndow Toxic Waste
Window Extra Ball

Number of games that use buy-in.
This is the average time per game.
Number of ball saves.
Total of extra balls lit.
Total of extra balls collected.
Total times the ball was recycled.
Total times multiball was lit.
Total times multiball was started.
Totaljackpots collected.
Total super jackpots collected.
Total junk collected.
Total toaster guns assembled.
Total radar assembled.
Total radar adventures started.
Total jalopies assembled.
Total jalopy races started.
Total submergers assembled.
Total toilet adventures started.
Total flying machines assembleo.
Total air tactical combats starteo
Total times all junk was collected.
Total outer soace started.
Total outer space was completed.
Total time machine started.
Total dog modes started.
Total fireworks collected.
Total bonus multipliers collected
Total choose junk started.
Number of Light Extra Ball bus awards.
Number of Collect Junk bus awards.
Number of dog video mode bus awards.
Number of Multiball bus awards.
Number of Bonus Multiplier bus awards.
Number of Light Jackpot bus awards.
Number of Wndow Shopping bus awards.
Number of Light Time Machine bus awards.
Number of all the above bus awards.
Number of Recycle Lit bus awards.
Number of Autofire bus awards.
Number of points bus awards.
Number of super skill shots.
Number of Light Time Machine skill shots.
Number of Light Extra Ball skiil shots.
Number of Spot Dog skill shots.
Number of Junk Awarded skill shots.
Number of Bonus Multiplier skill shots.
Number of Skill Points skill shots
Number of Vvindow Shopping skill shots.
Number of Skill Shot fireworks awarded.
Number of Toxic Waste window awards.
Number of Light Ex:tra Ball window awards.

I
I
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Feetu res A udlls Conti n ued...
8.4 52 Wndow Light Jackpot
8.4 53 Wndow Free Game
8.4 54 Wndow Fireworks

Number of Light Jackpot window awards.
Number of Free Game window awaros.
Number of Fireworks window awards.

00 00%
00 0oo/o
00 00%o
00 00%
00 00o/o
00 00%
00 00Yo
00 00%
00 00Yo
00 00%
00 00Yo
00 00o/o
00 00o/o
00 00%
00 000/0
00 00%
00 00%
00 00o/o
00 00%
00 00%
00 00%
00 00%
00 00%
00 00%
00 00%
00 O0o/o

view dates and times that are impoftant to

L

L

8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5
8.5

I

l

I

Histograms
01 0.0 - 0.4 Mittion Scores
02 0.5 - 0.9 Million Scores
03 1.0 -  1.4 Mi l l ion Scores
04 1.5 -  1.9 Mi l l ion Scores
05 2.0 - 2.9 Million Scores
06 3.0 - 3.9 Million Scores
07 4.0 - 4.9 Million Scores
08 5.0 - 5.9 Million Scores
09 6.0 - 7.9 Million Scores
10 8.0 -  9.9 Mi l l ion Scores
11 10 -  15 Mi l l ion Scores
12 '15 - 20 Million Scores
13 Over 20 Million Score
14 came Time 0.0-1.0 Mins
15 came Time 1.0-1.5 Mins
16 Game Time 1.5-2.0 Mins
17 came Time 2.0-2.5 Mins
18 Game Time 2.5-3.0 Mins
19 Game Time 3.0-3.S Mins
20 came Time 3.5-4.0 Mins
21 Game Time 4-5 Mins
22 came Time 5-6 Mins
23 Game Time 6-8 Mins
24 Game Time 8-10 Mins
25 came Time 10-15 Mins
26 Game Time Over 15 Mins

I
r l
I

I

8.6 Time-Stamps
8.6 01 Current Time
8.6 02 Clock' tst  Set
8.6 03 Clock Last Set
8.6 04 Audits Cteared
8.6 05 Coins Cleared
8.6 06 Factory Sefting
8.6 07 Last came Start
8.6 08 Last Reptay
8.6 09 Last H.S.T.D. Reset
8.6 10 Champion Reset
8.6 11 Last printout
8.6 12 Last Service Credit
Time-Stamps Menu allows you to
game software.
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, Press the Up or Down buttons to scroll through the Printouts menu. Press the Enter button to access a

L 
menu. Press the Escape button to return to the Printouts Menu.

, P. PRINTOUTS MENU
| (optional board requrred to use Printouts feature.)(_

P.1 Earnings Data
I P.2 Main Audits
L P.3 Standard Audits

P,4 Feature Audits

I P.5 Score Histograms
L P.6 Time Histograms

P.7 Time-Stamps
, p.8 A 

 

Data
I
tL The Printouts Menu is a combination of the other menus. This menu allows you to access and print

information in the available menu selections.
I
a
L f f no printer is attached the message 'Waiting for Printe/' appears in the displays, Note: Set the pint

specification from the Adjustment Menu, A.5 Printer Adjustments.

L
I
L

I

L

L

I

l
r L l

I
L

I
I
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Press the Up or Down buftons to scroll lhrough the Test menu. Press the Enter button to access a test.Press the Escape button to relurn to the Tesimenu. During any test, press the start button to obtain thewlre color, driver number, connector number and fuse location. a
\-

T.1 Switch Edges Test
T.2 Switch Levels Test
T.3 Single Switch Test
T.4 Solenoid Test
T.5 Flasher Test
T.6 General lllumination Test
T.7 Sound & Music Test
T.8 Single Lamps Test
T.9 All Lamps Test

T. TEST MENU
T.'10 Lamps And Flashor Test
T.11 Display Test
T.12 Flipper Coit Test
T.13 Ordered Lamps Test
T.14 Lamp Row-Col.
T.15 DIP Switch Test
T.16 Empty Batts Test

t l
( - l

I
i

)
I

Note: ln order to operate the tests that use the +1ov or +20v ckcuits, putt the top intelock switchbutton out. The interlock switches are located on a bracket in the coin door opening.

The switch matrix, on the lefl side of the display, shows the state of all switches. A dot indicates theswitch is open' a square indicates the switch is closed. The numbers assigned to each switch indicatewhere the switch is located in the matrix. The number on the left indicates- the column, the ;umber onthe right indicates the row. Example _ Switch 23 is 2nd column, 3rd row.

A short to ground - on either the row.or corumn wire - appears as a shorted row(s). Howevcr, a corumnwire shorted to ground disappears when all of the indicaied row swrtches are open. A rowwire shortedto ground does not disappear.

A shorted diode in the switch matrix can ceuse other swftches to appear crosed. These 'phantom.
switches (though not actually closed), complete a rectangle in the switch matrix. Therefoie, if twoswatches in the same corumn are crosed (exampre; #22 ind #2a), and a third switctr 

-is 
fiesseo inanother corumn but in the sam-e row as one of the first two (exampre; #32), the ,,phantom,, switch #34 isfalsely indicated as closed rhe switch with the shorted oiooe is olagonatty opposite tne ;ptrantom,,

switch (in this case #22).

T.1 Switch Edges Test
Press each switch one at a time. The name and number of the switch is shown in the dispray. rf aswitch other than the one pressed, or no switch at a[ is indicated, the system has dJtecteo aprobtem with the switch circuit.

To relurn the Test menu, press the Escape bufton.

T.2 Switch Levels Test
This. test automaticary cycres through a[ swibhes that are detected crosed. The name andnumber of each switch that is detected is shown in the dispray. A fifled square indicates i;;switch's position in the matrix.

To return the Test menu, press the Escape bufton.

Single Switches Test
The single switch test isorates a particurar switch by brocking signars from a[ other switches. usethe Up or Down buttons to select the switch to be tested.

To return the Test menu, press the Escape bufton.

T.3
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T.4 Solenoid Test
The Solenoid test has three modes - Repeat, Stop, and Run. Only one solenoid should pulse al
a time. The system has detected a problem if more than one solenoid pulses, a solenoid comes
on and stays on, or no solenoids pulse during the Repeat and Run modes.

Repeat: The Repeat mode pulses a single solenoid. Press the Enter bufton to start this
test. The name of the first solenoid shows in the display and the corresponding coil
pulses. Press the Up or Down buttons to cycle through the solenoids, one at a time. The
same solenoid pulses until you press the Up or Down buttons to advance to the next one.
To return the Test menu, press the Escape button. To advance to the next test mode,
oress the Enter button.

Stop: The Stop mode halts the Solenoid test. No solenoids should be active. To return
the Test menu, press the Escape button. To advance to the next test mode, press the
Enter button.

Run: The Run mode cycles through the solenoids automatically. The display shows the
name and number of the solenoid currently being pulsed. To return the Test menu, press
the Escape button. To return to the Repeat mode, press the Enter button.

Flasher Test
This tests the Rashlamp part of the solenoid circuit. There are three modes - Repeat, Stop, and
Run During this test the flashlamp circuit named in the display should blink. The system has
detected a problem if more than one flashlamp circuit blinks, the lamps stays on, or no lamps blink
during the Repeat and Run modes.

Repeat: The Repeat mode pulses a single flashlamp. Press the Enter button to start this
test. The name and number of the flrst flashlamp is displayed and the corresponding
bulb(s) blinks. The same bulb(s) blinks until you press the Up or Down buttons to
advance to the next one. To return to the Test menu, press the Escape bufton. To
advance to the next test mode. Dress the Enter button.

Stop: The Stop mode halts the Flasher test. There should not be any flashlamps lft .,
during this mode. To return to the Test menu, press the Escape button. To advance to
the next test mode, Dress the Enter button.

Run: The Run mode cycles through the flashlamps automatically. The display shows the
name and number of the flashlamp circuit currently being pulsed as the corresponding' bulb(s) flashes. To return to the Test menu, press the Escape button. To return to the
Repeat mode, press the Enter button.

General l l lumination Test
This test checks all of the General lllumination circuits. There are two modes of operation - Stop
and Run. Note: G.l. strings four and five do not brighten and dim, they are always ON.

Stop: The Stop mode allows you to cycle through the General lllumination test manually.
Press the Up or Down buttons to advance through the test. All illumination is tested first,
followed by an individual circuit test. The circuit name and number shows in the display
while the corresponding bulbs light. lf any other results occur the system has detected an
error. To return to the Test menu, press the Escape button. To advance io the next test
mode, press the Enter button.

t
L
L

T.5

T.6I
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General I I I u m inatlon lest Contt nued...
Run: The Run mode cycles through the General lllumination test automatically. For eachcircuit shown in the dispray the corresponding burbs shourd ,ight. rf any oiher resurtsoccur' the system has detected a probrem. Toieturn to the Test menr, pr"a" in" ea""p"bufton. To return to the Stop mode, press the Enter button.

e
6r-

Sound and Music Test
The sound and Music test checks the audio circuits. This test has three modes for testing thesound and music circuits -- Run, Repeat, and Stop.

Run: The Run mode steps through a sequence of sounds and music. press the Up orDown buttons to advance to a particurar sound or tune. A sound or tune shourd be heardfor each name and number that appears in tne oisptay Any other resurts indicates thesystem has detected a problem. To return to the i"sirn"nr, press the Escape button.To advance to the next test mode, press the Enter button.

Repeat: The Repeat mode.causes the program to stop and repeat a particularsound/tune. The same sound repeats coniinu6usly until you press the Up or Downbuttons to advance to the next one. Any other resurts inorcates the system has detecteda probrem To return to the Test menu, press the Escape button. ro lou"n""toin" nl"itest mode, press the Enter button

Stop: The Stop mode stops this test altogether. Nothing shoutd be heard. Any otherresults indicates the system has detected a- problem. To return to the Test menu, pressthe Escape button. To return to the Run mode, press the Enter button.

T.8 Single Lamp Test
The number assigned to each lamp indicates the lamp's position in the matrix. The number on thereft rndrcates the corumn. The number on the rigrri inilates tne row. exampte - i"rip )s ,""n.2nd column, 3rd row.

The Singre Lamp test checks each ramp circuit individuary. press the up or Down bunons to' scrot through this test. A ramp snoub irght tor e"cr' nami and number '.,"i iJ.pi"i"o nnv
:gTJ"lilt#t"ates 

the svstem has detected a probrem. To return to the Test menu,'press the

T.9 All Lamps Test
This test causes afl the controfled ramps to flash at the same time. Every controlred ramp shourdflash Any other resurts. indicates n" ryrt"r r.r".'o"tected a probrem. To return to the Testmenu, press the Escape button.

T.10 Lamp and Flasher Test
This test causes all the flashlamps and the controlled lamps to flash at the same time. Thecontroted ramps brink, whire the flashramps "y"iu t or highest to rowest. Any other resurts
[HH"r 

the system has detected a proor"m.-'io iuirrn ,o the Test menu, press the Escape

f .11 Display Test
This test automaticaty checks every dot in the Dot Matrix Dispray board. A series of pafternsappear in sequence Each pattern iurn" on ,no? " iectron ot dots. Every dot on the matrixdrspray shourd be turned on and off during tt'is iest 

- 
iJ ,ltrrn to the Test menu, press the Escape

f.7
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T.12 Flipper Coil Test
The Flipper Coil test has three modes - Repeat, Stop, and Run. Only one flipper should pulse at
a time. The system has detected a problem if more than one flipper pulses, a flipper comes on
and stays on, or no flippers pulse during the Repeat and Run modes.

Repeat: The Repeat mode pulses a single flipper. Press the Enter button to begin the
test. Press the Up or Down buttons to cycle through the flipper coils one at a time. To
return to the Test menu, press the Escape button. To advance to the next test mode,
press the Enter button.

Stop: The Stop mode halts the Flipper Coil test. No coils should pulse while the test is
stopped. To return to the Test menu, press the Escape button. To advance to the next
test mode. Dress the Enter button.

Run: The Run mode cycles through the flippers automatically. The display shows the
name and number of the flipper coil currently being pulsed. To return to the Test menu,
press the Escape button. To return to the Repeat mode, press the Enter button.

T.13 Ordered Lamps Test
The number assigned to each lamp indicates the lamp's position in the matrix. The number on the
left indicates the column. The number on the riqht indicates the row. Examole - LamD 23 means
2nd column, 3rd row.

This test checks each lamp circuit individually. Press the Up or Down buttons to cycle through the
I lamps. Lamps light in a clock-wise or counter clock-wise direction starting from the bottom of the
I playfield The direction depends on which button, Up or Down, is pressed. For each name and

number that is shown in the display, the corresponding lamp should light. Any other results
. indicates the system has detected a problem. To return to the Test menu, press the Escape
I brtton.
t _

T.14 Lamp Row-Col.
I
L

This test allows individual rows and columns in the lamp matrix to be operated. This is useful for
troubleshooting wiring and driver problems.

Press the Up and Down buttons to cycles through the different rows and columns.

To return to the Test menu, press the Escape button.

I T.15 DIP Switch Test
!- This test is used to show the positions ofthe DIP switches on the CPU board (U27).

L 
To return to the Test menu, press the Escape button.

T.16 Empty Balls Test
I This test kicks out all balls loaded in the troughs, lockups, poppers, and kick-outs until no balls
L remain in those locations.

To return to the Test menu, press the Escape button.

/volei As the trough kicks the batts out, they may stack up in the shooter groove, which may
require manual clearing in order to allow fufther balls to be kicked out.

I
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