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As previously mentioned in Devils Dare and Caveman. and self-test.

our March issue of ON Besides the major change of The following flow chart/
TARGET, Gottlieb has re- seven digit display capa- sequence steps, will take
placed System 80 with bility, Gottlieb has also you through these enhance-
System 80A commencing with enhanced the bookkeeping ments.

FLOWCHART BOOKKEEPING CAN BE ENTERED IN THE ATTRACT PRESS
| MODE OR DURING GAME PLAY ' O S—
SELF/TEST O

BOOKKEEPING BUTTON

PRESS Press SELF/TEST button on front door. Credit PRESS
SELF/TEST display should read 00 Player score displays shouid
BUTTORN be blank CREDIT BUTTON

I STEP 1 —COINS THRU LEFT CHUTE l
STEP 16—RELAY AND LAMP TEST; All relays
0 | are pulsed twice. Controlied lamps are sequentiaily
] wmed on.
STEP 2—COINS THRU RIGHT CHUTE /NCTE | b
| STEP 3—COINS THRU CENTER CHUTE /NOQTE 2 I
STEP 17—S5SOLENQID TEST, SOUND TEST, AND
OPERATOR SWITCH TEST
STEP 4 —TOTAL PLAYS
| STEP 5 —-TOTAL REPLAYS I
STEP 18— SWATCH TEST: All switches in the
switch matrix are inspected. All switches open "99°
vl be dispiayed. If one or more are closed, their
STEP 6 GAME PERCENTAGE /NOTE 3 assigried number will be displayed.
l—% ——0
STEP 7 —-EXTRA BALLS
STEP 19—DISPLAY TEST: Each digit of each
dispiay is tumed oft indnviduailly. and all numbers,
STEPB_TOTALTILTS zero thru nine, are sequenced.
I STEP9—TOTALSLAMS l

STEP 20—MEMORY TEST: Each control board
memory device is inspected. Any defective device is
STEP 10— TIMES HGT( HAS BEEN BEATEN indicated by its part number displayed in Player

Nurnber ore. If all are OK, 99 is displayed. Game
prom check sum displayed in Player ¥ 2 display.
STEP 11—FIRST HIGH SCORE LEVEL !

TO EXIT SELF/TEST
a) Wait 60 seconds

b} Turn power off fon
¢) Open slam switch

STEP 12— SECOND HIGH SCORE LEVEL

d)Close tilt switch
| STEP 13— THIRD HIGH SCORE LEVEL I I. If control board switch # 14 & on, steps O 1 and 07 are added logether

and displayed in step 0.

2. in German games ondy. step 02 displays total coins thru center chute,
STEP 14 --HIGH GAME TO DATE SCORE and step 03 displays total coins thiu right chute,

ﬁ 3 If step D& & resat, steps 0% and 05 must aiso be reset.

STEP 15 AVERAGE PLAYING TIME /NOTE 4 §- Wstep 15 & feset, step 0% must atso be reset.




BOOKKEEPING AND SELF TEST

SELF/TEST

e Steps 16 through 20 are SELF/TEST or game
tests the operator can use for quick
troubleshooting.

s All the tests are explained in the flow chart.

* Each test can be repeated by pressing the
replay button on the front door. This starts
the test for another 60 seconds.

e If the SELF/TEST button or the replay button
is Not pressed within 60 seconds, the game
will return to the attract mode.

Test information is displayed in the third and

fourth player score displays and the status dispiay.

EXAMPLE:
I a7
o 1L
Third Credit Fourth
Display

=R

N

Status Dispiay

STEP 16—RELAY AND LAMP TEST

a. Relay Test-All relays are pulsed twice in the
following order:

A3 Driver Board Transistor
Assignment [See Schematic)

Q [Game Over} A3J3 PIN 2A Q1
Relay _

T (Tiit) Relay - A3J3 PIN #B Q2

Coin Lockout - A3JS PIN 22 Q3
Relay

8 {Ball Save) - A3J6 PIN #3 Q54
Refay

b. Lamp Test-Lamps are sequentiaity strobed.
Lamp assignment numbers appear in the third

and fourth player’s score display and the status

display:
Test Lamp Number
H. (]
[ [IN
Third Player Fourth Player
[ |
(o
Status Dispiay

Lamp number (L9, L16, etc.} can be referenced to
the Driver Board Schematic where the specific
transistor for each lamp can be identified.

To repeat test, push the credit button. To advance
to test # 17, push the Seif/Test Button.

STEP 17—SOLENOQID TEST, SOUND TEST,
OPERATOR SWITCH TEST.

a. Solenoid Test-Each solencid on the playfield is
sequentially puised. The solenoid number
displayed identifies which solenoid is being
tested. The following chart lists solenoid
assignments.

A3 DRIVER BOARD
NUMBER TRANSISTOR ASSIGN.
DISPLAYED  ASSIGNMENT SEE SCHEMATIC

SOL 1 Top Drop Target Bank Q60

SOL. 2 Top Ball Kicker Qas57/58
SCL 3 Hole Q54
SOL 4 Bali Save Relay ass

SOL 5 teft Drop Target Bank Q6 1/62
SOL. 6 Right Drop Target Bank Q63/64
SOL 7 Not Used

SOL 8 Knocker Q53
SOL 9 OQuthole Q59

b. Sound Test-lmmediately after the solenoid
test, the sound enable signais {inputted to the
A6 Sound Board] wili be tested in the
following order:

A3 DRIVER BOARD

SOUND NUMBER TRANSISTOR ASSIGN.

ENABLE DISPLAYED SEE SCHEMATIC
S16 17 (combination ST&S516) A3J2 PIN 9
S8 8 A3J5 PIN 7
2 2 A3)5 PIN S
“4 4 A3J5 PIN 1
S 1 A3J5 PIN 6

¢. The first and second player’s score displays
show hexadecimal representative of the
operator switch positions. Converting
hexidecimal to binary will give the switch
positions in binary form.

CONVERSION TABLE

0-OFF 1=ON

DISPLAYED
HEXIDECIMAL DECIMAL BINARY

0000
0001
0010
0011
0100
0101
0110
0111
1000
10401
1010
1011
1100
1101

1110
1111
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BOOKKEEPING AND SELF TEST

EXAMPLE:
0ff  ON

(0101)(1010} (0611)(0100} (0001)(1101) (00100000}
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SW#HHSGH --------- ie— 242 -

DISPLAYED
Sw 1-8 SW9-16 SW 17-24 SV 25-32
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First Player Second Piayer

Checking Switches

1] Switch all odd number switches to the ON
position. and all even switches to the OFF
position. Display should show:

co oo oo oo
First Player Second Player

2) Switch all even numbered switches to
the ON position and all odd switches
to the OFF position. Display should

show:
L4 8% 85 §§%
First Player Second Player

To repeat test # 17, push the credit button.

To advance to test # 18, push the Self/Test switch.

STEP 18—5WITCH TEST

0 S 10 7
101 b ! 1a i'.? !
Third Player Credit Fourth Piayer
Dispiay
*
Status Display

1) Al switches open. 99 will be displayed.
{Note: The slam switch is not part of
the switch test (normally closed).

2) Switchjes)closed. Designatednumber(s)
will be sequentially displayed. The last
switch number will remain displayed,
unless test is repeated.

STEP 19—DISPLAY TEST: Each digit of each display is
individually turned on, and numbers zero through
nine are sequenced.

& Test number is not displayed.

NOTE: On the second and fourth player
displays only, the least significant digits are
strobed first. Then the most significant digits
and the remaining digits are sequentially
strobed. This is normal operation.

STEP 20—MEMORY TEST - Each control based
memory device is checked. If ail are good, a 99 will
be dispiayed.

if a memory chip is defective, a corresponding
number in the following chart will be displayed:

NUMBER CHIP ASSIGNMENT/
DISPLAYED DESCRIPTION
99 All Memory Good
5101 Z5 Bookkeeping Ram
2332-1 U2 Background'Rom
2332-2 U3 Background Rom
6532-1 U4 Ram
6532-2 US Ram
6532-3 U6 Ram
2716* Prom 1 Game E Prom

Player #2 displays the check sum for the game promin
hexidecimal. Refer to the conversion Table for
interpretation.

To repeat test #20, push the credit button. To
advance to Step # 16, push the Self/Test button.

* James Bond [658) and later System 80 games up to
and including Haunted House will display 764 1- 1 for
a bad 27 16 game prom.
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Technical Tip

When replacing a prematurely burnt
flipper coil, don't forget to adjust
the end-of-stroke switch. When a
flipper is energized and the end-of-
stroke switch does not open up, the
coil will heat up and eventually burn.
The end-of-stroke switch contacts
should open approximately 1/16"
before full plunger stroke.

Seminar Advance Notice
A mini seminar on trouble-
shooting Gottlieb Pinball
Games, will be held at the
Chio Music and Amusement
Operators annual conven-
tion on Saturday May 8th,
1982. The convention will
be held at the University
Hiltoen Inn, in Colarbus,
Chio. For more informa-
tion contact the CMAA at
(614) 221-8600.



MATILING LIST: Get ON TARGET
every month by sending your
name and mailing address to:
ON TARGET
GOTTLIEB AMUSEMENT GAMES
165 W. LAKE STREET
NORTHLAKE, IL 60164

Next Month:

Caveman! Introduction to
Gottlieb's new Pin/Video game.

Notice

The Pinball/Video Service
Hotlines are now the same.
Call 800-323-9121, in Illinois
800-942-1620 from 8:00 a.m.

to 4:30 p.m. CST for any
Gottlieb pinball or video

game assistance.

_ x<(FLASHBACH) =y

In December of 1955 Gottlieb
broke new ground with the
building of the game SPOT
POOL. This was an auto-
matic bumper pool table of
requlation size. Bumper
pool was the rage at that
time, with many game compa-
nies making coin-cp versions
which scored automatically
and in same cases had actual
scoring bumpers.
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