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I. INSTALLATION

Assemble the game as follows:

Bolt lags to cabinet. Bolt back box to cabinet. Use flat washers under boll heads. Gently feed
cable connectors and ground braid through cabla port in back box. Screw ground braid 10
braic Carefully and fully on printed circull

Or that should be shipment. These are visual
inspections which may avoid tme consuming service work ater Minar troubles catised by

e
(especially b smldscs} may go out ulad]uilmaﬂl Pl\.ml: bob i switch should always be
are adpusted.

mﬂmmmm\wmlhem,

1. Gheck that, e

2. Check that cables are clear of all moving parts.

. Check for any

tmmummﬂuwlmmmmummhmmemln

'shipment and could cause shorting of contacts.

s.mdcmmmhhrmmnmmwmwmsmwmsmupln
but vibration in shipr contact.

6. Check that fuses are firmiy seated and making good contact.

7. Check the transformer for any foreign material shorting across wiring lugs.

8.Ch g oltage. See figure 1.
c ofthe opk
1. Panal it on botiom of playfieid pansl.
meunmmmmmmmmlm
bob it bal (18/16"di uothe bal i sssambly,
tfront of cabinetis
raised.

15 TRARSFOAMER W FOR TSI Y.
Crcas et

FIGURE |. TRANSFORMER
(PART OF POWER—TRANSFORMER MODULE A2, LOCATED IN BACK BOX)
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il. GENERAL GAME OPERATION
Place ball into playfield by outhole.
Coin game. Coin should be rejected. Plug in line cord, Move powar ON-OFF master switch at
bottom right front comer of cabinet to'ON' position. The game will play a power-up tune to
announce game-readiness. are reset, 02010, i
‘High Score ta Date’, lnﬂlnagamu \nruﬂy'm play. Coin game. The game should nz:wm
the coin and post credits* for coins accepted (adjustable). Pressing the credit button on
the door will cause the outhole kicker (o serve the ball to the shooter alley. The st
playar-up lite is Iit. A game-up tune* s played to announce play-readiness. The bonus
score is advanced to 1000 points.
‘One player is posted each additional time the credit button is pressed (one 1o four can play).
The credits are reduced by one each time the credil bution is pressed until the credits are
reduced o zero,
Shooting the ball initiates play. Rebound switches score 10 points. Thumper-bumpsrs, when
not fit, scare 10 points.

o ed by the player. If spinner i i i theball
hm atargat, mospmnmandmurgelmasam awarded.
When tha ball eniers tha ouhale, the bonus scors is mdmmelmal score. The player-up
and/or ballin play on the back bos
1000 paints. The outhole kicker serves the ball ta lnesnooasr alley and play is resumed. This
continues until each player has played the allowable number of balls per game (adjustabla).
Atthis time the ‘Game Over lightis il. A random Maich* number appears and the ‘Match' light
is it. If the number is the same as the last two digits in a players score, a free game is
awarded.
Extra balls won during the course of the game are played immediately after the players
regular ball enters the outhole. The player-up and/or ball in play on the back box are not
advanced for exira ball play. Bonus score s added 0
1000 points before the game serves the extra ball for play.
Scofing over 1,000,000 gives “High Score 1o Date” award.
Atthe end of the game, & "High Score to Dale' is altemately flashed with all 4 player scores. If the
“High Score o Date’ is beat, this feature® awards fre games.
Titting the inlass of aball. The th , ete., go ‘dead. Bonus
points are not scored. The purpose of the tilt penalty is ludismge the player from jostiing
the machine in an aflempt lo prolong play. Game action becomes normal afier the ball kicker
assembly sarves the ball 1o the shooter alley.
Slamming the machine resuls in loss of the game: All featura lights ga out, the game goes.
‘dead, and a ime delay occurs. The purpose of the time delay is to discourage unnecessary
abuse of the machine. After the dalay, the ‘Game Over light lites and the power-up fune is
played. The lime delay occurs anyiime one of the slam swilches is made to cantact. There is
one factory installed slam switch on the front door. (Any numbel of slam switches could be

Installed by

|IIE' h adjusied
1o aitain the desired sensitivity. Decreasing the gap batwaen contacts will make the switch
‘more sensitive. Opening the gap will reduce sensitivity.

“Same Boe.




Il BOOKKEEPING FUNCTIONS
The nctions. The game can
display the number of total plays and replays (free games). It can display the number of coins
dropped down eanhmln chute. nnhnnkkaephgmm are displayed on all player scors
displays simultaneously. An identification number, 05 1o 14, appears on the Match/Ball in Play
window as follows:
05— 00to—  40=Curment Credits
*06-—10000 t0—99999 = Total Plays (Payed & Free Games)
*07—10000 lo—99999= Tolal Replays (Free Games)
08—  001to—99399=Total times ‘High Scora to Date' is beat
“09—10000 to—99999~Cains Dropped thru Cain Chute #1
*10—10000 lo—99999=Coins Dropped thru Coin Chule #2°*
-n_mooccn—ssm-::c\nanmpp-dmmmu"
“12—  00to Panel Specials Only
13— mwm-numroinmmdemﬂay
*14—  001o—99999=Number of Service Credils
first y if the Sei- (See Fig. lll) on the inside
neu\emmnrupmedmnumumm ush and release the Seli-Test button at ong
sacond intervals. The number 05 appears in the "Match/Ball in Play’ window. Current credits
appear on the player score disptays. Each additional press of the button causes the next entry
to be displayed.
After the register it can be set to zero simply by pressing
switch button S33, , the MPU module in Fig. ), orbypmwng
the Coin Chute #3 swilch. Any or all regisiers can be cleared by allemaling between
Self-Test button and the swilch button S33 on the MPU Mulﬂa‘ﬂdnChuh #3 switch. The
Dnﬂrat::iuisnwm apossible lect to use or not

Pressing the button once more with the Hﬁhﬁmrydisﬂﬂyﬂ-_\th-mh)phyh
power-up lune and light the Game Over

&mmmmmmuwmmmmumnm«mnw
conditions wi

ithout
07,09, 10and 11.

To obtain Service Credits. push and release the Self-Test switch until identification number 05
appears inthe ‘Match/Ballin Play' window. Hold in the Credit bution until the desired number of
Service Credits (up to five) apaars on the player score displays.

NOTE: I, upon accessing identification number 05, a number of credits greater than five is
displayed, pressing the credit button has no effect.

Identification number 14 Is resarved as a record of the number of Service Credits used.

T




#1162-E
FEATURE OPERATICN & SCORING
A. TOP SAUCER FEATURE: (Parton)
latterthat is it thare is spotted
i tho cander of playfed. When anm-unmnfu R-T-0-N are £pottad, top Eaucer 5,000 point lite
‘will come on 1o scare 5,000 pol

5 aft top Dolly When al the
DLOLLLL Y itirs o opoted uumr,mgoxsmnmmaasemmmoawmﬁumwowm
101000 points when hi.

DOLLY PARTON BONUS FEATURE
A When DOLLY PARTON is mads firs ime 22,000 points and 2 return lane lites for 5,000 points. (see
SW. option for b and cons postion).

When DOLLY PARTON is mads second time 44,000 points, and 2 outlane specials and Dolly Parton
special lites. (see SW. option for lib and cons position).

When DOLLY PARTON is made third and each additional time. one replay is awarded.

4 DROP TARGET INLINE FEATURE:
A Fi i

for1,000 point ON (Wt etier).
[ scores bont TON (i lotter).
C. Third targat down scares 600 points lites 3X banus and spots1op PARTON (it lettar).

D. Fourth target down scores 800 points liles exira bal pot, 5X bonus and spos top PARTON
(it otter).

E_ Last target first ime hit scores: exira ball second time special replay. 3rd and each additional tima
20,000 points.

B. BONUS SCORE FEATURE

Each litlofter in center of playfiekd (Dotly Parton) is valued at 2,000 points tmes multiplier (i ) when
ball enters outhole.

The 2X, 3X, 5X multiplier has a recall SW. option

C. RECALL FEATURE

hm:-mmmmm 44,000 points and any DOLLY PARTON lites made in center of
P
‘THUMPER BUMPER FEATURE

are lit and score

RIGHT CENTER ROLLOVER FEATURE
Scores 5,000




D. SPECIAL REPLAY,

Switch #6 and #7 giva the operator flexibilty
specialls (drop target, PARTON, left or Th

SW.EON SW.60FF SW.e0l
wed SW.7ON SW.70N SW.7OFF
Positions. Lt 2

REPLAY X-BALL® 50.000
L iy e REPLAY . oo
Lattor Right REPLAY X-BALL® 2

Target X-Bail X-BALL X-BALL™ Lt

= CBALL~ NO AWARD

R R S AR



V. GAME ADJUSTMENTS

A. Playtield Panel Post Adjustments:
Posts it conirod left and night cuusane opaning on panal can be maved 1o ke access o
m—-umhuwwmr\y-n
B Mlmﬂ-mmm

inthe back box,
mmmbumbum swﬁ:u-nlluuanwumnmn
‘creces, credit display. balls per gama, maich featura, high gomo foalro, spocial award and
meiody are seleciable by maas of tha swichos. Tho SwAches aro contained in fcurséxoen

Jead packages rumbered 51-8, 5818, 517-24 and 52532 for easy Kentificaton. The “ON"
Credits/Cain Adjustments:

mwwwmum

kS
"

H s
u* OFF OFF  Sama s Con Chuds #1 Setings.
BREE H
gERE =
ERf =

.
OFF ON OFF ON Con
g EES i
TRAD 0=

;
EEEL HE
fxge s
g G be
ghde b=
ON ON OFF ON 131 Goin
gfes o=
ON ON ON ON  151Cain

e, e

s-uus-um..mudnnu T ot e ek e e Soukis o b

CREDITS/COIN ADJUSTMENTS
com CHUTE SwITCHES

#1 MINGE SI0E| e

R ., A8 Al

o o om oer

oFF

S ooy oer
o

9%939%9%259%9%2%0% 3084803 .

2

999999999999990033332233838
= 99999999%399999900000222%%%
2999993%9299%%%39999333%0929
2999299%929%00%3993%93%%29%%

FEVE

1572 COmS*




ll-lxl"llll CREDITS:

the number of games thal can be accumulated

by coining, by winning lupln's both. The maximum numbes of credils is sslectable by means of
switches 25 and 26. lecrﬂll limits are available. Switch settings are isted below.
MAXIMUM SWITCHES
CREDITS 26 25
10 OFF  OFF
15 OFF ON
25 ON  OFF
40 ON ON
BALLS PER GAME: # BALLS/GAME SWITCH 31
5 ON
3 OFF
MATCH FEATURE:

awarded. The Match feature creates an incentive 1o play.

MATCH SWITCH28
ON
OFF OFF
CREDIT DISPLAY: CREDITS DISPLAYED swiTcHz?
OFF
HIGH SCORE FEATURE:
T Froe the . Sea Front
Door Game Adjustments
A SWITCH? SWITCHE
REPLAY ON ON
EXTRABALL oh OFF
NO AWARD OFF OFF

HIGH SCORE TO DATE OR OVER 1,000,000 SCORE FEATURE:

The gamels designedi award rss games as anopton gh scorstodala s beat o player exceeds
1 1. This
score is displayed on all 4 playor score displays at the end of each game as an incentive 10 play.
FRecommendad setting is underiined,

HIGH SCORE TO DATE FEATURE  SWITCH22 SWITCHZ1
OFF OFF

No Award

One Credit OFF ON

Two Credits ON OFF

Three Credits ON ON
., and they

for appropriate




#1162 DOLLY PARTON

WUNDOFTION
hﬁnbnudhmuummhamwrumwngmw. #tc. The tunos are
salings a5 shown below
so8 OFF OFF oN ON
s30 OFF ON OFF ON

POWER UP NOISE NOISE NOISE NOISE
COIN i) NOISE NOIS NOISE NOISE
COIN (WITH CREDIT) NOISE NOISE NOISE NOISE

X NOISE NOISE NOISE CHIME
SCORE (10,100, 1K) CHIME CHIME NOISE CHIME
SCORE CHIME NOISE NOISE CHIME
REPLAY GREDIT KNOCKER ~ KNOCKER  KNOCKER
TILT ISE NOISE NOISE
OUTHOLE CHIME CHIME CHIME CHIME
GAME OVER NOISE NOISE NOISE NOISE
GAMEFEATUREOPTIONS:
Smuul I'i:psrhndur lane adjustment:

SW.B ON  Saucer 5,000 and fiper feeder lanes on at start of game.
mnmmama SW.8 OFF s.uwrsooomum:nm . LeMt Nipper feeder
‘after making DOLLY PARTON.

e L ey i

SW.14ON  Hitting drop target spots it eaucar letter.
Qrmmmm SW. 14 OFF Hitting drop target does not spot letter

Liveral SWISON  Alitleftor right outiane Special not made will be recalled
for next ball,
Consorvative  SW.150FF AR ah o ight outlne Spacial ot made il not ba

Lot and right outiane special fto
Liberal W 1600 Making DOLLY PARTON ftes both spscials.
Conservatve Making DOLLY PARTON ftes left special,
2%, 3% 5% Bonus mutiplerrecl acusiment
SW 230N 2X, 3X, or 5X Ift bonus will be recalied for next ball
Comervetie  SWEAOTF 2,3 or X bons il ot b mcalied for e bl
mmmmmwwq ment:
Conservative  SW.24OFF  Hitting 4 drop targes ites extra bl only.

22000, 44,000 riht and left cutene specil adfusiment
Making 22,000 ites loft special.
ﬂnmuvm s\ﬂmn# Making 44,000 Iftes right special.




C. FRONT DOOR GAME ADJUSTMENTS

High Score Feature Adjustments:

The gamu is designed lo award an extra ball Eoﬂ.imi or a free gim! at each of three score
levels are on the the game.

0,00010.890, , as desired. s or 00)
myuralialmalavals‘ilmimd

1. Push Sl (See Figure Il

six times or until o1 the ‘Match/Ballin Piay’ display.

2. The number on the Mumnwsmmmrltwnmmw it
desired,
and deprass and relgase the Sell-Test button. Aelease tha credit hmnnvmanhedeslrad
number appears. Note that the level changes 10,000 points at a time. If tha number 00 is
left on tha displays, the high score feature is eliminated for that level.
3. Repeatsteps 1 and 2 for the second and third score levels. The identification numbers
‘02 and ‘03’ on the Match/Ball in Play display are for the second and third levels.
respectively.

High Score to Date and 1,000,000 Feature:

The game is designed to award free games when ‘High Score 1o Dale’ is beat, or i the player
exceads 1,000,000 points.

Itis recammended that the level, which wil buiki with piay, be periadically reset un-elamry
play. The

Y.
ig Steps 1and2.
number ‘04" the in Play’ asptaynndmdusteoz
Any level rom 00’ 10,990,000 can b sat as described. |t 5 1o ba noted that ‘00’ does NOT tum
High Tha feature is tumed off by positioning swiches

¢ Bk Bx

S Figam 1




#1162 DOLLY PARTON

RUBBER PARTS
RS2 % Dia.
REZI4 2 Dia.
| R5213 oa i
. R8Z12 1" Dia. El
| 4083 A
R4S Dia.
PANEL TOP PARTS
. Arch Rl wiTe
Rail Post 907,
Rl Post co00
Soooter o PE5935
gt
Ball Gate AlTS13
§ Rmerhe e MSERTS
PHe RS
2. Thumpor Cap AITI385
3. Thumper Cap AITI356
5 &‘::“" ASE-2250-T2
. Ball Gate & Wire 024
Sl Ry 3t
. Ball Guide Wire szt
- Belove Wi Bt ASE-2806 (5)
! Ball Guide Wire M12143
8all Gaide Wire W1Z144
Sutr Wins wmam
 Gutnol Wi o ASEINED1
. Shoolar Lans Hood
. Ball Guide Wire MZ134(2)
Minnipost Assy (3)
CONS.—Conservaiive
MED. _Madium
UB. —Libersl




280 PLAYER

VOLTAGE REGULATOR
SOLENOID DRIVER ASSY.

| — soump assy.

MATCH £ BALL -
1M PLAY

aTH PLATER

90 PLAYER

sELF TEST
BUTTON

GREDIT

FRONT Do0R

sLaw
- swiren

PLAMR BOR TILT

INCLINED TILT

FIGURE III. ELECTRONIC PIN BALL MACHINE
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RECOMMENDED

Instruction, Score Gards and High Score Feature settings
1o ba usad on DOLLY PARTON #1162-E.

3BALL S-BALL
REPLAYS REPLAYS
Instruction Card W-1508-85-E Instruction Card M-1508-85-TT
M-1508-85-8 Soore Card M-1508-85-A
1 Replay at 260,000 1 opiay a1 320,000
1 Replay at 500,000 1 Replay at 560,000
EXTRA BALL EXTRA BALL
osbuction Card * F F
M-1506-85-MM  Score Card M-1508-85-NN
|Ema|||umome 1 Exira Ball a1 270,000
1 Exira Ball ai 480,000 1 Extra Ball a1 510,000
1 Extra Bal at 700,000 1 Exira Ball a1 730,000
{al in
ADDITIONAL CARDS
EXTRA BALL
M-1508-H 120,000 380,000 M-1508-MM 240,000 480,000 700,000
M-1508-1 140,000 380,000 M-1508-NN 270,000 510,000 730,000
M-1508-J 180,000 400,000 M-1508-00 300,000 540,000 760,000
M-1508-K 180,000 420,000 M-1508-PP 330,000 570,000 790,000
W-1506-L 200,000 440,000 M-1508-00 360,000 600,000 820,000
M-1508-M 220,000 460,000 M-1508-RR 390,000 630,000 850,000
M-1508-N 240,000 480,000 M-1508-88 420,000 B80,000 880,000
M1 260,000 500,000
M-1508-F 000 520,000 Instruction Card, Novalty
M-1508-0 300,000 540, M-1508-85-G
M-1506-7 520,000 560,000 M-1508-85-UU
M-1508-8 340,000 580,000 M-1508-85-VV
M-1508-T 380,000 600, M-1508-85-WW
M-1508-U 380,000 620,000 M-1508-85-XX
M-1508-V 400,000 640,000 M-1508-85-YY
M-1508-W 420,000 660,000 M-1508-86-22
M-1508-X 440,000 880,000
M-1508-Y 460,000 700,000 BLANKS (3)

M-1508-AA 140,000 430,000 580,000 High game to date recommendad lavels;
(rese! periodically)

SBALL 580,000
M-1508-DD 200,000 480,000 640,000 SBALL 640,000




#1162-E DOLLY PARTON
SETTINGS

RECOMMENDED
SPECIAL: REPLAY JBALL 5BALL
SWE ON
SW7 ON

Saucer and fippar feeder lene SW8 ON  OFF
Drop targets spotling SW14 ON  ON
Left & right outlane special recall SW15 OFF OFF
Lett & right outlane special iite SWi8 OFF  OFF
2X, 3X, 5X bonus SW23 ON  OFF
Drop target extra ball & &l S5W24 ON OFF
22,000, 44,000 right & let outiane spoc. SW32 ON  OFF
™ ch

3BALL SBALL
REPLAY
Instruction Card M-1508-85-E M-1508-85-TT
Soore Card M-1508-85-8 M-1508-85-A
Major Mode SW B, 7,0N SW.6,7,0M
Maich SW 280N SW 280N
High Soore to Dats SW.21,22,0N SW.21,22,0N
Instruction Card M-1508-85-F M-1508-85-F
Soore Card M-1508:85-Bw/mm  M-1508-85-A w/nn
Major Mods SW.BOFF SW BOFF

SW.7ON |

SW 280FF SW. 28 OFF
High Score to Date SW 21, 220FF SW. 21,22 OFF
NOVELTY
Instruction Card M-1508-85-G M-1508-85-G
Major Mods SW.B, 7 OFF SW.8, 7OFF
Match SW. 28 OFF SW. 28/
High Score to Date SW 21,220FF SW. 21,22 OFF



Vill. ROUTINE MAINTENANCE ON LOCATION:

Sell-Test routines are wrilten into the game design. They are particularly useful for routing
maintenance. The tests are described balow. The firs! lest is automatic and occurs on
Powar-up. This fest causos the MU moduls A4 o examine mmodwum Saven flashes m‘
anLED
10 ‘swarcksa’ sach of e orher Modkles in such a wy as fo maka el r‘un,,ﬂm,, pickuiing
See Figure il and Page il

It is recommended that these lests be used several times & week to check out the games.
belore play I faulls are discovered, they may be corrocted on location if the operator has a
stock of replacement modules. See “Tauble Shooting on Location:”

MPU Module Sell-Test:

Al power on, the LED on the MPU module flashes once. (Flicker-Flash). After a pause, it
flashes six mare fimes and Goes out. A power-up lune s played to announce gama readiness
Thb indicates propar MPU operating condition and successful completion of the power-up

nnm s-n-ulqnnmen.u

initiates the Selt-Test routine. See Figures Il
and (2 .Au switched lamps fiash off and on lxmlmuc\usly
Test butto gt to cycle from O thru
Fy an repeat continuously

3. 10 b0 energized, 5
in & continuous sequence. Hold both flipper butions in’ during this test. The number
vl 4

The sound of a solenoid pulling-in as a number appears indicates proper operation. The
absence ol sound is improper, If sound Is absent, 5o Page 17 for help in Solenoid
identification

4. Pressing Self-Test button again causes the sound module 1o play the *Game Over” tune

repeatedly.

& Pressing e Sl Te button again causas the MP 0 ssarch ach swih assombl or
stuck contacts. If any are found, the number of the first set encountered is flashed on the

Player Scare displays. The number remains until the faul ks cloared. See Page 17 for help in

Stuck Switch identification. Other numbers may tollow if more stuck contacts are present. It

there are no stuck swilches, the Match/Ball i Play display flashes 0"

5. e 141

Fotmare

previously uptest.
rapid @xit to power-up, furh the game ol then on. The game is now ready to play.
Afior successful complotion of the Self Diagnastic Test procedure, set the game up for play.
Exercise sach rollover, thumper-bumper, slingshol, elc., by hand unti sach swiich assambly

business card or pieco of paper and wiping unii ey wdoa loan: Fagep. M necessary >
1/16°. Do not burnish or file Gold Plated Switch Contact:
IX. TROUBLESHOOQTING ON I.OCA'HON

The game Is designed to make troubleshoating easy. Several simple procedures are given
heren that cover the greates! percentage of game failures. Thay are written for an operatar on
location and require module replacement. (See Figure I1f) Symploms and the action lo be
taker,ar0 given for 0ach 9 of proble.
Hh proced
Procedures are available from Bally. e parm Listfor ordaring Inormaion.

1



FIGURE IV SELF DIAGNOSTIC TEST

AOUTINE
MAINTENANCE CHECK

no SEE SYMPTOM #1 PADE 15

SEE SYMPTOM 2. PAGE 15

SEE SYMPTOM 3. PAGE 1S

SEE SYMPTOM #4 PAGE 16

@ | PAISS sELETESTBUTION (ACAN)

LUK SWTCH MUMBER 15 FLASHED ON PLAYER
OO DS A AN 0 . THOUBLE OO

Son g 17.

“HOLD FLIPPER BUTTONS I OUAIG TEST




14)

a8)

SYMPTOM: Gama does not piay power-un tune when pawer is tumed on. General
liumination is present

ACTION: &) Tum power OFF opun back box, Locate light emitling diode (LED)
‘an MPU module
B) Tum Power GN‘ LED must flash 7X to indicale that module Ad is
\good. Correct flash sequance is flicker/flash-pause-and then six more
flashes and LED goes out.
€. 1 LED does not come an, or daes not fiash, or flashes, but kess than
7X. tum off power. Replace MPU module A4,

CAUTION: Replacement MRU Module must have same Part Number or incor-
rect operation will result! See Parts List for MPU Madule Part
Tum power ON.
D) Hgame s correct, i!lsncmmdylurplq Il game Is not correct, refor
1o Modula Repiacement procedure. (See Parts List)

SYMPTOM: Notall feaiura lamps bght during game play.

ACTION:  A) With power ON, open front door. Press button (Seli-Test switch)
onca. If the game s correct, all feature lamps flash ON and OFF.
B) Carelully raise playfieid o open back box to gain aceess to lamps
€) Replace bulbs that do not flash.
D) Ifgame is correct, it is now ready for play.
a llgammnmmm turn power OFF, Replace Lamp Driver Module:

furn power ON and repeat A

Fl Ioﬂmslswmx:l i is now ready for play*
G) 1 game is. not carrect, tum power OFF. nuplau MPU module A4,
See CAUTION, 1C. Tmmromwmpa
H) I refer
o Module Fleplaoemanl proceduro, (Soo Pars Lis )

SYMPTOM: One or some swilched lamps always ON.

ACTION:  Repeat 2AA. AB. AE. and AF and, it necessary AG & AH.

SYMPTOM: Displuy digits improper on one or several, but less than all Display

Driver module(s), A1, impropar: One or several segments always OFF,

digits mottled or several segments or digit(s) aMuys ON.

ACTION: &) With power ON, opan front door. Press button (Self-Test switch)
twice. If the game is correct, aach digit on each Display Driver Module A1
(5 used/game) displays the count 1-8 and O continuously in all & digit
positions. Note delective Display Driver modules,
B) Turn power OFF.
GAUTION: High Valtage is supplied to the Display Driver
A1, from the Solenoid Driver/ quulmn uoqun.uwman
seconds for High Voltage io Bleed Off.
©) Raplace Display Driver modulefs) A1, Turn power ON Repeat A
D) I gama s correct, It is now ready to play” if game is not carrect, refer
to Module Replacement procedure, (See Parts List )

OM: (allfive display Driver

ahways on or ofr segmentis) always on o of, al displays

ACTION:  A) Repeal 3AA, and AB.

B) Replace MPU module Ad. See CAUTION NOTE, 1C. Tum power
ON Repeat A



)

an)

n

©) It gama is comeet, it is now ready 1o play” If game is nat comect, refer o
Wodule (See Parts List)
SYMPTON: Onie or several displays always off.
ACTION:  A) Do3AA, AB, AC, and AD.
) Repeat 388 and BC, f necessary.

AcTION: ) W mmm.upmlmm}mmm(mmm;m

n) ¥ gama was coruct coch woukd be enerized. A
mmumnmwhmmw

enhcuon Beie, Page 17 ar Fure V.

©) Camtully i mw»mwmwmmm

Mwmm F. Inspect the:

o) l-uamnmmunnmsmu-m
ready for piay- If solenoid wiring was comect, turn|

£ he mwm.-wwmun suw.mcm

) nanm.una M gar L
‘comed, tum OFF.

g am
‘subject to damage. Limit ing 1o ono minule with power ON,
fallowed by five minutes with power OFF. Repeal as necessary. Replace
ACTION: Do 4AA, AB, AE, AF, AG, AH and If nocessary, Al and AJ
s\'lwmnm

Smes
qmvumwwmcm—

©) If comect, sound wil bo heard. lmwmwm
ok Ut e ek 1

L M incormect,

svmmlmwam:d_mm
ACTION: |mmmwmmmw@whm1m

qnmmnmmwnmmmumu a
rumber appears on the Player Score displays,
Shcaton oo, Page 17 and Figrm V.

wmmmmm ¥ the contacts am 'Suc:
mmmns- mmmw&mﬁman
mhmummum It game is nat cormect, urn the

o mummuu a-cAuTmNo‘rzt C.
ALB .
s e o P,
SYMPTOM: Garme biows fuse(s) rapoatedy
ACTION:  Sea Modula Repiacemen Procedure. F.O. 560

L e O 8y OFF s o O



GAME # 1162 DOLLY PARTON (figure V)
SOLENOID IDENTIFICATION TABLE

Self- Self-
Test# SOLENOID IDENTIFICATION Test # SOLENOID IDENTIFICATION
01 QUTHOLE KICKER 08 LEFTSLINGSHOT
02 KNOCKER 09  DROP TARGET RESET
03 LEFT THUMPER BUMPER 10 COIN LOCKOUT DOOR
04 BOTTOM THUMPER BUMPER 11 Ki RELAY (fipper anabie)
05 TOP THUMPER BUMPER
06  PARTON SAUCER
07 RIGHT SLINGSHOT
‘SWITCH ASSEMBLY SELF-TEST DISPLAY NUMBERS
Selt- Selt-
Test# SWITCH DESCRIPTION Test # SWITCH DESCRIPTION
01 DROP TARGET 5X 21 FLIP/FEED LANE
02 DROP TARGET aX 22 FLIP/FEED LANE
03 DROP TARGET 2X 23 FT OUTLANE
04  FIRST DROP TARGET 24 PARTON SAUGER
05 SUPERSTAR TARGET 25
06  CREDIT BUTTON 26
07 TLT (3 27
o8 28 Y TARGET
i COIN ucw;gq.s) 31
12 32
13 33
4 34 5)
15 3 A
16 s 36
17 SPINNE! a7
18 a8 R BUMPER
19 WHITE 500 POINT TARGET 33 BOTTOM THUMPER BUMPER
20 RIGHT OUTLANE 40 LEFT THUMPER BUMPER

NOTE: SLINGSHOT & THUMPER BUMPER COILS
WILL BE ENERGIZED WHEN SWITCH IS MADE.



#1162 DOLLY PARTON

10,11, 16

IDENTIFICATION NUMBERS.
NOTE:  CABINET: 07, 16
DOOR: 06, 09,

() INDICATES SWITCH ASSEMBLY

FIGURE V.



ASSEMBLY ADJUSTMENTS:

GENERAL:

All switch assemblies consist of leal springs, contacts, separators, plastic tubing and screws
10 hold them to the mounting surface. Before atlempling lo adjust a swilch assembly, make
sure that these screws are tight. If not, tighten screw closest to the contact end of the leaf
spring first. This will prevent the assembly from being secured in such a manner that the leafl
springs tend to fan out. In general, all leaf springs are adjusled for a 1/16" gap in the open
[pasition and .010" overtravel or wipe in the closed position. All contacts should be in good
condition. Unless otherwise instructed, they should be dry or non-ubricated. All contacts
should be free of dust and dirt. Cantacts, with the exception of the l'||ppea button switch

. Filing or

ages corrosion. Clean by closing the contacts over a clean plsmarpaper (eg a business
card) and wiping gently until the contacts are clean. For the flipper buttan switch assemblies
ONLY: Tarnish can be removed with a contact file followed by a bumishing tool. Severely
pitted contacts must be replaced as an assembly. In general, contacts need be cleaned or
replaced and adjusted only when they are found 10 be a source of game malfunction.

X. SERVICE PARTS:

A parts catalogue is available upon request. The catalogue is illustrated and lists all raulace-
ment parts for each game manuactured by Bally. Requests should be addressed to:

BALLY MANUFACTURING CORPORATION

2640 WEST BELMONT AVENUE

CHICAGO, ILLINOIS 60618

ATTN: PARTS DEPARTMENT

SERVICE HINTS:

The Bally playfield has an improved tuff-coat finish with excellent maarmg gmpames s lile
expectance, as well as play appeal, can b

DO: Bally recommands you clean your playliold with Wildcat #125 (Wilicat Chermical Co.,
1333 W. Seminary Drive, F1. Worth, Texas 76115). Wiidcat #125 is a combination cleaner and
polish. Bally has tried and tested this product and found it 1o be vary effective. If Wildcat # 125
18 nol avaiable, Bally suggests you ask your Distributor to order it Inspect and hand polish the
ball Achipped It can ruin the finish on the playfieid ina
short period of time.

DON'T: Use waler in large quantities, highly caustic cleaners, abrasive cleaners or cieaning
pads on the playfield. Do not allow a wax or polish bulkd up. Waxes yellow with age and spoil
play appeal




XI. PARTS LIST

#1162-E DOLLY PARTON

MISCELLANEOUS PART NUMBER
Translormer (Domestic or Export) . ereien E-1224425
BUIbS, #44 | .. (o o 3 .o E-126-22
Fuse, 1 Amp. 3 A6 Siow Blow (Playfield Solenoid Protection) ............. E-133-44
ASSEMBLY COILS

i LOCKOU .. ... .
Flipper (2) ........
KNODKBE , . .0 s va s aves
Quihole Kicker

nmmpursumpsr (3)
hot (2)

PLAYFIELD PARTS Soe Figure I
MODULES ,

Lamp Driver AS .......... . AS-2518-23
Display Driver A1 (5 used) . .. AS-2518-21

Solenoid Driver/Voltage nngmm A3 AS-2518-22

MPUA4 . - AS-296212

Transformer & Recter AZ AS-2877-1
Ractifier Board (Part of A2 AS-2518-18

Sound S AS-28884

REPAIRS PROCEDURES/AIDS

Moduie & Component RBPIACAMENE . ... ........ccuceeanseeraiesniins FO560-1

AID (Assistance in Diagnostics)

e e T AR i RS S i B KIT #485-1

MODULE COMPONENTS

SEE MODULE PARTSLIST

MODULE COMPONENT STARTER KITS

Kit #490— For Rectifier Board (Part of A2)

Kit #503— For MPU Board A4 (Less Memory U1-UB)
Kit #482—For Solenoid Driver/ Voitage Regulalor A3
Kit #493—For Display Driver A1

Kit #494—For Lamp Drivar AS

Kit #518—For Sound AB




AS:2518:35 MPU MODULE
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A4: MPU MODULE

80
8
NOTE1:

COMPONENT PARTS LIST
REFERENCE BALLY
DESIGNATION PART # DESCRIPTION
‘Ad (seenote 1) AS-2962-12 MPU Module Complete.
A4 (see note 2) AS-2518-35 MPU Mndull Iall Program
Memory, U1-6 inc!

See Schematic Rnsl.!lnrb,ﬂulchlm!ll: for value
C14,C15 E-00586-0067 470 PFD, Tkv
ci8 E-00586-0088
cm E-00586-0081

E-00586-0073
C&CBC“! 017 ce1 E-00586-0085 FD, 25V

E-00586-0083 Cipicllﬂl 470 PFD, 50V
C‘l—c:ﬂ G?ﬂ C33-C40 E-00586-0082 Gapacitor, 380 PFD, 50V
1,62, CBC77 E-00586-0084 Capacitor, BZGPFD W\'
c3z2 E-D0586-0077 Capacitor, 3000 Pl
Q5 E-00585-0023 Transistor PNF(MPS JTUZ]
Q1,02 E-00585-0031 Transistor (2N 3804)

CRa4 E-00587-0006
CR1-CR7,CR11-CR43,  E-00587-0014
CR45-CR49

uz0

Ui4,u18

U185

uis

w7

ua
BT1,B72,BT3

Diode (IN4004)

Diode (IN4148)

LED (Green)

Diode Zener (8.2V, INS538)
Inductor, 22 Micro Hy.
Timer

Quad 2 Input (4011)

MPU | C. (6800)

PIALC. (8820)

RAM I.C. (6810)

HEX Buffer 1.G. {145028)

HEX Inverter (40498)

Quad Memory Drive (MC3458L)
Dual 19602)

51-58,59-516,517-524,  E-00677
S25532

J2
H
43,45
Ja
485

EOUTlS-OO:Zl

Quad 2Inputs (7ALOON)
RAM (CMOS, PS101L-3)
Battery

Push & Butlnn Switch

24 Pin Socket
40 Pin Socket
22 Pin Sockel
15 Pin Water Connector
28 Pin Water Connector
16 Pin Watfer Connector

_ 19 Pin Wafer Connector

17 Pin Wafer Connector

thn G For example, AS-2862-0: LOST WORLD, AS-2862-2. SIX MILLION I:DI.A.AH

A&m) KISS, AS-2982-
TROTTERS,

NOTE2:
O

AS-2962-3 LA

AS-2982-4 NCEIAN ASSIRE SUERIONICIS tied

GROOND EUAKER, AS 2063.10 HARLEM GLOBE.

AS-2962-12: D(JU.YPAH'FDN

‘stamped an chip.




AS-2518-23 LAMP DRIVER MODULE
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AAS5: LAMP DRIVER MODULE
COMPONENT PARTS LIST
BALLY
e A -
A5 AS-2518-23 Lamp Driver Module, Compieta
RT1-RTE E-00105-242 Resistor, 20ku, 5%, W
R1-R80, R70 E-00108-0237 Resistor, 2k, 6%, W
Nl-ﬁ“ E-00105-0256 r, 2. 2Mo, YW
E-00586-0085 Capacitor, .01 MFD, 500V

Ml’ Q11-Q14, Q18-Q21, E-D0S85-0014 SCR, 2N5060

5-Q32, G36-Q36,
MQM“

.

Q1-03,08-010,Q15-Q17, E-00565-0029 SCR, MCR106-1
Q 033-035,
040-042, Q47-049,
054-058
ut-us E-00620-0037 1.C., Decoder, II5MB
Ja,43 E-00715-0004 i!F\ ‘Wal r w
g4 E-00715-0024
Jz2 E-00715-0014 N F\nw-llfﬂllﬂnclﬂr
TP1,TP2,TP3 P Test Clip.



AS-2518-21 DISPLAY DRIVER MODULE
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A1: DISPLAY DRIVER MODULE

COMPONENT PARTS LIST
'REFERENCE BALLY
TEM__aTY, DESIGNATION PART 4 DESCRIFTION
1 1 P-2048-206 P.C. Board, M-645-302
a 7 A1, mﬁ l’|~q“l1 R E-105-228 Resistor, 100K
& 11 RARGRIBAIRZ. G022 Reiator, 300K £
A2, mm‘ A3, A37,
s, <8 :::.lw. RS, A4GRAT 105220 Resistor@1k o
8 7 RIARISRITAIGA,  E105228  Resistor, 15K0O
77 RpRARZRNAY,  E105230 ResiskorkO
‘R32, R33
8 1 Lo E-105-231 Resistor, 39K O
9 1 A E052m Resistor, 2406 0
10
1 1 . E-506-65 Gapasitor, 01 MFD, 500V
W5 Grosoeomonon  Esse Tranaistor (2N5401)
14 13 01,02,03,0405,08 E58533 Transistor (MPS-Ad2)
013, Q4, 1, 018, 17,
o180t
1 1 VA £587 Zaner Diode, 110V
W10 E-82036 1. Dacoder
18
IR e T Ens34 0 Pin Wafer Pin Connector
= 1 st E-580 Digital el
2 2 M-1836 ll-Lo Scrow, W/
8 230 splay Mounting (Tog)
4 1 P-2380-1 iaplay Mourting (Bottorn)
% 6 ALRARGRLAIORIZ  E105-280 Resisior, 22K 1
o 6 :&,Nﬂ R51, RS2, AS3, E-105-242 Resistor, 20K (1
£ As Wire Jumper
Raqd
SRR al £566-85 Capacitor, 01 MFD, 25V

HOTE: INTERCHANGEAGLE WITH AS-251818



AS-2518-22 SOLENOID DRIVER/VOLTAGE REGULATOR MODULE
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NOTE: INTERCHANGEABLE WITH AS-2518-16



A3: SOLENOID DRIVER/VOLTAGE REGULATOR MODULE

COMPONENT PARTS LIST
BALLY
ITEM PART # DESCRIPTION
1 AS-2518-22 Solenaid Driver/Voliage
Regulator Module, Complete
314 naslmn See Schematic for
15 E-D0539-0014 Pm :umm) st
17 E-00586-0014  Capacitol D, 20V
18 E-00586-0050  Capacil GDMFD 350V
19 E-00585-0063  Capacitor, 2 MFD @ 25V
20 c23 E-00586-0062  Capacitor, 11700 MFD, 20V
21 C1-C8, C11-C21 E-00586-0064 MFD,
22 ©27, G268 E ,
24 E-00146-0795  Relay, Printed Cirouit
25 E-00585-0034  Transistor, SEG302
2 E-00585-0041  Transistor, 2N3440
ar E-00585-0042  Transistor, 2N3584
28 E-00710 +5V Regulator, LAS1405 or
7BHOSKG or LM323K
30 E-00587-0015  Diode (IN4004)
at E-00586-0010  Diode, Zener 140V, IN5275A
] E-00681 LC. Transistor Array,
34 E-00620-003¢  1.C. Binary to 1/16 Dwuder.
74L154
36 E-00582-0002°  Relay Socket
a7 M-1839* Relay Holder
a9 E Heat Sink, TOS
40 E-00582-0001 it Sink, T
4 Heat Sink, TOS Case
42 E-007156-0038 15 Pin Water Connector
43 E-00715-0016 12 Pin Wafer Connector
44 715-0020 25 Pin Wafer Gonnector
45 E-00715-0033 9 Pin Water Connctor
55 -1 Shiald-Plexiglass
59 E-00148-0021  Fuse Clips
80 E-00133-0029 Fuse 8 AG-3/16 Amp.
23 E-00586-0085  Capaitor, .01 MFD, 25V

*USED WITH ITEM 24, E-00146-0791, PLUG IN RELAY ONLY'



A2: POWER TRANSFORMER MODULE

COMPONENT PARTS LIST
REFERENCE BALLY
ITEM DESIGNATION PART # DESCRIPTION

[} Az AS-2877-1 Power Transformer Module,
Complste

1 AS-2518-18 Rectifier Board Assembly

4 W-1829-2a Circuit Board Suppor! (4 Req'd.)

8 E-00122.0125c  Transformer 120/240V,
50/60 Hz

1 P-2602b. P.C.B Cover

M-1834 Heat Sink Compound

27



AS-2518-18 RECTIFIER BOARD ASSEMBLY

(]

RECTIFIER Bpl:nAﬂD ASSEMBLY
A2: POWER TR&NSF%’RHEFI MODULE
COMPONENT PARTS LIST

REFERENCE BALLY
TEM DESIGNATION PART #. DESCRIPTION
1 PIOA2 AS-2518-18 Rectifier Board Assembly.
3 R1 E-00104-0092 Resistor, 10%, 600 Ohm. 10W
4 R2 E-DD104-0091  Resisior, 25 Chm, SW
5 R3 E-00105-0226 Resistor, 5%, 100K Ohm, W
7 VR1 E-00623 L
9 CR1, CR2. CA3, CR4 E-DDS87-0006  Diodke (IN4004)
12 BR1.BA2, BI E-00602- Rectifier (V.J248 VARO)
o F1 E-D0133-0010  Fuse, 10A.32V,
15 E-00133-0028  Fuse, 3/4A, 250V, 3AG.
18 F3 E-DD133-0004  Fuse, 4,32V, 3AG
17 Fa -00 Fuse, S5A. 32V, 3AG
18 F5 E-0D133-0027  Fuse, 20A 32V, 3AG
18 F& E-DD133-0024  Fuse,3A,3AG,SH.
21 E: Test Point
22 a1, E00715-0032  8Pin Cannactor
23 d2.03 E-00715-0034 10 Pin Waler Connector
25 E-00148-0021  Fuse
26 E-00148-0022 Fuse Clips



AB: SOUND MODULE

COMPONENT PARTS LIST
REFERENCE BALLY
ITEM DESIGNATION PART # DESCRIPTION
1 A8 (see note 1) AS-2088-4 PWE Module Complete—
2 J E-00715-0088 15 Pin Connector
a E-00715-0026 2 Pin Conneclor
4 TP1-TPS P-05399 Test Clip
5 A1, R31 E-00105-023%  Resistor 1WW 5% 4.7K
6 R2, *A28 E-00105-0281  Resistor VW 5% 15K
7 A3 E-D0105-0263  Resistor YW 5% 47K
8 R4 E-00105-0257  Resisior YW 5% 3.9K
9 R5,RG,RY,R17,A19,R20, E-00105-0185  Resistor 1aW 5% 10K
R23, A25, A28, R27, R3D,
Ra7, R38
10 R10 E-00105-0248  Resistor W 5% 150K
n RA11,R12,A14 E-
12 R13
13 RAi5
1 RA16
15, Rig
16 R8 W 5% 2.
17 R21 E-00105-0246  Resistor W 5% 110K
18 R22 E-00105-0286 Resistor 1W 47K
19 A24 E-00105-0210  Resistor KW 5% 27K
20 A7 E-D0105-0289  Resislor W 5% 1.1K
21 R35 E-00105-0228 Hulalur V-W S‘fc 9.1K
22 R385 E-00104-0095 £l
23 RAT2 RT3 E-00599-0015 m,w BIB, 10K
24 €1.C10 Cap., Disc. 100PF 1000V
25 €14,C15,C18 E-00586-0085  Cap., 0IMFD 25V
26 cr.c3 E-00586-0087  Gap.. Disc. 02MFD 500V
27 gm.m.os.us. C16,C21, E-00586-0088  Cap., Disc. OSMFD 16V
Ce2
28 C4.C12
29 ©8,G11,023
30 c6
31 c13
32 C17
3 Qi (TIP 29)
34 G2, 03 (2N 3504)
35 CR1, CR2 (1N 4148) E-00587-0014  Diode
36 CR3 (1N 4004) E-00587-0015  Diode
37 CA4 (1N 5245) E-00598-0016  Diode, Zener
38 Ut, U8 (MC 140498) E-00620-0033  Hex Inverter (1.C)
39 U4, Us (MC HSZSB) E-00520-0044  Programmabie 4 Bit Counter
40 U2 (MC 140428) E-00620-0045 Quad. Laich
41 7 0-0004  Timer LC.
a2 Ua (LM 741) E-00620-0047  Operafional Amp.
43 U10 (LM 380N E-00620-0048  Audio Amplifier
4 U11(85183) E-00520-0046 4 Bit Bi
45 E-0058¢ Cap., Disc. 002
46 AB (see note 2) AS-2518-50 PWE Module Less Program
47 ForQ1 E-00682-0008  Heatsink

NOTE 1: When ordaring spacity name of gama.
NOTE2:
“Removed A28, G22 for AS-2888-4




AS-2518-50 SOUND MODULE
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ATTACHMENT li: INSTRUCTION MANLIAL
Female insulation re used in These
connectors can be identified by the side entry of the leadsandwme\rblack plastic covers.
The mating, white, male connectors on the Sound, Solenoid Driver and Transformer modules.

have .156” center to center spacing. Two pin lengths are in use. This, and all current games
have a 450" length. Older games have a . Wbﬂgm

Dy icing, whan p with &
640" pin length:

1. Hold he female connector parallel o the module surface.

2. Garefully abgn ings in the female with

3. Mate the connector set firmy but gantly whils maintaining the parallel relationship.

4, As resistance is encountered, wpwngm An air gap of about .150" between the
male and is normal

CAUTION: 1t is not nocssarywm 1o force the female connector further onio the
male pins. Doing 50 may cause an intermittent connection.

insulation
1. Follow steps 1-4 above, bul—

2. Disregard the CAUTION note. Also, no air gap exists between the connector pair on lotal
engagement.

with a 450" pin length:



