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Jumper Charts _
Display W1 w2z
In Ot
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Solenoid Table
lons Salenocid Part Number
Sol. Function Solenoid Wire Connact ?::;‘:: Flashlamp Type
No. Type | Color Playfield - Insert - Hood
g1 Ball Shooter High Power | Vie-Brn [ J130-1 Qe |AE-23-800
02 | Calapul High Power | Vio-Red { 130-2 Q80 |AL-23-800
03 Ball Popper High Powear | Vio-Org J£130-4 e AE-34-900
04 i High Power | Vio-Yael J130-8 Qre JAE-27-1200
05 Right Sting High Powar Vio-Grn H30-8 064 | AE-27-1200
08 Lelt Gats High Power | Vio-Blu | J130-7 086 | A-14406
07 Knocker High Power | VioBlk | J1308 Qe8| AE-23-800
08 Sackbox Fish High Powsr | Vio-Gry J190-8 Q70 | AE-23-800
09 | Quihole Low Power | Bm-Blk | J127.9 Qs8 | AE-27-1200
1} Ball Rel Low Power | Brn-Red | J127-3 Q56 | AE-P6-1200
11 Eject Hole Low Power | Bm-Org | J127.4 Q54 | AE-26-1200
12 Drop Target Up Low Power | Bro-Yel | J127.5 AE-26-1200
13 Drop Target Down Low Power | Bm-Gm | (1276 Qo0 ISM1-26600 2 0 0 |
14 | Loft st Bumper LowPower | Bm-Blu | Jy27.7 Qa8 | AE-268-1200
15 LowPower | BmwWio | J127.8 Q48 [AE-28-1200
18 Aight Jet Bumpar Low Power | Bm-Gry | J127-9 Q44 | AE-26-1200
17 | Jackpl Flasher Flashor | BlkeBn | J1261 O4p [iPL¥GOE |
18 Super Jackpot Flagher | Flasher Bik-Aed | J126-2 Q40 | 1PL #906
19 Instard Muli-ball Flashor | Flasher | Blk-Org [ J2g-3 J125-3 Q38 | 1P #0906 2 5 #4906
20 j Flasher Blk-Yol | J126-4 J125-E Q36 | 1PL #908 T 16 #3906
21 .1 Hockihe Boat Flashgr- } Flasher BluGrn | J1265 J125-§ ozs | 1P #906 2 | #4906
| 22 | Video Mode Flaghar Flasher Blu-8ix | J1768 J125-7 030 | 1PL %906 2 18 #906
23 | HoldBonus Flaghar | Flasher | Blu-Vip [ Jyp8.7 J925.8 034 |{PL#90G 1B #9086 |
| 24 | Notlisad Flagher : ]
25 | Rael Flaghsr Flagher _ | BluBm [ (1921 J124-1 J124-1 1PL 89/1HO Kaog 2 16 #3086 |
| 28 | Toplaft Flasher Flagher Blu-Red | 1925.5 Q24 |
Lagiers Cluh Flashar | Flasher Blu-Qrg | 11929 J124.3 o2 1Pl epo 1 1B #9068
| 20 | Aaalboior, | lowPower | EluYel | 11294 020 114-7967
Genaral lBumination Playllekd - Insert - Cabingt-Hood
4} ] Backbox G 1. Gl, Wht-Bm: J121-7 g
02| Backbox G.. / Hood Gl Whi-Org 218 J120-8| 10 | a5sp
03 | Playfield G.I. G.l. Wht-Yet | J1209 Q4 | 4q
04 Backbox G.J. Gl Wht-Gm J121-10 16
3 Playfield G.|. / Cain Door | Gl Wht-Wio | J120-11 J118-1 N2 | x4
Fllppat Clrculis Pisylield Pur Hokl
Lower Right Flipper Bly-Yol | JOOT-8 3 o4 On FL-11628
Lower Latt Flipper Gry-Yel J907-6. 7 Q3 Q9 FL-11629

Williams Electronics Games, Inc. reserves the right to make madificcations and improvements to its products.

The specifications and parts identified in this manual are subject to changa without notice.
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FISH TALES RULES

Top L-I-E Lanes
Advance bonus multiplier.

Locks
Lock three balls in the Casters Club to load the fishing reel and start Multi-ball.

During Multi-ball...
Lock one ball in the Casters Club to light the Jackpot Lock. Lock two balls in the Casters Club to
_ light the Double Jackpot. Make the top right Eject to collect.

The Boat
Make Port and Starboard ramp shots to advance School bonus and light Monster Figh (Hurry-up).

Captive Ball
Captive Ball is advanced by making Long Cast Loop shots. Hit the Captive Ball to score the lit
value; Hold Borus, Light Video Mode, Rock the Boat, Light Extra Ball, or Instant Multi-ball.

Stretch the Truth
After catching a fish at either target bank, make the Spinner shot to Stretch the Truth for a larger
scorg value and light Tales Told.

Tales Told
Light all four tales to eriter Rock the Boat.

Rock the Boat
Any shot 1o the boat scores 10 million points.

Feed Frenzy
Catch all four fish on the Stringer to light Feed Frenzy.

Video Mode
Hit passing boats and watercraft by using pushbutton on reel handle on cabinet front.

Speclal
After Captive Ball has been collected completely, continue hitting Captive Ball to light Specials at
outlanes.

Il
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Advance Bonus X:

Top L-I-E Lanes advance
Bonus Multiplier 2X, 3X,
4X, 5X, 8X, 7X.



FISH TALES

Grab Your Gear or
L Captive Ball:
Captive Ball values are
advanced by making Long
,Cast Loop shot. Each
completed loop advances,
-from the bottom to top-
Hold Bonus, Video Mode,
Rock the Boat, Light Extra
Ball and Instant Multi-ball.
Hit Captive Ball to score
each of these respectively.

L. The Boat:
| Making Port and Starboard
Boat shots advance School
of Fish lamps 1 Million
points each. Light Monster

Fish Bonus is completed in
six shots.  (Hurry-Up),
timed event.

IV
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Fish Finder:

(Random Feature)

The Right Return Lane,
when lit via the L-I-E
Lanes, lights Fish Finder
for one of the following:
Light Extra Ball

Super Jets

Feed Frenzy

Instant Multi-ball

Advance Captive Ball

and Video Mode

Score Value (shown in
display) Collect at Eject.
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Long Cast Loop:

Lit Left Return Lane
lights arrow on top right
marked Long Cast Loop,
Scores Multiple values
and advances Captive
Ball values.
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Feed Frenzy:

Complete Fish targets at
the middle right and middle
left of the playfield to
advance Stringer. When
Stringer is complete, shool
for the four Feed Frenzy
arrows. Each arrow is
worth 5 Million for a timed
period which is operator
adjustable.

Stretch the Truth:

Upon catching a Fish by
completing the targets on
the middle left and right
sides of the playfield, make
the Spinning target shot to
activate the lamps on the
vertical plastic. The
vertical plastic contains the
foliowing:

5X Actual size

3X Actual Size

2X Actual Size

Actual Size

Total Lie

When the Spinner stops
moving, the lamp light
stops on one of these
positions, scoring that
amount. Score being
multiplied is that of the Fish
caught.

Tale Told:

After each attempt to
Stretch the Truth, light cne
Tale Told lamp. Light all
four and start Rock the
Boat feature.
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Multi-ball™;

Knock down single drop
target to light Lock lamps
1, 2 & 3, (under Club
House). Lock three balls in
Fishing Reel to get into
Multi-ball. (Balls are
transfered from Fishing
Reel to Club House.)

Jackpot and Doubles
Jackpot:

When in Multi-ball, lock a
ball in the Fishing Reel to
light Jackpot, (at the left
Spinner lamp). Lock a
second ball in the Fishing
Reel to light Doubles
Jackpot, {at the Casters
Club). Make the shot at

the left Spinner lane to

collect either Jackpot.
Each Jackpot collected
advances the Fishing
Category, Tropical - Fresh
Water - Deep Sea. Light
all three to light Super
Jackpot.
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Rock the Boat:

Y When Captive Bali iamps
advance to 3rd position,
make Port, Starboard
and Captive Ball shots
for 10 Million.
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b Video Mode:

After Hitting Captive Ball,
(Position 2), hit the Top
Right Eject for Video Mode.
Shoot passing Boats and
Extra Ball Symbol for Extra
Ball.
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Operation
Information

ROM SUMMARY

Type Locatlon Board Part Number
27¢040 U6 CPU A-5343-50005-1
27c040 u1s Audio A-5343-50005-3
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Pinball Game Assembly Instructions

This is a four ball game.
Three balls in play and one captive ball.

Cabinet DImensions Length: S5"Approx. Height: 85"
Approx.

Width: 26" Approx. Weight: 285 Ibs
1. Remove all carions, parts, and other items from the shipping container, and set them aside.

o Place the cabinet on a support and attach rear legs using leg bolts. Leg levelers and leg bolts are
provided among the parts in the cash box.

3. Attach the front legs (after installing leg levelers), using leg bolts.

P,
! /
/ ! PN
;* ioeT N
F A
i IR P Detail View - Leg Leveler
b7 e
PO S A —
A< - !
Ny - |
— i - | .
————— N
]
T 0 Degraes
( Approx Playfield
Pitch Angle: Leg Leveler
€ - 7 Degrees
i Shait
Al Nut Foot Pad
See Detail View | |
LY

4. 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.

5. Raise the hinged backbox upright and fatch it into position. Unlock the backbox, and remove the
backglass. Remove the shipping block holding the Insert Board. Unlatch and open the Insert Board.
Carefully lift up the Speaker Panel and fay it down on the playfield glass. (Be careful not to damage the Dot
Matrix Display/Driver.) This allows access to the boit holes used for securing the backbox upright. To
secure the backbox, install the washer-head mounting bolts through the bottom holes of the backbox into
the threaded fasteners in the cabinet. Close and latch the Insert Board. Replace the Speaker Panel.
Reinstall the backglass, and lock the backbox.

If the Fish Panel on the top of the backbox Is removed, be sure to slide the
cover plate over the cable hole and screw it Into place with the #8 torx bit.

/\ CAUTION

FAILURE TO INSTALL the backbox mounting hardware properly can cause personal injury.

NEVER TRANSPORT a pinball game with the hinged backbox erect. Always lower the backbox
forward onto the playfield cabinet on & layer of protective material to prevent marring or damage and
possible personal injury.
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6. Extend each leg leveler slightly 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.

7. Unlock and open the coin door. Move the molding latch lever toward the left side of the game. Lift the
front molding off the playfield cover glass return the latch lever toward 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.

8. Place a level or an inclinometer on the playfieid surtace. Adjust the leg levelers for proper playfield level
{side-to-side). Note: Itis recommended that this measurement be made ON the playfield, not the
cabinet nor the playfield cover glass. Tighten the nut on each leg leveler shaft to maintain this setting.

The Tru-Pitch™ level is located on the shooter rail. This allows the operator to accurately pitch the game -
without removing the glass - when it is first setin a new location. The first line on the level is approximately
6 degrees. Every line after thatis approximately another 1/2 degree of pitch. We recommend you pitch
the game with the nose of the bubble between the first and second line on the level (between 6 and 6-1/2
degrees).

! IMPORTANT !
Playfield pitch angle can affect the operation of the plumb bob tilt. The plumb bob weight is among the
parts in the cash box; the operator should install the weight after setting the desired playfield pitch angle.

g. Install the Fishing Reel handle mechanism. Lift the playfield. Place the Fishing Reel handle into the
hole in the cabinet (where the plunger is normally located). From the front of the cabinet, slide a washer
and a cap head screw through each of the four holes. From the inside of the cabinet, slide a washer over
each of the four screws. Secure into place with an ESNA nut.  Plug the handle cable into the cabinet
cable. Be sure the wire colors match on both connectors. Lower the playfield.

To install 10-32 ESN Nut use 38"
Nut Driver }_:Colm Code: Blue)

NUt 10-32 SN\

Flat Washer ..______________‘?_@:

-

Flat Washer

Tamper Proof Screw
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10. Move the game into the desired location; recheck the level and pitch angle of the playfield.

11. Be sure the correct number of ball are installed. FISH TALES uses four balls; three balls in play and
one captive ball.

12. Remove foam from the captive ball mechanism. Grasp the foam at the bottom of the caplive ball trough
and pull it out of the mechanism.

13. Install playfield mylars if desired.

Note: The FISH TALES playfield is coated with a covering called Diamond Plate™ and does not
require a protective mylar. However, mylars can be purchasad through your local Williams Distributor.
Specify part number 03-8674-1 for full playfield mylar.

14. To attach the line cord, remove the envelope stapled to the inside of the cabinet {near the cashbox).
Remove the four Phillips-head screws that mount to line cord cover plate to the rear cabinet. Maich 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. If desired, four tamper resistant screws have been provided in an
eneviope marked “Security Screws” {located in the cashbox) to remount cover plate.

(Pan of cabinet shown Racaptacia

for mlerance only)

Phillpe-head Screw

!
\
\

\
——— e\

-

Line Cord & Plug

Tamper-rasisiant Screw

15. Clean and reinstall the playfield cover glass. Prepare the game for player operation.
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Control Locations

Cabinet Switches

The On-Off Switch is on the bottom of the cabinet near the right front leg.

The Start Button is a pushbutton 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 Switches

The operator controls all game adjusiments, obtains bookkeeping information, and diagnoses problems,
using only four pushbutton 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 Yolume Up Button raises the sound leve! 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 until the
desired level is reached. See Adjustment A.1 28 to shut sound Off completely.

The Begin Test Button starts the Menu System Operation and changes the Coin Door Buttons from
Nermal Function to Test Function.

Test Functlon

The Escape Button allows you to get out of a menu selection or return to the Attract Mode.

The Up Button allows you 1o cycle forward through the menu selections or adjustment choices.

The Down Button allows you to cycle backward through the menu selections or adjustment choices.
The Enter Button allows you to getinto a menu selection or lock in an adjustment choice.

Holding the Enter button for five seconds, during the Attract Mode, resets the High Scores.

Coin Door Switches

f NORMAL MODE FUNCTION |
SERVICE VOLUME BEGIN
CREDITS HHAY TEST
[ ESCAPE - + ENTER_]
| TEST MODE FUNCTION 1
Front Box
tetariock Switch Lever Guida Assy
Coin Door Intarface Assy
From Molding Assy
Start Buton Flippar Button
N v 1 7

Figh Handle Assy
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Game Operation

/\ CAUTION

After assembly and installation at its site location, this game must be plugged Into 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 ground 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. After that, the game goes into the Attract Mode.

Note: After the game has been on location for a time, the Start-up Tests may contain messages
concerning game problems. The section entitled ‘Error Messages’ contains more details conhcerning
messages displayed at each game turn-on.

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

Example: FISH TALES Sound Rev. L-1
50005 Rev. L-X SY. 0.X0 X-X-92

Press the Enter button to enter the WPC Menu System (refer to the section entitled “Menu System
Operation” for more information). Perform the entire Test Menu routine to verify that the game is operating
satisfactorily.

Attract Mode*. After completing the Test Menu routine, press the Escape button three times to enter
the Attract Mode. During the Attract Mode, the score display shows a series of messages informing the
player concerning, recent highest scores®, "custom messages®", and the score to achieve to obtain a
Replay award®.

Credit Posting. Insert coin(s). A sound is heard for each coin, and the display shows the humber of
credits purchased. So iong as the number of maximum allowable credits* are NOT exceeded by coin
purchase or high score, credits are posted correctly.

Starting a Game. Press the Start button once. A startup sound plays, and the credit amount shown in
the display decreases by one. The display flashes 00 (until the first playfield switch is actuated), and
shows ball 1. If credits are posted, additional players may enter the game by pressing the Start bution
once for each player, before the end of play on the first ball.

Tilts Actuating the Cabinet Tilt switch inside the cabinet ends the current game and then proceeds to
the Game Over Mode. With the third closure® of the piumb bob tilt switch, the player loses the remaining
play of that ball, but can complete the game.

End of a Game. All earned scores and bonuses are awarded. If 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. Credit* may be awarded, when the last two digits of any player's score
match the random digits. Match, high score, and game over sounds are made, as appropriate.

Game Over Mode The Game Over display shows in the display. Then, the high scores fiash. The
game proceeds fo the Attract Mode.

* - operator-adjustable feature
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Menu System

Operation

This game operatés on a Menu System. The Main Menu allows you to choose from several main

categories, which in turn lead to other menus to choose

from. To enter the Menu System, open the coin

door and press the Begin Test button. The displays show the Game 1.D. Mode. Press the Enter butten

and the Main Menu appears.
gither the Up or Down button.

the Escape butlon.

Main Menu

B. Bookkeeping Menu
B.1 Main Audits

P. Printouts Menu

p.1 Earnings Data
P.2 Main Audits
p.a Standard Audits
P.4 Feature Audits
gt

_ P.4 Feature AUCES

rams.

P.7 Time-Stam
P.8 AlData

T. Test Menu
T.1 Switch Edges
T.z Switch Levels
T.3 Single Switches
T.4 Solenoid Test
1.5 Flasher Test _ _—————

\

1.6 _Ceneral il ination
T.8 Si
T.9 AllLamps

T.10 Lamp & Flasher Test

e Lam

U. Utilities Menu
U.A Clear Audits

A. Adjustments Menu

A1 Standard Adjustments
Adjustments

FISH TALES

To cycle through the Mai

Activate any selection by
gelection appears in the display. Return to the Attract Mode or a previous menu selection,
Press the Start button for HELP at any time.

T.7 Soundand Music Test

T.11 Digplay Test

n Menu, {or any other menu), selections press

pressing the Enter buiton when the desired
by pressing

Press Escape
To move out of amenu salection.

Press Enter
To getinto a menu selection.

Press Up
Increases sequence, (ex- A.1,
A2, A3, A4

Press Down
Decraases sequence; {ox. A4,
A3 A2 AN

Use Up or Down o cycle through the
salections in a meml.

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




Bookkeeping is the first category available from the Main Menu. Press the Enter button to activate the
Bookkeeping Menu. Press the Up or Down button 10 ¢ycle through the Bookkeeping Menu selections.
Press the Enter button to activate a selection. Once you have aclivated a selection, press the Up or Down
button to cycle through the available audits. Audits cannot be set, they can only be cleared by using U1
and U2 from the Utilities Menu. Press the Escape button to return to the Bookkeeping Menu. Press it
again to return to the Main Menu.

i M
Main Audits
Earning Audits
Standard Audits
Feature Audits
Histograms
Time-Stamps

ooDooDmoom
TN HLLON -

One-Button Audit System
The Bookkeeping Menu is obtainable directly from the Attract Mode. Continually pressing, {do not press
and hold), the Enter button, while in the Attract Mode, will cycle through all of the game audits.

B.1 Main Audits These audits, available in other groups, are grouped here for sasier access.
B.1 1 Total Earnings 00

B.1 02 Recent Eamings 00

B.1 03 Free Play Percent 00

B.1 04 Average Ball Time 0G

B.1 05 Average Game Time 00

B.1 06 Total Plays 00

B.1 07 Replay Awards 0o

B.1 08 Percent Replays 00

B.1 09 Extra Balls 00

B.1 10 Percent Extra Ball 00

B.2 Earning Audits

B.2 01 Recent Eamings 00

B.2 02 Recent Left Siot 00

B.2 03 Recent Center Slot 00

B.2 04 Recent Right Slot 00

B2 05 Recent 4th Slot 00

B.2 06 Recent Paid Credits 00

B.2 07 Recent Service Credits 00

B2 08 Total Earnings® 00 * Note: These Audits are NOT Resettable.
B.2 09 Total Left Slot* oo They are a record of the earnings of the game
B2 10 Total Center Slot* 00 since the “CLOCK 1ST SET” Time -Stamp.
B.2 11 Total Right Slot* 00

B2 12 Total 4th Slot* 00

B.2 13 Total Paid Credits* 00

B2 14 Total Service Credits* 00
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Standard Audits

01

02
03
04
05
06
07
08
09
10
11
12
13
i4
15
16
17

Games Started
Total Playse

Total Free Play
Free Play Percent
Replay Awards
Percent Replays
Special Awards
Percent Special
Match Awards
Percent Match
H.S.T.D. Credits
Percent H.S.T.D
Extra Ball

Percent Extra Ball
Tickets Awarded
Percent Tickets
Left Drains

Right Drains
Average Ball Time
Average Game Time
Minutes of Play
Minutes On

Balls Played

Tilts

Replay 1 Awards
Replay 2 Awards
Replay 3 Awards
Replay 4 Awards
1 Player Games

2 Player Games

3 Player Games

4 Player Games
H.S.T.D. Reset Count
Burn-in Cycles
1st Replay Level
Left Flipper

Right Flipper

Feature Audits

01
02
03
04
05
06
07
08

Left Boat Award
Right Boat Award
Monster Fish Lit
Monster Fish Award
Balls Locked
Multi-balls

Jackpot Lit

Double Jackpot Lit
Jackpots

Double Jackpots
Super Jackpots
Tropical Jackpots
Freshwater Jackpots
Deep Sea Jackpot
Left Stand-ups

00 «“Total Plays” only counts completed games.
00 A game is considered completed when the
00 final ball begins. Audit information from

00 incomplete games is ignored. Operation for
00 test and service do not affect Audits.

00 # of times the left flipper has been activated.
00 # of times the right flipper has been activated.

# of Left Boat awards achieved.

# of Right Boat awards achieved.

# of times the Monster Fish was lit.

# of Monster Fish awards achieved

# of times the balls were locked.

# of Multi-balls achieved.

# of times the Jackpot was lit.

# of imes the Double Jackpot was lit.
# of Jackpots achieved.

# of Double Jackpots achieved.

# of Super Jackpots achieved.

# of Tropical Jackpots achieved.

# of Freshwater Jackpots achieved.
# of Deep Sea Jackpots achieved

# of times the Left Stand-up targets were achieved.
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Feature Audits Contlnued...

16 Right Stand-ups

17 Fish Caught

18 Tales Told

19 Feed Frenzy Lit

20 Feed Frenzy Award

21 Feed Frenzy Completed
22 Rock Boat Lit

23 Rock Boat Awards

24 Fish Finder

25 Captive Ball Hit

26 Long Cast Loop

27 Auto Cast

28 Video Mode

29 Sell Gear Lit

30 Sell Gear Award
Histograms

01 0.0-1.9 Million Scores
02 2.0-4.9 Million Scores
03 5.0-8.9 Million Scores
04 10-19  Million Scores
05 20-29 Million Scores
06 30-39 Million Scores
07 40-49 Millign Scores
08 50-69 Million Scores
09 70-89 Million Scores
10 100-148 Million Scores
11 150-199 Million Scores
12 200-299 Million Scores
13 Over 300 Million

14 Game Time 0.0-1.0 Mins
15 Game Time 1.0-1.56 Mins
16 Game Time 1.5-2.0 Mins
17 Game Time 2.0-2.5 Mins
18 Game Time 2.5-3.0 Mins
19 Game Time 3.0-3.5 Mins
20 Game Time 3.5-4.0 Mins
21 Game Time 4-5 Mins

22 Game Time 5-6 Mins

23 Game Time 6-8 Mins

24 Game Time 8-10 Mins
25 Game Time 10-15 Mins
26 Game Time Over 15 Mins

# of times the Right Stand-up targets were achieved.
# of Fish caught.

#of Tales told.

# ot times Feed Frenzy was lit.

#of Feed Frenzy award achieved.

# of times Freed Frenzy was completed.
# of times Rock the Boat was lit.

# of Rock the Boat awards achieved.

# of times Fish Finder was achieved.

# of times the Captive Ball was hit.

# of Long Cast Loops made.

# of times Auto Cast was achieved.

# of times Video Mode was achieved.

# of imes the Sell Gear was lit.

# of Sell Gear awards achieved.

00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
00% 00
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B.6 Time-Stamps Time-Stamps Menu shows dates and times that are important to
game software.

B.6 01 Current Time

B.6 02 Clock 1st Set

B.6 03 Ciock Last Set

B.6 04 Audits Cleared

B.6 05 Coins Cleared

B.6 06 Factory Setling

B.6 07 Last Game Start

B.6 08 Last Replay

B.6 09 Last H.S.T.D. Reset

B.6 10 Champion Reset

B.6 11 Last Printout

B.6 12 Last Service Credit

Press the Enter button to activate the Printouts Menu, once the menu hame is shown under the Main
Menu. Then, use the Up or Down button to cycle through the Printouts Menu selections. Press the Enter
button to activate a selection. Press the Escape button to return to the Printouts Menu. Press in again to
returt to the Main Menu.

P. Printouts Menu
(optional board required)

P.1 Earnings Data
.2 Main Audits

.3 Standard Audits
.4 Feature Audits
.5 Score Histograms
.6

Y 4
.8

Time Histograms
Time-Stamps
All Data

TUVTVUVOUOUUV

The Printouts Menu is a combination of the other menus. This menu allows you 1o access and print
information in the available menu selections.

if no Printer is attached the the message “Waiting for Printer” appears in the displays.
Note: Setthe print specification from the Adjustment Menu, A5 Printer Adjustments.
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Press the Enter button to activate the Test Menu, oncs the menu name is shown under the Main Menu.
Then, use the Up or Down button to cycle through the Test Menu selections. Press the Enter button to
activate a test. Press the Escape button to return to the Test Menu. Press it again to return to the Main
Menu. Note: During any test, press the Start button to obtain the wire color, driver number, connector
number and fuse location.

T. Test Menu
T.1 Switch Edges

T.2 Switch Levels

T.3 Single Switch

T.4 Solenoid Test

T.5 Flasher Test

T.6 General lllumination
T.7 Sound & Music Test
T.8 Single Lamps

T.9 All Lamps

T.10 Lamp & Flasher Tests
T.11 Display Test

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

A short to ground - on either the row or column wire - appears as a shorted row(s). However, a column wire
shorted to ground disappears when ail of the indicated row switches are open. A row wire shorted to
ground does not disappear.

A shorted diode in the switch matrix can cause other switches to appear closed. These "phantom”
switches (though not actually closed), complete a rectangle in the switch matrix. Therefore, if two switches
in the same column are closed {(example; #22 and #24), and a third switch is pressed in another column

but in the same row as one of the first two (example; #32), the "phantom” switch #34 is falsely indicated as
closed. The switch with the shorted diode is diagonally opposite the “phantom” switch (in this case #22).

T.1 Switch Edges

Press each switch one at a time. The name and number of the switch is shown in the display. If a switch
other then the one pressed, or no switch at all is indicated, the system has detected a problem with the
switch circuit.

T.2 Switch Levels

This test automatically cycles through all switches that are detected closed. The name and number of each
switch that is detected is shown in the display. A filled square indicates the switch's position in the matrix.

T.3 Single Switches

The Single Switch Test isolates a particular switch by blocking signals from all other switches. Use the Up
or Down buttons to select the switch to be tested.
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T.4 Solenoid Test

The Solenoid Test has three modes, Repeat, Stop, and Run. Only one solenoid should pulse at a time.
The system has dstected a problem it; more then one solenoid pulses, a solenoid comes On and stays
On or, during the Repeat and Run mode, no soisnoid pulses.

Repeat - The Repeat mode pulses a single solenoid. After entering this test, Solenoid 1 shows in
the display and the corresponding solencid activates. Press the Up or Down button to cycle through the
solenoids, one at a time. The same solenoid pulses until the Up or Down button is pressed. Either press
the Escape buiton to return to the Test Menu, or press the Enter button 1o move to the next mode.

Stap - The Stop mode halts the Solenoid Test. Press Enter during the Repeat mode and the
Solenoid Test stops. No solencids should be activated while the test is stopped. Either press the
Escape button to return to the Test Menu, or the Enter button o move to the next mode.

Run - The Run mode cycles through the solencids automatically. The display shows the name
and number of the solenoid currently being pulsed. Either press the Escape button to return to the Test
Menu.

T.5 Flasher Test

This tests the flashlamp part of the solenoid circuit exclusively. This, like the Solenoid Test, has three
modes, Repeat, Stop, and Run. During this test, only one flashlamp circuit should pulse at a time. The
system has detected a problem if more then one circuit pulses, a circuit stays On or, during the Repeat
and Run mode, no circuit pulses.

Repeat - The Repeat mode allows you to pulse a single flashlamp. Once you have entered this
test, the name and number of the first flashlamp circuit shows in the display and the corresponding bulb(s)
flashes. Press the Up or Down button to cycle through all of the flashlamps circuits one at a time. The
same circuit pulses until you press the Up or Down button. Either press the Escape button to retum to the
Test Menu, or press the Enter button to advance to the next mode.

Stop - The Stop mode halts the Flasher Test. No flashlamp circuit should be turned On during
this mode. Either press the Escape butten to return to the Test Menu, or press the Enter button fo
advance to the next mode.

Run - The Run mode cycles through the flashlamps automatically. The display shows the name

and number of the circuit currently being pulsed, and the corresponding bulb(s) flashes. Either press the
Escape button to return to the Test Menu.

T.6 General Mumination

This test checks all of the General Nlumination circuits. There are two modes of operation, Stop and Run.

Stop - Press the Up or Down buttons to cycle through the General illumination Test manually. All
illumination is tested first, followed by an individual circuit test. The circuit name and number shows in the
display while the corresponding famps lights. If any other results occur the system has detected an error.

Run - Press the Enter button any time during Stop mode and the General lumination. Test

cycles through automatically. For each circuit shown in the display the corresponding bulbs should light.
If any other results occurs the system has detected a problem.
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T.7 Sound and Music Test

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

Run - The Run mode steps through a sequence of sounds and music. Pressing the Up or
Down button during this portion of the Sound and Music test advances to a particular sound or tune
without having to wait for the program to play all the sounds available in the test. A sound or tune should
be heard for each name and number that appears in the display. Any other results indicates the system
has detected a problem.

Repeat - Press the Enter button at any time during the Run mode to cause the program to stop and
repeat a particuiar sound or tune. The same sound should repeat continuously until the Up or Down
button is pressed. Any other results indicates the system has detected a problem.

Stop - Press the Enter button at any time during the Repeat mode to stop this test altogether.
Nothing should be heard. Any other results indicates the system has detected a problem.

T.8 Single Lamp 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 right indicates the row. Example - Lamp 23 means 2nd column,
3rd row.,

This test checks each lamp circuit individually. Press the Up or Down button to cycle through this test. 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.

T.9 All Lamps Test

This test causes all the controlled lamps to flash at the same time. Every controlled iamp should flash. Any
other results indicates the system has detected a problem.

T.10 Lamp and Flasher Test

This test causes all the flashiamps and the controlled lamps to flash at the same time. The controlled lamps
blink, while the flashlamps cycle from highest to lowest. Any other results indicates the system has
detected a problem.

T.11 Display Test

This test automatically checks every dot in the Dot Matrix Display. A series of patterns appear in
sequence. Each pattern turns On and Off a section of dots. Every dot on the matrix display should be
turned On and off during this test.
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Press the Enter button to activate the Utilities Menu, once the menu name is shown under the Main
Menu. Then, use the Up or Down button to cycle through the Ulility Menu selections. Press the Enter
bution to activate a selection. Use the Up or Down button to rotate the settings. Press the Enter button
to lock in a sefting. If a mistake is made while changing a setting, press the Escape button while “Saving
Adjustment Value” is still in the display. The original setting is retained and the new setting is ignored.
Press the Escape bution to return to the Utilities Menu. Press it again to retum to the Main Menu.

U, Utilities Menu
.1 Clear Audits
.2 Clear Coins

.3 Reset H.S.T.D.
.4 Set Time & Date
.5 Custom Message
.6 Set Game L.D.

.7 Factory Adjustments
8 Factory Resets

9 Presets

10 Clear Credits

1

1 Auto Burn-in

cecccocccoccca

U.1 Clear Audits
Press the Enter button to clear the Standard Audits, Feature Audits, and Histograms.

U.2 Clear Coins
Press the Enter button to clear the Earnings Audits.

U.3 Reset H.S.T.D.
Press the Enter button to clear the High Score to Date Table and the Grand Champion.

U.4 Set Time and Date
Press the Enter button to activate the time and date. Use the Up or Down button to change the
value, then press the Enter button to lock in that value. If a mistake is made press the Escape
button while “Saving Adjustment Value” is displayed. The new value is ignored and the original
value is retained.

U.5 Custom Message Note: Set A1 20 to ON before trying to write a Custom Message.
Press the Enter button to begin entry of the custom message. Use the Up or Down button to
rotate letters. Use the Start button fo rotate punctuation marks, (if desired). Press the Enter
button to lock in the desired letter and punctuation. If a mistake is made, use Up and Down to
select the “back-arrow” character. The “back-arrow” character is located before the space
character and after the number nine. Press Enter while the back-arrow shows to erase the
previously entered character. Once the message is complete, press and hold the Enter button
until “Message Stored” is displayed. Press the Escape button to cancel the new message. The
message “Press Enter to Reset” appears. If Enter is pressed, the custom message is cleared and
no message is displayed. If Escape is pressed, the original message remains intact.
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U.6 Set Game I.D.

This utility allows for the installation of a message, such as game location, that only appears on
printouts. Press the Enter button to activate Set Game 1.D.. Use the Up or Down button to rotate
letters. Use the Start button to rotate punctuation marks, (if desired). Press the Enter button to
lock in the desired letter and punctuation.

U.7 Factory Adjustment
Press the Enter button to restore the adjustments to factory settings.
U.8 Factory Reset
Press the Enter button to restore the adjustments to their factory setting, clear the Audits,
H.S.T.D Table, and Custom Message/Game I.D.
Factory Setting Table
Adj # Adj Description U.S.A.
A1 06 Replay Percent 10%
A1 09 Replay Level 1 80 Million
A1 13 Replay Boost 10 Million
A2 O Timed Piunger Oft
A.2 02 | Flipper Plunger Off
A.2 03 | OQOutlane Auto Cast | Yes
A.2 04 | Percent Extra Ball 25%
A2 05 Ramp Timer 10 sec
A2 08§ Fish _Finder Time 10 sec
A.2 07 | Stretch the Truth 15 sec
A.2 08 |Feed Frenzy Time || Slow
A.2 09 | Captive Ball Lights |1
A2 10 Lock Dificulty Medium
A2 1 Ball Save Time 7 sec
A2 12 Speclal Lights At 4 5. Gears
A.4_ 10 | Backup Champlon | 300 Million
A4 11 Backup H.S.T.D. 1 _ | 250 Million
A4 12 |Backup H.S.T.D. 2 |/ 225 Miliion
A.4 13 |Backup H.S.T.D. 3 ({200 Million
A4 14 | Backup H.S.T.D. 4 | 175 Million
U.9 Presets
Use the Up or Down buttons to cycle through the available Presets. When the desired Preset is
displayed, press the Enter button to lock in that Preset. If a mistake is made, press the Escape
button while “Saving Adjustment Value” is displayed. The new value is ignored and the original
value is retained.
u.e 01 Install Extra Easy
U.g 02 Instali Easy
u.9 03 Install Medium
u.9 04 Install Hard
Uu.9 o5 Install Extra Hard

The game play difficulty adjustments can be changed from the factory settings to any of
the difficulty groups listed above. The Game Difficulty Setting Table lists the adjustments
and settings that comprise each difficulty group.
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Difficulty Setting Table for U.S. and Canadian Games

Adj ¥ Adj Description Extra Easy| Easy Medlum Hard Extra Hard
Uu.s 01 ve 02 u.g 03 usoe 04 Use 05

A.2 04| Percent Extra Ball [|35% 30% 25% 20% 17%

A.2 05| Ramp Timet 17 sec 13 sec 10 sec 7 sec 6 sec

A.2 06 | Fish Finder Time 17 sec 13 sec 10 sec 6 sec 5 sec

A.2 07 | Stretch the Truth |23 sec 18 sec 15 sec 12 se¢ 10 sec

A2 08| Feed Frenzy Time i Slow Slow Slow Fast Fast

A.2 09| Captlve Ball Light |3 2 1 1 0

A.2 10| Lock Difficulty Easy Medium Medium Medium Hard

A.2 11! Ball Save Time 10 sec 8 sec 7 sec 6 sec 5 sec

A2 12 | Speclal Lights At [[25. Gears 3S. Gears 4 8. Gears 5 8. Gears 6 S. Gears

Uu.9 06 Install 5 Ball*
The game can be changed to 5 ball play, including the changing of certain features 1o the
recommended 5-ball level. The Preset Game Adjustments Table for U.S./Canadian
Games lists the adjustments and settings that comprise the ‘Instail 5 Bali’ Group.

u.e o7 install 3 Ball*

The game can be changed to 3 ball play, including the changing of certain features to the

recommended 3-ball level. The Preset G

ame Adjustments Table for U.S./Canadian

Games lists the adjustments and settings that comprise the ‘Install 3 Ball' Group.

Preset Adjustments Tabie for U.S. and Canadian Games

Adj # Adj Description Instail 5-ball instali 3-ball
U.9 06 u.s 40z

A1 01 | Balls/Game lFs 3

A1l 07 Replay Start 100 Million 100 Million

A2 04 Percent Extra Ball 20% 25%

A2 05 Ramp Timetr 7 sec 10 sec

A2 06 Fish Finder Time 6 sec 10 sec

A2 07 Stretch the Truth 12 sec 15 sec

A2 08 Feed Frenzy Time Fast Slow

A2 09 | Captive Ball Lights 1 1

A2 10 Lock Dificulty Medium Medium

A2 11 Ball Save Time 6 sec 7 sec

A2 12 | Speclal Lights At 5 §. Gears 4. 8. Gears

A4 10 Backup Champlon 300 Million 300 Million

A4 11 | Backup H.S.T.D. 1 4}250 Million 250 Million

A4 12 Backup H.S.T.D. 2 225 Million 225 Million

A4 13 Backup H.S.T.D. 3 4“ 200 Mlllion 200 Million

A4 14 Backup H.S.T.D. 4 175 Million 175 Million

* For American Jumpered CPU Boards only.
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Uu.g

u.9

u.9

u.9

08

09

10

11

Install Add -A -Ball
This option deletes all Free Play awards and replaces them with Extra Ball awards.
Individual adjustments are affected, as follows:

Ad
A
A
A
A1
A1
A4
A4
A4
A4
A4

Install Ticket

13
14
15
17
19
04
05
06
08
07

Name

Replay Boost
Replay Award
Special Award

Extra Ball Ticket
Match Feature
Champion Credits
High Score 1 Credits
High Score 2 Credits
High Score 3 Credits
High Score 4 Credits

New Setting
Oft

Ex. Ball
Ex. Ball
No

Oft

00

00

00

00

00

This option deletes Credit awards and replaces them with Ticket awards. [ndividual
adjustments are affected as follows:

Ad
A
A
A
A
A1
A4

14
15
16
17
N
02

Name

Replay Award
Special Award
Match Award

Ex. Ball Ticket
Ticket Expan.Brd.
H.S.T.D. Award

Install Novelty
This option removes ail Free Play and Extra Ball awards. Individual adjustments are
affected as follows:

Ad

Install Buy-in

04
05
09
10
11
12
15
19
01
04
05
06
07
08

Name

Max. Ex. Ball

Replay System
Replay Level 1
Replay Level 2
Replay Level 3
Replay Level 4
Special Award
Match Feature
Highest Score
Champion Crediis
High Score 1 Credits
High Score 2 Credits
High Score 3 Credits
High Score 4 Credits

New Setting
Ticket

Ticket

Ticket

Yes

Yes

Ticket

New Setting
Off
Fixed
Oft
Ofi
Off
Oif
Points
Off
Oon

00

00

00

o0

00

This option automatically sets game pricing to 1 for 50¢/2 for $1.00 and 1 Coin Buy-in
(A3 19)to YES.
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U.9 12 through U8 16 are Not Used

U.9 17 through U9 22 are for German games only. (See international Sectlon.)

U9 23 through U.9 28 are for French games only. (See international Section.}

U.10 Clear Credits
Prass the Enter button to clear the game Credits.

U.11 Auto Burn-in
Press the Enter button to activate Auto Burn-in. This utility automatically cycles through several
tests. This helps in finding intermittent problems. The tests that Auto Burn-in cycles through are
the Display Test, the Sound and Music Test, the All Lamps Test, the Solenoid Test, the Flashers
Test, and the G.I. Test.
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Press the Enter button to activate the Adjustments Menu, once the menu name is shown under the Main
Menu. Then, use the Up or Down button to cycle through the Adjustments Menu selections. Press the
Enter button to activate a selection. Press the Up or Down button to cycle through the available
adjustments. Press the Enter button to activate an adjustment. When an adjustment is activated, the
sefting value begins to flash. Use the Up or Down button to raise or lower the selling value. Press Enter
to lock in the value. If a mistake is made, press the Escape button while “Saving Adjustment Value” is
displayed. The new value is ignored and the original value is retained. Press the Escape button to return
to the Adjustments Menu. Press it again to return to the Main Menu.

A

A.1

A. Adjustment Menu
A.1 Standard Adjustments
A.2 Feature Adjustments
A.3 Pricing Adjustments
A.4
A.5

H.S.T.D Adjustments
Printer Adjustments (optional board required)

Standard Adjustments

01

02

03

04

05

06

07

08

Balls Per Game
A “game” is defined by specifying the number of balls to be played. Range: 110 10.

Tilt Warnings
The number of fotal actuations of the plumb bob mechanism that can occur before the
game is tilted”. Range: 1 to 10.

Maximum Extra Balls
The number of Extra Balls that a player may accumulate. Range: 0o 10.

Maximum Extra Balls/Ball in Play
The number of Extra Balls to be awarded per ball in play. Range:

Off - No maximum number of Extra Ball per ball in play.
1-10 - 1 through 10 Extra Balls per ball in play.

Replay System
The type of replay system to be used. Choices:

Fixed - Replay value is set and does not change during game play.
Auto%- Replay starting value is set but changes every 50 games to comply
with the percentage of replays desired.

Replay Percent*
The percentage of replays the players are able to earn when Auto Replay is used. Range:
5% to 50%.

Replay Start*
Replay start value when Auto% Replay is used. Range: 15,000,000 to 250,000,000,

Replay Levels* '

The number of replay levels used by the Auto% Replay mode. The range of this setting is
1 through 4. When two replay levels are chosen, the second replay level is automatically
adjusted to twice the starting replay level. When three of four replay levels are chosen,
their values are automatically adjusted to three or four times the starting replay level.

*For Auto% Replay.
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A1 10
Al 11
A1 12
A.1 13
A1 14
A.1 15
A.1 186
A1l 17
A.1 18
A1 19

Replay Level 1**

Replay Level 2**

Replay Level 3"

Replay Level 4**

The value to be used for the first, second, third, and fourth Fixed Replay. Range: 00 to
250,000,000.

Replay Boost

The replay score can be temporarily boosted by the selected amount EACH time the
player reaches or exceeds the replay score. This temporary boost is cancelled when
Credits=0, when the player inserts another coin, or when Begin Test is pressed. Range:
Off, 1,000,000 to 50,000,000.

Replay Award
The form of award automatically provided when the player exceeds any replay level for
either Auto% Replay or Fixed Replay. Choices:

Credit - Reaching each Replay level awards credit.

Ticket - Reaching each Replay level awards a ticket.

Ball - Reaching each Repiay level awards an Extra Ball.

Audit - Reaching each Replay level awards nothing to the player,; it does

increase the entry value of the Audit tem({s) maintaining a tally
of these awards.

Special Award
The award automatically provided when the player scores a special. Choices:

Credit - Scoring a Special awards a Credit.

Ticket - Scoring a Special awards a Ticket.

Ball - Scoring a Special awards an Extra Ball.
Points - Scoring a Special awards 1 Million points.

Match Award
The award automatically provided when the players wins a match. Choices:

Credit - Winning a Match awards a Credit.
Ticket - Winning a Match awards a Ticket.

Extra Ball Ticket
A Ticket is awarded when the player earns an Extra Ball. Choices:

Yes - The player is awarded a Ticket in addition to an Extra Ball.
No - The player is not awarded a Ticket.

Maximum Ticket/Player
The amount of Tickets each player can earn. Range: 00 to 100.

Match Feature
Desired percentage for the Match Feature occuring at the end of the game. Range :

Off - Match Feature is not available.

1-50% - 1% is ‘hard’; 50% is 'extremely easy’. The Match Feature selects
a random two-digit number at the end of the game and compares each players score for
an identical two digits in the rightmost two positions. A match of these two digit results in
an award of a Credit or a Tickel.

** For Fixed Replay
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Custom Message
The message displayed during the Attract Mode. Choices:

On - A message is displayed
Off - A message is not displayed.
Language

The language the game uses. Choices: English, French, or German.

Clock Style
The style of clock the game uses. Choices: AM./P.M. or 24 Hours,

Date Style
The style of date the game uses. Choices: Month/Date/Year, or Date/Month/Year.

Show Date and Time
The date and time show in the Attract Mode. Choices:

Yes - Show the date, time in status report or in the Attract Mode.
No - Do Not show date, time in status report or in the Attract Mode.

Allow Dim Hlumination
The game program dims the General Hlumination for special effects and during the Attract
Mode. Choices:

Yeos Dim the General lilumination during the Attract Mode.
No - Do Not dim the General lllumination.

Tournament Play
Equalize Multi-ball and Jackpots during multi-player games, (do not carry over to next
player). Choices:

Yes - Keep Multi-ball and Jackpots equal.
No - Do Not Keep Multi-ball and Jackpots equal.

Euro. Scr. Format
Use either commas or dots between digits when numbers are displayed. Choices:

Yes - Dots instead of commas, {example- 1.000.000).
No - Commas instead of dots, {example- 1, 000, 000).

Minimum Volume Control
The volume can be turned Off. Choices:

Yes - Volume can be turned Off.
No - Volume can be turned Down but not Off.

G.l. Power Saver

This allows the G. |. and Controlled lamps to be dimmed following a time interval after a
game is played. A.1 30 (Power Saver Level) determines how dim the lamps get. Using
this feature substantially increases the life of the lamps. Range: Off, 2 to 60 minutes.

Power Saver Level

When A.1 29 (G.l. Power Saver) is set to On, this controls the intensity of the G.1. and
Controlled lamps once the game has been idle for a specified time period. Range: 4to 7.
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Ticket Expanslon Board

When a Ticket Expansion Board is connected, full control of the ticket dispenser is
available. This includes a ticket low/error lamp, resume on ticket jam switch and manual
ticket dispense switch. Choices:

Yes - Ticket Expansion Board is connected.
No - Ticket Expansion Board is NOT installed in the game.

No Bonus Flips
Activate the flippers during the end of ball Bonus sequence. Note: Seiting to Yes may
extend the useful life of the flippers. Choices:

Yes - The flippers do not activate during the end of ball Bonus sequence.
No - The flippers activate during the end ot ball Bonus sequence.

Game Reset

When a player presses the Start bution during the 2nd ball or later, the game in progress
is ended, and a new game begins. This adjustment has three settings to determine how
this is handled.

Never - Do not allow a new game start until the current game is over.

Slow - Restart if the Start button is pressed continuously for over 1/2 second.
This helps to prevent the unintended restart of game in progress.

Instantly - Restart as soon as the Start button is pressed.

When the Start button is pressed during game over, or during the 1st ball (to add a
player), it is always handled instantly.
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Feature Adjustments
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Timed Plunger
The plunger kicker kicks automatically for the player. Choices:

On - After 1 to 120 seconds of inactive play, the plunger kicker kicks
automatically. _
Oft - The plunger kicker does not kick automatically.

Flipper Plunger
The Flipper buttons, as well as the Fishing Reel Handle, can shoot the ball. Choices:

Yes - Pressing the Flipper buttons shoots the ball.
No - Pressing the Flipper buttons does not shoot the ball.

Outlane Auto Cast
The next ball is automatically shot up the shooter lane when an outlane switch is made.
Choices:

Yes - The game automatically shoots the next ball.
No - The game does not shoot the next ball.

Extra Ball Percent
The percent of games that award an Extra Ball. Range: 1%10 50%.

Ramp Timer
The amount of time the player has to achieve the ramp. Range: 510 20 seconds.

Flsh Finder Time
The amount of time the player has to achieve the Fish Finder. Range: 3 to 20 seconds.

Stretch the Truth
The amount of time the piayer has 10 complete Stretch the Truth. Range: 5 to 30
seconds.

Feed Frenzy Time
The time iapse speed of the Feed Frenzy feature. Choices: Fastor Slow.

Captlve Ball Lights
The amount of Captive Ball lights that blink at game start. Range: 0to 5 lights.

Lock Difficulty
The amount of difficulty faced when trying to lock a ball. Choices: Easy, Medium or Hard.

Ball Save Time
The length of time the Auto Cast light biinks. Range: 4 to 20 seconds.

Special Lights At
The amount of Gear needed to light Specials. Range: 110 10 sell gear.
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Game Pricing (if set to custom, then 02 to 09 are available)
The cost for a game is selected from the Standard Pricing Table or by installing Custom

pricing.

Left Coin Units

Center Coin Unlits

Right Coln Units

4th Slot Units

The number of coin units purchased by a coin passing through the left, center, right, or
fourth coin chute.

Unlts/Credits

Defines the number of coin units required to obtain 1 credit. A coin unit counter in the
game program totals the number of coin units purchased through all coin chutes prior to
each game. |f the total number of these coin units exceeds or matches the Unit per
Credit value by a multiple (or more, coin units) of the specified Units per Credit value the
Credits display shows the proper number of credits. The coin unit counter retains any
remaining coin units, until the start of Ball 2; then the coin unit counter is cleared (its
contents are zeroed).

Units/Bonus
Additional credits are to be indicated in the credits display, when a certain number of coin
units are accumulated.

Bonus Credits
The number of credits that are awarded when the Units/Bonus level is achieved.

Minimum Units
No credits are to be posted (indicated in the credit display), until the credits unit counter
reaches a particular value, by setting this value to 02 (or more).

Coln Door Type (If set to custom, then 11 to 15 and 20 are available)
This adjustment is used to pre-set adjustments 11 to 15 based on standard coin doors
(U.S.A., German, etc.).

Collectlon Text
The coin system is used to display the Earning Audits.

Left Slot Value

Center Slot Value

Right Slot Value

4th Slot Value

The monetary value of the left, center, right, or fourth coin chute.

Maximum Credits

The maximum number of credits the game can accumulate, either through game play
awards or coin purchases. Reaching this setting prevents the award of any credits.
Range: 5 to 10.

Free Play

A player can operate the game without a coin (free play) or with a coin. Choices:
No - A coin is necessary for game play.

Yes - Game play is free; no coin required.
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Hide Coin Audits
The coin audits may, or may not, be displayed. Choices:

Yas - The coin audits are not displayed.
No - The coin audits are displayed.
Hide Names - The coin audit value is shown but not the audit name.

1 Coln Buy-in

If the game pricing is set to1 for 50¢/2 for $1.00 the player can be allowed to ‘buy-in’ a
subsequent game for 1 coin. The number of games that may be purchased at this cost is
determined by the number of players in the previous game; that is, if the previous game
had three players, 3 Credits can be purchased at the rate of 1 coin per credit. Choices:

Yes -

The player has 10 seconds to buy-in at 1 coin per game.
No -

The buy-in feature is disabled.

Base Coln Size
This number is used for ticket per coin calculations.

Coln Meter Units

It is possible to connect a coin meter to the knocker coil driver which will log all coins
through all slots. This adjustment activates the use of the knocker driver for this purpose,
and determines the value of each unit on the meter. For example, to show the total
amount of money collected as “total quarters”, set this adjustment to “0.25". To show the
amount of money collected as “total doflars”, set this adjustment to “1.00".

Setting this adjustment to anything other than Off establishes the coin unit for a meter
attached to the knocker driver, and overrides use of the knocker during awards.

Pricing Table

Country

Con Chuies
Left Ceniter Right

4h Games/Coins Display Pricing Adjustmaents A3
Chite 02 03 04 G5

UsSA

25¢ $1.00° 25¢

1125¢, 4512 12 lngcA ;?&1'3?00
1/50¢, 2/75 1 , 75¢, $1.
oL 25e, U8 USA 2/$1.00
1125¢, 3181 2 USA 3/$1.00

1/25¢, W50¢, 6/§1 SaTon g

04
CUSTOM 00 0
1/26¢, &5/%1

-

00 01 020
00 01 04 01

as5¢

$1.00

1/50¢, 2/75¢, /%1 2
1/50¢, 2/$1 2

CANADA 1
CANADA 2
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H.S.T.D. Adjustments
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02
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Highest Scores
The game maintains a record of the four highest scores achieved 1o date. Choices:

Oftf - No high scores are recorded, or displayed.
Cn - The four highest scores are stored in memory and displayed in
the Attract Mode.

H.S.T.D. Award
The award given for achieving the High Score To Date, or the Champion H.S.T.D..
Choices: Credit or a Ticket.

Champion H.S.T.D.
The “Highest” High Score can be displayed in the Attract Mode. This score is not cleared
when *High Score Reset Every” occurs. Choices:

On - - The “Highest” High Score is retained in memory and displayed.
Off - The “Highest” High Score is not retained.

Champion Credits
The number of credits or tickets awarded for a Grand Champion Score. Range: 00 to 10.

H.S.T.D. 1 Credits

H.S.T.D. 2 Credits

H.$.T.D. 3 Credits

H.S$.T.D. 4 Credits

The number of credits or tickets awarded whenever a player exceeds the first, second,
third, or fourth highest score. Range: 00 to 10.

High Score Reset Every

The number of games to be played before an automatic reset of the displayed ‘Highest
Score: occurs. The values provided upon reset are those selected by the operator in the
Back-up High Scores. Range: OFF (disabled); 250 to 20,000.

Backup Champion
The Back-up Grand Champion Score. Range: 00 to 999,000,000.

Backup H.S.T.D. 1

Backup H.8.T.D. 2

Backup H.S.T.D. 3

Backup H.S.T.D. 4

The first, second, third, and fourth Back-up High Score value. The game automatically
restores this value when the High Score Reset Every value is reached. Range: 00 to
999,000,000.
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Printer Adjustments (optional board required)

01

02

03

04

05

06

Column Width
The column width to be printed. Range: 22 to 80.

Lines Per Page
The amount of lines per page. Range: 20 to 80.

Pause Every Page
Choose whether the printer pauses at the end of a page. Choices:

Yes - The printer does pause.
No - The printer doesn't pause.

Printer Type
Select the type of printer. Choices: Parallel, Serial or ADP.

Serial Baud Rate

Select which baud rate to use for serial or ADP communications (bit rate). Choices: 300,
600, 1200, 2400, 4800, or 9600.

Serlal D.T.R. (Data Terminal Ready)

When a serial printer is used, this line may be connected to a printer output line signaling
that the printer is busy.

Normal - Normal D.T.R. signal goes low to indicate the printer is
not ready.

Inverted - Inverted D.T.R. (busy) signal goes high to indicate the
printer is not ready.

Ignore - D.T.R. signal is ignored.
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Error Messages

The WPC game program has the capability to aid the operator and service personngl. At Game Turn-on, or
after pressing the Begin Test switch, once the game has been operating for an extended period, the
display may signal with a message, "Press ENTER for Test Report”. This indicates that the game program
has detected a possible problem with the game.

To obtain details of the problem, open the coin door and press the Begin Test switch. Press the
Enter button to begin displaying the message(s). The following messages apply to your game.

Check Switch #i#.

This error message indicates that at least one switch was stuck ‘On' at game turn-on or has NOT
been actuated during ball play (for 90 balls or =30 games). The game program compensates the game
play requirements affected by each disabled switch 10 aliow 'nearly normal' play. This helps keep your
game earning, until the service technician can repair the problem, bringing the game back to its normal
operation.

To verify the problem, refer to the Test Menu text describing Switch Testing, and check each
reported switch using applicable switch tests. Always check switch operation using a ball, to simulate
game conditions. Switch problems may often be resolved by adjusting the wire switch actuators, fixing
switch circuitry problems, securing loose connectors, eic. Mechanisms using ‘opto switches’ (drop
targets, elc.) need to be checked for proper power conhnections {+12V dc and ground).

Pinball Missing.

This game normally uses four balls; however, it will operate with less. This error message
announces that a ball is missing or stuck somewhere. When the ball is located, return it to the game
through the Quthole. Other possibilities for this problem could be malfunctions of the Ball Trough
switches or the Ball Shooter switch.

XXxxx Sw. ls Stuck On.

This error message indicates that a switch, which is not usually On, remains in the On position after
the game is switched On. The stuck switch is essential for game play (for example, a coin chute switch, the
slam tilt switch, the plumb bob tilt switch), and should be cleared to permit proper game operation.

Ground Short Row - (Row Number and Color)

This error message indicates that the switch wires being called out are touching a grounded part
on the playfield or coin door.

Check for the following: 1) Slam Tilt {or other coin door) switch touching the grounded coin door;
2) A leaf-type, playfield switch touching a grounded part; 3) Players poking metallic objects {wires, coal
hangers, efc.) into the game; 4) Switch cable insulation pierced or damaged allowing bare wire contact with
a grounded part; 5) All switches in a row closing at the same time. Note: This instance is NOT a switch
problem; however, for most games this is a very rare possibility.
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Factory Settings Restored.

This message indicates that the CMOS RAM (U8) no longer retains any custom Pricing or Game
Adjustment settings and has reverted to factory default settings. Generally, the following CPU checks will
isolate the cause of the CMOS RAM memory failure. The voltage at pin 28 and pin 26 of U8 should be
+5V (game turned On} and at least +4V (game turned Off). When the voltage drops below +4V, memory
reset occurs. Check the batteries and battery holder. Be sure that the batteries are good and that thera is
no contamination on the battery holder terminals. Turn the game OFF, and use an chmmeter to check
dicdes D1 and D2 on the CPU Board. D1 should read 0 ohms when forward-biased and infirite ohms
when reverse-biased. D2 should read 15 ohms when forward-biased and infinite ohms when reverse-

biased. (Readings taken with an analog meter.)

This error message can also indicate that there is an open diode on a 50V coil and noise is

entering the circuit.

U6 Checksum Error.

The game ROM checksum is invalid. If this occurs replace the game ROM.

Time and Date Not Set.

The real time clock is not running. Go to U.4 of the Utilities Menu and set the time and date.

CPU L.E.D.s

The CPU has three L.E.D.s located on the upper left side of the board D19, D20, and D21. On
game power-up D19 and D21 turn On for a moment then, D19 turns Off and D20 starts to blink rapidly.
D21 remains On. The system has detected a problem if the following happens:

CPU Board L.E.D. Error Codes

D20 blinks one time
D20 blinks two times
D20 blinks three times

ROM Failure U6
RAM Failure U8
Custom Chip Failure U9

Sound Board Beep Error Codes
Upon Game Turn-On:

1 Beep

2 Beeps
3 Beeps
4 Beeps
5 Beeps

FISH TALES
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Sound Board O.K.
Sound RAM Failure
U18 Failure

U15 Failure (if used)
U14 Failure (If used)
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Maintenance Information

Lubrication

The two main lubrication points of the Ball Release mechanism are the pivots for the arm. The
mechanisms of other playfield devices are somewhat similar to the Ball Release device, and have the same
lubrication requirements. A medium viscosity oil (switch target grease) is satisfactory for these devices.

Because of the functional design (arm-actuated via solenoid plunger operation), the pivot points of the
Left and Right Kickers ("Slingshots®) all require tubrication as a regular servicing procedure,

Lubrication to ensure proper operation also applies to the target blades of the Drop Targets. MBI
Instrument Grease, also known as Drop Target Switch Lubricant, with a Williams’ part number of EI165, is a
recommended lubricant.

Switch Contacts

Playfleld Switches

For proper game operation, switch contacts should be free of dust, dirt, contamination, and corrosion.
Blade switch contacts are plated to resist corrosion. Cleaning blade switch contacts requires gentle
closing of the contacts on a clean business card or piece of paper, and then pulling the paper about 2
inches, which should restore the clean contact surface. Adjust the switch contacts to a 1/16-inch gap.

Flipper Switches

This game uses the new Fliptronic |l Electronic Flipper System. The End-of-Stroke switches are
NORMALLY OPEN. The switch should close when the flipper is energized. All E.O.S. switches and
flipper button cabinet switches are gold flashed computer grade leaf switches. Only low computer current
is carried through these switches. DO NOT FILE or abrasively clean these switches! DO NOT REPLACE
these switches with the old style tungsten high current type switches as intermittent operation could
occur. Note: Unlike the oid style of flipper, an E.Q.S. switch failure does not harm the flipper. The game
notifies the operator of the switch being mis-adjusted in the test report, but continues to play. The E.OS.
switches are a means by which the new electronic flippers feel and play with all of the subtleties of the old
flippers.

Cleaning

Good game action and extended playfield life are the results of regular playfield cleaning. During each
collection stop, the playfield glass should be removed and thoroughly cleaned and the playfield should be
wiped off with a clean, lint-free cloth. The game balls should be cleaned and inspected for any chips,
nicks, or pits. Replace any damaged balls to prevent playfield damage.

Regular, more extensive, playfield cleaning is recommended. However, avoid excessive use of water and
caustic or abrasive cleaners because they tend to damage the playfield surface. Playfield wax (or any
carnauba based wax), or polish may be used sparingly, to prevent a buildup on the playfield surface. Do
not use cleaners containing petroleum distillates on any playfield plastics because they may dissolve the
plastic material or damage the artwork.
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Fuse List

Fliptronic il Audio Board Dot Matrix Controller
Controller . Board
Board (-
g
—
B
Q Fs01
E —8_ FB02
[ [F502] | —
E F111
= T F112
2 (I8 € F113
[[F114]]
Power Driver Board
F108
Fi07| ||F109] |
F106] {{F110] |
Audlo Board Fliptronic Il Controller Board
F501 -25V Circuit, 3A, S.B. F901 Upper Left Flipper, 3A, S.B.
F502 +25V Circuit, 3A, S.B. F902 Upper Right Flipper, 3A, §.B.
F903 Lower Left Flipper, 3A, S.B.
Dot Matrix Controller Board F904 Lower Right Flipper, 3A, S.B.
F601 +62V Circuit, 3/8A, S.B.
F602 -113V and -125V Circuits, 3/8A, S.B. Line Filter
Domestic Game 8A, N.B.
Power Driver Board
F101 Left Flipper, 3A, S.B. Not Used
F102 Right Flipper, 3A, S.B. Not Used
F103 Solenoid #25-#28, 3A, S.B.
F104 Solenoid #9-#16, 3A, S.B.
F105 Solenoid #1-#8, 3A, S.B.
F106 G.l. #5 Wht-Vio, 5A, S.B.
F107 G.I. #4 Wht-Gm, 5A, S.B.
F108 G.|. #3 Wht-Yel, 5A, S.B.
F109 G.|. #2 Wht-Org, 5A, S.B.
F110 G.I. #1 Wht-Brn, 5A, S.B.
F111 Flasher Secondary, 5A, $.B.
F112 Solenoid Secondary, 7A, S.B.
F113 +5V Logic, 5A, S.B.
F114 +18V Lamp Matrix, 8A, N.B.
F115 +12V Switch Matrix, 3/4A, S.B.
F116 +12V Secondary, 3A, S.B.
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LED List

O
D10
Bl |
we us| | e | B2 | Dot Matrix Controller
[ B3 1 Board
D19 D20 D21
O O O CPU Board
CPU Board Fe02] |
D19, Blanking
D20, Diagnostic Fe01] |
D21, +5vdc
At game Tum-On = D19 & D21 On, D20 Off

During Normal Operation = D19 Off, D20 Flashing, D21 On Dot Matrix Controller Board

D10, +5V Circuit, Normallly On

Y05 Memaa
—— O ——y
= [ |2 | Fi12
LED7 (3 218 |8 I ||& F113
O 4 LED3 | ot | o |
o0 LED 6 F114
LED 2 LED 4 O
®)
LED 1 [TF115] |
G
P riv
108 ower Driver Board
F107|| |Fi09
F106| | [F110} |

Power Driver Board

LED 1, +12vdc Switch Circuit, Normally On

LED 2, High/Low Line Voltage Sensor, Normally On

LED 3, HighvLow Line Voltage Sensor, Normally Off

LED 4, +5vdc, Digital Circuit, Normally On

LED 5, +20vde, Flashlamp Circuit, Normally On

LED 6, +18vde, Lamps Circuit, Normally On

LED 7, +12vdc, Power Circuit (motors relays etc.), Normally On
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Section 2

Game
Paris
Imformaition

Parts Lists & Diagrams

Cabinet

Backbox

WPC Audio Board

WPC System CPU Board
WPC Power Driver Board
Dot Matrix Controller Board
Fliptronic II Board

Major Mechanism Assemblies

Playfield Parts
Lower Playfield Parts
Lamps

Switches
Solenoids/Flashers
Rubber Rings
Ramps
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Cabinet Parts

ltem Part Number Description ltem Part Number Description
1. D-9174-3 Lever Guide Assembly 12. D-12615 Front Molding Assy.
2. A-14148-1 Cain Door - 2 Slot 13. 20-6502-A Plum Bob
3. A-15130 Fishing Reel Handle Assembly 14, A-12359-3 Side Molding Assembly
4. B-122734 Flipper Button - Red (2 Used) 15, 20-9663-1 Start Button
8 A-15579-1 Cashbox Assembly 16. A-15894 Flipper Cpto Board
6. x Line Filter Assembly 17. 0110714 Line Cord Cover
7. 5610-12835-00 WPC Transformer, 115/230v 18.  11-1067-50005 Fish Tales Wood Cabinet
8. 5555-12929-00 Speaker, 4, 6", 25w 19, & Cordset
9. 20-9347 Toggle Latch
10. A-14689 WPC Coin Docr Interiace Bd.
11. C-10843 Metal Leg Assembly * See Application Chart.

Lina Filter/Cordset Application Chart

4
o
?"511\104 >
?V‘e.\‘;u Qoe‘é;‘p""ﬂ
COUNTRY K2a O
UNITED STATES [ ] @
CANADA & ®
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Backbox Assembly

®
®
[19]
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item Part Numbar Description Item Part Number Deascription

1, 01-6645 Venting Screen 14. b) 01-6655 Insert Latch

2, B-10686-1 Knocker & Bracket Assy. 15, A-15472 Fliptronic I Board
3 A-12497 Upper Insert Bd Hinge Assy. 16. A-15306 Fish Unit Assembly
4, A-14092-3 Mounting Plate Assembly 17. A-15832 Fish Panel Cover Assy.
5. A-12498 Lower Insert Bd Hinge Assy.

6. A-1268971 Power Driver Assembly Ri n les:

7. A-12738-50005  WPC Sound Board

8. A-12742-50005 WPC CPU Board 18. 5795-12653-03  Ribbon Cable, 37

9, A-14376-50005  Backbox Assembly 19. 5795-13018-00  Ribbon Cable, 22"
10. 01-9047 insernt Stop Bracket 20. 5795-10938-14  Ribbon Cable, 14"
11. A-15498 Speaker / Display Assy. 21, 5795-12838-30  Ribbon Cable, 30"

a) 5555-12924-00 Speaker, 441, 15w

b} 5555-12856-00 Speaker, 5-1/4", 4€), 25w H llan P .

c) 5045-12914-00 Cap., 10pfd., S0v, (£20%)

d)y 5901-12784-00 Dot Matrix Display/Driver Bd. A-8552-50005 Tempered Backglass Assy.
2. A-14039 Dot Matrix Contacller Board 08-7456 Backbox Glass: 27" x 18-7/8"
13. A-13379 Lock & Plate Assembly 31-1357-50005 Screened Translight

a) 20-9637 Lock & Cam Kit 03-8228-2 Gilass Channel Top (1)
14.  50005-IN Insert Board 03-8228-3 Glass Channel Edge (2)

a) 01-8571 Hinge Mounting Bracket 03-8229-1 Glass Lift Channel {1)

FISH TALES 2-3




Part No.

01-9980

4004-01005-06
4104-01012-04
4404-01119-00
5010-08772-00
5010-12065-00
5010-08991-00
5010-10987-00
5010-09034-00

5010-08035-00
5010-09036-00
5010-09134-00

5010-08162-00
5(310-08773-00
5010-09289-00
5010-09358-00
5010-09416-0Q

5010-09534-00
5010-10171-00
5010-10258-00
5010-10650-00
5010-10989-00
5010-12752-00
5040-08986-00
5040-09332-00
5040-11036-00
5040-12729-00
5040-12750-00
5041-09031-00
5041-09243-00
5043-08980-00
5043-08956-00
5048-11027-00
5048-11028-00
5048-11029-00
5048-11030-00
5048-11031-00
5048-11065-00
5048-11072-00
5048-12036-00
5048-12745-00
5048-12746-00
5048-12748-00

Designator

U1
U1

U1

R21

R22, A25

R51

R23, A28

R13, A14, R26-R31, A33,
A34, RS0, R45-R49

R4

R3S

A1, A2, RG, RS, RY,
R11,A12

R26, A102

A3, A5, R17, A19

A1S

R18, R32

R28, R35, A37, R39-R44
R52, R53, A57

W3, W5, WZ2-W10

R38, R56

R16

R7. A10

RS54, ASS, K27

A20

c3

C15, C18, C34, C38, C38
Caz, £35

C24, C25

c22

©26-C29, C37, C46-C48
C20,C1

€41-Cad, B(15)

c1,62

€8, C10

ca5

C33. C49

c12

€19, C31

C13

€29, 40

cea

C4,C6

C5, C7

€8, C11,C30

A-12738-50005

Description

Shield: Wire Protector
Mach, Screw, 4-40 x 38
Sh. Mach, Screw, #4 x 1/4
Nut, 4-40 SNUT

Rasistor, 15KL2, 1/4w, 5%
Resistor, 120K0, 1/aw, 5%
Resistor, 4. 7K, 1/4w, 5%
Resistor, S6KLL, 114w, 5%
Resistor, 10K{3, 144w, 5%

Resistor, 47K11, 1/9w, 5%
Reslstor, 10002, 1/4w, 5%
Resistor, 150KL1, 1/4w, 5%

Resistor, 100KLL, 1/4w, 5%
Resistor, 22K, 1/4w, 5%
Resistor, 12K0, 1/4w, 5%
Resistor, 1KQ, 174w, 5%
Resistor, 47041, 1/4w, 5%

Resistor, 0Q

Raaslstor, 5641, 1/4w, 5%
Reslstor, 1M, 1/4w, 5%
Realstor, 62K, 1/4w, 5%
Resistor, 470K, 1/4w, 5%
Resistar, 1£), 1/4w, 5%
Capacitor, 100M, 10v (£20%)
Capacitor, 47ufd., 25v, Axial
Capacitor, 47ufd., 16v, Rag
Capacitor, 4700pid., 36v.
Capacitor, 22ufd,, 35v, Rad.
Capacitor, 1jfd. TANT
Capacitor, 10pfd. TANT
Capacitor, .01M, 50v, (+80, -20)
Capacitor, .1ufd., 50v, 10%
Capacitor, 33pfd., 50v, 10%
Capacitor, 22pfd., 50V, Axial
Capacitor, 100pfd., 50v
Capagcitor, 470pfd., 50v
Capacitor, 001fd., 50v, 10%

Capacitor, 0022fd., 50v, 10%, Ax.

Capacltor, 0033p:fd.
Capacitor, .22ufd., 10w, Ceramic
Capacitor, 1800pfd., 50V, 10%
Capacltor, 330pid., 50V
Capacitor, 220pid., 50V

WPC Audio Board

Part No.

S070-08819-00
5070-09045-00
5250-10485-00
§281-09215-00
5281-09248-00
5201-09486-00
5281-09487-00
5281-03500-00
5281-09745-00
5281-09850-00
5281-10577-00
5370-11086-00
5371-11087-00
5400-10320-00
5284-12651-00
53401227800
5370-09691-00
5370-12260-00
5370-12728-00Q
5370-12730-0C
83701274200
5371-12727-00
5432-12726-00
5460-12423-00
5460-12743-00
5520-09020-00
5521-10831-00
5551-08822-00
5700-08985-00
570C-0B004-00
5700-08006-00
A-5343-50005-2
A-5343-50005-3

Not Used

5700-12088-00
5705-12755-00
E731-10356-00
5733-12060-01
5791-10862-04
57911086205
5791-10862-07
5791-12452-03
5791-12462-04
§791-12515-00

FISH TALES 2-4

Designator

D5, D6
D1-Da
u3
w22
U1z
Uza-u3o
us, U23-u2s
U3t
uzs, u27
uz2g
utle
U1o
U1
u13
u21

V]
umz
w2

L1}

Uz, us
u3z2
g
us

U4
usa

X1
Q881
L1

uma
u10
un
ms
s
U4
V)]

F501, F502
JBO4, J50E

J502
J501

Description

Diode, 1N4148

Diade MR501, 3.0A
Reog. 7912 1.0A -12v.
IC, 74LS04 Hex INV
IC, 7405139 2-4 Dec.
IC, 7415374 8 Dual Filpflop
iC, 74L.S74 Dual Flipfiop
IC, 74L832

IC, 7415138 DMLTPX
KC, 741511 Tripple AND
I, 74L5125 O/B Bfr
I, YM2151 Sound

I, YM3012 D/A

1C, MPU 68808E

IC 4584

S/Ham 2064

IG, 55536 CVSD

IC, 334Q Eloc Atten

Kz, Audioc Amp LM1875
I, Op Amp TLOB4

IC, Op Amp TLOS2
Dac AD7524

EE Prom Pot X9503
iC, LM7812

LM7808 TO-220
Crystal, 3.58 MHz.
Qeacilator, 8.0 MHzZ.
Ind, 4,7UH 3.0A.
Socket, IC 40-pin, 6"
Socket, IC 24-pin, 6"
Socket, K2 16-pin, 3"
IC, Audic ROM

IC, Audic ROM

Socket, IC 32-pin (U15, U18)
Heatsink 5255B8-220

Fuse, 3A, $-B, 260v

Fuse Hoider (F501, F502)
Connector, 4-pin Header Sq. .156
Connector, 5-pin Header Sq. .156
Connector, 7-pin Header Sq. .156
Connector, 3-pin Header Sq. 100
Connector, 4-pin Header Sq. .100
34 Hon 2x17 STR




A-12738-50005 WPC Audio Board
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A-12742-50005 WPC CPU Board

Part Number

5010-09034-00

5010-09085-00
S010-05314-00

5010-09358-00

5010-09416-00
5010-09534-00
5010-10258-00
5010-10989-00
5010-12104-00
5019-00362-00
5040-08986-00
5043-08980-00
S043-08030-00
5043-08065-00
5043-00491-00
5043-09492-00
5043-09845-00
5070-08919-00
5070-08266-00
5160-10269-00
5162-12422-00
5281-09308-00
5281-094856-00
5281-09851-00
5281-09867-00
5281-10182-00
5284-12651-00
5340-12278-00
5370-12272-00
B8370-12687-00
5520-10438-00
5520-12084-00
6551-09822-00
5671-00019-00
5700-08985-00
5700-12088-00
5700-12424-00
5781-10850-00
5791-10862-07
5791-12461-08
5791-12461-09
5§791-12461-12
5§791-12516-00
5881-09021-00
5048-11033-00
A-5343-50005-1
5410-12428-00
5400-10320-00
5880-00022-00

Deslgnator

R14-R22, R27-R42, 186,
R90, Rod, Roa

H1, A2, R4, R93, Ro6, R97
RS2, R54, ASE, R58, AED,
AB2, R64, AB6, R75-R32
R3, R43-R51, R53, ASS5, RS7,
RS9, R61, R63, RES, R67-R74,
Ra4

AS-R8, R12, R13, R87-A8S
W1, W4, W7, W13-wi1a
R95, Ro9

Rz

R91

SiP 1

C31

B

c27

C3-C2s

C2, C29, C30, L34

cas

C3z2, C33

D2.Dt8

D1, Das

a1

u20

uz

U4

Us

U1, U2, U7

Ut1, U112, U13, Uts

uz21

ua

ms- U9

u10

X2

X1

L1

D19 - D21

J202, J211
B1-B3
C50

uUs

Ug

LH4
B1-B2

FISH TALES

Description

Resistor, 10K$2, 1/4w, 5%

Resistor, 1.5KQ, 1/4w, 5%
Resistor, 1.2K(, 1/4w, 5%

Resistor, 1KQ, 1/4w, 5%

Resistor, 4700, 1/4w, 5%
Resistor, 00

Resistor, .01ufdQ, 1/4w, 5%
Resistor, 470KQ, 1/4w, 5%
Resistor, 22ufd, 1/4w, 5%

SIP, 9R, 10-pin, 4,7KQ, 5%
Capacitor, 100pfd, 10v (£20%,)
Capacitor, .01ufd, 50v, (+80, -20%)
Capacitor, 0.047ufd, 50v (+20%)
Capacitor, 470pfd, 50v {£20%)
Capacitor, 22pfd, 1KV, (+10%)
Capacitor, 100pfd, 50v, (+10%)
Capacitor, 1KP, 50v, (120%)
Diode, 1N4148, 150MA,

Diode, 1N5817, 1.0A.
Transistor, 2N3904, NPN

IC, ULN, 28034,

IC, 7415245, Octal Bus Trev
IC, 7415374, 8D F/F

IC, 741514, SMT/TRG

IC, Octal Buffer, 74LS244

IC, 7415240 Driver

IC, 4584

S/RAM 2084

IC, LM339, Quad. Comp

MC, 34084 Reset Chip

Crystal, 8.0MHz,

Crystal 32.768 KHz

ILN, 4.7 UH 3A

DSPL LED RED

Socket, IC 40P, &"

Socket, IC 32P, &"

Socket, 84 Pin PLCC
Connector, 26-pin Header Str Sq.
Connector, 7-pin Header Str Sq.
Connector, 8-pin Header Str Sq.
Connector, 9-pin Header Sq. pin
Connector, 12-pin Haader $q. pin
34 Hen 2x17 STR

Battery Holder "AA"

Capacitor, 0.022ul, 10v

Game PROM Assembly
WPC-89 ASIC

IC MPU 68B09SE

Battery, Alkaling, 1.5v { “AA™}

2-6




A-12742-50005 WPC CPU Board
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llem  Part Number

o S -

~J B

0

22
22

25
27
28

kil

Not Used

4006-01005-06
4406-011268-00
4004-01005-08

4404-01119-00
5010-08981-00
5010-08991-00

$5010-08992-00

5010-08993-00

5010-08997-00

5G10-08936-00
5010-09034-00
5010-08095-00

5010-09086-00Q
5010-09224-00

5010-09314-00

5010-08324-00
5010-08258-D0

5010-09361-00

5010-03416-00

$010-06534-C0
5010-11079-00
5010-12427-00
5012-12632-00
5012-12238-00
5018-10143-00
5040-08986-00
5040-08421-00
S040-08537-00
5040-12313-00
5043-08580-00

A-12697-1

Ckl Daslgnetor

Qat, az

Q1,Q2

i, 312, 014,
Q16,018

10,012, 014, O1g, Q18
R260

R3, R12, R15, R18, R21,
AZ3, R27, R31, Ras, Ra9,
R43, R47, A51, R65, A58,
R&3, R67, A71, R7S, R79,
R&z, RB7, R91, R9S, RYY,
R126, A128, A130, R132,
A134, 136, R138, R140,
R209, R227

Re, A11, A14, R17, A20,
R177, R1'19, R121, R183,
R185, A187, R188, 191
R23, A28, A3, R37, Ral,
R45, A48, R53, AS7, RE1,
RBs5, A&9, R73, R77, RB1,
R85, AR89, R9J, RG7, R101,
R103, R106, R109, A112,
R115, R118, R121, R124
R24, R2\, R32, R36, R40,
R44d, RaB, A52, R56, RGO,
R&4, REB, A72, R76, RBO,
R84, REB, RBZ, RV6, R100,
R102, R106, A106, R111,
A114, A117, A120, R123,
R195

R155, R157, R159, R161,
R165, R167, R169, A171
R3, R4, RE, R142-R149,
R197-R198

R184, R198, R251, R253-
A257

Ra252
R1, A2, R192, A201- R205,
R20q

R178, R178, R180, A182
R184, R186, R1BA, R150
A206

R154, R156, R158, R16Q,
R164, R166, 168, R170,
R162, A193, A199, R200
R250

R104, R107, A110, R113
R11€, R119, R122, R125
R22, A28, A30, A34, R36,
Rd2, R48, RSD, R54, RSB,
R62, RES, RT0, A74, R786,
R82, Rae, A9y, Asd, RS,
R127, R129, R131, R133,
R135, R137, R129, R141
W1, w2

R?, R10, R13, R16, R19
A150-R153, R172-R175
R224

R210, R211

5R1

Cé

c2

ca

5,06, 57,011, 0%
B-BYPASS

Description

Mach. Screw, £-32 x 378
Nut, 6-32 KEPS
Mach, Screw, 4-40 x 38

Nut, 4-43 SNUT
Resistor, 1012, 172w, 5%
Resistor, 4. 7KL, 14w, 5%

Rasistor, 56001, 1/dw, 5%

Resislor, 681, 1/4w, 5%

Rasistar, 2 7K0, 1/dw, 5%

Resisior, 2.2K0), 174w, 5%
Resistor, 10KLE, 1/4w, 5%
Reslator, 1.5K02, 174w, 5%

Raslstor, 8.9KG, 1/4w, 5%
Ressistor, 27062, 1/4w, 5%

Resistor, 1.2K1], 1/4w, 5%

Resistor, 27KIL, 1/4w, 5%
Resistor, 1KLL 14w, 5%

Rasistor, 22061, 1/dw, 5%
Resistor, 47062, 1/4w, 5%

Resistor, DG

Resistor, 5162, 1/4w, 5%

Resistor, .220, 1w, 5%

Resistor, , 1211, 10w, 5%

Reeiator, 33K, Sw, 10%

SIP, 9R, 10 pin, 4700, 5%
Capaditor, 100pfd, 10v [+20%}
Capacitor, 100ufd, 25v [+50, -10%)
Capacitor, 100pfd, 100v (£20%;}
Capacitor, 15,000utd, 25v [+20%)
Capacitor, ,01pdd, 50v (+80, -20%}

1%m  Parl Number

5043-08996-00
50430984500
5048-10994-00
5070-08918-00
5070-08054-00

5100-08690-00
5111-12725-00
5162-12422-00
5162-12635-00

EBEY BREYR

4 5194-D9055-00

42 519112179-00

43 5192-12428-00
44 5250-12634-00
45  5281-09486-00
46 5201-08487-00
47  5281-10182-00
48  5370-12372.00
49 5480-12423-00
50 5400-10892.00
51 5580-08964-01
52  5671-00019-0Q
53 5701-09652-00
54 STOS-09199-00
55  Not Used

56  5705-12837-00
57  5705-12638-00
58  5733-12060-01
589 Mol Used

60 5791-10862-03
61 5791-10882-04
62  5791-10862-05
83  5791-10862-06
&4 5701-10862-07
85  5791-10862-09
]

67

68

69

70

n

72

5781-10862-11
§791-10862-12
5791-10862-13
5791-12461-05
5791-12461-09
5791-12516-00
5824-0892458-00
73 5041-09163-00
74-100 Mot Usad
101 Not Used
102 5730-09071-00
103 Not Used
104 5731-09432-00
105 §731-09651-00
106 Not Used
107 5711-10356-00
108 S730-09797-00
106 5705-12698-00
110 4010-01008-00

FISH TALES 2-8

WPC Power Driver Assembly

Ckt Dealgnator

C13-C20, Ca1
C1.C12
Cc3

033, D34

O1-D3, D5-D12, D17-
032, 38, 130

8R1-BRS

Q1o, 012, G114, Q16, Q18
uig

Q20, G2z, G24, Q26, Q28
030, Q32, (134, 038, 038,
040, Q42, O44, Q4€, 048,
Qs0, Qs2, Q54, 156, 054,
063, 065, Q67, Q6Y, U75,
Qv7, @79, QB1, QB3 - Q%0
08, O11, Q13, M5, Q17,
Q19, 021, Q23, 425, Q27,
029, 031, 033, Q35, Q97,
Q39, Q41, Q43, 045, 047,
46, 051, Q53, 055, 57,
058-062, Q71-0174, Q99
Céd, (306, QB8, Q70, Q76
78, 080, Qa2

Gat-068

ar

U1-Us, U1g

u1o-U1a

Ug

U6, U15, Lhe

o2

LED1 - LED?
[+)]
a2

o1
Q10, 312, Q14, Q18, HA

4108, J118, J136
J1038, J118-4118

J112, J104-4108, J1293, J124,

J128, J128, J13t, 132
J107

J101, 3109, J114

J102, 1110, J122, J1256,
J127, 130, J137, J138
J120, J121

J115

J126

J1

F114

F12
Fi106-F111, F113

FiDt -F105, F116
F115

Description

Capadior, . 1uid, 50v (£20%)
Capacor, 100006, 50v (+20%)
Capaciior, ,A3u1d, 50v (+20%) Ax.
Dloda, 1M4148, 150MA.

Diode, 1N40O4, 1,04,

Bridge Rectflar, 354., 200v
Triac, AT1238E

IC. ULN 2803

Transistor, TIP 102

Translslor, ZNS401 PNP

Tranglstor, TIF36C PNP

Transistor, TIF 107

Reg LM 325 Sv

IC. 74L5374 8 Dual D Fiipflop
IC, 74574 Dual D flipflop

iC, 74L.8240, L/Drvr

IC, LM330 Quad. Comp

2, LM 7812

Diaplay LED Aed
Tharma Pad TO-3
Heatsink, #0308

Hoateink 5054
Heatsink 52688
Fusa Holder, F101-F116

Connacior, 3-pin Header STR Sq.
Connactor, 4-pin Header STR Sq.
Connacior, 5-pin Headar STR Sq.

Connector, 6-pin Header 5TR 54.
Coennector, 7-pin Headar STR Sq.
Connector, 8-pin Header STA 5q.

Connector, 11-pin Haader STH Sq.
Connector, 12-pin Header STR 8q.
Connacior, 13-pin Header STR 5q.
Connhacter, 5-pin Haader $TR 5q.
Connactor, 8-pin Haader 5TR Sq.
34 HEN 2x17 STR

Test Poinl #1502-1

Capacior, 2.2ufd TANT

Fuse, BA, 32v

Fuse, S-B, 7A., 250v
Fuose, 5-B, 5A., 250v

Fuss, -8, 3A., 250v
Fuss, 5-8, M4A., 250
Haatsink #52365

Mach. Scrow, 10-32 x S8




A-12697-1 WPC Power Driver Assembly
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A-14039

Part Number

5010-08991-00
5010-09224-00
8010-12832-00
5010-12841-00
5012-12830-00
5012-12842-00
5012-12843-00
5010-10171-00
5040-08586-00
5040-12324-00
5043-08680-00
5043-08072-00
5043-09845-00
5043-09492-00
5070-09054-00
5075-12824-00
5075-12823-00
5075-12826-00
5100-12833-00
5160-10269-00
5184-09056-00
5164-12154-00
5194-09055-00
5194-12155-00
5281-06738-00
5281-10033-00
$281-10043-00
5311-10845-00
5311-10847-00
5311-10851-00
§311-10977-00
5311-12817-00
5311-12818-00
53111282000
5311-12822-00
5315-12009-00
53151281200
5281-09308-00
5315-12815-00
5315-12816-00
§315-12821-00
5340-12278-00
5551-09822-00
5671-08019-00
5705-00193-00
§731-12328-00
5733-12060-00
5781-10850-00
5791-10862-05
5791-10862-07
5791-10862-08
5761-12516-00
5791-12827-00
5010-00036-00
4006-01003-06
44086-01128-00

Dot Matrix Controller Assembly

Ckt Deslgnator

A1

R10

R3, R&, R12, R13
R4, RS

Rg

R1t

R8

R7

c3

C4,C7
BYPASS
C§,C9,C10
C1,C2,C11
Cs,Cs

D7

D6, D8

b4, DS

D3

BRT, BR2
a1

Qz, Q10
Q3 Q7
Q4,Q5

Q6

u1e, Uas - u27
U3

U31- 133, Uss
U4, US, U17, U18, U20
us

U10, Ui

us

uz2g

uz21

u23

U13-uis

22

U1, Uz, use
vze

us, u34

Uig

uz

U24

L1

o110

Q3, Qs, Q7
F601, F602

J602

Je0S5

Jeos

Jeo4

Jeo1

J603
R14-R23
Q3, Q8, Q7
Q3, 08, Q7

Description

Resistor, 4.7KQ, 14w, 5%
Resistor, 27001, 1/4w, 5%
Resistor, 47KQ, 1/2w, 5%
Resistor, 1200, 1/2w, 5%
Rasistor, 1.8KQ, 5w, 5%
Resistor, 1200, Sw, 5%
Resistor, 4.7K, 5w, 5%
Resistor, 5602, 1/4w, 5%
Capacitor, 100ufd., 10v, (+20%)
Capacitor, 150ufd., 160v, (£50%)
Capacitor, .01tfd,, 50v, (+80, -20%)
Capacitor, .1ufd., 500v, {(+80, -20%)
Capacitor, 1KP, 50v, {(£20%)
Capacitor, 100P, 50v, (+10%)
Diode, 1N400O4, 1.0A.
Zener, TN4T42A, 12v
Zener, 1N4758A, 62v
Zener, 1N4759A, 62v
Bridge, 400v, 1A,
Transistor, 2N3904 NPN
Transistor, MPSD02, NPN
Transistor, MJE15030 NPN
Transistor, MPSD52 PNP
Transistor, MJE 15031 PNP
IC, 74L8157

IC, 74L530

IC, 74LS178

IC, 74HC74

IC, 74HC125

IC, 74HC1861

IC, 74HCD4

IC, 74HC165

iC, 74HCE88

IC, 74HC27

IC, 74HC193

IC, 74HCT374

IC, 74HCT138

IC, 74HCT245

IC, 74HCTO8

IC, 74HCTa2

IG, 74HCT240

S/AAM 2084 150NS

IND 4.7uH, 3.0A.

Display LED Red

Heatsink 80308

Fuse, 3/8A.,5B, 250v

Fusa Holder (F&01, F&02)
Connector, 26-pin STR Sq.
Connector, 5-pin Header Sq.
Connector, 7-pin Header Sq.
Connector, 8-pin Header Sq.
34 Hen 17x2 STR

14 Hen 7x2 STR

Resistor, 1000, 1/4w, 5%
Mach. Screw, 6-32 x 3/8
Nut, 6-32 KEPS
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A-14039 Dot Matrix Controller Assembly
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A-14689

WPC Coin Door interface Board

—
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Part Number Designator Description
5070-09054-00 D1-D7 Diode, 1N4004, 1.0A,
5791-10862-18 N Connector, 18-pin Header Str Sq,
5791-10862-08 J2, J6 Connector, 8-pin Header Str Sq,
5791-10862-13 J3 Connector, 13-pin Header Str Sq.
* 5791-10862-15 J4 Connector, 15-pin Header Str Sq.
* 5791-10862-09 J5 Connector, 9-pin Header Str Sq.
* 5845-09025-00 Swi Switch DIP 8-Position
Notes:
1. For Belgium, France, Finland, Sweden and England use A-14689-9 Coin Door
Interface Board.
2. % = Used on Electronic Coin Daor only.
A-15894 Flipper Opto Board
o 2l 2
c Q Q
=
*|.
o
o
C
Part Number Designator Description
5010-08930-00 R1,R2 Resistor 4700, 1/2w, 5%
5490-12451-00 OPTO1, OPTO2 Opto Inter Lg. 10ma.,
5791-12273-07 J1 Connector, 7-pin Header




A-13901-1

Opto Ramp Switch Assembly

slmo¥ol s«joo¥Mol OO XD
S o Lr
RS Ré& R7
- +
() e
= |+
a (DZD
S [ e | —
O - (03D e E = el |
8] © (D4 )
.
a
O [ R2 ] R | [ A9 1
" Jz2 J3 [R3 14 [ R8_|
OOOC MO CcoOMOO O¥XOoOOoD
5 1 5 1 & [
Part Number Deslgnator Description
5010-08774-00 R10, R13 Resistor, 22QK, 1/4w, 5%
5010-09034-00 Ri14 Resistor, 10K, 1/4w, 5%
5010-09162-00 R11,R12 Rasistor, 100K, 1/4w, 5%
5010-09999-00 R1 - R4, R8, R9 Resistor, 2KQ,1/4w, 5%
5010-12733-00 R5 - R7 Resistor, 220Q, 1w, 5%
5040-12298-00 C1 Capacitor, 100pfd., 40v (+50, -10%)
5043-08980-00 B Capacitor, .01pfd., 50v (+80, -20%)
5070-09054-00 D1-D4 Diode, 1N4004
5370-12272-00 LH IC, LM339 Quad.
5791-12273-05 Jz2,J3 Connector, 5-pin Header Sq.
5791-12273-07 J1 Connector, 7-pin Header Sq.

O ¥ O

J1

C1

Part Number

5551-09822-00
5791-12273-03
5791-12273-02

Jzoo

5010-08998-00
5070-09054-C0
5162-12635-00

Designator

L1, L2
J1
J2
R1
D1
()]

FISH TALES 2-13

A-15340 Motor EMI Board

Description

Ind. 4.7MH3AMP
Connector, 3-pin Header Sq.
Connector, 2-pin Header 3q.
Resistor, 2.2K8, 1/4w, 5%
Diode 1N4004, 1.0A.
Transistor TIP 102




A-15472

Fliptronic II Board
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Part Number Designator Description Part Number Designsaior Description
01-10572 Q1-Q4 Heatsink 5070-09054-00 D1 - D24 Diode1N4004
20-9684 asQ12 Fastener Snap 5162-12635-:00 Q512 Transistor TIP102 NPN
4006-01003-08 Q1-Q4 Mach. Screw, §-32 5190-09016-00 Q13- Q20 Transistor 2N4403 PNP
4406-01128-00 Q1-Q4 Nut 6-32 KEPS S191-12179-00  Q1-Q4 Transistor TIP36C PNP
5010-08034-00 R37-R44, k53 Resistor, 10K}, 1/4w, 5% £315-12008-00 U2 IC 74HCT374
§010-09358-00 R22, R24, R28, Resistor, 1KQ, 1/4w, 5% 5315-12031-00 US IC 74HCT244
R28, R30, R32, 5315-12812-00 WM IC 74HCT138
R34, R3G, R45- R52 §315-12951-00 U3 IC 74HCTOD
5010-09361-00 R1- R4 Resistor, 2200, 112w, 5% §370-12272-00 U4, US IC LM333 QUAD COMP
5010-09416-00 R21, A23, R25, Resistor, 4709, 1/4w, 5% 5791-10862-09 .J907 Connector, 9-pin Header Sq. Pin
R27, R29, R31, 5791-10862-05 J901, JoO4 Connector, 5-pin Header Sq. Pin
R33, R35 $791-10862-13  Jgo2 Connector, 13-pin Header $q. Pin
5010-06534-00 W3, W4 Resistor, 002 5791-12461-06  JOOS5, JOOG6 Connector, Str 5q. Pin Header .100
S5010-10171-00 R13-R20 Resistor, 56182, 1/4w, 5% §791-12516-00 J903 34 HEN 2x17 STR
5011-12956-00 RS- R12 Resistor, 2.7KLD, 1w, 5% 5100-00890-00 BR1 Bridge Rectifier
5040-08986-00 C1 Capacitor, 100M, 10v 5731-10356-00 F901- Fo04  Fuse 5-B, 3A., 250v
S043-08980-00 8 Capacitor, .01pF, 50v 5733-12060-01 - Fuse Holder {FO01-FaC4)
5040-09537-00 C2 Capacitor, 100uF, 160v
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B-0414-3
Jet Bumper Assembly

tem Part Number Description

1. A-4754 Bumper Ring Assembly

o D3-6009-AS Bumper Bass, White

3. 03-6035-4 Burnper Wafer, Red

4. 03-7443-5 Burmnper Body, White

5. 107 Spring

§. 24-B776 Socket - Wedge Base

7. 24-8768 Bulb #555 (6.3V., 0.25A.)
Associated Parts:

8. 03-8254-9 Jet Bumper Cap,

Trans. Red {3}

FISH TALES

A-9415-2
Jet Bumper Coil Assembly

jtem Part Number

1, B-7417

2. 011747

3. 01-5492

4. 01-5493

5. 02-3406-1

6 10-326

7 AE-26-1200

8 4006-01017-04
9 03-7066

2-15

Description

Bracket & Stop Assembly
Coil Retaining Bracket
Armature LinK, Steel
Armature Link, Bakelite
Coil Plunger

Armature Spring

Coil Assembly

Mach. Screw, 8-32 X 14"
Coil Tubing




A-15205-R-2

A-15205-L-2
Part Number Description
B-13104-R Flipper Base Assy, Right
B-13104-L Fiipper Base Assy, Left
SW-1A-193 Switch Assembly

4701-00002-00
4105-01019-10
4008-01079-05
4701-00003-00
01-9375
20-6516
4010-01066-06
4701-00004-00
A-12111
FL-118629
03-7066-5
01-7695
4006-01017-04
10-364
B-13882-R
B-13882-L
B-13884-R
B-13884-L
A-106586
02-4179
4010-01086-14
4700-00023-00
4701-00004-00
4410-01132-00
23-6577
03-7568
4008-01005-06
4406-01117-00

Lockwasher, #6 Split

Sh. Metal Scraw, #5 x 5/8 P-RH-A
Mach. Screw, 8-32 x 5/16 H-SOC
Lockwasher, #8 Split

Switch Mounting Bracket
Speednut, Tinnerman

Cap Screw, 10-32 x 3/8, SH
Lockwasher, #10 Split

Flipper Stop Assembly

Flipper Coil {Blue)

Coil Tubing

Solenoid Bracket

Mach. Screw, 6-32 x 1/4 P-BH-S
Spring

Crank Link Assembly, Right
Crank Link Assembly, Left
Flipper Crank Assembly, Right
Flipper Crank Assembly, Left
Flipper Link Assembly

Link Spacer Bushing

Cap Screw, 10-32 x 7/8 SH
Flatwasher, 5/8 x 13/64 x 16ga.
Lockwasher #1Q Split

Nut, 10-32 ESN

Bumper Plug, 5/8°

Flipper Bushing

Mach. Screw, 6-32 x 3/8 P-PH
Nut, 6-32 Hex.

Associated Parts for Left & Right Flippers:

21,
22.

23-6519-4
20-9250-6

Flipper Rubber (Red)
Flipper & Shalt (Yallow)

Fliptronic II Flipper Assembly (Lower Right)
Fliptronic II Flipper Assembly (Lower Left)

Notes:

1.
2.

* ltems for Left Flipper Assembly ONLY.

Each Flipper Assembly is mounted beneath the
playtiald, in conjuction with the Plastic Flipper & Shaft,
(20-9250-6) and Flipper Rubber (23-68519-4) on the
upper side of the playfield.

With the flipper, in the non-activated position,
the E.Q.S. Switch contacts must have a gap of
062 (£.015) inch. When flipper is activated switch
must close.
Any adjustment of the E,Q.S. Switch must be made
at a minimum distance of 0.25 inch from the switch
body.

Longer blade of E.O.S. Switch must be straight.
Gap adjustment is done by adjusting shorter

blade,

All moving elements of the assembly must operate
freely without any evidence of binding.

Apply Loctite™ 242 when reataching screws to the
Flipper Stop Assy, the Sclenaid Bracket, and the
Flipper Bushing.
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A-15205-R-2 & A-15205-L-2 Fliptronic II Fliipper Assembly
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A-8039-3 Outhole Kicker Assembly

ltem  Part Number Description

1, A-6378 Mounting Plate Assembly
2. 03-7066 Coil Tubing
3. A-6889 Kicker Lever Assemnbly
4, A-8038 Coil Stop Assembly
5. AE-27-1200 Coil Assembly
6. 03-7176-1 Striker Ring
7. 10-101-4 Spring-Reset
8. 20-8712-25 "E" Ring, 1/4" Shaft
9. 4006-01003-03  Mach. Screw, 6-32 x 3/16"
10.  A-8335 Coil Plunger Assembly
a) 02-2364 Coil Plunger
by 20-8716-5 Roll Pin, 1/8 x 7/16"
) 01-4251 Ball Return Link
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C-9638  Ball Shooter Lane Feeder Assembly

Associated Parts:

ltem  Part Number Description Item Part Number  Description

1. 12-6227 Hairpin Clip 9. B-9362-R-3 Coil & Bracket Assembly
2. A-8247 Eject Cam Assambly a) B-7572-1 Bracket & Stop Assembly
3. 10-362 Ejectar Spring (Plain) b} 01-8-508-S Coil Retaining Bracket
4, A-5949-L Spring Plate Assembly ¢} 4006-01017-06 Mach. Scraw, 6-32 x 3/8
5. 4700-00030-00 Fiatwasher, 17/64 x1/2 x 15ga. d) 4408-01119-00 Nut, 6-32 ESN
8. 4700-00103-00 Flatwashar, 17/84 x1/2 x 28ga. 8) AE-26-1200 Cail Assembly
7. A-8268 Mounting Bracket Assembly f) 03-7066 Cail Tubing
8. A-8050-1 Coil Plunger Assembly 10. 10-128 Spring

a) 02-3407-2 Cail Plunger Assy, 2-1/8"

by 03-8085 Armature Link

¢) 20-8718-5 Rell Pin, 1/8 x 7/16"
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A-9361-R-11

Ball Eject Assembly

[tem

Ao~

a)
b)
c)

eNo;

Part Number

A-6949-R
A-8268
A-7471-R
A-8050-2
02-3407-1
03-8085
20-8718-5
10-320
12-6227
4700-00030-00
4700-001C3-00

Description

Spring Plate Assembly

Mounting Bracket Assembly

Eject Cam Assemnbly

Coil Plunger Assembly

Coil Plunger Assy,, 2-5/16"
Armature Link

Roll Pin, 1/8 x 7/16"

Eject Spring

Hairpin Clip (2)

Flatwasher, 17/64 x1/2 x 15ga. (1)
Flatwasher, 17/64 x1/2 x 28ga. (1)

FISH TALES

Associated Paris:

item

9.
a)
b)
¢}
d)
o)
f)

10.

11.

2-20

Part Numbar

B-9362-R-3
B-7572-1
01-8-508-8
40086-01017-06
4406-01119-00
AE-26-1200
03-7066
10-128
03.7351-1-9

Description

Coil & Bracket Assembly
Bracket & Stop Assembly
Coil Retaining Bracket
Mach. Screw, 6-32 x 3/8
Nut, 6-32 ESN

Cell Assembly

Coll Tubing

Spring

Eject Shield




B-12665

Kicker Arm (Slingshot) Assembly

Item

b

b)
c)

Part Number

12-6227
A-12664
A-56353
4700-00030-00
A-5103
02-2364
03-8085
20-8716-5

Associated Parts for Right & Left Kickers

Description Item  Part Number
Hairpin Clip 6. A-14369-R
Kicker Crank Assembly A-15749
Mounting Bracket Assembly a) B-7572-1
Flatwasher, 17/64 x 1/2 x 15ga. by 01-8-508-5
Coil Plunger Assembly c) 4006-01017-06
Coil Plunger d) 4406-01119-00
Armature Link e) AE-27-1200
Roll Pin, 1/8 x 7/18” fy 08-7086
7. 10-128
FISH TALES 2-21

Description

Colil & Bracket Assy, Right
Coll & Bracket Assy, Lofi
Bracket & Stop Assembly
Coil Retaining Bracket
Mach. Screw, 6-32 x 3/8
Nut, 6-32 ESN

Coil Assembly

Coil Tubing

Spting




ltem
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Item
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A-14525

Kicker Bracket Assembly

Part Number Description
A-B306-2 Bell Armature Assembly
A-14528 Mounting Bracket Assembly
01-8-508-T Selenoid Bracket
10-135 Solenoid Spring
23-6420 Rubber Grommaet
AE-23-800 Coil Assembly
03-7067-5 Cail Tubing .
4008-01017-04 Mach. Screw, #8-32 x 5/16 P-RH
03-8523 Insulator
-
B-10686-1
Knocker Assembly
Part Number Descriptlon
A-5387 Coil Plunger Assembly s
B-7409-2 Mtg. Bracket Assermbly
AE-23-800 Coil Sub-Assembly
01-8-508-T Coil Retaining Bracket
23-6420 Rubber Grommet -
4008-01017-06 Mach. Screw, 8/32 x 3/8
H-11835 Knocker Cable
03-7067-5 Coil Tubing




A-14422
Actuator Assembly

ltem Part Number Description

1, 01-8111 Bali Gate Coil Brackst
2 A-14406 Coil Assembly
3. A-111486 Armature Assembly
4, A-8892 Frame & Eyelet Assembly
5. 10-120 Spring
6. 4701-00003-00  Lockwasher #8 Split
7. 4700-00089-00  Flatwasher, 11/64 x 7/16 x 16ga.
8. 4008-01021-07  Mach. Screw, 8-32 x 7/16 P-RHBR
9. 10-194 Extension Spring
D-11335-1

Ball Popper Assembly

item  Part Number Description

1. B-11631 Bracket Assembly

2, A-11336 Armature Assembly

3. 03-8053 Ball Popper Cap

4. 20-9314-7 Dowel Pin, 3/32 x 1/2"

5. 01-9794 Mounting Bracket

B. AE-24-900 Coil Assembly

7. 23-6420 Rubbker Grommet

8. 10-135 Spring

g, 4008-01017-04 Mach. Screw, #8-32 x 5/16
10.  03-7067 Ceil Tubing
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A-15306 Fish Unit Assembly

Rem  Part Number Description

1. A-15713 Fish & Plastic Insert

2. 11-1059 Wood Panael

3. »31-1892 Screened Translite

4, A-15304 Coil Unit Assembly

5. A-15585 Plate Protector Assembly

6. 4408-01112-00  Nut #8-32 ESNA

7. A-11734 Sacket & Bulb Assembly

8. 4106-01114-08  SMS #6-1/2 PL-HWH-A (7)
g, 4008-01003-20  MS #8-32 x 1-1/4 P-PH-S (4)

10.  4700-00070-00  Flatwasher, 3/16 x 5/8 x 16ga.

11. 4408-01128-00  Nut #8-32 KEPS (4)

12, 01-10618 Fish Panel Mounting Bracket (2)

13. 4008-01003-08  Mach. Screw #8-32 x 1/2 P-PH-S {6)
14, 4408-01118-02  Nut #8-32 Toea (8)

15. * 31-1682-5 Screened Decal

16.  4106-011033-08B SMS #86 x 1/2 TR-HD-A, Black (2)
17.  A-12338-% Socket & Bulb Assambly

18.  A-12887 Socket & Bulb Assembly

18.  03-7655-8 Nylon Harness Clip (4)

20.  H-15497 Cable Assembly

* Not available for individual sale. Order Decal Set 31-1692
& 31-1682 respectively.

A-15304  Coil Unit Assembly

ltem Part Number Description

1. A-15305 Coil & Bracket Sub-Assembly

2, A-6306-2 Bell Armature Assembly

3. 10-135 Solencid Spring

4, 03-7067-5 Coil Tubing

5. 23-8420 Rubber Grommet

6. 01-8-508-T Solenoid Bracket

7. 4008-01017-04  Mach. Screw, #8-32 x 1/4 P-RH-S
B. AE-23-800 Coil Sub-Assembly
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A-15306  Fish Unit Assembly
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A-14945

fem Part Number

oOoNEO A LN

10.
11,
12.
13.
14,
15,
16.
17.
18.
19.
20,

14-7967
A-14948
03-8705
03-8614
03-8612
4700-00072-00
20-8712-25
A-14316
A-14315
4106-01114-08

* 31.1694-2
01-10378
H-15606
4008-01076-06
02-4290
03-8086
4010-010086-10
4008-01017-04
01-10533

* 31-1683-3

Fish Reel Unit Assembly

Description

Gear Motor, 50V

Reel Bracket Assembly

Reael Pulley

Drive Belt

Fishing Reel

Flatwasher, 17/64 x 1/2 x 21ga. (2)
Retaining "E" Ring

Opto Phote/Trans Assy. (2)

Opto LED Assembly (2)

Sh. Metal Screw, #6 x 1/2 P-HWH-A (8)
Screened Decal

Opto Bracket, Bottom

Cable Assembly (2)

Set Screw, #8-32 x 3/8

Collar

Pulley

Mach. Screw #10-32 x 5/8 P-PH-S (4)
Mach. Scraw #8-32 x 1/4 P-PH-S (4)
Opto Bracket, Top

Screened Decal

* Not available for individual sale. Order Decal Set 31-1694 &
31-1683 respectively.
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A-14945

Fish Reel Unit Assembly
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Item
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[Te ]

37
38
39
40
41
42

43
44
45
46
47

49

Coin Door Assembly

U.S.A. Door with Decals
09-17002-x 2-Chute Door
09-17003-x 3-Chute Door
{"x" is the country designator)

A-14148-1

Part No.

27-1038
27-1041-1— 58
27-1026-14 17
27-1016
27-1081-1
27-1082
27-1021
27-1022
27-1111
27-1006-1
27-1007-1
27-1005
27-1003
5641-12724-00
27-1101
01-9885
03-7601-4
03-7601-7
27-1078
27-1039
27-1079
27-10771
27-1066
27-1067
27-1017
27-1012
27-1011
27-1020
27-1018
27-1019
27-1089
27-1083
27-1081
27-1088
27-1025
27-1086
27-1078
27-1113
27-1079
27-1084
27-1085
27-1096
27-1087
27-1082
27-1007
27-1081-1
27-1075
or

27-1093
27-1094
27-1087
27-1086
27-1095
27-1076-1
27-1078
27-1092

Descrlption

Button Cover

Price Panel

Coin Entry Plate

Lock Assembly

Coin Return - Bezel

Coin Return Flap

Button Housing - 2-slot
Button Housing - 3-slot
Interack Switch

Coin Door |, 2-Slot

Coin Door , 3-Slot

Cain Door Frame

M/C Screw, 6-32 x 3/16
Diagnostic Switch

M/C Screw, 4-40 x 1/4
Bracket, Diagnostic Switch
Button, Red

Button, Black

WM/C Screw, 6-32 x 3/8
Conical Spring
Self-tapping Screw, #6 x 1/4
Coinbox Cover

Slam Switch

M/C Screw, 4-40 x 172
Nut (key})

Locking Cam

Locking Arm

Washer

Star Washer

M/C Screw, 1/4-28 x 516
R-Ring

Retainer

Coin Inlet Chute

Cable Clamp

Key Heok

Washer, #6

M/C Screw, 6-32 x 3/8
M/C Screw, 6-32 x 7/16
Seli-tapping Screw, #6 x 1/4
Lamp Socket

Lamp

Self-tapping Screw, #5 x %8
M/C Screw, 6-32 x 5/8
Lever Arm

Switch Cover

Coin Accept Chute

Wire Form (Small)

Wire Form (Large)
M/C Screw, 4-40 x 7/8
M/C Screw, 6-32 x 5/8
Washer, #6

Nut, 4-40 ESNA

Coin Return Box

MW/C Scrow, 6-32 x 3/8
Microswitch

FISH TALES 2-32

Quantity

23
2or3
2or3

T N L XY

L5
g
w

20r3

2or3
1or2
1

2or3
20r3
20or3
2ord
2o0r3
2o0r3
2ord
2or3
2ord

dorb
4org
4oré
4oré

2ord




Coin Door Assembly
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A-15130 Fishing Reel Handle Assembly

 Cabinet shown for reference

ltem Part Number Description
1. 21-6689-1 Fishing Resl, Left Handle
2. 21-6689-2 Fishing Reel, Right Handle
3. 4010-01097-06B Mach. Screw, #10-32 x 3/8
4. 02-4547 Fastenar Button-Head, 1/2"
5. 01-10508 Plate
6. 20-9713-7 Switch HSI Gaming
7. H-15528 Caster Cable
B. 4702-00014-00B Lockwasher #1/4 Int, Tooth
9. 4700-00129-00B Flatwasher, 13/64 x 15/32 x 22ga.

4702-00013-00B Lockwasher #10 Int. Tooth
RM-21-03 Tubing #10

— -
- O
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Ball Trough Switches

(Viewed from underside of playfield to show locations)

B-8925
Ball Trough Switch Plate Assy.

5070-00054-00  01-8652 5647-12693-08
Dicde Bracket Microswitch

5647-09957-00
Microswitch

A-5844-45 —
Sw. Wire & Bracket

fje————A-8a45

Sw. Wire & Bracket

A-8924 —=
Mounting Plate

A-5844-44 5647-09957-00 RMW-21-03
Sw. Wire & Bracket Mictoswitch Tubing
Standup Targets
l O 4 O
©

© ©
©

(4]
o \&,

A-15330-2 A-15658-6
Stationary Target Assembly Oblong Standup Target Assembly
Opaque Green Yellow
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Metal & Plastic Posts
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Part No.

02-3805

02-4660

02-4659

02-4657

02-4424-1

02-4425-1

02-4426-1
02-4428-2

02-4433

02-4434

02-4435

02-4493

02-4608

02-4658

03-8365-16

03-8319-9

Descriptien

Bumper Post #8WS

Single Bumper Post

Mini Post

Mounting Post

Post #6-32/8-32

Post #8-32/8-32

Post #6-32/8 SMS, 1-1/2" Lg.

Post #6-32/8 SMS, 1-1116" Lg.

Post, #8 x 1-3/16"

Post, #8 x 1"

Playfield Post #8 x 1-3/18"

Double Bumper Post (Hex)

Double Bumper Post

Double Bumper Post

Post 3/8 x 1-3/16", Tr. Yellow

Star Post #8
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Quantity

3

14

17




Part Number

A-11657-2
A-11658-1
A-12738-50005
A-12742-50005
A-13204-50005
A-13769-50005

A-13769A-50005

A-14376-50005
A-14945
A-14947
A-15055
A-15069
A-15108
A-151089
A-15130
A-15177
A-15178
A-15179
A-15180
A-15182
A-15208
A-15211
A-15304
A-15306
A-15330-2
A-15333
A-15334
A-15335
A-15336
A-15337
A-15338
A-15339
A-156373
A-15401

Unique Parts

Description

Ball Poper Agsembly
Switch & Dicde Assembly
WPC Sound Board

WPC CPU Board

Bottam Arch Assembly
Playfield & Insert Assembly
Mini Playfield & Insarts
Backbox Assembly

Fish Ree! Unit Assembly
Catapult Assembly

Boat Ramp Assembly

Ball Guide Assembly

Ball Guide Assembly

Boat Unit Assembly
Fish/Ree! Handle Assembly
Ball Guide Assembly

Ball Guide Assembly

Ball Guide Assembly

Ball Guide Assembly

Bal Guide Assambly

Back Panel Assembly
1-Bank Drop Target Assembly
Coil Unit Assembly

Fish Panel Assembly
Stationary Target Assembly
3-Lamp Board Assembly
4-Lamp Board Assembily
5-Lamp Board Assembly
6-Lamp Board Assembly
15-Lamp Board Assembly
5-Lamp Board Assembly
3-Lamp Board Assembly
Ball Guide Unit Assembly
Spin Target Light Unit Assembly

Part Numbaetr

A-15403-1
A-15403-2
A-15404
A-15405
A-15412
A-15413
A-15415
A-15421-1
A-15421-2
A-15457
A-15470
A-15471
A-15498
A-15506
A-15531
A-15532
A-15540
A-15544-
A-15565
A-15579-1
A-15585
A-15632
A-15658-6
A-15689
A-15713
A-15741
A-156749
A-8552-50005
A-9361-R-11

02-4252-40
02-4311-3
02-4608
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Dascription

Flipper Return Frame Assy. L.
Flipper Return Frame Assy. R.
Reel Enter Ramp Assembly
Fish Rod & Reel Covar Assembly
Right Wire Ramp Assembly
Left Wire Ramp Assembly
5-Lamp Board Assembly
Playfield Slide Assembly, Left
Playfield Slide Assembly, Right
5-Lamp Board Assembly
3-Lamp Board Assembly
5-Lamp Board Assembly
Speaker Display Assembly
Playfield Plastic & Bracket Assy.
Wire Ramp Cover Assembly
Fish Reel Handie & Parts Assy.
Boat Flap & Decal Assy.
Playfield Plastic Set Assambly
5-Lamp Board Assembly
Cashbox Assembly

Plate - Fish Protect

Fish Panel Cover Assembly
Oblong Target Assy. Yellow
Support Bar Assembly

Fish Assembly

Stationary Target & Decal Assy.
Coil & Bracket Assembly
Backglass Assembly

Ball Eject Assembly, Right

F-F Spacer 2-1/2"
Mounting Past 4-3/8°
Double Bumper Post




Part Number

H-11835
H-13870
H-14532
H-14584
H-14790
H-14792-1
H-14792.2
H-15183
H-15236
H-15466
H-15467
H-15468
H-15476
H-15478
H-15404
H-15495
H-15496
H-15497
H-15528
H-15530
H-15534
H-15606
H-15653
H-15684
H-15725

Cable List

Description

Knocker Assembly
Black Jumper Cable
Secondary Cable

Dot Matrix Display Cable
A.C. Cable

A.C. Jumpar Cable

A.C. Jumper Cable
Single Flipper

Speaker Panel Lamp Cable
Playfield Switch Cable
Playfield Lamp Cable
Playfield Solenoid Cable
Logic Powsr Cable

Tilt Switch Cable
Boat/Switch Lamp Cable
Insert Cable

Cabinst Cable

Fish Backbox Cable
Castar Cable

Ramp Exit Switch Cable
Bait Shot Cable

Opto Switch Cable
Motor Cable

Truth Flash Cable

Back Panel G.I. Cable
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Lower Playfield Parts

ltem Part Number Descriptlon

1. A-15205-L-2 Lower Left Flipper

2.  A-15205-R-2 Lower Right Flipper

3. B-8925 Micro Switch Plate Assembiy

4. C-9838 Multiball Eject Assembly
10-128 Spring
B-9362-R-3 Coil & Bracket Assy.

5. A-14525 Shooter Kicker Assembly

6. 0110721 Safety Bracket (2 used)

7. B-12865 Kicker Arm (Slingshot) Assy. - R.
B-14369 Coil & Bracket Assambly
10-128 Spring
A-8284.2 Kicker Switch Assembly

8. B-12224 Single Lamp Board Assembly

9. A-15337 18- Lamp Board Assembly

10.  A-133901- Opto Ramp Switch Lamp Assy.

11.  A-15470 3-Lamp Beard Assy. (2 used)

12.  A-15336 6-Lamp Board Assembly

13. A-15335 5-Lamp Board Assembly

14,  A-15109 Boat Unit Assemly

15.  D-11335-1 Ball Popper Assembly

16. A-15421-2 Playfield Slide Assy. - Right

17.  A-9415-2 Jot Bumper Assembly (3 used)
B-12030-2 Switch & Diode Assy. (3 used)

18. B-9361-R-11  Ball Eject Assambly

B-9362-R-3 Coil & Bracket Assembly

19.  A-15333 3-Lamp Board Assembly

20. (1-10726 Rear Guide Leg (2 used)

21.  A-14422 Actuator Assembly

22,  A-1542141 Playfield Slide Assy. - Left

23, A-15334 4-Lamp Board Assambly

24, A-14945 Fish Reel Unit Assembly

25.  A-14947 Catapult Assembly

26. B-12665 Kicker Arm (Slingshot) Assy. Left
B-15749 Coil & Bracket Assembly
10-128 Spring
A-8284-2 Kicker Switch Assembly

27.  A-15211 1-Bank Drop Target Assembly

28. A-15340-1 EM! Motor Board Assembly

Underside of Playfield, Viewed in Raised Position
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Bart Number

A-8039-3
C-9638
B-9362-R-3
A-14525
20-9691
03-8633
01-10621
A-15205-R-2
20-9250-6
A-15403-2
B-12665
A-14369-R
A-15412
A-15741
01-10489
A-15658-2
A-15211
A-15405
A-15109
A-14681-5
D-1133541
A-15055
A-15373
12-7033
B-9361-R-11
8-9382-R-3
12-7024-2
12-7024-1
B-10732-L
A-14422
12-7011
A-15401
A-14845
14-7967
A-15340
A-14231
A-14232
A-13901-1
A-14947
A-15413
12-6466-10
B-12865
A-15749
A-15403-1
A-15208-L-2
20-9250-6
A-13204-50005
B-3414-3
B-12030-2
A-9415-2

Playfield Parts

Rescription Not Showp
Outhole A-13204-50005
Ball Release 12-6842
Coil & Bracket Assembly 16-50005-1
Shooter Lane Kicker 20-9041
Levsl 20-9045
Leval Mount 23-6313-1
Strike Plate 31-1008-50005
Right Flipper Assembly A-15058

Yallow Flipper Paddle & Shaft 01-3569-1

Right Flipper Paddle Return 03-8674-2

Kicker Assembly 03-8674-3

Coil & Bracket 03-8674-4

Right Wire Ramp 20-6500

Standup Target

Shooter Ramp Bracket

Oblong Target

Drop Target

Reel Enter Ramp

Boat Assembly

Captive Ball Target

Ball Popper

Boat Ramp

Ball Guida Unit

Wire Ball Guide

Ball Eject

Coil & Bracket

Wire Ball Guide

Wire Ball Guide

Ball Gate Assembly

Ball Gate Actuator

Wire Ramp Guide

Spin Target & Light Assembly
Fish Reet Unit

Motor

EMI Motor Board

LED Board

Trans Board

Opto Switch Board
Catapult

Left Wire Ramp

Wire Guide

Kicker Assembly

Coil & Bracket Assembly
Left Flipper Return

Left Flipper Assembly
Yellow Flipper Paddle & Shaft
Bottom Arch Assembly
Jet Bumper Assembly
Switch Assembly

Coil & Bracket Assembly

FISH TALES 2-40

Bottom Arch Assembly
Wire Fence

Instruction Card
Tinnerman Speednut
Instruction Card Cover
Rubber Grommaet
Screened Bottorn Arch
Flipper Cabinet Switch
Ball Return Runway
Jet Bumper Mylar
Small Playfield Mylar
Boat Mylar

Steel Ball




Playfield Parts
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Lamp Locations

Description

Heold Bonus #555
Video Mode #555
Rock the Boat #555
Light Ex. Ball #555
instant Multi- Ball #5565
Letter (L) IE #555
Letter L{HE #555
Letter LI(E) #555
Stringer 1 Body #555
Stringer 2 Body #555
Stringer 3 Body #555
Stringer 4 Body #555
Left Feed Frenzy #555
Mcnster Bonus #555
Fish Finder #555
Jackpot #555
Stringer 1 Taif #555
Stringer 2 Tai! #555
Stringer 3 Taj # 55
$tringer 4 Ta*z; -5
Right Boat Ende 44
w At Boat Feed Mrenzy #44

Fish Fnder #44

" Lt. Boat Fead Frenzy #44
Tropical #555

o Freshwater #555
Cast Again #44
Deep Sea #8555
Left Fish Head #555
Lek Fish Body #5585
Left Fish Talg #555
Specials #555
Bonus 1X #555
Bonus 2X #555
Auto Cast #555
Bonus 4X #555
Right Fish Head #555
Right Fish Body #555
Right Fish Tail #555
Light Long Cast #555
School Fish 1 #555
School Fish 2 #555
School Fish 3 #555
School Fish 4 #555
School Fish 5 #555
School Fish 6 #555
Super Jackpot #44
Light Fish Finder #55&
Casters Club #44
Doubles Jackpot #555
Lock 3 #5585
Lock 2 #555
Lock 1 #44
Rt. Feed Frenzy #555
Long Cast #555
Extra Ball #44

Stretch Truth 5X Actual #555
Stretch Truth 3X Actual #555
Stretch Truth 2X Actual #555
Stretch Truth Actual Size #555
Stretch Truth Total Lie #555

Video Mode #44

20-9713-07 Cast

lem Bulb  Lamp
No. Ne, Assy No.
11 24-8768 A-15338
12 24-8768 A-15338
13 248768 A-15338
14 24.8768 A-15338
15 24-8768 A-15338
16 248768 A-15339
17 24-8768 A-15339
18 24-8768 A-15339
21 24-8768 A-15337
22 24.8768 A-15337
23 248768 A-15337
24  24-8768 A-15337
25  24-8768 A-15334
26 24-B768 A-15334
27 248768 A-15334
28  24-8768 A-15334
31 24-8768 A-15337
32 248768 A-15337
33 248768 A-15337
34 24-8768 A-15337
35  24-6549 A-11271
36 246549 A-11279
37 246549 A-11271
38 248549 A-11271
41 248768 A-15337
42 248768 A-15337
43 246549 A-11754
44 248768 A-15337
45  24-8768 A-15470
46 24-9768 A-15470
47 248768 A-15470
48 24-8768 B-12224
51  24-8768 A-15337
52 248768 A-15337
53 248768 A-15337
54 248768 A-15337
55 248768 A-15470
56 248768 A-15470
57 248768 A-15470
58  24-8768 B-12224
81 248768 A-15336
62 248768 A-15336
83  24-B768 A-15336
64 248768 A-15336
B5  24-8768 A-15336
66  24-8768 A-15338
87 248549 A-11271
68 248768 B-12224
71 246549 A-11271
72 248768 A-15335
73 248768 A-15335
74 248768 A-15335
75 246549 A-11754
76  24-8768 A-15335
77 24-8768 A-15335
78 246549 A-11754
81 248768 A-15415
82 248768 A-15415
83 248768 A-15415
84 248768 A-15415
85 248768 A-15415
86 246549 A-8882
87 —

T, S 20-9663-1

Stan Button

85

|

p—

88
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Switch Locations

ltem Switch Switch Description W ]

No, _No, Assy No, ' 3 D 63 ]
F1 SW-1A-193 A-15205-R-2 +Rt. Flipper EOS S g 46 =6 ©
F2 SW-1A-191 A-15058 A, Flippar Cabinet °O© o W >
F3 Sw-1A-192 A-15205-L-2 Lt Flipper EOS 54 O [+
F4 SW-1A-191 A-15058 Lt. Flipper Cabinet o0 o =
13 — 20-9663-1  Start Button i
1 — 206502-A  Plumb Bob Til z Q1L
15 5647-12133-12 A-10417 Quthele > AT
16 5647-12693-08  A-11680 Trough 1 - 4 N x \ o ¥V
17 5647-09957-00 B-8925 Trough 2 e S LN/
18 5647-09057-00  B-B925 Trough 3 " 4 4 ~ -
21 SW-1A-117 A-15487  Slam Tilt SATAY: .
2 — A-8630 Coin Door Closed . S DY foLle
23 NotUsed  Ticket Opto o, Wi 1 A 8
24 — A-8630 tAlways Closed - B ') '®)
25 5647-12693-19  A-12688 Left Outlane
26 5647-12693-19 A-12688 Left Return Lane | 3 3
27— A-15741 Left Standup Tgt 1 i ® ¥ B )
28 — A-15741 Left Standup Tgt 2 P i ;
31 209713-07 A-15130 Cast oF
32 5647-12693-21  A-15055 Left Boat Exit . - .
33 5647-12683-21  A-15055 Right Boat Exit ;
34 5647-12133-00  A-12010 Spinner “w g S
35 5647-12693-17  A-15404 Reel Entry 2 G
36 5647-12693-12  A-14847 Catapult 1 e - 4
37 A-14MI5{LED} —— Resi 1 '-
A-14316 (Trans)
38 A-14315(LED) — Reel 2
A-14316 (Trans)
4 — A-14601-5  Captive Ball
42 5BAT-12693-18  A-12687 Right Boat Entry
43 5647-12693-19  A.12688-1  Left Boat Entry
44 5647-12693-19  A-12688-1  Letter (L)E
45 5847-12693-19  A-12688 Letter L{1}E
46 5647-12693-19  A-12688 Letter LI(E)
47 SW-1A-167-1 A-11658-1  Ball Popper
48 5647-12693-31 A-15211 Drop Target
51 SW-11A-37 B-12029-2  Left Jet Bumper
52 SW-11A-37 B-12020-2 Center Jet Bumper
53 SW-11A-37 B-12029-2  Right Jet Bumper
54 — - A-157T41 Right Standup Tgt 1
55 — A-15741 Right Standup Tgt 2

56 5647-12693-19 A-12688 Ball Shooter

57 SW-1A-114 (Kick) A-8284-2 Left Slingshot
SW-1A-120-1 (Score)’ :

58 SW-1A-114 (Kick) A-8284-2 Right Slingshat
SW-1A-120-1 (Score)” .

61 — A-15658-& Extra Ball 0

62 5647-12693-18 A-12687 Tap Right Loop

63 5847-12133-11 A-9381-R Tap Eject Hole

64 5647-12693-19 A-12688 Top Lekt Loop

65 5647-12693-19 A-12688 Right Return

66 5647-12693-19 A-12688 Right Qutlane

* The Score slingshot swilches have diodes acrass them.
+ Not Shown

Part of cabinet shown for reference only
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Solenoid/Flasher Locations

ltem Coil/Flasher Assy Description o
Ne, No, No.

o1 AE-23-800 A-14525 Ball Shooter
o2 AL-23-800 A-14947  Catapult

03 AE-24-500 D-11335-1 Bali Popper
04 AE-27-1200  A-15749  Left Slingshot
05 AE-27-1200  A-14369-R Right Slingshot
06 A-14408 A-14422  Left Gate

o7 AE-23-800 B-106886-1 Knocker

0B AE-23-800 A-15304  Backbox Fish
09 AE-27-1200 A-8038-3 OQuthole

10 AE-28-1200  B-9362-R-3 Ball Release
1" AE-26-1200  B-9362-R-3 Eject Hole

12 AE-26-1200 A-15211  Drop Target Up

13 SM1-26-6800 A-15211  Drop Target Down

14 AE-26-1200 A-9415-2 Left Jet Bumper

15 AE-26-1200 A-9415-2 Center Jot Bumper

16 AE-26-1200 A-9415-2 Right Jet Bumper

17 24-8802 A-12336-1 Jackpot Flasher #3086

18 24-8802 A-12338-1 Super Jackpot Flashar #9006

19 24-8802 A-15457  Instant Muli-ball Flasher #906
24-8802 —_ Backbox Insert Flasher #906

20 24-8802 A-15457 Light Extra Ball Flasher #9806
24-8802 _ Backbox Insert Flasher #9068

21 24-8802 A-15457  Rock the Boat Flasher #906
24-8802  — Backbox Insert Flasher #2306

22 24-8802 A-15457 Videe Mode Flasher #906
24-8802 R Backbox Insert Flasher #906

23 24-8802 A-15457  Hald Bonus Flasher #3068
24-8802 -—_ Backbox Insert Flasher #0906

24 —_— — Not Used

25 24-8704 A-8798 Reel Flasher #29
24-8802 - Backbox Insert Flasher #9068
24-8802 A-12336-1 Hood Flasher #0906

26 24-8704 A-8798 Top Left Flasher #89
24-8802 A-12336-1 Top Left Flasher #9086

27 24-8704 A-9302 Caster Club Flasher #89
24-8802 —_— Backbox Insert Flasher #906

28 14-7967 A-14845 Reel Motor

General lllumination

01 24-8768 _— *Backbox G.]. #555

02 24-8768 e *Backbox & Hood G.I. #555

03 24-6549 _ “Playfield G.I. #44

04 24-8768 e *Backbox G.|. #555

05 24-6549 _— *Playfield & Coin Door G.I. #44

Elippers

FL-11629 A-15205-R-2 *Lower Right Flipper
FL-t1829 A-15205-L-2 *Lower Left Flipper

* Not Shawn
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Item

o o @

m

r o

Part Number

23-8300

23-6301

23-6302

23-6306

23-6307

23-6535

23-6509

23-6641-1

23-6519-4

Qty.

Rubber Rings

Description

5/16" Rubber Ring
3/4” Rubber Ring
1" Rubber Ring
2-1/2* Rubber Ring
3" Rubber Ring

Rubber Bumper

7/16" Rubber Ring
White Rubber Ring

Flipper Rubber Ring
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ltem Part Number
1. 12-7011
2. A-15404

a) 5647-12693-17

3. A-15412
4.  A-15413
5. A-15055

a) 5B647-12693-21

Description

Wire Ramp

Reel Entar Wire Ramp
Mini-Micro Switch
Right Wire Ramp

Left Wire Ramp

Boat Ramp

Mini-Micro Switch {2 used)
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4



Section 3
Schematics,
Wiring Diagrams,
and Circuit Theory

CONNECTOR & COMPONENT IDENTIFICATION

Each plug or jack receives a number that identifies the circuit board and position on that board that
it connects to. J-designations refer to the male part of a connector. P-designations refer 1o the
female part of a connector. For example, J101 designates jack 1 of board 1 (& Power Driver Board
Board jack); P206 designates plug 6 of board 2 (a CPU Board plug). Identifying the specific pin
number of a connector involves a hyphen, which separates the pin number from the plug or jack
designation. For example, J101-3 refers to pin 3 of jack 1 on board 1.

Other game components may also have similar numbers to clarify their locations or related circuits.
For example, F501 refers to a fuse located on the Sound Board.

Prefix numbers for the WPC circuit boards are listed below.

1- Power Driver Board
2- CPU Board
5- Sound Board
6- Dot Matrix Controller
Dot Matrix Display/Driver Board
9-Fliptronic i Controller Board

Schematics for standard WPC backbox boards are found In the WPC
Schematics. Playfield, cabinet and all other backbox board schematics are
found in this section.
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Solenoid Wiring

Jig
| . 2 ,_any;‘aenm_ﬂzﬂnlaﬂlem‘
V let-Yellow +50V (playfield)

| Viotet-Orange +50Y {playtield)

! Hed White _+20V (playfield)

! J10?" [ T | ’_T l'
! : i Reel TopLeft | |Casters Club r [+ aln |
! . (1) Frasher | | (2) Flashers| ) (1) Flasher

J122 Sol25 S0l 26 Sol 27

: 1 | Blue-Brown {playfield flashlamp)
2 || Blue-Red (playfield flashlamps)

i 3 | Blue-Orangs (playtield fiashiamp) ["Reel Motor
| IL - Sol2g !
' 5 ‘ Red-White +20V {Insert rd & hood] . . - -

. i T T T ] r
\ J106. Reel Gasters Club| [ Instant Light Rock the Video Mode | | Hold Bonus—|
| | {3) Flashers | | {1} Flasher Multi-ball Extra Ball Boat {2) Flashers {1} Flasher
| Ji24' ol 25 Sol 27 {2) FlasherSJ {2) Fiashers {2) Flashers
1 N S_Ol 19 Sol 20 Sal 21 Sal 22 Sol 23 1

R
L
[ |

-Cra

[

Bl insert board flashl

thnmlnq}

Mmu_ﬁnmhnatd_ﬂaihlﬂmﬂi!—

-]

3
5
B
7 |_Blue-Fiack (insert board flashiamps)
. LJ Blue-Viole {insert board flashiamp)

; .J125 I T T T ]’
Super [ [ tnstant i Rock the Video Mode Hoid B
. ' Jackpot ¥ cid Bonus
. g , {1 F|GF;$!EF Jackpot Multi-bali Extra Ball Boat {1) Flasher (1) Fiasher
.o X (1) Flasher {1} Flagher {1} Flasher {1} Flasher
@ J126, Sol 17 Sol 18 Sol 19 J Sol 21 Sol 22 Sol23 |
| ) '
. g 1 | Black-Brown {playfield fiashlam
o= |2 Black-Red (playfield flashlam
[an] ‘ shlamp}
. = |4 | Black-Yellow {playfieid flashiamp)
: @ |5 [.Blue-Green {playfield flaghlamp}
g & | Blue-Black {playfield flashlamp}
, Tue-Violel {piayheld Mashiamp]
o ra
1 ) I o o o o
' ' Out‘nole Ball | Eject Hole DropTargat ‘Drop Target Left Jet Center Jet [ Right Jet ‘
' ‘ Release | Bumper Bumper Bumper
. 127" Sol 9 | sl sol 11 Sol12 Sol 13 sol 14 | Sol 15 Sol 16
! .1 1'"_Brown-Black
! 3 |' Brown-Hed
‘ 4 |' Prown-Crange
' 5 [ Brown-Yellow
‘ 6 [ Brown-Green
' 7 | Brown-Blye
1 ] 1 .
. S — S — T ! 1 1 —
' ' ‘Baﬂ Shooter| | Cawapult | | Ball Popper ‘ Leit Sling | | Right Sling Left Gate Knocker Backbox Fish
: ; : Sol 1 ‘ Sol 2 Sol 3 | | Sot 4 ] i sol6 | Sol 6 Sol 7 Sol 8
Jiao
1 —
1 1 it A
a |_Viotet-Red
| 4 |_Viglet-Ora
' 5 iotet-Y ellow
6 |_Violet-Green
! 7 | Yiolet-Biue
! 8 ck
: g '_MinleL{Erav

FISH TALES 3-9




‘yby sabb0o} v, Wod uaym 4o SINys |10

SUL "uQ swni fod ey} pue Joisisues eyl ybnouy) papunoib st 103 sy) mo| 1 ,(J. uiod USYpM "mo| doup 0] J0ISISUES] 9Ed( L
BUI JO Japus ayy g, utod pue JoISISUBI Z0 [ dIL 8y} JO JO199)00 ay) .3, juiod sasneo g, Juod Je ybiy y -ybry s1 JoisIsuel]
FOFSNZ 8y} J0 10109]|00 8y} g, utod 'mo| sdoip v, Wiod UsUA 2ESTPZ oYl jo Indino 8y} sa)bbo} Jossasoidoiony sy

Jomod
I
! _ M
| % ﬁ S
\ ool 1>cm ) 9
! |ﬂ_ ook T
MO(IPA-IBIOIA - | - o tHe o

12A-13I0IA - 5014 * ]
'Zotr
_ 6
_ Zhid Z0Lr

20ldIL

*LEST

i# 3
XXX-19|0IA o9l

pJeOg JAAM( Jomod

110D X0qyoEg S a7
Flel |
prauhery ' e
| YOOKNI i
! 20A
“ A0S+ erua

UNIY ploudjog 1amod YBiH

FISH TALES 3-10



Yy sa(6601 v, WIod usyM O SINYS 100 BU L "UQ SUINE 100 BY) pUE JOISISUE] oy} ybnosy} papunoub si 103 3YL MO| 1,0,
jod usypm “mo| doip o1 9, Wied Sasned pue JOISISUes 20t dil Y1 UO swin g, luod 18 ybiy v ybiy usaup si JOISISUBS]
10VSNZ dul 0 J0103)|00 3yl g, iod ‘mo| s! Y, wiod usum vZES TR BUL JO indino su1 se|660} Jossaooidosw sy

1amod _
| M m “
: MOl s - ® "
\ |H|_ 001 T |
abui-191014 " X ﬁ.@m hut * ; sHE ) _ . !
coor 6 !
" g4 zoir __
XX¥-LiMasg “ _
C|x :
o) xoqyoeg : "
0 VT, _
pieydeld _
_ POOYNL : 1 _
| Ao DOA _
! aAlLQg !
' pieog 1aalUQ JoM0d |

HN211D) PIOUS|0S J19MOd MO

» e

FISH TALES 3-11



‘BO sinys inoao syl ybiy ss|b6o] 7, wod usypp uQ suiny n_cmm_:m%: ay] pug homm_mcm:
Moy 1J0 40193100 8y} 0, tutod “ybiy st ,g, wiod aoUQ

8y} ybnoy uncib s| duwejysey sy) mof s1 .0, ILIOJ USYA "MO| ST JOISISUBS] ZOLdI] BY
.;cm_”_,_ sl B,“_m__ww_w: LOVSNZ 8l Jo J0j09100 By} g, lulod ‘mo[ s1 v, Wiod usypy F2£STvZ oyt Jo Indino ayi saibbo) Jossgooudesoy ey |

]

: = 19M0y :

! — |

" UMS'L mMooo's nﬁ z ._

_ 1

1 r X

: // = I

! I

Lt x bHa > )

1 + v .

S1UM-paH X :

Lo . |

! _ [AYE] 200r .

_ - ]

. ]

! ]

! |

_ |

_ ]

_ 2o1dIL _

_ )

XK-¥or|g ! _\_ o] LOPENZ "
'

B _ _

1N |

dwerysel4 | !

AT elir

_ I

! Q00 _

._ aAlQ )

_ ]

) I

! I

: .

unonn dwejyselq

FISH TALES 3-12



oo dwe|yseyy Joj pasn jou si opoig ¥oeqaty .

‘40 suin) dureysejy|i0o ayl ybiy $816601 Y, wiod usuym

-uQ) swiny dweyseAod ey pue Jojsisuen syl ybnoay papunoib 51 dure|yseyy/|100 8y} Mol st 0, Jutod USUM 0. uiod 1B mo|
e sosnes g, uiod 1. ybiy v ‘ubiy s1.g. utod 'mol sdosp v, jutod uaum vZESTTYL U140 indino ayj saibboy Jossaooidoloiw sy |

" 19mod |
_ = 7 _.
| S 1
[ 1
1 ] !
| UNOL s _ |
| W I Wl T |
allum-pey C1x ﬂ\mw._ P ANV . _
" ZoLr o !
__ — giid ZoMr "
xax-anig v "
1 K \
1102 | _
10 | :
Jdueysers | _
—1X] 20A !
I ger "
! aAlL( !
3
; pIeOg J9ALQ J9M0d
unai pioudlog (asoding [etouan) |eads
£ n > -

FISH TALES 3-13



“SIy6y Buus voleuLIN [RIBUSE) PaNSAP By} puE Deu) syl uQ sun siy) yby sue 9, pue 8. Siutod uayl ‘mo| 5916607 ., Juiod usyp

(pieog Jeauq Jomod)
(preog NdD) wnoAD A1epuooas Yoa g w
| J05S000.doJIoIN uoNoeleg SSBID 0leZ
_||.|||+|I.|_ ——— — - KMepuodes jjoA g’
| [ UoreT sisaug] | __|\., _ p Pyt | P Hon e
| | P27 ol [ MY __ i
_ _ _ |} preog |
| _Preo fonua jomod | || Jona |
paing gi o1 dn | omod
| xogqpeg | — — —|
| 0 Pieukeld

Siir

siybry o

jatel.} AL

pleog 1dAl(Q 19MO0d

HNJUID UCIBUILINY] [B18USY)

FISH TALES 3-14



AZL+ WO|IBA-RRID)

pJeod 19A1Q 13mod

SoLr

el [Tsveerd |

[ ]

air

vir

AZL+ UBa-Rei9
o6

[Z]
3
———— o era! 9
—purons weE, |

SEA0G Brig-alum E| |osr
I

toddiy e

TUEADS STTHSIURA|
BUPIOH | X |
S b'e
oG]
co6ln
- BUETH | %
T . X
I5RGd|
k3 — =T
PUTOITy S00ey| 9 =
16ddi 4 Wiy \ 14 Joddiy Wby U33I5-HIEE| |
\\- 54 addi4 by N IBIOIA-MIRIY] & so6r
A 64 Bddgyen onaoped €
/I3 wddigue . Aowoed| S

LOIIMG 8Y0AS-J0-pud

pseod Nd2

L

coer

il

AL

€06l

pieog || owmsondid

PUNGID) obUe) |

24 Jeddid IGo 3|04 -an|g

B3 SCUITUSHTY wmojimA-¥0ed

JRADGH MDA -BNY

SAADGT MONISA-ABID

weiBeig inono saddii4 1 dwondid

oulqed

FISH TALES 3-15



0EiQ
youmsg
oL G-j0-PuT

Wby samo !
ﬁqﬁqﬂ_ﬂal,|. 1
1

, 06"
_ —
| BuipoH 1eoinebueig | ¢
E 3 .
1 mod MoeA-¥oRg | @
I
Iodd){ L 3 !
Wby Jaddn !
1
1
E X !
|
1
I
I
_ — m H
L ¥
MO A€ [
160d| 4 I1BA-ENIg | 2064 0 v
Wby Jomo | I—I
mowosome | 1|g J
| L ¥064 Iy £
' 2061 '
I
pRifeld 1o

_ pieog [i dluondiidy

unang seddig Wby

yopmeg
aHoNS0-PpuT
ye] Jegdn ._.

feig-peg

I

1

uzIg i

Yo "
ewong-jo-pug _

WaT sawo) _ ,

1m0 ang-yeq | ©

p [
1 9Gar
]
v TBURIGH | Aeip-ebuein
3 |
.
1
JL e TE ] a !
187 saddn _
I
1
1
E 3 !
1
I
I
L 3 I
]
1
L T wojesFeID,
ye] jomo] '
solpp-fen |
1
prayAerd

sHN241D 1addird |1 owondy4

1064
pieoq || dlwondi4

unou) Jeddig o

FISH TALES 3-16



‘aAloeUl S| (indul pelespap) mol ey pue ybiy s Indino syl ‘AG+ 8A0QE S| 6EEINT BYL 0} Induy +,
eyl ‘suado youms 8y} UBUM ~10sS900idosoI eul A PaSOJD PAIBPISUOD S) YIUIMS 8yl ‘Youms eyt yBnoiyl puncib o} Azeaip pal 51 inan2 (indu) peresipsp) Mol
ayl 80UIS "MO| SI IndInG si er0jelBll AGH MO[aq SdoJp BECIYT 8yl 01 Indul .+, 8y “SeleAllor N9 ey Jo (Indui peredIpep) epis Mol 8yl SES0iD UOUMS € UBUM

‘yoNMS e} YBnaiyl punolB 0] pal PUE MO| BAIIDR B8 SUNOID 8] "HNDIID YOYMS PEIESIPep 8y} 0} fe(ulis sjesedo spnao youms Jaddiy ey

e "

» |9 I_I indu; parespaq !

uol 1 1 paso|D soumo " V2IOHPL |
yo| H H uadg ' seem !
1 ' g '

o v | ©ms O x| —— N ) :
XKD YOOYN '

YOHMS ejohis-jo-pug | —— Al MOk _

' 906r _

T | L e |

sbueIn Bl : At pieog || oluondid !

™NT,1 Reippeig (g-0an) . |9

~Tgq emgopEig (ovn) | | €
S loddi4 yo 1omo g4
. | soddyd Wb Jeddn 4
~\7"eq T eoA-wElE (5yen) | | saddity Wby jemoT 14
T uaIn e GV L
' 906"

Joddi4 yo seddn 24

paeog || diuondd

FISH TALES 3-17



94 Jeddily WBIY ‘N mo[leA-%SEIg

g4 Jeddid by - 1ejoia-enig

84 JadONg 1BT N ANIG-5IE

4 teddiq ye7 1 Aeio-anig

puncigy ebuel

pteog || owondyy | €
t
sosr
S
[
9
pieog JoAMQ Jamod oL m

AZL+ MOloA-feiD

M

pleog youms 0ydo Jaddi4 wbiy

b

pieog youms aado saddiq yo

i |

—— |

weaberq Unaag Youms teuiqes saddid 1 owondriy

FISH TALES 3-18



-annoeUl §1 (Indul peieoipep) Mol 8yl pue UBIY st INGING SI 'AG+ BAOGE STECENT Ul O} ndur +,
sy} ‘susdo LuouMS Byl UBLUM -J0sse00idoioiu ay] AQ pesold palapisuod St yolms eyl ‘Uaums eyl ybnoay) punolB o} Aj}o9.1p pail sl N3 (indul pelesipap) mal
8} BoUIS "MOj S| INCIN0 S| BIOJAIBUL AGH MOISQ sdoip BEEW 8Y) 01 InGUI +, UL "SBIeANoe INIII By} Jo (indui patesipap) 8pls MO BY} SBSOIS USTIMS B USLM

‘yopms eyl yBnoay) punasb o} pery pUB MO| BAIDE 818 SUNDUID BYL “INJJID LDIMS perEoIpap ey} 0} Je|wis sjerado SIND Youms Jaddiy eyl

pieog JaAl( 1amod

f I
. ! 1
I |_| 1
z\w\c/.m\w\ 9 . mojeAden | 2 A ~ __
! I
! 1
]

anir MM

_. 1ndu| paieaipaq “
& b0 ! P2LOMEL
wol 1 | 1| peson : _ _
ad ' | GEEW g ._
e 'L e D] Y b _
yoyms YGRS 1r | “ © oo " !
pieog yaums o0)dQ 1addy ! __
“ Aav S paeog 1 owondyd
T TLT T T T R !
N i
SOUBID =9 — !
i
g9 onigpe (11-gon) ¢« | ° __
! __
| i
12 ! ddi4 ya7Jeddn 84
Aeioy-an - . i lgadi|d ya7 n
4 o-ang (LL-arn) _ " soddit] 1o jomo ¥4
" __ 1addij4 Wby Joddn 94
53 MOTBAPE (gen) | - | 1ol Wl somen 23
! __
! 4 _
. B 24 wopeng  {-grn) ! _

mlomﬁ. “
spieod Yslimg
o1dg saddity _ paeog || uonditd |

seyoNms j1auiqes Jaddid | auondid

FISH TALES 3-19



v_om_m_l_

w _ 1 v_om_m
dV O ATUS MOIIBA-NOEIg P
4nglL

MOJIBA-YOEI]

pieog oipny

weabeiq Buuip Joxeads

FISH TALES 3-20



_ _
|||||||||||||||||||||||||||| | [worazoay |
“I I_ _ ozen3l |
tomoumm] £ | [4] _ T T | N33O f ’ |
BHO LHA w w I L\ ACEL T _
s|ls | _ HOLSIBYA PoovIE | _
ik | = | | |
S18-LHM
BEO M N | “ “ |||||||||
NHE | -t Ldnve
8 Q F L_ v | | %
L DVASHL HOH [ . o 4 _
| 1540 Ms H3LT INN HOLSIWHIHL _
00-$E8Z1-0185 |
(Logre |
HIWHOASNYHL _ }UI/ |
Qi | 0 0 _
| Hous yamod C |
no Auwin |
| cewsssvuaawn  Lumoudi §afesn oyagel

welbeig Buliay Jomod

FISH TALES 3-21



A-13801-1
Opto Switch Board Assembly

CoOM¥o OD¥O DDOMO

\r
+
us)
n
usl
<]
H

B

o * =D

=D 05 JeRkeE
0 5 (D Q 2 i ol i
» oD
m]
2 J2 J3 J4

anDo¥o apD¥oo D¥DODOO

J1 - 1 Black (Ground) from Power Driver Board J118-3

J1 - 2 Gray-Yellow (+12V) from Power Driver Board J118-2
J1-3N/C

J1-4N/C

J1 - 5 White-Gray {switch row #8) from CPU Board J203-9

J1 - 8 White-Violet {switch row #7) from CPU Board J203-8

J1 - 7 Green-Orange (switch column #3) from CPU Board J207-3

J2 - 1 White-Violet to Reel 1 (switch #37) Opto Transistor Board
J2 -2 N/C

J2 - 3 Green-Orange to Reel 1 (switch #37) Opto Transistor Board
J2 - 4 Red to Reel 1 (switch #37} Opto LED Board

J2 - 5 Black to Reel 1 {switch # 37) Opto LED Board

J3 - 1 White-Gray to Reel 2 (switch #38) Opto Transistor Board
J3 - 2 Green-Orange to Reel 2 (switch #38) Opto Transistor Board
J3-3NC

J3 - 4 Red to Reel 2 (switch #38) Opto LED Board

J3 - 5 Black to Reel 2 {switch #38) Opto LED Board

J4 through J7 are Not Used
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Opto Switch Board Schematic
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Motor EMI Filter Board

A-15340

L1

—{R1 -

Q1

Ci

SO0 O

L2

J2

J1 -1 Blue-Yellow (sol. 28 drive) from Power Driver Board J122-4
J1-2N/C

J1 - 3 Gray-Yellow (+12V) from Power Driver Board J118-2

J2 - 1 Red (+12V} to Motor

J2 - 2 Black (return} from Motor

Gray-Yellow

From Power
Driver Board Key

Blue-Yellow

J2

J1
E . . f\Lf1W\
R1

%2.2}(9 4.7uH

2 J 8
TIP102 Lo
4.7uH

1 }4 FAVAVAVAN
| |

D1
1N4004
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Reel Motor Circuit

Power Driver Board
CPU Board
Ribbon Cable
J211 E|J113
J118 J122
[5 2] [a]
Joge J207
9 8 131
g5 8 Black {ground)
g &8
E| 3| &
= 2 g Gray-Yallow +12V
gl s
— = E
HER
[5 6 7 1 :2|1 Whi-Vig
J1 3 Gm-Org |
42 | | REEL 1 {sw#37) \\
5
X Red EMI Board
+1 1
Gray-Yellow +12V
2 N i Blue-Yellow [sol. 28 drive]
_| Black (return} [2
1 th-Gr\,l"
o Grn-Org N l
Ja REEL 2 (sw #38) %

Opto Switch Board

Al
4 Red
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Coin Door Interface Board
Interboard Wiring

11TOCO00OOOOCOOCOOOKOD |18 1OOXOQOOO |8
J1 ' J2

el o

e o}

0 o}

»* O

ollS5 Bl o

o Q

o 0

o »~

- o}

L
J3 J4
13| OOOXOOO0OQOQCO |1 15 00000000 COCOOKD|

J1-1 Green-Brown (sw. col. 1) from CPU J212-1 J3-1  Violet (G.I. return) to coin door
J1-2 Red-Gray (lamp row 8) from Power Driver Brd J135-0  J3-2  White-Violet (G.1. 6.8VAC) to coin door
J1-3 white-Yellow (sw. row 4) from CPU J212-8 J3-3  Black (Grd) to Door
J1-4  White-Orange (sw. row 3) from CPU J212-7 J3-4  Orange-Brown (dedicated sw. row 1) to coin door
J1-5 White-Red (sw. row 2) from CPU J212-6 J3-5 NcC
J1-6  White-Brown (sw. row 1) from CPU J212-4 J3.6  Orange-Black (dedicated sw. row 3) to coin door
J1-7  Green-Red {(sw. col. 2) from CPU J212-2 J3-7  Orange-Green (dedicated sw. row 4) to coin doar

J1-8 Orange-Gray (dedicated sw, row 8) from CPU J205-9 J3-8 Orange-Blue (dedicated sw. row 6) to coin door

J1-9 Orange-Violet (dedicated sw. row 7) from CPU J205-8 J3-9 Orange-Violet (dedicated sw. row 7) 1o coin door
J1-10 Orange-Blue (dedicated sw. row 6) from CPU J205-7  J3-10 N/C

J1-11 Orange-Green (dedicated sw. row 5) from CPU J205-6  J3 - 11 Orange -Gray (dedicated sw.row 8) to coin door

J1-12 Orange-Black (dedicated sw. row 3) from CPU J205-3  J3+12 Green-Brown (sw. col. 1) to ¢coin door

41 -13 Orange-Red (dedicated sw. row 2) from CPU J205-2 J3+13 White-Brown (sw. row 1) to coin door

J1-14 Orange-Brown (dedicated sw. row 1) from CPU J205-1

J1-15 Brack (Grd) from CPU J205-10

J1-16 n/C

41-17 Orange-Yellow (dedicated sw. row 4) from CPU J205-4  Ja - Not Used
J1-18 Orange-White (sw. enable) from CPU J205-12

J5 - Not Used

J2 -1 vioglet (G.1. return) from Power Driver Board J119-3 J6 - 1 White-Red (sw. row 2) to cabinet
42 - 2 viglet-White (G.1. 6.8VAC) from Power Driver Board J118-1 J6 - 2 White-Orange (sw. row 3) to cabinet

J2-3 NC J6 - 3 White-Yeliow (sw. row 3) to cabinet
Jd2 - 4 Gray-Yellow (+12V) from Power Driver Board J116-2 J6 - 4 Rod-Gray (lamp row 8) to cabinet
J2 -5 Black (Grd) from Power Driver Board J116-3 J6-5 N/C

J2-6 N/ J6 - 6 Green-Red (sw. col 2) to cabinet
J2-7 NiC J6 - 7 Green-Brown {sw. col 1) to cabinet
J2 -8 NG J6 - 8 Green-Brown (sw. col. 1) to cabinet
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A-14689
Coin Door Interface Board Schematic
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A-12742-50005
CPU Board
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CPU Board
Interboard Wiring

J201, 26-pin Ribbon Cable (data) To/from J608-2

J202, 34-pin Ribbon Cable (data) To/from J903; J506; J601

J203 - Not Used

J204 - Not Used

J205 -1
J205-2
J205-3
J205 -4
J205-5
J205 -6
J205-7
J205 -8
J205-9

Crange-Brown (ded. sw. row 1) to Coin Door Brd J1-14
Orange-Red (ded. sw. row 2) to Coin Door Brd J1-13
Orange-Black (ded. sw. row 3} to Coin Door Brd J1-12
Orange-Yellow {ded. sw. row 4} to Cain Door J1-17
N/C

Orange-Green (ded. sw. row 5) to Goin Door Brd J1-11
Orange-Blue (ded. sw. row 8) to Coin Door Brd J1-10
Orange-Violet (ded. sw. row 7) to Coin Door Brd J1-9
Orange-Gray (ded. sw. row 8} to Coin Deor Brd J1-8

J205 - 10 Black (Grd) to Coin Door Brd J1-15
J205 - 11 N/C

J205 - 12 Orange-White (sw. enable) to Coin Door Brd J1-18

J206 - 1 NG
J206 - 2 N/O
J206 - 3 N/C
J206 - 4 w/¢
J206 - 5 NG
J206 - 6 NG
J206 - 7 N/C
J206 - 8wy
J206 - 9 NG

J207 - 1 Green-Brown {sw. col. 1} to playfield switches
J207 - 2 Green-Red (sw. col. 2) to playfield/cabinet switches
J207 - 3 Green-Orange (sw. col. 3) to playfield switches
J207 - 4 Green-Yellow (sw. col. 4) to playfield switches
J207 - 5 Green-Black (sw. col. 5) to playfield switches

J207 - 6 Green-Blue {sw. col. 6) to playfield switches

J207 - 7 N/C

J207 -8 N/C

J207 - 9 N/C

J208 -1 N/iC
J208 - 2 N/C
J208 - 3 N/C
J208 - 4 wy/C
J208 -5 N/C
J208 - 6 NG
J208 - 7 N/C
J208 - 8 n/G
J208 -9 NG

J209 - 1 Whita-Brown (sw. row 1) to playfield switches
J209 - 2 White-Red (sw. tow 2) to playfield switches
J209 - 3 White-Oranga (sw. row 3) to playfield switches
J209 - 4 White-Ysilow (sw. row 4) to playfield switches
J209 - 5 White-Green {sw. row 5) to playfield switches
J209 -6 N/C

J209 - 7 White-Blue (sw. row 6) to playfield switches
J208 - 8 White-Violet (sw. row 7) to playfield switches
J209 - 8 White-Gray (sw. row 8) to playfield switches

J210 - 1 Black {Grd) from Power Driver Brd J114-5,7

J210 -2 N/C

J210 - 3 Black (Grd) from Power Driver Brd J114-5,7

J210 - 4 Gray (+5V) from Power Driver Brd J114-3.4

J210 - 5 Gray (+5V) from Power Driver Brd J114-3,4

J210 - & Gray-Green (+12V) from Power Driver Brd J114-1,2
J210 - 7 Gray-Green {+12V) from Power Driver Brd J114-1,2

J211, 34-pin Ribbon Cable (data) TofromJ113

J212 - 1 Green-Brown (sw. col. 1) to Coin Door Brd J1-1
J212 - 2 Green-Red (sw. col. 2) to Coin Door J1-7

J212 - 3 Green-Orange {sw. col. 3) to Reei Handle Switch
J242 - 4 White-Brown (sw. row 1) to Coin Door Brd J1-6
J212 -5 N/C

J212 - 6 White-Red (sw. row 2} to Coin Door Brd J1-5
J212 - 7 White-Orange (sw. row 3) Cain Door Brd J1-4
J212 - 8 White-Yellow (sw. row 4) to Coin Door Brd J1-3
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A-12697-1
Power Driver Board
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Power Driver Board
Interboard Wiring

J101 - 1Rad (9VAC) from xformer secondary

J101 - 2Red (9VAC) from xformer secondary
J101-3N/C

4101 - 4Blue-White (13VAC) from xlormer secondary
J101 - 5Blue-White{13VAC) locp from J101-4

J101 - 6Blue-White (13VAC) from xformer secondary
J101 - 7Blue-White (13VAC) loop from J101-8

4102 - 1 White-Red (16VAC) toop from J102-2

J102 - 2 White-Red (18VAC) from xformer secondary
J102 - 3 White-Red (16VAC) loop from J102-4

J102 - 4 White-Red (16VAC) from xformer secondary
J102 - 5 Black-Yellow (16VAC) loop from J102-6

J102 - 6 Black-Yellow (16VAC) frem xformer secondary
J102 -7 N/C

J102 - 8 Black-Yellow (16VAC) loop from J102-9

J102 - 9 Black-Yellow (16VAC) frem xformer secondary

J103 -1 N/C
J103 - 2 N/C
J103 -3 N/C
J103 -4 NG

J104 -1 N/C
J104 -2 N/C
J104 -3 N/C
J104 -4 N/IC
J104 -5 N/C

J105 - 1 White-Blue (50VAC) to Fliptronic |l Board J901-1
J105 - 2 White-Blue (S0VAC) to Fliptronic |l Board J901-3
J105 - 3 N/C
J105 - 4 N/C
J105 -5 N/C

J106 -1 N/C
J106 - 2 N/C
J106 - 3 N/C
J106 - 4 N/C
J106 - 5 Red-White {+20V) to Insert Board flashlamps

J107 -1 N/C

J107 - 2 Violet-Orange (+50V} to coils

J107 - 3 Violet-Yeliow {+50V) to coils

J107 -4 N/C

J107 -5 N/C

J107 - 6 Red-White (+20V) to playfield flashlamps

J108 - 1 N/C
J108 - 2 N/C
J108 - 3 N/C

J109 -1 N/C
J108 - 2 N/C
J109 -3 N/C
J109 - 4 N/C
J108- S N/C
J109 -6 N/C
J109 -7 N/C

J110 -1 N/C
J110 - 2 N/C
J110 -3 N/C
J110 -4 N/C
J110 -5 N/C
J110 -6 N/C
J110 -7 N/C
J110 - 8 N/C
J110 - 9 N/C

J111 -1 N/C
J111 - 2 N/C
J111 -3 NG
J111 -4 N/C
J111 -5 N/C

J112 - 1 White-Green (9.8VAC) from xformer secondary
J112 - 2 White-Green (9.8VAC) loop from J112-1

J112 - 3 White-Green (9.8VAC) from xformer secondary
J112-4N/C

J112 - 5 White-Green (8.8VAC) loop from J112-3

J113, 34-pin Ribbon Cable (data) TeArom CPU J211

J114 - 1 Gray-Green (+12V} to J210-8,7; J804-2
J114 - 2 Gray-Green (+12V) to J210-6,7; J904-2
J114 - 3 Gray (+5V) to J210-4,5; J502-1,3; J904-1
J114 - 4 Gray (+5V) 10 J210-4,5; J502-1,3; J904-1
J114 - 5 Black (Grd) to J210-1,3; J502-4,5; J904-4,5
J114 -6 N/C

J114 - 7 Black (Grd) to J210-1,3; J502-4,5; J904-4,5

J115-1  Yellow-White {(6.8VAC) from xformer secendary
J115-2  Yellow-White (6.8VAC) loop from J115-3
J115-3  Yellow-White (6.8VAC) from xformer secondary
Ji15-4  NC

JI15-5  Yellow-White (6.8VAC) loop from J115-6
JI15-6  Yellow-White (6.8VAC) from xformer secondary
J115-7  Yellow {6.8VAC) from xformer secondary
J115-8  Yailow (6.8VAC) loop from J115-9

J115-9  Yellow (6.8VAC) from xformer secondary
J115-10 Yeliow {6.8VAC) loop from J115-11

J115 - 11 Yellow (6.8VAC) from xformer secondary
J115-12 Yellow-White {(6.8VAC) from xformer secondary
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Power Driver Board Interboard Wiring Continued...

J116 -1 N/C
J116 - 2 Gray-Yeliow (+12V) to coin door

J116 - 3 Black (Grd) to coin door
J116 - 4 N/C

J117 -1 N/C

J123 -1 NG
J123 -2 NG
J123 -3 N/C
J123 -4 N/C
J123 -5 N/C

J124 - 1 Blue-Brown {sol. 25 drive) to Insert Brd & Hood flshlmps

J117 - 2 Gray-Yellow (+12V) to Dot Matrix Controller J606-7J124 - 2 N/C '

J117 - 3 Black (Grd) to Dot Matrix Controller J606-3
J117 - 4 Gray (+5V) to Dot Matrix Controller J606-5

J118 -1 N/C

J124 - 3 Blue-Orange (sol. 27 drive) to Insert Board flashlamp
J124 - 4 NiC
J124 -5 NG

J118 - 2 Gray-Yeliow (+12V) to Opto Sw. Brd & Motor EMI Brd

4118 - 3 Black (Grd) to Opto Board
J118 - 4 G

J119 - 1 Violet-White (6.8VAC) G.1. to coin door

J119 -2 N/C
J119 - 3 Violet (return) G.. to coin door

J120 -1 Brown (return) G.I. to Insert Board
J120-2  Crange (return) G.1. to Insert Board

J120-3 NG
J120-4 NG

J120 -5 Green {return) G.I. to Insert Board

J120-6 N/C

J120-7  White-Brown (6.8VAC) to Insert Board
J120-8  White-Orange (6.8VAC) to Insert Board

J120-9 N/

J120 -10  White-Green (6.8VAC) to Insert Board

J120-11 N/C

J121 -1 N/
J121-2  Orange {return) G.[. to hood

J121-3  Yeliow {return} G.1. to playfield

J121-4 N
J121-5 NG
J121-6  Violet (return) G.I. to playfield
JHA21-7 NG

J121-8
J121-9

White-Orange (6.8VAC) to hood
White-Yellow (6.8VAC) to playfield

J121-10 NG

J121 - 11

White-Violet (6.8VAC) to playfield

J125-1 N/iG

J125 - 2 N/C

J125 - 3 Black-Orange (sol. 19 drive) to Insert Board flashlamps
J125 -4 N/C

J125 - 5 Black-Yellow (sol. 20 drive) to Insert Board flashlamps
J125 - 6 Blue-Green (sol. 21 drive) to Insert Board flashlamps
J125 - 7 Blue-Black (sol. 22 drive) to Insert Board flashlamps
J125 - 8 Blue-Viclet {sol. 23 drive) 1o Insert Board flashtamp
J125 -9 N/C

J126 -1 Black-Brown (sol. 17 drive) to playtield flashlamp
J126 -2 Black-Red (sol. 18 drive) to playfield flashlamp
J126 -3 Black-Orange (sol. 19 drive) to playfield flashlamp
J126-4  Black-Yellow (sol. 20 drive ) to playfield flashlamp
J126-5  Blue-Green (sol. 21 drive) to playfield flashlamp
J126-6  Biue-Black (sol. 22 drive) to playfield flashlamp
J126-7  Blue-Violet (sol. 23 drive) to playfield flashiamp
J126-8 nNyC

J126-9 NG
J126-10 N/C
J126 - 11 NG
J126 - 12 NG
J126-13 N/C

J127 - 1 Brown-Black (sol. 9 drive) to playfietd coil
J127 - 2 NiC

J127 - 3 Brown-Red (sol. 10 drive) to playfield coil
J127 - 4 Brown-Orange (sol. 11 drive) to playfield coil
J127 - 5 Brown-Yellow (sol. 12 drive) to playfield coil
J127 - 6 Brown-Green (sol. 13 drive) to playfield coil
J127 - 7 Brown-Blue {sol. 14 drive) to playfield coil

J122 -1 Blue-Brown (sol. 25 drive) to playfield flashlamp 9127 -8 Brown-Violet (soi. 15 drive) to playtield coil

J122 - 2 Blye-Red (sol. 26 drive) to playfield flashlamps
J122 - 3 Blus-Orange (sol. 27 drive) 1o playfieid flashlamp

J127 - 8 Brown-Gray (sol. 16 drive) to playfield coil

J122 - 4 Blue-Yellow (sol. 28 drive) to playfield Motor EMI Brd

J122 -5 N/iC
J122 -8 N/C
J122 -7 NiC
J122 -8 N/C
J122 -9 N/C

J128 -1 N/C
J128 -2 N/C
J128 -3 NC
J128 - 4 N/C
J128 - 5 N/C

FISH TALES 3-32




J129-1N/C
J129 -2 N/IC
J129 -3 NIC
J129 - 4 N/C
J129-5N/C

J130 - 1 Violet-Brown (sol. 1 drive) to playfield coil
J130 - 2 Violet-Red (sol. 2 drive) to playfield coil

Power Driver Board Interboard Wiring Continued...

J135-1 N/C

J135-2 N/G

J135 - I N/C

J135-4 N/C

J135 -5 N/iC

J135-6 N/C

J135-7 N/C

J135 - 8 Red-Vicist {lamp row 7) to cabinet lamp

J135 - 9 Red-Gray {lamp row 8} to Coin Door Brd. J1-2

J130 - 3 N/C

J130 - 4 Violet-Orange {sol. 3 drive) to playfield coil

J130 - 5 Violet-Yellow (sol. 4 drive} to piayfield coil J136 - 1 Yellow-Gray (lamp col. 8) ta cabinet lamp
J130 - 6 Violet-Green (sol. 5 drive) o playfield coil J136-2 N/C

J130 - 7 Violet-Blue (s¢l. & drive) to playfield coil J136 -3 N/C

J130 - § Violet-Black (sol. 7 drive) to backbox coil

J130 - 9 Viclet-Gray (sol. 8 drive) to hood coil

J137 - 1 Yellow-Brown {lamp col. 1) 1o playfield lamps
J137 - 2 Yellow-Red (lamp col. 2) to playfield lamps
J137 - 3 Yellow-Orange (lamp col. 3) to playfield lamps

J131 - 1 N/C J137 - 4 Yellow-Biack (lamp col. 4) o playlield lamps
Ji31 -2 N/IC .
J137 - 5 Yellow-Green (lamp col, 5) to playfield lamps
J131 -3 N/C ’
J137 - 6 Yellow-Blue (lamp col. 6) to playfield lamps
J131 -4 N/C . !
J131 -5 N/IC J137 - 7 Yellow-Violet (lamp col. 7) to playfield lamps
J137 - B N/C
J137 - 9 Yellow-Gray (lamp col. 8) to playfield lamps
J132 -1 NG
J132-2 N/C
J132 -3 N/G
1132 - 4 NIC J138 -1 N/C
J132 -5 N/C J138 -2 NG
: J138 -3 N/C
J138 - 4 N/C
J133 - 1 Red-Brown {lamp row 1) to playfield lamps J138 -5 N/C
J133 - 2 Red-Black {lamp row 2) to piayfield lamps J138 - 6 N/C
J133 -3 N/C J138-7 N/C

J133 - 4 Red-Orange (lamp row 3} to playfield lamps J138-8 N/C
J133 - 5 Red-Yeallow {lamp row 4) to playfield lamps J138 -9 N/C
J133 - 6 Red-Green (lamp row 5) to playfield lamps

J133 - 7 Red-Blue (lamp row B} to playfield lamps

J133 - 8 Red-Violet (lamp row 7) to playfield lamps

J133 - 9 Red-Gray {lamp row 8) to playfield lamps

J134 -1 NC
J134 -2 N/C
J134 - 3 N/IC
J134 -4 N/C
J134-5 N/C
J134-6 N/C
J134 -7 N/C
J134 -8 N/C
J134 -9 NC
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A-15472
Fliptronic Il Board
Interboard Wiring
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J901 -1 white Blue {SOVAC) from xformer secondary J905 -1 Blue-Violet to right cabinet switch
jgg‘ 2 white-Blue (50VAC) loog from J901-1 J905-2 Blue-Gray to left cabinet switch
1-3 " White-Blue (50VAC) from xformer secondary J905 -3 Black-Yellow to right cabinet switch
J901 -4 e J905 -4 o
4901 -5 white-Blue (S0VAC) loop from J901-3 J905 -5 Black-Blue 1o left cabinet switch
J902-1 N/C J905 -6 Blue (Grd) to cabinet switches
J902-2 NG
Jo02-3 niC J906 - 1 Bjack-Green to lower right EOS switch
Jo02-4 N J906-2 N
Ja02-5 NG J906 -3 Biack-Blue to lower left EOS switch
JO02-6 NiC JO06 -4 N
J802 -7 Orange-Blue (holding) lower left cail J306 -5 No
Jenz2 -8 NG J906 -6 Orange (Grd) to EOS switches
J902 -9 Blue-Gray {power) lower left coil
J902 - 10 N/C J907 -1 Nio
4902 - 11 Orange-Green (halding) lower right coil J807 -2 Npo
Ja02 - 12 N/C J907-3 i
J902 - 13, Blue-Violet {power) lower right coil Jao? -4 o
JIOT -5 Ny
J903, 34-pin Ribbon Cable  (data) Tofrom J202; J601; J506 JO07 - 8 Gray-Yellow (+50V) to lower left flipper
N907 -7 Gray-Yellow (+50V) laop from JS07-6
J904 - 1 Gray (+5Y) from Power Driver Board J114-3,4 J907 -8 Blue-Yellow {+50V) ta lower right fipper
J904 - 2 Gray-Green {+12V) from Power Driver Board J11 4907 -9

JOM -3 NG
J904 -4 Black (Grd) from Power Driver Board J114-5,7
J904 -5 Black (Grd) from Power Driver Board J114-5,7
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J501 -1
J501 -2
J501 -3
J501 -4
J501 -5
J501-6
J501 -7

J502 -1
J502-2
J502 -3
Js02-4
J502 - §

A-12738-50005
Audio Board
Interboard Wiring

J506

1G

20

J502

|50
— 1
1k 2

J508

NiC

- . .
o a
* =
501 Js05 [ Jso4
7 ' 4 14
Gray-Green {18VAC) from xformer secondary J505 -1 NG
Gray-Green {1BVAC) loop from J501-1 J505 - 2 Black (signal) to speaker
J505 -3 N/IC
Gray {18VAC) from xformer secondary J505 - 4 N/C

Gray (18VAC) loop from J501-4
Gray-White (18VAC) from xformer secondary
Gray-White {1BVAC) loop from J501-6

Gray (+5V) from Power Driver Board J114-3.4
N/C

Gray {+5V) from Power Driver Board J114-3,4
Black {Grd) from Power Driver Board J114-5,7
Black (Grd) from Power Driver Board J114-5,7

J503 - Not Used

J504 -1 N
J504 -2 NG

J504 -3 plack (signal) to speaker
J504 -4 N

J506, 4-pin Ribbon Cable{data) To/from JB01; J903; J202

J507 - Not Usged

J508 -1 N/C
J508 -2 N/C
J508 -3 N/C
J508 -4 N/IC

J509 -1 NG
J509-2 Nio
J509 -3 N
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A-14039

Dot Matrix Controller Board

JB01

10

30

J6CB

J603

J604

J605
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Dot Matrix Controller Board
Interboard Wiring

J601, 34-pin Ribbon Cable (data) To/from J202; J903; J506
J602, 26-pin Ribbon Cable (data) To/from J201

J603, 14-pin Ribbon Cable (data) To/from Dot Matrix Display/Driver

JB04 -1 Orange (-125V) to Display/Driver pin 1
J604 -2 Blue (-113V) to Display/Driver pin 2
J604-3 N/C

J604 - 4 Black (Grd) to Display/Driver pin 4

J604 - § Black (Grd) to Display/Driver pin 5

J604 -6  Gray (+5V) to Display/Driver pin 6

J604 -7  Gray-Yellow (+12V) to Display/Driver pin 7
J604 -8 Brown {+62V) to Display/Driver pin 8

J605 -1  White (80VAC) from xformer secondary
J605-2  White (BOVAC) from xformer secondary
J605 -3 Violet (100VAC) frem xformer secondary
J605-4 N/C

J605 -5 Violet (100VAC) from xformer secondary

J606 -1 Black (Grd) loop from J608-3

J606-2 N/C

J606 -3  Black {Grd) from Power Driver Brd J117-3

J606 -4 Gray (+5V) lcop from J60B-5

J606 -5  Gray (+5V) from Power Driver Brd J117-4

J606 -6  Gray-Yellow (+12V) loop from J606-7

J606 -7  Gray-Yeliow (+12V) from Power Driver Brd J117-2

J607 - Not Used

J608 - Not Used
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Section 4
International
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Pinball Game Assembly Instructions

This is a four ball game.
Three balls in play and one captive ball.

Cablnet Dimensions Length: 55"Approx. Helght: 85"
Approx.

Width: 26" Approx. Weight: 285 lbs
1. Remove all cartons, parts, and other items from the shipping container, and set them aside.

2. Place the cabinet on a support and attach rear legs using leg bolts. Leg levelers and leg bolts are
provided among the parts in the cash box.

3. Attach the front legs (after installing leg levelers), using leg bolts.

Detail View - Leg Leveler

N,
—Leg

¢ Degrees
Approx Playfield
Pitch Angle: Leg Leveler
6 - 7 Degrees

Shaft

™ Nut Fool Pad

4, 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.

5. Rais¢ the hinged backbox upright and latch it into position. Unlock the backbox, and remove the
backglass. Remove the shipping block holding the Insert Board, Unlatch and open the Inser Board.
Carefully lift up the Speaker Panel and lay it down on the playfield glass. (Be careful not to damage the Dot
Matrix Display/Driver.) This allows access to the bolt holes used for securing the backbox upright. To
secure the backbox, install the washer-head mou nting bolts through the bottom holes of the backbox into
the threaded fasteners in the cabinet. Close and latch the Insert Board. Replace the Speaker Panel.
Reinstall the backglass, and lock the backbox.

If the Fish Panel on the top of the backbox is removed, be sure to slide the
cover plate over the cable hole and screw it into place with the #8 torx bit.

/N\ CAUTION

FAILURE TO INSTALL the backbox mounting hardware properly can cause personal injury.

NEVER TRANSPORT a pinball game with the hinged backbox erect. Always lower the backbox
forward onto the playfield cabinet on a layer of protective material 1o prevent marring or damage and
possible personal injury.
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6. Extend each leg leveler slightly 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.

7. Unlock and open the coin door. Move the molding latch lever toward the left side of the game. Lift the
front molding off the playfield cover glass return the latch lever toward the right, and close the cain 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.

8. Place a leve! or an inclinometer on the playfield surface. Adjust the leg levelers for proper playfield level
(side-to-side). Note: It is recommended that this measurement be made ON the playfield, not the
cabinet nor the playfield cover glass. Tighten the nut on each leg leveler shaft to maintain this setting.

The Tru-Pitch™ level is located on the shooter rail. This allows the operator to accurately pitch the game -
without removing the glass - when it is first set in a new location. The first line on the levelis approximately
6 degrees. Every line after that is approximately another 1/2 degree of pitch. We recommend you pitch
the game with the nose of the bubble between the first and second line on the level (between 6 and 6-1/2
degrees).

! IMPORTANT !
Playfield pitch angle can affect the operation of the plumb bob tilt. The plumb bob weight is among the
parts in the cash box; the operator should install the weight after setting the desired playfield pitch angle.

9. Install the Fishing Reel handle mechanism, Lift the playfield. Place the Fishing Reel handle into the
hole in the cabinet (where the plunger is normally located). From the tront of the cabinet, slide a washer
and a cap head screw through each of the four holes. From the inside of the cabinet, slide a washer over
each of the four screws. Secure into place with an ESNA nut. Plug the handle cable into the cabinet
cable. Be sure the wire colors match on both connectors. Lower the playfield.

To install 10-32 ESN Nut use 3/8”
Nut Driver (Color Code: Blue) )
Nut 10-32 ESN 3l

~3

/

S

-

./‘J

5 G

Flat Washer
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10. Move the game into the desired location; recheck the level and pitch angle of the playfield.

11. Be sure the correct number of ball are installed. FISH TALES uses four balls; three balls in play and
one captive ball,

12. Remove foam from the captive ball mechanism. Grasp the foam at the bottom of the captive ball trough
and pull it out of the mechanism.

13. Install playfield mylars if desired.

Note: The FISH TALES playfield is coated with a covering called Diamond Plate™ and does not
require a protective mylar. However, mylars can be purchased through your local Wiltiams Distributor.
Specify part number 03-8674-1 for full playfield mylar,

14. To attach the line cord, remove the envelope stapled to the inside of the cabinet {near the cashbox).
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 secu rely 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. If desired, four tamper resistant screws have been provided in an
eneviope marked “Security Screws” (located in the cashbox) to remount cover plate.

{Part of cabinat shown Reacoptacie
for relarance anly)
Phillipe-head Screw -
PPN E. Y ~
-~ S e
-~ -
-~
-~ -

Sy

-

-
{
|
|
|

Line Cord & Plug

Tampar-resistant Screw

15. Clean and reinstall the playfield cover glass. Prepare the game for player cperation.
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Menu System Operation

This game operates on a Menu System. The Main Menu aliows you to choose from several main
categories, which in turn lead to other menus to choose from. To enter the Menu System, open the coin
door and press the Begin Test button. The displays show the Game 1.D. Mode. Press the Enter button
and the Main Menu appears. To cycie through the Main Menu, {or any other menu), selections press
either the Up or Down button. Activate any selection by pressing the Enter button when the desired
selection appears in the display. Return to the Attract Mode or a previous menu selection, by pressing
the Escape button. Press the Start button for HELP at any time.

Main Menu

B. Bookkeeping Menu

B.1 Main Audits
B.2 Earning Audits
B.3 Standard Audits
B.4 Feature Audits

B.5 Histograms
B.6 Time-stamps

Press Escape
To move out of a menu selection.

Press Enter
To getinto a menu selection.

. Press Up
P._Printouts Menu Increases sequence; {ex. A1,
P.1_Earnings Data A2, A3 A4}
P.2 Main Audits o
P.3 Standard Audits Press Down

P.4 Feature Audits
P.5 Score Histograms

Decreases sequence; (ex. A4,
A3, A2, A1

P.6 Game Time Histograms

P.7 Time-Stamps

P.8 All Data Use Up or Down to cycle through the
T. Test Menu selections in a menu.

T.1 Switch Edges
T.2 Switch Levels
T.3 Single Switches
T.4 Selenoid Test
T.5_Flasher Test
T.6 General llumination
T.7 Sound and Music Test
T.8 Single Lamps
T.9 All Lamps
T.10 Lamp & Flasher Test
T.11 Display Test

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

U. Utilities Menu

U.1 Clear Audits
1.2 Clear Coins
.3 ResaetH.S.T.D.

U4 SetTimg & Date
U.5 Custom Message

U6 Set Game |.D.
1.7 Factory Adjustments

U.8 FactoryResets
U9 Presets

.10 Clear Credits
U.11 Aute Bumn-in

A. Adjustments Menu

A.1 Standard Adjustments
A.2 Fealure Adjustments
A.3 Pricing Adjustments
A4 HS.T.D. Adjustments
A.5 Printer Adjustments
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Utilities
Press the Enter button to activate the Utilities Menu, once the menu name is shown under the Main
Menu. Then, use the Up or Down button to cycle through the Utility Menu selections. Press the Enter
button to activate a selection. Use the Up or Down bution to rotate the settings. Press the Enter button
to lock in a setting. If a mistake is made while changing a setting, press the Escape button while “Saving
Adjustment Value” is still in the display. The original setting is retained and the new setting is ignored.
Press the Escape button to return to the Utilities Menu. Press it again to return to the Main Menu.

U.8 Factory Reset

Press the Enter button to restore the adjustments to their factory setting, clear the Audits,
H.S.T.D Table, and Custom Message/Game I.D.

Factory Setting Table

Adj # Adj Description German French European
A1l 06 Replay Percent 10% 10% 10%

A1 09 Replay Level 1 80 Million 80 Million 80 Million
A1 13 Replay Boost 10 Millions 10 Million 10 Million
A2 01 Timed Plunger Off 30 sec Oftf

A2 02 Flipper Plunger Off Oon Off

A2 D3 Qutlane Auto Cast | Yes Yes Yes

A2 04 Percent Extra Balls | 25% 20% 25%

A2 05 Ramp Timer 10 sec 10 sec 10 se¢
A2 06 Fish Finder Time 10 se¢ 10 sec 10 sec
A2 07 Stretch the Truth 15 sec 15 sec 15 sec
A2 08 Feed Frenzy Time Slow Slow Slow

A2 09 Captive Ball Lights |1 1 1

A2 10 Lock Difficulty Medium Medium Medium
A2 11 Ball Save Time 7 sec 7 sec 7 sec

A2 12 Special Lights At 58, Gears 48, Gears 58, Gears
Ad 10 Backup Champion 300 Million 300 Million 300 Million
Ad 11 Backup H.5.T.D. 1 250 Milion 250 Million 250 Million
A4 12 Backup H.S.T.D. 2 | 225 Milion 225 Million 225 Million
Ad 13 Backup H.S.T.D. 3 | 200 Million 200 Million 200 Million
A4 14 Backup H.S.T.D. 4 | 175 Million 175 Million 175 Million
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u.g

Presets

Use the Up or Down buttons to cycle through the available Presets. When the desired Preset is
displayed, press the Enter button to lock in that Preset. if a mistake is made, press the Escape
button while “Saving Adjustment Value” is displayed. The new value is ignored and the original
value is retained.

u.g 01 Install Extra Easy
v.9 02 Install Easy
u.9 03 install Medium
u.g9 04 Install Hard
u.9 05 Install Extra Hard
The game play difficulty adjustments can be changed from the factory settings to any of
the difficulty groups listed above. The Game Difficulty Setting Table lists the adjustments
and settings that comprise each difficulty group.
Difficulty Setting Table for French Games
Adj # Adj Description Extra Easy| Easy Medium Hard Extra Hard
Uug o1 ug 02 Us 03 ug 04 Uu.g 05
A.2 04! Percent Extra Balls 35% 30% 25% 20 % 17 %
A.2 05| Ramp Timer 17 sec 13 sec 10 sec 7 sec 6 sec
A.2 06 | Fish Finder Time 17 sec 13 sec 10 sec 6 sec 5sec
A.2 07 | Stretch the Truth 23 sec 18 sec 15 sec 12 sec 10 sec
A.2 08| FeedFrenzy Time Slow Slow Slow Fast Fast
A.2 09 | Captive Ball Lights 3 2 1 1 0
A.2 10 i Lock Difficulty Easy Medium Medium Medium Hard
A.2 11 | Ball Save Time 10 sec 8 sec 7 sec 6 sec 5 sec
A.2 12| Special Lights At 2 5. Gears 3 5. Gears 4 5. Gears 5 8. Gears 6 8. Gears
Difficuity Setting Table for German and European Games
Adj # Adj Description Extra Easy| Easy Medlum Hard Extra Hard
ug o U.g 02 Uusg 03 ug 04 Usg 0s
A.2 04 | Percent Exira Balls 35% 30% 25% 20% 17%
A.2 05 | Ramp Timer 13 se¢ 10 sec 7 s8¢ 6 sec 5 sec
A.2 06 | Fish Finder Time 13 sec 110 sec 6 sec 5 sec 4 sec
A.2 07 | Stretch the Truth 18 sec . 15 sec 12 sec 10 sec 8 sec
A.2 08 | FeedFrenzy Time Slow Slow Fast Fast Fast
A.2 09 ] Captive Ball Lights 2 1 1 0 0
A.2 10 i Lock Difficulty Medium Medium Medium Hard Hard
A.2 11 [ Ball Save Time 8 sec 7 sec 6 sec 5 sec 5 sec
A.2 12 | Special Lights Al 3 8. Gears 4 8. Gears 5 8. Gears 6 5. Gears 8 8. Gears
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u.s 17 Install German 1«
u.s 18 Instatl German 2 .
Uu.g 19 Install German 3 »
vu.e 20 Install German 4 «
u.9 21 Install German 5«
ug 22 Install German & -
This adjustment modifies the game pricing and the type of game play. The Preset Game
Adjustments Table for German Games lists the adjustments and settings that comprise
the ‘Install German’ Groups.
Preset Adjustments Table for German Games
Ad] # | Adj Description | German 1| German 2 | German 3 | German 4| German 5 | German 6
us 17 usg 18 u9 19 U9 20 ua 21 use 22
A.1 14 | Replay Award N Credit Ticket Audit Credit Ticket Audit
A.1 15 | Speclal Award Jlgjdit Ex. Ball Points Credit Ex. Ball Peints
A.1 16 | Match Award Credit Ticket Credit Credit Ticket Credit
A.1 19 | Maich Feature 7% 7% Oft 7% 7% Off
A.3 01 | Game Priclng Espiele/S0M | 6spiele/SDM | 6spiele/SDM | 7spiele/5DM 7spiele/SCM | 7spiele/SDM
A4 02 TH.S.T.D.Award Credit Ticket Credit Cradit Ticket Credil
A.4 04 | Champion Credits |03 03 0o 03 03 00
A.4 05 | HS.7.D. 1 Credits ]| 01 01 00 01 01 00
A.4 06 | H.S.T.D. 2 Crediis |00 00 00 00 00 00
A4 07 |H.S.T.D. 3 Credits || 00 00 00 00 00 00
A.4 08 | H.S.T.D. 4 Credits |Jo0 00 0D oD 00 00

- For German Jumpered CPU Boards only.

German Jumpers
W14 WiS W16 W17 W18

are:

In

In

In

In

Out

u.g 23 Install French 1*
Uv.9 24 Install French 2*
u.9 25 Install French 3*
u.9 26 Install French 4*
u.s 27 Install French 5*
u.9 28 Install French &*
This adjustment maodities the game pricing and the type of game play. The Preset Game
Adjustments Table for French Games lists the adjustments and settings that comprise the
‘Instail French’ Groups.
Preset Adjustments Table for French Games
Adj# Adj Description |French 1 | French 2| Freanch 3 | French 4 | French 5 | French 6
U9 23 U9 24 ug 25 U.g 26 U9 27 U.o 28
A.2 04 | PercentExtraBalls J[20% 15% 20% 20% 20% 20%

* For French Jumpered CPU Boards only.

French Jumpers are:
W14 W15 W16 W17 W18

In
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Adjustments

Press the Enter button to activate the Adjustments Menu, once the menu name is shown under the Main
Menu. Then, use the Up or Down button to cycle through the Adjustments Menu selections. Press the
Enter button 1o activate a selection. Press the Up or Down button to cycle through the available
adjustments. Press the Enter button to activate an adjustment. When an adjustment is activated, the
setting value begins to flash. Use the Up or Down bution to raise or lower the setting value. Press Enter
to lock in the value. If a mistake is made, press the Escape button while “Saving Adjustment Value” is
displayed. The new value is ignored and the original value is retained. Press the Escape button to return
to the Adjustments Menu. Press it again to return to the Main Menu.

A.1 Standard Adjustments

A.1 06 Replay Percent*
The percentage of replays the players are able to earn when Auto Replay is used. Range:
5% to 50%.

A1 09 Replay Level 1**
The value to be used for the first, second, third, and fourth Fixed Replay. Range: 00 to
250,000,000.

A1 13 Replay Boost
The replay score can be temporarily boosted by the selected amount EACH time the
player reaches or exceeds the replay score. This temporary boost is cancelled when
Credits=0, when the player inserts another coin, or when Begin Test is pressed. Range:
Off, 1,600,000 to 50,000,000.

A1l 14 Replay Award
The form of award automatically provided when the player exceeds any replay level for
either Auto% Replay or Fixed Replay. Choices:

Credit - Reaching each Replay level awards credit.

Ticket - Reaching each Replay level awards a ticket.

Ball - Reaching each Replay level awards an Extra Ball.

Audit - Reaching each Replay level awards nothing to the player; it does

increase the entry value of the Audit ftem(s) maintaining a tally
of these awards.

A1 15 Special Award
The award automatically provided when the player scores a special. Choices:

Credit - Scoring a Special awards a Credit.

Ticket - Scoring a Special awards a Ticket.

Ball - Scoring a Special awards an Extra Ball.
Points - Scoring a Special awards 1 Million points.

A1 16 Match Award
The award automatically provided when the players wins a match. Choices:

Credit - Winning a Match awards a Credit.
Ticket - Winning a Match awards a Ticket.

** For Fixed Replay *For Auto% Replay.
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19

21

22

23

27

Match Feature
Desired percentage for the Match Feature occuring at the end of the game. Range :

Oftf - Match Feature is not available.

1-50% - 1% is hard’; 50% is ‘extremely easy’. The Match Feature selects
a random two-digit number at the end of the game and compares each players score for
an identical two digits in the rightmost two positions. A match of these two digit results in
an award of a Credit or a Ticket.

Language
The language the game uses. Choices: English, French, or German.

Clock Style
The style of clock the game uses. Choices: A.M./P.M. or 24 Hours.

Date Style
The style of date the game uses. Choices: Month/Date/Year, or Date/Month/Year.

Euro. Scr. Format
Use either commas or dots between digits when numbers are displayed. Choices:

Yes - Dots instead of commas, {example- 1.000.000).
No - Commas instead of dots, (example- 1, 000, 000).

Feature Adjustments

01

02

03

04

05

06

Timed Plunger
The plunger kicker kicks automatically for the player. Choices:

On - After 1 to 120 seconds of inactive play, the plunger kicker kicks
autornatically,
Off - The plunger kicker does not kick automatically.

Flipper Plunger
The Flipper buttons, as well as the Fishing Reel Handle, can shoot the ball. Choices:

Yes - Pressing the Flipper buttons shoots the ball.
No - Pressing the Flipper buttons does not shoot the ball.

Outlane Auto Cast
The next ball is automatically shot up the shooter lane when an outlane switch is made.
Choices:

Yes - The game automatically shoots the next ball.
No - The game does not shoot the next ball.

Extra Ball Percent
The percent of games that award an Extra Ball. Range: 1% to 50%.

Ramp Timer
The amount of time the player has to achigve the ramp. Range: 5to 20 seconds.

Fish Finder Time
The amount of time the player has to achieve the Fish Finder. Range: 3 to 20 seconds.
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Stretch the Truth
The amount of time the player has to complete Stretch the Truth. Range: 5 to 30
seconds.

Feed Frenzy Time
The time lapse speed of the Feed Frenzy feature. Choices: Fastor Slow.

Captive Ball Lights
The amount of Captive Ball lights that blink at game start. Range: 010 5 lights.

Lock Ditficulty
The amount of difficulty faced when trying to lock a ball. Choices: Easy, Medium or Hard.

Ball Save Time
The length of time the Auto Cast light blinks. Range: 4 to 20 seconds.

Special Lights At
The amount of Gear needed to light Specials. Range: 1to 10 sell gear.

Pricing Adjustments

01

02

04
05

06

07

08

09

10

Game Pricing (if set to custom, then 02 to 09 are available)
The cost for a game is selected from the Standard Pricing Table or by installing Custom
pricing.

Left Coin Unlts

Center Coin Units

Right Coin Units

4th Slot Units

The number of coin units purchased by a coin passing through the left, center, right, or
fourth coin chute.

Units/Credits

Defines the number of ¢oin units required to obtain 1 credit. A coin unit counter in the
game program totals the number of coin units purchased through all coin chutes prior to
each game. If the total number of these coin units exceeds or matches the Unit per
Credit value by a multiple (or more, coin units) of the specified Units per Credit value the
Credits display shows the proper number of credits. The coin unit counter retains any
remaining coin units, until the start of Ball 2; then the coin unit counter is cleared (its
contents are zeroed).

Units/Bonus
Additional credits are to be indicated in the credits display, when a certain number of coin
units are accumulated.

Bonus Credits
The number of credits that are awarded when the Units/Bonus level is achieved.

Minimum Units
No credits are to be posted (indicated in the credit display), until the credits unit counter
reaches a particular value, by setting this value to 02 (or more).

Coin Door Type (if set to custom, then 11 to 15 and 20 are available)

This adjustment is used to pre-set adjustments 11 10 15 based on standard coin doors
(U.S.A., German, etc.).
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Collection Text
The coin system is used to display the Earning Audits.

Left Slot Value

Center Slot Value

Right Slot Value

4th Slot Value

The monetary value of the left, center, right, or fourth coin chute.

Maximum Credits

The maximum number of credits the game can accumulate, either through game play
awards or coin purchases. Reaching this setting prevents the award of any credits.
Range: 5to 10.

Free Play

A player can operate the game without a coin {free play) or with a coin. Choices:
No - A coin is necessary for game play.

Yes - Game play is free; no coin required.

Hide Coin Audits
The coin audits may, or may not, be displayed. Choices:

Yes - The coin audits are not displayed.
No - The coin audits are displayed.
Hide Names - The coin audit value is shown but not the audit name.

1 Coln Buy-in

If the game pricing is set to1 for 50¢/2 for $1.00 the player can be allowed to ‘buy-in’ a
subsequent game for 1 coin. The number of games that may be purchased at this costis
determined by the number of players in the previous game; that is, if the previous game
had three players, 3 Credits can be purchased at the rate of 1 ¢oin per credit. Choices:

Yes - The player has 10 seconds to buy-in at 1 coin per game.
No - The buy-in feature is disabled.

Base Coin Size
This number is used for ticket per coin calculations.

Coln Meter Unlts

It is possible to connect a coin meter to the knocker coil driver which will log all coins
through all slots. This adjustment activates the use of the knocker driver for this purpose,
and determines the value of each unit on the meter. For example, to show the total
amount of money collected as “total quarters”, set this adjustment to “0.25”. To show the
amount of money coliected as “total dollars”, set this adjustment to “1.00".

Setting this adjustment to anything other than Off establishes the coin unit for a meter
altached to the knocker driver, and overrides use of the knocker during awards.
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Pricing Table

Country Cain Chutes ath GamesiCoins Display Pricing Adjusiments A3
Left Center Right Chute 02 03 04 05 07 08 09
Ausiria Ssch 10s¢ch 10sch - 1/2xBsch, X2x10sch 2 AUSTRIA
Ssch - 10sch - 2t55ch, 5/10sch CUSTOM 02 00 05 00 01 00 91 0D
Australia 20¢ $1 $1 $2 | g2’ AUSTRALIA
UK £1006  50P 20P 10P | 1/3x10P, 2/50P, 4/81 2 U. KINGDCM
Switzerland 1Fr 2Fr BFr - 141Fr, 32Fr, 7/5Fr 2 SWISS
Belgium SFr 20Fr SOFr 174x5Fr, 1/20Fr . Y/50F¢ 2 BELGILM
vGVest 10i4 20M 50M — [ 1720M, 2:3DM, /4DM, 5/5DM 1.2 ggg- ! ;’;lgm
ermany 4 .
1/1DM, 2/2DM, S5DM { GER. 6/50M 09 18 45 00 05 00 01 00
141DM, 2/20M, 6/50M ' CUSTOM 03 05 15 00 05 00 01 00
1710M, 3/2DM, S/50M CUSTOM {3 26 65 00 05 65 01 00
1/2x1DM, 1/2DM, 3/50M CUSTOM
211DM, 520M, 14/5DM
Holland 1G 1G 111G HOLLANMD
Sweden SKr Bkr SKr - 1/5Kr 2 SWEDEN
France 1Fr SFr 10Fr 1/311Fr, 2/SFr, 51 0Fr 2 3 TARIF
1 il 10Fr 1/2x1Fr, &5Fr, 7A10Fr 2: IARIE2
1Er SFr SOFr - * ' 213 TARIF 3
1Fr &Fr 10Fr - 1/5Fr, 3/10Fr, 7/2210Fr < TARIF 4
1Fr 5Fr 10Fr - | 25Fr, arvoFr9zx10r 123 TARIE 5
1Fr 5Fr 10Fr /5Fr, 510Fc, 11/2x10Fr 23 TARIF &
1/8F¢, 10Fr 2 3
Tealy 5601 5001 500L - /5001 2 ALY
Spain 100P - 500P " Z SPAIN
25P . o0P }fzggp'sﬁgg?vp CUSTCM 01 00 04 00 01 04 01 00
25F - 100P 1/25P. 4/100P CUSTOM 01 00 04 Q0 01 00 01 0D
25P - 100P - 1/2%25P, 2/100P CUSTOM 01 DO 04 00 02 00 01 00
25p - 100P - | /2x25p 3/100P CUSTOM 03 00 12 00 04 00 01 06
Japan 100% 100% T 1100¢ 2 JAPAN
Chite Token Token 1/1Token 2 CHILE
Denmark 1Kr SKr 10Kr - 172x1 Kr, 3/5Kr. 7HO0Kr 2 DENMARK
Finland 1hka Shika - 172%1Mha, Y5Mka 2 FINLAND
New Zealand $1.00 $2.00 - 1781, A82 NEW ZEALAND
20¢ - 20¢ - 13x20¢ 2 CUSTOM 01 00 01 00 03 DO 00 O1
Norway Skr - 10Kr - 1/5Kr. 2110Kr, 5/20Kr ¢ NORWAY
Argentina 10¢ 10¢ 10¢ 11 Token 2 ARGENTINA
Hungary 10F 10F 20F - | 1/1kP0F, 1/2x10F, 3/2x20F 2 HUNGARY
Note: 1. Factory Default, 2. Standard Setting - Change by pressing Enter button. 3. Ciher functions are also affected.
* Only if Bill Acceptor and Center Coin Chute are available.
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H.S.T.D. Adjustments

01

02

03

04

05

07
c8

09

10

[T gy
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Highest Scores
The game maintains a record of the four highest scores achieved to date. Choices:

Off - No high scores are recorded, or displayed.
On - The four highest scores are stored in memory and displayed in
the Attract Mode.

H.S.T.D. Award
The award given for achieving the High Score To Date, or the Champion H.S.T.D..
Choices: Credit or a Ticket.

Champion H.5.T.D,
The “Highest” High Score can be displayed in the Attract Mode. This score is not cleared
when “High Score Reset Every” occurs. Choices:

On - The “Highest” High Score is retained in memory and displayed.
Oft - The “Highest” High Score is not retained.

Champion Credits
The number of credits or tickets awarded for a Grand Champion Score. Range: 00 to 10.

H.S.T.D. 1 Credits

H.S.T.D. 2 Credits

H.S.T.D. 3 Credits

H.S.T.D. 4 Credits

The number of credits or tickets awarded whenever a player exceeds the first, second,
third, or fourth highest score. Range: 00 to 10,

High Score Reset Every

The number of games to be played before an automatic reset of the displayed ‘Highest
Score: occurs. The values provided upon reset are those selected by the operator in the
Back-up High Scores. Range: OFF (disabled); 250 to 20,000.

Backup Champion
The Back-up Grand Champion Score. Range: 00 to 999,000,000.

Backup H.8.T.D. 1

Backup H.8.T.D. 2

Backup H.S.T.D. 3

Backup H.S.T.D. 4

The first, second, third, and fourth Back-up High Score value. The game autematically
restores this value when the High Score Reset Every value is reached. Range: 00 to
999,000,000,

FISH TALES 4-14



Fuse List

Dot Matrix Controller
Board

F602

F601

104

T T
— —
o o
] l-. 7]

F111

F112

Y014

F113

Power Driver Board

Fliptronic Il Audio Board
Controller
Board E?‘
S
—
=S
|F108
F107| || F109
[[F108]][F110
Audio Board

F501 -25V Circuit, 3A, S.B.
F502 +25V Circuit, 3A, §.B.

Dot Matrix Controller Board
Fe01 +62V Circuit, 3/8A, S.B.
F602 -113V and -125V Circuits, 3/8A, S.B.

Power Driver Board

F101 Left Flipper, 3A, S.B. Not Used
F102 Right Flipper, 3A, S.B. Not Used
F103 Solenoid #25-#28, 3A, S.B.
F104 Solenoid #9-#18, 3A, S.B.
F105 Solenoid #1-#8, 3A, S.B.
F106 G.I. #5 Wht-Vio, 5A, S.B.

F107 G.I. #4 Wht-Grn, 5A, 5.B.

F108 G.i. #3 Wht-Yel, A, 5.B.

F108 G.l. #2 Wht-Org, 5A, S.B.

F110 G.l.#1 Wht-Brn, 5A, S.B.

F111 Flasher Secondary, 5A, S.B.
F112 Solenoid Secondary, 7A, S.B.
F113 +5V Logic, 5A, S.B.

F114 +18V Lamp Matrix, 8A, N.B.
F115 +12V Switch Matrix, 3/4A, S.B.
F116 +12V Secondary, 3A, S.B.
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Fliptronilc 1l Controller Board
F901 Upper Left Flipper, 3A, S.B.
Fa02 Upper Right Flipper, 3A, S.B.
Fa03 Lower Left Flipper, 3A, S.B.
F904 Lower Right Flipper, 3A, S.B.

Line Filter
Foreign Game 5A, S.B.
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Powaer Driver
— Board
' J137
b
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»
Power Driver
Board
J133
CPU Board
J206
I
»
*
¥
GPU Board
J2og

7
6
5 |Column 5§ Green-Black
4
3
2

[ e

Lamp Matrix
|Calymn § {Q31)
Column 7 Yellow-Violet  [Q92)
Column 6 Yellow-Blug  {G93)
Column 5_Yellow-Gresn {094}

Columnd Yellow-Black ((J95)

GColumn 3 Yallow-Orangs {Q96)

Column2 Yellow-Red  [Q57)
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\LColumM Groan-Brawn {LUZ20-18)
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BUBRLERLS

Hold Bonus
Video Made
Rock the Boat
Light Extra Ball
Instant kuli-baJ)
Lier fL)

Lie (1)

Lia {E)

Siringar Body 1
Slringer Body 2
Stringer Body 3
Stringar Body 4
Lt. Side Feed Franzy
Monzler Bonus
Fish Findler
Jackpat
Stringer Tail 1
Stringer Tail 2
Stringer Tail 3
Stringer Tail 4
Right Boat Entry
At. Boat Faed Frenzy
Lefi Boat Entry
Li. Boat Feed Frenzy
Tropical
Freshwater
Casl Again
Deep Sea

Lett Fish Head
Lett Fish Body
Lef Fish Body
Specials

Bonus 1X
Bonus 2 X

Auto Cast
Bonus 4X

Right Fieh Head
Right Fish Body
Right Fish Tad
Light Long Cast

Mot Used

Mot Used

Stant Bution
Plumb Bob Tiit
Cuitola

TFrough 1

Traugh 2

Trough 2

Slam Til

Coin Door Closed
Ticke! Opto
Aways Closed
Left Cutlane

Left Retum Lane
L1, Stand-up Tgt ¢
L1. Stand-up Tt 2
GCasl

Lett Boat Exit
Right Boat Exit
Spinner

Resl Eniry
Catapult

Reel 1

Real 2

Captive Ball

Right Boat Entry
LaH Boat Entry
Lie (E)

Lig {1]

Lie (L)

Ball Popper

Dop Target

Leit Jot

Center Jet 82
Right Jei 83
Rt. Stand-up Tg1 1 B4
At Stand-up Tgt 2 85

81

B2
63
64
B5
66
87
68
[l

72
73
74
78
76
77
79
81

Ball Shooter 86
Left Sling 87
Right Sling 88

Schoel Fish 1
Schaol Fish 2
School Fish 3
School Fish 4
School Fish 5
Sehool Fish b
Super Jackpot
Light Figh Fincler
Casters Glub
Doubles Jazkpot
Lock 3

Lock 2

Lock 1

Ri. Side Feed Frerzy
Long Cast

Exira Ball
Strelch 5X Actusl
Strateh 3% Aciual
Stretch 2X Aclual
Stratch Aclual Size
Streich Total Lie
WVideo Mode
Casl

Start Buiton

81
62
63
64
65
&6
67
68
7
72
73
74
75
76
7
78
81

83
B4
BS

87
88

Extra Ball

Top Right Loop
Top Ejact Hole i
Top Left Loap -
Right Ratum

Right Qutlane

Not Used

HNotl Used

Not Used

Mot Used

Not Used

Not Usect

Not Used

Not Used

Not Usad

Not Used

Not Used

Not Used

Hot Used

Not Used

Not Used

Not Used

Not Used

Not Usaed

'
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( WARNING )
Note: This equipment has been tested and found to comply with the limits for a Class A digital device,
pursuant to Part 15 of the FCC Rules. These limits are designed to provide reasonable protection against
harmtul interference when the equipment is operated in a commercial environment. This equipment
generated, uses, and can radiate radio frequency energy and if not installed and used in accordance with
the instruction manual, may cause harmful interference to radio communications. Operation of this
equipment in a residential area is likely to cause harmiul interference in which case the user will be
required fo correct the interference at his dwn expense. o
RF Interference Notice .
CABLE HARNESS PLACEMENTS and ground strap routing on this game have been designed to keep RF
radiation and conduction within levels accepted by the FCC Rules.
TO MAINTAIN THESE LEVELS, reposition harnesses and reconnect ground straps to their original
placements, if they become: disconne_cted during maintenance. N
FCC STICKER. Check the back of your game to verify that an FCC-certification sticker was attached to
your game at the factory. All games that leave the WILLIAMS plant have been tested and found to comply
with FCC Rules. Because the sticker is proof of this fact, legal repercussions to the owner and distributor
may result, if the sticker is missing. If you receive a game, manufactured after December 1982, that has no-
FCC sticker, call WILLIAMS for advice or write us a note on your Game Registration ‘Card. Be_sm-jt_hat
the card bears your game's serial number. i
A | Transport this game ONLY
CAUTION  with hinged backbox DOWN!
"QOrange Blossom Special”
Words and Music by Ervin T. Rouse
(c) Copyright 1938, 1957, 1965 by MCA Music Pub., a Div. of MCA,
inc. _
3 New York, NY 10019
Copyright renewed.
Used by Permission - All Rights Reserved _
FOR SERVICE... CALL your authotized WILLIAMS Distributor. S
WILLIAMS ELECTRONICS GAMES, INC.
3401 N. California
Chicago, IL 60618
. _
e et — e

WARNINGS & NOTICES
WARNING '

FOR SAFETY AND RELIABILITY, substitute parts and equipment modifications are not recommended.
Use of Non-WILLIAMS parts or modifications of game circuitry, may adversely affect game play, or may
cause injuries. ’

SUBSTITUTE PART OR EQUIPMENT MODIFICATIONS may void FCC Type Acceptance.

BECAUSE THIS GAME IS PROTECTED by Federal copyright, trademark, and patent laws, unauthorized
game conversions may be illegal under Federal law.,

THIS "CONVERSION' PRINCIPLE ALSO APPLIES to unauthorized facsimiles of WILLIAMS equipment,
logos, designs, publications, assemblies, and games (or game feature not deemed to be public domain),
whether manufactured with WILLIAMS components or not.

NOTICE

-WILLIAMS, Lane-change and Multi-ball are trademarks of WILLIAMS ELECTRONICS GAMES, INC.

Entire contents of this manual © 1992 WILLIAMS ELECTRONICS GAMES, INC.
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