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© 7¢ NEW Y% FINDAT-NEFRONT: DR. PINBALL SECTION ¥ NEW Y%

The key technical data f i e manual was extracted and combined into the _"Find-it-!n-Front:
Dr. Pingail Section." Thirsowe‘\?gggtsio?]a\:ftﬁl gsg;sl the technician in locating important technical information needed to
troubleshoot the machine. To get into the Portals™Service Menu:

Step 1
Enter the Portals™ Service Menu by
pushing the Black "BEGIN TEST" Button.

Step 2
Move through the menus by pushing the
Red "LEFT" or Green "RIGHT" Buttons.

Note: Pushing the Left or Right Fllpper
Buttons operales in the same way.

Step 3 ;
Select or activate icons by pushing the
Black "ENTER" Button.

Note: Pushing the Start Button
operates in the same way.

IMPORTANT
Ensure the Playfield Power Interock
Switch (Located inside Coin Door Left)
is pulled out, This Is required for Coll
and Flashlamp Testing. :

V€ TY Y% YX HOWIT WORKS I it v X

First, the operator/technician must enter the Service Mode (for a complete description of the Portals™ Service Menu

While in the MAIN MENU, select the "DIAG" Icon, then select the Cross DR leon. This will bring you (the operator /
technician) into DR. PINBALL (Flow Chart Menus) which offers you a choice o

f four sub-menus: Flipper "DR.." Coil
"DR.," Switch "DR." and Lamp "DR." [cons. Selecting a particular sub-menu will give you a choice of which specific
Flirper, Coil, Switch or Lamp circuit needs to be diagnosed. The display will now ask a question or give a procedure to

follow such as "Does the lamp turn on?" or "Check bridge rectifier BR-20, if short replace." When Dr. Pinball asks a
question or request a procedure the Dr. will expect a response such as 'no" or "yes" (see below examples of the

mini-icons which will prompt the operator). You the operator/technician must respond by using your Flipper Buttons
to "SELECT" a mini-icon and the Start Button to "ENTER" your selection.

Note:
The "Portals" service switches located on the coin door can also be used to select and enter mini-icons.
In switch test this is required since flipper and start switches are part of the test.

From the Main Menu |_

From the Diagnostics |’__ el el Fromihe Dr. Pinball Menu
In Portals™ Menu
GO TO GO TO | | | GO TO FLIPPER, COIL,
DIAGNOSTICS MENU | DR. PINBALL | | SWITCH OFIALAMP
——i b FLOW CHARTS
DR.| DR.| DR

The following are the mini-icons with explanations for the Dr. Pinball Sub-Menus:

#* Select a Coil, Lamp, Switch or Flipper to
diagnose with "-" or "+" lcon; Then "RUN."
("QUIT" exits Portals completely.)

. . = Seen when question is being asked on the
Display. "END" Jets you select a new item to
test; "PREV" goes back to previous question.
(Help "?" is still under construction.)

. » # Seen when diagnosis is given. "PREV" lets
\ : : . #*In Coil Flow Chart Menu, lets you pulse the
coil. “NO," "YES," "END " “PF-}{EV, QU
all work the same.




A NEW BACKBOX LAYOUT, FUSE & RELAY LOCATIONS A

Sp B & &) SW300 ~»{Imm &
oy B U7 SOUND/OPSYS EPROM
. I No Fuses U210 ‘I
on this board CPU/
VOICE ROMS EPROM CMIOS
21
U3 U v17 RAM
CPU / Sound Board u31*-ili

f * Not used a

L this game =
F9 F22F23

1/ O Power Driver Board 8 F7
2-Flipper SSFB Board 2
PP [ ] © B2
B21 000 ®
F2F1 D
. B1 Bri:j ;;50\; DC ;—li h Current Coil
EE H B2 | Bridge +20v oc Low Current Cail

mg H F6F28I"2'II-'20 %Wﬂ%@m

2 e + DG inafio

| -FAF3 " & Bl D ﬂﬁ ﬁ Hf’ B21 B:d:;:w\;c Loql:gn Voltagr;

QUICK REFERENCE FUSE CHART

BackbhoX Fuses
DISPLAY POWER SUPPLY BOARD

3/44 250v Slo-Blo 90v DC High Voltage Display

2.FLIPPER SSFB BOARD

F1 | 3A 250v Slo-Blo 50v DC Output (all fuses) Lower Right Flipper
F2 | 3A 250v Slo-Blo 9v AC Holding

F3 | 3A 250v Slo-Blo 50v DC Oulput Lower Left Flipper Display Conlm"af Bd-

(hnlds DLSS My
F4 | 3A 250v Slo-Blo 9v AC Holding 0) |s
poslllcned behind the

0 PO R DR R BOARD 128 X 32 Dot Matrix

E6 | 7A 250v Slo-Blo 50v DC Primary High Power Coils & Flippers b ey
£7 | 5A 250v Slo-Blo 20v DC Low Power Coils have no fuses.) 4 "Fuses inthe Cabmet
E8 | 5A 250v Slo-Blo 12v DC Logic Power " o . A “Both fuses are unde
F9 | 5A 250v Slo-Blo 12v DC Loglc Power Sk the playfield. 1: center-
F20| Not Used_ Swilches. right for the Satellite

2 . : Magnet. 2: center-
F21| 3A 250v Slo-Blo 50v DC Coils lower for the thper
F22| 8A 250v Slo-Blo 18v DC Controlled Lamps P . Magnet.
F23| 4A 250v Slo-Blo 5v DC Logic —— :
E24| 5A 250v Slo-Blo 6.3v AC G.I. Lamp Insert Left

£25 | 5A 250v Slo-Blo 6,3v AC G.I. Lamp Lower Half Playfield

F26| 5A 250v Slo-Blo 6.3v AC G.l. Lamp Insert Right & Coin Door
F27| 5A 250v Slo-Blo 6.3v AC G.I. Lamp Upper Half Playfield

F28| 3A 250v Slo-Blo 24v AC Special Relay/Motors (24v Motor)

1X 8 Amp 250v
Slo-Blo Fuse
& Service Outlet

R f D BO B BOTTO (International
uses 2X 5 Amp
Main Fuse Line: 1X 8A 250v Slo-Blo (Int'l) 2X 5A 250v Slo-Blo 250y Slo-Blo Fuses)
. .
; Volume Control &
n/a | 3A 250v Slo-Blo 50v DC Satellite Magnet Service Swilches are

; located on the Coin Door ;
wa | 3A 250v Slo-Blo 50v DC Flipper Magnet (Red, Green & Black Buitons). l?nnégrt'(:?b\::i:;? i




INSTALL ® BALLS! GOLDENEYE is a @-Ball Game!
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* DIAGNOSTIC AIDS

The display reads "OPERATOR ALERT..." — A message displayed
during Game Mode or Power-Up to alert the operator of a problem.

OPERATOR ALERT works by monitoring any switch activated coilthat has the potential to trap a ball when
disabled (e.g. in the Auto Launch, Scoop, Eject, etc.). If this assembly has a closed switch indicating a ball is stuck
or the switch is stuck closed, the CPU Bpoard will activate the coil ten times. If the switch remains closed, the
game will display a message indicating there is a problem (e.g. "OPERATOR ALERT AUTOLAUNCH NOT

WORKING"). This not only warns the operator of a problem immediately, but indicates exactly where the operator
should look to resolve it

The display flashes "OPEN THE COIN DOOR" — This indicates
that CMOS RAM memory (CPU Loc. U212) has been corrupted.

This is caused by either failure in memory ﬁe.g._batteries are dead or faulty RAM) or upon installation of updated
version of code. Opening the Coin Door will initiate a Factory Restore, by opening the Memory Protect Switch.
Check battery voltage at CMOS RAM with power off.

'---------A

CPU DIP SWITCH SETTINGS, LOC. SW300 CPU/SOUND BOARD
GOLDENEYE: CUSTOM FACTORY ADJUSTMENTS BY COUNTRY*

“All countrles not noted

. From the Maln Menu | From the Diagnostics [ From the Switch below use the "USA CPU
S — In Portals™ Menu e by | Menu Country Setting
. GO TO DIAGNOSTICS GO TO SWITCH GO TO DIP _
- =t MENU MENU SWITCH TEST | cpu COUNTRY SETTING: |Pos. | 1] 213 ] 41516l 7]8
—— e On
Usa * || |
Shad DIP OFF .’iiili'....
CPU COUNTRY SETTING: |Pos. [ 11213 4] 516 7jJ CPu COUNTRY SETTING: | Pos |1 | 2131 4[5 [6[7[8| [ cpu countmy sernnG. [ros [Tl 213 A5 TET 18
on (@ oN oM L)
AUSTRIA _ FRANCE O 1| ——— JAPAN -
orF oﬁdoqoo orl@ | [00eed or| @0 eee®
CPU COUNTRY SETTING: | Pos. [ 1|2 | 3[4 |5 |6]7]8] [ cru counmy sermne. pos. {1 2] 3[4 [5[617]8] [ crucounmy sermng: |res. 11213 als]6]7

@
5 |
on | |@ ON ]
BELGIUM =t =1 GERMANY ==
orr |@) "*‘qo oeee | oo oiloo
516|7 5i6

=@
=] @
o | @
~|®
2| @ |=

CPU COUNTRY SETTING: |Pos. [ 1] 2] 3] al5 6] 7 CPU COUNTRY SETTING: | Pos. | 1|23 | a]5 6] 7 CPU_ COUNTRY SETTING. | Pos. | 1] 2] 3] 4] 5] 6
on |@@ HOLLAND (DUTCH) | ON @ on |@ &
CANADA P _L_L | SWEDEN ]
L OFF 90 .it. [ & NETHERLANDS o (80 00 OFF ® .ii‘.
CPU COUNTRY SETTING: | pos. | 1| 2 3]4l5 8] 7 ] 8 CPU COUNTRY SETTING: [pos. [ 1] 213 4|56l 7 8 CPU COUNTRY SETTING: | pes. | 1| 2] 3[al5[6] 7
ONJ.I ® ON @ ON []
ENGLAND ALY - SWITZERLAND |
orr| @ |O@ee® o000 eeee orr | @@ (GloE]fa)

WV A A S L A S AR SRSy AR 4
GOLDNEN EYE ROM (EPROM/MASKED) SUMMARY TABLE

I.C. NAME TYPE BOARD NAME LOC. PART Ne¢
Game ROM 1MB CPU / Sound Board uz210 965-0214-42
Voice Masked ROM 1 4MB CPU / Sound Board ! uU17 965-0215-42
Voice Masked ROM 2 4MB CPU / Sound Board U21 965-0216-42
Voice Masked ROM 3 Not Used CPU / Sound Board use Not Used
Voice Masked ROM 4 Not Used CPU / Sound Board usz7 Not Used
Sound EPROM 512K CPU / Sound Board uz 965-0217-42
Display EPROM _4MB_ Display Controller Bd. ROM o 965-0218-42
Display EPROM Not Used Display Controller Bd. ROM 3 Not Used

ii NEWI Find-lt-In-Front: Dr. Pinball



Sl
SWITCH MATRIX GRID & DEDICATED SWITCHE
2 3 4 5 6 7 8

1

Qi Q2 Q3 Q4 Qs Qb Q7 Q8

GRN-BAN | GRN-RED | GRN-ORG GRN-YEL | GRN-BLK | GRN-BLU GRN-VIO | GRN-GRY
CN5-1 CN5-3 CN5-4 CN5-5 CN5-6 CN5-7 CN5-8 CNG-9

Ground
BLK
CN6-1

From the Main Menu From the Diagnostics T From the Switch a From tne =ywill-al
In Portals™ Menu Menu Menu
GO TO DIAGNOSTICS GO TO SWITCH - GO TO SWITCH OR GO TO DEDICATED
MENU MENU L1 ] ACTIVE SWITCH TEST SWITCH TEST
T=T || ACT DED

R e ™
1 PLUMB GUN 4-BANK 2-BANK LEFT LEFT RE- LEFT 1 e WG
BOB TILT TRIGGER 5-U BOT 5-U BOT TURBO TURN LANE | OUTLANE NOT USED
WHT-BRN BUMPER LOWER GRY-BRN et ]| Lo
CN7-9 5 a3 41 49 57 CNE-2 | B o
2 4TH COIN CENTER 4-BANK 2-BANK BOTTOM ScooP RIGHT 2 y
SLOT RAMP S-UBM s-U TOP TURBO OUTLANE NOT USED
WHT-RED EXIT (BOT, MID, BUMPER GRY-RED |
CN7-8 26 34 42 50 56 CNB-3 ;
3 START 4-BANK RIGHT RIGHT LEFT RE- 3 e
BUTTON S.UTM TURBO TOP TURN LANE NOTUSED
WHT-ORG (TOP MID. BUMPER LANE UFPER GRY-ORG =~
CNT7-7 11 27 a5 43 51 59 CN6G-4 0
4 RIGHT 5-BALL 4-BANK Fahsilind 5-BANK MIDDLE RIGHT 4 f
COIN TROUGH S-UTOP NOT USED s-U TOP TOP RETURN
WHT-YEL || sLOT #3 LANE LANE GRY-YEL e
N7-6 12 26 | s 44 52 60 CNE-6 | D
5 CENTER 5-BALL 5-BANK LEFT 5 L=
COIN SLOT | TROUGH S-UTIM SLINGSHOT NOT USED
WHT-GHRN {| / DBA #4 (TOP MID. GRY-GRN § = e
CN7-56 13 : 45 53 61 CNB-7 AR
6 LEFT COIN | 5-BALL CENTER 5BANK CENTER | RIGHT 6 Normal: Volume
sSLaT TROUGH NOT USED RAMP &-U S-UMD HAMP SLINGSHOT
WHT-BLU #5 LEFT ENTER GRY-BLU || InTest: Left
CN7-3 3 (RIGHT) [§E] 22 a0 a8 46 54 62 CNE-8 pED pUTTON Y
7 5BALL SATELLTE | CENTER | CENTER | 5-BANK SHOOTER | LT FLIPPER 7 Normal: Service
TROUGH MAGNET AAMP S-U STAND-UP S-UBM LANE BUTTOM Credits
WHT-VIO VUK OPTO BOARD RIGHT {BOT. MID. EXIT VIA Q7 (ON GRY-VIO fl InTest: Righ
CNT7-2 15 23 a1 a8 47 3l SSFB) 53 CN6-9 R eutTon Y
8 — | SHOOTER | FLIPPER LEFT LEFT 5-BANK AT FLIPPER 8 Normal: Eegin
NOT USED | LANE MAGNET AAMP AAMP S-U BOT BUTTON Test
WHT-GRY BOARD BXIT ENTER (BOTTOM - Via Qs (ON GRY-BLK | In Test: Emiet
CH7-1 16 24 a2z a0 I [Tl SsFB 54 CN6-10 Il ek BuTTON
From the Diagnostics From the Lamp - | From the Lamp From the Lamp
Menu Menu Menu Menu
GO TO LAMP GO TO SINGLE GO TO TEST GO TO ROW OR
MENU LAMP TEST ALL LAMPS COLUMN TEST
LAA ALL
| et
' 1 U0 | 2: Uit | 3: ui2 | 4 Ui3 | 5: uia | 6: uis | 7: uUi6 | 8: ui7
e BN | YEL-RED | YEL-ORG | YELBLK | VEL-GRN VEL-BLU | VEL-VIO | YEL-GRY
J13-9 J13-8 J13-7 J13- J13-5 J13-4 J13-3 J13-1
1: Q33 || XENIAEXTRA SEND SPIKE TRAIN/TANK | NERVE GAS | SPELL Q's PEN SHOOT OUT | 007 TOP
RED-BRN | BALL SQUEEZE (GRID) CRASH PLANT (GRID) | GO LDENEYE | GRENADE (GRID) LANES (GRID

#555 Bulb #5565 Bulb

J12-1 | 4555 Bulb

SHOOT

RED-BLK | NOT USED.
9

3: Qa5 | o07
RED-ORG | ENCOUNTER
J12-3 || 444 Bulb

4: (36 || CENTER RAMH CENTER RAMHM BOTTOM TURBO EXTRA
RED-YEL || S-U LEFT S.U RIGHT | BUMPER BALL
3124 | 4555 Bub B #555 Bulb X3 #555 Bulb K24l #44 Bulb

SHOOTOUT | 4-BANK
s-U TOP 4-BANK S-UM/B

LEFT RAMP | COLLECT

6: Q38 | RIGHT TURBO| SCOOP
BONUS

RED-BLU | BUMPER

J12-6 || 4555 Bulb A
7. Q39 | HELICOPTER
HED-VIO

#44 Bulh [l #555 Bulb |8

4555 Bulb JEEN #555 Bulb |l 4555 Bulb BN #555 Bulb [EE) #555 Bulb [

8: Q40 || START BEHIND CEN- | ABOVE CEN- LOCK 1 LOCK 2 RIGHT OUT-
RED-GRY | BUTTON TER TARGET | TER TARGET
J12-9 #44 Bulb [EE #44 Bulb [ #44 gulb [EEN #555 Bulb [ #555 Bulb K

EJECTOR | RIGHT RE- SATELLITE
DIE (RIGHT) | TURN LANE_| TURN LANE AGAIN (LIFT RAMP)_| (GRID) HURRY-UP
#a4 Bulb B0 #555 Bulb [KEN #44 Bulb Kk #44 Bulb P .40 Bulb RN #44 Buib [REN #555 Bulb Bl
MYSTERY | LEFT TUHBO RIGHT RAMP | RIGHT RAMP ARM
BUMPER ARROW SEND SPIKE | TRAIN&TANK | PEN PEN
e 40 gub  EE] #555 Bulb EEY #6555 Bulb [ #555 Bulb B9 4555 Bulb 2] #555 Bulb XN #555 Bulb X
LANE (0)07 | LANE 0(0)7_| LANE 00(7
PLl| 4555 Bulb [Ell #555 Bulb il #555 Bulb &
5: Q37 | EJECTOR LEFT RAMP | LEFT RAMP | NERVE GAS
RED-GRN | DIE (LEFT) | MULTIBALL TRAIN&TANK | SATELLITE | PLANT (Rave) ) SEND SPIKE | ARROW
J12-5 | 444 Bub EE] #555 Bulb [} #555 Bulb K3 4555 Bulb [l #555 Bulb [BT)| #555 Bulb [EE
4555 Bulb P #555 Bulb [T #556 Bulb I3 #5655 Bulb Kn 4555 Bulb 1

VIRTUAL VIRTUAL 5-BANK 5-BANK 5-BANK INCREASE 5-BANK
LOCK LEFT | LOCK RIGHT S-U BOT S-UMT S-UMID SATELLITE... | S-U TOP
#5655 Bulb [l #5655 Bulb &5

"Bl s44Bub B

9: Q41100 75 50 25 HELICOPTER
RED-WHT | MILLION MILLION MILLION MILLION SPOTLIGHT
J12-10 | 2555 Buib [ #555 Bulb [ #555 Bulb Kl #555 Bulb & #44 Bulb i 70 B _
70: Q42 | (G)OLDEN- | G(O)LDEN- GO(L)DEN- | GOL(D)EN- | GOLD(E)N- GOLDE(N)- | GOLDEN-
ED |EYE EYE EYE EYE EYE EYE (E)YE
J12-11 | 44 Bub B #44 Bup [EN #44Bulb N #44 sub ECN #44 Bub K& #44 Bulb Ll #44 Bulb

(@ #555 Bulb &

NOTUSED

4-BANK
s-u BOT

#555 Bulb |3

GOLDEN-
EY(E)

GOLDEN-
E(Y)E
yel #44 Bulb Gl

Find-It-In-Front: Dr. Pinball NEW!




rrom the Main Menu
In Portals™
GO TO DIAﬁNOSTICS

{ From the Diagnostics
enu
GO TO CoIL

High Current Coils Group 1

COILS DETAILED CHART TABLE

Driver
Ouput Board

Drive Trans-
Istor (DiT))

D.T. Control
Line Color

From the Coll
enu

GO TO COIL
TEST

T ————

D.T. Control
Line Connect

Power
Line Color

Power Line
Connnection

Power
Voltage

From the Coll
enu
GO TO CYCLING
CoiLs

Coll GA/Turn

#1 I TROUGH UP-KICKER Q1 | I/OPwr. Drvr. |BRN-BLK VEL-VIO | J10-P4/5 | 50v | 24-940
#2 |AUTO LAUNCH Q2 VO Pwr. Drvr. |BRN-RED| J8-P3 | YEL-VIO | J10-pass | 50y W 5m 8
#3 INOT USED / SPARE Q3 I/0 Pwr. Drvr. J8-P4 N/A

#4 |scoop @4 | VOPwr.Drvr. |BRN-YEL| J8-P5 | YEL-VIO | J10-pass | 50y Oﬁsb%?%j
#5 |INOT USED / SPARE Qs /O Pwr. Dryr. J8-Ps N/A

#6 (NOT USED / SPARE Q6 I/0 Pwr. Drvr. J8-P7 N/A

#7 |NOT USED / SPARE Qz | 1o Pwr. Drvr. J8-Pa M

#8 [(EUROPEAN TOKEN DISPENSER) Qs /O Pwr. Drvr. |BRN-GRY J8-P9 [ YEL-VIO | J10-Pass 50v N/ AJ

High Current Coils Group 2 orom, OB i ST Sl it Coler Conmrosins Vil e sk
#9  |LEFT TURBO BUMPER Q9 | VOPwr.Drvr. |BLU-BRN| J9-P1 | YEL-VIO | J10-pass R
#10 |BOTTOM TURBO BUMPER | Q10 | 10 Pwr. Drvr. BLU-RED | J9-P2 | YEL-VIO | J10-P4s5 | 50v SoAe00
;_ RIGHT TURBO BUMPER Tt | Vo Pwr.Drvr. |BLU-ORG| J9-P4 | YELVIO | J10-pass | s0v S IEu0
#12 | LEFT SLINGSHOT Q12 LHO Pwr. Drvr. | BLU-YEL | J9-P5 | YEL-VIO | J10-P4/5 | 50y 2100
m RIGHT SLINGSHOT Q13 | VOPwr.Drvr. |BLU-GRN| J9-P6 | YEL-VIO | J10-pass | 50y aa-1a00
#14 |TANK KICK BIG J Q14 | VOPwr.Drvr. (BLUBLK| J9-P7 |YELVIO | J10-pas5 | 500 800,
#15 (LEFT FLIPPER ENABLE Q15 | /O Pwr.Drvr. |ORG-GRY| Jo-Ps | GRY.VEL CNopi/2 | Sov | 22,1080

RIGHT FLIPPER ENABLE mﬂ /O Pwr. Drvr. hna-wo J9-P9 | BLU-YEL | cN5F%), | s0v | 221080

Low Current Coils Group 1

Drive Trans-
Istor (D.T.)

Driver
Ouput Board

D.T. Control
Line Color

D.T. Control
Line Connect

Power Line
Connnection

Power
Line Color

Power
Voltage

Coil GA/Turn

S-BALLTROUGHLOCKBALL | Q@17 | 10 Pwr. Drvr. | VIo-BRN e,
#18 |UP-DOWN RAMP Q18 | VOPwr.Drvr. |VIORED | 47-P3 | BAN | 47-p1 | 20y 2re1s00
#19 |NOT USED / SPARE Q19 | I/0 Pwr, Drvr. J7-P4 A
#20 |SATELLITE LAUNCHRAMP | Q20 | 1O Pwr. Drvr. | VIO-YEL | 7.pe BRN | J7-P1 | 20v [ 27-1500
#21 |SATELLITE MOTOR RELAY | Q21 }Em Drvr. | VIO-GRN | J7-P7 | BRN | J7-P1 | s0v e
;;;TRAP DOOR @22 | VOPwr.Drvr. |VIOBLU | J7-P8 | BAN | 47.p1 | 20y ST IO,
#23 |NOT USED / SPARE Q23 | 1/0 Pwr. Drvr. J7-P9 t
#24 |(OPTIONAL COIN METER) | @24 | 10 Pwr.Drvr. | Vio-GRY| 47.p10 EHNG | raer | by i SMe s
v NEW! Find-It-In-Front: Dr. Pinball



From the Main Menu From the Dlagnostics From the Coll i . From the Coll
In Portals™ Menu Menu . Menu
GO TO DIAGNOSTICS GO TO COIL GO TO COIL ﬂrs'. GO TO CYCLING
MENU MENU TEST ij coiLs
CYC
Coils Detailed Chart Table Continued
Drive Trans- Dri D.T. Control D.T. C ol Powel Power Line ol
FlaSh Lamps (FLAMP) {::Oel E)? Qup r:vg;a!d Line g:l::r Line C:::ect Un::Cn:or Connn'ac;?un \foit;z: Bulb Typ
Bottom L&R X2 X889
#1 Q25 I/O Pwr. Drvr. |BLK-BRN| J6-P1 ORG J6-P10 | 20v | 165500089
Backbox Insert X
GOLDENEYE X1 oReel
#2 Q26 1/O Pwr. Drvr. |BLK-RED| J6-P2 ORG J6-P10 | 20v =i
Backbox Insert x2
4-Bank X2 3X #89
#3 Q27 I/O Pwr. Drvr. |BLK-ORG| J6-P3 ORG | J6-P10 | 20v | 19550008
Backbox Insert xXi
Satellite X2 B ol
#4 Q28 /O Pwr. Drvr. | BLK-YEL | J6-P4 ORG J6-P10 | 20v ap-
Backbox Insert X2
Lower Right Playfield X2 4X #89
#5 . ¥ Q29 /O Pwr. Drvr. |BLK-GRN| J6-P5 ORG J6-P10 | 20v | 165500089
Backbox Insert X2
1X #89
#6 Q30 1/0 Pwr. Drvr. | BLK-BLU | J6-P6 ORG J6-P10 | 20v | 185500089
Backbox Insert X1
Backpanel X2 3X #89
#7 P Q31 1/0 Pwr. Drvr. | BLK-VIO | J6-P7 ORG J6-P10 | 20v | 195500089
Backbox Insert X1
Upper Right X2 1;‘5%(5;‘:]%339
#8 |Backpanel X Q32 I/0 Pwr. Drvr. |BLK-GRY | J6-P8 ORG J6-P10 | 20v
Backbox Insert X1
The following is not part of Coil Test but is included for additional information (See Magnet Te:
A [ )ata o Driver Ouput Board D ontro D | =y ia
: t v/ 22-600
n/a |Satellite Magnet Magnet Proces BLUE | J3-P1 | YEL-VIO | J1-P1,-2 | 50v | 9700,
< Magnet P / 22-600
n/a |Flipper Magnet agnet Processor/ | \HT-BRN| J2-P3 | YEL-VIO | J1-P1,-2 | 50v | e

'-------"'--A
TYPICAL SWITCH, COIL & LAMP WIRING
Anode Cathode

(Noré-ifglaer)ided (Banded Side)

COMMON

Power Supply 6
Voltagep Diode 1N4001

RED

Drive
Transistor

Find-It-In-Front: Dr. Pinball NEW! v



POWER REQUIREMENTS

This game must be connected to a properly grounded outlet to reduce shock hazard & insure
proper game operation. See Sec. 5, Chp. 3, Cabinet Schematics & TroubleshootinE (XFRMR Power A
Wiring Diagram), for transformer connections required for Normal, High, and Low Line conditions.

Normal Line: 110v AC - 125v AC @ 60Hz

Domestic

uses an 8amp 250v Slo-Blo Fuse.

AVG OPERATION

MAX OPERATION

CURRENT: 2.8AMP
WATTAGE: 329w

CURRENT: 8AMP
WATTAGE: 940w

uses an 8amp 250v Slo-Blo Fuse.

High Line: 218v AC - 240v AC @ 50Hz
Export AVG OPERATION MAX OPERATION
Uses 2 X 5amp 250v Slo-Blo Fuses. CURRENT: 1.8AMP CURRENT: S5AMP | 8AMP*  fnfand
PEnGHI & Hor Kon s an e 250vSB ). | “WATTAGE: 412W WATTAGE: 1145w ' 1832w* %
Low Line: 95v AC - 108v AC @ 50Hz / 60Hz
Export Japan Only AVG OPERATION ___MAX OPERATION _

CURRENT: 2.6AMP
WATTAGE: 264w

CURRENT. S8AMP
WATTAGE: 812w

WV A A L S S S S ANy LB 4
TRANSPORTATION

To reduce the possibility of damage, observe the following precautions whenever transporting the game. Lower
the backbox and secure it to the cabinet. Remove the legs and secure the gfame within the transporting vehicle.
Reference Section 1, Chapter 1, Game Set-Up for assembly (for disassembly reverse instruction order).

V ALY SN S S S S S S S 4
OVERALL DIMENSIONS

T A
Shipping Crate
Dimensions An addition of a\y :
- Marquee to the top\:
Height: 551" of the bacr:]kbux Wijli
3 " Increase the overall |
Width: 30% height of the back ('
Length: 31" _dimensions. =
| Weight: 250s. (+/- 101s.) ———

1 Note:

The Leg Levelers can add up
to two (2) inches to the over-
all height of the front & back
dimensions.

The cabinet is designed to
give a 6.5° pitch with the Leg
Levelers turned all the way in.

NEW!

vi



SEE SECTIONS 3 & 5, TABLE OF CONTENTS, FOR DETAILS OF THAT SECTION AND IT'S CHAPTERS.
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Bection d st Chapter 1 of 1

Game Set-Up

Game Assembly Procedures

(Refer to the lllustrations on the inside front cover and pages ii & 2)

1. Open the top of the carton and lay it on its side with the bottom of the cabinet down. Using the plastic banding
strip as a handle, slide the game out of the carton.
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2. Remove all packing material. 4 cabinet legs & levelers (attached) are in the corner packing material of the
crate. A large Allen Wrench (use for securing the backbox) is inserted and taped to the rear of the cabinet.
Miscellaneous paris are in the cash box.

3. Support rear of cabinet and attach rear legs using two leg bolts for each leg.
4. Support front of cabinet and attach front legs using two leg bolts for each leg.

5. While assuring that no cables are being pinched, carefully raise the backbox and secure it in its upright position
with the Allen Wrench in the hole in the back of the cabinet and rotating the wrench 270° (% turn).

6. Remove the backbox keys from the playfield glass, unlock and carefully remove the backglass. Set the
backglass aside. Undo latch on the Backbox Light Insert and slowly swing open (can be removed).

7 Check all connectors in the backbox for loose wire terminations. Reseat any loose wire by pushing in on the
terminal. Push on all connectors plugged into the CPU/Sound Board, /O Power Driver Board, Display Power
Supply Board, and 2- (or 3-) Solid State Flipper Board to check that they are properly seated.

8. Check that all fuses are seated properly.
9. Carefully remove the playfield glass and set it aside.

10. Remove all shippingtie downs, shipping blocks, packing foam, shipping instruction pages, etc. (if any).
READ ALL PRINTED INFORMATION! Shipping instructions, labels and/or decals describe warnings, cautions,
and/or important information specific to the game. :

11. Raise the playfield and support it, by lifting the Stay Arm on the Right Side of the Cabinet and placing the
notched end into the hole on the under playfield. See the illustration "Easy Access Service System" opposite
this page.

12. Check all cabinet cables and playfield Lamp Boards connector terminations.

13. Remove the Plumb Bob tilt from the parts package and install on the pendulum wire on the inside left of the
cabinet. See Section 4, Chapter 1, Parts Identification & Location.

14. Lower the playfield and ensure game is level side-to-side by adjusting Leg Levelers, if required. See the
illustration "Leg Leveler Adjustment" opposite this page.

15. With the Leg Levelers turned all the way in, the game pitch is 6.5°; depending on the condition of the floor,
adjust the Leg Levelers as required.

The playfield incline affects difficulty of play. Use the recommended
incline; Game difficulty is best varied using game adjustments.
16. Check the plumb tilt and adjust as required.

17. If desired, perform any self tests at this time. See Section 3, Chapter 1, Portals™ Service Menu Introduction,
and Chapter 2, Diagnostics, for instructions on how to enter "Begin Play Test" and "Game Specific" to test
components on the game.

18. Slowly swing Backbox Light Insert closed and secure latch. Carefully reinstall and lock the backglass.

19. INSTALL B BALLS on the playfield near the outhole and carefully reinstall the playfield glass. (Amount of
balls are always specified on decal attached to the lock down assembly.)

20. If desired, make Game Pricing (Standard and/or Custom) and Add-A-Ball, Novelty, or X-Ball Play ac'j_justments
at this time. See Section 3, Chapter 4, Adjustments, for instructions on how to enter adjustments. Follow
instructions in the tables provided in the manual for suggestions of customizing changes.

Section 1 GOLDENEYE
Game Set-Up Chapter 1 Page 1



Leg Leveler Adjustment

This cabinet is designed to automatically have a
6.5° pitch without any Leg Leveler adjustment!

STEP 1

Assemble all (4) legs and levelers as shown in the diagram.
Be sure the leveler is turned all the way in.

?

g === | STEP 2

Gnbinet Leg Attach leg assemblies to cabinet with leg bolts provided.

dn-1a5 | | uonoass

YOUR PLAYFIELD PITCH IS NOW AT 6.5° AS
REQUIRED FOR PROPER GAME PLAY!

STEP 3

Verify 6.5° pitch. Minor adjustment(s) may be necessary
depending on the location floor being level.

S I IR S T S S

N

777 FRTZ 77
(777 AR 777

A 3416 Hex Nut

For custom adjustment greater than 6.5° can be acheived by
turning out the rear leg leveler(s), however, it is not
recommended.
+—— Leg Leveler

(turned all the way up)

Easy Access Service System

Service Position 1
is tion is 0 se :
Trough Switches, Connectors at
back of cabinel, Cleaning the
Playfield, etc.

=l
*-Supporl Brackel

Lift the playfield usin? the left and right ball guides upward (Fig. 2.1) until the playfield support brackets can be
seen to clear cabinet front (Fig. 2.2). ‘At this time, pull playfield toward the front of the cabinet, checking that the
mechanical components clears the cabinet front (Fig. 2.3). Then rest the playfield on the support brackets at the
front channel of cabinet. Reverse procedure when service is complefe.

Service Position 2
0SS

se

All Playfield Bottom Components,
Cabinet Components, etc.

[}
Slider Bracket

With the playfield at rest (Fig. 3.1), hold sides of playfield and pull toward the front of the cabinet (approx. 6" to 8"),
until resistance is felt from the slider brackets located on either side of the cabinet (Fig. 3.2). At this time, swivel
playfield toward the backbox, then rest on top edge of the backbox. Reverse procedure when service is

complete.

GOLDENEYE Section 1
Page 2 Chapter 1 Game Set-Up



Chapter 1 of 2
Game Operation & Features :

Start of Game Features

Starting a Normal Game

Insert coin(s), the game ?enerates a sound for the first coin & for each subsequent coin(s) with the display
indicating the number of credit(s) posted. Press the START BUTTON and a start-up sound is produced, and the
posted credit(s) are reduced by one. The display awaits choice from player 1 to select REGULAR GAME rules or
NOVICE GAME rules with the flipper buttons. If the player does not select rules, the game will default to
Regular Rules. After selection (or time-out default to Regular Game) subsequent players can be added (up to
6 can play!) by pressing the START BUTTON before the end of ball 1. Note 1: The subsequent players Wiﬁ play
the same game (Novice or Regular) determined by Player’s 1 choice. Note 2: This feature can be agjusted with
Adj. ##, Name of Adjustment. Defaultis On. Setto Off to turn off this feature.

The display now indicates the player or # of players selected from the total depressions of the START BUTTON.
The display indicates the ball in play, and a ball is served to the Shooter Lane. An introduction is shown
followed by Skill Shot Graphics. Pressing the START BUTTON after ball 1 of any player will start a new game (if
credits are available), but only if the START BUTTON is depressed for 2-3 seconds. This delay is to avoid
accidental "re-starts" of a game. (Note: Any %, credit remaining during game play after the end of ball 1, or
power down, will be eliminated.)

Starting Team Play (Doubles!)

Team Play is a four player game. The totals for players 1 & 3 (Team 1) and players 2 & 4 (Team 2) are displayed
individually as well as the combined score for both teams. Team Play does not work with less than or more
than 4 players. 1-, 2-, 3-, 5- & 6-Player games, the individual scores are shown.
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Starting League/Tournmanent Play

After credit is posted, while holding in the LEFT FLIPPER BUTTON, press the START BUTTON. League Play has
now begun. The differences between Normal Game Play and League/Tournament Play are: There is no
"auto-percentaging" (awarding extra balls, specials, etc. to players with very low scores on the second or third
ball). Mystery Features are awarded in a set order rather than random in Normal Game Play. Percentage Game
Features are not automatically advanced as they are for the Regular Play Features.

Starting Pinball Wizard Play

After credit is posted, while holding in the RIGHT FLIPPER BUTTON, press the START BUTTON. Pinball Wizard
Play has now begun. The same as League/Tournament Play, but ooooooch! so much gosh darn harder!

During Game Features
Video Mode

Our games feature elaborate video modes and video graphics. Don't forget to watch the display for hints or
feature demonstrations. The video modes require the player to play on-screen. When in video mode, the
ball-in-play is "held" (usually in a Scoop, Eject Saucer or lock of some sort). The interactive video play requires
the player to use the flipper buttons to play the mode.

Feature Mode & Combination Shots

Features are lit on the playfield and started bK completing certain play shots (e.g. completion of target banks,

orbit(s), ramp(s) and/or any combination of the shots). Combination shots (combos) are a series of shots

completed in many different variations. For example, a shot to the Ramp with the ball being returned to the

Left Inlane then immediately shot to the Orbit of the ﬁlayfiekd returning to a Flipper and then shot to another

Ramp is a hard combo shot worthy of many points. These combinations va(rjy per game. For feature modes &
e

combos certain points or awards are given after completion. Watch the Video Display for feature details, etc.

Multiball

Multiball is started after completion of certain Feature Modes or mag be a mode itself depending on game rules
and play. Multiball may vary with the amount of balls used in Multiball depending on game style. Typically, if
Multiball play was short, a "restart" option is given. Watch the Video Display for instructions on the restart.
Replay Feature

Replay awards are given as the player exceeds a High Score Level during game play. This can be adjusted with
Adjustment 3, Replay Awards (Default=CREDIT, adjustable). Players exceeding the High Score Levels can
receive a CREDIT, an EXTRA BALL, or SPECIAL. Adjust to NONE if a replay award is not desired.

Game Operation Section 2 GOLDENEYE
& Features Chapter 1 Page 3



End of Game Features

Game Endings

When all player(s) have played all balls (including any Extra Ball Buyin’s), the game ends. If power is interupted
during the course of a game, it will end that game (see Starting a Normal Game). Depending on the number
of tilts set (Default=2, adjustable), or prolonged closure of the Plumb Bob Tilt Switch, tilts the ball in play.
Closure of the Slam Tilt Switch on the coin door ends the current game(s).

Match Feature .

— At the end of each ball, earned bonuses are collected. At the end of the last ball of a game (including any extra

balls, if applicable), earned bonuses are collected, then the system produces a random 2-digit number (a
multiple of 10; 00 to 90). Matching the last two digits of the player's score with this number awards a credit.
In Adj. 11, Match Percentage (Default=7%, adjusta le) can be changed from 0-10%. Changing the percentage
to 0% displays the "Match Animation" at the end of the game, however, will never match (to award a credit).
Changing this adjustment to OFF will not display the "Match Animation" nor award a credit.

Entering Initials

If player achieved a new high score in any of the 3 categories (Regular, Novice or Wizard), the player may enter
his/her initials. To enter your initials, use the left & right flipper buttons to choose letter or character as seen on
the Visual Display. Hitting the Start Button locks the letter or character in. Procede with the 2nd & 3rd letter.
The game then proceeds into the game-over mode and then to the attract mode. A custom message
(adjustable) can be displayed during the attract mode.

Manual Percentaging

This game is equipped with Manual Percentage Adjustment. As previously with our games, you can either set
operator adjustments for a replay percent or you can set a fixed replay score. See Section 3, Chapter 4,
Adjustments, Adjustment 1 & 2.
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If you set operator adjustments for a particular replay percent, the game will compute a recommended score to
keep the r_:iame at that replay percentage. If a change is recommended and the game coin door is opened, the
display will indicate if the replay is too high or low and make a sound to alert the operator. By pressing the
start button, the score to beat will be changed to a more correct level. If you close the coin door or enter the
Portals™ Service Menu, no score change will be made.

You may choose to ignore the recommended change; for example, you may not think last week’s players were
the usual crowd. Just close the door and the message will disappear without altering the existing level. Or you
may choose to make a different score to beat adjustment: this is done by utilizing Adj. 2, Replay Levels.

GOLDENEYE Section 2 Game Operation
Page 4 Chapter 1 & Features
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Chapter 2

GOLDENEYE Game Rules

Overview

Below is the GOLDENEYE Playfield with all of its component locations indicated (for details on these parts, see
Section 4). Read over the components below to help in understanding the effects of the game rules. The rules
are numbered and divided into four groups: Single Ball Play, Multiball & Jackpots, Grid Features, and

Q’s Game Rule Notes.

1-Way Gate
Center Enter Plastic Ramp
Left Orblt
Center Ramp Exit Switch
Power Scoop/Kick Big P,
ﬁf{t{ E;Q:g %(ci:tc.-p digarhe 2 N/ Up/Down Plunger & Ramp_
C) o] \“ i v
Hellicopter N Right Orbit (under above) _ﬂs’
7 A& % W\ o [
Lt. Ramp Exit Sw. Gate Sffwar v L
o Pop Bumpers ~
Center Enter Plastic Ramp <5 -
o
Center Ramp Entrance Up/Down Ramp -
Gate Exit Switch Gate g
(V2]
Left Enter Plastlc Ramp Right Enter Plastic Ramp
Right Ramp Enirance Gate
(I.EtétI:amp Entrance Sw. 4 Center Ramp Exit
Wire Ramp
v (to Right Retum Lane)

Tank & Trap Door

Tank Kick Blg (after the ball
drops through the trap door,

== Top Lanes (007)

Satellite Dish & Magnet
and Motor

: p Satellite Launch Ramp
the ball is shot into the left ol
orbit) v 4 and Plunger
a2 .??Q
Rt Ramp Exit Sw. Gate L
Stand-Up Targets
O Adjustable Post

Left Ramp ExIt Wire Ramp
(to Left Return Lane)

"Sneak-In" Shooter Lane

D B Right Outlane
Left Slingshot [ e Right Return Lane
D D D [:] Right Slingshot
Left Outlane

e Shooter Lane
Left Return Lane (ball is shot by gun into
the Right Orbit under the
Left & Right Flippers U Wi rsaF:r?mg %Dléplfgﬁ;vsn

Flipper Magnet (Under -
Playfield between flippers) PO 5-Ball Trough, Lock Ball

Outhole (Center) Drain

Bottom Plastic Arch

and Trough VUK
(Under the arch)

Auto Launch
(Under the arch)

Start (Credit) Button +———  Gun (Not Shown)
Playfield Overview Section 2 GOLDENEYE
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GOLDENEYE Game Rules

Instruction Card

Below is a copy of the game instruction card which is included with every game. If this card is lost or damaged,
simply copy this page and cut out the instruction card as a temporary replacement until a new card is ordered.
(Suggestion: Copy & cut along the dotted line and fold in the center. This will keep the "copy" sturdy.)
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Copy & Cut

Plerce aBsrosnan Seanasli!ean lzabella ;Sscorupco Famke A}Sanssen Gotlfrlaeg John
007 006 Natalya Xenla Ourumov

7
o
A
L
o
=
N
P
=8
)
]

f W il K.k
Alan Clgg‘l mings DesmongsLlewelyn Robble acsoltralne Samantarsla Bond Judy a[s)em::h
Borls Q Valentine Moneypenney M

Fold

Fold

<@ o <

SATELLITE MULTIBALL: Shoot center target to light locks at center ramp. After
scoring fwo locks, shoot left ramp to raise satellite ramp - then shoot the satellite
dish for 5 Ball Multiball.

TANK MULTIBALL: Shooting center target after two locks, lights the right ramp for

3 Ball Multiball.

O ENCOUNTERS: Shoot center hole when lit to start flashing feature.

r

BEGINNERS’ GUIDE TO SEEA PINBALLS:
e SELECT NOVICE RULES FOR GUARANTEED PLAY TIME.,
e TO SCORE MORE, SHOOT WHAT'S FLASHING!

o PLAY MULTIBALL AS OFTEN AS POSSIBLE!

e GLANCE AT DOT DISPLAY DURING GAME!

Sega Pinball, Inc. ™ & ® 1996 Goldeneye ©1995 007 Gun logo ™ & ©1962 Danjag, Inc. & United Arlists Corp. All Rights Reserved.  755-5142-00 1
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The remainder of this chapter are the detailed GOLDENEYE Game Rules. Please read through for a better
understanding of the operation of this game. Some game rules, point values and/or features may change as
production continues. The changes, if any, will be describe in manual addendums, if warranted. Please note, that
some adjustments (see Section 3, Chapter 4, Adjustments) are designed to customize game play, (i.e. making it
harder or easier as players get more familiar with the game).

Code revisions and updates may change as production continues. Code updates will be made available to
distributors via ROM, diskette or modem. Changes, if any, will be described with the code updates. See the end
of this manual for "Appendix A - Pinball Game Firmware Table," for the latest revision code for all games prior to
this game.

See the end of this manual for "Glossary of Terms," for words or acronymns you may not understand. If an
acronym or expression is not in this glossary, please call our Technical Support Department, so we may add it in
the next game manual. Any other suggestions or comments are always welcome!

GOLDENEYE Section 2 Playfield Overview
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SINGLE BALL PLAY

GAME RULES

SELECT:

Select REGULAR GAME rules
or NOVICE GAME rules with the
flipper buttons. 1f the player
does not select rules, the game
will default to Regular Rules. (Note: Subsequent
players will play the game style chosen by player 1.)

NOVICE GAME rules give the player a guaranteed
minimum game time - if the ball drains before this
time is up, it will be returned to the player. When
the ball drains after time is up, the game ends.

TOP
LANES:

Complete the Top Lanes00 7 to
advance bonus multiplier.
Completing the Top Lanes also
awards the "007 Top Lanes"

GUN TARGETS AND
SHOOTOUT:

Completing the three Blue Gun
Targets (/eft 4-Bank) lights the
Yellow Target in the left 4-Bank
for Shootout Video Mode.
When the lit Yellow Target is hit, the player must
grab the gun and shoot the soldiers in the Video
Display. Sucessful completion of the Shootout
awards the "Shootout" lamp in the grid (see Rule
016F) and lights EJECT OR DIE (see the next rule) at
outlanes.

EJECT
OR DIE:

When the Outlanes are lit for
EJECT OR DIE and the Outlane
i Switch is scored, the ball is
(€Te) BN ) SAd B grabbed by the Flipper Magnet
and thrown back into play! The player has a small
amount of time to shoot the Center "Eject Button"
Target. If the player shoots the target before time
runs out, 20M is awarded. If time runs out before the
target is shot, the ball ends (this is an operator
adjustable feature, see Section 3, Chapter 4).

GUARD

TARGETS:

Completing the 6 Guard Targets
(4 in Right 5-Bank + 2 Ramp
e~ Stand-Up Targets) gives the
(€le fp) i) Snda value shown below the
"Increase Satellite Value" Target (Square White
Stand-Up in Right 5-Bank). Hitting that target cycles

a~

the Guard Bank Value from 25M -> 50M -> 756M ->
100M -> 25M -> et cetera.

Playfield Overview
& Game Rules

Section 2
Chapter 2

SINGLE BALL PLAY

J!"E._. : ﬁ} .y

ARM PEN/

DISARM PEN:

Shooting the Right 2-Bank 3
times when "ARM PEN" is lit
starts the "Q PEN GRENADE"
Feature. Shooting the Right
2-Bank three more times while "DISARM PEN" is lit
awards the "Q’S PEN GRENADE" Lamp in the grid
(see Rule 016F).

RAMP

FEATURES:

Shooting Ramps and Ramp
Combos award the player

F LA |eﬂer3 in G'O"L'D' ‘N"E'Y‘E
(@le BB D I=has (lamps below DMD). When

i
A
=
o
~
e
0
e}
19
()]
vy

completed, a 3-Way Hurry-Up starts, with each Ramp
at 50M and counting down. If all three Ramps are
completed before time runs out, there is a short
amount of time to shoot the Satellite Dish to double
the Hurry-Up points. Completing G-O-L-D-E-N-E-Y-E
also awards the " Spell Goldeneye" Lamp in the grid
(see Rule 016F).

MYSTERY
AWARD:

During Single Ball Pf‘ag the Right
Inlane lights the Ball Eject
T H (Scoop) fOl‘ a MysfefyAWard
([@le)Bp)DnIahds Awards include points, Extra

A

EXTRA

BALL:

Shoot Center Target when
“EXTRA BALL" is flashing to
earn an Extra Ball. EXTRA
BALL is lit during e XENIA
EXTRA BALL SQUEEZE, from « MYSTERY, and
= VIA PERCENTAGING.

OUTLANES
SPECIAL :

Lit Outlanes score a Special. A
Special is lit from « MYSTERY
or  VIA PERCENTAGING.

GOLDENEYE
Page 7



MULTIBALL & JACKPOTS

GETTING TO
MULTIBALL READY:
For MULTIBALL READY one
must score two Virtual Locks.
When flashing, the Center
Target will Ii%ht the Center
Ramp for a Lock, and the Center Ramp will then
collect Locks. Subsequent Multiballs may require
Eittir!lg the Center Target multiple times to light one
ock.

STARTING
MULTIBALL:

See Rules 012A, Satellite
Multiball Start, 012B, Tank
Multiball Start and 012C,
Multiball Restart, for the
different ways Multiball is started.

SATELLITE
MULTIBALL START:
When SATELLITE MULTIBALL
8. is ready, shots to the Left Ramp

" il raise the Satellite Up/Down
&) 0n) 2 SIS Ramp when the ball hits the
Lower Left Inlane Switch. If the player sucessfully
shoots the Satellite (ball captured by magnet), four
balls will be ejected from the trough while the captured
ball remains on the magnet in the Satellite.

01207 v

MULTIBALL START:

wn
m
N
(=
o
=1
8
=
<
)
v

When SATELLITE MULTIBALL
is ready, hitting the Center
target once will light the Right
Ramp for TANK MULTIBALL.
Shooting the Center Target a second time will also
light the Ball Eject for TANK MULTIBALL via
MYSTERY. TANK MULTIBALL is a 3-Ball Multiball.
TANK MULTIBALL maybe ABORTED by pulling
the Gun Trigger during Tank Multiball Start.

MULTIBALL
RESTART:

If the player scores NO
Jackpots during Multiball, the
player may Restart Multiball by
(& @) 8 ®) 3l STMEs shooting the Right Ramp before
time runs out. If Multiball is restarted, the player gets
a 2-Ball TANK MULTIBALL.

GOLDENEYE
Page 8

Section 2
Chapter 2

MULTIBALL & JACKPOTS

REGULAR MULTIBALL
JACKPOTS

At the beginning of TANK
MULTIBALL and SATELLITE
MULTIBALL, the three Ramps
and the Ball Eject are lit for
Jackpots (Flashing Arrows). If none of the Guard
Targets are struck, the Jackpot Value is 10M. The
first Guard Target hit advances the Jackpot Value to
25M. Subsequent hits cycle the Jackpot Value from
25M -> 50M -> 75M ->100M ->25M -> et cetera. In
TANK MULTIBALL only the Jackpot Value is reset to
25M after Jackpot is scored.

SATELLITE JACKPOT/
CAPTURED BALL:

In SATELLITE MULTIBALL 4-
Balls are ejected from the trough
T while 1-Ball remains on the
\&le)0m)aJTDRGS Satellite. If 3 of the 4-Balls

drain before the 4 Multiball Jackpots are scored, the
ball is released from the Satellite and the player
continues to play Multiball. If the player scores all
four Jackpots before 3 of the 4-Balls drain, shooting
the Left or Right Ramp will raise the Satellite Up/Down
Ramp. Knocking the Captured Ball off the Satellite
then awards a SATELLITE JACKPOT. If this Jackpot
is scored, Super Jackpot is then lit. If the player fails
to score this Jackpot and drains one ball, the Captured
Ballis released and Super Jackpot is then lit.

After a SATELLITE JACKPOT,
one ball draining during Satellite
Jjackpot Ready, or completing
four Jackpots in TANK
MULTIBALL, a Roving Super Jackpot is lit. This
Jackpot moves between the three Hamps and the
Ball Eject. If this Jackpot is scored then Multiball
startsdover with 4 Regular Jackpots ready to be
scored.

Playfield Overview
& Game Rules



GRID FEATURES
007
ENCOUNTER

Shooting the Scoop when lit
starts one of 5 007 Encounters.

XENIA EXTRA
BALL SQUEEZE:

Shoot the Center Target before
time runs out to earn an Extra
Ball.

SATELLITE
HURRY-UP:

Shoot the Satellite to score a

Hurry-Up Value before it reaches

a set minimum value. Shoot the

Left or Right Ramps to raises

gl_e ﬁarelﬁre Up/Down Ramp for a shot at the Satellite
ish.

v
&
=)
o
~
=
S
o
J
[}
("2l

NERVE GAS
PLANT:

Complete the six Guard Targets
then shoot the Center Ramp to
escape.

/)
& o
TRAIN/TANK % S
CRASH: "ig— m
2-Ball Multiball - shoot flashing 2 S
Ramp (alternates between Left - “S’ies‘hiddeno
Ramp and Right Ramp) for under the Left Ramp.

Jackpots.

Shoot 6 Center or Right Ramps
to complete feature.

GOLDENEYE

Completing the grid (the above 5
Fealures plus "007 TOP

S e LANES", "SHOOTOUT", "Q’s
18m) ) I=hds PEN GRENADE", and "SPELL
GOLDENEYE") lights 007 Encounter (entrance to
Scoop) for— G OLDENE Y E . When lit, shoot the
SCOOP to start. During this Multiball Mode, all
Ramps score Jackpots and reaching switch closure
plateaus adds additional balls into play and increases
switch value. This feature ends when the player loses
all balls but 1 (then returns to Single Ball Play).

Playfield Overview Section 2 GOLDENEYE
& Game Rules Chapter 2 Page 9



Q’s GAME Q’s GAME
RULE NOTES RULE NOTES
‘ % SPECIAL

COMBINATION
SHOTS: COLLECT BONUS:
When a ball falls back into the
Shooter Lane from the Right
RpRREELSALD Outlane area when COLLECT
\Ele) ML) DI Ih'da BONUS is lit, a SNEAK IN

17 GoLDENEYE features several
SO, Multi-Way Combos. These
A Combo Shots involve natural
GOLDENEYE sequences of key shots in the

game. Several undocumented difficult combos may VALUE equal to the BONUS earned thus far is
also be present. awarded!
END OF BALL BONUS COVERT OPERATION
CALCULATION: WARNING!

The BONUS is calculated as the Just like any covert operation,
sum of (1M + 1M X Ramp Shots) rules and point values are

X BonusX (Bonus Multiplier TERETRRTT A subject to change without notice.
GOLDENEYE Level Reached). If the player GOLDENEYE Call Q!

scores 10M or more in Bonus a Special Bonus Screen

appears in the DMD.

W
m
N
i
)
3
N
=
E
m
]

Iy
20 2 :0: 1@ I i 1@: 5 :@: 5 108 '
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Portals™Service Menu Introduction
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Service Switch Set (Red, Green & Black Buttons) Access & Use

Open Coin Door and view Service Switch Set (see figures below). The Memory Protect Switch is now disabled:

when changing adjustments, leave the coin door open, so changes can be made.

Power Interlock Switch is pulled out for Coil and Flashlamp testing (this is required).

Please ensure the Playfield

® Entering Portals™ Service Menu (will not operate in Volume Mode):

Step 2
Move through the menus by pushing the
Red "LEFT" or Green "RIGHT" Buttons.

Note: Pushing the Left or Right Flipper
Buttons operates in the same way.

Ste|

ep 1
Enter the Porials“PServlce Menu by
pushing the Black "BEGIN TEST" Buiton.

Step 3
Select or activate icons by pushing the
Black "ENTER" Button.

Note: Pushing the Start Button
operales in the same way.

PORTALS ™

® Adding Service Credits (will not
operate in Service or Volume Modes):

Step 1
Receive service credits b}/ _Ipushing the
Green "SERVICE CREDITS" Button.

This button allows the technician to add
Service Credits without adding any counts to
the Coin Audits. Up to 30 credits can be applied.

LEFT RIGHT ENTER

PORTALS ™

® Entering the Volume Menu (will
not operate in Service Mode):

Step 1
Enter the Volume Menu by pushing the
Red "VOLUME" Button.

LEFT RIGHT ENTER

PORTALS ™

Step 2
* Decreasevolume by pushing the Red "LEFT" Button.
* Increase volume by pushing the Green "RIGHT" Button,

Note: Pushing the Left or Right Flipper Buttons
operates in the same way. Once adjustments are made, this
menu will automatically exit in a few seconds.

GOLDENEYE

RIGHT
e
BU
LEFT BUTTON  (Move Right)
FLIPPER or
BUTTON (Enter) (Increase)
(Move Left)
or
(Decrease)
ik
Nierio
222 ¥
% ;- = |-|
3
IMPORTANT NOTE:
Ensure the Pfa?_ldield Power
Interlock Switch is pulled
out. This is required for
Coil and Flashlamp Testing.
-Red Button- “Green Button-| [ -Black Button-
"Volume" "Service Credits"| | "Begin Test"
or or or
IILeftII Ilnlghtll IIEntarll
LEFY RIGHT ENTER
PORTALS ™

Section 3
Chapter 1

Portals™ Service Menu

Introduction



How to Use This Section

This section will cover all functions available in the Portals™ Service Menu in a Step-By-Step process. This
section is divided into chapters which coincide with the MAIN MENU. The following pages in this chapter will
instruct the operator on how to move through the menus. It's simple, easy and fun to use!

To get into the Service Menu Mode: ¢ Power-up game (if not alreadﬁ) & open the Coin Door. = On the Coin
Door is the Service Switch Set (Red, Green & Black Buttons). Push down the Black "BEGIN TEST" Button.

Looking at the Video Display you will momentarily see the introductory screen "Service Menu" with a satellite
flying from right to left pulling a banner "Portals™ © 1995 SEGA PINBALL, INC.", followed by the MAIN MENU:

il

5}

Rill

i

The Coin Door may be closed for security, however, please note with the Coin Door closed, the game's MEMORY
PROTECT is enabled: meaning any changes that are made will be not be written to memory. If changing
adjustments is required, ensure the Coin Door is open.

Use the Red "LEFT" & Green "RIGHT" Buttons (or Left & Right Flipper Buttons) to move the selected ICON
left or right, and the Black "ENTER" Button (or Start Button) to activate the selected ICON. The use of the
Service Switch Set (Red, Green, & Black Buttons)_is required in Switch Test or Active Switch Test, as the Start &
Flipper Buttons are a part of this test.

For diagnostic purposes, be sure the Playfield Power Interlock Switch is pulled out so Playfield Power is not

disabled.
The MAIN MENU now appears with the "DIAG" /con (DIAGNOSTICS MENU) flashing:

Q5 . .
As the operator views the Menu Screen(s), the M0k 1o symbols indicates that there are more /cons to select in
each direction. The Jcon selected will blink. Pushing the Biack "ENTER" Button (or Start Button) will select the

Icon and the Menu Screen will change to the menu selected. Select the "PREV" /cons to move backwards
through the menu levels. Select the "QUIT" con to completely exit the Service Mode.

o
=
]
=
=
o
A
m
(=,
e
]
|9}
Q
v

View the Portals™ Service Menu lcon Tree on the next pages for a complete overview of all menus used in this
system. View the last chapter (HELP) if more information is required. Selecting the "QUIT" /con with the Red
“LEFT" or Green "RIGHT" Buttons (or either Flipper Button), then pressing the Black "ENTER" Button (or
Start Button) will exit the Service Mode. This applies to the large and small "QUIT" lcons.

The chapters in this section, which coincide with the MAIN MENU, will also provide more detailed information
which could not fit in the display. Use both the manual and the display to help customize, troubleshoot and/or

diagnose faults, if any.

Portals™ Service Menu Section 3 GOLDENEYE
Introduction Chapter 1 _ Page 13
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Portals™ Service Menu Example

This exarvryale will demonstrate activation of /cons in the DIAGNOSTICS MENU. The example will show activation
of the "SW" Jcon (Go To sWITCH MENU). In this menu, the switches can be tested individually and also all active
switches can be tested. Use the same technique to access all the /cons in the Portals™ Service Menu. Follow
Portals™ Service Menu Icon Tree on the previous pages as a guide to help navigate through the entire system
(Also, go to the chapter in this manual expf;ining the icon(s) selected.).

If the display is in any other menu other than the MAIN MENU, use the Red "LEFT" & Green "RIGHT" Buttons
to select the "PREV" Icon andfress the Black "ENTER" Button to activate the ICON thus moving back to the
previous menu. Do so until MAIN MENU appears.

Chapters 2 through 7 will cover all menu items within the Portals™ Service Menu. The /con is shown receding
the text. Find the /con in the Portals™ Service Menu by navigating with the Red or Green Buttons. Each
chapter started is from the MAIN MENU. Within the chapter, the sub-menu's will be covered sequentially with
their explanation & function. If the operator “gets lost" select and activate the "PREV" Icon until the display
indicates MAIN MENU. For more help, see Chapter 7.

{:j The "MORE" ?/mbo:‘s are indicating that "more icons" are available which don’t E:}
appear in the display and which way to move the selection to view the /cons.

HORE HORE
Important Note:
Exit any sub-menu and return to the MAIN MENU by selecting & activating the "PREV" Icons.
[BREL} /T no Icons appear in the display because of a testing function or special display (e.g. Help,
FRELE Schematic Display, etc.), press any service button to exit to the previous menu or sub-menu.

| rmmrezrrerrre

- Icon from any display will exit the show a help screen. (An explanation of each
[RUIT] Service Sesg}on. e Mini-lcon at that level will cycle continuously

until any active button is pressed.)

Selecting & activating the "QUIT"  [gfa+  Selecting & activating the "HELP" Jcon will
3
HEL

Example: From the MAIN MENU, use the Red "LEFT" or Green "RIGHT" Buttons to select the "DIAG" Icon (Go
TO DIAGNOSTICS MENU).

anal
HUD | ADT

il co To pincnosTIcs menu TR

Press the Black "ENTER" Button to activate this ICON. This will bring up the DIAGNOSTICS MENU.

i@l co rToswiten menv [FiEE

The DIAGNOSTICS MENU now appears with the "SW" /con (GO TO SWITCH MENU) flashing. Press the Black
Button to activate this icon. This will bring up the SWITCH TEST MENU.

GOLDENEYE Section 3 Portals™ Service Menu
Page 16 Chapter 1 Introduction



The SWITCH TEST MENU now appears with the "TST" lcon (swiTcH TEST) flashing:
Press the Black "ENTER" Button to activate this icon. This will bring up the Switch Test Display.

sW SWITCH TEST SW

The Switch Test Display now appears.

SWITCH TEST
NONE

DOOR BUTTONS OPERATE MENU

A4k PEAW PREM GUTT

All switches can be tested one at a time (When Eossible, use a pinball to close any playfield switches; rolling
the ball at Stand-Up Targets or over/under switches is suggested. Use finger for all non-playfield switches.)

As each switch is closed, the respective Switch Matrix Grid Position (1-64) will be lit. To view the schematic

for the switch selected, press the Red or Green Buttons to select the "DRAW" lcon. Press the Black Button to
activate this icon. This will bring up the Switch Schematic Display for the switch being closed.

(o}
T
)
=
c
(o)
=
m
=
©
=
o
(4}
vl

PLUMB BOB TILT

WHT-ERN RETURN H#O1 CPU/SND

An example is shown with Switch #01, Plumb Bob Tilt, selected. The display describes the switch in the Switch
Matrix which includes the name of the switch, the Return (Row) Wire and the Drive (Column Wire, drive
transistor, the part number (not shown in the above example) and the "Pin-Outs" from the CPU/Sound Board.

While in Switch or Active Switch Tests, the Flipper & Start Buttons are deactivated. Use the Red "LEFT",
Green "RIGHT" and/or Black "ENTER" Buttons to select and activate the "MINI-ICONS" at the bottom of the
display. In Switch Test, if the "Left Arrow" or "Right Arrow" con is activated, the display will go to the previous
tests (Active, Dip & Dedicated Switch Tests). Use the Red or Green Buttons to change the selected ICON to
"PREV"Jcon. Press the Black "ENTER" Button to go to the previous menu.

Note:
In Dedicated Switch Test, the Flipper & Start Buttons are to be used instead of the Red, Green & Black

Service Buttons, as these buttons are deactivated for this test.

Exit out of the sub-menu by activating the big "PREV" /con in the menu. This will bring up the DIAGNOSTICS
MENU. The Switch Test Session is now complete. See the next page about exiting the Portals™ Service Menu.

Portals™ Service Menu Section 3 GOLDENEYE
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Exiting the Portals™ Service Menu

All Icons will be covered in the chapters of this section with the exception of the "QUIT" Icon, in the MAIN MENU.
Both the large and small /cons if selected and activated, will exit the user from the Portals™ Service Menu. The
display will return back to the ATTRACT MODE! To re-enter the Portals™ Service Menu follow the instructions at
the beginning of this chapter.

QUIT THIS SESSION

If more help is required, see Chapter 7 of this section, and view the various help displays in the game.

Your Notes

(¥4
m
(o}
=
o
= |
W
o
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o
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o
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Chapter 2 of 7

Go To Diagnostics Menu

Special Note: If the display flashes "OPEN THE COIN DOOR" the game is indicating that memory has been
corrupted. This is caused be either failure in memory (e.g. batteries are dead and/or faulty RAM) or upon
installation of updated version of game code. Opening the Coin Door will initiate a Factory Restore, by opening
the Memory Protect Switch. Check battery voltage at CMOS RAM with the power off.

Overview

The Portals™ Service Menu System provides tests for sounds, digplay, lamps, switches and coils. Each feature
may be tested manually or automatically after entering the Portals™ Service Menu (see Chapter 1 of this
section). Select the "DIAG" /con from the MAIN MENU to go to the DIAGNOSTICS MENU. The automatic tests
(e.g. Cycling Coils, Flash Lamps, etc.) may be used for a quick verification of automatic test functions and the
manual tests (Begin Play Test, Single Lamp/All/Row/Column Tests, etc.) may be used for troubleshooting.

During game play, activation of switches and operation of coils with associated switches are monitored. If the
CPU Board does not detect a switch transition ("Stuck Open" / "Stuck Closed") for 50 games, it is considered
faulty. When operation of a coil should close or open a switch and does not, the coil is considered faulty. In the
Attract Mode, faulty switches and coils (if any) are reported (Select the "TECH" Icon, Technician Alerts, from the
DIAGNOSTICS MENU). Note that reporting of an unused switch does not constitute a problem and that a bad
coil could mean that the associated switch requires adjustment.

GO TO DIAGNOSTICS MENU

With the game in the Attract Mode, open the Coin Door and press the Black "BEGIN TEST" Button.
Select the "DIAG" /con in the MAIN MENU with either Flipper or Red "LEFT" & Green "Right" Buttons
}upon entry of the Portals™ Service Menu, the system defaults with the selection of the "DIAG" Icon
lashing) and press the Start or Black "ENTER" Buttons. The DIAGNOSTICS MENU appears.

i::l The "MORE" symbols are indicating that "more icons" are available which don't E::"
HORE aPpear in the display and which way to move the selection to view the /cons. HORE

Important Notes:

Exit any sub-menu and return to the MAIN
MENU by selecting & activating the "PREV"
lcons. If no lcons appear in the display

. because of a testing function or special
display (e.g. "Help"), press any button to exit.

W
(=)
da
(@]
m
c
o
g
5]
@
v

Selecting & activating the "QUIT" /con from any
display will exit the Service Session.

Selecting & activating the "HELP" Jcon from In Diagnostics, selecting & activating the "-" or
any display will show a help screen. (An "+ Jcons moves test forwards/backwards.
HELF explanation of each Mini-Icon at that level will  [EHF Selecting & activating the "RUN" /con repeats
| cycle continuously until any active button is the test on the coil or flash lamp left off at.
[ - pressed.) Selecting & activating the "ARROW" Icons
moves between tests in the sub-menu.
[BEAM Selecting & activating the "DRAW" fcon will
show the schematic for that switch or coll.

Some tests require navigation through the menu(s) and selection of the Icons with the Red "LEFT", Green

"RIGHT" and Black "ENTER" Buttons. This is required is Switch and Active Switch Tests, as the Flipper and
Start Buttons are a part of the test.

In Coil Test, ensure the Power Interlock Switch is pulled out. (See Access & Use of Chapter 1 of this section for
the location.) If the switch is not pulled out, the coils and flash Iamﬁs cannot be tested (32v DC and 50v DC are
disabled). Closing the Coin Door will automatically reset this switch. Coils and Flash Lamps are checked
manually in Coil Test. To automatically check coils, go to Cycling Coils from the COIL TEST MENU. To
automatically check flash lamps, go to Flash Lamp Test, from the DIAGNOSTICS MENU.

Portals™ Service Menu Section 3 GOLDENEYE
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~ ~1GO TO SWITCH MENU

ﬁ-‘- From the DIAGNOSTICS MENU, select the "SW" /con with either Red "LEFT" or Green "RIGHT"
Button and press the Black "ENTER" Button. Switches are configured in an 8 x 8 Matrix of Columns
Sl | (Switch Drives) and Rows (Switch Returns) with up to 64 switches possible. The Swiich Test Menu
consists of four parts: Switch Test, Active Switches, Dip Switch Test and Dedicated Switch Test.
Note: The Flipper & Start Buttons are deactived during Switch Tests.

[ Switch Test

ﬁh To initiate, from the SWITCH MENU, select the "TST" /con with the Red or Green Button & press the
Black Button. In Switch Test, close each swiich and observe the display. The display will describe the
TET | switch in the Switch Matrix, which includes the switch name, Return (Row) Wire, Drive (Column) Wire,
Part N¢, and the "Pin-Outs" from the CPU/SOUND Board. When the switch is released, the information
of the last switch closed will remain in the display until another switch is closed or the test is exited. To view
the switch schematic, select the mini "DRAW" /con with the Red or Green Button & press the Black Button.

~| Active Switch Test

To initiate, from the SWITCH MENU, select the "ACT" /con with either Red or Green Button & press the
Black Button. If still in a previous test, select the "PREV" /con to return to Switch Menu or selecting
ACT | cither of the "ARROW" /cons will move through the tests. If any switches are stuck closed (or made from
the presence of a pinball), the display sequences through the switch names, Return (Row) Wire, Drive
(Column) Wire, drive transistor, Part N°, and the "Pin-Outs" from the CPU/SOUND Board. This cycle continues
until all switches are cleared or until the test is exited.

g | Dip Switch Test i Dedicated Switch Test

HE To initiate, from the SWITCH MENU, select To initiate, from the SWITCH MENU, select
DIP the "DIP" lcon with either Red or Green But- DED the "DED" Jcon with either Flipper Button &
ton & press the Black Button. The display press the Start Button (The service switches

will indicate the Dip Switch Positions & the are deactivated during this test.). The display
7 country setting the game is set to (e.g. USA, Ger- will describe the switch which includes the switch
7 many, England, etc.). See the *Find-It-In Front: Dr. Pinball name, Return (Row) Wire, Column Wire, Part N, and
2;-. Sectlion" for Dip Swilch Settings. the "Pin-Outs" from the CPU/SOUND Board.
(o)
=] Typical Switch Schematic & Side View Dedicated Switch Schematic
w [Column: Switch Drive Wira) [Row: Switch Raturn Wire) Dedicated Sw. Inputs Ground
; GRN-XXX locking ioge W HT-XXX GRY-XXX BLK
=
i N.O. CcOM. NC. N.O. CO:M. 17
. Normally Opsn Cammon Normally Closad Normally Open Commean
Switch Terminal Switeh Terminal Switch Terminal Switch Terminal Switch Tarminal
SWITCH MATRIX GRID Dedicated Switches

o 1 2 3 4 5 6 7 8 Ground
Q1 Q2 Q3 Q4 Q5 Q6 Q7 Q8
GRAN-BRAN | GAN-RED | GRN-ORG | GAN-YEL | GRN-BLK | GRN-BLU | GRN-VIO | GRN-GRY BLK
CN5-1 CN5-3 CN5-4 CN5-5 CN5-6 CN&-7 CN5-8 CN5-9 CN6-1
TR e oo L T T L b o A Nt e A - T R N e . ] S
1 PLUMB GUN RIGHT 4-BANK 2-BANK LEFT LEFT RE- LEFT 1 i
BOBTILT | TRIGGER RAMP s-UBOT s-UBOT TUABO TUAN LANE | OUTLANE NOT USED
WHT-BRN EXIT (BOTTOM BUMPER LOWER GRY-BRN
CN7-9 : CN6-2
2 4THCOIN | 5-BALL CENTER 4-BANK 2-BANK BOTTOM SCOOP RIGHT 2 G
SLOT TROUGH RAMP S-U BM sUTOP TURBO OUTLANE NOT USED
WHT-RED #1 EXIT (BOT. MID, BUMPER GRY-RED
CN7-8 (LEFT) 0 B CN6-3
3 START 5-BALL AIGHT 4-BANK j RIGHT RIGHT LEFT RE- 3
BUTTON | TROUGH AAMP 5-UT/M NOTUSED | TUREO ToP TURAN LANE NOT USED
WHT-ORG 2 ENTER {TOP MID. BUMPER LANE UPPER GRY-ORG
CN7-7 : CNe6-4 ||
4 RIGHT 5-BALL SATELLITE | 4-BANK 5-BANK MIDDLE RIGHT 4
COIN TAOUGH HOME 5-U TOP NOT USED | s-U TOP TOP RETURN 'NOT USED
WHT-YEL | sLOT #3 . LANE LANE GRY-YEL |
CN7-6 26 | [ 60 | CN6-6
5 CENTER 5-BALL bl } it A4S 5-BANK LEFT LEFT 5 T
COINSLOT | TROUGH NOTUSED | NOTUSED | NOTUSED | S.UTM TOP SLINGSHOT NOT USED
WHT-GRN || / DBA #4 J 2 | (TOPMID.L_| LANE GRY-GAN
CN7-5 o y CN6-7
6 LEFT COIN | 5-BALL . | cENTER 5-BANK CENTER RIGHT 6 Normal: Volume
SLOT TROUGH NOTUSED | AAMPS-U | NOTUSED | S-UMID AAMP SLINGSHOT
WHT-BLU #5 LEFT ENTER GRY-BLU | In Test: Left
CN7-3 {RIGHT) 0 B CN6-8
7 SLAM 6-BALL SATELLITE | CENTER CENTER 5-BANK SHOOTER | LT FLIPPER 7
TILT TROUGH MAGNET RAMP S-U | STAND-UP | 5-UB/M LANE BUTTON
WHT-VIO VUK OPTQ__| BOARD RIGHT (BOT.MID) | EXIT VIA Q7 (O GRY-VIO
CN7-2 S5FB) CN6-9
8 SHOOTER | FLIPPER LEFT LEFT 5-BANK TANK AT FLIPPER 8 Normal: Begin
NOT USED | LANE MAGNET RAMP RAMP s-UBOT KICK BUTTON Test
WHT-GRY BOARD EXIT ENTER (BOTTOM, BIG VIA Q5 (Ol GRY-BLK {l InTest: Enter
CN7-1 : F CN6-10_ || 51« purTon
GOLDENEYE Section 3 Portals™ Service Menu
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switch Matrix Descriptions with Part Numbers and Locations |
The switch locations correspond with the Switch N¢ in the table below and the Switch Maxtrix Grid.

sulcder”  Switch Matrix Description | Part N°
111 [ 1 * PLUMB BOB TILT (See Section 4, Chapter 1)
2 [ 1| 2 | 4TH COIN SLOT (On Coin Door) BT
3 | 1 | 3 | START BUTTON (Left of Coin Door) RED |500-5026-07 |
4 | 1| 4 |* RIGHT COIN SLOT (On Coin Door) 180-5024-00
5 1|5 |*CENTER COIN SLOT /DBA 180-5024-00
6116 |* LEFT COIN SLOT (On Coin Door) 180-5024-00
7 117 [*SLAMTILT 180-5022-00
8| 1|8 |NOTUSED E
o | 2 | 1| GUN TRIGGER 180-5111-00
10| 2 [ 2 | 5-BALL TROUGH #1 (LEFT) 180-5119-00
11| 2 | 3 [ 5-BALL TROUGH #2 180-5119-00
122 | 4 [ 5-BALL TROUGH #3 180-5119-00
13| 2 | 5 | 5-BALL TROUGH #4 180-5119-00
14| 2 | 6 | 5-BALL TROUGH #5 (RIGHT) 180-5119-00 |
TRANS) |520-5124-00
15| 2 | 7 | #5-BALL TROUGH VUK OPTO ﬁHEm? 250.8195-00
16| 2 | 8 | SHOOTER LANE 180-5100-00
17| 3 | 1 | RIGHT RAMP EXIT 180-5087-00 |
18| 3 | 2 | CENTER RAMP EXIT 180-5087-00
19| 3 | 3 | RIGHT RAMP ENTER 180-5087-00
20| 3 | 4 | SATELLITE HOME 180-5052-00
21| 3 | 5 [NOTUSED _ _ AL
22| 3 | 6 [ NOT USED : it s [ g e
03| 3 | 7 | SATELLITE MAGNET BOARD See Magnet
24| 3 | 8 | FLPPER MAGNET BOARD Board Layout
o5 | 4 | 1 | 4-BANK STAND-UP BOTTOM (Blue) 515-5162-05
26| 4 | 2 | 4-BANK S-U BOTTOM MIDDLE (Blue) 515-5162-05 o
27 4 | 3 | 4-BANK STAND-UP TOP MIDDLE (Yellow) |515-5967-06 o))
og| 4 | 4 [ 4-BANK STAND-UP TO (Blue) 515-5162-05 i)
29| 4 USED b e a
30| 4 | 6 | CENTER RAMP STAND-UP LEFT (Green) |515-5967-04 —
31| 4 | 7 | CENTER RAMP S-U RIGHT (Green) 515-5967-04 m
32| 4 | 8 | LEFT RAMP EXIT 180-5087-00 | -
33| 5 | 1 | 2-BANK STAND-UP BOTTOM (Blue) 515-5162-05 o
34| 5 | 2 [ 2-BANK STAND-UP TOP (White) 515-5162-08 g
35(5|3 [NOTUSED R —— o
36|54 [NOTUSED =~ . B P N
37| 5 | 5 | NOTUSED . T e
38| 5 | 6 [ NOT USED IR R P
39| 5 | 7 | CENTER STAND-UP (Clear) 500-6075-01
40| 5 | 8 | LEFT RAMP ENTER 180-5087-00
41| 6 | 1 | LEFT TURBO BUMPER 180-5015-03
42| 6 | 2 | BOTTOM TURBO BUMPER 180-5015-03
43| 6 | 3 | RIGHT TURBO BUMPER 180-5015-03
44| 6 | 4 | 5-BANK STAND-UP TOP (Green) 515-5162-04 |
45| 6 | 5 | 5-BANK STAND-UP TOP MIDDLE (White) |515-5967-08
46| 6 | 6 | 5-BANK STAND-UP MIDDLE (Green) 515-5162-04
47| 6 | 7 | 5-BANK S-U BOTTOM MIDDLE (Green) _ |515-5162-04
48| 6 | 8 | 5-BANK STAND-UP BOTTOM (Green) 515-5162-04
49| 7 [ 1 | LEFT RETURN LANE LOWER 500-5706-00 |
E 50| 7 | 2 | SCOOP 180-5057-00
f 51| 7 | 3 | RIGHT TOP LANE 500-5707-00
> 52| 7 | 4 | MIDDLE TOP LANE 500-5707-00
egend Note: 53| 7 | 5| LEFT TOP LANE 500-5706-00
. ; 54| 7 | 6 | CENTER RAMP ENTER 180-5087-00
|__—|= Switches mounted above playfield. 5517 | 7 | SHOOTER LANE EXIT 500-5707-00
. ) 56| 7 | 8 | TANK KICK BIG 500-5707-00 |
B - switches mounted below playfield. 57| 8 | 1 | LEFT OUTLANE 500-5707-00
_ _ _ 58| 8 | 2 | RIGHT OUTLANE 500-5707-00
The following switches are located in the cabinetand [s9| 8 | 3 | LEFT RETURN LANE UPPER 500-5707-00
are not noted in the diagram above: 60| 8 | 4 | RIGHT RETURN LANE 500-6707-00
61/ 8 | 5 | LEFT SLINGSHOT 180-5054-00
E E n E ﬂ 62| 8 | 6 | RIGHT SLINGSHOT 180-5054-00
i i . * LEFT FLIPPER POWER SWITCH
BN E T B @A o e meme
164] 8 | 8 | BUTTON VIA Q5 ON THE SSFB 1305@2'@
Portals™ Service Menu Section 3 GOLDENEYE
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GO TO COIL MENU

From the DIAGNOSTICS MENU, select the "COIL" Icon with either Red "LEFT" or Green "RIGHT"
Button and press the Black "ENTER" Button. The coils are listed in groups. The first 2 groups are the
High Current Coils. The next roq'p is the Low Current Coils. The next group is the Flash Lamps. The

CoiL
remaining coils are special coils. These coils are listed in a Coils Detailed Chart Table following the
Playfield Coil & Flash Lamp Locations.

_ i Coil Test

To initiate, from the COIL MENU, select the "TST" Jcon with either Red or Green Button and press the

Black Button. Ensure the Power Interlock Switch is _Fulled out. Select either the "-" or "+" Jcons. Start

or "+
with the "+" Jcon to start the manual Coil Test from #1 (The test runs through Coils; 1-24: Flashlamp: 1-8}).
S

Press the Black Button on the "+" Icon, as each coll is selected, the display will describe the coil or fla
lamp name with the corresponding number, the wire with colors, the "Pin-Outs" from the I/O Power Driver Board,
the coil voltage and gauge-turns (e.g. 23-800). Press the Black Button again to move forward in the test. To test
and view a particular coil or flash lamp, select the "RUN" Icon and press the Black Button. Each time the Black
Button is pushed, the coil or flash lamp will fire on the playfield and/or backbox, with the display indicating the
coil or flash lamp information. Continue with the same procedure to run through the entire test.

Cycling Coil Test
@ To initiate, from the COIL MENU, select the "CYC" /con with either Red or Green Button and press the
Black Button.. If still in a previous test, select the "PREV" lcon to return to Coil Menu or selecting either
LYLC | of the "ARROW" /cons will move to Cycling Coil Test (selecting again will return to Coil Test). The test
pulses each regular coil or flash lamp sequentially (cycling) on the playfield and backbox. The display
indicates "CYCLING COILS."

m u

o Backbox Insert Flash Lamp Locations

{3*' Below are the flash lamp locations in the Backbox Insert (General lllumination (Gls) Lamps are also shown for

3 reference). The flash lamp locations correspond with the coil numbers as seen in the Coil Test. The table below

N indicates the numbers for the flash lamps in the backbox. See the next page for flash lamps on the playfield.

o

o Gl = General
Illumination

P e ORG Y l". #44 Bulb
’/’ »‘/ “\ BLKN'O “n | {Ba OﬂEt)
o N L 165-5000-44

@ sivery @) §) i
! #44 Buslb uses
: L f 2-Lug Socket
P s ) (077-5000-00).
Y ik 4 | ,-r' i _," e
P A L GRN
wn:‘t',;ﬁnn@ A ' wu'r/em‘@:‘_m
| [l .

¥ L1 N W “ #= F!ashALamp

1 1 ,/’ ‘\ R v \ ,” L P
LK/BLU @ @ (D) @ (FLAMP)

S L b i

/ o ORG e oy

S/ @ BLR/SRN BLIVRED | py/ORG .\ BLK/GRN
o 7 . o A ) ‘.\ #89 Bultb
iy HOGRN Y .f - L i
::::::: ' % { jore \

T h L BLKAYEL

#89 Bulb uses a

L Stand-Up ’
\ ORG Tl P Short Socket
WIRING SIDE u R e e
rJ"VDG Qty. Type Qty. Type Qty. Type Qty.
FLAMP 1] Insert X1 FLAMP 3| Insert X1 FLAMP 5/ Insert X2 FLAMP 7| Insert X1
FLAMP 2| Insert X2 FLAMP 4] Insert X2 FLAMP 6| Insert X1 [FLAMP 8| insert X1
GOLDENEYE Section 3 Portals™ Service Menu
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Playfield Coil Locations

located on
the /O Bd.

in th
Back Box.

o

e

Piayfield in "up position" as
leaning agalinst the Back Box.

Type

Caoil Description )

COIL 1

TROUGH UP-KICKER (VUK) (24-940)

AUTO LAUNCH 50V (24-940)

COIL 2

NOT USED / SPARE

COIL 4

SCOOP (23-800)

COILS

NOT USED / SPARE

COIL 6

NOT USED / SPARE _

(COIL7.

NOT USED / SPARE

|ICOIL 8

"|(EUROPEAN TOKEN DISPENSER)

COIL 9

LEFT TURBO BUMPER (26-1200)

COIL 10

BOTTOM TURBO BUMPER (26-1200)

COIL 11

RIGHT TURBO BUMPER (26-1200)

COIL 12

LEFT SLINGSHOT (26-1200)

COIL 13

RIGHT SLINGSHOT (26-1200)

COIL 14

TANK KICK BIG (23-800)

COIL 15

LEFT FLIPPER ENABLE

COIL 16

RIGHT FLIPPER ENABLE

COIL 17

5-BALL TROUGH LOCK BALL (25-1240)

COIL 18

UP-DOWN RAMP (27-1500)

NOT USED / SPARE

COIL 20

SATELLITE LAUNCH RAMP (27-1500)

COIL 21

SATELLITE MOTOR RELAY

COIL 22

TRAP DOOR (27-1500)

COIL 23

NOT USED / SPARE _

(OPTIONAL COIN METER)

COIL 24

Portals™ Service Menu
Diagnostics

PIF
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Flash Lamp Locations

Section 3 | Diags.

Flash Lamp

(FLAMP) Tvpe

Flash Lamps Description & Qty.

FLAMP 1

BOTTOM L&R X2, INSERT X1

FLAMP 2

GOLDENEYE X1, INSERT X2

FLAMP 3

4-BANK X2, INSERT X1

FLAMP 4

SATELLITE X2, INSERT X2

FLAMP 5

LWR. RIGHT P/F X2, INSERT X2

#89Bulb  |F) AMP 6

INSERT X1

FLAMP 7

(Bayonet)
1655000-89

BACKPANEL X2, INSERT X1

FLAMP 8

UPR. RT. X2, BACKPANEL X1, INSERT X1

See previous pd. for Backbox Insert Flash Lamp Locations.

4906 Bulb
(Wedge Base)
165-5004-00

Legend Note:

D — Coils or Flash Lamps mounted above playfield.

. — Coils or Flash Lamps mounted below playfield.

The following coils are not used:

Section 3
Chapter 2

AaQE @A

GOLDENEYE
Page 23



v
(1)
2]
[,
(=)
=]
w
=
]
-,

COILS DETAILED CHART TABLE

High Current Coils Group 1 Prie L TR e S Vo e
#1 | TROUGH UP-KICKER /O Pwr. Drvr. | BRN-BLK YEL-VIO | J10-P4/5 i,
#2 |AUTO LAUNCH Q2 /O Pwr. Drvr. | BRN-RED | J8-P3 | YEL-VIO | J10-Pa/5 | 50v a8
#3 |NOT USED / SPARE Q3 1/O Pwr. Drvr, Ja-Pa N/A
#4 |SCOOP Q4 /O Pwr. Drvr. | BRN-YEL | J8-P5 | YEL-VIO | J10-Pas5 | 5ov | R B
#5 |NOT USED / SPARE Qs 1/0 Pwr. Drvr. J8-P6 N/A
#6 |NOT USED / SPARE Q6 1/0 Pwr. Drvr, J8-p7 N/A
#7 |NOT USED / SPARE a7z | 1o Pwr D, J8-P8 R
|[#8 | (BUROPEAN TOKEN DISPENSER) Qs I/O Pwr. Drvr. | BRN-GRY | J8-P9 | YEL-VIO | J10-Pas5 | s0v N/A

High Current Colls Group 2 Ovefes: o prconio e Caene Lk Coior ot o o st
#9  |LEFT TURBO BUMPER /O Pwr. Drvr. | BLU-BRN YEL-VIO | J10-P4/5 o bl
#10 |[BOTTOM TURBO BUMPER | Q10 | VOPwrDrvr. |BLU-RED| Jo-P2 | YELVIO | J1o-pass | sov P o
#11 [RIGHT TURBO BUMPER Qi1 | VOPwrDir. |BLU-ORG| J9-P4 | YEL-VIO | J10-P4s5 | 50v 2oy
#12 |LEFT SLINGSHOT @12 | VOPwrDr. | BLU-YEL | J9-P5 | YELVIO | Jio-Pass | sov | 26:1200
#13 |RIGHT SLINGSHOT Q13 | VOPwrDrvr. |BLU-GRN| J9-P6 | YEL-VIO | J10-P4/5 | 5oy Kl
#14 | TANK KICK BIG Q14 | VOPwrDrr. | BLU-BLK| J9-P7 | YEL-VIO | J10-Pass | sov | 23:800
#15 |LEFT FLIPPER ENABLE Q1S | VOPwrDnvr. |ORG-GRY| J9-P8 |GRY-YEL | oS/, | sov | 22:1080
#16 |RIGHT FLIPPER ENABLE Q16 | VOPwrLDrr. |ORGVIO | JoPo | BLU-YEL | o§5E8 ), | sov | 22:1080

Power
Line Color

D.T. Control
Line Color

D.T. Control
Line Connect

Driver
Ouput Board

Drive Trans-
istor (D.T))

Low Current Coils Group 1

Power Line

Connnection Coil GATurn

5-BALL TROUGH LOCK BALL I/O Pwr. Drvr. | VIO-BRN | J7-P2 BRN J7-P1 | 20v | 251240
#18 |UP-DOWN RAMP Q18 | IOPwr.Drvr. | VIO-RED | J7-P3 BRN J7.P1 | 20v | 27-1500
#19 |NOT USED / SPARE Q19 | /O Pwr. Drvr. J7-P4 N/A
#20 |SATELLITE LAUNCHRAMP | Q20 | VOPwr.Dr. | VIO-YEL | J7-P6 | BRN | 47-P1 | 20v Lo
#21 |SATELLITE MOTORRELAY | Q21 | VOPw.Drvr |VIO-GRN| J7P7 | BAN | u7p1 | 20v s
#22 (TRAP DOOR @22 | VOPwrDrr. | VIO-BLU | J7-P8 | BRN | J7-P1 | 20v | 27:1500
#23 |NOT USED / SPARE Q23 | /O Pwr. Drvr, J7-P9 N/A
#24 |(OPTIONAL COIN METER) | Q24 | UOPwr.Drvr. | VIO-GRY | 47-P10 | BAN | J16p7 | s5¢ il
GOLDENEYE Section 3 Portals™ Service Menu
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Coils Detailed Chart Table Continued

Drive T - Drive! D.T. Control D.T. C ol Powe Power Li Powet
FIaSh Lamps (FLAMP) i::.tc{:r (rDa?i Dupur:‘lﬂ:.\ard Line g’&;l:: Line Cg:\‘::zct I.In: ‘go:or Conr.:nlet:?:n VoT:;gL Bulb Type
Bottom L&R X2 axtas
#1 Q25 /O Pwr. Drvr. | BLK-BRN |  J6-P1 ORG | J6-P10 | 20v -
Backbox Insert X1
GOLDENEYE X1 Sx4aa
#2 Q26 1/O Pwr. Drvr. | BLK-RED |  J6-P2 ORG | J6-P10 | 20v e
Backbox Insert X2
4-Bank x2 1255%3&9
#3 Q27 /O Pwr. Drvr. | BLK-ORG | J6-P3 ORG | J&-Pi0 | 20v
Backbox Insert X1
Satellite X2 aX4a8
#4 Q28 I/O Pwr. Drvr. | BLK-YEL | J6-P4 ORG | J6-P10 | 20v | '655000%
Backbox Insert X2
Lower Right Playfield X2 A% a0
#5 Q29 I/O Pwr. Drvr. | BLK-GRN | J6-P5 ORG J6-P10 | 20y | '95%0008
Backbox Insert x2
1X #89
#6 Q30 I/O Pwr. Drvr. | BLK-BLU | J6-P6 ORG J6-P10 | 20v | 19T
Backbox Insert X1
Backpanel X2 SX #98
#7 P Q31 /O Pwr. Drvr. | BLK-VIO |  J6-P7 ORG | Je-P10 | 20v | '%%%%%
Backbox Insert X
. #8
Upper Right X2 1:5)-<5m0339
#8 |Backpanel X1| Qs2 1/0 Pwr. Drvr. | BLK-GRY | J6-P8 ORG J6-P10 | 20v
Backbox Insert X1

Aux.

Data Line

Satellite Magnet

The following is not part of Coil Test but is included for additional information (See Magnet

Power

n/a

Flipper Magnet

Driver Ouput Board D.T. Control D.T. Control Power Power Line
LOC: Under Playfield Line Color  Line Connect  Line Color  Connnection  Voltage Coil GAMurn
P 22-600
MagnetProcessor/ | BLUE | J3-P1 | YEL-VIO | JI-P1,2 | 50V | oo5inin0n
et g y . 22600
Magnet Processor/ | \WHT-BRN | J2-P3 | YEL-VIO | J1-P1,2 | 50V | 455000,

D A A S S S S S A A A4
TYPICAL SWITCH, COIL & LAMP WIRING

WHT
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GO TO LAMP MENU

Button and press the Black "ENTER"

From the DIAGNOSTICS MENU, select the "LAMP"

Icon with either Red "LEFT" or Green "RIGHT"
Button. Controlled lamps are configured in and 8 x 10 Matrix of

Columns (Lamp Drives%and Rows (Lamp Returns) with up to 80 |amli’_5 possible. The Lamp Test Menu

ILHHP
- consists of four parts: Single Lamp Test, Test All Lamps, Row Lamp Test and Column Lamp Test.

Single Lamp Test

To initiate, from the LAMP MENU, select the "ONE" jcon with either Red or Green Button and press the

Black Button. Select either the "-" or "+" Icons. Start with the "+" Jcon to start the manual Lamp Test

UHE from Column 1, Row 1, Switch 1. Press the Black Button on the "+" Icon, as each lamp is selected, the

lamp will light at it's location on the playfield as well as the display, indicating the Lamp Matrix Grid
position, lamp name with the corresponding number, Return (Row) Wire & Color, Drive (Column) Wire & Color,
and associated drive transistors. Press the Black Button again to move forward in the test. To test and view a
particular lamp, select the "RUN" Icon and press the Black Button. Each time the Black Button is pushed, the
lamp will light-up on the playfield, with the display indicating the lamp information. Continue with the same
procedure to run through the entire test.

| Test All Lamps

To initiate, from the LAMP MENU, select the "ALL" /con with either Red or Green Button and press the

ALL Black Button. If still in Single Lamp Test (or any 1 of the 4 tests), select the "PREV" Jcon to return to
Lamp Menu or selecting either of the "ARROW" /cons will move through the tests, keep activating until
Test All Lamps is displayed. The display will indicate "ALL LAMPS ON" and the lamps on the playfield

will be lit, alternating between the rows in the Lamp Matrix.

Continued on the next page with Row & Column Lamp Tests.

Typical Lamp Schematic & Side View

COMMON :
LAMP MATRIX GHID Dlode 1N4001 \RED
0 Lo U2 Uil (3 U124 U3 [5:  U14 [e: UI5 | 7: Uie | 8  UI7
e YEL-BRN | YEL-RED | YEL-ORG | YEL-BLK | YEL-GRN | YEL-BLU | 'YEL-ViO YEL-GRY
. J13-9 J13-8 J13-7 J13-6 J13-5 J13-4 J13-3 J13-1
1: XENAEXTRA | SEND SPIKE | TRAIN/TANK | NERVE GAS | SPELL Q'S PEN SHOOT OUT [ 007 TOP
RED-BRN | saLL saueeze | (GRID) CRASH GOLDENEYE | GRENADE
J12-1 | 4555 Bulb #555 Bulb Bl #555 Bulb
2. Q34) | EJECTOR |RIGHTRE- SHOOT
RED-BLK | NOT USED__| DIE (RIGHT) | TURN LANE AGAIN (LIFT RAMP) | (GRID) HURRY-UP
12-2 : ' #44 Bulb [RUN #555 Bulb [Gkl #44 Bulb  §EN #44 Bulb B #555 Bulb B3
Q35 [ 007 MYSTERY | LEFT TURBO HIGHTHAMP
RED-ORG | ENCOUNTER BUMPER ARROW SEND SPIKE | TRAIN&TANK | PEN PEN
J12-3 | 444 Bulb #44 Bulb REY #555 Bulb Y #555 Bulb PRY #555 Bulb RN #555 Bulb [BBY #555 Bub BB #555 Bub BN
:__ Q36 | CENTER RAMF CENTER RAMA BoTToM TURBO | EXTRA EJECT LEFTTOP | MIDDLE TOP | RIGHT TOP
RED-YEL | s-U LEFT S-URIGHT | BUMPER BALL LANE (0)07 | LANE 0( 0)7 | LANE 00( 7
J12-4 | 4555 Bulb #555 Bulb 26 #44 Bulb [Xll #44 Bulb BB} #555 Bulb BT #555 Bulb 31
5: Q@37|EJECTOR |[TANK LEFT RAMP | LEFT RAMP | NERVE GAS | CTR. RAMP | CTR. RAMP
RED-GRN | DIE (LEFT) | MULTIBALL _| TRAIN&TANK | SATELLITE | PLANT (Ramp) | SEND SPIKE | ARROW
J12-5 ¥ 444 Bub #555 Bulb XY #555 Bulb R #555 Bulb BN #555 Bulb ¥ #555 Bulb ¥ #555 Bulb EEY
6: Q38 | RIGHT TURBO| scoor LEFT RAMP | COLLECT | 4-BANK SHOOTOUT | 4-BANK
RED-BLU | BUMPER ARROW ARROW BONUS s-UTOP 4-BANK
J12-6 ) 4555 Buib RN #44 Bub  [EBY #555 Buib EBY 4555 Bulb PR #555 Bulb 45 #555 Bulb PR #555 Bulb )
7: 39 | HELICOPTER | VIRTUAL VIRTUAL 5-BANK 5-BANK 5-BANK INCREASE
RED-VIO LOCK LEFT | LOCK RIGHT | 8-U BOT S-UMT S-U MID SATELLITE... | S-U TOP
J12-8 | 4555 Bulb Y #555 Bulb [ #555 Buib S8 #s55 Bulb R #555 Bulb [l #555 Bulb [N #555 Bulb [ #555 Bulb G
8: Q4o START BEHIND CEN- ABOVECEN- LOCK 2 RIGHT OUT- | LEFTOUT- [
RED-GRY | BUTTON TER TARGET | TER TARGET LANE speciaL | LANE sPeciaL | NOT USED
129 | 444 Bulb #44 Bulb sa #555 Bulb B #555 Bulb [
9: Qa1 100 75 50 25 HELICOPTER _ GOLDEN-
RED-WHT | MILLION MILLION MILLION MILLION SPOTLIGHT | NOTUSED | NOTUSED | EY(E)
J12-10 | 4555 Bulb #6555 Bulb [(dl #555 Bulb B #555 Bulb BTN #44 Bub D) ' 70 71 RPN 72
10; Q42 | (G)OLDEN- | G(O)LDEN- | GO(L)DEN- | GOL(D)EN- | GOLD(E)N- | GOLDE(N)- | GOLDEN- | GOLDEN-
RED | EYE EYE EYE EYE EYE EYE (E)YE E(Y)E
J12-11 | 444 Bubb #44 Bulb € #44 Bub KB #44 Bub [ #44 Bulb H#‘m Bulb Ajém Bulb &Y #44 Bulb
GOLDENEYE Section 3 Portals™ Service Menu
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-1 Row and Column Lamp Tests

I | To initiate, from the LAMP MENU, select the "COL" Icon with either Red "LEFT" or Green
"RIGHT" Button and press the Black Button. [f still in a previous test, select the "PREV"
0L | /con to return to Lamp Menu or selecting either of the "AHEOW" Icons will move through the
' tests, kee:EI activating until Row or Column Lamp Test (whichever desired) is displayed. In this
test, each set of lamps in each row or column of the Lamp Matrix (respective to each test) will light-up on the
playfield and is indicated in the display.

Lamp Matrix Location
The lamp locations correspond with the Lamp Number in the Lamp Maxtrix Grid on the previous page.

IE [75][7e][77] 78] [79][72]
Legend Note: i AT The following Bulb
I:I — : is used on the Light
= Boards, Bumpers,
Lamps mounted & Ramp Signs:
above playfield.
. — #555 Bul b
Lamps mounted @ @?ﬁ%ﬁi
below playfield.
The following
Lamps are not
used: The following Bulb
is used in the
ﬂ m m remainder of the
matrix:
g g
i Eheney i
‘ 165-5000-44 D
m
c
i)
et
(¥
Q
(¥a]
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From the DIAGNOSTICS MENU, select the "FLASH" Jcon with either Red "LEFT" or Green "RIGHT"

FLES Button and press the Black "ENTER" Button. After selecting this /con the display will indicated
"CYCLING FLASHERS" and all the flash lamps will cycle continuously until the test is exited. This test is
allows the technician to easily spot any burned-out bulbs and replace them.

{a} TEST FLASH LAMPS

CLEAR BALL TROUGH

From the DIAGNOSTICS MENU, select the "CLR" Icon with either Red "LEFT" or Green "RIGHT" Button
and press the Black "ENTER" Button. This is provided to allow the technician a simple method of
removing the balls from the trough and also, to test functionality of the trough, ensuring proper trough
operation. After selecting this /con the display will show a graphic of the baﬁ trough with balls in the
trough with it's corresponding switch number, Select the "RUN" Jcon to eject the ball in the first position.
Simultaneously, the display and the cFlayﬁeld will eject the ball to the Trough Up-Kicker, eject from the Trough
Up-Kicker into'the Shooter Lane and will be ejected onto the playfield where the technician can easily retrieve the
pinball or allow the ball(s) to re-enter the trough to continue Clear Ball Trough Test.

(4 Caution: Continuous use of this test may overheat the Trough Up-Kicker Coil.)

TECHNICIANS ALERTS

From the DIAGNOSTICS MENU, select the "TECH" /con with either Red "LEFT" or Green "RIGHT"

TEC Button and press the Black "ENTER" Button. After selecting this /con the display will indicate if there
are any faulty switches (i.e., switches that are normally closed but remain open or open switches that
have not been closed (activated) in 50 games.)

SERVICE PHONE #

From the DIAGNOSTICS MENU, select the "SERV" Jcon with either Red "LEFT" or Green "RIGHT"
Button and press the Black "ENTER" Button. After selecting this /con the display will indicate a phone
number to call if technical assistance is required.

BEGIN PLAY TEST

From the DIAGNOSTICS MENU, select the "PLAY" /con with either Red "LEET" or Green "RIGHT"
Button and press the Black "ENTER" Button. After selecting this /con the technician can test certain
play functions to insure all switch activated coils function without entering game play. For example, by
rolling the ball over the left outlane switch, the Laser Kick should fire. If it kicks to early or too late, the
switch actuator should be adjusted to compensate for this error. If it fails to fire, use the Switch Test or Coil Test to
help determine the cause of the failure. During this function, similar tests may be performed on the Vertical
Up-Kickers, Ejects, Pop Bumpers, etc. in the game. For unique Play Test functions, select the "GAME SPECIFIC"
Icon in the DIAGNOSTICS MENU.

'sbeiqg | € uondag

r-‘lm KNOCKER TEST

T] From the DIAGNOSTICS MENU, select the "KNOCKER" /con with either Red "LEFT" or Green "RIGHT"
Button and press the Black "ENTER" Button. The "Knocker" is sounded.

SOUND/SPEAKER TEST

From the DIAGNOSTICS MENU, select the "SPKR" /con with either Red "LEFT" or Green "RIGHT"
Button and press the Black "ENTER" Button. The BSMT 2000 Sound System produces true digital
stereo sound on the Left & Right Speakers (Backbox) and “Mono” on the Center Speaker (Bottom of
Cabinet). After selecting this Jcon, select the "-" or "+" Jcons and press the Black "ENTER" Button to
activate the first test. Repeat to visually see & hear all tests. Select the "RUN" /con to activate the test chosen
without moving to the next test.

During Sound Tests, the display shows the sound board circuit under test and the corresponding sounds. The
sound functions allow verification that all channels are functioning properly & that the speaker connections are
correct. (Refer to the game manual for detailed testing procedures).

GOLDENEYE Section 3 Portals™ Service Menu
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| Speaker Phase Testing

Connections to each of the three speakers are polarized and each must be connected appropriately for
the best quality sound. If one speaker has the positive and negative connections reversed with respect
to the other two, bass frequencies will not be produced properly and the overall sound quality will be poor.

Contlnued

To test for proper speaker phasing, use the sound test to cycle through the Left, Center, and Right Sine functions.
If the Center Sine produces more volume and bass than the Left and Right Sines, the speakers are connected
properly. If it produces the same or less, one speaker is connected improperly. To isolate and correct reversed
speaker connections, one of two methods may be used.

1. Check each speaker for polarity markings. If the speakers have polarity markings, verify that the single-color
wire (BLK, YEL or RED) is connected to the negative (-) terminal.

2. Disconnect the speaker output connector from the CPU / Sound Board and connect a 1.5-volt battery across
each speaker Eair one at a time while observing the speakers. Make sure the positive battery terminal is
connected to the positive lead (CN4- Pin 1, 3 or 6) each time. As the connection is made, check speaker cone
movement; proper connections are indicated by outward movement.

Auto / Manual Tests Sounds Produced Auto / Manual Tests Sounds Produced
Left Speaker Left Sine Volce Masked ROM 2 (Loc. U21) Speech Pattern 2
Both Left & Right Speakers Center Sine ‘Volce Magked ROM 3 (Loc.1U36) | NotUsed
S S n B T T R Y s
Volce Masked ROM 1 (Loc. U17) Speech Pattern 1 Sound/OPSYS EPROM (Loc. U7) Level 1-3 (Muslc Test)

BEGIN BURN IN

From the DIAGNOSTICS MENU, select the "BURN" /con with either Red "LEFT" or Green "RIGHT"
Button and press the Black "ENTER" Button. After selecting this /con the Begin Burn-In Test will start.
At this stage the game will exercise all CPU I/O Functions (Dot Matrix Display Test, Coil Testing, Lamp
Testing, Sound, etc.). This is provided to constantly exercise sounds, coils, etc... Cumulative Burn-In
minutes will be displayed. To reset Burn-In minutes to 00, select the "RESET" /con in the MAIN MENU and select
the "FACT" /con (Factory Reset). See Chapter 5, Go To Reset Menu, of this section.

= DOT MATRIX TEST

DOT From the DIAGNOSTICS MENU, select the "DOT TEST" /con with either Red "LEFT" or Green "RIGHT"
Button and press the Black "ENTER" Button. After selecting this /con the Dot Matrix Display Test
immediatelr egins. The display will immediately illuminate and cycle for one pass of each test
continuously for each of the following tests (Pressing any button will exit the test and return to
DIAGNOSTICS MENU.):

1. lluminates 1 vertical column of dots, turning it off & illuminating the next column, until each column has
been individually lit, while the other columns are off.

v
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2. |lluminates 1 horizontal row of dots, turning it off & illuminating the next row, until each row has been
individually lit, while the other rows are off.

llluminates all the dots, except for one column from left to right.
llluminates all the dots except for one row from top to bottom.

llluminates every other dot lit, in both the rows and columns.

> B bW

llluminates all dots at 30%, 70% & 100% brightness.

Dot Matrix Display Explained

The display utilizes a Micro-Processor Control Board mounted in piggyback fashion to the Dot Matrix Display
Driver Board. The purpose behind this board is to provide more information (128 X 32 Dots) to the operator as
well as displaying graphics to the player.

The board is controlled by a 6809E Microprocessor and its personality ROM (Unique to the Game). It receives
Data, Reset & Clock Information from the CPU/Sound Board via the ribbon cable and sends back multiple Status
and Busy Signals to the CPU. This is to insure synchronized communication between the CPU and the Display
Controller Board. The Drivers for the rows and columns are provided on 5 surface mounted integrated circuits on
the Dot Matrix Display Driver Board.

Portals™ Service Menu Section 3 GOLDENEYE
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TE GOLDENEYE SPECIFIC

From the DIAGNOSTICS MENU, select the "007" Icon with either Red "LEFT" or Green "RIGHT" Button
and press the Black "ENTER" Button. After selecting this /con the technician can test and adjust any
ooy game specific function(s) from the sub-menu. Similar to "BEGIN PLAY TEST," this menu is used to test
the game specific features. The features are the Satellite and Magnet Tests.

. 1 Satellite Test

ﬂ. To initiate, from the GOLDENEYE SPECIFIC MENU, select the "SAT" /con with either the Red or Green
Button and press the Black Button. In Satellite Test the motor will already be running and the magnet
AT “capture mode" will be enabled for a few seconds at which time it will go into "hold mode." This allows
you to do a play test by gently tossing a ball into the parabolic dish of the satellite. Press the Start
Button at any time and the motor and magnet turn off for a few seconds and start over in "capture mode" again.
The motor on this mechanism is controlled by a relay driven by Q21 on the /O Power Driver Bd. The display will
also indicate the status of the Satellite Home Switch (Sw. 20) and the Satellite Magnet Switch (Sw. 23) which is
transistor Q1 acting as a switch on the Magnet Processor Board. Q1 is switched on by U1 when it senses a ball
in the satellite due to a change in the inductance of the magnet coil.

Flipper Magnet Test -

To initiate, from the GOLDENEYE SPECIFIC MENU, select the "MAG" /con with either the Red or Green
Button and press the Black Button. In Magnet Test, press the Start Button to operate the Magnet by
MR the flippers. The display will also indicate the status of the Flipper Magnet Switch (Sw. 24) which is
transistor Q2 acting as a switch on the Magnet Processor Board. Q2 is switched on by U1 when it
senses a ball above the magnet due to a change in the inductance of the magnet coil.

I 'DR. PINBALL (FLOW CHART MENUS)

To initiate, from the DIAGNOSTICS MENU, select the Cross "DR." /con with either the Red "LEFT" or
Green "RIGHT" Button and press the Black "ENTER" Button. This will bring you (the operator /

DIF. | technician) into DR. PINBALL (Flow Chart Menus) which offers you a choice of four sub-menus: Flipper

"'DR.," Coil "DR.," Switch "DR." and Lamp "DR." Icons. Selecting a particular sub-menu will give you a

choice of which specific Flipper, Coil, Switch or Lamp circuit needs to be iagnosed. The display will now ask a
question or gﬂve a procedure to follow such as "Does the lamp turn on?" or "Check bridge rectifier BR-20, if short
replace." en Dr. Pinball asks a question or request a procedure the Dr. will expect a response such as "no" or
"yes" (see below examples of the mini-icons which will prompt the operator). You the operator/technician must
respond by using your Flipper Buttons to "SELECT" a mini-icon and the Start Button to "ENTER" your selection.

W
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The following are the mini-icons with explanations for the Dr. Pinball Sub-Menus to follow:

m Select a Coil, Lamp, Switch or Flipper to
diagnose with "-" or "+" Icon; Then "RUN."
("QUIT" exits Portals completely.)

Seen when question is being asked on the
Display. "END" lets you select a new item
to test; "PREV" goes back to previous ques-
tion. (Help "?" is still under construction.)

Seen when diagnosis is given. "PREV"
lets you go back.

In Coil Flow Chart Menu, lets you Pulse the
coil. "NO," "YES," "END," "PREV," "QUIT"
all work the same.

Flipper Flow Chart

To initiate, from the DR. PINBALL MENU, select the Flipper "DR." /con with either the Red or Green
Button and press the Black Button. This is the Flipper Flow Chart. Follow the questions, answering by
using the mini-icons in the display.

GOLDENEYE Section 3 Portals™ Service Menu
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Coil Flow Chart

To initiate, from the DR. PINBALL MENU, select the Coil "DR." Icon with either the Red or Green Button
and press the Black Button. This is the Coil Flow Chart. Follow the questions, answering by using the
mini-icons in the display.

Switch Flow Chart

To initiate, from the DR. PINBALL MENU, select the Switch "DR." Icon with either the Red or Green
Button and press the Black Button. This is the Switch Flow Chart. Follow the questions, answering by

using the mini-icons in the display.

Lamp Flow Chart

To initiate, from the DR. PINBALL MENU, select the LamF "DR." Icon with either the Red or Green
Button and press the Black Button. This is the Lamp Flow Chart. Follow the questions, answetring by

using the mini-icons in the display.

Your Notes
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& GOLDENEYE
el GAME AUDIT TABLE
& Photocopy for Field Audit Tracking Performance (Use blank column to fill-in game audit information.)
% EARNINGS SEGA
ERRM AUDITS 1-12 AUDITS 13-46
Audit Name Fill-In Audit Name Fill-In Audit Name Fill-In
1 | TOTAL PAID CREDITS 13 | TOTAL BALLS PLAYED 30 | 400.0M—799.9M SCORES
2 | FREE GAME PERCENTAGE 14 | TOTAL EXTRA BALLS 31|800.0M—1.19B SCORES
3 |AVERAGE BALL TIME 15 | EXTRA BALL PERCENT 3| 1.2B+ SCORES
4 | AVERAGE GAME TIME 16 | REPLAY 1 AWARDS 33 | AVERAGE SCORES
5 |COINS THRU LEFT SLOT 17 | REPLAY 2+ AWARDS 34| SERVICE CREDITS
6 | COINS THRU RIGHT SLOT 18 | TOTAL REPLAYS 35 | PROPRIETARY
7 | COINS THRU CENTER SLOT 19 | REPLAY PERCENT 36 | PROPRIETARY
8 |COINS THRU 4TH SLOT 20 | TOTAL SPECIALS 37 | PROPRIETARY
9 | TOTAL COINS 21| SPECIAL PERCENT 38 | TOTAL BUYIN GAMES
10| TOTAL EARNINGS 22 | TOTAL MATCHES 39 | EXTRA BALL BUYINS
11 | METER CLICKS 23 | HIGH SCORE AWARDS 40| E.B. BUYIN REPLAYS
12 | SOFTWARE METER 24 | HIGH SCORE PERCENT 41 | EXTRA BALL BUYIN HSTDS
: 25 | TOTAL FREE PLAYS 42 | LEFT DRAINS
26 | TOTAL PLAYS 43| CENTER DRAINS
27 | 0.0M—89.9M SCORES 44 | RIGHT DRAINS
28 | 100.0M—199.9M SCORES 45| SLAM TILTS
29| 200.0M—399,9M SCORES 46 | TOTAL BALLS SAVED
A GOLDENEYE
a0 AUDITS 47-90
- Audit Name Fill-In Audit Name Fill-In Audit Name Fill-In
47 | L STAND-UPS COMPLETE 62 | SCOOF MULTIBALL READY 77 | EJECT OR DIE STARTED
48 | SHOOTOUT LIT 63 | SATELLITE MULTIBALL 78 | EJECT OR DIE DEATH
49 | SHOOTOUT COMPLETE 64 | TANK MULTIBALL 79 | LEFT FLIPPER USED
50 | R STAND-UPS COMPLETE 65 | TANK MBALL VIA SCOOP 80 | RIGHT FLIPPER USED
51| TANK EJECT SHOTS 66 | TANK MULTIBALL ABORT 81 | PROPRIETARY
52 | SCOOP SHOTS 67 | MBALL RESTART LIT g2 | TOTAL REGULAR PLAYS
53 | RIGHT RAMP SHOTS 68 | MBALL RESTART AWARDED 83 | AVG. REGULAR GAME TIME
54 | CENTER RAMP SHOTS 69 | MULTIBALL JACKPOTS 84 | REGULAR GAME MBALLS
55 | LEFT RAMP SHOTS 70 | SUPER JACKPQOTS 85 | REGULAR GAME REPLAYS
56 | EJECT TARGET SHOTS 71| SATELLITE JACKPOTS 86 | TOTAL NOVICE PLAYS
57 | GOLDENEYE LETTERS 72 | VIDEO MODE 87 | AVG. NOVICE GAME TIME
58 | GOLDENEY COMPLETED 73 | XENIA EXTRA BALLS 88 | NOVICE GAME MBALLS
59 | 007 ENCOUNTERS 74 | GOLDENEYE 89 | NOVICE GAME REPLAYS
60 | MULTIBALL READY 75 | POP BUMPER VISITS 90 | AVG. NOVICE BALL SAVES
61| TANK MULTIBALL READY 76 |EJECT OR DIE LIT
CPU Version: Date Audited:
GOLDENEYE Display Version: Section 3 Audited By: .
Page 32 Replay Level Score: Chapter 3 Location: Audits




Section 3 Chapter 3 of 7

Go To Audits Menu
Overview

The Portals™ Service Menu System provides 90 Audit Functions for accounting purposes and for evaluation of
game difficulty adjustments. The Audit Functions are split into 3 groups. The first group, Earnings Audits, are the
first 12 most-used audits. The second group, Sega Audits, are the game play generic audits (13-46). The last
group, Goldeneye Audits, are the game plag specific audits (47-90). Each group may be viewed manually after
entering the Portals™ Service Menu (see Chapter 1, Introduction, of this section). All audits can be viewed at a
glance with the Game Audit Table provided on the previous page.

GO TO AUDITS MENU

With the game in the Attract Mode, open the Coin Door and press the Black "BEGIN TEST" Button.
Select the "AUD" Jcon in the MAIN MENU with either Red "LEFT" or Green "RIGHT" Button and press
the Black "ENTER" Button. The AUDITS MENU appears.

Important Notes:

and press the Black

Exit any sub-menu and return to the MAIN
MENU by selecting & activating the "PREV"

| Icons. If no Icons appear in the display

| because of a testing function or special

i display (e.g. "Help"), press any button to exit.

pressed.)

. Selecting & activating the "HELP" /con from
any display will show a help screen. (An
explanation of each Mini-Icon at that level will
cycle continuously until any active button is

EARNINGS AUDITS (1-12)

Erom the AUDITS MENU, select the "EARN" /con with either Red "LEFT" or Green "RIGHT" Button
"ENTER" Button. Select and activate the "RIGHT ARRO

Selecting & activating the "QUIT" /con from any
display will exit the Service Session.

Selecting & activating the "ARROW" Icons
selects the next or previous audit in the group.

EEIT

" Jcon to view the 1st

v
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_El:lﬁ audit in this group. Continue to select either of the "ARROW" [cons to view each audit one at a time.
The display will describe the audit number, the audit name, and the audit total or value. The current audit
will remain in the display until the next audit is chosen or when the sub-menu is exited.
| Au. Ne| | Audit Name || Audit Definition 5
Au.1  Total Paid Credits Provides the total number of paid credits.

This percentage is derived from dividing Audit 25, Total Free Plays, by

Au.2  Free Game Percentage Audit 26, Total Plays.
- In seconds, the average ball time is derived from the total play time
Au.3 AverageBall Tima divided by Audit 13, Total Balls Played.
Au.4  Average Game Time The average game time is expressed in minutes and seconds.
Au.5 Coins Thru Left Slot Provides the total amount of coins registered through the left slot.
Au.6 Coins Thru Right Slot Provides the total amount of coins registered through the right slot.
Au.7 Coins Thru Center Slot Provides the total amount of coins registered through the center slot.
Au.8 Coins Thru 4th Slot Provides the total amount of coins registered through the fourth slot.
Au.9 Total Coins Provides the total amount of coins registered through all the slots.
: The total cash value accumulated since the last Factory Restore
Au.10  Total Earnings occurred (see Chapter 5, Go to Reset Menu, of this section).
; Provides the total number of money clicks accumulated. (Based on
Au. 11 Meter Clicks the country's lowest coin denomination used for the game credit.)
Provides the continuing total of Meter Clicks. This audit cannot be
Au.12  Software Meter reset; the display shows the constant addition of Meter Clicks.
Section 3 GOLDENEYE
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|SEGA AUDITS (13-46)

.| From the AUDITS MENU, select the "SEGA" Icon with either Red "LEFT" or Green "RIGHT" Button
and press the Black "ENTER" Button. Select and activate the "RIGHT ARROW" /con to view the 1st
audit in this group. Continue to select either of the "ARROW" /cons to view each audit one at a time. The
display will describe the audit number, the audit name, and the audit total or value. The current audit will
remain in the display until the next audit is chosen or when the sub-menu is exited.

[Au. Ne] | Audit Name | | Audit Definition 7
Au. 13 Total Balls Played Provides the total of regular and extra balls.
Au. 14 Total Extra Balls Provides the total number of extra balls awarded.
Au.15 Extra Balls Percent IEghpzeécv_argzglc_;glgygerwed from dividing Audit 14, Total Extra Balls, by
Au. 16 Replay 1 Awards Provides the total awards (credit, extra ball, or audit) for level 1.
p
Au.17 Replay 2+ Awards Eigjf\:écries the total awards (credit, extra ball, or audit) for level(s) 2 or
Provides the total awards (credits, extra balls, or audit only) for
Au.18  Total Replays exceeding replay score levels.
The replay total awards for exceeding replay score levels. This
Au. 19 Replay Percent percentage is derived from dividing Audit 18, Total Replays, by Audit
26, Total Plays.
Au.20  Total Specials SP‘;g\éiigieSs the total awards (credits, extra balls, or scores) for making
: This percentage is derived from dividing Audit 20, Total Specials, b
. Au.21 Special Percent Al ditpz-s, Total Pl e 9 P y
& Provides the total credits awarded for matching the last two digits of
(e} the score with the system-generated Match Number at the end of the
= Au.22 Total Matches game. Percentage of match credits is adjustable from 0% to 10% by
w Ad. 11, Match Percentage, if enabled. (See Chapter 4, Go to
—i Adjustments Menu, of this section.)
> . . : =
; the tot dit d High-S -To-
g_ Au.23 High Score Awards nglgggre: otal credits awarded for exceeding the High-Score-To
(7 Au.24 High Score Percent gg?li Scﬁ;czesrjt%% IISP{Ij;;!s\TEd from dividing Audit 23, High Score Awards,
Au.25 Total Free Plays g;g%\::iida?g tgﬁ Jﬁa;\altér};ee credits for replays, High-Score-To-Date,
This total is derived by adding the sum of Audit 1, Total Paid Credits,
Au. 26 Total Plays and Audit 25, Total Free Plays. Note that free credits are not recorded
in the Audit until they are actually used.
Provides the total number of games the Player's final score was
Au.27  0.0M—99.9M Scores between 0 and 99,999,990 points,
. Provides the total number of games the Player’s final score was
Au.28  100.0M—199.9M Scores between 100,000,000 and 199,999,990 points,
Provides the total number of games the Player’s final score was
Au.29  200.0M—399.9M Scores {1060 200,000,000 and 399,999,990 points.
Provides the total number of games the Player’s final score was
Au.30  400.0M—799.9M Scores between 400,000,000 and 799,999,990 points.
Provides the total number of games the Player’s final score was
Aus|  BOGOM—1:198 Seofes between 800,000,000 and 1,199,999,990 points.
Provides the total number of games the Player's final score was over
Au.32  1.2B+Scores 1,200,000,000 points.
This total is derived from adding the Final Score of each game to a
Au.33  Average Scores table and dividing this sum by Audit 26, Total Plays.
GOLDENEYE Section 3
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Sega Audits Continued.

Audit Name

]

-

Audit Definition

Provides the total number of Service credits added to the game. (See

Au.34 Service Credits Chapter 1, Introduction [Access & Use] for instructions on how to
receive Service Credits.)
Au. 35, : Provides information to the game designer to aid in design
36, 37 Proprietary development (not for consumer use).
Provides the number of times a player utilized the Buyin Feature. The
Au. 38 Total Buyin Games Buyin Feature is adjustable using Ad. 34, Buyin Type. (See Chapter 4,
Go to Adjustments Menu, of this section.)
Provides the total number of times the Extra Ball Buyin Feature was
Au. 39 Extra Ball Buyins used. The Extra Ball Buyin Feature is adjustable using Ad. 34, Buyin
Type. (See Chapter 4, Go to Adjustments Menu, of this section.)
3 Provides the total number of replay awards that resulted from the use
Au.40 E.B. Buyin Replays of Audit 39, Total Extra Ball Buyins.
. Provides the total number of times in which use of the Exira Ball Buyin
Au.41  Extra Ball Buyin HSTDS Feature resulted from beating the High-Score-To-Date (HSTD).
Au. 42 Left Drains Provides the number of times the ball drained out the left drain.
Au. 43 Center Drains Provides the number of times the ball drained out the center drain.
Au. 44 Right Drains Provides the number of times the ball drained out the right drain.
Au. 45 Slam Tilts Provides the number of times the Slam Tilt switch was activated.
Provides the total number of times the Total Balls Saved Feature was
Au.46 Total Balls Saved used. This feature is enabled at the start of each ball and is disabled

as soon as the ball makes contact with 5 game switches or allocated
time expired.

" GOLDENEYE AUDITS (47-90)

From the AUDITS MENU, select the "007" /con with either Red "LEFT" or Green "RIGHT" Button and
press the Black "ENTER" Button. Select and activate the "RIGHT ARROW" Jcon to view the 1st audit

QOT | in this group. Continue to select either of the "ARROW" [cons to view each audit one at a time. The

display will describe the audit number, the audit name, and the audit total or value. The current audit will

remain in the display until the next audit is chosen or when the sub-menu is exited.
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Au. N2

:

l Audit Name

B &

Audit Definition

Provides the total number of times the Left Stand-Up Targets were

Au. 47 L Stand-Ups Complete completed as a set.
Au. 48 Shootout Lit Provides the total number of times the Shootout Lit Mode was lit.
Au.49 Shootout Complete Eor%f;?:iseétjle total number of times the Shootout Video Mode was
Au.50 R Stand-Ups Complete (I;’;?:‘!li;lieetsé éh:sigtasle?.umber of times the Right Stand-Up Targets were
; Provides the total number of times the ball went through the Trap Door
Au.51  Tank Eject Shots via the Right Ramp and was ejected to the Top Lanes or Shooter Lane.
Au.52 Scoop Shots Provides the total number of times the ball was ejected from the Scoop.
2 Provides the total number of times the ball entered and exited the
Au.53  Right Ramp Shots Right Ramp (not through the Trap Door).
Au.54 Center Ramp Shots (F;g)r;igreg ;}r\ﬁpt‘otal number of times the ball entered and exited the
Au.55 Left Ramp Shots EI:;\E&S the total number of times the ball entered and exited the Left
Section 3 GOLDENEYE
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Goldeneye Audits Continued.

007 | AuditName | Audit Definition
Au.56 Eject Target Shots Provides the number of times the ball shot hit the Eject Target.
Au.57 Goldeneye Letters Provides the number of times the Goldeneye Letters were collected.
Au.58 Goldeneye Completed Provides the number of times the Goldeneye Feature was completed.
Provides the number of times the 007 Encounters Feature was
Au. 59 007 Encounters completed.
Au.60 Multiball Ready ‘:Pc:ﬁ;i:ctigg the number of times Regular Multiball was ready to be
; Provides the number of times the Tank Multiball was ready to be
Au.61  Tank Multiball Ready collected using the Right Ramp via the Trap Door.
; Provides the number of times Scoop Multiball was ready to be
Au.62 Scoop Multiball Ready collected using the Scoop.
. i Provides the number of times Satellite Multiball was ready to be
Au.63  Satellite Multiball collected using the Satellite.
Au. 64 Tank Multiball Provides the number of times Tank Multiball was completed.
Au.65 Tank MBall via Scoop g(r:%\:)iges the number of times Tank Multiball was completed via the
Au.66 Tank Multiball Abort gruo:i_?_iﬁs the number of times Tank Multiball was aborted using the
gger.
Au. 67 MBall Restart Lit Provides the number of times Multiball Restart was it.
Au.68 MBall Restart Awarded Provides the number of times Multiball Restart was collected.
Au.69 Multiball Jackpots Provides the number of times Jackpots were collected during Multiball.
Au.70  Super Jackpots aﬁngﬂ:ﬂs the number of times Super Jackpots were collected during
Au.71  Satellite Jackpots zraorrllcéeg Efti‘mj"?:mber of times Jackpots were collected during Multiball
Au.72 Video Mode Provides the number of times the Video Mode was played.
Au. 73 Xenia Extra Balls Provides the number of times Xenia Extra Balls were awarded.
Au.74 Goldeneye Provides the number of times the Goldeneye Final Feature was played.
Provides the number of times the ball entered the Pop Bumpers.
Au.75 Pop Bumper Visits Multi%le hits on the bumpers count as one visit until any other switch is
closed. :
Au.76 Eject or Die Lit Provides the number of times the Eject or Die Feature was lit.
Au. 77  Eject or Die Started Provides the number of times the Eject or Die Feature was started.
Au.78  Eject or Die Death Eggwldes the number of times the Eject or Die Feature resulted in
Au.79 Left Flipper Used Provides the number of times the Left Flipper was activated.
Au. 80 Right Flipper Used Provides the number of times the Right Flipper was activated.
: Provides information to the game designer to aid in design
Au.81  Proprietary development (not for consumer use).
Au. 82 Total Regular Plays Provides the total Regular Games were played.
Au. 83 Avg. Regular Game Time Provides the average game time of Regular played games.
Au.84 Regular Game MBalls ggar\:llges the number of times Multiballs were played in a Regular
Au.85 Regular Game Replays g?r\;]ls.es the number of times replays were awarded in a Regular
Au. 86 Total Novice Plays Provides the total Novice Games were played.
GOLDENEYE Section 3
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Goldeneye Audits Continued.

oy \ Audit Name 4' r Audit Definition J
Au. 87 Avg. Novice Game Time Provides the average game time of Novice played games.

Au.88 Novice Game MBalls Eg)r\rr]iges the number of times Multiballs were played in a Novice

Au.89 Novice Game Replays (P;‘r;r\:]ig.es the number of times replays were awarded in a Novice

Au.90 Avg. Novice Ball Saves Provides the average number of times the Feature "Ball Save"

(Freeze) was used to maintain the ball time criteria for a Novice Game.

Audit Note: 1st Way to Reset Audits

To reset audits, from the MAIN MENU, select the "ADJ" [con. See Chapter 4, Go to Adjustments Menu,

ADT of this section.

Audits

EAR | Select the "SEGA" [con, from the ADJUSTMENT MENU, and advance to Adj. 8, Reset Coin
il Audits, with the "RIGHT ARROW" Jcon. Select the "+" Icon to change setting to YES. When
. enabled, the Coin Audits (5-11) will be reset to zero.

* Advance to Adj. 9, Reset Game Audits, with the "RIGHT ARROW" lcon. Select the "+" lcon to
change setting to YES. When enabled, all the audits will be reset to zero, except for the Coin
Audits (5-11) and Audit 12, Software Meter (the only audit which cannot be reset to zero).

Audit Note: 2nd Way to Reset Audits

To reset audits, from the MAIN MENU, select the "RESET" Icon. See Chapter 5, Go to Reset Menu, of
this section.

Selection of the "COIN" lcon, from the RESET MENU, will reset the Coin Audits (5-11) to zero.

Selection of the "AUD" Icon, from the RESET MENU, will reset all audits to zero,
except for the Coin Audits (5-11) and Audit 12, Software Meter (the only audit which
cannot be reset to zero).

Section 3 GOLDENEYE
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GOILDENEYE
GAME ADJUSTMENT TABLE

Some adjustments have a “Drop-Down" Table where further customization is required.

SEGA
ADJUSTMENTS 1-43
Adjustment Name Factory Setting Adjustment Name Factory Setting
REPLAYS: FIXED/MANUAL -,,,, 5o+ | 10% 23 | DEFAULT HIGH SCORE #3 1,950,000,000
REPLAY LEVELS ., cown- 1 24 | DEFAULT HIGH SCORE #4 1,800,000,000
REPLAY AWARD CREDIT 25 | DEFAULT HIGH SCORE #5 1,650,000,000
FREE GAME LIMIT 5 26 | DEFAULT HIGH SCORE #6 1,500,000,000
EXTRA BALL LIMIT 3 27 |HSTD RESET COUNT 2,000
GAME DIFFICULTY 5., pon- MODERATE | 28 | FREE PLAY NO
GAME PRICING ., poun- USA7 29 | CUSTOM MESSAGE ON
RESET COIN AUDITS NO 30 | ATTRACT MODE MUSIC ON
RESET GAME AUDITS NO 31 | FLASH LAMP POWER NORMAL
RESET HIGH SCORES NO 32 | COIL PULSE POWER NORMAL
MATCH PERCENTAGE 9% 33 | MINIMUM GAME TIME OFF
BALLS PER GAME 3 34 |BUYIN TYPE OFF
TILT WARNINGS 1 35 | EXTRA BALL BUYIN COUNT 1
REPLAY BOOST YES 36 | GAME RESTART YES
CREDIT LIMIT 30 37 |[EXTRA BALL PERCENTAGE 25%
ALLOW HIGH SCORES YES 38 | BILL VALIDATOR NO
HIGH SCORE #1 AWARDS 3 39 | TOURNAMENT MODE NONE
HIGH SCORE #2 AWARDS 1 40 | EUROPEAN TOKEN DISPENSER | OFF
19 | HIGH SCORE #3 AWARDS 0 41 | SPECIAL MEMORY YES
20 HIGH SCORE #4 AWARDS 0 42 | LOCATION ID 00
21 | DEFAULT HIGH SCORE #1 2,400,000,000 | 43 | GAME ID 00
22 | DEFAULT HIGH SCORE #2 2,100,000,000
GOLDENEYE

ADJUSTMENTS 44-51

, ngT Adjustment Name Factory Setting Adjustment Name Factory Setting
44 | MBALL RESTART MODERATE | 51 | NOVICE MODE ENABLED YES
45 | EXTRA BALL MEMORY ON
46 | LOCK BALL CRITERION MODERATE
47 |"DIE" KILLS FLIPPERS YES
48 | SATELLITE ENABLED YES
49 |RIGHT RAMP FEEDS POPS NO
50 | GUN ENABLED IN SHOOTOUT YES
GOLDENEYE Section 3
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Chapter 4 of 7
Go To Adjustments Menu

Overview

The Portals™ Service Menu System provides 51 Adjustment Functions to vary game difficulty or customize (i.e.
adjusting High Score Levels, the number of balls per game, Extra Ball Buyin, Game Pricing, Default High Scores,
etc.). The Adjustment Functions are split into 2 groups. The first group, Sega Adjustments, are the game play
generic adjustments (1 -43{5 The second group, Goldeneye Adjustments, are the game play specific adjustments
(44-51). Each group may be viewed manually after entering the Portals " Service Menu (see Chapter 1,
Introduction, of this section). All adjustments can be viewed at a glance with the Game Adjustment Table
provided on the previous page. If a value is changed, the display will indicate REQUEST INSTALLED.

GO TO ADJUSTMENTS MENU

With the game in the Attract Mode, open the Coin Door and press the Black "BEGIN TEST" Button.
Select the "ADJ" lcon in the MAIN MENU with either Red "LEFT" or Green "RIGHT" Button and press
ADT | the Black "ENTER" Button. The ADJUSTMENTS MENU appears.

Important Notes:

Exit any sub-menu and return to the MAIN
MENU by selecting & activating the "PREV"
Icons. If no Icons appear in the display
because of a testing function or special ouI
display (e.g. "Help"), press any button to exit.  [GUTT

Selecting & activating the "QUIT" [con from any
display will exit the Service Session.

Selecting & activating the "HELP" lconfrom g In Adjustments, selecting & activating the gt

any display will show a help screen. (An Icon decrements the value setting. Selecting &

explanation of each Mini-lcon at that level will activating the "+" /con increments the value

cycle continuously until any active button is setting.

pressed.) [4EH Selecting & activating the "ARROW" lcons
selects the next or previous adj. in the group.

SEGA ADJUSTMENTS (1-43)

From the ADJUSTMENTS MENU, select the "SEGA" /con with either Red "LEFT" or Green "RIGHT"
Button and press the Black "ENTER" Button. Select and activate the "RIGHT ARROW" [con to view
| the 1st adjustment in this group. Continue to select either of the "ARROW" [cons to view each

== adjustment one at a time. Select either the "-" or "+" [cons to change the value, if desired. The display
will describe the adjustment number, the adjustment name, and the adjustment total or value. The current
adjustment will remain in the display until the next adjustment is chosen or when the sub-menu is exited.
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Adjustment Name l l Adjustment Definition \

|Adj. Ne

Adjust for percentage of awards for Replay Levels (1% through 50%).
Lower the automatic value to 0% and the display will indicated Fixed.
Replays may be adjusted either for fixed levels or for a system-
adjusted manual percentage of replay awards. Four levels may be
selected. Adjustments allow awarding of a credit or an exira ball as
each level is exceeded. Wi1}l11 ine manual peizcent}?gedfeawge, irf]the
. . B actual replay percentage is higher or lower than that desired, the

Adj.1  Replays: Fixed/Manual game coFranutes new recommended manual percentage score(s).
When the coin door is subsequently opened the player disrlays
indicate the recommended level and a sound is made to alert the
operator of a potential change. This new level is entered into
adjustments simply by pressing the Black "ENTER" Button. (If the
coin door is closed or the operator enters the Portals™ Service Menu,
the replay level is not changed.)

Adjust the number of replay levels to be active (1 to 4). Once the
number of Replay Levels has been selected, a "Drop-Down” Table
appears showing Replay Level 1. Adjust Replay Level 1 between
100M - 9.99B. Adjust Replay Level 2, 3 and/or 4 respectively.

Adj.2 Replay Levels

Section 3 GOLDENEYE
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Sega Adjustments Continued.

| S

Set for replays to award: CREDIT, EXTRA BALL, NONE or SPECIAL
(When score threshold is achieved, a Playfield Special is lit.)

Adjust the max. # of free games that may be accumulated per game;
0-9.

Adjust the max. # of extra balls that may be accumulated per game;
1-9or OFF.

Set to EXTRA EASY, EASY, MODERATE, HARD or EXTRA HARD.
(Note: Additional game features which are not adjusted may also
change when adjusting this adjustment; see below table.) Default is
MOD%RATE. Any one of the INSTALL settings (in a "Drop-Down"
Table) for this adjustment may be activated to automatically select
settings for multiple adjustments affecting game difficulty. Select and
activate the "-" or "+" Jcons to choose the difficulty level required.
After activation, the individual adjustments may be readjusted, if
desired. Refer to the Install Adjustment Table below for details.

| Adjustment Name Adjustment Definition

Adj. 3

Replay Award

Adj. 4 Free Game Limit

Adj.5 Extra Ball Limit

Adj.6 Game Difficulty

Adjustments which Adj. 6 Adj. 6 Adj. 6 Adj. 6 Adj. 6
change when set to: Extra Easy Easy Moderate Hard Extra Hard
(44) MBall Restart EXTRA EASY EASY EASY HARD EXTRA HARD
(45) Extra Ball Memory ON ON ON ON OFF
(46) Lock Ball Criterion EXTRA EASY EASY EASY HARD EXTRA HARD
(47) "Die" Kills Flippers NO NO YES YES YES

Play Rules: Novelty & 5-Ball, plus Add-A-Ball Settings

The following three combinations are recommended for situations where local laws restrict certain game features
regarding the use of replays or the number of balls per game:

(7
D
N
g
(o]
=
w
>
2

Novelty Play Rules - Set to establish recommended settings for no free play or extra balls:

Adj. Adjustment Name Setting Adj. Adjustment Name Setling
1 Replays: Fixed/Manual Fixed 5 Extra Ball Limit 00
2 Replay Levels None 11 Match Percentage Off
3 Replay Award None 17 High Score #1 Awards 3
4 Free Game Limit 00 18 High Score #2 Awards 1
5-Ball Play Rules - Set to establish recommended settings for 5-ball play:
Adj. Adjustment Name Setting Adi. Adjustment Name Setting
1 Replays: Fixed/Manual 07% 8 Extra Ball Limit 3
2 Replay Levels 1 11 Match Percentage 4
2] Replay Award Credit 12 Balls Per Game 5
4 Free Game Limit 5 17 High Score #1 Awards 3
18 High Score #2 Awards 1
Add-A-Ball Settings-To disable awarding of credits and provide awards with an extra ball:
Adj. Adjustment Name Seiting Adj. Adjustment Name Setling
3 Replay Award Extra Ball 16 Allow High Scores No
4 Free Game Limit 00 17-20 High Score #1 - #4 00
11 Match Percentage Off Awards
GOLDENEYE Section 3
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Sega Adjustments Continued.
‘ Adjustment Name 4] r Adjustment Definition

There are two methods available for coin switch programming:
Standard & Custom. Standard pricing uses a single adjustment as
Adj.7 Game Pricing seen in the first display. See the Standard Pricing Table. If "Custom"
is selected, a "Drop-Down" Table appears. Select a pricing scheme
shown in the Custom Pricing Table as seen below.

With Adjustment 7 set to CUSTOM operating the Enter Button again initiates a drop down menu representing coin
switch pulses for the left, right, center and fourth coin slots. The prescribed the number of pulses are required for
one credit. For example, if Left Coin Pulses, was set to 02 and Coin Switch Pulses Required for 1 Credit, to 01 a

coin in the left slot would produce two credits. Further, if Left Coin Pulses, was set to 01 and Coin Switch Pulses
Required for 1 Credit, to 02, two coins in the left slot would be required for one credit.

Coin Switch Pulses Required for Bonus Credit may be set to post bonus credits when a minimum amount of
coins are inserted at one time. For example, if Left Coin Pulses was set to 01, Coin Switch Pulses Required for 1
Creditto 01 and Coin Switch Pulses Required for Bonus Credit to 04, one credit would be posted for each of the
first three coins in the left slot and two credits for the fourth coin.

Standard/Custom Pricing - Set for the desired pricing scheme from the Standard Pricing Table as indicated on the
dot matrix display. For Custom Pricing, set to CUSTOM. When set to CUSTOM, the following adjustments are
utilized to tailor each individual coin chute.

Left Coin Switch Pulses - Set the number of pulses registered for closure of the left coin switch; 00 to 99.

Right Coin Switch Pulses - Set the number of pulses registered for closure of the right coin switch; 00 to 99.
Center Coin Switch Pulses - Set the number of pulses registered for closure of the center coin switch; 00 to 99,
4ath Coin Switch Pulses - Set the number of pulses registered for closure of the fourth coin switch; 00 to 99.

Coin Switch Pulses Required for 1 Credit - Set the number of coin switch pulses required to post one credit; 00
to 99. '

Coin Switch Pulses Required for Bonus Credit - Set the number of coin switch pulses required to award the
1st bonus credit(s); 00 to 99.

e
v
=

=

T

<

m
[,

9

e}
(9]
Q

vy

Coin Switch Pulses Required for 2nd Bonus Credit - Set the number of coin switch pulses required to award
the 2nd bonus credit; 00 to 99.

Credits awarded for 1st Bonus - Set the number of credits awarded for achieving the first Bonus level;
00 to 99.

Custom Pricing Table

Coin Mechs Adjustments :
: : : Pulses | Credit
3 Left Right Mid Ath Pulses | Pulses
Left Right | Center | 4th g ’ay s/Coins Pulses | Pulses | Pulses | Pulses | /Credit | /Bonus /2nd /1st

Bonus | Bonus
1/25¢ 3/50¢ 01 01 04 00 (0} ] 02 00 o1
25¢ 25¢ | $1.00 [N/U 1/25¢ 5/$1.00 01 01 04 00 o1 04 00 01
1/25¢ 6_1&1 .00 05 05 20 00 04 20 00 01

1/10S o1 02 02 00 02 00 00 00

55cH | 10scH| 10scH [N/U 1/10S 4/30S 04 08 08 00 06 00 00 00
1/30p 2/50p 5/21 01 15 06 02 03 00 00 00

10p | £1 | 50p |20p|  1/50p 3/£1 01 15 | 05 | 02 05 00 00 | 00
1/30p 4/E1 01 12 05 02 03 00 00 00

20¢ | $1.00 | NU |N/U| 1/60¢ 2/$1.00 o1 05 00 00 03 05 00 o1

Standard Pricing Table

on the next page.
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Adj. 7 Standard Left | Center | Right | Right Pricing Scheme Explained
Pricing Select 1stSlot | 2ndSlot | SrdSlot | 4th Slot Number of "Plays" for Price Amount Shown
USA1 25¢ $1 25¢ 1/25¢
USA 2 25¢ | $1 | o5¢ 1/50¢ | 2/75¢ | 381 |
USA 3 25¢ $1 25¢ 1/50¢
USA 4 25¢ 25¢ 1/50¢
USA 5 25¢ $1 25¢ 1/50¢ 5/$2 e
USA6 25¢ $1 25¢ 1/50¢ | 2/'4X25¢" | 3/$1 (bill) g Ppometo
USA 7 # 25¢ $1 25¢ 1/50¢ | 4/$1.50 |  6/$2 Lo
Austria 58 10S 108 1/10S 2/158 3/20S
Australia 20¢ $A 1 $A2 1/$A 1 2/8A 2
Australia 2 20¢ $A 1 $A 2 1/8A 1 2/$A 2
Belgium 5BF | 20BF | 50BF 1/20 BF | 3/50 BF
Canada 25¢ | 25¢ |Can$ 1 1/50¢ | 2/75¢ | 3/Can$1 |
Denmark 1 1DKr | 5 DKr | 10 DKr | 20 DKr 1/3DKr | 2/5 DKr
Denmark 2 1DKr | 5DKr | 10 DKr | 20 DKr | | 1/2DKr | /5 DKr | 7/10 DKr |
Finland 1Fmk | 5Fmk 1/5Fmk | 4/10Fmk
France 1 + 1 Fr 5 Fr 10Fr | 20 Fr 1/3 Fr 2/5 Fr 510 Fr | 11/20 Fr
France 2 1 Fr 5 Fr 10 Fr | 20 Fr 1/5 Fr 310 Fr | 7/20 Fr
France 3 1 Fr 5 Fr 10Fr | 20Fr 1/3 Fr 2/5 Fr 4/10 Fr | 9/20 Fr
Germany 1 1DM 2DM 5DM 1/1 DM | 5/5DM
Germany 2 1DM 2DM 5DM 1/1DM 6/5DM
Germany 3 # 1DM 2DM 5DM 1/2DM 2/3DM 3/4DMe6 6/6DM
Greece 50Dr 100Dr 1/50Dr | 3/100Dr
Holland (See Netherands)
Hungary 10Ft | 10Ft | 20 Ft 1/20 Ft | 3/40 Ft
Iltaly 1 500 Lit 500 Lit 1/500 Lit
Iltaly 2 500 Lit 500 Lit 1/1000 Lit | 3/2000 Lit
Japan 100¥% 1/100¥% 3/200%
Korea 100Won 100Won 1/100Won
Netherlands 1 1Fls. | 1Fls. |2.5Fls. 1/1Fls. | 3/2.5 Fls.
Netherlands 2 # 1Fls. [25Fs.| 5Fls, 1/1Fls. | 3/25 FIs. | /5 Fls. |
New Zealand 1 $NZ 1 $NZ 2 1/$NZ 1 | 2/$NZ 2
New Zealand 2 $NZ 1 $NZ 2 1/$NZ 1 | 3/$NZ 2
Norway 1 10 NKr | 5 NKr | 20 NKr 2/10 NKr | 1/5 NKr | 4/20 NKr |
Norway 2 10 NKr | 5 NKr | 20 NKr 1/10 NKr | 3/20 NKr
Spain 100Pts 500Pts 1/100Pts | 6/500Pts
Sweden 1SKr | 5SKr | 10 SKr 110 SKr | 2/15 SKr | 3/20 SKr |
Switzerland 1 # 1SwF | 2 SwF | 5 SwF 1/1 SwF | 6/5 SwF
Switzerland 2 1 SwF | 2 SwF | 5 SwF 1/1 SwF | 3/2 SwF | 9/5 SwF |
UK 1 10p | 50p 1£ 20p 1/50p 31g '
UK 2 10p | 50p 1£ 20p 1/40p 318
UK 3 # 10p 50p 1€ 20p 1/50p
Yugoslavia 5 Din 5 Din 1/5 Din
# Default Factory Setting
GOLDENEYE Section 3
Chapter 4 Adjustments
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Sega Adjustments Continued.

| Adjustment Name | l Adjustment Definition

Default is NO. Select the "+" Icon to change to YES. 4\ When
enabled, all Coin Audits (Audits 5-11), will be reset to zero.

Defetl:llltdis IHO. dSeIect t|l;1e “+" lcon to change to'YES. £ When

; : enabled, all audits will be reset to zero, except for the Coin Audits

Adj.9  Reset Game Audits (Audits 5-11) and Audit 12, Software Meter (the only audit which
cannot be reset to zero).

When enabled (set to YES) the High Score Levels and associated
Adj. 10 Reset High Scores initials will be restored to the backup settings when the "+" lconis
selected and activated.

Set Match percent from 00% to 10% or OFF. At 00% the match
display occurs at the end of the game but never awards a credit.

Adj.8 Reset Coin Audits

Adj. 11 Match Percentage

Adj. 12 Balls Per Game Adjust the number of balls per game; 2 to 5. Default is 3.

Adijust the number of plumb bob tilt switch closures before the ball in
play is tilted; 1, 2, 3 or OFF.

Set to YES or NO. When set to YES, exceeding a replay will set a
temporary replay level for each time a replay level is surpassed. This
Adj. 14 Replay Boost new level will equal the previous replay level (when the replay was
awarded) plus 50 Million for each following game, until the replays
have all been played. At this time the previous level is resumed.

Adj. 13  Tilt Warnings

Adjust the maximum number of credits that may be posted; 4 to 50.

Adj. 15 Credit Limit Default is 30.

-
Vi
Note: There are 4 of the 6 High Score Levels with associated player initials that are displayed during the attract =
mode. This provides a High-Score-To-Date feature. When players exceed these levels, the player initials may 2’_
be entered to replace the previous ones. These levels may be adjusted to award credits and to be reset to B
backup values after a selected number of games. "
: ; Set to enable (set to YES) or disable the four high score levels by c
Adj. 16 Allow High Scores setting to zero. 0
et
; : Adjust the number of awards (0 to 4) awarded for exceeding level 1 <
Adj. 17 High Score #1 Awards (the highest of the four levels). a
Adj. 18 High Score #2 Awards Adjust the number of awards (0 to 3) awarded for exceeding level 2.
Adj. 19 High Score #3 Awards Adjust the number of awards (0 to 2) awarded for exceeding level 3.
Adj. 20 High Score #4 Awards Adjust the number of awards (0 to 1) awarded for exceeding level 4.
Adjust the score level to which the world record, (level 1) (the highest
Adij. Default High Score of the four levels) may be altered. This adjustment is not affected by
21-26  #1-4#6 Adj. 27, HSTD Reset Count. Adjust the backup score to which levels

2 - 6 may be reset, respectively.

HSTD (High Score To Date). Adjust the number of games between
automatic resets of high score levels to backup settings and ball time
averager adjustments; 100 to 9,900 or OFF (no reset or adjustment).
Default is 2,000.

Adj. 28 Free Play When set to YES, no coins are required for games.

Set to ON or OFF. When set to ON, this function is used to establish
a custom message periodically displayed during the attract mode. Set
the feature to CHANGE selecting the "+" /con The letter Ais indicated
Adj. 29 Custom Message in the first position in the display. Vary the letter by operating the left
and right flippers. With the desired letter indicated, depress the Start
Button to lock in the letter and advance to the next character. Repeat
this procedure until the desired message is completed in the display.

Set to ON or OFF. When set to ON, attraction music is played
between games.

Adj. 27 HSTD Reset Count

Adj. 30 Attract Mode Music

Section 3 GOLDENEYE
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Sega Adjustments Continued.

[ Adjustment Name

/1

Adjustment Definition

Flash Lamp Power

Set to NORMAL, DIM or OFF. When set to NORMAL the flash lamps
are active, when DIM the flash lamps impulse power is reduced by
25% and when OFF the flash lamps will not flash.

Coil Pulse Power

Set to NORMAL, HARD or SOFT. When HARD the coil pulse power
is increased by 12.5% of the normal pulse rate. When set to SOFT
the coil pulse power is decreased by 12.5% of the normal pulse rate.
These adjustments are provided to compensate for Low Line or High
Line voltage conditions where the solenoids appear to kicking too
weak or too hard. Adjust as required.

Adj. 33

Minimum Game Time

Default is OFF. Set between 0:01 - 8:59 for minimum game time. If
the last ball in play drains prior to what the game time is set for,
another ball will be served into the shooter lane and normal play will
continue. Subsequent balls will continue to do be served into the
shooter lane if the last ball still drains prior to and up until minimum
game time is satisfied.

Adj. 34

Buyin Type

Set to Extra Ball Buyin. When set to EXTRA BALL, the game is set
to Extra Ball Buyin. When set to FEATURE, the game is set to Game
(Feature) Buyin. Set to OFF to make Buyin Type inoperative.

Adj. 35

Extra Ball Buyin Count

1,0 or UNLIMITED. Defaultis 1. Allows the operator to adjust the
number of Exira Ball Buyins allowed after normal game play. Review
Section 2, Chapter 1, Game Operations & Features for details.

Game Restart

Set to YES or NO. When set to YES, a new game may be started
during any ball after the first ball is completed (if credits are available).
(Note-Pressing start during the first ball will add additional players.)
When set to NO, the game disables the Start Button after the first
ball until the final ball is in play. Review Section 2, Chapter 1, Game
Operations & Features for details.

Extra Ball Percentage

Set from 0 to 50. Allows the operator to adjust how frequently the
Extra Ball feature is made available to the player.

Bill Validator

Set to YES or NO. When set to YES , the dis lay, in game attract
mode, will show an "Insert Bill Animation". When set fo NO, the
display, in game attract mode will show "/nsert Coin Animation'".

Adj. 39

Tournament Mode

Set to NONE, PINBALL EXPO, IFPA-PAPA or HOME. Tournament
Mode determines the default conditions to quickly prepare a game for
tournament play. When this setting is changed all audits will be reset
and all adjustments will be initiated to the particular style selected.
The game will then return to game over attract mode, as if a Factory
Reset had been performed. NONE - Same as a Factory Reset
conditions. IFPA-Straight 50¢ play, no replay, no Extra Ball, no High
Scores, 2 Tilt Warnings and No Match. PINBALL EXPO-PAPA-
Same as IFPA settings exceFt Free Play is enabled. HOME-Sets
game for Free Play, extra ball play, no replay, 10% Match & Extra Ball
percent 30%.

Adj. 40

European Token Dispenser

Set to ON or OFF. When set to ON, the operator can enable the
"knocker" cable in the cabinet to drive an external device without the
game giving a replay.

Adj. 41

Special Memory

Set to YES or NO. When set to YES, the lit ‘Special light will be
retained in memory from ball to ball for the same player. When set to
NO, the lit ‘Special’ light will go out at the end of each ball.

Location ID

00 to 9999. Allows the operator to assign a location identification
number to the audit print-out sheet. (Will not be affected by Factory
Reset.) See Chp. 5, Go to Reset Menu & Chp. 6, Go to Printer Menu,
of this section for more details on Factory Reset & Printing.

Adj. 43

Game ID

00 to 9999. Allows the operator to assign a game identification
number to the audit print-out sheet. (Will not be affected by Factory
Reset.) See Chp. 5, Go to Reset Menu & Chp. 6, Go to Printer Menu,
of this section for more details on Factory Reset & Printing.

GOLDENEYE
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!—E GOLDENEYE ADJUSTMENTS (44-51)

From the ADJUSTMENTS MENU, select the "007" lcon with either Red "LEFT" or Green "RIGHT"
Button and press the Black "ENTER" Button. Select and activate the "RIGHT ARROW" /con to view
OIT | the 1st adjustment in this group. Continue to select either of the "ARROW" cons to view each
adjustment one at a time. Select either the "-" or "+" lcons to change the value, if desired. The display
will describe the adjustment number, the adjustment name, and the adjustment total or value. The current

adjustment will remain in the display until the next adjustment is chosen or when the sub-menu is exited.

| Adj. N2 Adjustment Name | | Adjustment Definition

Set to EXEASY, EASY, MODERATE, HARD or EXHARD. Default is
EASY. Determines how Multiball can restart.

Set to ON or OFF. Default is ON. When set to ON, the lit ‘Extra Ball

Adj. 44 MBall Restart

: light will be retained in memory from ball to ball for the same player.
Adj. 45 Extra Ball Memory \frﬁen set to OFF, the lit ‘Extra Ball’ light will go out at the end of each
all.

Set to EXEASY, EASY, MODERATE, HARD or EXHARD. Default is
MODERATE. Determines how the Lock Ball Feature is played.

Set to YES or NO. Default is Yes. When set to YES in the Eject or
Adj. 47 "Die" Kills Flippers Die Feature, if the player fails to complete, the game kills the flippers
and ends that ball (much like "tilting").

Set to YES or NO. Defaultis Yes. When set to YES, the Satellite
functions (motor & magnet) are enabled. When set to NO, these

Adj. 46 Lock Ball Criterion

Adj. 48 Satellite Enabled functions are turned off. Use this adjustment in the event the Satellite
fails, so game play can continue until the Satellite is repaired or
replaced.

Set to YES or NO. Default is No. When set to YES, in Single Ball
F}:Iay, the ball shot to the c}i-'light Ramp will auldomaticaily be diverted
. . through the trap door under the tank, ejected into the orbit around to
Adj. 49 Right Ramp Feeds Pops the Shooter Lane, with the Auto Ball Launch then firing the ball back
into the Pop Bumper area. When set to NO, the ball is diverted into
the trap door according to Standard Game Rules.

Set to YES or NO. Default is Yes. When set to YES, the Auto Ball
Launch will fire in the Shootout Video Mode.

Slel to YESI or NO. Dﬁtault i?\]Yes. \Ig\:her(l setéo I}’ES beforﬁ game

; . play, the player can choose Novice Play (a 1-Ball Game with a

Adj.51  Novice Mode Enabled guaranteed play time). When set to NO, this feature is turned off, and
defaults to Regular Game Play.

Adj. 50 Gun Enabled In Shootout

i
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Custom Pricing

To go directly to Adjustment 7, Game Pricing, from the ADJUSTMENT MENU, select the "CUST" Jcon
either Red "LEFT" or Green "RIGHT" Button and press the Black "ENTER" Button. See details of
LCUXET] this adjustment (Adj. 7) earlier in this chapter.

Film Star Reset

To reset the game with special settings (not the normal Factory Setting), from the ADJUSTMENT MENU,
select the "STAR" /con either Red "LEFT" or Green "RIGHT" Button and press the Black "ENTER"
Button. This setting is determined to be ideal for the home environment. See Chapter 5, Go to Reset
Menu, of this section, to change to factory defaults if changes made are not desired.

& | Adjustment Note: Resetting Adjustments

To reset adjustments, from the MAIN MENU select the "RESET" /con. See Chapter 5, Go to Reset
Menu, of this section.

Selection of the "FACT" /con, from the RESET MENU, will reset all adjustments to the Factory
Settings (except for Proprietary Adjustments). The display will return to the Attract Mode. To

erform any other functions, the system must be entered again bK pressing the Black "BEGIN
EST" Button on the coin door (see Chapter 1, Introduction, of this section).

! | Adjustment Note: Printing Game Information

To print audits, from the MAIN MENU select the "PRNT" /con. See Chapter 6, Go to Printer Menu, of this
section (special equipment required).

FENT
Selection of the "QUIK" /con, from the PRINTER MENU, will start a quick print.

v
.-% o T ]E Selection of the "ALISON" Icon, from the PRINTER MENU, will start a Full Printout
g- DUk ] (Downloads to a PC).
w <0H Selection of the "RESET" /con, from the PRINTER MENU, will reset the
A, total N° of copies value to zero.
b
= RESET
=4
%]
ot

Your Notes
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Chapter 5 of 7
Go To Reset Menu

Overview

The Portals™ Service Menu System provides three (3) functions to reset adjustments and/or audits back to the
Factory Setting. See Chapter 3, Go to Audits Menu, and Chapter 4, Go to Adjustments Menu, for the Game
Audits & Adjustments Information. If a Factory Reset is performed, the Service Session is exited and returns to
the Attract Mode. If reset of Coin or Game Audits is performed, the display will indicate REQUEST INSTALLED
and return to the RESET MENU. Please note that once reset, all customized settings are lost! Certain audits and
adjustments however cannot be reset (refer to the details below).

GO TO RESET MENU

With the game in the Attract Mode, open the Coin Door and press the Black "BEGIN TEST" Button.
Select the "RESET" /con in the MAIN MENU with either Red "LEFT" or Green "RIGHT" Button and
press the Black "ENTER" Button. The RESET MENU appears.

Important Notes:
' Exit any sub-menu and return to the MAIN MENU by selecting & activating the "PREV" [con.

Selecting & activating the "QUIT" [con from the display will exit the Service Session.

Selecting & activating the "HELP" con from the display will show a help screen.
(An explanation of each Mini-Icon at that level will cycle continuously until any active

HELF button is pressed.)

FACTORY RESET

From the RESET MENU, select the "FACT" /con with either Red or Green Button and press the Black
Button. 4\ All adjustments will be reset to Factory Settings (except for Proprietary Adjustments). The
display will indicate REQUEST INSTALLED and exit the Service Session. See Chapter 4, Go to
Adjustments Menu, of this section, for the Factory Settings in the Game Adjustment Table.

RESET COIN AUDITS

From the RESET MENU, select the "COIN" /con with either Red or Green Button and press the Black
Button. 4 All Coin Audits (See Fig. 1) will be reset to Factory Settings. The display will indicate
REQUEST INSTALLED and return to the RESET MENU. Coin Audits can also be reset from the
ADJUSTMENTS MENU, SEGA ADJUSTMENT 8. See Chapter 4, Go to Adjustments Menu, of this
After selecting this /con, all of the Coin Audits (5-11 ) are reset to zero.

RESET GAME AUDITS

From the RESET MENU, select the "AUD" Icon with either Red or Green Button and press the Black
Button. 4\ All Game Audits (See Fig. 2) will be reset to Factory Settings. The display will indicate
REQUEST INSTALLED and return to the RESET MENU. Game Audits can also be reset from the
ADJUSTMENTS MENU, SEGA ADJUSTMENT 9. See Chapter 4, Go to Adjustments Menu, of this
section. After selecting this /con, all of the Audits are reset to zero, except for the Coin Audits (Audits 5-11) and
Audit 12, Software Meter. Audit 12 is the only audit which cannot be reset.

et
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o Reset Coin Audits o Reset Game Audits
Eamings Audits (Coin Audits Only 5-11) Earnings (1-4), Generic/Specific Audits (13+)
Flg 1 Au. N2 Description Flg. 2 Au. N? . Description
1-4 | The first 4 Audits in the game. 1-4 | The first 4 Audits in the game.
5 | Coins Thru Left Slot 5 [Coins Thru Left Slot
6 | Coins Thru Right Slot 6 | Coins Thru Right Slot
7 | Coins Thru Center Slot 7 | Coins Thru Center Slot
8 | Coins Thru 4th Slot 8 | Coins Thru 4th Slot
9 |Total Coins 9 |Total Coins
10 | Total Earnings 10| Total Earnings
11| Meter Clicks 11 |MeterClicks
12 | Software Meter 12| Software Meter
13+ | The remainder of the Audits. 13+ | The remainder of the Audits.
Reset Section 3 GOLDENEYE
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Example:
From the MAIN MENU, use the Red or Green Buttons to select the "RESET" /con (GO TO RESET MENU).

ALD |FREWOUITIHEL
FACTORY RESET RESET

The RESET MENU now appears with the "FACT" Jcon (FACTORY RESET) flashing:

CAUTION: IF CUSTOMIZED SETTINGS ARE MADE TO THE GAME, DO NOT PRESS THE START BUTTON
OR THESE SETTINGS WILL BE LOST!

¥4
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Press the Black Button to activate this icon. This will reset all adjustments back to Factory Settings.

REQUEST INSTALLED

The REQUEST INSTALLED now appears momentarily and the Service Session is automatically exited with the
display returning to the ATTRACT MODE.

If the "COIN" or "AUD" /cons are chosen and activated, the affected audits (see previous page) will be reset, the
display will indicate REQUEST INSTALLED and return to the RESET MENU.

GOLDENEYE Section 3 Reset
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Chapter 6 of 7
Go To Printer Menu

Overview
I gPECIAL EQUIPMENT IS REQUIRED FOR THIS MENU

The Portals™ Service Menu System provides 3 Adjustment Functions to print information on a "Hand-Held"
printer, download game information to a Laptop PC or clear the printout count. A printer interface board,
hand-held printer and/or a special software program is required to run this menu. Entering this menu and
selection/activation of the lcons without this equipment/software will not affect the game.

| j GO TO PRINTER MENU

With the game in the Attract Mode, open the Coin Door and press the Black "BEGIN TEST" Button.
Select the "PRNT" /con in the MAIN MENU with either Red "LEFT" or Green "RIGHT" Button and
FRMT| press the Black "ENTER" Button. The PRINTER MENU appears.

Important Notes:

Exit any sub-menu and return to the MAIN
MENU by selecting & activating the "PREV"
Icons. If no lcons appear in the display
because of a testing function or special

Selecting & activating the "QUIT" Jcon from any
display will exit the Service Session.

RUIT
display (e.g. "Help"), press any button to exit.  [@UIT

Selecting & activating the "HELP" feonfrom  —= - In printer adjustments, selecting & activating the
any display will show a help screen. (An ‘ "or "+" Jcons is necessary to start a printout or

explanation of each Mini-Icon at that level will download.
cycle continuously until any active button is t
pressed.) [{a[EH Selecting & activating the "ARROW" /cons =
selects the next /previous /con in the sub-menu. )
M
s =
—=1QUICK PRINTOUT ADJUSTMENT (55) (Printer Interface) 5
J===4 From the PRINTER MENU, select the "QUIK" /con with either Red or Green Button and press the Black E
Button. Select the "+" lcon and press the Black Button to start the printout. Only the Earnings Audits v

RUIK| can be printed out to a "Hand-Held" Printer.

FULL PRINTOUT ADJUSTMENT (56) (Alison Interface)

From the PRINTER MENU, select the "ALISON" /con with either Red or Green Button and press the
Black Button. Select the "+" lcon and press the Black Button to start the download. As ecial software
program and a Lap Top PC is required. All game audits (Earnings, Sega & Game Specific) can be
retrieved.

Ne OF COPIES PRINTED ADJUSTMENT (57)

From the PRINTER MENU, select the "RESET" Icon with either Red or Green Button and press the
Black Button. Select the "+" lcon and press the Black Button to start the clear the "N of copies

printed" count total.

Print & Section 3 . GOLDENEYE
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PORTALS™ SERVICE MENU
PROBLEM/SOLUTION TABLE

Use this table for a quick simple solution(s) guide. For more technical assistance view Section 5.

HELF;

%
PROBLEM SOLUTION
e Check the Service Switch(es) for loose

Will not enter the Service Mode after depressing
the Black "BEGIN TEST" Button.

connections or bad Ground.

e Check the assoicated wiring harness to/from the
CPU Board Connector CN14.

e Check CPU Board, possibly failed.

Service Buttons (Red, Green and Black) are
nonfunctional.

» Check the Service Switches for poor
connections or broken wires.

The display blanks out.

e Check the Dot Matrix Display for loose wiring
harness connections.

» Check Bridge Rectifier 3 & 8 Amp Slo Blo Fuse.
Refer to the Game Manual.

Icons "scroll" along continuously in the MAIN
MENU.

e If the Service Switch Set and/or the Coin Door
was replaced, ensure the Locking Mechanism on
the Green Button is removed. If the Green
Button "clicks" and locks into an up/down position,
the Green Button has this lock switch. Remove it.
(Ref. to Service Bulletin #74.)

The Start and Flipper Buttons do not select or
activate /cons in the SWITCH TEST MENU.

e This is normal. These switches are deactivated,
as they are a part of the Switch Test. Use the Red
"LEFT" or Green "RIGHT" & Black "ENTER"
Buttons in this Sub-Menu (See Chapter 1).

Some Icons appear non-functional in the PRINTER
MENU(S).

e If no printing equipment is connected, the "-"
Icon, "+" Icon and "RUN" Icon will appear not to
function (See Chapter 5).

Some /cons appear non-functional in the
GAME SPECIFIC MENU under the
DIAGNOSTICS MENU.

o If there is no other test under this Menu, the "Left
Arrow" & "Right Arrow" Icons will appear not to
function. The remaining /cons should function as
normal. Note: If there is no Game Specific
Special Test, the "GAME SPECIFIC" /con will not
invoke another display.

The display returns to the ATTRACT MODE
exiting the Service Session from the FACTORY
RESET MENU.

e This is normal. Aftera FACTORY RESET, the
Service Session is automatically exited (See
Chapter 4).

In COIL TEST MENU, the coils and flashlamps
do not fire after activating the "RUN" /con.

e Ensure the POWER INTERLOCK SWITCH (See
figure on front inside cover) is pulled out.

Can’t move selection of /con with the Left and/or
Right Flipper Buttons.

e Check the Flipper Buttons for loose connec-
tions or bad Ground and refer to the Game
Manual Flipper Troubleshooting Flowchart.

In Portals™ Service Menu, the volume cannot be
adjusted with the Red or Green Buttons.

e The Volume adjustment can only be made when
the Service Menu is exited. The Volume Mode is
entered by pressing the Red "VOLUME" Button.
Then use the Red or Green Button to increase/
decrease volume. (Red "LEFT" decrements;
Green "RIGHT" increments.)

GOLDENEYE
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Chapter 7 of 7

Go To Help Screen

Overview

The Portals™ Service Menu System provides help screens in each display (except if the display is in a testing
mode). Each screen is basic and some terms may vary. At the beginning of each chapter in this section, lcons
are shown and described to give detail of the particular function of the individual /cons. The table on the previous
page was designed to help answer some questions of situations which may arise.

1GO TO HELP SCREEN

With the game in the Attract Mode, open the Coin Door and press the Black "BEGIN TEST" Button.
Select the "HELP" Jcon in the MAIN MENU with either Red "LEFT" or Green "RIGHT" Button and press
HELF1 the Black "ENTER" Button. The HELP SCREEN appears cycling through the different icon usages

pertinent to that menu level.

MENU HELP SCREEN
USE THE RED OR GREEN BUTTONS
TO CHANGE THE SELECTED ICON.
PRESS THE BLACK BUTTON TO
ACTIVATE THE SELECTED ICON.
THE FLIPPER & START BUTTONS
FUNCTION IN THE SAME WAY.

Important Notes:

Exit any sub-menu and return to the MAIN
MENU by selecting & activating the "PREV"
Icons. If no lcons appear in the display

EM because of a testing function or special
display (e.g. "Help"), press any button to exit.  [GITT]

Selecting & activating the "HELP" con from =H These "Mini-lcons" vary in functionality
any display will show a help screen. (An depending in what sub-menu they are used.
explanation of each Mini-Icon at that level will BUH Refer to the beginning of each chapter in this

Selecting & activating the "QUIT" /con from any
display will exit the Service Session.
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HELF cycle continuously until any active button is section for the function they serve in that menu
= pressed.) [l or select the "HELP" /cons in the display
where the [con in question is being used.
[PRALY

Review Chapter 1, Introduction, on how to enter the Portals™Service Menu. The chapter outlines the entire
Portals™Service Menu. View the Icon Tree in this manual which describes the names and menu descriptions of

each lcon. View the display, after selecting and activating either of the "HELP" or "?" Icons. v
Review Chapter 2, Go to Diagnostics Menu, to find all the tests needed to troubleshooting the game.

Review Chapter 3, Go to Audits Menu, and Chapter 4, Go to Adjustments Menu, to gather play information and to
customize the game to vary difficulty of play or to change functions of the game.

Review Chapter 5, Go to Reset Menu, to reset audits and adjustments to Factory Settings.

Review Chapter 6, Go to Printer Menu, to start downloading or printing functions. Special equipment is required
for this function.

This concludes the Portals™Service Menu. Review the Table of Contents at the be%inning of this manual, and
the detailed Table of Contents for Section 3 to quickly find the information required. The remainder of the sections
in this manual will cover all the parts in this game and Frovide heljlgful information to aide in trouble- shooting. If
questions still arise after reading this section completely, call our Technical Support Department.

Section 3 GOLDENEYE
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Chapter 1 of 2|

Parts Identifcation & Location
(The Pink Pages)

Overview

This section provides the part numbers and locations of the elements in the pinball game. The parts are arranged
in basically four groqu: Backbox, Cabinet, Above and Below Playfield. (Some parts may be considered both

above & below the playfield. The part will be grouped where it is predominant.) Generic parts which may change
as production continues (quantity and/or size) are listed together. The quantity indicates if that part is used in this
game. Since quantity changes may occur, an item indicating "0° may be used. Compare the item which needs to
be replaced with the drawings provided. The posts, sockets, bulbs and rubber rings are drawn actual size. Some
parts which are complex (made up of numerous parts) will be noted in detail in Chapter 2, Assembly Drawings.

Section 4, Chapter 1
Table of Contents

Backbox
General Barts. .. ...conmsomssimssiipmis it ol
Backbox Bulbs & Sockets.........cucincrinsnssersesananes 65-67
Backbox Cabinet
| GENBTAl PATS . cinsensiisvinsmisssinsstssessiinimmassbossnsssapburne 3D
Above Playfield
Major ASSeMBIIES.......cocuccuiusinmiremsimmsessnsasssssssssssianscrennss 90
RAMDS .vievissssscinssininsssabinesoansimssmunssssssssansymsrsssssemsuasonnsssssb OF
Rails & Ball GUIES ......ccourmmrmrsmsseseissnisessassassnsisesssssassasss D0
Butyrate, Decals & Mylar.......cccoiniminienssssessesesnensn 39
General Parts.........ccoreeuermerersssessmsesssnssnissssssssnssnsssasssnanss 00
Rubber Parts (Actual SiZe) ....umuesseessesssesssnsesssssnsesanens 61
Metal Posts & Spacers (Actual Size) ......uwsesesessssessiansn 62
Plastic Posts & Spacers (Actual Size).....c.umesssussesesessn.63
Wedge Bulbs & Sockets (Actual Size).......coummrurarnesss:. 65
Bayonet Type Bulbs & Sockets (Actual Size)......... 66-67 Y
S
Below Playfield a
Wedge Base Bulbs & Sockets (Actual Size) ....suer:--65 i
Bayonet Type Bulbs & Sockets (Actual Size)......... 66-67 <
Lamp Boards .......ccccccmcesusmensenssanssssssssssssssassssenssesanenss 64 g
e
o
a
5]
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Backbox - General Parts Removal of...:

Insert (Item 9):

(Not Shown)

* Undo latch (ltem 10)
& swing completely
open.

e Disconnect wire
harness.

e Push up insert until

o = L A N BE E K3 - female hinges (ltem
. i A W | | 12) are freed from

male hinges (Item 11).
¢ Reverse procedure to

4
Display

reinstall.

Speaker Panel (ltem 18):

Please see the Power CPU I Sound e On the upper left of
inside cover for S I Board the panel, push down
fuse descriptions upply ' on tEne Push Button
and locations. Board a )

Release Assy.(ltem 18l)
releasing the Lock Pin
(ltem 8) & swing back.

e Disconnect wire
harness.

e Lift out right side of
panel/hinges (18C)
from the backbox..

e Reverse procedure to
reinstall.

2-Flipper
SSFB

» 1/ O Power Driver
' Board

Item 8 snaps Display item 188 s located
into ltems behind 18A. Item 18F
jatI:J located Controller is located between

in back, Board Items 18B & 18A.

[tem 18C is

located in
back.
7]
(5] N® | Part Name SPIPart N° | N2 | Part Name SPI Part N
o 1 | Backbox Header (Not Used) T, 18 | Goldeneye Speaker Panel Assembly 500-5995-00-42
(o] 2 | Back Box Lock 355-5008-00 | ORDERING ABOVE (ITEM 18) ASSEMBLY PART N2 WILL INCLUDE:
S X ot 18 y 5 A 128 X 32 Dot Matrix Display Bd. i+ 520-5052-00
IS 3| rNeuthioe Suli ey xie 545:5072-02 {1 B iy Gentrolier Bodr § 520-5055-01
S5, 4 | Display Power Supply Board f 520-5138-00 C  Panel Hinge (Female) éQty. 2) 390-5026-00
CPU / Sound (2 X 4MB) Board t 520-5136-42 D  Speaker Panel (Hinged) 525-5365-03
9 S : E  Goldeneye Speaker Plexi w/Arwork 830-5643-00
E 6 |/ O Power Dr;:er BDdElI'd i 520-5137-00 E gla“ckgh%%dxp . - 535-6437-00
74 7 | 2-Flipper SSFB Boar 520-5080-00 peakers 4X4 Quam 89-9572 e 031-5004-00
- : H  Goldeneye Speaker Grill w/Artworlc (Qty. 2) | 830-5644-00
8 | Lock Pin / Lock Pin Bracket Assy. 500-5916-01 | | pysh Button Release Assembly 515-6481-00
ERING ABOVE (ITEM 8) AS LY PART N2 INCLUDE: J  Push Button Release Bracket 535-7582-00
—  Lock Pin 530-5397-00 K* 7/16" X %4" Self-Adhesive Foam 2.6 Ft. 626-5026-00
— Lock Pin Bracket 535-7564-00 L* Ground Straps X.XX". (replace "-Xx" withthe | 600-5006-XX
— 3/8" - 24 Jam Nut (Qly. 2) 240-5319-00 o Iinchess Equ(i;e{ij a.E. 4= ‘éM'.kBtct.) aiys) 77 50n0i00
* i . _AD. 3-Lu nd- ong Socke .8 e
9 ; Gl.oldeneye Ba;kbox Light Fnsgrt f\ssy, 505-6003-42-42 | . i gulb o B) g (Qty L
10 * | Lights Insert Slide Latch Special 535-7554-00 O* 8q. Light Covers, (see ColorChartatendal | 550-5019-XX
11 * [ Lights Insert Hinge Male (Qty. 2) * 390-5014-01 Sec. 4, Chp. 2 & replace the *-XX* withe number,)
12 * | Lights Insert Hinge Female (Qty. 2) * 390-5014-00 " E{;&I;ﬂgzﬁllfl?:?P?}eﬁlg%rplay 245:5452:02
13 * | Backglass Clear 26'5" x 19%" * 660-5018-00 | 19" | Controller Bd. to Dot Matrix Display Bd,) | 036-5260-00
4 * | Goldeneye Backglass Artwork * 830-5242- + | Ribbon Cable, 20-Pin * (CPU/Sound Bd.
1 . . : ST 42:00 | 29 to |/O Power Driver Board) 036-5000-04
15 * | Plastic Extrusion 267/1¢ 545-5018-08 : T
= = : e 24 * | Ribbon Cable, 26-Pin * (CPU/Sound Bd. 036-5001-00
16 * | 18%4" Plastic Extrusion * (Qty. 2) 545-5018-09 to Display Controller Board) 2 '
17 * | Glass Channel 267/1" * 545-5021-02 | 22 * | Fuse Description Decal 820-6152-42
Note: An asterisk ( * ) indicates items are not noted in the pictorial. T When ordering PC Boards with ROMS, please specify the Game.
1T Indicate Manufacturer.
GOLDENEYE Section 4 Parts ldentification

Page 54 Chapter 1 & Location



Cabinet - General Parts

’ IL,:lllul;| 19

Ne | Part Name SPI Part N2 2 | Part Name SPI Part N2
1 |"007" Gun Assy. (See Sec. 4, Chp. 2) 500-5698-01 16 | Plumb Bob Tilt Assembly 500-5023-00
o | Flipper Button Assembly Red (Qty. 2) 500-5026-32 RDERING ABOVE (ITEM 16) A BLY PART N® WILL INCLUDE:
8 | Fippet PawerSwiten, Loft 180-5122:00 | 188 Tit Haneet Ao Glached to “16A") 296.651-00 i
4 * | Flipper Power Switch, Right * 180-5122-00 16C Tilt Plumb Bob (Attached to "16B") 535-5029-00 =
5 | Leg (Black) (Qty. 4) 535-5020-50 16D Tilt Contact Wire 535-7563-01 o
6 | Leg Bolt %16 x 25" Hex %' . (Qly.8)|_231-5001-01 |17 | Gash Box Plastic Bottom 545-5090-00 g
7 | Leg Bolt Back Plate (Qty. 4) 535-5703-00 18 | Cash Box Lock Bracket (wire) 535-7562-00 ;"
8 | Leg Leveler %' - 16 X 3" (Qly. 4) 500-5017-00 19 | Cash Box Cover (Validator) 535-5013-03 c
g | Power Box Sub-Assembly 515-5360-00 20 * | Playfield Glass (T.F) 21" x 43"~ 660-5001-00 o)
ORDERING ABOVE (TEM.9) SUB-ASSY, PART NEWILLINCLUDE; | 21 | Side Amor - Left & Right 535-7297-00 -5
9A Power Box 535-5932-00 24 | Front Molding Lockdown Assembly 500-5020-01 2
S S 180500801 5« Fron Mokdng - Black” 500.6757:01-00
98 Beceﬁﬁl Cup for Line Cord ?gg-g g gggg 26 |M HOI:: L?ckEMalsl. (Frer:zlag -02) " . 325-5008-01
9 ne Filte - 27 | Rear Plastic Ext. Playfield Glass 20%" 545-5038-00
gg gﬁggﬁqﬁﬁggﬁ.&% ;gggggégg og | Mounting Foam Rubber for Ext. 626-5001-00
B e ey | 2o |Flekocnamel ofa g 545501700
10 | Power Sw, DPST Toggle (Under Cab.) 180-5001-00 g? gzg;hbz); :ll:;gz ;?;tm g}g‘ggg;‘g?
11 | Service Switch Set (RED, GRN, BLICBUTTONS) 180-5012-03 - = : = -
12| Dual Switch Assembly 500-5808-00 32* an Doo.r (with Validator) USA gnly : 500-5018-171
SR EENE ARV e TS AR TR WILLINGRUDEs 33~ | Sde & Pivot Support Brackst Right S o080 0
12A Memory Protect Switch 180-5000-00 34 | Slide & Pivot Support Bracket Left 535-5990-00
1%?} lzr;rlgrlkoct Switeh ;3 gg:g ; gg-_gg 35 * | Playfield Suppoﬁ Bar (Stay Arm) * 535-5019-00
19 Trarfsfomr 0ol 5 36 | Start Button Switch Assserni:.:iy (Orange) 500-5728-07
14 | Speaker - Round - 8" 031-5005-00 37 | Hex Key Allen Wrench >/1g 777-0001-00
15 | Speaker Girill 7° x 7" 535-6830-00 |Note: An asterisk (*) indicates items are not noted in the above pictorial.
Parts Identification Section 4 GOLDENEYE
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Playfield - Major Assemblies

o

O

v
D
)
=5
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o
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+
i

N¢ | Assembly Name PG.t Part N° N2 | Assembly Name PG.t Part N®
1 ‘007" Gun Assembly pg 70| 500-5698-01 10 | Power Scoop Assembly Pg 76 | 500-5862-00-42
2 | Auto Ball Launch Assembly Pg 70 | 500-5477-01-42 | 11 | Kick Big Assembly pa76 | 500-5862-00-42
3 | 5-Ball Trough Assembly Pg 71| 500-5989-15-42 | 12 | Tank Trap Door Plunger Assy. pg 77 | 500-5940-01-42
4 | Lock Ball Assembly Pg 71| 500-5684-01 13 | Satellite Launch Ramp Assembly | pg 77 | 500-6004-00-42
5 | Ball Trough Enter/Exit Scoop Assy. | pg 71 | 533-7329-01 14 | Satellite Assembly Pd 78 | 500-6000-00-42
B6A | Flipper Assembly, Lower Right pg72| 500-5944-02 15 | Satellite Motor Base Assembly pPg 79 | 500-5982-00-42
6B | Flipper Assembly, Lower Left pg73| 500-5944-12 16 | Up-Down Metal Ramp Plunger Assy. | pg 80 | 500-6058-00-42
7 | Turbo Bumper Assemblies (Qly. 3) | pg 74 | See Sec. 4, Chp. 2 | 17 | Back Panel Assembly pg 85 | 500-6001-00-42
8 | Slingshot Assemblies (Qty. 2) pg75| 500-5849-01 18 | Between Flipper Magnet Assy. pg 85 | See Sec. 4, Chp. 2
9 | Tank Kick Big Assembly Pg 75 | 500-5862-02-42 | Note: An asterisk ( * ) indicates items are either in / on the cabinat.
T See Section 4, Chapter 2, Assembly Drawings (with indicated page #) to identify the components of each assembly above,
GOLDENEYE Section 4 Parts Identification
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1

- Playfield - Ramps ¥

ball exit 2
5
g
ar )
I 2 ‘

ball enter

Item A, Center/Left Return Wire Ramp
is shown with the Plastic Ramps for ball
exit paths & is not a part ltems 1 & 2.
ball exit 3 if

didnt go thru
trap door

ball rells over
wp/down ramp
fo wire ramp

ball enter

v
ot
—
]
(=
<
c
o
o
(9]
Q
v

Item B, Right Return Wire Ramp, is
shown with the Ramps for ball exit
paths & is not a part ltems 3 & 4.

1
o
'\ ball IIXJ e

== ) (e )i
N¢ | Ramp Name PG.t Part N° N2 | Ramp Name PG.t Part N°
1 | Left Plastic Ramp Assembly pa 81| 500-5997-00-42 | 4 | Up-Down Metal Ramp & Flat Rail Assy. | pg 80 E -00-
2 | Right Plastic Ramp Assembly pa 82 | 500-5998-00-42 | A | Center/Left Return Wire Ramp n/a 515-6335-00
3 | Center Plastic Ramp Assembly | pg 84 | 500-5999-00-42] B | Right Retum Wire Ramp n/a 515-6336-01

+ See Sec. 4, Chp. 2, Assy. Drawings, for details of Items 1-4,

Parts Identification Section 4 GOLDENEYE
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Playfield - Rails and Ball Guides

w
m
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N¢ | Rail Name SPI Part N Ne | Ball Guides / Wire Forms Name SPI Part N2
1 Flat Metal Rail To Scoop Left Side 535-7366-00 A | Retum Lane Ball Guide Long Clear (Qty, 2) 550-5037-01
2 | Flat Metal Rail To Scoop Right Side 535-7367-00 B | Ball Guide Rail 5-3/4" (Qty. 2) 535-5356-00
3 | Flat Metal Rail Right Inner Loop (Orbit) 535-7368-02 C | Ball Guide Rail 4-1/2" 535-5356-14
4 | Flat Metal Rail over 4-Bank Left Side 535-7583-00 D | 1" Wire Form (Qty. 4) 535-5300-05
5 | Flat Metal Rail over 2-Bank Right Side 535-7526-00
6 | Flat Metal Rail Left Inner Loop (Orhbit) 515-6311-00
7 | Flat Metal Rail Outer Loop (w/no parts) 515-6310-02
8 | Wood Rail Right Side 525-5411-00
9 | Wood Rail (Short) Right Outlane K25.5413-00
10 | Wood Rail Left Side 525-5412-00

GOLDENEYE Section 4 Parts |dentification
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Parts Identification
& Location

Playfield - Butyrate, Decals and Mylar

Ne | Screened/Clear Butyrate Name| SPI Part N°
Butyrate Sheet Screened/Clear (1-22) 830-5482-XX

Note: To order entire sheet use above number with "-XX'; for
individual pieces replace the "-XX" with appropriate number.
Attention: Individual pieces may not be available.

Note: An asterisk

The followina last 2-digits were not used on 830-5482-XX: -21
(*) indicates items are not noted in the pictorial.

1 | Playfield Right Side 830-5482-01
1A | Playfield Right Side Upper Level 830-5482-01A
2 | Playfield Left Side 830-5482-02
3 | Right Retum Lane 830-5482-03
4 |LeftRetum Lane 830-5482-04
5 | Right Slingshot 830-5482-05
6 | Left Slingshot 830-5482-06
7 * | Key Chain Style A * 830-5482-07
8 | Under Satellite Back 830-5482-08
8A | Under Satellite Front 830-5482-08A
g | Center Plastic Ramp 830-5482-09
gA | Center Plastic Ramp Upper Level 830-5482-09A
10_| Top Right Pop Bumper 830-5482-10
10A | Top Right Pop Bumper Upper Level 830-5482-10A
11 | Bottom Arch Shooter Lane Cover 830-5482-11
12 | Playfield Top Left Comer 830-5482-12
13 | Playfield Top Right Comer 830-5482-13
14 * | Key Chain Style B * 830-5482-14
15 * | Key Chain Style C * 830-5482-15
16 * | Cabinet Back Protect * 830-5482-16
17 | Back Panel Prolect 830-5482-17
18 | 'Lock Ball' Sign 830-5482-18
19 | "Tank Multiball* Sign 830-5482-19
20 | "007 Center Target' Sign 830-5482-20
21 Not Used it e o

Ramp Cover (Right Ramp) * 830-5482-22

Ne | Decal Name SPI Part N© | N2 | Mylar Name SPI Part N2
D1 * | Complete Decal Sheel for GoLDENEYE 820-6132-XX M1 * | Mylar Sheet Complete for GOLDENEYE B820-5853-XX

Note: To order entire sheet use above number with *-XX";
Altention: Individual decals may not be available.

Note: To order entire sheet use above number with "-XX"; for
individual pieces replace the "-XX" with -00 for Pop Bumper Area;
-02 for Satellite Launch Ramp Area (-01 is an extra circular piece)

Some main decals are; -01 Center Ramp; -02, -03, -13 Pop Bumpers;
-04 Satellite Launch Ramp; -05 Flight Ramp; -07 Arch Center,
-09 Arch Left: -11 Arch Right; -20 007" Sign; -22 Left Flipper Bat;

-23 Right Flipper Bat; all decals note the 2-digit number on the decal.

vy
e
L
(1]
(=W
<
-
9
]
(%)
(/]
(7]

M2 * | Mylar Carriage Bolt Covers (Qty. 2) 820-5041-00

M3 * | Mylar Pad-Retum Lane Ball Drop (Qty. 2)| 820-5815-00

M4 *| Mylar Slingshot Protect (Qty. 2) 820-5821-00
Section 4 GOLDENEYE
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Playfield - General Parts

Ne | Above Playfield Part Name SPI Part N®
1 | Bottom Arch Assembly (Plastic) 500-8005-00-42
L ORDERING ABOVE (ITEM 1) ASSEMBLY PART N® WILL INCLUDE:
Bottom Arch (Plain) 545-5302-07
#6 X 3/8" PPH (Qty. 3) 232-5000-00
Boliom Arch Shooter Lane Cover 830-5482-11
2 | 115" Steel Balls (Qty. 5) 260-5000-00
3 | Pop Bumper Cap Red (Qly. 3) 550-5057-02
s [ERERRSImA e [sisstaaoros
6| SR e nee oo |515-5133-01-04
7 | Mini-Mars Light Cover Red (Qly. 2) 550-5031-02
8 | Mini-Mars Light Cover Yellow (Qty. 2) 550-5031-06
9 * | Rubber Light Cover Green (Qty. 8) * 545-5014-04
10 * | Rubber Light Cover Yellow (Qty. 1) * 545-5014-06
11 * | Rubber Light Cover Orange (Qty. 2) * 545-5014-07
12 | Top Lane Mini-Hoods Red (Qty. 4) 550-5061-02
13 | Module Stand-Up Target Clear 500-6075-00
14 | 1-Way Ball Gate & Mtg. Brkt. Assembly | 500-6071-00-42

ORDERING ABOVE (ITEM 14) ASSY. PART N® WILL INCLUDE;

1-Way Ball Gate Mounting Bracket
1-Way Ball Gate F!ag
1-Way Ball Gate Rebound Hinge

535-7656-00
535-7668-00
635-5372-08

Satellite Dish - Screened

545-5627-04

Note: The above item Is part of the Satellite Assy., 500-6000-00-42;
a Major Assembly. See Section 4, Chapter 2, for balance of items,

Spot Light Reflector

545-5409-01

Note: The above item s a part of the Center Plastic Ramp Assy.,
500-5999-00-42, a Major Assembly, See Section 4, Chapter 2, for
balance of items (or any other items attached to the ramp).

17

Helicopter

545-5672-00

545-5673-00

Note; The above ilems are a part of the Right Plastic Ramp Assy.,
500-5998-00-42 a Major Assembly. See Section 4, Chapter 2, for
balance of items (or any other items attached to the ramp).

19 | Narrow Rect. Yellow Stand-Up Target 500-5857-06
19A | Narrow Rect. Green S-U Target (Qtty. 6) 500-58657-04
20 | 1" 8g. White Stand-Up Target (Qty. 2) 500-5232-08
1" 8q. Blue Stand-Up Target (Qty. 4) 500-5232-05
Note: See Section 4, Chapter 2, (last page) for balance of items of
above Target Assemblies.

2 | Below Playfield Part Name SPI Part N
21 | Playfield Hanging Bracket (Qty. 2) 535-5216-03
22 | Playfield Support Slide Bracket (Qty. 2) 535-6862-02
23 | Edge Slide Bracket (Qty. 2) 535-5988-00
24 | Pivot Pin Bracket Assembly (Qty. 2) 500-5329-00

ORDERI VE (ITEM 25) ASSY. TN WILL NOT INCLUDE:
Pivot Bracket Screws (Qity. 4) 237-5907-00
T-Nuts (Qty. 4) 240-5101-00

25 | Outlane Adjustable Post Plate 535-5091-00

2 | The Playfield SPI Part N2

P1 * | Playfield Screened (No Parts) * 830-5142-00

P2 * | Playfield Complete with all Parts * 505-68004-42-42

Note: An asterisk (*) indicates item is not noted in the illustration,

For rubber parts, metal & plastic posts, sockets & bulbs, see the
following pages in this chapter. Also see Sec. 4, Chp. 2 for Assy.
breakdowns of parts.

GOLDENEYE
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23" 1.D.

215" 1.D

How to measure:

Lay ring over circle of closest size. [f you see the outside edge of the

(does not exist)

24" 1D,

circle, move to one ring smaller. With the correct size you will see
the Inside edge of the circle around the inside of the rubber ring.
Please note: The rings will s tr e t ¢ h with use. Always go to the size
smaller. (1.D.=Inside Diameter; O.D.=Outside Diameter)

13" 1.D.

Rubber Bumpers (Qty. 5) are all located on
o the following assemblies:
e Auto Ball Launch e Lock Ball » Trough VUK
« Tank Kick Big = Power Scoop

vy
e
|5
0
o
<t
[=|
2
i
(9
/)
V]

o

(&) L

E 16 1.D. ar’an 0.D.
. 194" 1.D. o

aF

=
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Tﬁ'é N° | Rubber Part Name ary.| Part N® N2 | Rubber Part Name arv| PartN?
g@| A | Rubber Bushing (Small) 0 | 545-5192-00 | 3 |2 1D, Black Rubber Ring 0 | 545-5348-08
= 2| B Small Flipper Rubber Ring 0 | 545-5207-00 | 4 | 1% 1.D. Black Rubber Ring 0 | 545-5348-21
;:}-;, C | Large Flipper Rubber Ring 2 | 545-5277-00 | 5 |1%"LD. Black Rubber Ring 1 | 545-5348-07
a g D | Rubber Bumper (Grommet) 5 | 545-5105-00 | & | 1%"1.D. Black Rubber Ring 5 | 545-5348-06
® S| _E | Bumper Post Rubber 0 | 545-5009-00 | 7 |1"1.D. Black Rubber Ring 2 | 545-5348-05
£5| E_|Post Rubber (Sleeve Short) 0 | 545-5151-00 | 8 |%"1.D. Black Rubber Ring 2 | 545-5348-0
a % G | Post Rubber (Sleeve Tall) 0 | 545-5308-00 | 9 | %" |.D. Black Rubber Ring 4 | 545-5348-02
3= 10 | ¥ys' .D. Black Rubber Ring 4 | 545-5348-01
2271 |2%"1.D. Black Rubber Ring 0 | 545-5348-20 | 11 | %" O.D. Black Rubber Ring _ 8 | 545-5348-19
%‘g 2 [ 2Y,' 1.D. Black Rubber Ring > | 545-5348-09 | 128 1. BLK Rubber Ring (Not Shown) | 0 | 545-5348-10
=

e
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Playfield - Metal Posts and Spacers (Actual Size) +

canusea
#8 Stop Nut
canusea  240-5102-00
#6 Stop Nut can use a
240-5105-00 v #6 Stop Nut
v 240-5005-00

can usea

can use a Post
Rubber Sleeve (Tall)
545-5308-00

h can use a

240-5102-00

#6 Stop Nut
240-5005-00

can Use a #6 T-Nut car can use a
L o Ho KEPS N A05008.00 240510400
ety S
33
34* 35* 3"
4 -.5!'!?6"'1, ?: r|":::IlltI Ifs 25 Tnsl?';ls 3 2
game. Use back cover n
ruler for measurement. 2%,
18 '
1 Illlustration Note: 1h [
Tapped Posts and 4
Spacers show one 19
example of the top 0
view for each type. &
! 20
s/all
21
3/4"
1 22 | | |
E- | 1 n 3 4 i
12 13 14 15 16 17 23 24 25 26 27 28 29 30 31
1" .|/4u 1/2|| 9f16 n %u 11/’5" 11r/5" 11‘,41' 11’,2u 13141-" 1%u 21! 21./4" 21é|| 25,%!1 )
o ary.| Part N° ° ary.| Part N° 8
1| Mini-Post-Wood Threaded 3 [ 530-5004-00 | 17 |Spacer 1%" Lg. X 5/,." X .144 |.D, 5 | 254-5014-02 S
2 | Mini-Post-Wood Thd. No Cut-Away | 0 [ 530-5004-01 | 18 | Spacer V4" Hex Tapped 6-32 1 | 254-5008-00 d'g
3 | Mini-Post-Machine Threaded 5 | 530-5005-00 | 19 | Spacer %" Hex Tapped 6-32 8 | 254-5008-03 |Ea
4 | Bumper Post -Machine Threaded 0 [ 530-5007-00 | 20 | Spacer %" Hex Tapped 6-32 1_| 254-5008-02 gg
5 | Post Fastening Screw Lg. #8-32 Top 4 | 530-5008-00 | 21 | Spacer %" Hex Tapped 6-32 1 | 254-5008-04 | £ 5
6A | Post Machine Screw #6-32 Top 17 | 5630-5012-02 | 22 | Spacer 1" Hex Tapped 6-32 0 | 254-5008-06 | c o
6B | Post Wood Screw #6-32 Top 1 [ 530-5010-02 | 28 | Spacer 14" Hex Tap. 6-32 0 | 254-5008-17 3 2
7A | Bumper Post Hex Base #8-32 Tap, 2 | 530-5332-01 | 24 | Spacer 1%" Hex Tapped 6-32 2 | 254-5008-11 gi::
7B | Bumper Post Hex Base Untapped 0 | 530-5332-00 | 25 |[Spacer 114" Hex Tapped 6-32 1 | 254-5008-09 |5 >
7C | Bumper Post Hex Base w/#8-32 Male 0 | 530-5332-02 | 26 |Spacer 13" Hex Tapped 6-32 0 | 254-5008-10 S E
8 | Bumper Post 6-32 Tapped _0 [530-5127-00 | 27 |Spacer 174" Hex Tapped 6-32 0 | 254-5008-20 | = §
9 | PostMachine Serew Q | 530-5263-01 | 28 | Spacer 2" Hex Tapped 6-32 2 | 254-5008-07 | 2%
Q| Mini-Playfield Support 0 | 530-5285-00 | 29 | Spacer 214" Hex Tapped 6-32 1_| 254-5008-18 g §
11_| Spacer Backbox Hinge 2 | 530-5099-00 | 30 | Spacer 24" Hex Tapped 6-32 1_| 254-5008-16 | 5 i
12 | Spacer 1" Lg Metal 5/," X .144 LD. 0 | 254-5001-00 | 31 |Spacer 2%"' Hex Tapped 6-32 0 | 254-5008-08 Eg
13 | Spacer " Long X 5/,." X .144 |.D, 3 | 254-5014-03 | 32 _| Spacer 2%;" Hex Tapped 6-32 1 | 254-5008-15 g c
14 | Spacer 14" Long X 5/.4" X .1441.D. 5 | 254-5014-00 | 33 Spaoe_rs*l Hex Tapped 6-32 0 | 254-5008-14 | £ g
15 | Spacer %/,g: Long X %/,¢" X 144 1D. | Q [ 254-5014-04 | 34 | Spacerd” Hex Tap.6-32 ttshown | 0 | 254-5008-21 | =
6 | Spacer %" Long X %44" X .1441.D, 0 | 254-5014-01 | 35 |Hex Sper. 45/;¢" X 144 1.D. (Notshown) | 0 | 254-5018-00
GOLDENEYE Section 4 Parts Identification
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Playfield - Plastic Posts and Spacers (Actual Size)

ltems 1-5 Posts used In

O

Irs can use a 3/4" through 3" Rubber Rings.
(See Rubber Parts for Part N°s.)

o

éagb';seﬁiime" can use 516"
se
=Ll JE( - Rubber Ring(s)
J’“ ‘ " ' 545.5348-02
canusea | "
Post e
Rubber
HEA
(Short)
1 2 4* e 5% v
ltems 7-9 Spacers are normally used with Light Boards. @
"6, 788
dimension is
measured from
% @ ﬁ this paint.
7** 8** 9**
6 V" %" E/a

Items 10-17 Spacers are used in conjuntion with Metal Posts (items 5, 6A & 6B) and/or a #6-32 1% PHIL PH Screw (237-5511-00) with #6 Stop Nuts (240-5005-00).

17
1

15 16

i 115"

i
et
T
©
(=
=<
=
2
ded
)
(<1}
]

3/’3"

7]
o
4]
=
B
9=
a7
g?., *  ltems 3, 4 & 5 (Jewel Posts) come in various colors, see the Plastic Part Color Chart at the end of Section 4, Chapter 2.
E= Replace the last 2-digits with desired color replacement, : ;
§-=,- *  ltems 7, 8 & 9 (Light Board Spacers) dimensions are measured from bottom to just under cut-away (see pictorials above).

Q
3 o[ e [Piastic Post/Spacer Na arv] ParthNe | N°
gF| 1 _|Stand-Off Double Groove 1-1/s¢’ 2 | 530-5102-01 | 10 | Spa -02.
55| 2 |Plastic Post (Black) 0 | 550-5059-00 | 11 c %" (Gray)_ _ 5
%z[3* Mini-Jewel Post Clear 4 | 550-5052-01 | 12 [S| _ c(Gray) %" L) 01
27| 4* | Small Jewel Post Clear 7 | 550-5034-01 13 | Spacer %" Plastic %" (Gray) 0_| 254-5000-14
g~§ 5 * | Double Rubber Jewel Post 0 | 545-6209-XX | 14 | Spacer %y Plastic %' (Gray) 3_| 254-5000-07
@Z] 6 |Spacer ' Pistc. Narow (White) %" | O 954.5000-03 | 15 | Spacer 1" Plastic %" (Gray) 0_| 254-5000-04.
g-—,- 7 ** | Spacer 14" Plastic SIf. Rin. sAs6-4-01 4 | 254-5007-02 | 16 Space_rﬂ/a" F_'Iast_ic 35" (Gfay) 1 254'5..900“0..6.
8 58 ** | Spacer %" Plastic SI._ Rin. srssso1_| 28 | 254-5007-01 [17 | Spacer 1¥4" Plastio %" (Gray) 0 | 254-5000-05
;—-‘g g ** | Spacer %" Plastic SIf. Rin. spss1z01 | 0 | 254-5007-03
=
e
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Playfield - Light Boards, Magnet Processor (X2)/Driver Bd., Aux. Relay Bd. ¥

Note:

#555 Bulbs are used
on the Light Boards;
see the next page
for bulb and socket

part numbers.
N2 | Board Name SPIPart N2 | N° |Board Name SPI Part N2
GoLpenEYE Light Boards (01-08) 520-5128-XX L5 | GoLoenEYe Light Board 5 520-5128-05
L1 | GoLpenEve Light Board 1 520-5128-01 L6 | GoLbENEYE Light Board 6 520-5128-06
L2 | GoLbeNEYE Light Board 2 520-5128-02 L7 | GoLpeNEYE Light Board 7 520-5128-07
L3 | GoLpenEYE Light Board 3 520-5128-03 | 8 | GoLbeMEYE Light Board 8 1) 4
L4 | GoLpeNEYE Light Board 4 520-5128-04 A1 | Aux. Relay Board 520-5010-00
Note: To order all 8 pieces (01-08) use above number with "-XX": M1 | Magnet Processor (X2) / Driver Board 520-5143-00

for individual pieces replace the "-XX" with appropriate number,
Attention: Individual pieces may not be available.

GOLDENEYE Section 4 Parts Identification
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Playfield - Wedge Base Type Bulbs and Sockets (Actual Size)

This socket Is normally This socket Is normally
#555 used on Lamp Boards to used In Pop Bumpers.
position bulbs vertically. (Use #555 Bulbs only.)

(Use w/#555 & #906 Bulbs.)

This socket Is normally
used on Lamp Boards to
osltion bulbs horizontally.
Use wi#555 & #906 Bulbs.)

CHRISTIANA
2000
/X L
Replacement Note:
Socket color may be elther
black or white
2 Wires
attached
are approx.
12" ea.
This socket Is normally
used with Reflectors.
e MNOtE the
notch.
replaced |
with :
This socket |s sometimes This socket was used with an N
# 906 used In conjunction with a:!ternate Insert using Insulation eon
ispl c vs.a

Minl-Mars or special
Butyrate assemblies.

Soldered-On Connection,
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=+ DSjempmuasl,

ﬂ & \‘r':;ltage splke suppression.
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ig

2% [ N2 [Bulb & Socket Name arv] PartNe | N° [Bulb & Socket Name ary.| PartNe
&8 [_A_|#555 Wedge Base Bulb 54 | 165-5002-00 | B | #306 Wedge Base Bulb _ Q | 165-5004-00
©3 [ 1 |555 Wedge Base Socket 42 | 077-5007-00 |7 | 906 Wedge Base Socket 0_| 077-5016-00 |
£2| 2 [Turbo Pop Bumper Socket 3 | 077-5206-00 | B |555/906 IDC Wedge Socket 0 | 077-5110-00.
@8 | 3 |Lamp Board Laydown Wedge Base | 2 | 077-5207-00

32| 4 [Laydown Wedge Base L/R Black 3 | 077-5026-01

27| 5 |Laydown Wedge Base Black 0 | 077-5026-00 | N2 | Bulb Name (used w/motors) |ary.| Part N°
%g 6 | Wedge Offset Brekt, Socket 2-Styles | 4 | 077-5029-00 | C | Neon NE-2 Bulb 1 | 165-5021-00
83

..
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Playfield - Bayonet Type Bulbs and Sockets (Actual Size)

L
(")
N
=
o
—
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)
L
—
—
w

This bulb is normally used In
conjunction with this socket
(Itemn 10), but can be used with
the other sockets (ltems 1-9),

Size and/or quantities may change during production.

T ltems with @ Qty. are not used in this game.

N° | Bulb & Socket Name Qry.| Part N® N° | Bulb & Socket Name Qry.| Part N2

A | #44 Bulb 96 | 165-5000-44 | 7 |3-Lug Staple Down Socket Q | 077-5001-00

1 | 2:.u9 Slaple Dawn Sooket 66 | 077-5000-00 | 8 [2-lugStand:UplongSocket | 0 | 077-5005-00 |

2 | 2-Lug Stand-Up Short Socket 8 | 077-5002-00 | 9 |8-lLug Stand-Up Long Shell Socket 1 | 077-5013-00

8 | 3-Lug Stand-Up Short Socket 0 | 077-5008-00

4 | 3-Lug Laydown Socket 2 | 077-5006-00 C

5 | 2-Lug Laydown Socket 0 | 077-5003-00§ B_|#455 Twinkle Bulb 0 1 165:5003-00

6 | 3-Lug Stand-Up Long Socket 19 | 077-5009-00 | 10 | 1-Lug Stand-Up Long Shell Socket | 0 | 077-5012-00
GOLDENEYE Section 4 Parts Identification
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Playfield - Large Bayonet Type Bulbs and Sockets (Actual Size)
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N2 | Bulb & Socket Name QTY. Part N¢ N2 | Bulb & Socket Name 4 Part N2

C | #89 Bulb 29 | 165-5000-89 | 3 |2 Lugs Stand-Up Long Socket 077-5102-00

1_ | Laydown Standard Socket “0 | 077-5100:00 |_4 | Stand-Up SocketRev.Shot [ 0 | 077-5103-00

5 | 2-Lug Stand-Up Short Socket 27 | 077-5101-00 | 5 | Straight Leg e Toele; 07
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Parts Order Checklist Notes

Date Ordered Part N2 Qty. Description Date Received
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Chapter 2 of 2

Assembly Drawings
(The Blue Pages)

Overview

This chapter expands Chapter 1 of this section (The Pink Pages). The Part Numbers for all Major Assemblies are
Erovided and can be ordered as a complete assembly (exception: Turbo Bumper Parts). Each assembly is

roken down, describing the individual parts and/or sub-assemblies (with the part numbers) which can be ordered
separately. Where multiple parts are riveted or assembled as sub-assemblies the sub-assembly needs to be
ordered. The drawings show the location of the individual parts. Note that minor changes may be made during
production (e.g. coil size, addition or deletion of minor parts). Always verify the part to be replaced with the part
number and/or description as noted. Replacement parts may be substituted with revised parts which may have a
different part number. Any questions, call our Technical Support 1-800-542-5377 USA/Canada or 708-345-7700.
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Door Plunger e \ \ ] N, \ Launch Ramp ©
O\ \ \ 0 a
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"007" Gun Assembly
500-5698-01

b=}

Part Name

SPI Part N°

Gun Handle Left (Molded)

545-5429-00

Gun Handle Right (Molded)

545-5429-01

Trigger

545-5408-00

#8-32 X 1/2 Screw (Gun) (Qty. 4)

237-5900-00

Micro Switch

180-5111-00

#4-40 X 9/16 Screw (Switch) (Qty. 2)

237-5901-00

Spring (Swilch)

266-5037-00

~N o o s o |- [

o]
=

Mounting Plate Welded Assembly *

n/a.

Ne

Associated Part Name

n/a

SPI| Part N®

1/4-20 X 1-1/4 Crig. Bolt Sq. Neck (Qty. 2)

231-5003-00

n/a

Flange Nut (Qty. 4)

240-5300-00

n/a

Split Lock Washer 1/4 (Qty. 4)

244-5000-00

n/a

Gun Switch Cable

036-5390-01

Note:

The above Item 8 cannot be ordered. If replacement of this
Eieca is required, the entire assembly (500-5698-01) must

e ordered. See Associated Part Names for mounting
hardware (not shown).

Auto Ball Launch (Shooter Lane) Assembly
500-5477-01-42

(7]
(1]
(o]
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VLS TLLTSAS

’ e i,

e T ——

Ne | Part Name SPIPart N® | N2 |Part Name SPI Part N®

1 Coil Mounting Bracket 535-6385-00 6 | Plunger Assembly 515-5000-02

2 | 8-832X 1/4" PPH SEMS (Qty. 2) 232-5300-04 7 | Relay Spring 266-5020-00

3 | Coil, 24-940, incl. Coil Sleave 090-5036-01 8 | Rubber Bumper (Grommet) 545-5105-00

4 | Coil Sleeve 545-5076-00 9 | Coil Retainer Bracket 535-5203-01

5 | Diode, 1N4004 112-5003-00 10 | Spring Washer 266-5002-00
GOLDENEYE Section 4 Assembly
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5-Ball Trough (OPTO) Assembly

500-5989-15-42
ltems 24-40, Lock Ball
Assembly 500-5684-01, is
not included with the 5-Ball
Trough Assembly.

Item 41, Ball Trough Enter/
Exit Scoop 535-7329-01, is

not included with the 5-Ball
Trough or Lock Ball Assemblies.

* Item 22,
Ball Trough
Guide 535-
7725-00 (Not
Shown), is attached
here over the switches
using 1 of each switch
screw (Item 4).

Item 17, OPTO TRANS
Board (Transmitter)
520-5124-00, is
mounted on the

Ne | 5-Ball Trough Assy. Part Name | SPI Part N® i o
1 | Coil Mounting Bracket 535-7330-00 ?éﬂ'e'sﬁrﬁ ;gbﬁffzgfid o
2 | Outhole Mounting Bracket (5-Ball) 515-6292-00 using same hardware.
3 | Submini-Switch Roller Actuator (Qly. 5) 180-5119-00 v
4 | #2-56 X 3" HWH SER TF (Qly. 10) 237-5938-00 9 o
5 | Ins. Tubing .17'. (Qty. 5) (Not Included) 605-5006-00 =
& | Switch Diode, IN4001 (Qiy. 5) 112-5001-00 %
7 | Switch Protector (Qty. 5) 535-6539-00 1 5 5
8 | Coil, 24-940, incl. Coil Sleeve 090-5036-01 5
9 | Cail Sleeve 545-5076-00 <
10 | Coil Diode, 1N4004 112-5003-00 14 =
11 | Coil Retaining Bracket 535-5203-01 i)
12 | Plunger Assembly 515-5941-01 | N¢ |Lock Ball Assy. Part Name SPI Part N°® ©
13 | Compression Spring 266-5020-00 27 | Plastic Spacer 545-5400-00 &
14 | Rubber Bumper (Grommet) 545-5105-00 28 |#8-32 PPH X 1" LG 239_5606-00
15 | #8-32 X .25" HWH SER MS (Qly. 2) 237-5964-00 29 | Rubber Bumper (Grommet) 545-5105-00
16 | #8-32 X 3% HWH TF (Qly. 4) 237-5967-00 30 | Retaining Ring 7/16" @ Shaft 270-5005-00
17 | OPTO Transmitter (TRANS) Board 520-5124-00 31 | Link, Lock Ball 545-5058-00
18 | OPTO Receiver (REC) Board 520-5125-00 32 | Retaining Ring, 1/4" @ (Qty. 2) 270-5002-00
19 | OPTO PCB Tube Spacer (Qty. 6) 530-5308-02 33 | Lock Ball Cam Assembly 515-5815-01
20 | OPTO PCB Rubber Grommet (Qty. 6) 545-5518-00 34 | Compression Spring 266-5000-00
21 | #6-32 X %" HWH TF (Qty. 6) 237-5928-00 35 | Coil Retaining Bracket 535-6658-00

22 * | Trough Ball Guide (Not Shown) 535-7725-00 36 | Coil, 25-1240, incl. Coil Sleeve 090-5034-00

23 * | Ball Trough Wire Hamess (Not Shown) 036-5386-05 | 37 |Coll Sleeve 545-5411-00
Ne | Lock Ball Assembly Part Name| SPIPart N® | 38 | Coll Diode, 1N4004 112-5003-00
24 | Core Stop Assembly 515-5088-00 39 |#6-32 HWH TC X .38 LG (Qly. 4) 237-5898-00
25 | Lock Ball Bracket Assembly 515-5817-01 | 40 * | Lock Ball Wiring Hamess (Not Shown) 036-5301-01
26 | Plungera’/;s" X2.25" LG 530-5250-01 41 | Ball Trough Enter/Exit Scoop 535-7329-01

Note: An asterisk (*) indicates item is not depicted in pictorial.
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Flipper Assembly Lower Right o
500-5944-02

(8A—8S)

SIDE VIEW

22-1080

- a0\
]
W=l

N2 | Part Name SPI Part N¢ N2 | Part Name SPI Part N
% ;| Flipper Base 535-7275-00 9 | Power (End of Stroke) Switch 180-5149-00
0 2 | Flipper Bushing 545-5594-00 10 | Switch Plate/Spring Retum Bracket 535-7354-00
o 3 | Deflector Pad (Bumper) 545-5428-00 | 11 | Flipper Retum Spring 265-5035-00
S 4 | #6-32 X 3s" Lg. HWH TF SERR (Qty.3) 237-5910-01 | 12 | Coil 22-1080 (veL-GAN) incl. Coil Sleeve 090-5032-00
o+ 5 | #10-32 X 38" Lg. HWH TF SERR (Qly. 2) | 237-5961-00 13 | Coil Sleeve 545-5388-00
e 6 | Spring Washer 269-5002-00 14 | Coil Diode, 1N4004 112-5003-00
Q 7 | #8-32 X 38 Lg. HWH TF (Qty. 2) 237-5967-00 15 | Coil Support Bracket 535-7356-00
QEJ 8 | Plunger, Link & Pawl Sub-Assembly |_515-6518-00 16 | #6-32 X .63" HWH TF (Qty.2) 237-5928-00
= ORDERING ABOVE (ITEM 8) SUB-ASSY. PART N® WILL INCLUDE: | {7 | Coil Stop Sub-Assembly (w/2.083' Hole) | 515-6308-01
@& BA Filbper Plinger/Link Assembly (ordering i 515840401 | ORDERING ABOVE (ITEM 17) SUB-ASSY, PART N° WILL INCLUDE:
v ifciidos 8:0) —  Coil Stop with Hole 530-5350-00
8B Flipper Link 545-5611-00 —  Shading Ring 530.5123.00
8C  Spirol Pin 0.156 X 12" Lg. 251-5015-00 — Goll Stot Brasket a5 Jaeei50
8D Flipper Plunger with Flat 530-5349-01 : - ; ;
8E Exlended Flipper Bushing 530-5139-01 IMPORTANT: When replacing ltem 8B, Flipper Link, we advise
8F #10-32 X 776" Lg. SOC HD 237-5966-00 replacing with entire Item 8A, Flipper Plunger/ Link Assembly
8G #10-32 Nylon Stop Nut 240-5203-00 due to overall wear & tear.
8H Pawl EMounting Link) Sub-Assembly 515-6305-00
81 Pawl (Mounting Link) only 535-7271-00 *** Check all other components and replace as required. ***
8J Switch Actuator 545-5612-00
8K Rivelt 18" @ X 14" Lg. 249-5003-00
8L Washer .105' THK 203" |.D. X 63" O.D. 242-5039-00
8M #10-82 SOC HD X 1.25" Lg. (Qty. 2) 237-56950-00
8N Retum Bracket 5§35-7353-00 ASSOCIATED PART(S) NOT INCLUDED WITH THE ABOVE ASSEMBLY
80 #10-32 X a32" Long as" Hex Nut 240-5209-00 o i o
8P Wshr. 06" THK (same |0/00) (Qly. 2) | 242-5038-00 N gisﬁﬁ'agfgﬁrzghzf’g; e SPIPart N
8Q Washer 105" THK 203" I.D, X 63" O.D. | 242-5039-01 VA | e e o > ione | 515-5133-01-03
8R #10-32 Split Lock Washer (Qly. 2) 244-5003-00 HITE W/SONIC THE HEDGEHOG ™ LOGO
85 #10 Star Washer 246-5002-00 n/a_| Right Flipper Bat Decal 820-6132-23
GOLDENEYE Section 4 Assembly
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Flipper Assembly Lower Left
500-5944-12

(8A—8S)
SIDE VIEW

= T o e
©) N

( 22-1080

6 SP| ===HEEH

Y SRR

N2 | Part Name SPI Part N° 2 | Part Name SPI Part N2 w
1 | Flipper Base 535-7275-01 9 | Power (End of Stroke) Switch 180-5149-00 g‘
2 | Flipper Bushing 545-5594-00 10 | Switch Plate/Spring Retum Bracket 535-7354-00 o=
3 | Deflector Pad (Bumper) 545-5428-00 11 | Flipper Retum Spring 265-5035-00 E
4 | #6-32 X 28" Lg. HWH TF SERR (Qty.3) 237-5910-01 12 | Coil 22-1080 (YEL-GRN) incl. Coil Sleeve 090-5032-00 6
5 |#10-32 X 38" Lg. HWH TF SERR (Qty. 2) | 237-5961-00 13 | Coil Sleeve 545-5388-00 =
6 | Spring Washer 269-5002-00 14 | Coil Diode, 1N4004 112-5003-00 <t
7 | #8-32 X 38 Lg. HWH TF (Qty. 2) 237-5967-00 15 | Coil Support Bracket 535-7356-00 )
8 | Plunger, Link & Pawl Sub-Assembly 515-6518-01 16 | #6-32 X .63"' HWH TF (Qty.2) 237-5928-00 .2

ORDERING ABOVE (ITEM 8) SUB-ASSY. PART N2 WILL INCLUDE: | {7 | Coil Stop Sub-Assembly (w/s.003" Hole) 515-6308-01 T
8A FIiRperlP'ljunggrfEI)_)ink Assembly (ordering | 515-6304-01 _ORDERING VE (ITEM 17) SUB-ASSY. PART Ne WILL INCLUDE: g
includes B- A ; i 5
8B Flipper Link 545-5611-00 T golete R 28 R o
8C Spirol Pin g.188 X 1/2" Lg. 251-5015-00 —  Coil Stop Bracket 535.7355-00
8D Flipper Plunger with Flat 530-5349-01 ; ; - ; 5
8E Extended Flipper Bushing 530-5139-01 IMPORTANT: When replacing ltem 8B, Flipper Link, we advise
8F #10-32 X 718" Lg, SOC HD 037-5966-00 replacing with entire Item 8A, Flipper Plunger/ Link Assembly
8G  #10-32 Nylon Stop Nut 240-5208-00 due to overall wear & tear.
8H Pawl (Mounting Llnk} Sub-Assembly 515-6305-01 o
81 Pawl (Mounting Link) only 535-7271-01 * Check all other components and replace as required. ™
8J Switch Actuator 545-5612-00
8K Rivets"a X14' Lg. 249-5003-00
8L Washer 105" THK 203" |.D. X 63" O.D. 242-5039-00
8M #10-32 SOC HD X 1.26' Lg. (Qly. 2) 237-5950-00
8N Retum Bracket 5385-7353-00 ASSOCIATED PART(S) NOT INCLUDED WITH THE ABOVE ASSEMBLY
80 #10-32 Xare" Long as" Hex Nut 240-5209-00 o i o
PSRt e R e s
er. 203" 1.D, X 63" Q.D. - n/a 24 . . -01-
8R  #10-32 Split Lock Washer (Qy. 2) 244-5003-00 WHITE W/SONIC THE HEDGEHOG _LOGO
85 #10 Star Washer 246-5002-00 n/a | Left Flipper Bat Decal 820-6132-22
Assembly Section 4 GOLDENEYE
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Turbo Bumper Individual Parts
(Not available as an assembly. Parts are grouped for easy reference.)

£ Y

] Assembled
View

TOP GROUP
* [Part Name SP| Part N° Exploded
1 | #555 Wedge Base Bulb 165-5002-00 View
2 | #555 Wedge Base Sockel 077-5206-00
3 | #5 X7/8" PH RH (AB) (Qty. 2) 237-5826-00
4 | Bumper Body 545-5197-00
5 | Ring Assembly 515-5085-00
6 | Bumper Skirt 545-5607-00
7 | Bumper Skirt Spring 266-5048-00
8 | #6-32 X 1-3/16" Spiral Shank (Qty. 3) 237-5957-00
9 | Bumper Base 545-5195-00
10 | #6-32 Nylon Stop Nut (Qty. 5) 240-5005-00
BOTTOM GROUP
N2 | Part Name SPI Part N® |
11 | Plunger 530-5348-00
12 | Coil Spring 266-5047-00
2 13 | Coil Sleeve 545-5031-00
s} 14 | Coll 26-1200, incl, Coil Sleeve 090-5044-00
o 15 | Coil Diode, 1N4004 (Not Shown) 112-5003-00
5 16 | Fiber Yoke 545-5609-00
4 17 | Metal Yoke 535-7346-00
= 18 | Metal Yoke Stop 535-7347-00
= 19 | Coll Bracket Sub-Assembly 515-5939-00
% 20 | #6-32 X 1/4° HWHTF (SERR) (Qty. 2) 237-5952-00
5 SWITCH GROUP
Q 2 | Part Name SPI Part N®
) 21 | #6 X 1/2" HWH (AB) (Qty. 2) 234-5001-02
22 | Switch Bracket 535-7342-00
23 | Spoon Switch Actuator 545-5610-01
24 | Stack Switch 180-5015-03
25 | Switch Diode, 1N4001 112-5001-00
26 | Switch Plate 535-7344-00
27 | #6-32 X 3/4" HWHMS (SERR) (Qty. 2) 237-5958-00
ASSOCIATED GROUP
N2 | Part Name SPI Part N°
28 | #4 X 3/4" PH RH (T25) (Qty. 2) 237-5873-00
29 | Plastic Bumper Cap Cover Red (Qty. 3) 550-5057-02

1
GOLDENEYE Section 4 Assembly
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slingshot Assemblies (Left & Right)

500-5849-01
2
3 N2 _| Part Name SPI Part N°
1 | Slingshot Bracket Assembly 515-5339-01
T A Singshot Bracke? 535-5919-01
L A o oSie 5o
R\ u -5017-
AR A D snnggmgrealn%p 580-5307-00
Q- 2 | Amm & Tip Assembly 515-5340-01
3 | Armature Link 545-5062-00
4 | Plunger & Link Assembly 515-5338-00
/ 5 | Compression Spring 266-5020-00
b 6 | Coil Diode, 1N4004 112-5003-00
’ 7 | Coil 26-1200, incl. Coil Sleeve 090-5044-00
7 8 g | Coil Sleeve 545-5031-00
? o 9 | Coil Retaining Bracket 535-5203-03
g 1'- : __° 10 | #8-32 X 1/4" Screw (Qty. 2) 232-5300-00
;g g 11 | Switch Diode, 1N4001 112-5001-00
f iR 12 | Slingshot Switch (Qty. 2) 180-5054-00
8 13 | Tension Switch Plate (Qty. 2) 535-7344-00
L3 i 14 |#6-32 X 3/4" HWH (SER) Zinc (Qty. 4) 237-5958-00
1 c 1 D 15 | Retaining Ring 1/4" & (Qty. 2) 270-5002-00
Tank Kick Big Assembly (Under Tank)
e 500-5862-02-42
wvi
o))
=
=
S
L
(@]
q
c
i)
: !
U
lo—@ :
f wn
Ne | Part Name SPI Part N2
1 | Coil 23-800, incl. Coil Sleeve 090-5001-01
2 | Coil Sleeve 545-5076-00
3 | Diode, 1N4004 112-5003-00
° 4 | Coil Retainer Bracket 535-5203-01
5 | Frame 535-6730-00
6 | Plunger Assembly 515-5000-02
7 | Rubber Grommet 545-5105-00
8 | Spring 266-5020-00
9 |8-32 X V4 SEMS (Qly. 2) 232-5300-04
10 | Spring Washer 269-5002-00
Assembly Section 4 GOLDENEYE
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Power Scoop Assembly (Operates with Kick Big Assembly below)
500-5809-00-42

Please Note:
The Power Scoop & Kick Big Asemblies
work in conjunction with each other but are

separate assemblies.

Ne | Part Name SPI Part N° ©® Il
1 | Power Scoop Weld Assembly 515-6022-00

Micro Switch 180-5057-00 I

Switch Protect Plate 535-6539-00

#2 Lockwasher (Qty. 2) 244-5001-00 \
2 | #2-56 Hex Nut (Qly. 2) 240-5301-00

Micro Switch Bracket 535-6173-00

#2-56 PHMS (Qity. 2) 237-5937-00

#6-32 PPH (Qty. 2) 232-5200-00
3 | Diode 1N4004 112-5003-00

Kick Blg Assembly (Operates with Power Scoop Assembly above)
500-5862-00-42

o ¥
(7]
8
&
S
S
9
[
g,
=]
g ©
Wi
N2 [Part Name SP| Part N - o
1 Coil 23-800, incl. Coil Sleeve 090-5001-01 o - E
2 | Coil Sleeve 545-5076-00 .
3 | Diode, 1N4004 112-5003-00 . Vo
4 | Coil Retainer Bracket 535-5203-01 i = '—e
5 |Frame 535-6730-00 07 T =
6 | Plunger Assembly 515-5000-02 s s
7 | Rubber Grommet 545-5105-00 ' )
8 | Spring 266-5020-00 =
9 |8-82X 4 PPH (Qty. 2) 232-5300-00 '
10 | Spring Washer 269-5002-00
GOLDENEYE Section 4 Assembly
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Tank Trap Door Plunger Assy. (Operates Trap Door under Tank/Rt. Ramp)
500-5940-01-42

_9 N° [Part Name SPI Part N°
1 | Bracket & Amature Stop Assembly 515-6435-00

2 | Coil Retainer (Qty. 2) 535-5203-01

U 3 | #8-32 X 1/4 PPH MS SEMS (Qty. 4) 232-5300-00
: 4 | Coil 27-1500, incl. Coil Sleeve 090-5004-00

------- - 5 | Coil Sleeve 545-5411-00

o 6 | Diode, 1N4004 112-5003-00

0 8 i 7 | Plunger Sub-Assembly 515-6483-00
e ‘ ' 8 | Comp. Spring 266-5020-00

g 9 | Retaining Ring 7/16 @ 270-5005-00

. o 10 | Nyliner7/16 @ 545-5418-00
g ﬁ 11 | Trap Door (Diverter) Wire 535-7565-00

------------------------------------------------------------

Satellite Launch Ramp Assembly
500-6004-00-42

i
(=)}
=
S
T
|
a
=t
c
o
™
0
@
7S

N2 Part Name SPI Part N®
1_|Up-Down Hamp Sub-Assembly _ 515-6384-00
] ' : T N2 WILL INCLUDE:
1A Lift Hamp Shaﬂ 530-5362-01
1B  Skill Shot Flap 535-7430-02
1C Pivol Bracket 515-6482-00
1D  Lift Ramp Floor 515-6362-01
1E Rivet 1!8 @ X 5/32 Lg. (QLy. 2) 249-5009-01
1F Rivet 1/8 2 X 1/8 Lg. (Qly. 2) 249-5008-01
1G Retaining Ring /42 (Qty. 2) 270-5002-00
1H Nyliner 1/4 (Qly. 2) 545-5050-00
11 Deflector Plate 535-7410-02
2 | Bracket 535-7585-00
3 Llft Hamp Plunger Assembly 515-6494-00
RD : -ASSY, PART N¢ WILL INCLUDE:
3A Braoket 515-6435-00
3B Coil Retaining Bracket 535-5203-01
3C #8-32 X 1/4 SEMS (Qly. 2) 232-5300-00
3D Call 27-1500, incl, 0|I Sleeve 090-5004-00
3E Coil Sleeve 545-5411-00
3F Diode, 1N4004 (Not Shown) 112-5003-00
3G __Plunger & Link Assembly 515-6493-00
| Retaining Ring 1/4¢ 270-5002-00
Assembly Section 4 GOLDENEYE
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Satellite Assembly (Operated by the Satellite Motor Base Assy.)
500-6000-00-42

Slde View

Slde View
(Rotated 80°)

Some hardware Is
not shown In these
plctorials for clarity.

W
7]
2 Welded all
= around.
3
ies
=
o
2,
=1
Top View
N2 | Part Name SPiPart N© | N2 | Part Name SPI Part N2
1 | Magnet Bracket Assembly 515-68342-03 6 |#6-32 X 1/2 PFH MS (Qty. 2) 237-5918-00
2 | PivotHub 530-5359-01 7 | #6-32 Nylon Nut (Qty. 2) 240-5203-00
3 | Magnet (22-600) 090-5042-01 8 | CoverPlate 535-7674-00
4 | Threaded Core Plug 530-5320-01 9 | 3/4-16 Hex Nut 240-5315-00
5 | Satellite Dish (Screened) 545-5627-04 :
GOLDENEYE Section 4 Assembly
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Satellite Motor Base Assembly (Operates the Satellite Assy.)
500-5982-00-42

gm 99 © °

i

o—
o—
(

)

7
)

7
/__
&

o) MR
| SN

wv
(=)
c
s
(1]
S
@]
<t
c
.8
e}
|9
(1))
vy

Ne [ Part Name SPIPartNe | N° [Part Name SPI Part N° |
1 | Motor Mounting Bracket 535-7389-02 g8 | Diode, 1N4001 112-5001-00
o | Motor (24v AC 6 RPM) Assembly 515-6528-00 g | #4-40 X 5/8 HWH MS (SERR) (Qly. 2) 237-5945-00
DRDE] ABOVE (ITEM 2) SUB-ASSY, PART N¢ WILLINCLUDE: | 10 | #6-32 X 3/8 PPH MS (SEMS) (Qly. 2) 232-5201-00
2A Neon Bulb (Not Shown 165-5021-00 =
2B _Capaditor .1( MFD SOOE]Disc (Not Shown) | 130-5000-00 fie 2 x S’JB.HHW S (. &) 237-5910-00
3 | Flipper Bushing 545-5594-00 12 | Retaining Ring 1/4 Shalt (Qly. 4) 270-5002-00
4 | Cam Bushing Assembly 515.6334.01 |13 | 832 X 1/2 PPHMS : 237-5602-00
5 | Crank Arm Assembly 515-6333-01 14 #_8-:32 X 3/8 .Set Screw (Cup Point) 237-5839-00
6 | Cam Link 535-7393-01 15 | Pivot Mounting Shaft 530-5358-02
: 16 | Cable Wire Hamess (Sw. 20 Home) 036-5390-18
7| switeh (Motor Oatr) 180-5052-00 Operation Note:  The bulb (ltem 2A) is used for spike suppression
and the capacltor (iftem 2B) is used to eliminate line noise.
Assembly Section 4 GOLDENEYE
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Up-Down Metal Ramp Plunger Assy. (Operates Up-Down Ramp below)

500-6058-00-42

N2 | Part Name SPI Part N¢ e i

1 | Bracket & Armature Stop Assembly 515-6435-00 d =

2 | Coil Retainer Bracket (Qty. 2) 535-5203-01 [

3 | #8-32 X 1/4 PPH MS SEMS (Qty. 4) 232-5300-00 . 0

4 | Coil 27-1500, incl. Coil Sleeve 090-5004-00

5 | Coil Sleeve 545-5411-00 oﬁ

6 | Diode, 1N4004 112-5003-00 ' ; ;

7 | Comp. Spring 266-5034-01 o

8 | Retaining Ring 7/16 & Shaft 270-5005-00 o

9 | Nyliner 7/16 @ Shatt 545-5418-00 n

10 | Plunger & Link Assembly 515-6492-00 b *———0
OHDE . R T e S 3 - |'LL e R

10A Lift 530-5385-00

10B Link 545-5293-00

10C 1/8 X 5/8 Lg. Roll Pin 251-5008-00 o

~ Up-Down Metal Ramp

Right Heturn Wire
Hamp, 515-6336-01,
is not included
with this assembly.
Item is shown for
clarity & reference.

4

7
O

Full length of flat rail
(ltem 1) extends to the
left upper corner of
the playfleld.

y. above)

Flat Rall Right Inner Loop,
535-7368-02, Is not a part of this
assembly (shown for clarity).

N2 | Part Name SPI Part N¢

1__| Flat Metal Rail Outer Loop (wW/ no parts) 515-6310-02

2 | Platform Assembly 515-6464-00

3 | Ramp Floor Assembly 515-6463-00

4 | Rivet1/8 @ X 5/32 Lg. (Qty. 2) 249-5009-00

5 | Ramp Flap 535-7559-01

6 | Retaining Ring 1/4 @ 270-5002-00

7 | #8-32 X 1/2 HWH MS (SEMS) (Qty. 2) 237-5905-00
GOLDENEYE Section 4 Assembly
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Left Plastic Ramp Assembly
500-5997-00-42

O

Center/Lefl
Return Wire

amp,
515-6335-00,
is nol included
with this assembly.
Itern is shown for
clarity & reference.

Enter ExIt

Side view of the Entrance &

7 Exit Gate Assemblies. The
differences are the
Gate Bracket and Cable
Wire Harness (see beow).
3,4
Roll Over &
Lock Washer
(Opposite Side)
5
N2 | Part Name SPIPart N2 | N2 | Part Name SPI| Part N2
1 | Left Plastic Ramp 545-5615-00 10 EX" Gale SUb ASSEmb‘V " . | 515- 6490_00_ _
2 Ramp Fap 12 535-7606-01_ 10A G t B k t i 1535 76.13 0I1 ' :
i ate Bracke

g |Rielifs s 5. 10, 249-5009-00 | 4o Wire Form 835.6304-03
4 | Lock Washer #6 (Qty. 2) 246-5000-00 10C Micro Switch 180-5087-00
5 | Ramp Protector (Left Side) 535-7618-00 10D Diode, 1N4001 112-5001-00

; : {0E_#2-56 X 3/8 HWH MS (Qty. 2) 237-5938-00
6 | Ramp Protector (Right Side) 535-7619-00 11 | Entrance Gate Sub-Assembly
7 | #6 X 3/8 HWH AB (Qty. 8) 234-5000-00 2ING A TITEM 11) SUB-ASSY. PART N WILL i
8 | Left Ramp Entrance Cable Assembly 036-5390-04 11 A Gate Bracket 535-761 3 02

D Left Ramp Exit Cable Assembly 036-5390-06 | 11B-E_Idenlical to 10B-10E See 10B - 10E
Assembly Section 4 GOLDENEYE
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Right Plastic Ramp Assembly

500-5998-00-42
I\\
Trap Door (Door Plate) —
is operated by the Mere
Tank Trap Door Plunger
Assy. (See page 77).
Center/Left
Return Wire
Ramp, \
515-6335-00,
i not included (=)
with this assembly.
Itemn is shown far
clarity & reference.
)
e
View under tank. 7
|~
1 A
/ \
o o 11
e [Part Name SPI Part N° 18— |
1| Right Plastic Ramp 545-5621-00 | |
2 | Ramp Flap (#1) 535-7609-01 -
3 | Rivet 1/8 0 5/32 Lg. (Qty. 2) 249-5009-00 \ T 0 Side view
4 | Lock Washer #6 (Qty. 2) 246-5000-00 L / d Exit Gate
5 | Ramp Protector (Left Side Entrance) 535-7620-00 B — Assembly
6 | Ramp Protector (Right Side Entrance) 535-7621-01 ﬁ
7 | #6 X 3/8 HWH AB (Qty. 11) 234-5000-00 T
8 | Exit Gate Sub-Assembly 515-6490-00 o
=RING ABOVE (ITEM 8) SUB-ASSY. PART N° WILL INCLUDE: C—
8A Gate Bracket 535-7613-01
8B  Wire Form 535-6804-03
8C Micro Switch 180-5087-00
8D Diode, 1N4001 112-5001-00
8E #2-56 X 3/8 HWH MS (Qty. 2) 237-5938-00
9 | Entrance Gate & Sign Assemliby _515-6490-02
_ORDERING ABOVE (ITEM 8) SUB-ASSY, PART N2 WILL INCLUDE: _
9A Gale Bracket 535-6303-02
9B  Wire Form 535-6304-03
9C Micro Switch 180-5087-00
9D Diode, 1N4001 112-56001-00
9E #2-56 X 3/8 HWH MS (Qty. 2) 287-5938-00
9F #6 X 3/8 HWH AB (Qty. 2) 234-5000-00
9G_Bulyrate Sign Sub-Assembly 515:6489-19 5
'ORDERING ABOVE (ITEM 9G) SUB-ASSY. PA VL [N
Butyrate -19 "Tank Multiball" 830-5482-19
Wedge Offset Socket 077-5029-00 J
#555 Wedge Base Bulb 165-5002-00
Rivet 1/8 @ X 5/32 Lg. 249-5009-00
S asees
ubber Light Cover Gree 545- - ;
10 | Hex Spacer 1/2 Lg, (Qty. 2) 254.5008-03 ltems 11-25 listed on next page.
GOLDENEYE Section 4 Assembly
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Right Plastic Ramp Assembly Continued

t—ee [\lOFE

Side view
of the
Entrance Gate
Assembly

Roll Over &
Lock Washer
(Opposite Side)

ltems 1-10 listed on previous page.

Assembly
Drawings

500-5998-00-42

_ clarity & reference.

Center/Left

Aeturn Wire
Ramp,
515-6335-00,

is not included
with this assembly.
Item is shown for

=
=
1]
—
(@)
<
c
=
)
(9]
L
v

Tank

Part Name SP| Part N°
11 | Bracket 535-7587-00
12 | Door Plate 535-7588-00
13 | Trap Door Shaft 530-5395-00
14 | Nyliner 1/4 (Qty. 2) 545-5050-00
15 | Nyliner 1/8 545-5335-00
16 | Retaining Ring 1/4 Shaft (Qty. 2) 270-5002-00
17 | #6-32 X 3/8 PFH MS (Qty. 2) 237-5850-00
18 | #6-32 X 1/4 PFH MS (Qty. 2) 237-5853-00
19 | Right Ramp Exit Cable Assembly 036-5390-07
20 | Right Ramp Entrance Cable Assembly 036-5390-03
o1 | #6-32 X 3/8 PPH MS (SEMS) (Qly. 4) 232-5201-00
2o | Butyrate (Clear) 830-5482-22
23 Helicopter Assembly _500- -6074-00__
C ; AE ! o7 A2\ CLL 3
23A Hellcopter 545 5672-00
23B #6-32 X .50 PPH Center Screw 232-5202-00
23C #6-32 X .38 PPH Back Screw 232-5000-02
23D Helicopter Bracket 535-7647-00
23E Laydown Wedge Base L/R Black Socket | 077-5026-01
23F #555 Wedge Base Bulb 165-5002-00
23G Rubber Light Cover Green 545-5014-04
23H Cable Harness 036-5390-14
24 | Right Ramp Decal 820-6151-05
25 Tank Sub Assembly _ _ 51 5_ -6519- OO__

545 5673 00

ggé Tank Bracket (Qty. 2) 535-7673-00

25C #6 X .38 HWH (Qty. 2) 243-5000-00
Section 4 GOLDENEYE
Chapter 2 Page 83




Center Plastic Ramp Assembly
£ 7 500-5999-00-42

s

il

Slde view of the
Entrance and
Exit Gate
Assemblies

|_N¢ |Part Name SPI Part N°
1 | Center Plastic Ramp 545-5619-01
2 | Ramp Protector (Right Side Entrance) 535-7675-00
3 | Ramp Protector (Left Side Entrance) 535-7676-00
4 #6 X 3/8 HWH AB (Qty. 11) 234-5000-00
Exit Gale Assembly 515-6490-01
oﬁneama ABOVE (ITEM 5) SUB-ASSY. PART N WILL INCLUDE;
5A Gale Bracket 535-7613-02
5B  Wire Form 535-6304-03
5C  Micro Switch 180-5087-00
5D Diode, 1N4001 112-5001-00
5E  #2-56 X 3/8 HWH MS (Qty. 2) 237-5938-00
6_| Entrance Gate & Sign Assembly 515-6490-03

NeWILL INCLUDE:

6 T 535-6303-02

w
]
i) 6B  Wire Form 535-6304-03
o 6C Micro Switch 180-5087-00
= 6D Diode, 1N4001 112-5001-00
6E #2-56 X 3/8 HWH MS (Qty. 2) 237-5938-00
o 6F #6 X 3/8 HWH AB (Qty, 2) 234-5000-00
_6G_ Bulyrate S|qn Sub-Assembly_ : 515-6489-19
(w) ORDERING ABOVE | 6G) SUB-ASSY. PART N*WILL INC
o Butyrate 18 'Lock Ball" 830-5482-18
Wedgde Olffset Socket (Qty. 2) 077-5029-00
= #555 Wedge Base Bulb (Qty.2) 165-5002-00
5 8 Rivet 1/8 @ X 5/32 Lg. (Qty. 2) 249-5009-00
O Lock Washer #6 (Qty. 2) 246-5000-00
L] Rubber Light Cover Orange (Qty. 2) 545-5014-07
9 7 | Center Ramp Flap 535-7645-00
8 | Rivet 1/8 @ X 5/32 Lg. (Qty. 2) 249-5009-00
ROII'I( %\rer & 9 | Lock Washer #6 246-5000-00
Lock Washer i
(Opposite Side) 10 | Center Ramp Exit Cable Assembly 036-5390-02
Right Return Wire 11_ | Center Ramp Entrance Cable Assembly 036-5390-05
e 12_| Spot Light Assembly 500-5818-02
with this assembly. BING ARCMVE (TR Y Pr N CINCILL Y
tem is shown for \
clarity & reference. 12A Laydown Wedge Base L/R Black Socket 07? 5026- 01
12B #555 Wedge Base Bulb 1656-5002-00
12C Rivel 1/8 o X 1/8 Lg. (Nickel) 249-5008-00
12D Reflector 545-5409-01
12E #6 X 3/8 HWH AB 234-5000-00
12F_Cable Hamess 036-5390-10
13 | Mini-Jewel Post Clear 550-5052-01
GOLDENEYE Section 4 Assembly
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Back Panel Assembly
500-6001-00-42

Top View

Ne | Part Name SPIPartN® | N2 | Part Name SPI Part N°
1 Back Panel - GoLDeENEYE Plain 525-5393-01 5 | #89 Bayonet Bulb 165-5000-89
2 | Mini-Mars Light Cover Red (Qty. 2) 550-5031-02 6 | #6X3/8 HWH AB (Qly. 6) 234-5000-00
3 | Mini-Mars Light Cover Yellow 550-5031-068 7 | Butyrate -17 Back Panel Screened 830-5482-17
4 | Stand-Up, Short Socket (Qiy. 3) 077-5101-00 g |#6X 1/2PPHA(Qty. 11) 237-5805-00

Between Flipper Magnet Individual Parts
(Not available as an assembly. Located under playfield between flippers)

v
o
=
=
o
e
@]
<
c
(o)
=
O
@
v

N2 | Part Name SPIPart N® | N2 | Part Name SPI Part N®

1 | Welded Bracket Assembly 515-6141-00 3 | Threaded Core 530-5320-00

2 [8/4-16 Hex Nut 240-5315-00 | 4 |Magnet (22-600) 090-5042-00
Assembly Section 4 GOLDENEYE
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Stand-Up Target Assemblies:

500-5232-XX 500-5857-XX 500-5835-XX
) e Narrow B o All
Square Rectangle . Round
(Front View) (Front View) (Front View) (Side View)
c:::iﬁ;fi—.-;;,E::: i
4 \ ==
| \ L5
: @ ";I E .‘*_’} :
c::.-)] - s 5.
s TN
o TOT
| ] ]
| . :
: i ! I—I
I Vi Vi RS ﬁ
[ P 1 .
| @) ' @) Il @)l f2
E 5 i @) I @; d
] 1 |
| O | © 1 © isjas
N?| Switch & Target Name : QrY.| PartN® |N?| Part Names for A, B, C & D Part N°
A | Sw. & Target Assy. 1" X 114" Rect, (Flat) 0 |515-6027-XX | 1 | Mounting Bracket 535-6896-00
B | Switch & Target Assembly 1" Square (Flat) 6 |[515-5162-XX | 2 | Switch Back Plate 535-6452-00
C | Sw. & Target Assy. Narrow Rectangle (Flat) | 7 | 515-5967-XX 3 | 6-32 Nyloc 240-5010-00
D| Switch & Target Assembly 1° Round (Flat) | O |515-5966-XX | 4 | 6-32 X % HWH Ser. (Type C) (Qty. 2) 237-5958-00
4 5 | Switch Diode, 1N4001 112-5001-00
21-. + Ilem[i with a % qu?(gtity ar? not usecEI!in tgis ga;‘ne. t‘l’he" r)o(gglwing 6 | Foam Pad 626-5029-00
Sl (55 08, WHT X o5 BLUR © o © (1oplace the XX 7 | Washers/i6 242-5017-00
IS € "-06, YEL“. X6 "'04, GRN" B Rivet 1/8" o X 3/16" 249_'5001 -00
—_ > NOTE: THIS GAME ONLY, AN ADDITIONAL SPECIAL TARGET WAS USED:
o Module Stand-Up Target Clear, 500-6075-01
9 Please Note: Individual parts are not available. The whole assembly must be ordered.
s a Y. See this section, Chapter 1, General Parts, for location of this target_________
=
=
Plastic Part Color Chart
e :?(Aé-aﬂall.#ahl.# for all fae which are available in various mlors? T
The “-XX" should be replaced with the following 2-Digit Number for the color desired:
-01: | blear -06; Yellow ' =11: | Floures"cent Green
-02: Red -07: Orange _ 12: Flourescent Blue
-03: Amber -08: White ~13: Teal Green
-04: Green -09; Purple -14: Gray
-05: _Blue -10: Flourescent Orange -15: Lumi_r]esc_e__pt_ ikt
\_ ' J
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Chapter 1 of 4

Backbox Wiring
Backbox Board Layout Wiring Diagram
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Backbox I/0 Power Driver Board Detailed Wiring Diagram
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Playfield Switch Wiring Diagram
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Playfield Lamp Wiring Diagram
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Trough Up-Kicker OPTO
Theory of Operation & Schematic

Theory of Operation

As light from the Transmitter falls on the Receiver LED, itc?eneraies a Positive Bias Voltage (0.7v to 1.5v) which is
applied to the gate of @1, turning Q1 off. When Q1 is held off, no current flows through Q2’s Base, the transistor
is off acting as an OPEN SWITCH. When the light is interrupted (BLOCKED) R1 bleeds the gate voltage off of Q1
allowing it to conduct, switching Q2 on, which acts as a CLOSED SWITCH.

Fig. 1
| —

B L=, ity
| ' ——{1] RETURN |
+5v [2] WHT/XXX WIRE
| LED Y R1 |
| MmT5000UR ¢ —| — M Q2 |
I (See Note) MA’ 2N3906 I
| 1§3 R3 swrcHcoL /|
| L —{2] DRIVE |
| GND GRN/XXX WIRE |
L | _ =
520-512f4-00 520-5125-00 — _ Light

Transmitter Receiver =»

Note: The SPI Part Number for the LED MT5000UR is 165-5100-00 (Radio Shack is 276-087).

Troubleshooting
(The following tests indicate normal operating conditions)

1. Volt Meter Test:

A. OPEN OPTO (Light Falling on LED) = SWITCH OPEN. Place meter leads across points A and B (Refer to
Schematic Drawing Fig. 1 above). It should read approximately 0.8 - 1.2v DC.

B. CLOSED OPTO (Ligg_pt Blocked) = SWITCH CLOSED. Place meter leads across points A and B (Refer to
Schematic Drawing Fig. 1 above). It should read approximately 0.0 - 0.1v DC.

GOLDENEYE Section 5 Playfield
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Trough Up-Kicker OPTO
Theory of Operation & Schematic

Troubleshooting Continued

2. Oscilloscope Test:

A. OPEN OPTO (Light Falling on LED) =
+5v SWITCH OPEN. Place Scope lead at Pin-1
of OPTO Rec. Bd. with Scope Grounded.
See Fig. 1). The Scope should display a
TEADY +5v as shown in Fig. 2A, Wave
Form Diagram.

Fig. 2A

+5y B. CLOSED OPTO (Light Blocked) =
SWITCH CLOSED. Place Scope lead at
Psin-1 Fof OF)'T(:'IJ_hHeg. Bd. wii]th Scope IGrounded.
i ee Fig. 1). The Scope should display a
Fig. 2B ULSE STREAM indicating 02 has switched
— "On" as shown in Fig. 2B, Wave Form Diagram.
0 = = B> OO This is your Switch Drive Pulse.
y

Tl = Switch Read Period

3. Bench Test (See Fig. 3 Below):

Disconnect the OPTO Transmitter / Receiver Board from the circuit. Connect one side of a 560W Pull-up Resistor
to Pin-1 of the OPTO Receiver Bd. and the other side of the resistor to a 5v DC source. Connect Pin-2 to
Ground. Connect a +5v DC source to Pin-1 of the Transmitter and GND to Pin-2. Align with the Receiver OPTO
approximately 3" distance. Using your Volt-Meter or an Oscilloscope, monitor Pin-1 while BLOCKING and
UN-BLOCKING the BEAM from the Transmitter. The output will be approximately +5v DC when the BEAM is not
BLOCKED and approximately 0 volts when the BEAM is BLOCKED.

Fig. 3 5y
560.00
1
+bv [21H
©
= 0PTO 2
OPTO — =
Trans. gz — Rec. OPEI;I|- ov e
—
2 N
GND = BLOCKED OV c
= g
1]
v
Playfield Section 5 GOLDENEYE

Wiring Chapter 2 Page 95



Single Trough OPTO Alignment / Test

When a working OPTO is installed and connected in a game, the transmitter should light when the power is
switched on. With the playfield in Service Position #1 (playﬁeld pulled forward resting on the playfield support
brackets) and the game on, the light should show up as a "RED BRIGHT RING" through the back of the Receiver
Board around the Receiver LED (See Fig. 1). With the game in Switch Test Mode, lifting the Trough Plunger with
a fingertip should block the Beam and cause the Switch Positon to trigger (See Fig. 2L. View Fig. 3a & 3b for a
sectional view of the Light Path (note alignment) and what happens as a ball breaks the light beam.

View facing trough Lift plunger to check
(with playfield in Service Position #1) switch as shown.

1 —

Sectional view from right

Fig. 3a Fig. 3b
_— (=I _ T=
Light Path
‘ l
D— = — ~( Pinball |-~
ote "
! alignment) ” Recejver =—p <— Transmitter

IMPORTANT
If replacement of LED is required, insure that is mounted correctly before and after soldering (See Fig. 4a & 4b).

u Fig. 4a Fig. 4b
m

2.

-

u

T Correct Incorrect

i Position Position

=

o

GOLDENEYE Section 5 Playfield

Page 96 Chapter 2 Wiring



section 5 GO

Cabinet Wiring

Transformer Power Wiring Diagram
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Chapter 4 of 4

Printed Circuit Boards (PCBs)

2-Flipper Wiring Diagram
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New Solid State Flipper Board

We have redesigned our Solid State Flipper Board (SSFB) so that a misadjustment or failure of the
End-of-Stroke (EOS) Switch will not affect the operation of the flippers. The flippers will still work! The EOS
Switch is strictly an added feature, not a functional part of the circuit (see EOS Switch Theory of Operation).

Theory of Operation for the Solid State Flippers

The Solid State Flipper Board is a Multiple Flipper Solenoid Driver Circuit. Each solenoid driver circuit contains a
One Shot Timer, a 50V Driver, and an 8V Driver.

Looking at one circuit, Schmidt NAND gates U1A, U1b, and U1D make up the One Shot Timer. The timer length
is controlled by R10, R33 and C2. The output of the timer is gated at U1C with the buffered switch input from Q6.
The output of U1C controls the 50V driver circuit consisting of Q4, Q1, Q2, Q3, and D1. As long as the flipper
button is activated, Q6 will keep the 8V driver circuit, SR1, on.

The 50 volts provides the actuation power to the flipper solenoid while the 8 volts provides the holding power.

Theory of Operation for the EOS Switch

The End of Stroke (EOS) Switch used in our flipper circuit is a Gold Peened Contact, Blade Switch Assembly,
mounted on the flipper assembly.

Electrically, it is connected in series with the Cabinet Flipper Switch and the Flipper EOS input on the Solid State
Flipper Board (SSFB) connector CN1 which enables the 50 Volt DC Drive Circuit.

Refering to the Flipper Wiring Diagram, one side of the Flipper Cabinet Switch is connected to ground (BLK-Wire),
the other side (BLU-VIO Wire) is connected to the flipper switch input on the SSFB Connector CN1 which enables
your 9 Volt DC holding voltage and is connected in series to the EOS switch which is a normally closed switch.

The function of the EOS Switch is to prevent the flipper bat from being knocked back by a high velocity shot on
the playfield. If while holding the flipper in the up position, the bat is moved back 1/16" or more, the EOS Switch
will close giving the coil another 50 Volt pulse.

EOS Switch Adjustment

The switch contacts should be adjusted so that when the solenoid is energized, the contacts stay closed for
almost the full travel of the plunger. The contacts should open 1/16" before the plunger bottoms out or reaches
maximum travel.

Troubleshooting Tips

The only indication of a problem you will have is the player complaining that when the flipper bat is being held in
the up position, a high velocity shot from one of the playfield solenoids causes the ball to hit the flipper bat and
physically knock it back. This will not occur if the EOS Switch is working. Check switch for alignment and
continuity, replace if necessary.

Note:

See the inside cover and the end of Section 3, Chapter 2, Diagnostics, for
information on the Dr. Pinball option through the Portals™ Service Menu
for additional information and help through an additional flow chart.
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Solid State 2-Flipper Board
(Part N° 520-5080-00)
Circuit Troubleshooting Flowchart

Does
Check for a good flipper
GND connection energize?

to flipper cabinet
switch (Black wires).

"~ Does >
flipper remain

energized
when bufton
is held?

Check flipper switch
mounted on side of
cabinet.

Does LED
flicker on
SSFB?

(N. O. switch)

Check wiring and

connections
flom CN1 fo EOS o Check fises
cabinet switches. on SSFB.

Check fuses
F2 &F4
on SSFB.

Check
connector
CN2, Pins 6 & 7

for 8v AC
on SSFB.

Connect
a Jumper fror
GND to CN1 Pin
1 or 9 on SSFB;
Does LED
Flicker?,

Check
connector
CN2, Pins 8 &9
for 50v DC
on SSFB.

Check F21
(3 Amp Slo-Blo)
on I/O Driver Board.

Check

REPLACE
1/O Driver Board.

Check 2-Pin connector
(GRY & GRY/GRN wire)
beneath head in Cabinet
for continuity. Check
output voltage for 9v AC

from transformer.

‘.—

REPLACE
SSFB.

Check
wiring and
connections.

V1
o]
U
o
]

c

o)
=

9]

Q
(77]

F E FURTHER REFEREMNCE, SEE

2-FLIPPER WIRING DIAGRAM.
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Solid State Flipper Board Component Layout
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Dot Matrix & Controller Board Combinded Display Connections

Printed Circuit
Boards (PCBs)

CN2

BLK / GROUND
KEY , KEY
RED . 4 +5VDC
BUSY STAT 3 0|0
STAT 2 STAT 1 0|0
STAT O NOTUSED |00
RESET STROBE |00/ ™
DATA7 |DATA6 [0|0| 2
DATAS5 | DATA 4 0l 0] &=
DATA 3 DATA 2 0|0 25
DATA 1 DATA O 0/0|O
SWITCH8 | SWTICH7 |0|0| &
SWITCH 6 | SWITCHS5 |0 0| &
SWITCH 4 | SWITCH3 |0| 0
SWITCH?2 | SWITCH1 |00
NOTUSED| NOTUSED| 0|0
NOTUSED | NOTUSED|0| 0| ™
T B CONTROLLER BOARD
GROUND | PIXCLOCK |0]| 0] O — 520_5055_00
GROUND | COL. LATCH|[ 0| 0 Zg
GROUND | ROWAOCK| 0| 0| O
GROUND | ROWDATAI 0| 0| 2
GROUND | DISPLAYENABLE| 0| O =
NOTUSED | NOTUSED |0| 0| X
GROUND | SER.DATA|0|0| 2
GROUND | PIX CLOCK [ 0| 0] O
crounp [coL icHolo . & DOT MAITRIX BOARD
GROUND | ROWAOXK| 0| 0| O
' GROUND | ROWDATA 0] 0| 2 520-5052-00
GROUND | DISPLAYENABLE| 0| 0| =
VIO/YEL . ¢ +68VDC
BLU , 4_*12VDC
RED s «_t5VDC
BLK . < GROUND _
YEL . 4_GROUND o
KEY : KEY
GRY/YEL , 4_—98VDC
YEL/BLK ] —110VDC
Section 5 GOLDENEYE
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Display Controller Board Schematic
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Display Controller Board Component Layout
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Display Power Supply Board Schematic
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Display Power Supply Board Component Layout & Parts
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PART NUMBER REF-DESIGNATOR

Note: F1

Q3 Q4
Part Numbers C2C1
are not yet R10 R9 R5 R4
yet availalbe. R7 R6

e
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COMPONENT PLACEMENT LEGEND
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DESCRIPTION

S.B. 0.5A
HEATSINKS - AAVID #563002
200V 150uF RADIALLYTIC
1/2W 1.5K
1/2W 330K
1W 47K

68V 4760A
100V 4764
13V 4743
MPSAS2

MPSA42
500V 0.1uF CERAMIC DISK
MJE 15031
MJE15030
25V 22uF RADIAL LYTIC
7812C
8KKTS6 (PINI=KEY)
1N4004
TPKK1SEE (PINS=KEY)
6/32 KEY NU
6/32 X 3/8 SCREW
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I/0 Power Driver Board Theory of Operation

5V Supply:

An AC voltage of approximately 9V comes into the board at [J17-(1-4)] this AC voltage is then full-wave
rectified by bridge BRDG 21 and filtered by capacitor C203. The resulting voltage is 11VDC which is inserted into
a linear voltage regulator for the output of 5VDC. This 5V regulated voltage can be adjusted by potentiometer
R116 the voltage should be set to 5.00V. Besides powering the I/0O Board the regulated 5 volts supplies power to
the CPU & Sound Board Gas Plasma Display and Plasma Controller Board. Power for these devices comes off
the I/0 Board on [J16-(4-8)].

+5 +12 +50V +18V +20V LED Indicators:

These DC voltages are derived on the I/O board by rectification and filtering. Each has a LED indicating that
power is being supplied to each of these voltage sources. The -12V supply comes from the same transformer
winding as the +12V thus it does not have a led indicator. ** Note that the +50V &+20V power sources are turned
off by the interlock switches when the coin door is open.

LED Supply Voltage LED Supply Voltage
L2 +5 L200 +20V

L201  +50V L202 +18V

L203 412V

Reset Circuitry:

The I/O will reset in three cases:
1. The CPU is in reset. The CPU's reset signal is fed into the I/O through connector J1 and forces the /O into
reset.
2. The 5V supply has fallen bellow 4.75V.
3. The watchdog is not being fed by the scanning of the light matrix. More specifically pin 19 of U6 must be
togglin%once every 50ms to prevent the watchdog from resetting. The scanning of the light matrix is controlled by
the CPU through J1.

LED L204 shows the reset state of the I/O board. If this LED is not lit either the 5VDC is below 4.75V or the CPU
board is holding the I/O in reset. If the LED is flashing this means that the watchdog is not being feed by the CPU
board and the I/O is oscillating into and out of reset. (];fthe LED is continuously on the board is out of reset and
communication from the CPU to the lamp matrix is confirmed. Testpoint Blanking is the actual reset signal on the
/O Board. A low voltage indicates that it is in reset this will turn off all Solenoid drivers Flash Lamps Lamp Matrix
Drivers Auxiliary Outputs and Flipper Outputs. A high voltage indicates that it is out of reset and normal operation
can take place.

Address Decoding:
All Address decoding is done by two 74LS138 (1 of 8 decoder). Both of these must be in operation for the I/O
Board to function properly.

Solenoid Drivers & Flash Lamps:

J8 & J9 are high side drivers for driving solenoids and other heavy loads. Each connector has its own buffer
driving 8 drivers. J8 & J9 consist of MOSFET drivers 20N10L which can easily & safely be tested by clipping one
end of a clip-lead to test point FET TPL1 and then the other to the corresponding gate resistor R1-R16 (see note
1). This will apply 3.4V to the gate of the MOSFET transistor thus switching it on. J7 & J6 each are a bank of 8
low side driver for driving lamps or other lower current solenoids. They use a bipolar power transistor TIP122
which can also be tested by using test point TIP TPL3 and the corresponding resistors R17-R32 (see note 1),

Note 1 * Clip on the resistor side with the white stripe.
** R1 controls Q1 and R2 controls Q etc...

Auxiliary In & Out:
J2 8 CMOS Outputs sometimes used for a printer interface.
J3 8 CMOS Inputs general purpose inputs.

Lamp Matrix:

J12 has 10 low side drivers for the lamp strobes which consist of 19N06L MOSFETS. Only one lamp strobe
should be low at any time. Again the scanning of the lamp strobes keeps the I/O from resetting. J13 has 8 high
side drivers with each having a status indicator. All the status indicators are logically 'OR’ed together and fed back
to the CPU. The status can identify open loads (for example open lamp filaments or intermittent connections) and
short circuits. These drivers are also short-circuit protected.

General lllumination (G.l.) Lights:
J15 has BVAC switched on and off by a relay on the I/O Board. The relay is controlled by Q200 which supplies
power to the 24V coil winding to activate the relay. There are 4 taps on J15 each fused at 5A for this 6VAC source.
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I/O Power Driver Board Schematic (Sheet 2 of 5)
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I/0 Power Driver Board Schematic (Sheet 3 of 5)
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I/0 Power Driver Board Schematic (Sheet 4 of 5)
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<< L201 LED+50v
<< L202 LED+18v
<< L200 LED+20v
<< L200 LED+12v

<< FET TPL1

<< L2 LED +5v
<< R116 POT

I/0 Power Driver Board Component Layout
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I/0 Power Driver Board Parts

ITEM aTy PART NUMBER REF-DESIGNATOR DESCRIPTION
1 16 Note: C260 G259 C258 C257 C256 G278 G271 G255 100V 104 (0.1uF)

Part Numbers C261 C262 C277 C276 G275 G274 C273 G272
2 30 are not yet C204 G206 G207 G208 C209 C210 C211 G235 471 (470pF)

available. C234 G228 C229 C230 G231 G232 G233 G219

C217 C216 G215 G214 C212 C213 C237 C218
C236 C205 C243 C245 C246 C244

3 16 263 C264 C265 C270 C269 C268 C267 C266 103 (0.01uF)
C247 C254 C253 C252 C251 G250 C249 C248
4 13 C7C8C9C10C11 C12C13C1 C2C3C4 C5 C6 221 220(?
5 8 G227 C226 C220 C221 C222 C223 C224 C225 102 (0.001uF)
6 17 G35 C36 C37 C38 C39 C40 C41 C42 C43 C45 104 (0.1uF)
C46 C200 G239 C238 C240 G241 C242
7 16 Q102 Q3Q4 Q5 os Q? Q8 Q16 Q15 Q14 20N10L
Q13Q12Q11 Q10 Q
8 32 R2 R3 R4 R5 R6 R7 RB R16 R15 R14 R13 R12 R11 22K
R10 R9 R200 R201R202 R203 R204 R205 R206 R207
R215 R214 R 21 3 R212 R211 R210 R209 R208 R1
9 16 R17 R32 R18 R19 Hzo F!21 R22 R23 R24 R31 620
R30 R29 R28 R27 R26
10 17 Q237 R236 R40 R39 HSB RS? R36 R35 R34 R33 39K
R238 R239 R240 R241 R242 R42 R41
11 13 36‘7‘ 372 R73 R74 R75 R76 R71 R70 R69 R68 100
G
}g g q?o R92 Rs4 R96 R98 R100 R102 R104 ?éaox
14 8 R221 R220 R222 R223 R224 R225 R226 R227 47K
15 17 R254 R248 R249 R250 R251 R232 R246 R247 1K
R245 R233 R234 R235 R230 R231 R228 R229 R302
16 8 R262 R261 R263 R264 R265 R266 R267 R268 47
17 2 R269 R114 220
18 g9 R57 R58 R59 R60 R61R252 R253 R256 R270 R49 47K
19 11 R271 R56 R55 R54 R53 R52 R51 R50 R255 R300 10K
20 2 R117 R272 330
21 9 U6 U4 U1s Uz U1 U200 U3 U201 U206 73
22 1 RESET DO NOT STUFF
23 i /AW 1K
24 2 R218 R216 1/2W 1.5K
25 8 F24 F25 F26 F27 F8 F9 F7 F21 S.B. 5A
26 1 F6 S.B. 7A
27 1 F23 S.B. 4A
28 i F22 S.B. BA
29 2 F20 F28 S.B.
30 1 J15 9PKK156 (PIN 5=KEY)
31 1 J16 PKK156
32 i U210 DS1232
33 { Q200 2N3904
34 1 Cc32 25\ 100uF RADIALLYTIC
35 1 J1 20 PIN 0.1 DUAL ROW HEADER
36 2 U202 U203 HC245
37 10 Q41 Q33 Q34 Q35 Q36 Q37 Q38 Q39 Q40 Q42 19N06L
38 6 203 L202 204 L200 L2 |.201 RED LED
39 1 J2 10PKK156 épm 4=KEY)
40 1 R116 50 OHM POT
41 16 Q23 Q22 Q21 Q20 Q19 Q18 Q26 Q27 Q28 Q29 TIP122
Q30 Q31 Q32 Q17 Q25 Q24
42 1 C25 150V 100uF RADIAL LYTIC
43 1 U9 7415245
44 1 C29 35V 4700uF RADIAL LYTIC
45 1 RELAY FRL264D024/02CK RELAY
46 1 J5 9PKK156 (PIN 7=KEY)
47 1 U209 741574
48 1 Ja 9PKK156 (PIN 8=KEY)
49 2 U204 U205 4151
50 1 C26 500V .1UF CERAMIC DISK
51 1 Ui9 LM338K
52 5 BRDG20 BRDG3 BRDG1 BRDG2 BRDG21 DB3501
53 5 G202 G203 G201 C30 C27 25V 15000uF RADIAL LYTIC
54 25 D208 D225 D226 D221D220 D223 D227 D224 TN4148
D222 D200 D201 D202 D203 D204 D205 D20
D207 D209 D210 D211 D212 D213 D214 0215 0223
55 3 D217 D216 D229 1N4004
56 2 TPL3 TPL1 TEST POINT LOOPS
57 1 J7 10PKK156 (PIN 5=KEY
58 1 J6 10PKK156 (PIN 9=KEY v
59 8 U17 U16 U15 U14 U13 U12 U1 U10 VNO2ZN o]
60 1 .m 10-84-4030 [33 PIN MOLEX) )
61 1 J12 12PKK156 (PIN 7=KEY) 0.
62 1 J17 10-84-4090 (9 PIN MOLE)%) —
63 | BLANKING TEST POINT - DO NOT STUFF in
64 | R217 2W 4.7K SANDBAR
65 1 3 10PKK156 (PIN 2=KEY) =
66 1 J14 10-84-4060 gs PIN MOLEX) o
67 1 J10 10PKK156 (PIN 6=KE =
68 1 J3 12PKK156 (PIN 8=KEY o
69 1 J9 9PKK156 (PIN 3=KEY o
70 1 Js 9PKK156 (PIN 2=KEY
71 26 FUSECLIPS
72 1 U19 HEATSINK
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CPU/Sound Board Theory of Operation

CPU Section:
The CPU is a 68BO9E (U209) with up to 8Mbytes of CPU code space (U210). The CPU code is bank selected by
the use of U211and each bank consists of 16Kbytes. 8Kbytes of RAM (U212) is available to the CPU. The RAM
is battery backed and has a write protected area. Battery back up is accomplished by 3-AA Cells which have a
test point VB to check the battery voltage status. The write protected area consists of 512 Bytes used for storing
game settings. This section of RAM can only be written to when the coin door is open. The coin door switch
comes into the CPU on CN6-12 and is fed into the address decoding PAL U213. When this memory protect signal
is low writes to the protected RAM area are prohibited. Address decoding for the system is accomplished by one
PAL U213 and one 1-of-8 decoder U214.

A watchdog is used to monitor the CPU and the 5V supply. If the 5V supply is below 4.75 the watchdog will hold
the CPU board & I/O board in reset. The watchdog must be fed at a rate of 250ms or faster. The signal used to
feed the watchdog comes from the EPROM bank select signal used to load U211. The CPU has a timer interrupt
used as a heartbeat for the system this signal comes from counter U2. The clock for this counter is the CPU Q
clock. Clearing the timer interrupt is done by reading the DIP switch. The timer interrupt can be observed at test
point FIRQ. In normal operation "FIRQ" should be toggling at a rate of 976Hz.

The I/O interface CN1 is buffered by 2 HC245 chips. The CPU's reset line is buffered by Q10 and fed over to the
I/O through CN1. An /O strobe signal is feed through CN1-15 and is used to notify the I/O that a valid address is
being sent.

Switches:

The switch-matrix consists of 8 2N3904 transistors which pull one of eight stobes low to activate a single
column of switches. The switch return signals are fed into Chf? and are highly filtered and compared to a 2.5V
reference voltage. The switch return voltage must be below 2.5V to make a valid switch closer. If false switches
are appearing check that none of the 2N3904 transistors are permanently pulling the strobe line low. Only one
strobe from CN5 should be low at any time. CNG6 is a dedicated bank of input switches. Switches connected to
CNB6 are connected to ground instead of a strobe and may be read at any time.

Plasma Interface:

The data path for communication to and from the plasma controller is 8bits wide. There are separate input and
output busses. The ingut bus from the ;[J)Iasma controller to the CPU comes in on [CN8-(3-10)] and is fed into
U200 for input to the CPU’s data bus. Data going out to the controller comes from the CPU's data bus through
U201 and onto [CN8-(11-18)]. Status back from the plagma comes in on [CN8-(22-26)]and is fed into U202 for
input to the CPU'’s data bus. Two control signals that go out to the plasma controller are PRES (Plasma Reset)
and PSTB (Plasma Strobe). Plasma Reset is software controllable through U216/B and also has a test point |
"Plasma Reset". The Plasma Strobe signal to the controller is generated from U216/A and is used to latch data
into the plasma controller.

Sound Section:

The audio section consists of a BSMT sound chip U3 Sound EPROMs (U17 U21 U36 U37) 68B0O9E U6 and
Sound Code EPROM U7. The BSMT latches sound EPROM addresses in U13 & U12 for output to the Sound
EPROMSs. Sound Data from the EPROMs is read through U19 to the BSMT. The EPROMs are bank selected by
U22. When the BSMT has sound data to be played out to the speakers it loads 16 bits into a 16 bit shift register
made up of U24 & U23. The data stream from t%{e shift register is serially shifted into a stereo 16 bit Digital to
Analog Converter (DAC). When the system is operating properly the ws(word select) input of the DAC will be
toggling. The ws input is used to latch the right and left channel sound data into the DAC. If the ws line is not
oscillating no analog signal will come out of the DAC. The DAC outputs are a controlled current source. These
outEuls are converted to a voltage by an operational amplifier U30 to form the analog signal. Test points AOR and
AOL are the outputs of the operational amplifier. These outputs are then fed directly into three power amplifiers
(TDA2030A) or optionally into an analog volume control chip U35 for a potentiometer volume control. The analog
section has its own +5V & -5V derived from VR1 & VR2. These separate supply voltages are for the DAC U26
Operational Amplifier U30 and analog volume control U35.

Sound calls are made from the CPU’s 68B09E U200 to the sound section by latching data into U5. The sound
section’s CPU 68BO9E (U6) reads in this data and handles the interfacing to the BSMT.

Other Test Points:
E & Q - The CPU signals for both 6BBOSE processors. Should be at 2Mhz with Q leading E by 500 nsec.

24Mhz - The oscillator used for the BSMT & derivation of E & Q.
SND-FIRQ - The sound sections CPU interupt.
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6Mhz - This clock is generated internally on the BSMT and is used for shifting the data samples into th DAC.
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CPU/Sound Board Schematic (Sheet 1 of 3)
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CPU/Sound Board Schematic (Sheet 2 of 3)
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CPU/Sound Board Schematic (Sheet 3 of 3)
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CPU/Sound Board Component Layout
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CPU/Sound Board Parts
ITEM QTY PARTNUMBER REF-DESIGNATOR

1 1 Note: VR2
2 6 R13 R24 R21 R12 R19 R22
3 3 Part Numbers R111 R103 R107
4 46 are not yet R4 R3 R2 R1 R113 R306 R301 R302 R303 R305
available. R304 R299 R296 R298 R297 R247 R248 R249
R251 R250 R246 R245 R244 R266 R267 R265
R264 R263 R228 R227 R226 R225 R224 R200
R201 R202 R203 R204 R205 R206 R207 R262
R261 R260 R409 R413
¥ R14 R104 R110 R102 R100 R106 R9
6 20 R15 R8 R241 R240 R239
R238 R237 R236 R235 R234 R278 R279 R280
R281 R282 R283 R285 R286 R284 R412
7 4 R25 R17 R16 R112
8 1 R7
9 3 R105 R101 B109
10 9 R108 R294 R293 R292
- 4 Egiﬁ R290 R289 R288 R287
2
12 12 R311 R310 R307 R309 R308 R300 R313 R316
R315 R314 WX WY
T3 23 R295 R229 R230 R231
R232 R233 R215 R214 R213 R212 R211 R210
R209 R208 R414 R422 R421 R420 R419 R418
R417 R416 BR415
14 1 R223 R222 R221 R220 R219 R218 R217 R216
R243 R242 R400
15 16 R408 R407 R406 R405 R404 R403 R402 R401
R430 R429 R428 R427 R426 R425 R424 R423
16 2 R411 R410
i i 1 u3a
18 1 uz
19 1 CN4
20 i RESET
21 5 U37 U3s U21 U17 U210
22 2 uz24 U23
23 4 C76 C78 C79 C77
24 5 C59 C101 C108 C115 C40
25 3 C100 G107 C114
26 4 C102 C104 C109 C112
27 1 C409
28 1 Uas
29 1 C30
30 1 U34
31 1 u1s
32 6 Ui U12 U13 U15 U211U5
33 1 uz
34 1 utio
35 6 W2 W3 W1 W4 W5 W6
36 2 Cc81 C31
37 2 C10 C35
38 2 C116 C119
39 1 CN2
40 1 X1
41 i U9
42 3 Uig U2o U213
43 5 U27 U1 U25 Us U215
44 3 C29 C37 C51
45 81 C2C12 C13C14 C15C20 C1 C42 C24 C32 C28 C43
C16 C103 C23 C27 C52 C36 C21 C26 C39 C47
C105 C120 C44 C46 C34 C25 C4 C19 C8 C41 C49
C3C33 C9 C38 C18 C106 C45 C7 C118 C110 C122
C124 C113 C123 C5 G117 C111 C125 C290 C289
C288 C287 C286 C285 G284 C283 C282 G281
C280 C279 C278 C277 C276 C275 C273 C272
C255 C274 C292 C291 C407 C406 C405 C404
C400 C403 C401 C402
46 5 ci121
47 4 C48 C50 C75 C80
48 48 C270 C269 G268 C267 C271 G265 G266 G262
C261 C260 C259 C263 C256 C257 G258 G249
C248 C247 C254 G250 C251 C252 G220 C219
C218 C217 C216 C215 C213 G212 G211 G210
C209 C208 C200 C201 C202 C203 G205 C206
C207 C230 C229 C253 C214 C204 G264 C408
49 8 G221 C222 C223 C225 C226 C227 C228 C224
50 1 CN3
51 1 U3o
B2 2 Uz2 U1l
53 9 D1 D100 D2 D103 D104 D101 D105 D102 D3
54 2 D201 D200
in1a) 9 D407 D406 D405 D404 D403 D402 D401 D400 D202
gg E15 FBﬁ1 FB4 FB5 FB2 FB1 FB3
58 3 U102 U100 U101
59 1 U26
60 1 SW200

THIS PARTS LIST IS CONTINUED ON THE NEXT PAGE.
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DESCRIPTION

7805
100K

1
10K

22K

2.2K

R470
39K

330
0

220

47K
560

3.3K

745163

27512

7PKK156 (PINS=KEY)

DO NOT STUFF

27C040

741.5165

25V 10uF RADIAL LYTIC
25V 22ufF RADIAL LYTIC
35V 10uF RADIAL LYTIC
25V 100uF RADIAL LYTIC
16V 22uF RADILA LYTIC
TDA1899

16V _1000uF RADIAL LYTIC
74LS04

74ALS139

74L.5374

74HC4020

74L.5240

0

55V 470uF RADIALLYTIC
16V 10uF RADIAL TANT.
25V 220uF RADIALLYTIC
6PKK156 (PIN 5=KEY)
24MHZ

TMS32010
PAL16L8
741574

102 (0.001uF)
104 (0.1uF)

222 (0.0022UF)

101 {100 E
471 (470pF)

7905
TDA2030V
TDA1543
B3F4000
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CPU/Sound Board Parts Continued
ITEM QTY  PART NUMBER #*REF-DESIGNATOR

Note:

are not yet
available.

oo

~J
(%]
L | o I U G SRS SR

Your Notes

Part Numbers

L200

L201

U217 U216

U214

U212

U208 Us

Bﬁﬂ BATTERY HOLDER

6MHZ AOR Q AOL 24MHZ
Qaé)a Q4 Q5 Q6 Q7 Q8 Q1 Q2 Q10

U201 U20
Hg?g U206 U202 U200 U205 U208 U204

CNB
CN7
VBATT +5V GND2 GND1
CN6

SWa300
U401 U400
U4

U100 U101 U102

DESCRIPTION

RED LED
RED LED

3-AA CELLS 4. 5V
20 PIN 0.1 HEADER
TEST F;'OJNTS DO NOT STUFF

390
9PKK156 (PIN 2=KEY)
HCT273
HC245
DS1232
26 PIN 0.1 HEADER
10PKK156 (PIN 4=KEY)
TEST POINT LOOPS

KK156 (PIN 5=KEY)
ND'JEIS ITCH

AAVID 531102

=
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Appendix
Appendixes A through H

Appendix
Table of Contents

Appendix A, Pinball Game Firmware Table .........cuueecmrammmnensssarace: 126-127

__describes the EPROM with its chip size, the Sega Pinball Inc. Part N2,
version (if applicable), and CPU Board & CPU/Sound Board pin location(s).

Appendix B, Semi-Conductors / Integrated Circuits / Relay
Cross-Reference Table .....c..cceremmmmssscmssssmmmmssssnmisssasnnissssanes 128

_.describes diodes and transistors with Source N2, Sega Pinball Inc. Part N2,
NTE N, ECG N2, Radio Shack Part N° (If applicable) and RCA Part N° (If
applicable).

Appendix C, CPU JUMPEr Table .....ccoiurmsmerasssmsnssasmsmssssmsssmssssmsasassssasnees 129

...provides the Game Manufactured Date and Manual Part N¢, the CPU version,
the ROM Position, and the Jumpers Installed and Removed.

Appendix D, Board Type Table........cccuususesmssssmasasmsmsnsasasessensasasarneases 130-131
...provides Part N2 for Flipper Boards, 0Old Board System (Sound, Power
Supply) and New Board System (VO Power Driver, CU/Sound, Display Power
Supply) and Display Boards.

Appendix E, Generic Coil Cross-Reference Guide and Flipper Coil
TADIC wovveneeeemmmeeessnsmnssasssmsasssasaasassansnnmmnsssssssnssasssnnnnsnnnnnssanns 132-133

...provides the Coils used with Part N2 and Gauge-Turns (of the coil).

Appendix F, Motor Specification 8 1] o = T 134-135

...provides all the Motor information used on the games (Motor Type,
Function and Part N2).

o Appendix G, Part Number Prefix Classification Codes......cccccamemeesnmaaannnas 136
...explains how our Part Numbers are developed to help sort parts easier.

o Appendix H, Playfield Inserts (Plastic Light COVErS) .....ccoceurmmmnmsnsassssansans 137
...gives a pictoral view with the name and part number of all the inserts
used (also gives the Color Code Chart).

o GlOSSArY Of TEIMS ..crcuererearesmsrsmssasasnessssss s snasasasasasasms s asnsnsnsess 138-139
...gives definitions or explanations of some pinball terms and acronyms.
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n
M is and the next game manual(s) are nc? available, call our Tec?lrucal Support Department.

: 1 { ) . This ; grinting of this manual. To see if any changes occurred, the next game manual will include updates.
The version stated is USA. i there is a question of what revision number any particular B

Game Revisions can be updated after the production run. This table is accurate as of the

Table Motas:

APPENDIX A
Pinball Game Firmware Table

Chip Raw Chip Size Raw

Part N° Ver, Loc., PariN® EPROM Slze Part N2 Ver. Loc. PartNe®
Laser War Teenage Mutant Ninja Turtles
CPU 256K)  965-0004-00 C5  960-5007-00 CPU 256 965-0061-00  A1.04 B5  90-5007-00
Sound(ol)  (256K)  965-0005-00 J5  960-5007-00 CPU 256K)  965-0062-00 A1.04 C5  960-5007-00
Soundioi)  (256K)  985-0006-00 J6  960-5007-00 Voice 1 M 965-0063-00 F5/6  960-5009-00
Soundiole  (256K)  965-0007-00 J7 960-5007-00 Voice 2 1M 965-0064-00 F4/5  960-5009-00
-OR- Sound 256 965-0065-00 F7  960-5007-00
Sound 5255}( 965-0008-00 7F  960-5007-00 Dieplay 512K)  965-0066-00 Us  960-7001-02
Sound 1 512K)  965-0009-00 6F  960-7001-02
Sound 2 (512K)  965-0010-00 4F  960-7001-02 Batman
- CPU 128K)  965-0067-00 A1.06 B5  960-5006-00
Secret Service CPU 256K; 965-0135-00 A106 C5  960-5007-00
CPU 256K)  965-0011-00 A6 B5  960-5007-00 Voice 1 oM 965-0068-00 U17  960-5010-00
CPU 256K)  965-0012-00 A6 C5  960-5007.00 Voice 2 M 965-0069-00 U21  960-5009-00
Voice 1 512K)  965-0014-00 6F  960-7001-02 Sound 256K)  965-0070-00 U7  960-5007-00
Voice 2 512K)  965-0015-00 4F  960-7001-02 Display (1M) 965-0071-00  A1.02 US  950-5009-00
Sound 256K)  965-0013-00 7F  960-5007-00
Star Trek 25th Anniversary
Torpedo Alley cPU §12K)  965-0072-00 A200 BS  960-7001-02
CPU (256K)  965-0016-00  A02-1 B5  960-5007-00 Voice 1 2M) 965-0073-00 U7 960-5010-00
CPU 256K)  965-0017-00 A02-1 C5  960-5007.00 Voice 2 2M) 965-0074-00 U21  960-5010-00
Voice 1 512K)  965-0019-00 6F  960-7001-02 Sound 256K)  965-0075-00 U7  960-5007-00
Voice 2 512K)  965-0020-00 4F  960-7001-02 Display ™) 965-0076-00  A1.09 U8  960-5009-00
Sound 256K)  965-0018-00 7F  960-5007-00
- - Hook
Time Machine CPU 512K)  965-0077-00 A4.08 C5  960-7001-02
CPU 256K)  965-0021-00  A02-3 B5  960-5007-00 Voice 1 2M 965-0078-00 U17  960-5010-00
CPU 256K)  965-0022-00  A02-3 C5  960.5007.00 Voice 2 oM 965-0079-00 U21  960-5010-00
Voice 1 510K)  965-0024-00 6F  960-7001-02 Sound 256K)  965-0080-00 U7  960-5007-00
Voice 2 512 965-0025-00 4F  960-7001-02 Display ™) 965-0081-00  A4.01 US  960-5009-00
Sound 256K)  965-0023-00 7F  960-5007-00
- Lethal Weapon 3
Playboy 35th Anniversary cPU 512K)  965-0082-00 A207 C5  960-7001-02
CPU 256K)  965-0046-00  A02-3 B5  960-5007-00 Voice 1 2M 965-0083-00 U7  960-5010-00
CPU 256K)  965-0047-00 A023 C5  960-5007.00 Voice 2 2 965-0084-00 U21  960-5010-00
Voice 1 512K)  965-0049-00 6F  960-7001-02 Sound 256K)  965-0085-00 U7 960-5007-00
Voice 2 512K)  965-0050-00 4F  960-7001-02 Display oM 965-0086-00 ROM 1 960-5010-00
Sound 256K)  965-0048-00 7F  960-5007-00 Display oM 965-0087-00 ROM 2 960-5010-00
Display M 965-0087-04  A2.06 ROMO 960-5015-00
ABC Monday Night Football
CPU 256K)  965-0081-00  A02-7 B5  960-5007-00 Star Wars
CPU 256K)  965-0032-00 A027 C5  960-5007-00 CPU 512K)  965-0119-00 A103 C5  960-7001-02
Voice 1 512K)  965-0034-00 6F  960-7001-02 Voice 0 4M 965-0132-00 U17  960-5015-00
Voice 2 512K)  965-0035-00 4F  960-7001-02 Voice 1 2M 965-0133-00 U21  960-5010-00
Sound 256K)  965-0033-00 7F  960-5007-00 Sound 256K)  965-0131-00 U7  960-5007-00
Display 2M; 965-0120-00  A1.04 ROMO 980-5010.00
Roboco p Display 2M 965-0121-00 A1.04 ROM1{ 960-5010-00
cru 206K 00000 A4 B5  3805007.00 ftieed on Ditploy PCB 680:6065:00)
256 965-0037-00  A03-4 960-5007-00 ‘ Bt 5015
Voice 1 512K)  965-0039-00 6F  960-7001-02 Dispiay i fatn  Alos g OB, SOEATTAR
Volce 2 512K)  965-0040-00 4F 90700102
-0038- 960-5007-0 - .
Sl Ehom, AREia00n @ o : Rocky & Bullwinkle & Friends
CPU 512K)  965-0138-00 A1.30 C5  960-7001-02
Phantom of the Opera Voice 0 4M 965-0139-00 U17  960-5015-00
EP.U ) 25% 955’3337-00 A03-2 CF5 gsa-?gg?-ou Sound 256K)  965-0141-00 U7 960-5007-00
aice 512 965-0029-00 6 60-7001-02 : aall e
Yoke 1 Es12K geE00a0 %0 v Dt Display M) 965-0142-00  A1.30 ROMO 960-5015.00
Sound 256K)  965-0028-00 7F  960-5007-00 Tiaaie Dk
CPU 512K)  965-0143-00 A5.10 C5  960-7001-02
ngﬁ to the Future Voice 0 M 965-0144-00 U17  960-5015-00
256K)  965-0041-00  SA-2 BS 960-5007-00 Voice 1 2M 965-0145-00 U21  960-5010-00
SP.U 4 %ﬁgﬁ) ggg'ggﬁ'gg SA-2 gg 323“333?32 Sound 256K)  965-0146-00 U7 960-5007-00
olce = ! it o j o i | -
yece1 S By T Do Display M) 965-0147-00  A5.10 ROMO 960-5015-00
Sound 256K)  965-0043-00 7 960-5007-00 P P
; CPU 512K)  965-0148-00 A1.12 C5  960.7001-02
The Simpsons Voice 0 M 965-0143-00 U17  960-5015-00
CPU 256 965-0051-00 A02-7 BSs 960-5007-00 Voice 1 oM 965-0150-00 Uz 960-5010-00
gPu ; g?gﬁ ggg-c}ggg-gg A02-7 60;_.5 ggg-?gg';’-gg Sound 256K) 965-0151-00 uz 960-5007-00
oice -0054- ¥ . i o 2 - 3
voks 1 SEN  gaaoao i Sec 7001 0 Display aM) 965-0152-00 A1.06 ROMO 960-5015.00
-0053- 960-5007-00
Sound 256K)  965-0053-00 7 500 Tales from the Crypt
: CPU 512K)  965-0157-00 A3.00 C5  960-7001-02
Checkpoint Voice 0 M 965-0158-00 U17  960-5015-00
CPU 256K; 965-0056-00 Al1-7 BS 960-5007-00 Voice 1 oM 965-0159-00 Uz1 960-5010-00
Vit i aiiac! SN B Nooara Sound 256K)  965-0160-00 U7 960-5007-00
Yake 1 i g 5 Jeotomao Display aM) 965-0161-00  A3.00 ROMO 960-5015.00
Sound 256K)  965-0059-00 F4  960-5007-00
Display 512K)  965-0060-00 CP80 UB  960-7001.02

Table continued on the next page.
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Pinball Game Firmware Table

APPENDIX A

Chip Raw Chip Raw
2 0 2 _Bg_m__s_m__ﬂanﬂg—_ﬂn—mﬁ-—ﬁnﬂg—
The Who's Tommy Golden Eye
CF{U 512K) 965-0162-00 A4.00 C5 960-7001-02 CPU / Sound Board: E
Voice 1 40 965-0165-00 ui7 960-5015-00 Game ROM 1] 965-0214-42 = U210  960-5009-00
Voice 2 4M 966-0166-00 uz1 960-5015-00 Voice 1 4M 965-0215-42 g um7 n/a (masked
Voice 3 4M 965-0167-00 u3s 960-5015-00 Voice 2 4M 965-0216-42 =] u21 nfa (masked
Voice 4 4M 965-0168-00 u3s7 960-5015-00 Sound 512K) 965-0217-42 g uz7 960-7001-02
Sound 512K)  965-0164-00 u7 960-7001-02 Display Controller Board: o
Display 4M) 965-0163-00 A4.00 ROMO 960-5015-00 Display M) 965-0218-42 z ROM O 960-5015-00
WWF Royal Rumble
CF‘IU 512K) 965-0169-00 A1.06 C5 960-7001-02
Voice 1 4M 965-0172-00 U7 960-5015-00
Voice 2 4M 965-0173-00 uz1 960-5015-00
Voice 3 4 965-0174-00 U3 960-56015-00
Sou nd 512K) 965-0171-00 u7 960-7001-02
Display 41) 965-0170-00 A1.02 ROMO 960-5015-00
Guns N’ Roses
CF‘_U 512K) 965-0175-00 A3.00 C5 960-7001-02
Voice 1 40 965-0178-00 ui7 960-5015-00
Voice 2 4M 965-0179-00 u21 960-5015-00
Voice 3 4M 965-0180-00 U3ss 960-5015-00
Voice 4 4M 965-0181-00 U37  960-5015-00
Sound 512K)  965-0177-00 U7  960-7001-02
Display 4M) 965-0176-00 A3.00 ROMO 860-5015-00
Maverick
CPU 512K) 965-0182-00 A4.04 C5 960-7001-02
Voice 1 4M 965-0186-00 u17 960-5015-00
Voice 2 4M 965-0187-00 uz1 960-5015-00
Voice 3 4M 966-0187-01 U3s 960-6015-00
Sound 512K) 965-0185-00 u7 960-7001-02
Display” 4M 965-0183-00 A4.01 ROMO 960-5015-00
Display” 4M 965-0184-00 A4.01 ROM3 960-5015-00
Mary Shelley’s Frankenstein
CPU 512K) 965-0188-00 A1,03 C5 960-7001-02
Voice 1 4M 965-0192-00 w7 960-5015-00
Voice 2 A 965-0193-00 u21 960-5015-00
Voice 3 4 965-0194-00 u3e 960-5015-00
Sound 512K) 965-0191-00 u7 960-7001-02
Display™ A0 965-0189-00 A1.03 ROMO 960-5015-00
Display” 4M 965-0190-00  A1.03 ROM3 960-5015-00
Baywatch
CPU (512K) 965-0195-00 A401 C5 960-7001-02
Voice 1 4M 965-0196-00 uUi7  .960-5015-00
Voice 2 4M 065-0197-00 u21 960-5015-00
\oice 3 Correction Note: 2M/U36 was not used in this game.)
Sound 512K) 965-0199-00 u7 960-7001-02
Display” 4M 965-0200-00 A4.01 FROMO 960-5015-00
Display™ 4 965-0201-00 A4.01 ROM3 960-5015-00
Batman Forever
CcPU (512K) 965-0202-00 A302 C5 960-7001-02
Voice 1 AM 965-0203-00 ui7 960-5015-00
Voice 2 4M 965-0204-00 uz21 960-5015-00
Sound 512K) 965-0205-00 u7 960-7001-02
Display* 4M 965-0206-00 A3.00 ROMO 960-5015-00
Display” 40 965-0207-00 A3.00 ROM3 960-5015-00
New Board System Starts Here
Chip Raw
S 2 c g
Apollo 13
CPU / Sound Board:
Game ROM (1M 965-0208-00 A4.00 U210 960-5009-00
Voice 1 AM 966-0209-00 U7 n/a (masked)
Voice 2 4M 965-0210-00 u21 n/a (masked
Voice 3 4M 965-0211-00 use n/a (masked
Sound 512K) 965-0212-00 u7 960-7001-02
Display Controller Board:
Display (4M) 065-0213-00 A4.01 ROMO 960-5015-00

* Note: Display EPRO
Forever require an ac

Appendix
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MS (4M) fo
cess time O

r Maverick thru Batman

f 120 Nsec or faster.
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Semi-Conductors / Integrat

APPENDIX B

ed Circuits / Relays Cross-Reference Table

Table 1 o |SEGAPINBALL o |Radio Shack®| RcA e
( Diodes Source N Part Ne NTE Ne ECGN Part Ne Part N° 1
Rectification, Blocking and/or Dampening
[Diode 1N4001 112-5001-00 | NTE552 ECGs52 | . —._. SK9000
Diode 1N4004 112-5003-00 NTE116 ECG116 276-1103 SK3312
Diode 1N5401 112-0056-00 | NTE5801 ECG5801 276-1143 SK9004
\Qiode 1N5404 112-5004-00 | NTE5804 ECG5804 276-1144 SK9007
Table 2 o |SEGA PINBALL . o |Radio Shack®  RcA®
Diodes Source N Part Ne NTE N ECGN Part N2 Part N°
Zener
Diode 1N4742A 12v | 112-0061-00 | NTE142A ECG142A 276-563 SK12V
Diode 1N4760B 68v | 112-0062-00 | NTE5092A ECG5092A | -—-_. SKesV
Diode 1N4764 100v_| 112-0049-00 | NTE5096A ECG5096A | -— .. SK100V
Diode 1N5228 3.9v | 112-0053-00 | NTE5007A ECG5007A | -—.—. SK3A9
Diode 1N5234B 6.2v | 112-0047-00 | NTE5013A ECG5013A 276-561 SK6A2
Diode 1N5379 110v | 112-0072-00 | NTE5157 ECG5157 | +—wve SK110X
Table 3 o |SEGA PINBALL
Bridge Reciifiers Source N Part N2 Comments J
Bridge Rectifier CM3501 112-0052-00 35 Amp @ 100v P.|.V.
Bridge Rectifier] MDA2501 112-0054-00 25 Amp @ 100v P..V.
|Bridge Rectifier] MDA3502 | 112-0057-00 35 Amp @ 200v P.|.V.
Table 4 o |SEGAPINBALL 0 o |Radio Shack®| RcAe®
| Transistors | Source N° Part Ne NTEN ECG N Part N° Part Ne W
Transistor 2N4401 | ... NTES5 ECG85 276-2009 SK3124A |
Transistor 2N5060, SCR | 110-0074-00 | NTE5400 ECG5400 276-1067 SK3950
Transistor 2N5401 110-0078-00 NTE288 EeEoes | oo SK3434
Transistor 2N6427 110-0070-00 NTE48 ECG48 | . —.__. SK4906
Transistor MJE15031 | 110-0103-00 NTE375 ECG375 | -—-—0q SK9118
Transistor MJE340 110-0071-00 NTE157 ECG157 | - —._. SK3747
Transistor MJE350 110-0072-00 NTE374 ECE3? | sivuee SK9042
Transistor MPSAQ2 110-0100-00 NTE288 ECG278 | - —._. SK3434
Transistor MPSA42 110-0082-00 NTE287 ECGEB7? | oo SK3232
Transistor NPN, 2N3904 | 110-0069-00 NTES85 ECG85 276-2009 SK3124A
Transistor NPN, TIP122 | 110-0067-00 NTE261 ECG261 276-2068 SK3896
Transistor PNP, TIP42 110-0068-00 NTE332 ECG332 | - —. . SK9236
Transistor TIP32C 110-0071-00 NTE292 ECG292 | .~ —um SK3441
Transistor TIP36C 110-0077-00 NTE393 ECG393 | - —._ . SK3961
Table 5 . | SEGAPINBALL.
{: Relays Source N2 Part N2 Comments j
FRL264
PPB Relay P024/02CK | 190-5002-00 24v DC 10 Amp DPDT
Power Supply FRL264 . }
Relay PO24j/02CK | 190-5003-00 24v DC 10 Amp DPDT
lcPURelay | -—-—- 190-5001-00 6v DC 5 Amp 4 Pole
GOLDENEYE Semi-Conductors / Integrated Circuits / Relays Appendix
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APPENDIX C

CPU Jumper Table
G Game iD- E 3 5| 52 gg Game Mfg. g § g8 §-§_|
ame Name Eﬂ:n;eu:?% N |2 E:é E% EE Game Name nnngt:uaaﬁ s §§ é‘% E%
O| uwa SE S o @& 3E 3
1. MAY 87 1] 5C |Jatsasra| J5J6 U0 | |29, NOV 95
Laser War 780-5001-00 | 2 | 5B, 5C | J4 J5a J6a | J5 J5b J6D Apollo 13 780-5044-00 | U210 n/a nla
Socretsonvcs | TB0.5002.00 | 2 |5B.50| V4 5 | | BgenEye FEBSE oo |—| U2t0 | n/a | nia
Torpedo Alley e e a00 |2|5B,6C| 44 J5
Tims Machine o ion |2 |sBi50| 4 Js
i}\;ﬂggrvssm YMS%YS%?}S-OO 2|58,5C| J4 J5
&igﬁ? Eoggra‘ﬁay $E$§§07_00 2 | BB, 5C Ja J5
E'-ObDGOD yg)ys%%eno 2|5B,5C| J4 J5
g{elglsgrtgm o %231.59303-00 2|5B,5C| J4 J5
g;e[?:%ctllj rtg %ggsggOQ—Oo 3|5B,5C| J4 J5
]I%e Simpsons ?BECE;SQ(% 000 | 3|8B5C J4 J5
E%eckpo‘lnl ;BE(?SQC;1 o000 | 385B.5C J4 Js
&?n,ﬁl?ﬁiﬁm ?"3%T5%117,00 3|s8,5C| J4 5
Beiman Tao-e01100 |3 [5B.5C| 4 J5
T iy OBT e oo | 8] BC | 8 4
Hook aNo2 o8| sc | us |
:“?éalﬁeow? o eeo0 | 8| 5C J5 J4
gérWars 98%T5%224_00 3| SC J5 J4
L?ﬁk@ogkgr%%! P o0 | 3| 5C° J5 4
Y haesic Pafk ?ggs%%o-uo 3| sC J5 J4
Eg'st Action Hero ?gocjs%eémo 3| sC J5 J4
31163 33'3? from ygg)\js%% goo | 3] 5€ J5 J4
%rﬂ;h; Yne's 555596128_00 8] sC J5 Ja
Aimble Royel | M mac0 | 8| 5C J5 J4
2 uns ' Roses %gé-ggzgaoo 3| 8C J5 J4
Maveiiok T vaonioo 2] ¢ J5 Ja
%?énwgr?sts;ﬁ'ws 95095904{35_00 3| sC Js J4
%z\'vwatch yapé}?sgga-oo 3| sC J5 J4
|2isa.tman Forever #lé”(i—ggaa-oo 3| sC J5 Ja

+ Additional Information for Installed / Removed Jumpers (List 1-28 only):

Board Combinations with ROM at Location 5C (Game 1, Vert) Installed J1b, J3, J4, J6a, J7a & J8 Removed J1a, J2, J5, JE & J7b

Board Combinations w/ ROM at Locations 5B, 5C (Game 1, Ver2) Installed Jib, J3, J4, J5a, J6a, J7hb & J8 Removed Jia, J2, J5, J5b, J6b, & J7a
Board Combinations w/ ROM at Locations 5B, 5C (Games 2-12, ver2/3) Installed J1b, J3, J4, J5b, J6b, J7b & Ja Removed J1a, J2, J5, J5a, J6a & J7a
Board Combinations with ROM at Locations 5C (Games 14+, Ver3) Installed J1b, J3, J5, J5b, J6b, J7b & J8 Removed Jia, J2, J4, J5a, J6a & J7a

“ Version 1 has a 2K RAM which is a 24-pin IC in Position 5D; Versions 2 & 3 have a 8K RAM which is a 28-PIN IC in Position 50,

Appendix CPU Jumper GOLDENEYE
—C— Table Page 129



APPENDIX D

Board Type Table
Game Name Flipper Sound Power Supply Display X-Digit o
initial: Master: 520-5004-00 plus:
: 520-5002-00 7 Digit Alpha/Numeric
NO FLIPPER | replaced with: 520-5005-00 (Qty. 2)
Laser War BOARD (NFB) | 520-5002-02 | 520-5000-00 7 Du%n Numeric
2-Flipper 520-5006-00 (Qty. 2)
520-5002-01 4 Digit Numeric
was not used. 520-5007-00
: _NFB 520-5014-01
Secret Service 3-Flipper 520-5002-02 | 520-5000-00 7 Digit Alpha/Numeric Combined
NFB 520-5014-01
Torpedo Alley 3-Flipper 520-5002-02 | 520-5000-00 7 Digit Alpha/Numeric Combined
- : ~NFB 520-5014-01
Time Machine 2-Flipper 520-5002-02 | 520-5000-00 7 Digit Alpha/Numeric Combined
; 520-5033-00 520-5014-01
Playboy 35th Anniversary 2-FIip. for 100 520-5002-02 | 520-5000-00 7 Digit Alpha/Numeric Combined
ABC Monday Night 520-5033-00 520-5030-00
Football 2-Flip. tor 100 games) 520-5002-02 | 520-5000-00 16 Digit Alpha/Numeric Combined
520-5033-00 520-5030-00
Robocop 2-Flipper 520-5002-02 | 520-5000-00 16 Digit Alpha/Numeric Combined
520-5033-00 520-5030-00
Phantom of the Opera 2-Flipper 520-5002-02 | 520-5000-00 16 Digit Alpha/Numeric Combined
520-5033-00 520-5030-00
Back to the Future 2-Flipper 520-5002-02 | 520-5000-00 16 Digit Alpha/Numeric Combined
; 520-5033-00 520-5030-00
LThe Simpsons 2-Flipper 520-5002-03 | 520-5000-00 16 Digit Alpha/Numeric Combined
[ = : :
ame : Power Dot Matrix Display
Name Flipper Seund Supply Display Controller
Checkpoint 5229',:5,%%%“?0 520-5002-03 | 520-5047-00 | 520504200 | Nt iyseq
Jeenage Mutant Ninja B Rines 00 | 520-5002-08 | 520-5047-00 520.5042-00 [
Batman R0 | 520.5050-01 | 520-5047-00 P2%a%200 |° Not Used
Star Trek 25th Anniversary 5220_',3%:3‘?" 520-5050-01 | 520-5047-00 | 520:5042-00 |EENEHHEEE
Hook 523‘3%%%?“ 520-5050-01 | 520-5047-00 | 520,8042-00 \EENGHELy
Lethal Weapon 3 5229‘,:5,%3'33;90 520-5050-01 | 520-5047-01 | 920505200 | 5 5055.09
Star Wars PRS00 | 520-5050-02 | 520-5047.01 520 5052:90 | 520.5055-00
Rocky & Bullwinkle & 520-5033-00 520-5052-00
Frionde 2-Flipper 520-5050-02 | 520-5047-01 128 X 52~ | 520-5055-00
Jurassic Park PZRre00 | 520-5050-02 | 520-5047-02 S2a%2 0 | 520505500
Last Action Hero PRRT0-00 | 520-5050-08 | 520-5047-02 P2a%2:00 | 520505500
Tales from the Crypt R’ | 520-5050-08 | 520-5047.02 SR%02:00 | 520 5055-01
The Who's Tommy S Rre00 | 520.5077-00 | 520-5047-02 220290200 | 520-5055-01
WWF Royal Rumble S Fiper 52 | 5205077-00 | 520-5047.02 PANS052.00 | 520505501
Table continued on the next page.
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APPENDIX D

Board Type Table
Game . Power Dot Matrix Display
Name fipe Sois Supply Display Controller
Guns N’ Roses 525(.{‘,?,%7;3%90 520-5077-00 | 520-5047-02 | 523309200 | 520-5085-01
Maverick 5232'[?'%7;65;?0 520-5050-03 | 520-5047-03 | 925397200 | 520-5092-01
Mary Shelley's 520-5076-00 520-5075-00
Ry Sy S i 520-5077-00 | 520-5047-03 | 22%33(2 | 520-5092-01
£20-5080-00 (Qly. 2 520-5075-00
Baywatch 20500000(352) | 520-5126-02 | 520-5047-03 | “Jg x4 | 520-5092:01
Batman Forever 520507600 | 520-5126-02 | 520-5047-03 520507900 | 520-5092-01
NEW BOARD SYSTEM
Game Flibper /O Power CPU/ Display Dot Matrix Display
Name PP Driver Sound Power Supply Display Controller
Apollo 13 523‘,3%39‘?0 520-5137-00 | 520-5136-00 | 520-5138-00 | 925503200 | 520-5055-01
Golden Eye | 920E070-00 | 5205137-00 | 520-5136-00 | 520-5138-00 520-5052°0 | 520-5055-01
Appendix Board Type GOLDENEYE
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APPENDIX E
Generic Coil Cross-Reference Guide

(SEGA PINBALL™| Gauge- | SEGA PINBALL™| Gauge- | SEGA PINBALL™ Gauge- |SEGA PINBALL™| Gauge-
Part N2 Turns Part N2 Turns Part N2 Turns Part N2 Turns
090-5000-00 22-700 | 090-5011-00 | 22-750 | 090-5020-00 |Not Used| 090-5030-00 | 23-1100
090-5001-00 23-8B00 090-5012-00 26-800 090-5020-01 21-900 090-5032-00 22-1080
090-5001-01 23-800 090-5013-00 23-700 090-5020-02 22-900 090-5034-00 25-1240
090-5002-00 | 24-900 | 090-5014-00 | 23-600 | 090-5020-10 | 21-900 090-5036-00 | 24-940
090-5003-00 27-1300 090-5015-00 27-1400 090-5020-20 22-900 080-5036-01 24-940
090-5004-00 27-1500 090-5016-00 29-2000 090-5020-30 23-900 090-5037-03 231,-765
090-5005-00 23-840 090-5017-00 22-500 090-5021-00 20-400
090-5006-00 23-800 | 090-5018-00 | 23-800 | 090-5022-00 | 23-700 | 090-5041-00 | 25-1800
090-5008-00 23-1200 090-5019-00 23-750 090-5023-00 22-600 090-5046-00 28-1050
; 090-5025-00 24-1570
Flipper Coil Table
Flipper: Lower Right | Flipper: Lower Left | Flipper: Upper Right| Flipper: Upper Left
Game Name SEGA PINBALL™ SEGA PINBALL™ SEGA PINBALL™ SEGA PINBALL™
Part N? w/Ga.-Turns | Part N2 w/Ga.-Turns | Part N2 w/Ga.-Turns | Part N2 w/Ga.-Turns
090-5011-00 SAME AS Not Not
Laser Wars 22-750/30-2600 LOWER RIGHT - Used Used
. 090-5006-00 SAME AS SAME AS Not
Secret Service 23-620/30-2600 LOWER RIGHT LOWER RIGHT Used
090-5013-00 090-5011-00 090-5012-00 Not
Torpedo Alley 23-700/30-2600 22-750/30-2600 26-800 Used
, . 090-5011-00 SAME AS Not Not
Time Machine 22-750/30-2600 LOWER RIGHT Used Used
Playboy 35th 090-5020-02 SAME AS Not Not
Anniversary 22-900 LOWER RIGHT Used Used
ABC Monday Night 090-5020-02 SAME AS Not Not
Football t 22-900 LOWER RIGHT Used Used
090-5020-20 SAME AS Not Not
Robocop 22-900 LOWER RIGHT Used Used
090-5020-20 SAME AS Not Not
Phantom of the Opera 22.900 LOWER RIGHT Used Used
090-5020-20 SAME AS Not Not
Back to the Future 22-900 LOWER RIGHT Used Used
; 090-5020-20 SAME AS Not Not
The Simpsons 22-900 LOWER RIGHT Used Used
; 090-5020-20 SAME AS Not Not
Checkpoint 22-900 LOWER RIGHT Used Used
Teenage Mutant Ninja 090-5020-30 SAME AS Not Not
Turtles 23-900 LOWER RIGHT Used Used
090-5020-30 SAME AS Not Not
Batman 23-900 LOWER RIGHT Used Used
Star Trek 25th 090-5020-30 SAME AS Not Not
Anniversary 23-900 LOWER RIGHT Used Used
Hook 0980-5020-30 090-5030-00 Not Not
o0 23-900 23-1100 Used Used
090-5030-00 SAME AS Not Not
Lethal Weapon 3 23-1100 LOWER RIGHT Used Used
090-5032-00 SAME AS Not Not
Star Wars 22-1080 LOWER RIGHT Used Used

T A very small % of these games used a 090-5020-20 coil which used a

proto-type Solid State Flipper System.

The two types of coils both are 22-900 coils; the only difference being the addition of the 1N5404 Diode on the
(-02) coils which was used in the Deger Design.

GOLDENEYE
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APPENDIX E

Flipper Coil Table

Flipper: Lower Right | Flipper: Lower Left | Flipper: Upper Right Flipper: Upper Left
Game Name SEGA PINBALL™ SEGA PINBALL™ SEGA PINBALL™ SEGA PINBALL™
Part N© w/Ga.-Turns | Part N w/Ga.-Turns | Part N2 w/Ga.-Turns | Part N° w/Ga.-Turns
Rocky & Bullwinkle & 090-5020-30 SAME AS Not ' Not '
Friends 23-900 LOWER RIGHT 0 Usedi s 00 Us
: 090-5020-30 SAME AS 090-5030-00 No
Jurassic Park 23-900 LOWER RIGHT 23-1100 :
: 090-5020-30 SAME AS Not
Last Action Hero 23-900 LOWER RIGHT Used
090-5032-00 SAME AS 090-5041-00
Tales from the Crypt 22-1080 LOWER RIGHT 25-1800
; 090-5020-30 SAME AS ‘Not 090-5041-00
The Who's Tommy 23-900 LOWER RIGHT Used 25-1800
090-5032-00 SAME AS 090-5041-00 SAME AS
VONE R S ke 22-1080 LOWER RIGHT 25-1800 UPPER RIGHT
: 090-5032-00 SAME AS Not 090-5030-00
Guns N' Roses £9-1080 LOWER RIGHT Used 23-1100
. 090-5032-00 SAME AS 090-5032-00 Not
Maverick 22-1080 LOWER RIGHT 22-1080 _Used
Mary Shelley’s 090-5030-00 SAME AS 090-5030-00 Not
Frankenstein 23-1100 LOWER RIGHT 23-1100 Used
090-5020-30 090-5030-00 SAME AS 090-5025-00
Baywatch 23-900 23-1100 LOWER LEFT 24-1570
090-5020-20 090-5032-00 090-5020-30 Not
Batman Forever 22-900 22-1080 23-900  Used
090-5032-00 SAME AS Not Not
Apalia 15 22-1080 LOWER RIGHT Used _Used
090-5032-00 SAME AS ~ Not Neks
Golden Eye 22.1080 LOWER RIGHT Used Used
Appendix Flipper Coil GOLDENEYE
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APPENDIX F
Motor Specification Table

|_ Game Name

Function

Specifications

PartNe |

Laser Wars

Secret Service

Torpedo Alley

Time Machine

Playboy 35th Anniversary

No motors were used on the games listed on the shaded lines.

Motor 24v A.C.

ABC Monday Night Football | Goal Post Up/Down 60 RPM CW 515-5222-00
Robocop
Bowman Motor 24v 60hz 3W
Phantom of the Opera Organ Up/Down 11 RPM CCW 515-5256-00
Back to the Future
The Simpsons
Shaker <ofifen Metor 041-5002-00
Checkpoint (Vibrator)
Mag Wheel Motor D.C. 041-5005-00
(in Backbox) (KEN)
e Spinning Pizza Gear Motor 24v A.C. 7
Teenage Mutant Ninja Turtles Ball Deflector 325 RPM CW 515-5397-00
Bowman Motor 24v 60hz 3W
Batman Bar Target Up/Down 11 RPM CCW 515-5256-00
P Bowman Motor 24v
Swinging Target 221, RPM 515-5534-00
Star Trek 25th Anniversary Transporter F/X Gear I:\Sﬂ%icgpzﬂv AC. 500-5421-00
Cooling Fan for 41" Motor 12v
Transporter F/X Q41-5014-00
Hook
Lethal Weapon 3 Spinning Light Motor 2.5v A.C. 041-5017-00

4000 RPM CCW

Bar Target Up/Down

Bowman Motor 24v 60hz 3W

51 5-5256-(;‘

Blade" Movement

3 RMP CCW

11 RPM CCW
R2D2 Robot Bowman Motor 24v A.C.
SHarWare Movement 221, RPM CW 515-5571-00
Death Star Bowman "G" Motor 24v A.C. 60hz
Rotation 6 RPM CW 515-5570-00
Rocky & Bullwinkle & Friends Nell Log "Cutting Autotrol Model E Motor 24v 60hz 4W 041-5023-00

Jurassic Park

Johnson Motor

041 ~5002-00—‘

Shaker Vibrator
T-Rex Left/Right Multi Motor 5v D.C.
Moverment 041-5025-00
T-Rex Up/Down Bowman Motor 24v
Movement 11 RPM CW KEE-0RIR00

GOLDENEYE
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APPENDIX F
Motor Specification Table

| Game Name Function I Specifications Part N2 =
Crane Lef/Right | Multi Prod. #3312 Motor OSC 12v D.C. | 441.5027 6 |
. Movement 3 :
Last Action Hero
Shaker yor 041-5029-00
Shaker S 041-5029-00
Tales from the Crypt M C
Tombstone Up/Down Bowmggpﬁt%rg&v A 515-5900-00
Mirror Up/Down Bowmgggnﬁt%rczﬁv PG 515-5900-00
The Who’s Tommy Flipper Blinders Servo Motor 041-5032-00
Spinning Airplane Motor D.C.
Propellers 041-5033-00
WWF Royal Rumble Shaker i 8 041-5029-00
Guns N’ Roses ;
Maverick, The Movie Ol Mo 2 041-5036-00
Mary Shelley’s Frankenstein | | efglaﬁgth%r&g{v%ﬁem Servo Motor 041-5032-00
Baywatch ' :
Cannon Bowman Motor 24v A.C.
Eavediaaivin Left/Right Movement 60Hz 3W 6 RPM CCW G- EEa0
Rocket Bowman Moiof 24y A.C..m
Up/Down Movement 60Hz 3W 6 RPM CCW 515-6583-00
Moon Unit Multi Motor 24v A.C.
RpolE s Up/Down Movement 50/60Hz 3W 6 RPM CCW 1584000
Shaker V’;’é";‘;‘t’gr 041-5029-00
Satellite Bowman Motor 24v A.C.
Golden Eye Left/Right Movement 60Hz 3W 6 RPM CW 515-6528-00
Appendix Motor Specification GOLDENEYE
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APPENDIX G
Part Number Prefix Classification Codes

1.

VI.

VII.

VIIL.

GOLDENEYE
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g%.(I)ECTHICAL SOURCE AND ENERGY AND SIGNAL CONVERTERS

Transformers
031- Speakers
090- Solenoids
CONDUCTORS, CONNECTORS AND INSULATORS
034- Line Cords
036- Cable and Hamess Assemblies"
041- Motors
045- Connectors QAII Types)
077- Lamp Sockets
CIRCUITS AND CIRCUIT ELEMENTS
100- ICs
110- Transistors
112- Diodes
121- Resistors . _
123- Resistors (Variable & Adjustable)
125- CAPS
140- Crystals
165- Light Bulbs
180- Switches
190- Relays
BOLTS, SCREWS, NUTS, AND WASHERS
231- Bolts
232- Screws (Pan Head)
234- Screws (HXW
237- Screws (Misc.
240- Nuts (MiscF)
242- Washers (Flat, Round)
244.- Washers (Split Lockr:l
246- Washers (Lockers, External Tooth)
MECHANICAL COMPONENTS
249- Rivets
251- Pins (Dowel) _
254- Stand-Offs, Spacers and Shims
260- Steel Ball )
265- Springs (Extension)
266- Springs (Compression)
269- Springs (Washers - Belleville, Wave)
280- Grommets and Bushing

HANDLES, LOCKS, CATCHES & LATCHES, KEYS & HINGES
355- Handles, Locks, Catches & Latches and Keys
390- Hinges

FABRICATED PARTS (IN-HOUSE ASSEMBLIES%
500- End Product (Systems and Models

515- Sub-Assemblies

520- P.C. Boards

522- Display Glass

525- Wood Parts

530- Screw Machined Parts

535- Fabricated Parts )
545- Molded (Extruded) Parts (Rubber Rings, Molded Plastic)
550- Molded (Inserts)

BULK MATERIALS )

600- Braided Ground Wire

601- Stranded Wire

602- Ribbon Cable

605- Sleeving (Shrink Tubing)

626- Foam Rubber
MISCELLANEOUS .

705- Packing & Shipping Items
820- Decals and Labels (Sets & Misc.)
820- Butyrate

900- Game Posters

960- EPROM (Raw Part)

965- EPROM (Programmed Part)

Part Number Prefix
Classification Codes



APPENDIX H
Playfield Inserts (Plastic Light Covers)

Patterns: STARBURST | STARBURST | STARBURST | STARBURST | STARBURST
STARBURST CIRCULAR CIRCULAR CIRCULAR CIRCULAR CIRCULAR
STIPPLE
550-5000-XX 550-5001-XX 550-5002-XX 550-5003-XX 550-5004-XX
STARBURST STARBURST PLAIN PLAIN PLAIN PLAIN
CIRCULAR CIRCULAR CIRCULAR CIRCULAR CIRCULAR CIRCULAR
550-5005-XX 550-5006-XX 550-5007-XX 550-5008-XX 550-5009-XX 550-5010-XX
PLAIN PLAIN STIPPLE STIPPLE ROLLOVER WHITE STAR
CIRCULAR CIRCULAR CIRCULAR 1" SQUARE BUTTON BASE (only in white)
550-5011-XX 550-5012-XX 550-5048-XX 550-5019-XX 550-5026-XX 545-5015-00
STIPPLE STIPPLE STARBURST PLAIN PLAIN PLAIN
RECTANGULAR | RECTANGULAR | RECTANGULAR | RECTANGULAR | RECTANGULAR | RECTANGULAR
1-16" X 34" 1-3/5" X 1-1" 2-V4" X 1-14" 2-V4" X 1-14"| | [1-3/5" X 1-1%" 2" X 2-1»"
550-5018-XX 550-5051-XX 550-5044-XX 550-5049-XX 550-5050-XX 550-5063-XX
STARBURST STARBURST MINI BEVEL PLAIN BANANA
MINI SHIELD | LARGE SHIELD HOT DOG HOT DOG HOT DOG
. Cor D|Caw D
550-5024-XX 550-5025-XX 550-5020-XX 550-5021-XX 550-5022-XX 550-5023-XX
STARBURST STARBURST STARBURST STARBURST STARBURST
ARROW-SHORT | ARROW-LARGE | ARROW-HEAD BULLET TRIANGLE
550-5013-XX 550-5014-XX 550-5015-XX 550-5016-XX 550-5017-XX
Note: The shapes and sizes shown above are not to scale. Some shapes may no longer be available in every color.
" Plastic Part Color Chart (As applicable for all parts which can come in various colors.):
The "-XX" should be replaced with the following 2-digit number for the color desired. :
.01 CLEAR _06: YELLOW 11 FLUORESCENT GREEN
-02: RED -07: ORANGE -12 FL CE
-03: AMBER -08: WHITE =13 TEAL GREEN
-04: GREEN _-00; PURPLE i 14 GRAY
-05; BLUE _-10 FLUORESCENT ORANGE = _-15 IMINESCENT _
Appendix Playfield Inserts GOLDENEYE
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A

AC

Adi.

A.L.LLS.O.N. Interface
Au.

BOT

Bridge Rectifier

COLOR CODING
Combination (Combo)
CMOS

CT

DC

DT

EB
Eject
EPROM

e.g.
EOS

G.l.

IC

ie.

LT

Laser Kick
LED

Loop

Lwr.

Orbit

MB

M-BALL or MBALL
MID
Non-Reflexive

No. or N® or #
NPF

N.C. or NC

N.O. or NO

PCB

PIA LED

Plumb Bob Tilt
Pop(s)

PPB

PSB

GOLDENEYE
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Followed after a number means "Amp." or Ampage in an expression relating to an
electrical object. e.g. BA (eight amps).

Acronym: Alternating Current.
Abbreviation: Adjustment(s).
See Section 3, Chapter 6.
Abbreviation: Audit(s).
Abbreviation: Bottom.

A configuration of a diode that allows current to flow in one direction producing both
positive and negative pulsating DC Voltages.

See Appendix H, Color Chart (Bottom) or Section 4, Chapter ( last page).
[Shot]. Any variable pinball shot(s) made succesively.

Short for COSMOS (Complementary Symmetry M.O.S.); Complementary Metal-
Oxide Semi-Conductor.

Abbreviation: Center.

Abbreviation: Direct Current.

Abbreviation: Drop Target(s).

Acronym: Extra Ball.

Playfield surface device to kick ball back into play.

Acronym: Erasable Programmable Read Only Memory. Can be erased using UV
Light and re-programmed.

Abbreviation: Latin- Exempli gratia. For Example.

Acronym: End-of-Stroke.

Abbreviation: General lllumination (Lamps).

Acronym: Integrated Circuit (As in after 24-Pin IC)

Abbreviation: Latin- Id est. That is.

Abbreviation: Left.

A coil/plunger used above the playfield to kick pinball back into play.
Light emitting diode.

[Shot] Continuously up a ramp and back to the flipper.

Abbreviation: Lower.

[IShot] From the left or right flipper around the back rail of the playfield back to the
flipper.

Acronym: Magnet Board.
Abbreviation: Multiball™ .
Abbreviation: Middle

See Reflexive.

Abbreviation: Number
Acronym: No Problem Found.
Abbreviation: Normally Closed.
Abbreviation: Normally Open.
Acronym: Printed Circuit Board

Acronym: Perirheral Interface Adapter. This is a diagnostic LED on the CPU: it
should not be lit during normal operation of a pinball game.

Weight on Tilt Assembly.

Another term for Turbo Bumper(s).

Playfield Power Board (Generic Term to describe Acronym with no true definition).
Acronym: Power Supply Board

Glossary of
Terms



P/F
RAM

RED

Reflexive/Non-Reflexive
(Relating to CPU Boards)

Relay
ROM

RT

RO
Saucer
Scoop

Slam Tilt

SMB
Solenoid
SSFB
STEP
S-U

™
Transfer

TTL

Upr.

Vorv

Ver.

VUK

X

Zener Diode

Glossary of
Terms

GLOSSARY OF TERMS

Abbreviation: Playfield

Acronym: Random Access Memory. RAM can store input instructions and supply
output information.

Abbreviation: Red.

Reflexive—Solenoid Drive Transistor is enabled directly by a switch closure on the
solenoid assembly (Ver. 1/2). Non-Reflexive—Solenoid Drive Transistor is enabled
by the CPU after reading a switch closure in the Switch Matrix (Ver. 3). Also note:
All CPU Boards are backwards compatible (e.g. Jurassic Park/Ver. 3 to Time
Machine/ Ver. ? Swapping a Ver. 2 Board to a Ver. 3 is not possible due to the
special solenoids section (i.e. Slingshots, Turbo Bumpers, etc.) changing from
REFLEXIVE to NON-REFLEXIVE on Ver. 3 Boards.

An automatic switch operated by current in a coil.

Aconym: Read Only Memory. ROM cannot store input instructions but can supply
output information. ROM can be programmed only once.

Abbreviation: Right.
Abbreviation: Rollover (switches).
See Eject.

A hole into the playfield. A metal scoop is in place to guide the ball into the kick-
back under the playfield.

A switch which closes when the game is slammed into or the Coin Door is slammed
shut. Depending on adjustable settings, will cancel game in play when the number
of closures required is sufficed.

Acronym: Shaker Motor Board.

A coil used for Electro Magnetic devices such as relays, flippers, slingshots, etc.
Acronym: Solid State Flipper Board.

Refers to the service switches on the coin door.

Abbreviation: Stand-Up ( targets).

Acronym: Trademark

[Shot] Maneuvering the ball in play from one flipper to the other. With flipper in the
up position and the ball cradled by that flipper one would activate the flipper button
in a quick repetive manner to bounce the ball to the other side. Skilled players can
rebound the ball off the slingshot.

Acronym: Transistor-Transistor Logic
Abbreviation: Upper.

Abbreviation: Volt(s).

Abbreviation: Version.

Acronym: Vertical Up-Kicker.
Acronym: "Times" A multiplier.

A semi-conductor diode used for voltage regulation. Application depends on
reverse break-down voltage.

GOLDENEYE
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SEGA PINBALL, INC. LIMITED WARRANTY

SEGA PINBALL, INC., ("SELLER") WARRANTS ONLY TO THE INITIAL PURCHASER OF ITS PRODUCTS THAT THE ITEMS
LISTED BELOW ARE FREE FROM DEFECTS IN MATERIAL AND WORKMANSHIP UNDER NORMAL USE AND SERVICE
FOR THE WARRANTY PERIOD SPECIFIED:

PRINTED CIRCUIT BOARDS (GAME LOGIC) 60 DAYS
NO OTHER PARTS OF SELLER'S PRODUCT ARE WARRANTED.

WARRANTY PERJODS ARE EFFECTIVE FROM THE INITIAL DATE OF SHIPMENT FROM SELLER TO ITS AUTHORIZED
DISTRIBUTORS.

SELLER'S SOLE LIABILITY SHALL BE, AT ITS OPTION, TO REPAIR OR REPLACE PRODUCTS WHICH ARE RETURNED
TO SELLER DURING THE WARRANTY PERIODS SPECIFIED, PROVIDED: ,

1. SELLER IS NOTIFIED PROMPTLY UPON DISCOVERY BY PURCHASER THAT STATED PRODUCTS ARE DEFECTIVE.
2. SUCH PRODUCTS ARE PROPERLY PACKAGED AND THEN RETURNED FREIGHT PREPAID, TO SELLER'S PLANT.

THIS WARRANTY DOES NOT APPLY TO ANY PARTS DAMAGED DURING SHIPMENT AND/OR DUE TO IMPROPER
HANDLING, OR DUE TO IMPROPER INSTALLATION OR USAGE, OR ALTERATION. IN NO EVENT SHALL THE SELLER
BE LIABLE FOR ANY ANTICIPATED PROFITS, LOSS OF PROFITS, LOSS OF USE, ACCIDENTAL OR CONSEQUENTIAL
DAMAGES OR ANY OTHER LOSSES INCURRED BY THE CUSTOMER IN CONNECTION WITH THE PURCHASE OF A
SEGA PINBALL, INC. PRODUCT.

WARRANTY DISCLAIMER

EXCEPT AS SPECIFICALLY PROVIDED IN A WRITTEN CONTRACT BETWEEN SELLER AND PURCHASER, THERE ARE
NO OTHER WARRANTIES, EXPRESS OR IMPLIED, INCLUDING ANY IMPLIED WARRANTIES OF MERCHANTABILITY OR
FITNESS FOR A PARTICULAR PURPOSE.

CAUTIONS, WARNINGS & NOTICES

Caution
AFOFI SAFETY AND RELIABILITY, SUBSTITUTE PARTS AND EQUIPMENT MODIFICATIONS ARE NOT
RECOMMENDED (AND MAY VOID ANY WARRANTIES). USE OF NON-SEGA PINBALL INC. PARTS OR

MODIFICATIONS OF GAME CIRCUITRY, MAY ADVERSELY AFFECT GAME PLAY, OR MAY CAUSE INJURIES.
TRANSPORT PINBALL GAMES WITH HINGED BACKBOX DOWN ONLY! ALWAYS TAKE GREAT CARE WHEN SERVICING
ANY GAME. ALWAYS DISCONNECT THE LINE VOLTAGE BEFORE SERVICING. SOME PARTS MAY STILL HOLD

CURRENT WHEN UNPLUGGED. ALWAYS READ THE SERVICE MANUAL BEFORE REPLACING OR SERVICING .

COMPONENTS.
SUBSTITUIONS OF PARTS OR EQUIPMENT MODIFICATIONS MAY VOID FCC TYPE ACCEPTANCE.

Warning
ATHIS EQUIPMENT GENERATES, USES, AND CAN RADIATE RADIO FREQUENCY ENERGY, AND IF NOT INSTALLED
AND USED IN ACCORDANCE WITH THE INSTRUCTIONS MANUAL, MAY CAUSE INTERFERENCE TO RADIO
COMMUNICATIONS. IT HAS BEEN TESTED AND FOUND TO COMPLY WITH THE LIMITS FOR A CLASS A COMPUTING
DEVICE PURSUANT TO SUBPART J OF PART 15 OF FCC RULES, WHICH ARE DESIGNED TO PROVIDE REASONABLE
PROTECTION AGAINST SUCH INTERFERENCE WHEN OPERATED IN A COMMERCIAL ENVIRONMENT. OPERATION OF
THIS EQUIPMENT IN A RESIDENTIAL AREA IS LIKELY TO CAUSE INTERFERENCE IN WHICH CASE THE USER AT HIS
OWN EXPENSE WILL BE REQUIRED TO TAKE WHATEVER MEASURES MAY BE REQUIRED TO CORRECT THE
INTERFERENCE.

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 DISCONNECTED DURING MAINTENANCE,

Notices

THIS DOCUMENT AND THE DATA DISCLOSED HEREIN OR HEREWITH IS NOT TO BE REPRODUCED (EXCEPT WHERE
NOTED), USED OR OTHERWISE DISCLOSED IN WHOLE OR IN PART TO ANYONE WITHOUT WRITTEN CONSENT OF
SEGA PINBALL, INC.. WARNING: PRODUCTS IN THIS MANUAL, THE COMPANY NAME AND DEVICES AND THE
DESIGN OF THE MANUAL ITSELF, ARE PROTECTED BY FEDERAL PATENTS (AND PATENTS PENDING), DESIGN
REGISTRATIONS, TRADEMARKS AND COPYRIGHTS. ACTION WILL BE TAKEN IN THE EVENT OF INFRINGEMENT OR
IMITATION. THE RIGHT IS RESERVED TO CHANGE SPECIFICATIONS WITHOUT PRIOR NOTICE.

Portals, Icon Designs, and Sonic The Hedgehog™ are trademarks of SEGA. Sega Pinball, Inc.™ logo TM & © 1996.

"Multiball* is a registered TM of Williams Electronics Games, Inc. Used by Permission.

7). GOLDENEYE @ 1995, "007 Gun" logo TM & © 1962, “Slihouettes’ of James Bond @ 1988, Danjaq, Inc. & United Artists Corporation.
Creative Electronics and Software (CES), Inc. logo TM & © 1995, Al Rights Reserved with aforementioned. Printed in USA.
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' HAVE COMMENTS, CALL US TOLL-FREE
" A) AT 1-800-KICKERS (542-5377) OR (708

007

1990 JANICE AVENUE
MELROSE PARK, IL 60160
TEL 1-708-345-7700
FAX 1-708-345-7889

NG TO THIS PRODUCT) ACCURATE AND COMPLETE, PLAYFIELD COMPONENTS, "EATURES,
FRCGRAMMING AND OPERATION ARE SUBJECT TO CHANGE WITH OR WITHO “'T NOTICE

} HAVE ANY QUESTIONS, NEED TECHNICAL ADVICE

gUSA or
345-7700.
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