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ELVIRA ROM and Jumper Table

GAME PN -U15 PN-U27 | PN-U26 | PN-U21 PN -U22 PN -U24 - JUMPERS
Game uP G.ROM1 | G.ROM1 | S. ROM1 S. ROM1 Sound uP ,
——
Transporter 5400-09150-00 | A-5343- A-5343- A-5343- A-5343- 5400-09150-00 | W1,2,4,5,7,8,11 R
2008-2 2008-1 2008-4 2008-3 14,16,17, and 18
Elvira 5400-09150-00 | A-5343- A-5343- | A-5343- A-5343- 5400-09150-00 | W1,2,4,5,7,8,11,
2011-2 201141 20114 2011-3 14,16,17, and 18
ELVIRA Solenoid Table
Connections Solenold Part No.
Sol. Function Solenold | wire cPU Playfield/ Driver Flashlamp Type
No. Type Color Board Cabinet Trnstr J = Insert Bd ; p = Playfleld
01A%| Outhole Kicker Switched |Vio-Brny | 1P11-1 [ 6J1-9:504-9 (A) Q33 | AE-23-800
01G?| Jets (p)/Bats (1) Switched |Blk-Brn {(Gry-Bm) 5J5-9 (C) Q33 | #906/489 flashlamps  1p,li
024°] Ball Ejoct (Shir Lane Feeder) | Switched |Vio-R 1P11-3 5J1-7:5J4-8 (A) Q25 | AE-23-800
02(:3 Organ Flasher Switched |Blk-Red (Gry-Red) 5J5-8 (C) Q25 | #906 flashlamp Ip
03A"| Drop Target Bank Switched VIo-Orn} 1P11-4 | 5J1-6:5J4-7 (A) Q32 | AE-26-1200
03c? Right Ramp {p)/Punch (i) Switched | Bik-Orn (Gry-Om) 5J5-7 (C) Q32 | #906/489 flashlamps  1p,li
04A> : Switched |Vio-Yel } [ 1P11-5" | 501-5:504-6 () Q24
0403 Loft Ramp (p)/Drac (i) Switched |Blk-Yel (Gry-Yel) 5J5-6 (C) Q24 | #9306/#89 fashlamps 1p,1i
05A°| Eject Hole Switched Vio—Gm} 1P11-6 5J1-4: 5J4-5 (A) Q31 | AE-23-800
050: Moon (pY Wolfman (i) Switched |Blk-Gmn (Gry-Gim) 5J4-5 (C) Q31 | #906/#89 flashlamps 2p,li
06A°| Ball Popper Switched | Vio-Biu } 1P11-7 | 5J1-3: 5J4-4 (A) Q23 | AE-23-800
06¢*| Right Retum (p)/ Switched | Blk-Blu (Gry-Blu) 5J54 (C) Q23 | #906/#89 fashiamps 1p3i
Hot Dog,BBQ,Bun (i)
07A§ Knocker Switched | Vio-Blk } 1P11-8 | 5J1-2:5M4-3 (A) Q30 | AE-23-800
07C.| Left Retum (p)/Letiers (1) Switched | Blk-Vio {Gry-Vio) 5J5-3(C) Q30 | #906/#89 flashlamps 1p,3i
08A%|" Ball Lock Release Switched |VioGry 3 | 1P11-9 | 5U1-1:504-2 (A Q22 | AE-23-800
08C™| Skull (p)/ House (i) Switched |Blk-Gry (Gry-Blk) 5J5-2 (C) Q22 | ¥906/#89 flashiamps 1p,1i
09 ELVIRA Controlled | Bm-Blk 1P12-1 5J2-9: 5J6-9:2J4-3 Q17 | #89 flashlamp 3i
10 INSERT GI Controlled | Bm-Red 1P12-2 5J2-8: 5J6-8:2J4-5 Qs 5580-09555-01 4b
" PLAYFIELD GI Controlled | Bm-Orn 1P12-4 5J2-6: 5J6-7:2)4-6 1Q16 | 5580-09555-014*
12 | A/C Select Relay Controlled | Bmn-Yel 1P12-5 | 5J2-5 Qs 5580-09555-01
13 Rightside (p)Graveyard (i) | Controlied | Bm-Gm 1P12-6 | 5J2-4: 5J6-5 Q15 | #906/#89 flashlamps 1p,1i
14 e Monsters Controlled | Bm-Blu 1P12-7 5J2-3: 5J6-3 Q7 AE-26-1500
15 Bboard L. Side (p)DHead (i) | Controlled | Bm-Vio 1P12-8 5J5-2: 5J6-2 Q14 | #906/489 flashiamps 2p,l
16 | Boogie Monsters Controlled | Bm-Gry 1P12-9 | 5J2-1: 5J6-1 Qs #906 flashlamp 2p
17 Left Thumper Bumper Special #1 | Blu-Brn 1P10-7 5J3-7. 5J7-7 Q75 | AE-23-800
18 Left Slingshot Kicker Special #2 | Blu-Red 1P19-4 5J3-6: 5J7-6 Q71 | AE-28-1500
19 Right Thumper Bumper Special #3 | Blu-Orn 1P19-3 5J3-3: 5J47-3 Q73 | AE-23-800
20 Right Slingshot Kicker Special #4 | Blu-Yel 1P19-6 5J3-4: 5J7-5 Q69 | AE-26-1500
21 Bottom Thumper Bumper Special #5 | Blu-Grn 1P19-8 5J3-2: 5J7-2 Q77 | AE-23-800
22 Flip Up Reset Speclal #6 | Blu-Blk 2 1P19-9 5J3-1: 5J7-1 Q79 | AE-26-1200
»f Orn-Vio 1P19-1 2J3-1: 2J18-10: 7P1-15 | - FL-11630/50VDC
Lower Right Flipper {Blu-Vio) (7P1-16:2J18-6:2J17-4)
_Left Flipper Om-Gry 2 1P19-2 2J3-2:2J18-9: 7P1-18 FL-11630/50VDC
Lower Left Fiipper (Blu-Gry) (7P1-19:2018-5:2J17-3)
Notes: [1] Wire colors, except fiipper Orn-Vio and Orn-Gry , are ground connectiens (o coll terminal vith unbanded end of Alode). Flipper Om-Vie and
Orn-Qry wires connect from CPU Board to flipper switch. [2] Flipper connections shown In braces are from tlipper switch to flipper coll. [3] "A” circuits are
pulzed, when Sol. 12 is de-energized; "C" circults are pulsed, with Sol. 12 energized. Wire colors In brackets are those from respeclive "A” and "C*
terminals corresponding to the J1-terminal connection listed for the Aux Power Driver Bd, which controls the device pulsing by Sol. 12. [4a) Relay is
mounted on the playfield, p/n C-11998-1. [4b] Relay Iis mounted on the Insert Bd, p/n C-11998-1. [5] Retay Is mounted on Aux Power Driver Board, p/n
D-12247 In the backbox.
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ATTENTION OPERATORS s

A decal is included inside the envelope in the Cashbox Assembly to be used for your
family oriented locations. Attach the decal to the screened translite on the bodice of

Elvira's dress. Do not attach the decal to the glass. To disassemble the Backglass
assembly:

R
R

1. Gently remove glass from Backbox.

2. Remove channels from edges of glass. The screened translite can now be
separated from the glass.

3. To reassemble, align translite together with glass. Place side and top
channels back onto glass first. Slide these assembled parts into the groove of
the bottom channel to complete the assembly.

Also available with your game is a special operator-adjustable feature allowing you to
modify game speech. Open the coin door to access the Game Adjusment and Diagnostic
switches. Use AUTO-UP and press ADVANCE until Adjustment 46 is called up.
Adjustment 46 will read:

SPEECH LUSAGE NORMAL RO 46
Use the Credit button ("START THE PARTY" button) to change this setting to Family.
The Factory setting is Normal.

(c) Copyright 1989 Bally/Midway Manufacturing Company



ELVIRA Rules and Fecatures

& FEATURE
& The Left Ramp spots anELVIRA
i lsttor if enabled. Consecutive shots &
build in point value till 1 Million.

# Each shot then scores 250,000

PARTY PUNCH
RAMP FEATURE

BAT LANES
# Completion of the B-A-T lanes

i 3 The Right R wards
¢ points and spots an ELVIRA letter. £ increases the Bonus Multipliers an: ac'l';anc::%:
& The Ramp shot also awards . & (2X,3X,4X,5X), lights the Monster cutrent Potion value.
£ SPECIAL when lit and two {operator 3 % Slide to spot an ELVIRA letter, The Parfy Punch Ramp
& adjustable) consecutive shots fight % and enables a Ball Lock if needed. also awards an EXTRA
on Eject Hole. RN ) BALL after a ramp score
AR ™ of 250,000 points are
. earned.
S P
PE——— " - i \\O o N
_:53 \ RIS | "Jump
¢ Completion of the B-A-T ( , ¥ Actuating the Bumpers

2 lanes or the JAM drop targe

¢ onables the Skullto locka
¢ ball. Completing both Party &
& Punch and Monster Slide &
¥ Ramp shots during Multi-Ball
rds JACKPOT

. increases BOOGIE BONUS  §
when BOOGIE BONUS is fit. §

:

£

O

¢ JAM DROP TARGETS
# Completion 6f the JAM
% Drop Targets enables a Ball §
= Lockif needed, fightsand  §
% builds the BOOGIE BONUS
& on the Eject Hole, and lights &
# the Monster Slide to spot an §
% ELVIRA letter.
OSSO RIS il

A

%z TARGETS
g Completion of the tw
2 Flip Up targets lights
& BARBEQUE on Eject
$ Hole.

.................

¢ PIZZA PASSAGE
# Going through the Pizza
2 Passage awards and 3
advances the current Pizza

SKULL PASSAGE
Going through the Skult ¥
locks balls if enabled and &
scores 3 Million when it.

Vi

PIZZA STANDUP
TARGETS
& Completion of the right
2 standup targets lights
one more Pizza Passage
fight and the Retumn
Lanes.

7.

¢ DEAD HEADS

i STANDUP TARGETS

E Completing all four Dead

& Head standup targets light

i one Dead Head on

8 Backboard, lights the left ;

i Return Lane, and fights the

& Monster Slide to spotan  §

& ELVIRA letter. Completing
all three Backboard Dead 3

z Completing the letters %
@ E-L-V-I-R-Alights the
2 Skull on a timer for

2 three milfion points,

Heads kghts MILLION on
i Eject Hole. Completing
¢ Backboard Dead Headsa §
& second time on same ball £ — s
& ghts SPECIAL. ° °
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Game ROM 1

Game ROM 2
Sound ROM 1
Sound ROM 2
Music/Speech ROM
Music/Speech ROM
Music/Speech ROM

DESCRIPTION

32K x 8§ ROM
32K x 8 ROM
32K x 8 ROM
32K x 8 ROM
64K x 8 ROM
64K x 8 ROM
64K x 8 ROM

ELVIRA ROM SUMMARY

TYPE

27256
27256
27256
27256
27256
27256
27256

IDENTIFIER

u27
U26
U21
u22
U4

ul9
U20

BOARD

CPU
CPU
CPU
CPU
AUDIO
AUDIO
AUDIO

PART NUMBER

A-5343-2011-2
A-5343-2011-1
A-5343-2011-4
A-5343-2011-3
A-5343-2011-5
A-5343-2011-6
A-5343-2011-7

Section One 1-1



Connector Identification

Since ELVIRA is using WILLIAMS ELECTRONICS GAMES System 11B, a new
connector identification technique must be introduced. Each plug or jack receives
a prefix number (which identifies the circuit board), followed by a letter ("J" or "P"),
and a number. J-designations refer to the male part of a connector. P-designations
refer to the female part of a connector. For example, 1J1 designates jack 1 of board
3 (a CPU Board jack); 3P6 designates plug 6 of board 3 (a Power Supply Board
plug). Identifying the specific pin number of a connector involves a hyphen, which
separates the pin number from the plug or jack designation. For example, 1J1-3
refers to pin 3 of jack 1 on board 1.

Other game components may also have similar prefixes preceding their designator
to clarify their locations or related circuit.

Prefix numbers for the System 11B circuit boards and other major assemblies are
listed below. A prefix number may precede a component designator to identify its
associated unit (e.g., connector1J1).

1 - CPU 6 - Backbox

2 - Master Interconnect 7 - Cabinet

3 - Backbox Power Supply 8 - Playfleld

4 - Alphanumeric Display 9 - Insert Board

5 - Aux Power Driver 10 - Sound Board
Circuitboards

System 11B Circuit Boards for ELVIRA are in the backbox. They are accessible by
unlocking the Backbox lock, removing the Backbox glass, unlatching the Insert
Board (with lamps and the Digital Display Boards), and swinging it open.

Lamp circuit boards are mounted on the Playfield and the Insert Board.

Control Board
The System 11B CPU Board (p/n D-11883-2011) must be equipped with the
ROMs spectfied in the Elvira ROM Summary. CPU Board jumpers W1, W2,
W4, W5, W7, W8, W11, W14, W16, W17, and W19 must be connected.

Sound Board
The Sound Board is p/n D-11581-2011, including ROMs and micro-
Processor.

Display Board

ELVIRA has two Display Boards. The BALLY Lo-Display Board is p/n D-
12502-1, and the BALLY Hi-Display Board is p/n D-12706.

1-2 Control Locations




Power Supply Board

The Power Supply Board is p/n D-12246.

Auxiliary Power Driver Board

The Aux Power Driver Board is D-12247-2011.

Master Interconnect Board

The Master Interconnect Board is D-12313-2011.

Outhole Kicker

Ball
S Trough
. Ball Eject
@ % IR
Left Flipper ! . Right Flipper
c-11626L3 || ! I @O N JL G ne2eR3
L. Slingshot R. Slingshot
wore | AHOA OGY || B
_____________ O Pl | RS
—— "
c 9
oA ®
B O
O o N\
O 3-Bank
Flip-Up Targets o Drop Target
ciz22f| O O C-11223-1
ResetCollMech. il =~ 7 = AR T 77T oot
B-12916-4 Thumper
------------ _"\\ OO Bumpers
\ I | Kot S
Ball Lock p
Release Q O
BOSEAN | Al
Boogie Men
e gz
N3 A
Ball Popper [] Ball Eject Hole
SRS | N [ FJ— B-9361-R1
UNDERSIDE OF PLAYFIELD,
VIEWED IN RAISED POSITION
Lamp Boards:
A.  Single Lamp Bd Assy B-12224
B. 4-Position Lamp Assy (Dead Heads) C-13028
C. 6-Position Lamp Assy (ELVIRA) C-12713
D. Top 3-Position Lamp Assy (Pizza's) C-12000

___.._.___——-———————-—}
0 D 0 O
o o e e o |

o U[]Uu

Audid Bd

D-11581-2011

B |

System 11B CPU
D-11883-2011

B/box =

Interconnect Bd  D-12313-2011

BACKRBOX

Relay Board
C-11998-1

1=

ACD O
a a
Right Display Bd Left Display Board
D-12502-1 D-12706

INSERT BOARD

Figure 1. Locations Diagram - Game Circuit Boards and Major Mechanisms.

Circuit Boards 1-3



Control Locations

Figure 2 shows the locations of the following switches, except for the last two (CPU
and Sound Diagnostic switches, which are shown in the Circuit Board Locations
Diagram, Figure 1).

THE ON-OFF SWITCH is on the bottom of the cabinet near the right front leg.

THE VOLUME CONTROL is on the left inner wall of the cabinet on the tilt mechanisms
board. It is accessible by opening the coin box door.

THE CREDIT ("START THE PARTY") SWITCH is a pushbutton to the left of the coin door
on the cabinet exterior.

GAME ADJUSTMENT/DIAGNOSTIC SWITCHES. ELVIRA allows the operator to control
all game adjustments, obtain bookkeeping information, and diagnose problems,
using only three switches mounted on the inside of the coin door, along with the
Credit button beside the coin door.

ADVANCE, AUTO-UP/MANUAL-DOWN, and HIGH-SCORE RESET are the switches
located on the inside of the coin door. Refer to the text discussing Game Status
Displays and the Test/Diagnostic Procedures for details concerning button
operation.

THE MEMORY PROTECT SWITCH is on the inside frame of the coin door. This interlock
switch must be open to clear bookkeeping totals and to make game adjustments. It
automatically opens, when the coin door opens.

On the previous page, the Circuit Board Locations Diagram shows the locations of
the two CPU Board switches (left edge of CPU Board, Backbox View}.

THE CPU DIAGNOSTIC SWITCH Momory Protect
(SW 2) is the lower switch (of Interlock Switch
the two switches mounted on \éOI:tmT
the left edge of the CPU i

Board) near a large, socketed
microprocessor chip. This
switch initiates the Memory
Chip Test explained in the
Test/Diagnostic Procedures.

Plumb
Bob
Titt

THE SOUND DIAGNOSTIC
SWITCH (SW 1) is the upper
switch of the two mounted on
the left edge of the CPU
Board. This switch initiates
the Sound Section Test. Adjustment/
Refer to the Test/Diagnostic Diagnostic
Procedures. Switches

On-Off Switch

Figure 2. Control Locations

1-4 Control Locations



Pinball Game Assembly Instructions

Instaliation Procedure
1. Open the shipping container; remove all cartons, parts, and other items, and set
them aside.

2. Leg levelers and bolts are provided in the cashbox. Place cabinet on a support
and attach rear legs (after installing leg levellers), using leg bolts.

3. Attach the front legs (after installing leg levellers), using leg bolts. See Figure 3
for detalils.

/’\
= 0 Degrees
- Leg
C-10843
Approximate
Playfield Pitch Leg Leveller
Angle: Shaft
7 Degrees 08-7377
)&
Nut
4422-01117-00
See AN
Detail Leveller Foot Pad
View

Detail View - Leg Leveller

Figure 3. Pinball Assembly, Playfield Pitch Angle, and Leg Leveler Details.

@ /AW n e N

Ensure that the interconnecting cables are free to move (not kinked or
pinched). Be careful not to damage wires at any stage of the assembly
process.

4. Raise the hinged backbox upright and stabilize it into position. Unlock the
backbox, and remove the backbox glass, storing it carefully to avoid scratches.
Remove the shipping block holding the Insert Board. This allows access to the bolt
holes used for securing the backbox upright. Install the mounting bolts, split
lockwashers, and flat washers through the bottom holes of the backbox into the
threaded fasteners in the cabinet to secure the backbox. Close and latch the Insert
Board, and install the backbox glass, and lock the backbox.

Pinball Assembly Instructions 1-5






