DUNGEONS AND DRAGONS 1987 BALLY REPAIR LOG

-Ken Deel 

Problems:

Right “Magic save” does not work, always in up/closed position

Right “Magic save” solenoid, wired to stay closed by previous technician/owner. 

The coil was shorted, while the diode was okay. Excessive heat melted a part of the coil sleeve onto the tip of the coil plunger. The coil tested low ohms/shorted, comparing this value to a similar coil to be sure the value was off.  This also blew the TIP122 driver transistor (Darlington), which showed burning. So the 330-ohm resistor just below it was replaced also. As it was burnt beyond recognition.  

Conclusion: Coil was replaced as was the resistor and the transistor, parts cleaned, Magic save works again.

Left kicker does not work.

Coil tested okay, but was dirty and sticking. The driver transistor was blown. (TIP122)

Conclusion: replaced TIP122 transistor, clean coil assembly. DONE

Flame point lights on lower playfield don’t light.

The 2x and the 4x special “flame award” lights didn’t show. One Bulb tested okay, but bulb replacement was not the problem with either. I unplugged the connector from the driver board and check the diode with no bulb in the socket. Checked okay. Wires traced back to connector “okay”. The bypass method of grounding the proper lead of the suspected transistor showed a lit bulb. Ah! Now we are getting somewhere. Two 2n5040 SCR’s we’re bad. Good thing I didn’t want to have to replace the PIA chip which would be the next suspect. Oddly radio shacks semiconductor reference showed an SCR with a different package as a replacement. The value to drive this “other” SCR didn’t match. All that was right was that they were both SCR’s. Be careful of radio shack replacement guides and parts.

Pinball’s try to multiple balls onto the plunger tip.

Thus one is hard to explain. At the start of the game, it ejects one ball onto the plunger tip, and then tries to do a second. The game uses Opto LEDs to sense the balls as opposed to triggered leaf switches. Well the first one WAS out. Here is where radio shacks infrared detector card is handy. Showing me what was lit. I seen radio shack makes an opto pair. IR LED and transistor. Looks like it would work. When I get to the store the ones in the package are nothing like the picture. In fact they are not cylindrical. But square, the sensor transistor has three leads. Nothing at all like the picture. And… guess what? It doesn’t light under that voltage. Again radio shack can’t be trusted. I say this because I went to a second store and found the ones with the SAME number hanging on the pegboard just as I saw them look in the catalog. I grab 4 packs. Since I had to drive further to the second store to get them. Now these do work, and the voltage is the right rating. Is this good for Radio shack? While we are on the subject I want to voice my displeasure in Radio Shacks Dot COM website. There you’ll have to pay shipping AND local sales taxes. Even though these items are NOT available in the store! Dumb! That means even if you have the bone-head that works there order the part, you have to wait (longer) for it, pay more than you would at say MCM electronics, then pay taxes.  Their Oscilloscope pen was a store item two years ago. Now they made it DOT COM only item. So I call, decide I can deal with the tax bullsh*t, and they tell me they are out of them and have no idea as to when they will have them in again. Oh hell… enough of that!

So replacing with the right type of an IR LED, this does the job. But being that the sides are not encase I wrapped a cut strip of electrical tape around the sides, to prevent to much extra IR light from seeping out perhaps messing up the sensor system. And it is fine! Wait…

Now when it captures the ball during play and ejects the second ball, another ball tries to eject after that! Hmmmm… After some head scratching, I tested the opto transistors. All okay. So last mark, I removed the LED board again. Ah! The third LED is out?? How did I miss that? It did have a faint glow, but I thought that was normal. Now… All is fine with that/ Another Radio shack opto IR LED the same way works fine.

Conclusion: replace two IR LEDs on opto board.

LEVEL SWITCH! LEVEL SWITCH!

I got this message from time to time, when I turned the machine on. I looked on the schematics, and it shown switch #42 “level switch” oddly setting it far open did nothing.

Still that same start-up message: LEVEL SWITCH! Flashing at me. The diode checked okay too. Now if you know this style of a play field it is hard to get to the back underneath of the playfield! I had to pull to play field out forward and lay it on a soft blanket. Now I could get to everything better. Yep, the level switch as it was called in the DOC was… “Open” not closed. The warning comes up when a switch that is supposed to be closed is in fact open. Or vise versa. Now I could see that the gate trigger that trips the switch was missing! The ball travels up this ramp, it would cross two switches then through this gate “wire” hanging over head that swings to trigger that leaf switch. Now how was I gonna get that? If I was a collector with little to no ingenuity, Maybe I would go to ebay and by a whole new playfield complete with parts. Or by the part from someone on ebay for 25.00. (You know how you are gouged by ebay pinball people), A parts supplier? Perhaps. The pricey Steve Young? Naw! STAPLES OFFICE SUPPLY!

I got a box of 50 Ideal clamps, which are chrome looking paper clips. I bent it to work, and it looks better (being chrome) then the original stock pieces! I had to do a trial and error adjustment here. To be sure the ball could pass through the slot and the trigger was being trigger and it wasn’t get stuck in the up position brushing against the leaf switch.

Hmmm the LEVEL SWITCH message stopped blinking. I put all back together, and play it. Was okay. So far… then up turning it on later. “Level Switch” message AGAIN!!

What now? I read in the game play manual that for the game function called “level switching” to apply. The ball has to pass by 4 switches then trigger the one in the eject hole. Hmmm, maybe all of the switches are considered level switches?? I checked the first two, and the forth. The wire gate was stuck in the up position closing the switch. Ah! I see… So occasionally it falls back down, and when I again send the ball back through it may stick in the up position, keeping the switch closed. I had to bend the wire gate so that it didn’t stay sort of down a bit. DONE! No more message! Yippee!

Let me also mention that I on occasion got a message about the LEFT SLINGSHOT, a leaf switch here need adjustment. I guess the room as it gets cooler makes a switch like this prone to “close” from time to time. And of course during game play.

An OUTHOLE needed a leaf spring adjustment. The ball would go into the hole and not come out. The first thing I check was the switch and that was the problem. Reason being is that it worked sometimes, so it had to be that I thought.

Bulb changes were all that was left. I actually did this first, though I mention it last. Because I needed to know which ones may have a driver problem. A lot of #555’s, I think about 20 were replaced more were G.I. bulbs. (General Illumination Lights-on all the time).

Well that’s it! Other than cleaning and general check maintenance this concluded the repairs. Since I didn’t attend to it all in one sitting. And I never seem to have all the parts I need, I stretched the work out over 2-3 weeks.

