
,\tuc.tion Ma"l1 
\\\ lor �I 

JUBILEE 

® Cf)f�® ELECTRONICS, INC. 
SUBSIDIARY OF THE SEEBURG CORPORATION 

3401 N. California Ave. 
Phone 267-2240 

Chicago, III. 60618, U.S.A. 
Cable Address: Wilcoin 



II JU B ILEE II 

4 PLAYER 

BONUS CAN BE ADVANCED FROM 1, 000 TO 20, 000. 

WHENEVER BALL LEAVES PLAYFIELD THE BONUS IS ADDED TO SCORE. 

DOUBLE BONUS IS SCORED ON LAST BALL. 

ADVANCE BONUS BY THE FOLLOVIING METHODS: 

1. LOOPING BALL IN ENCLOSED CENTER OF PLAYFIELD 

2. ROLLOVER BUTTONS (TWO) 

3. BOTTOM OUT LANES (TWO) 

4. TOP ROLLOVER LANE 

5. TOP ROLLOVER LANE ,WHEN LIT, ADVANCES 2,3 OR 4 
TIMES. "3" ADJUSTMENT RECOMMENDED FOR 5 BALL 

PLAY. "4" ADJUSTMENT RECOMMENDED FOR 3 BALL 

PLAY. ADJUSTMENT JACK IS LOCATED UNDER PLAYFIELD 

AT FRONT OF GAME. 

IF ALL FIVE ENCLOSED BALLS ARE LOOPED TO DT SIDE, THEN SAME 

PLAYER SHOOTS AGAIN. 

TWO BOTTOM SHOOTERS PROPEL PLAYFIELD BALL TOWARDS ENCLOSED 

BALLS AND HELP IN SETTING FIVE BALLS TO LIT SIDE. 

ONE OF THE BOTTOM SHOOTERS, WHEN LIT, SCORES 300 POINTS. 

FIVE ENCLOSED BALLS CAN BE LOOPED TOWARDS LIT SIDE BY PLAYING 

PLAYFIELD BALL INTO LIT SHOOTER, OR BY SKILLFULLY PLAYING BALL OFF 

THE FLIPPERS TOWARDS DESIRED SIDE. 

FOUR SIDE RtBOUNDS SCORE 50 POINTS. 



SILICON BRIDGE RECTIFIER 

Jumper( Red) 

JumpedYellow) 

_A.C. Supply 

THE FUNCTION OF T HE RECTIFIER AND CAPACITOR IS TO COUVERT THE 
ALTERNATING CURRENT (A.C.) TO DIRECT CURRENT (D.C.), SUPPLYING D.C. 
TO THE BID-IPERS, KICKERS ETC. 

THE BRIDGE REOTIFIER SHOULD PRACTICALLY NEVER NEED REPLACING, 
AS IT IS RATED WELL OVER T HE VOLTAGE AND CURRENT REQUIREMEr�TS OF 
THE CONPOUETS IT SUPPLIES. 

IF, HOWEVER, THE 15 ANP 24 VOLT FUSE ON THE HECHAN ISH PANEL 
O PENS, IT COULD BE DUE TO A FAULTY RECTIFIER. DISCONNECT THE A.C. 

INPUT TO RECTIFIER, REPLACE FUSE) AND RECHECK. 
IF THE 10 AHP FUSE LOCATED NEXT TO THE RECTIFIER OPENS , CHECK 

ALL D.C. CCi·:P.,);;:':':'S I.E. 30!·r?2RS, KICKE:1S ETC. FOR SHORTS. 
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JUBILEE- POST ADJUSTMENT SHEET 
TO MAKE GAME MORE "C ONSERVATIVE" OR "LIB ERAL" - MOVE POSTS 3/16 

AS S HOW N IN S K E TC H B EL 0 W. SPOT TIN G H 0 L E S AR E PRO V IDE 0 AND CAN 

BE SEEN ON REMOVAL OF POSTS, 
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CONS. CONS 

DIMENSIONS INDICATED BY A R ROWS ABOVE ARE n 
FOR SIZES OF RUBBER R INGS. 11 

ABBREVIATIONS: 

CONS. - CONSERVATIVE 

LI B. - LI B ER A L 

MED.-MEOIUM 

RUBBER RII\IG NUMBE RS 

23A-6300 

23A- 6303 

23A-6304 
23A-6305 

23A-6307 
23A-6308 

23A-6.505 
23A -6�29 

23A--63 06 

2!3 A-6310 

A-4817-R� 
A-4817-L 

5/1611 
I-tj 4 II 

I-I 2 " 
2" 
2-7/8
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BALL GATE 
ASSEMBLIES 

- 23A-6327 BALL 

SHOOTER 

RUBRER TIP 

16A- 416 PA 



I. GENERAL 
NEVER EXPERIMENT with any of the mechanism. Locate any trouble 
wit� the aid of Wiring Diagrams or Operating & Servicing Infor­
mation supplied with the machine, then check for prooer adjust­
ment of the units involved before making any changes. Imorooer 
adjustment or make-shift repair will only cause serious damage 
to other parts of the machine or repeated failure of the nart. 

NOTE: Always look for a possible loose wire, bad 
connection at a nluB and socket, broken or 
unhooked springs on step-uo units, relays, 
etc., before adjustments are made or wires 
reconnected. 

2. FUSES 
IMPORTANT: Never reolace fuses with any rating other than snec­
ified on the fuse biock; this block is located adjacent to the 
transformer. 

3. LUBRICATION 
Over-lubrication causes far more trouble in coin operated equin-
ment than under-lubrication. Practically all cases of poor con­
tact on switches and wiper discs are due to oil or grease, or oil 
vapor, which forms a film or residue on the contacts and will not 
allow current to pass through. Excess lubricant may also seep in­
to clutches causing them to slip. 

IMPORTANT: NEVER USE VASELINE FOR LUBRICATION OF ANY PART OF THE 
MACHINE. Vaseline is not a true lubricant. It leaves a dirty and 
gummy residue and it becomes very thick when cold. A soecial Coin 
Machine Lubricant is supplied with each machine. 

STEP-UP Levers, Ratchets, Cams, Shafts and other sliding or os­
cillating parts should be very lightly greased with snecial Coin 
Machine Lubricant (suoplied with machine) not oftener than every 
six months. The bakelite discs (biscuits) on the r./Iotor Units and 
Sten-un Units will require lubrication with the snecial Coin 
Macbine Lubricant only after the grease is comnletely �vaoorated 
(3 to 12 months, denending on climate) or when the film of grease 
becomes dirty. In either event, clean the parts thoroughly with 
a solvent, then aoply an extremely thin coat of the snecial grease. 

Solenoid Plungers should not have a lubricant of any kind. 
Should there be a slu�gish tendency or if olunf,ers are sticking, 
the oarts should be cleaned with a solvent �r.� �laked graohite 
applied on reassembly. 

SWITCH ADJUSTMENT 
BEFORE ADJUSTING SWITCHES, MAKE CERTAIN THE SCREWS HOLDING 

THE SWITCH STACKS ARE D OWN TIGHTLY. BAKELITE SPACERS IN THE 

SWITCH STAC KS, DUE TO EXCESSIVE MOISTURE, HAVE OCCASIONALLY 

SHRUNK BY DRYING OUT, CAUSING POOR ADJUSTMENT. 
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ADJUSTMENTS ON MECHANISM PANEL 

10 � Adjustment 

o 

o 

o 

o 

PROVIDES 
1, 2 OR 
3 PLAYS 
FOR ONE 
COIN. 

25� Adiustm�nl 

PROVIDES 2, 3, 4, 5 
OR 6 PLAYS FOR 25¢. 

SUGGESTED SCORE CA RDS 

REPLAY 
5 BALL---416-19 3BALL--416-9 

NOVELTY 
5 BALL---416-35 3 BALL--416-31 

5� Adiustm�nl 

2-Coins 

I- Coin 

ON 

L __ tiP-
IN "2 COINS FOR 
1 PLAY", C IROUIT 
TO COIN RELAY 
PASSES THRU SW. 
ON ALTERNATOR 
UNIT. 

_c_� 
INSERT PHONE TIP IN 
"OFF" POS ITION - CAMS 
CAN BE TURNED BY HAND 
TO CHECK ADJUSTMENT OF 
SWITCHES. 

MASTER ON-OFF Sw. 

CONTROLS POWER 
TO TRANSFORMER 



ADJUSTMENTS IN BACKBOX 
HI-Scor, Adjuslm�nl CC=::::::::lQ}-- -RED- ( /1000 10 20000) 

\"e __ � -BLUE- (21000'0.10000) 

cc ==Q!r- - YELLOW- (.JIDDO '0 40000) 

e QP- -GRE£N- ( (1/000 'e $O()OO) 

()- -WHITE- ( $/ODO'o 60 000) 

c 0- -BROWN- ( 61000 '0 70000) 

c ®- -ORAN6E- (!IOOO '0 8OCCO) 

c ®- -8U:Clr - (8100010 90000) 

Insert plugs into 10 Point Female at e _-_ � -GRAY- (91000 TO 99000' 
des ired pos itiot.s. 

Examples: 

Yellow wire into 3000 position scores at 33000. 
Yellow wire into 0000 position scores at 40000. 

REPLAY - EXTRA BALL ADJ. 

o o 

EXTRA BALL - -""'""filln--

IN "REPLAY" POSITION. HI-SCORES AND 
NUMBER MATCH WILL AWARD REPLAYS. 
IN "EXTRA BALL" POSITION, HI-SCORE 
AWARDS AN EXTRA BALL. 

3 BALL 5 BALL 

o 0 

'----41 .t-

'---II�-

T HIS JACK CHANGES 3 BALL 
TO 5 BALL PLAY OR VICE VERSA. 

NUMBER MATCH ADJUSTMENT 

In tON' position. a number match lite will 
appear when game is over. To award replaya. 
when number is matched. ExtTa Ball Adjuat­
ment Jack must be in 'Replayt poaition. In 
tOfft position. Number Match is inoperative. 

EXTRA ADVANCE 
ADJ. 

o 

CONSERVATIVE 

NORMAL 

LIBERAL 

2 

4 

o LOCATED ON PLAYFIELO 

THIS ADJUSTMENT IS IN HOLD 
CIRCUIT TO "3 ADVANCE RE.", 
AND DETERMINES HOW MANY 
PULSES THE 100 POINT RELAY 
AND ADVANCE UNIT S.U. COIL 
WILL RECEIVE (2, 3 OR 4}. 5 
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BALL EJECT CAM UNIT 

IOA-135 ---#--JU� 

B-6823--

TO CHANGE DIRECTION OF BALL. 
WHEN EJECTED, GRASP "BALL EJECT CAM" 
WITH LONG-nOSED PLIERS (APPROXIMATELY) 
1141t) AND BEND SLIGHTLY. 

BENDING TO THE LEFT WILL CHANGE 
DIRECTION OF EJECTED BALL SLIGHTLY 
TO THE RIGHT. AND VICE-VERSA. 

CAUTION 
IF BEND IS TOO GREAT. IT J.fAY 

CAUSE A BIND WHEN "BALL EJECT CAM'· 
IS RESTING IN PART #3A-6015G-6� 
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IMPORTANT NOTICE 
KINDLY INFORM LOCATIONS THAT THEY 

CAN TURN DISPLAY LICHTS ON BY PRESSIHC 

LEFT FLIPPER BUTTON. MACHINE CAN STILL 

BE SHUT OFF BY T APPINC BOTTOM OF 

CABINET. 

MASTER SWITCH (ON-OFF) IS LOCATED 

UNDERNEATH FRONT PART OF CABINET. 



00 

CAUTION! 
The playboard on this machine has an improved finish with excel lent wearing 

properties. Do not under any circumstances clean the board with water, water soap solu­

tions or harsh abrasives. Avoid such things as steel wool, kitchen cleansers or abrasive 

hand soap. Water will weaken the adhering of the paint to the board and abrasives shorten 

the board life by many thousand plays. A wax base cleaner with negligible abrasive 

qualities used lightly, but frequently, will extend the board life to its full capabilities. 

SERVICEMAN 
TO REMOVE BACKGLASS: 

· WITH BACK DOOR REMOVED, PULL BACK ON 

BRACKETS AT INSIDE TOP OF LITE BOX. 

· FROM THE FRONT OF GAME, LIFT GLASS 
UP AND OUT. 



ALTERNATOR UNIT 
LOCATED ON MECHANI SM PANEL . 

USED IN CONJUNC TION WITH 5¢ RELAY FOR "2COINS-1 PLAY· 

FEAT UR E. 

IN HOLD CIRCUIT TO �� RELAY COIL. 

o @. @ u/ll -- - - --
�""II 

ENERGIZES COIN RELAY, THRU 
SWITCH ON 5 ¢ RELAY. 

9 
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INSTRUCTIONS FOR COIN TRIP SWITCH ADJUSTMENT 

WIRE SHOULD BE IN CONTACT 
WITH END OF CRESCENT 
OPENING WHEN BL A DE 
ADJUSTMENT IS M ADE. 

NYLON SWITCH ACTUATOR 

Long blade should be in contact with nylon switch actuator and have a maximum 
overtravel of 1 /32. 

or 
Using a gram gauge, tension of long blade should not exceed 10 grams. 

SWITCH ADJUSTMENT 

1 . .  For sma" coins, such as dimes, adjust short blade so that the 'gap' between the 
silver contacts is .045 to .055. 

2. For larger & heavier coins the 'gap' should be .045 to .060. 

3. Do not adjust 'gap' closer than .040. 

POWE R TRANSFORMER: 

LOCATED ON MECHANISM PANEL, IT IS EQUIPPED WITH A SECONDARY 
TAP. IF YOUR GAME IS ON LOCATION WITH EXTREMELY LOW LINE VOLT­
AGE, REMOVE LEAD FROM LUG MARKED 24 VOLTS AND SOLDER TO ALTER­
NATE LUG MARKED "HIGH". THIS WILL BOOST SECONDARY VOLTAGE 
APPROXIMATELY 2-3 VOLTS. 

LEG LEVELERS: 

ARE PROVIDED FOR TWO PURPOSES - 1ST TO LEVEL GAME ON LOCATION, 
2ND TO INCREASE PITCH FOR GAME PERCENT AGI NG. IF IT IS DESIRED 
TO SPEED UP PLA Y  AND DECREASE SCORES, RAISE REAR LEG LEVELERS TO 
INCREASE PITCH. 



INSTRUCTIONS FOR ALTERING COIN CHUTES 

EQUIPPED WITH A FLIP-OVER DEVICE. 

FOR 1 COIN- FOR 1 PLAY 
FIGURE 1 

OR 2 COINS - FOR 1 PLAY 
FIGURE 2 

"X II "A" II X II "A" 

o 
o 

, 

b 
,-, , , , , 

,. , 

FLIP-OVER 
LEVER 

"B" 

1 COIN - FOR 1 PLAY (FIGURE 1) : 

FLIP-OVER 
LEVER 

Wire form IIAII should be in position as shown in Figure 1 .  FlijrOver lever should 
rebound from wire form II All and return to position shown in Figure 1 everytime a 
coin is inserted. All coins pass over the coin trip switch wire IIBII. 

2 COINS - FOR 1 PLAY (FIGURE 2) : 

Wire form IIA" should be in position as shown in Figure 2 (see note). FlijrOver 
lever should alternate from side to side. 1 st coin should go to cash box without ac­
tuating coin trip switch wir� "B", 2nd coin should pass the coin trip switch wire "BII 
and returns flijrOver to position as shown in Figure 2. 

NOTE: 

To change from 1 coin play to 2 coin play or vice versa - loosen screw IIXII and 
move screw, bushing & wire form "A" to position as required - shown in Figure 1 
position as required - shown in Figure 1 or Figure 2. 

When using 1 coin for 1 play, wire form IIA" should not under any circumstances 
be allowed to enter the IlBanana" slot and cause binding of flijrOver lever. 

11 
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WARRANTY 
THE MOTORS IN ALL NE W WILLIAMS PRODUC TS 

ARE UN-CONDITIONALLY GUARAN TEED F OR 

6 MON THS FROM DATE OF PURCHASE. 

ANY DEFECTIVE MOTORS RETURNED DURING THE 

WARRAN TY PERIOD WILL BE REPLACED FREE OF 

CHARGE BY YOUR WILLIAMS DISTRIBUTOR. 

IMPORTANT NOTICE 
WHEN ORDERING PARTS ALWAYS SPECIFY NAME OF 

UNIT. GAME AND SERIAL NUMBER. IN ADDITION TO A 

CLEAR DESCRIP TION OF THE PART AND PAR T 

NUMBER IF POSSI BLE. 

UNIT PARTS LIST 

UNIT CONTACT WIPER RATCHET 

NAME DISC A SSEMBLY GEAR ASSEMBLY 
MOTORS 

REPLAY ---------- ------_ .. - A-6400 

BALL COUNT c-6414 B-7456-6 A-61i02-5 

NO. MATCH c-6414 B-7456-.2 A-6401 

PLAYER C-6417 c-6521 A-6404-3 

COIN C-6414 B-7456-9 A-6402-3 SCORE MOTOR 
ADVANCE C-6417 B-7456-17 A-6402-2-0 

14A 7883 (60 CYCLE) 
14A 7884 (50 CYCLE) 

10 POINT B-7253 A-6294 3C-7272 

100 POINT - ----- ---- - -------- 3C-7272 

1000 POINT B-7253 A-6294 3C-7272 

10000 POINT B-7253 A-6294 3C-7272 

ALTERNATOR - -_ ... _----- ------- -- 3C-7272 

I 



"JU B I L E E" C O I L  C H A R T  
======�== -====== 

NOTICE: 

THIS GAME OPERATES ON 24 VOLTS. WHEN ORDERING REPLACEMENT TRANSFORMERS . 
MOTORS. COILS OR METERS • . .  MAKE SURE TO SPECIFY CORRECT PART NUMBER. 

llilJ011g _ _ ____ _ _ _ --"'D""ES""C= RI'-!.PT--'-'-'IO"'N� _____ ________ LOCATION 

14 A-7883 
14 A-7884 

15 A-6771 
15 A-6782 -I 

B 6396 

A 22-550 

A 23-600 

A2-23-750 

A2-26-1025 

B 26-800 

BI-26-800 

FL 20-300/28-400 

G 22-500 

G 23-750 - DC 

M 24-350 

M 29-900 

M 29-1000 

M 29-1100 

MI-31-1500 

XM 27-675 

Z 27-1000 

Z 28-1150 

Z 28-1200 

Z 29-1250 

MOTORS & TRANSFORMERS 

CONTROL MOTOR - 60 CYCLE 
CONTROL MOTOR - sa CYCLE 

TRANSFORMER - 60 CYCLE 
TRANSFORMER - 50 CYCLE 

24 VOLT METER 

SOLENO[) COIU? 

COIN UNIT STEP UP 

ADVANCE UNIT STEP UP 
BALL RELEASE COIL 
PLAYER UP UNIT STEP UP 

BALL COUNT UNIT STEP UP 
REPLAY UNIT STEP UP 
NUMBER MATCH STEP UP 

KNOCKER 

TRIPLE CHIME COILS (3 ceq'd.) 

BALL COUNT UNIT RESET 

COIN UNIT RESET 
ALTERNATOR UNIT STEP UP 

REPLAY UNIT RESET 

PLAYER UP UNIT RESET 
ADVANCE UNIT RESET 

SCORE DRUM UNITS ... (16 req'd.) 

FLIPPERS ... (2 req'd.) 

S HOOTER COILS . • .  (2 req' d.) 
D.C. TET BUMPER COILS ... (2 req'd.) 

DOUBLE BONUS RELAY 

1 - 2 �ESET RELAY 
3 - 4 RESET RELAY 

GAME OVER RELAY TRIP 
CAPTIVE BALL RELAY TRIP 

5¢ RELAY 
10¢ RELAY 

25¢ RELAY 
3 ADVANCE RELAY 

AD'/ANCE RELAY 
50 POINT RELAY 
BONUS RELAY 
10 POINT RELAY 

100 POINT RELAY 

1.000 P8INT RELAY 

COIN LOCKOUT COIL 

TOTAL PLAY METER COIL 

SHOOTER RELAY 

COIN RELAY 
GAME OVER RELAY LATCH 
OUTHOLE RELAY 
PLAYER RESET RELAY 

REPLAY RELAY 

RESET RELAY 
CAPTIVE BALL RELAY LATCH 

EXTRA BALL RELAY 
TILT RELAY 

BALL INDEX RELAY 

CHANGE RELAY 

LOCK RELAY 

MECH. PANEL 
MECH. PANEL 

MECH. PANEL 
MECH. PANEL 

MECH. PANEL 

MECH. PANEL 
PLAYFIELD 
PLAYFIELD 
INSERT 

MECH. PANEL 
INSERT 

INSERT 

CABINET 

CABINET 

MECH. PANEL 

MECH. PANEL 
MECH. PANEL 
INSERT 
INSERT 
PLAYF 1 ELD 

INSERT 

PLAYFIELD 

PLAYFIELD 

PLAYFITLD 

PLAYFIELD 

INSERT 
INSERT 

MECH. PANEL 

PLAYFIELD 

MECH. PANEL 
MECH. PANEL 

MECH. PANEL 

PLAYFIELD 

PLAYFIELD 
PLAYFIELD 
PLAYFIELD 

INSERT 
INSERT 

INSERT 

FRONT DOOR 

MECH. PANEL 

MECH. PANEL 

MECH. PANEL 
MECH. PANEL 
MECH. PANEL 
MECH. PANEL 
MECH. PANEL 

MECH. PANEL 
PLAYFITLD 

MECH. PANEL 
MECH. PANEL 
PLAYFITLD 

PLAYFlELD 

MECH. PANEL 
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BALL COUNT UNIT DISC 
THIS UNIT RESETS AT THE START 

OF A NEW GAME, (DURING RESET CYCLE). 
IT ADVANCES ONE STEP EACH TIME 

THE LAST PLAYER COMPLETES HIS TURN. 

rRIPS GAME OVER "ELAY 

IN S BAL L GAIttE. 

TRIPS GAME OVER RELAY 

IN � BALL GAME. 

DIAGRAM 
LOCATION 

� 
C-13 BLU-It 

C-13 BL.U-BR 

W-I 

B-Y o 
B A L L  IN PLAY LITES< 3 8-5 of GREY-Y � 

" 

S 

GREY-G -I 0 
!!!!.!.:...BR i 0 

o 
o 
o 
o 

Vi.w lookin, til WIPER FINGER ,id. 
wil" WIPER in ZERO po,lIitln. 

o 

o 
o 
o 
o 
o 
o 



N � 

Vi,w loOk;II, 111 WIPER FINGER ,id, 

willi WIPER ill RESEr po,;I;oll 

It" 
f'l" 

t � o� 
t

� /1 

IN CIRCUlr ro BALL COUNr UNlr srEP 

UP COIL 

DIAGRAM 
1.0CATION 

D-S 

'-

,,-Y 

"-G 

R-W 

r,-" 
2"� PLA'fER NUMBER MArCH CIRClllr C-7 1 l -aR 

COIN S. U. DISC 
THIS m�IT RESETS AT START OF 

A GAME (DURING RESET CYCLE). 
IT THEN ADVANCES ONE STEP EACH 

TIME THE COIN RELAY IS PULSED. 

� �. � Co ,0 
(/;" .... - 4:> ,,0 -y' 

" � 
� 

�t �t �t �t 
• "I • ,,' • "I • "I 

.' .' .{ .{ 'I" 'I" q" q" 

cl' /' .. � .. � 
.. . .. (, (, ,\ 7 "1. ,'\ "\ / 

c,' // 
�(& 

� ,0 � 
'bq. ... / 

0 
18-2001-40 o 

�ci' 
�� 

�t� 
�\l� 

{
t��(,\ll 

'1"� (,\ 

,"\ C, 

G-Y 

DIAGRA"! 
LOCATION 

C-7 411t PLAYER NUMBER MArcH CIRCUlr 
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PLAYER UNIT DISC 

0000000®0@®@@@ 

1 0-PA IR INSULATEO 

o WIPERS 

028 

@ 
@ 
® 
@ 
@ 
@ 
@ 
@ 

OIAGltAM 

LOC4T10� 

O-It .111 PL 

81t -B 3rd PL. 

C-II 
Bit - w 2nd PL. 

IN ClRCIIIT TO 
looooPOINT 
DlfUM UNIT -

COIL S THRII 9fII 
POSITION SWS. 
ON a:JlfR£SPONO­
ING IOOlPOIIVT 
ORt/1ltl UNI TS. 

!lLU -Y I" PL. 

W-G 

W- SLU 

C-IO 
·S -G 

GltEY-B 

w- C-IO 
R- G C-IO 

GltEY- 0 

GltEY-Bit 

C-IO 
GltEY -W 

GltEY-G 

81t -0 C-9 

.. III PL. 

TO 100fJPOllfT 
OlfUIII IINIT 

COILS 

TO SWITCH ON 1000 
POINT RELAY 

TO SWITCH ON 100 
POIN T If£LAY 

4'h PL. 

3rd PL TO IOOPOINT 

OlfUM IINIT 

COILS 

2nd PL. 

10' PL. 

TO SWITCH ON 10 
POINT If£LAY 

@@@@@)@)@@@8@@@@ 

@ 
@ 
@ 
@ 
@ 
@ 
@) 
o 

<f' / 
(0 

�++ 
0.<#' .... ,0 

O,'t'(.'" - Cb ",0 c.: 
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(0 
� /' / ... � 

,to 
c.. �,� 

�}O 

.;) .. 'b'" , 'b' 

,oj c.. 

/� .;)' ... 
'b'" / 

��... ...- "' ..... 
Co (o�� Co� 

Vi�" IDDIM' DI WIPER FINGER sid. w;11I IInit 
in RESEr posiliDII (lsI PlDT" tip) 



VIEW LOOKING AT 
WIPER FINGER SIDE 

o 

LO 
rf') I 
o 
o 
N 
I 

III 

No. MATCH UNIT 
THIS UNIT ADVANCES ONE STEP 
EAC H TIME THE TEN POINT RELAY 

IS PULSED. 

DIAGRAM LOCATION 

o 
o 
o 

! NO. MATCH 
GREY-R E-8 FEEl) TO. 

REPL AY S.U. 

O W-GREY - 20 

o W-B -50 

W-o .... 90 

W-BR -40 

w- G 8-3 -00 NO. � MATCH 
BR-W 8-4 -SO LITES 

o BR-G "'=:===1 o BR-Y 
o SR - BLU 
o -BR- R 
o Y-

o 
B-4 

-10 
-70 
-30 

-80 

FEEO TO. No. 
MATCH LITES 

0 0 0 0 0 0 0  0 0 0 0 0 0 0 0 
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ADVANCE UNIT 
VIEW LOOKING AT WIPER 
FINGER SIDE, WITH 
WIPER IN ZERO POSITION. THIS UNIT ADVANCES ONE STEP WHEN 

"ADVANCE RELAY" IS PULSED, AND 3 STEPS 
WHEN "3 ADVANCE RELAY" IS ENERGIZED. 

ADVANCE 

LITES 

1000 

2000 

3000 

4000 

5000 

6000 

7000 

8000 

9000 

10000 

20 000 

DIAGRAM 
LOCATION 

B-6 

8-8 

8-8 

IT RESETS, ONE STEP AT A TIME, 
WHEN "BONUS RELAY" IS ENERG IZED. 

00000000000000000 
o ®@® 
o 0° 

8LU-R @ 0® 

Y-R 

@ 0 
G) 

G) 0 
Y-B-I @ e 
G-O-l C!) @ 

®@ 
r:\® 
\V 0 

BLU-Y 

8 LU-8 

Y-BLU o @ 
0·: G-R-I @ 

BR-R-l0 
BR-Y-I 0 

o 
G) 

°0 000 

(2) GROUNDEO 
WIPERS 

0� 0 
o 0 

® 
o 0 
o 0 
® 0 
0 0 
® <9 0 

o 0 
o 0 

0
0 0 

00 0 

0000 0 
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TYPICAL "1\1" RELAY SWITCH 
POSITION 

eOTTOM SWITCHES TOP SWITCHES 
r-----�A------� OII�1 [ 2A 128 12C 120 I o IA 

10* RELAY 

IS ENERGIZED BY 10¢ COIN SWITCH, IF 
10ji ADJUSTMENT JACK IS IN "� OR "3" 
PLAYS' FOR 1 COIN POSITION. 

25� RELAY 

IS ENERGIZED BY 25¢ COIN SWI'NH, THRU 
FRONT DOOR SLAM SWITCH. 

GAME-OVER RELAY 
( INTERLOCK) 

LATCH COIL IS ENERGIZED BY SCORE MOTOR 
CAM SWITCH lB, THRU SWITCH ON COIN 
RELAY AND RESET RELAY. 

TRIP COIL IS ENERGIZ�� BY COI� RELAY, 
LOCK RELAY OR WIPER ON BALL COUNT UNIT. 

A. C. RELAYS a SWITCHES 
Located on Mechanism Panel 

O-R 
M & l C -J- C-4 OPENS IN CIRCUIT TO KNOCKER COIL m D CLOSES TO RUM SCORE 

O-G MOTOR. 

GRAY-W 
B -GRAY- D-7 PULSES REPLAY UNIT S.U. GOlL, THRU IMPULSE CAM SWITCH B. 

BLU-Y � R-B 
E-2 IN HOLD CIRCUIT TO THIS RELAY. 

00 0 

Mix B r;-t- ErO (:-4 OPENS IN CIRCUIT TO KNOCKER COIL AND CLOSES TO RUN SCORE 
-G MOTOR. 

N.O. I C BLU-O D-3 ENERGIZES COIN RELAY WHEN GAME IS ADJUSTED TO "6 PLAYS 
G-W 

FOR 251'. 
B GRAY-W D-7 PULSES REPLAY UNIT S.U. COlL, THRU IMPULSE CAM SWITCH B. GRAY �H E-2 IN HOLD CIRCUIT TO THIS RELAY. :<-0 

0 o 0 

M GRAY -0 
OPENS TO PLAYER UP LITES AND CLOSES TO NUMBER MATCH & M & B -BR- A-3 

BLU-Y GAME-OVER LITES. 

M & B o I GRAY-G 
E-7 OPENS HI-SCORE CIRCUIT AND CLOSES IN NUMBER MATCH UNIT. GRAY-BR 

B-W 

N.O. I C BLU-W E-5 IN CIRCUIT TO RESET RELAY, THRU SWITCH ON COIN RELAY. O-R 

N.O. I 8 W-BLU E-3 IN CIRCUIT TO REPLAY RELAY. 
W-BR 

N.C
·D BLU-Y-W F-12 OPENS CIRCUITS TO PLAYFIELD SWITCHES. 

-B-

0 0 
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BALL INDEX RELAY 

�S ENERGIZED BY 10 POINT, 100 POINT OR 
1,000 POINT RELAY, THRU SNITCH ON EXTRA 
BALL RELAY. 

ALSO BY TILT REL AY. 

OUTH OLE RELAY 

IS ENERG!ZED BY OUTHOLE SWITCH, THRU 
ZERO POSITION SWITCH ON ADVANCE UNIT. 

TILT RELAY 

IS ENERGIZED BY PLUI�B BOLT TILT, 
BALL ROLLDOWN TILT OR PLAYFIELD 
VIBRATION TILT SWITCH. 

EXTRA BALL RELAY 

IS ENF�GIZED BY: 

1. BOTTOM RIGHT CAPTIVE BALL SWITCH, 
THRU TWO TOP LEFT CAPTIVE BALL 
SWITCHES AND SWITCH B ON CAPTIVE 
BALL RELAY. 

2. BOTTOM LEFT CAPTIVE BALL SWITCH, 
THRU TriO TOP RIGHT CAPTIVE BALL 
SWITCHES AND SWITCH B ON CAPTIVE 
BALL RELAY . 

3. HI - SCORE CIRCUIT, 1'HRU "REPLAY -
EXTRA BALL" AD JUS THEN T • 

_nIOl:rJ 
�J 1�:�-tU = 

N.C. I C I -Y-
GRAY-Y 

R-W 
B-R 

A GRAY-BLU 
� G-' 

00 0 

M.&B 

,1A&jl 

N.O. 

� W-BR E -Y-
O-G 

0 G-B 
-Y-
R-G 

C -Y-
Y-B 

O-BLU 
BLU-W 

�'-" A B-BLU 

00 0 

M lirB 

N.C. 

N.C. 

N.C. 

N.O. 

N.O. 

[0 

\or-w-o -BLU-
BLU-B 

W-O 
-Y-
GRAY-BLU 

-R-

R-Y-W 

W-BR 
Y-R 

I E I B-W 
-Y-

BR-G 8 GAAHW 

R-G C R-W 

0 

I -BLU-a W-G 

GRAY-Y A 
Y-B 

0 

C-19 IN SERIES WITH SWITCH A ON EXTRA BALL RELAY. 

C-6 IN C !RCUIT TO BALL COUNT UNIT S. U. ---ALSO Ili SERIES WITH 
SWITCH C ON PLAYER RESET RELAY. 

D-14 IN HOLD CIRCUIT TO THIS RELAY. 

C-i4 OPENS IN HOLD CIRCUIT TO TILT RELAY AND CLOSES TO RUN 

C-4 SCORE MOTOR. 

C-14 
OPENS IN HOLD CIRCUIT TO BALL INDEX RELAY AND CLOSES IN C-6 
SERIES WITH SWITCH C ON EXTRA BALL RELAY. 

C-18 IN CIRCUIT TO CAPTIVE BALL RELAY (TRIP AND LATCH COILS). 

D-13 PULSES BALL RELEASE COIL AT SCORE MOTOR CAM SWITCH 46. 

E-13 
IN HOLD CIRCUIT TO THIS RELAY. 

A-5 
OPENS IN CIRCUIT TO PLAYFIELD LITES AND CLOSES TO 
TILT LITE. 

C-8 
D-14 

OPENS IN HI-SCORE CIRCUIT TO REPLAY S.U. AND CLOSES TO 
ENERGIZE BALL INDEX RELAY. 

F-14 OPENS ALL SCORING CIRCUITS. 

D-14 IN HOLD CIRCUIT TO THIS RELAY. 

B-8 IN SERIES WITH SWITCH A ON CAPTIVE BALL R ELAY. 

n-14 IN CIRCUIT TO BALL INDEX RELAY. 

C-6 
IN SERIES WITH SWITCH B ON BALL INDEX RELAY. 

A-5 TO "SHOOT AGAIN"" LITES. 

E-19 IN HOLD CIRCUIT TO THIS RELAY. 
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LOCK RELAY 

IS ENERGIZED BY SI RELAY, LEFT FLIPPER 
SWITCH OR SCORE MOTOR CAM SWITCH S A. 

SH OOTER RELAY 

IS ENERGIZED BY LWT OR RIGHT SHOOTER 
SWITCH, THRU SCORE �OTOR INDEX CAM 
SWITCH E. 

PLAY ER RE SET RELAY 

IS ENERGIZED BY BALL COUNT UNIT END-OF­
STROKE SWITCH. 

RESET RELAY 

IS ENERGIZED BY COIN RELAY, TIIRU 
SWITCH ON GAME - OVr� RELAY. 

N.C. 

N.O.· 

0 -Y-
BLU-R 

C BLU-Y-W 
G-Y-W 

B I .  �-Y-W 
-Y-W &0-0 

O-B 

00 0 
N.Q.. rot- B-G 

GRAY-R 

M & B 

A 

00 0 

R-BLU' 
BLU-R 

O-G 
-Y-

R-BR 

R-O 

Y-BR 
W-BR 
G Y  

GRAY-G 
GRAY-B 

R-BR 
R-G 

BLU-Y MH 8 -y-
O-G 

M & B E ;ftJ!-8 
O-BLU 

R-Y-W 
BLU-Y-W 

- I Gz<AY-B 

Y-BLU 

G-Y 
O-BLU 

BLU-BR 
BLU-W 

C-13 

A-2 

A-2 

0-4 

0-18 

0-12 

C-4 

E-12 

0-6 

E-7 

C-6 

C-3 
C-5 

E-5 

F-13 

E-12 

E-6 

0-5 

ENERGIZES GAME OVER RELAY (TRIP COIL). 

6 VOLTS FROM TRANSFORMER TO LITES. 

6 VOLTS FROM TRANSFORMER TO LITES. 

IN HOLD CIRCUIT TO THIS RELAY. 

IN SERIES WITH SWITCH D OR SWITCH E ON CAPTIVE BALL 
RELAY. (THRU LEFT OR RIGHT SHOOTER SWITCH). 

PULSES LEFT AND RIGHT SHOOTER COILS, THRU SCORE MOTOR 
CAM SWITCH 4A. 

RUNS SCORE MOT0R. 

HOLD CIRCUIT TO �HIS RELAY, THRU SCORE MOTOR CAM SWITCH SC. 

OPENS IN CIRCUIT TO PLAYER UNIT S.U. COIL AND CLOSES TO 
PLAYER UNIT RESET COIL. 

IN NUMBER MATCH CIRCUIT TO REPLAY UNIT S.U. COIL. 

HOLD CIRCUIT TO THIS RELAY, THRU SCORE MOTOR INDEX CAM 
SWITCH C. 

OPENS IN CIRCUIT TO REPLAY RELAY AND CLOSES TO RUN 
SCORE MOTOR. 

OPENS IN CIRCUIT TO COIN UNIT S.U. AND CLOSES TO RESET 
COILS ON COIN UNIT, BALL COUNT UNIT AND GAME-OVER 
RELAY. 

IN SERIES WITH SWITCH A ON GAME-OVER RELAY. 

IN CIRCUIT TO BONUS RELAY, THRU SWITCH ON COIN RELAY. 

IN CIRCUIT TO PLAYER UNIT RESET COIL. 

IN HOLD CIRCUIT TO THIS RELAY. 
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RE�LAY RELAY 

IS ENERGIZED BY RELAY BUTTOM, THRU 
ZERO SWITCH ON REPLAY UNIT. 

COIN RELAY 

IS ENERGIZED BY COIN SWITCH OR 
REPLAY RELAY. 

DOUBLE BONUS RELAY 

THIS 6 VOLT COIL IS ENERGIZlW BY 
WIPER ON BALL COUIIT UNIT, THRU")-S 
BALL ADJUSTHENT JACK". 

BONUS RELAY 

IS ENERGIZED, DURING THE RESET CYCLE, 
BY SWITCHES ON COIN RELAY AND RESET 
RELAY. 

DURING PLAY, IT IS ENERGIZED BY 
OUTHOLE SWITCH, THRU ADVANCE UNIT 
ZERO POSITION SWITCH. 

N ,Co> 0 

N.O. e 

N.O. E 

Ii .\'. o 

N.O, e 

e 

A 

c o o 

LOCATED ON PLAYFIELD I 

B 

A 

00 0 
-N.O. 8= 

N.O. 10 

N.O. Ie 

I B 

IA 

0 0 0  

-W-
W-Gray 

R-Y 
BLU-O 

R-BR 
G-W 

R-BR 
W-BL 

GRAY-B 
-G-

O-R 
-Y-

BLU-Y 
-Y-

O-G 
-Y-

R-BR 
G-W 

w:a 
B-R 
-Y-

Y-G 
Y-BLU 

O-G 
-Y-

BLU-BR 
-Y-

GRAY-B 
B-O 

R-'! 
BR-Y 

(D-)} 

(E-S) 

(D-)) 

(D-) 

(D-12 ) 

(C-S) 

(C-1) } 

(c-4) 

(D-4) 

(D-16) 

(B-9) 

(E-12) 

(C-S) 

(C-S) 

(E-12) 

(E-16) 

OPENS CIRCUIT TO COIN LOCKOUT COIL. 

TO REPLAY UNIT RESET COIL. 

ENERGIZES COIN RELAY. 

IN HOLD CIRCUIT TO THIS °RELAY 

IN SERIES WITH SWITCH C ON RESET RELAY. 

ENERGIZES RESET RELAY, THRU SWITCH ON GAME-OVER RELAY. 

IN CIRCUIT TO GAME-OVER RELAY (TRIP COIL). 

RUNS SCORE MOTOR. 

IN HOLD CIRCUIT TO THIS RELAY. 

IN CIRCUIT TO PULSE 1,000 POINT RELAY, THRU SWITCH A 
ON BONUS RELAY. 

TO "DOUBLE BONUS" LITE. 

HOLD CIRCUIT TO THIS RELAY, THRU ZERO POSITION SWITCH ON 
ADVANCE UNIT. 

RUNS SCORE MOTOR. 

IN HOLD CIRCITTT TO RESET RELAY. 

PULSES ADVANCE UNIT RESET COIL, THRU SCORE MOTOR CAM 
SWITCHES 2C AND SB. 

IN CIRCUIT TO 1,000 POINT RELAY. 
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50 POINT RELAY 

I::; ENERGIZ}<;D BY (4) STAND-UP SWITCH8S. 

ADVANCE RELAY 

IS ENERGIZED BY: 
1. LEFT AND RIGIIT TOP ROLLOVERS, 

WHEN NOT LIT. 
2. LEFT AND RIG liT BOTTOM ROLLOVERS. 
3. LEFT AND RIGHT ROLLOVER BUTTOM 

SWITCrlES 
4. LEFT AND RIGHT CAPTIVE BALL 

SWITCHES • 
5. "'3 ADVANCE" RELAY. 

3-ADVANCE' RELAY 

IS ENERGIZED BY LEFT AND RIGHT TOP 
ROLLOVERS, WHEN LIT. 

CAPTIVE BALL RELAY 
( INTERLOCK) 

IS ENERGIZED BY WIPER ON NUMBER MATCH 
UNIT DISC. (EVERY OTHER STEP). 

CH ANG E  RELAY 

LATCH COIL IS ENERGIZED BY SWITCH C 
011 OUTHOLE RELAY, TIIRU LEr'T SIDE CAPTIVE 
BALL SWITCH (MADE BY 3rd BALL IN LANE). 

TRIP COIL IS ENERGIZED BY SWITCH C ON 
OUTHOLE RELAY, THRU RIGHT SIDE CAPTIVE 
BALL SWITCH (MADE BY 3RD BALL IN THAT 
LANE) • 

N.O. c 

B 

A 

0 0 0 
N.O. c 

B 

A 

0 0 0 
N.0. o 

N.O. c 

8 

A 

0 0 0 

M & B f 

M &. B E 

M & B o 

M & B c 

M &. B B 

M &. B A 

o 0 0 
M &. B c 

GRAY-\oI 
G-B 

O-G 
-Y-

R-BR 
GRAY-O 

W-G 
-Y-

W-R 
-Y-

B-G 
0-\01 

W-G 
W-O 

W-R 
W-O 

O-G -Y-

g��Y-BR 

!l?!l 
R-Y 

(D-18) 

(c-5) 

(D-18 ) 

(C-l7) 

\C-17) 

(E-15) 

(E-17 ) 

(E-1?) 

(c-4 ) 

(E-15 ) 

(B-9) 

W-R GRAY-BLU (E-18) 
G-B 

G-B 
a��Y-Y (E-18) 

�:fr:� (E-14 ) 

?Q§ 
O-R 

�:e ,RAY-R 

!ly�LU 
R-Y 

�:� 
B-R 

�RiY-B 
0-)1 

(E-19) 

(B-8) 

(B-8) 

(E-15) 

(E-15) 

PULSES 10 POINT RELAY, TIIRU IMPULSE CAM SWITCH B. 

RUNS SCORE MOTOR. 

IN HOLD CIRCUIT TO THIS RELAY. 

ENERGIZES ADVANCE UNIT S.U. COIL. 

PULSES 100 POINT RELAY. 

HOLD CIRCUIT TO THIS RELAY, TIIRU END-OF-STROKE SWITCH 
ON ADVANCE UNIT. 

PULSES ADVANCE UNIT S.U. COIL, THRU IMPULSE CAM S�IITCH C. 

PULSES 100 POINT RELAY, THRU IMPULSE CAM S�IITCH C. 

RUNS SCORE MOTOR. 

IN HOLD CIRCUIT TO THIS RELAY. 

OPENS TO RIGHT BOTTOM SHOOTER LITE AND CLOSES TO LEFT 
BOTTOM SHOOTER LITE. 

OPENS IN CIRCUIT TO 10 POINT RELAY AND CLOSES TO 100 
POINT RELAY. 

OPENS IN CIRCUIT TO 100 POINT RELAY AND CLOSES TO 10 
POINT RELAY. 

IN CIRCUIT TO ADVANCE RELAY, TIIRU LEFT OR RIGHT CAPTIVE 
BALL SWITCH. 

IN CIRCUIT TO EXTRA BALL RELAY, THRU LEFT AND RIGHT 
CAPTIVE BALL SWITCHES. 

OPENS TO RIGHT CAPTIVE BALL LANE LITE AND CLOSES TO 
LEFT CAPTIVE BALL LANE LITE. 

OPENS TO LEFT TOP ROLLOVER LITE AND CLOSES TO RIGHT TOP 
ROLLOVER LITE. 

OPENS IN CIRCUIT TO ADVANCE RELAY AND CLOSES TO 3 ADVANCE 
RELAY (TIIRU RIGHT TOP ROLLOVER SW.) 

OPENS IN CIRCUIT TO 3 ADVANCE RFLAY AND CLOSES TO ADVANCE 
RELAY (THRU LEFT TOP ROLLOVER SW). 
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10 POINT RELAY 

IS PULSED BY: 
1. "50 POINT RELAY". 
2. STAND-UP SWITCHES. 
3. LEFT OR RIGHT SHOOTER SWITCH, 

WHEN NOT LIT. 

100 POINT RELAY 

IS PULSED BY: 
1. LEFT AND RIGHT TOP J�� BUMPER 

SWS. 
2. "3 ADVANCE RELAY". 
3. ADVANCE RELAY. 
4. LEFT OR RIGHT SHOO'rER ::;WITCH, 

WHEN LIT. 

1000 POINT �ELAY 

IS PULSED BY SCORE MOTOR CAM SWITCHES, 
THRU SWITCH B ON DOUBLE BONUS RELAY 
AND SWITCH A ON B01WS RELAY. 

LOCATE 0 I N BACK BOX 

N.C. 

N.O. 

N.O. 

N.O. 

R 8 
10 

Ie 

I B 

IA 

0 0 0  

N.C. 

N.O. 

N.O. 

N.O. 

R 8 
10 

Ie 

18 

I A 

0 0 0  

M <10 B 

N.O. 

N.O. 

N.O. 

R 8 
10 

Ie 

I B 

IA 

0 0 0  

GRAY-Y 
-J-

��HLU 

W -O BR-O 

-0-
-Y-

-Y-
HR-G 

�:� 

-J--J-

W-B 
W-R 

W-O 
R-G 

-Y-
O-R 

��:G 

O-BLU 
BR-Y 

�t:G 

BLU-R 
BR-Y 

W-O 
-BR-

W-O 
-w-

-Y­B-G 

-BLU­B-W 

D-19 

8-10 

C-9 

C-19 

c-14 

E-17 

C-19 

E-18 

C-10 

C-19 

C-14 

E-16 

8:la 
E-17 

C-11 

C-10 

C-19 

F-7 

IN SERIES WITH SWITCH A ON EXTRA BALL RELAY. 

IN HOLD CIRCUIT TO THIS RELAY. 

PULSES 10 POINT DRUM UNITS, THRU PLAYER UNIT DISC. 

ENERGIZES MEDIUM CHIME COIL AND NUMBER MATCH UNIT 
S.U. COIL. 

IN SERIES WITH SWITCH D ON EXTRA BALL RBLAY. 

PULSES 100 POINT RELAY, THRU 9TH POSITION SWITCHES ON 
10 POINT DRUM UNITS. 

IN SERIES WITH SWITCH 2B ON 10 POINT RELAY. 

IN HOLD CIRCUIT TO THIS RELAY. 

PULSES 100 POINT DRUM UNITS, THRU PLAYER UNIT DISC. 

PULSES SMALL CHIME COIL. 

IN SERIES WITH SWITCH D ON EXTRA BALL RELAY. 

PULSES 1,000 POINT RELAY, THRU 9TH POSITION SWITCHES ON 
100 POINT DRUM UNITS. 

OPENS IN HOLD CIRCUIT TO EXTRA BALL RELAY AND CLOSES TO 
ENERGIZE BALL INDEX RELAY. 

IN HOLD CIRCUIT TO THIS RELAY. 

PULSES 10,000 POINT DRUM UNITS, THRU 9TH POSITION ON 
1,000 POINT DRUM UNITS. 

PULSES 1,000 POINT DRUM UNITS, THRU PLAYER UNIT DISC. 

PULSES LARGE CHIME COIL. 

IN HI-SCORR CIRCUIT TO REPLAY S.U. COIL OR EXTRA BALL 
RELAY. 
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\-2 RESET RELAY 
IS PULSED BY IMPULSE CAM SWITCH 0, 
THRU SWITCH A ON RESET RELAY. 

3-4 RESET RELAY 
IS PULSED BY IMPULSE CAM SWITCH A, 
THRU SWITCH A ON RESET RELAY. 

N.o. 1 2D ! 
N.D. § 
N.O. 28 
N.O. 2A 

N.O. I ID 

N.O. I Ie 

N .0. I 18 
N.0:l:d-
0 () 0 

N.D. § 
N .0. 2 C 

N .0. 28 
N.0. 1 2A I 

N.O. 110 

N.O. I Ie 

N.O. 118 
N.OD 0 () 0 

R-B 
2ND PLAYER 100 POINT DRUM "'� -y- D-l0 

O-B 
-y- D-9 1ST PLAYER 100 POINT DRUM UNIT. 

GRAY-BLU 
-Y- D-9 2ND PLAYER 10 POINT DRUM UNIT. 

-0-
-Y- D-9 1ST PLAYER 10 POINT DRUM UNIT. I THE::;E SWITCHES PULSE 

r 
THE INDICATED DRUM 
UNIT, THRU ZERO SWITCH 

BR-G 
2ND PLAYER 10,000 POINT DRUM UNIT. 

ON THAT UNIT. 
-Y- D-ll 

BR-BLU 
-Y- D-ll 1ST PLAYER 10,000 POINT DRUM UNIT. 

B-O 
-Y- D-l0 2ND PLAYER 1.000 POINT DRUII :J 
B-Y 

1ST PLAYER 1,000 POINT DRUM UNIT. -Y- D-l0 

GRAY-R 
-Y- D-l0 4TH PLAYER 100 POINT DRUM UNIT. 

BLU-W 
-y- D-l0 3RD PLAYER 100 POINT DRUM UNIT. 

0-0 
-Y- D-9 4TH PLAYER 10 POINT DRUM UNIT. 

BLU-O 
-Y- D-9 3RD PLAYER 10 POINT DRUM UNIT. THESE SWITCHES PULSE 

THE INDICATED DRUM 
-Y- UNIT, _1;:HRU ZERO SWITCH 
BR-O D-ll 

ON THAT UNIT. 
3RD PLAYER 10,000 POr�T DRUM UNIT. 

-Y-
-0 - D-ll 4TH PLAYER 10,000 POINT DRUM UNIT. 

-y-
BR-R D-l0 4TH PLAYER 1,000 POINT DRUM UNIT. 

-Y-
BR-W D-l0 3RD PLAYER 1,000 POINT DRUM UNIT. 


	jubilee - wms - 1973 - man0001
	jubilee - wms - 1973 - man0002
	jubilee - wms - 1973 - man0003
	jubilee - wms - 1973 - man0004
	jubilee - wms - 1973 - man0005
	jubilee - wms - 1973 - man0006
	jubilee - wms - 1973 - man0007
	jubilee - wms - 1973 - man0008
	jubilee - wms - 1973 - man0009
	jubilee - wms - 1973 - man0010
	jubilee - wms - 1973 - man0011
	jubilee - wms - 1973 - man0012
	jubilee - wms - 1973 - man0013
	jubilee - wms - 1973 - man0014
	jubilee - wms - 1973 - man0015
	jubilee - wms - 1973 - man0016
	jubilee - wms - 1973 - man0017
	jubilee - wms - 1973 - man0018
	jubilee - wms - 1973 - man0019
	jubilee - wms - 1973 - man0020
	jubilee - wms - 1973 - man0021
	jubilee - wms - 1973 - man0022
	jubilee - wms - 1973 - man0023
	jubilee - wms - 1973 - man0024
	jubilee - wms - 1973 - man0025
	jubilee - wms - 1973 - man0026
	jubilee - wms - 1973 - man0027

