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Swords of Fury ROM and Jumper Table

Game System 11B P/N - U15 P/N-U27 |P/N-U26 ] PN - U21 PN -U22f P/N-U24
CPU Rev, Game pP G.ROM1|G.ROM2|S.ROM 1|S.ROM 2| Sound uP Jumpers
A-5343- | A-5343-| A-5343-|A-5343- W1,2,4,5,7,8,11,14
. 5400-09150-00 5400-09150-00 |W1.2.4,5.7,8,11,14,
BIG GUNS 557-2 | 557-1 | 557-4 | 557-3 16,17, and 19
SPACE . A-5343- | A-5343- | A-5343-| A-5343- W1,2,4,5,7,8,11, 14,
STATION 552-2 552-1 552-4 | 552-3 16,17, and 19
- A-5343- | A-5343-| A-5343-| A-5343- W1,2,4,5,7,8,11, 14,
CYCLONE 564-2 564-1 564-4 | 564-3 16,17, and 18
BANZAI i A-5343- | A-5343-{ A-5343-| A-5343- W1,2,4,5,7,8 11, 14,
RUN 566-2 566-1 566-4 | 566-3 16,17, and 19
SWORDS A-5343- | A-5343-| A-5343-| A-5343- W1,2,4,5,7,8,11,14,
OF FURY v 559-2 | 559-1 | 559-4 [ 559-3 \4 16, 17, and 19
Swords of Fury Solenoid Table
1 Connections cpu| Solenoid P/N . _
Sol Solenoid Description Solenoid | Wire Backbox/ Drvr| Flashlamp | - };“im
No. : Type | Color CPU Bd $2CKD OX/ b = Bbox
p = Playfield;b = Backbox; i = Insert Bd Playfield/Cabinet Xstr Type p = Playfield
01A3 [ Outhole Kicker Switched [ fVio-Brn} [1P11-1 {501-9:5P4-9 (A) + Q33} AE-23-800
01C 3 | Mini-Playfield (p) Flasher Switched | L Blk-Brn J | (Gry-Bm) | 5J5-9 (C): 2J4-1: 2P12-15 Q33| #1251 flashlamp  1p
02A3 | Ball Shooter Feeder Switched {Vio-Red 1P11-3 [5J1-7: 5P4-8 (A) + Q25| AE-23-800
02C 3| Left Loop (p) Flashers Switched | 1Blk-RedJ | (Gry-Red)| 5P5-8 (C): 24-2: 2P12-14 Q25| #89 flashlamps 2
03A3| (NotUsed) Switched {Vio-Om 1P11-4 |sJ1-6: (2P12-13| Q32
03¢ 3| Tube (i,p) Flashers Switched | 1 Blk-Omn J | (Gry-Om)| P57 (C): 204-3: 2P11-13 + ~ | Q32| #89 flashlamps  1i,1p
04A3 | Top Left Eject Switched {Vio— Yel}|1P11-5 |541-5: 5P4-6 (A) + Q24| AE-23-800
04C3 | Top Ramp (p) Flasher Switched | L Bik-Yel J | (Gry-Yel) | '5P5-5 (C): 2J4-4: 2P12-12 Q24| #89 flashlamp 1p
05A3 | Drop Bank2 ("A") Switched {Vio-Gm 1P11-6 |5J1-4: 5P4-5(A) + Q31| AE-26-1400
05C3 | Left Lockup (p) Flasher Switched | L BIk-Grn J | (Gry-Gm) | 5P5-4 (C): 204-5: 2P12-11 Q31} #89 flashlamp |,
06A3 | Left Lockup Switched {Vio-BIu 1P11-7 |su1-3:5P4-4 (A) + Q23 AE-23-800
06C3 | Balrod (p) Flasher Switched | L BIk-Blu J | (Gry-Blu) | 5Ps-3 (C): 2J4-6: 2P12-10 Q23| #89 flashlamp ip
07A3 | Knocker /Ticket Dispenser (b'box) | Switched {Vio-BIk 1P11-8 |5u1.2:5P4-2 (A) + Q30| AE-26-1200
07C3| Left Spin (p) Flasher Switched | LBlk-Vio J | (Gry-Vio) | sP5-2 (C): 2J4-7: 2P12-9 Q30| #89 flashlamp 1p
08A3| DropBank3 ('G") Switched {Vio—Gry 1P11-9  |501-1:5P4-1 (A) + Q22] AE-26-1400
08C3 | Shooter Lane (p) Flasher Switched | L Bik-Gry/ | (Gry-BIK) | 5P5-1(C): 2J4-8: 2P12-7 Q22| #89 flashlamp 1p
09 | Top Center Flashers (i,p) Contrid Brn-Blk |1P12-1 |5J2-9: 5P6-9: 2J4-10: 2P11/12-6 | Q17| #89 flashlamps 1p,li
10 | Gen lilumin Relays (i,p) Contrid Brn-Red |1P12-2 |5J2-8:5P6-8: 2J4-13: 2P11/12-3 | Q9 | 5580-09555-01 4 1p,li
11 | Swords (i) Flashers Contrld Brn-Om [1P12-4 |5J2-6: 5P6-7:2J4-11: 2P11-5 Q16| #89 flashlamps 3i
12 | Solenoid A/C Select Relay (b) Contrid Bm-Yel |1P12-5 5J2-5 a8 | 5580-09555-013
13 ( Not Used) Contrld Bmn-Grn |1P12-6 5J2-4 Q15
14 | Left Outlane Kickback Contrid Brn-Blu |1P12-7 |5J2-3: 5P6-3: 2J4-14: 2P12-2 Q7 | AE-23-800
15 | DropBank 1 ("M") Conirld | Brn-Vio [1P12-8 |[5J2-2:5P6-2: 2J4-15: 2P12-1 Q14| AE-26-1400
16 | Left Outlane (p) Flasher Contrld Bn-Gry [1P12-9 |5J2-1:5P6-1: 2J4-12: 2P12-4 Qe | #89 flashlamp Ip
17 | Bottom Diverter Spect #1 | Blu-Brn |1P19-7 5J3-7; 5P7-7 | a75| AE-26-1200
18 | Left Kicker ("sling") Specl #2 | Blu-Red |1P19-4 5J3-6: 5P7-6 Q71| AE-26-1500
19 | Top Diverter Specl #3 | Blu-Orn {1P19-3 5J3-3: 5P7-3 Q73| AE-26-1200
20 | Right Kicker ("sling") Specl #4 | Blu-Yel [1P19-6 5J3-4: 5P7-5 Q69| AE-26-1500
21 Drop Bank 4 ("1") Specl #5 | Blu-Grn  |1P19-8 5J3-2: 5P7-2 Q77| AE-26-1400
22 Drop Bank 5 ("C") Specl #6 Blu-Blk |[1P19-9 5J3-1: 5P7-1 Q79| AE-26-1400
Flippers
1F Lower Right Flipper - Orn-Vio |[1P19-1 |2J5-5: 2P10-7: Sw 2 - | FL11630/50VDC
[Blu-Vio] [Sw: 2J10-1: 2P8-15: Fip] 2
2F R Flipper - Mini-Playfield [Blk-Blu] [Sw: 2J10-4: 2P8-12: Fip] FL-11753/50VDC
3F Lower Left Flipper - om-Gry |1P19-2 |2J5-4:2P10-8: Sw - | FL11630/50VDC
[Blu-Gry] [Sw: 2P10-2: 2P8-14: Flip]
4F Upper Left Flipper (main P/F) [Blk-Yel] [Sw: 2P10-3: 2P8-13: Flp]? FL-11753/50VDC

Notes; 1. Wire colors, except flipper Orn-Vio and Om-Gry, are ground connections (to coil terminal with unbanded end of diode). Flipper Orn-Vio and
Om-Gry wires connect from CPU Board to flipper switch. 2. Flipper connections shown in braces are from flipper switch to flipper coil. 3. "A" coils
are pulsed, when Sol. 12 is de-energized; "C"” coils are pulsed, with Sol. 12 energized. Wire colors in brackets are those from respective 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. 4. Relay is mounted on
Relay Bd. p/n C-11998-1. 5. Relay is mounted on Aux Pwr Driver Bd. D-12247 in the backbox.
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Section 1
Giame Operation

rest Information

» Swords of Fury (System 11B) ROM Summary
 Pinball Game Assembly Instructions

« Game Play

« Game Status Displays
« Game Adjustment Procedure

« Game Pricing

® - Test/Diagnostic Procedures

Swords of Fury (System 11B) ROM Summary

IC DESCRIPTION
Game ROM 1 32K x 8 ROM
Game ROM 2 16K x 8 ROM
Sound ROM 1 32K x 8 ROM
Sound ROM 2 32K x 8 ROM

Music/Speech ROM 1 32K x 8 ROM
Music/Speech ROM 2 32K x 8 ROM

TYPE IDENTIFIER
27256 ua27
27256 u26
27256 u21
27256 u22
27256 u4
27256 U9
NOTICE

BOARD PART NUMBER

CPU
CPU
CPU
CPU
Audio
Audio

A-5343-559-2
A-5343-559-1
A-5343-559-4
A-5343-559-3
A-5343-559-5
A-5343-559-6

To order a replacement ROM from your authorized WILLIAMS ELECTRONICS GAMES
distributor, specify: (1) part number (if available); (2) ROM label color; (3) ROM level

. (number) on the label; (4) which game the ROM is used in.

Swords of Fury



CONNECTOR IDENTIFICATION
WILLIAMS ELECTRONICS GAMES uses a special technique to identify connectors. Each plug or
jack receives a prefix number (which identifies the circuit board), a letter, 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 1 (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.

Swords of Fury CIRCUIT BOARDS

The System 11B Circuit Boards for Swords of Fury are in the backbox. They are accessible by
removing the backbox glass, unlatching the insert board, and swinging it open.

CPU BOARD. The Systém 11B CPU Board (p/n D-11883-559) must be equipped with the
ROMs specified in the Swords of Fury (System 11B) ROM Summary. For this ROM
complement and CPU Board, jumpers W1, W2, W4, W5, W7, W8, W11, W14, W16, W17,
and W19 must be connected. (Jumper W7 is cut/removed for West German games.)

AUDIO BOARD. The Audio Board is p/n D-11581-559, as supplied with ROMs and micro-
processor.

DISPLAY BOARD. The Alphanumeric Display Unit Board is p/n D-11609.

POWER SUPPLY BOARD. The Power Supply Board is p/n D-8345-557.

AUX POWER DRIVER BOARD. The Aux Power Driver Board is D-12247-559.

MASTER INTERCONNECT BOARD. The Master Interconnect Board is D-12185-559.
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 the unit (e.g., con-
nector 1J1).

i - CPU 5 - Aux Power Driver 9 - InsertBoard
2 - Master Interconnect 6 - Backbox 10 - Audio

3 - Backbox Power Supply 7 - Cabinet

4 - Alphanumeric Display 8 - Playfield

Swords of Fury GAME CONTROL LOCATIONS
The On-Off switch is on the bottom of the cabinet near the right front leg.

The Volum nirol is on the left inner wall of the cabinet on the tilt mechanisms board. It is accessi-
ble by opening the coin box door.

The Credit switch is a pushbutton to the left of the coin door on the cabinet exterior.

GAME ADJUSTMENT/DIAGNOSTIC SWITCHES.  Swords of Fury allows the operator to program
virtually all game adjustments, obtain bookkeeping information, and diagnose problems, using only
three switches mounted on the inside of the coin door and 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 Game Status Displays text and the Text/Diagnostic Pro-
cedures for details concerning their operation.

The Memory Protect switch is on the inside frame of the coin door. This interlock switch must be open
fo clear bookkeeping totals and to make game adjustments It automatically opens, when the coin

door opens.
Swords of Fury 2




Swords of Fury GAME CONTROL LOCATIONS (Continued)

The CPU Diagnostic switch (SW 2) is the lower switch (of the two switches mounted on the left edge
of the CPU Board) near a large, socketed microprocessor chip. This switch initiates the Memory Chip
Test explained in the Test/Diagnostic Procedures.

The Sound Diagnostic switch (SW 1) is the upper switch of the twd mounted on the left edge of the
CPU Board. This switch initiates the Sound Section Test. Refer to the Test/Diagnostic Procedures.

N —

PINBALL GAME ASSEMBLY INSTRUCTIONS
Open the shipping container; remove all cartons, parts, and other items, and set them aside.
Place cabinet on a support and attach rear legs (after installing leg levellers), using leg bolts. Leg
levellers and leg bolts are both provided among the parts in the cash box.
Attach the front legs (after installing leg levellers), using leg bolts. See Figure 1 for details.

B L T Ty S S _/0 degrees \ l

L
Playfield ¢
Pitch Angle: Leg Leveller
6 degrees Shaft
H T Nut
A Leveller
Foot Pad
_~SeeDetail Yiew  Delail Yiew -

Leg Leveller

Figure 1. Pinball Assembly, Playfield Pitch Angle, and Leg Leveler Details.

4. Reach into the cabinet and backbox and check the mating of the interconnecting cables, match-

ing several wire colors at each connector. Ensure that all connections are properly secure.

CAUTION
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.
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PINBALL GAME ASSEMBLY INSTRUCTIONS (Continued)

5. Raise the hinged backbox upright and stabilize it into position, using the clamp on the back of the
cabinet and backbox. Unlock the backbox, and remove the backbox glass, storing it carefully to
avoid scratches. Remove the shipping block holding the Insert Board. Unlatch the Insert Board
and open it, then lift the Speaker/Display Panel up and lay it forward on the playfield cabinet. This
allows access to the bolt holes used for securing the backbox upright. Install the mounting bolts
and flat washers through the bottom holes of the backbox into the threaded fasteners in the

cabinet to secure the backbox.

NEVER transport a pinball game with the hinged backbox erect. Always lower
the backbox forward onto the playfield cabinet on a layer of protective material to
prevent marring or damage and possible personal injury.

6. Extend each leg leveler slightly below the leg bottom, so that all four foot pads are extended
about the same distance. Remove the cabinet from its support and place it on the floor.

7. Adjust the leg levelers for proper playfield level (side-to-side) and playfield pitch angle (incline) of
approximately 6 degrees. (Again, it is recommended that these measurements be made ON the
playfield, not the cabinet nor the playfield cover glass.) Tighten the nut on each leg leveler shaft
to maintain this setting, as shown in Figure 1.

CAUTION
Playfield pitch angle adjustments can affect the operation of the plumb bob tilt, inside the
cabinet. The operator should adjust this tilt mechanism for proper operation, after
completion of the desired playfield pitch angle setting.

8. Move the game into the desired location; recheck the level and pitch angle of the playfield.

9. Verify that the required number of balls are installed in the game. (Swords of Fury: 3 balls.)
10. Clean and re-install the playfield cover glass. Prepare the game for player operation. % '
GAME OPERATION

WARNING

After assembly and installation at its site location, this game must be plugged into a properly
grounded outlet to prevent shock hazard, and to assure proper game operation. DO NOT
use a ‘cheater’ plug to defeat the ground pin on the line cord. DO NOT cut off the ground pin.

POWERING UP. With the coin door closed, plug the game in, and switch it ON, using the On-Off
switch. In normal operation, the player 1 score display initially shows 00. Then, the game goes into
the Attract Mode (playfield and backbox lamps flashing, sounds being heard, etc., if the operator does
not change the Factory Setting).

Open the coin door and press the AUTO-UP/MANUAL-DOWN switch to MANUAL-DOWN. Press the
ADVANCE button to begin the game test routine. Return to AUTO-UP and perform the entire test to
verify that the game is operating satisfactorily.

NOTE
The SYSTEM 118 game program has a great capability to aid the operator and service personnel: At
game Turn-On (and also at the beginning of the Test/Diagnostic Procedures), the Player 1 display
now signals, with a decimal point by the rightmost character, that at least one switch has NOT been
actuated during ball play for 120 balls (= 40 games). [Note: Only one dot appears, although more
than one switch may be affected.] Moreover, Swords of Fury compensates the game play
requirements affected by each disabled switch to allow 'nearly normal’ play. This helps keep Swords
of Fury earning good profits! More information is available in the Test/Diagnostic Procedures text
describing the Switch Testing. ‘
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GAME OPERATION (Continued)

ATTRACT MODE*. Playfield and backbox lamps blink. All player score displays exhibit a series of
messages informing the player concerning:

A. Recent highest scores™;
B. A "custom message"

("FOR PEACE ... AND HARMONY... FREE TITANS")";
C. The score to achieve to obtain a Replay award*;

These (or similar) displays reappear occasionally, accompanied by sounds and music, until a player
initiates game play by inserting a coin or, when credits are available, pressing the Credit button.

CREDIT POSTING. Insert coin(s). A sound is heard for each coin, and the player score displays
show the number of credits purchased. So long as the number of maximum allowable credits* are
NOT exceeded by coin purchase or high score, credits are posted correctly. However, after this
maximum credits value is reached, posting of additional credits won (not purchased) by the player
does notoccur. ONLY posting of purchased credits occurs beyond the maximum credits value.

STARTING A GAME. Press the Credit button once. A startup sound plays, and the Credit amount
shown in the player score display decreases by one. Player display 1 flashes 00 (until the first playfield
switch is actuated), and the Player 4 display shows ball 1, except for 4-player games where the ball
# shows in the individual player's display. Additional players may enter the game by pressing the
Credit button once for each player, before the end of play on the first ball.

TILT. Actuating the Slam Tilt switch on the coin door inside the cabinet ends the current game;
Swords of Fury then proceeds to the Game Over Mode. With the actuation of the playfield tilt switch, or
the third closure* of the plumb bob tilt switch, the player loses the remaining play of that ball, but can
complete the game.

END OF GAME. All earned scores and bonuses are awarded. If a player's final score exceeds the
specified value, the player receives a designated award for achieving the current highest score. Aran-
dom digit set* appears in the Match display. Credit* may be awarded, when the last two digits of any
player's score display (1 through 4) match the random digits of the Match display. Match, high score,
and game over sounds are made, as appropriate.

GAME OVER MODE. The GAME OVER display shows in the player score displays. Then, the
high scores flash on the appropriate player score displays. The game proceeds to the Attract Mode.

* - operator-adjustable feature -

Swords of Fury S



Swords of Fury GAME STATUS DISPLAYS

. Swords of Fury provides the game owner/operator with a display of information concerning the game's
bookkeeping and game play feature adjustments. Basically, three classes of information now become
available in this status display mode: 1d (ldentification); Au (Audit); Ad (Adjustment). Each of the
underscored two-letter abbreviations for these classes appears in the Player 3 score display, while the
system microprocessor for the Swords of Fury game is displaying the items within each class.

Identification Information--ld

With the game turned on, the coin door open, and the AUTO-UP/MANUAL-DOWN switch in the
AUTO-UP position, the operator can press the ADVANCE switch once, briefly. Player displays for
immediately change from the Attract Mode to the Game Status Display Mode. This is evident by the
following display, shown in columnar form. The column headings refer to the various backbox
displays.

Player Player Player Player
1 2 3 4
Swords of Fury Id 00 559 L-x*

* x - indicates ROM revision level; e.g., 1is initial issue; 2, 3, etc. for later revisions.

The game is named in the Player 1 score display. The game’s identification humber shows in the
Player 2 score display and the ROM revision level appears in the Player 4 display. The Player 3 score
display shows the status display mode in abbreviated form, /Id. The Player 3 score display also shows
the status display mode item (00) for this particular display.

Pressing ADVANCE once more causes the Id 01 display to appear. This display describes which of
the "Install" options is currently in effect. For example, if the YES option of the INSTALL FACTORY
Adjustment ltem (Ad 70) was last selected, FACTORY SETTING appears on the player score displays.
Changing the setting of any other game adjustment item, after selecting the YES option for Ad 70
causes the display to change to FACTORY ALTERED. Similarly, if the operator selects the YES op-
tion for INSTALL HARD (Ad 65}, the display indicates HARD SETTING. Changing a game adjustment
item later then causes the display to show HARD ALTERED.

Audit Information--Au

While the AUTO-UP switch remains in the Up position, the operator can press the ADVANCE switch
once, briefly, to begin the backbox displays of Audit (sometimes called "bookkeeping”) Information.
Forty-four audit entries are now available. Calculation of the various factors is no longer necessary be-
cause the System 11B game program now performs all the mathematical factor computations. This
information is intended to aid the owner/operator in evaluating how the game is performing in each
location, by providing knowledge about which game {eatures are receiving the most play. With this
information, the owner/operator can determine whether adjusting the game features to other settings
will contribute to increased game earnings.

The operator can press the ADVANCE button once to view each Audit Information display item. To
proceed more rapidly through this information, the operator only has to press and hold the ADVANCE
button. If a desired item is passed, the operator can use the MANUAL-DOWN switch position with the
ADVANCE button to back up to the desired item.

The Swords of Fury Audit Table lists the 49 items of the Audit Information portion of the
Swords of Fury Game Status Displays. Presentation of this Audit Information again utilizes the player
score displays; however, the Player 1 and 2 displays are combined as a descriptive phrase. The light
type below the table's column headings names the respective backbox displays where the
information appears. Because the Player 4 display contains information which depends on game play,
only a few example entries are shown in the table. The Credits display shows Au for all 49 audit items,
so its entry is omitted from the tabular listing. Detection of erroneous data affecting any of the
counters used in these audit items causes the message, ERROR, to be displayed in the Player 3
display, during display of any audit item associated with that particular counter. (The program does not
analyze the cause of the error; it merely alerts thepperator of the error's existence by the message.)
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Swords of Fury GAME STATUS DISPLAYS (Continued)

Swords of Fwry Audit Table

Audit Descriptive Phrases Audit Factor !
item Value
{Player 3) (Player 1 and 2 Displays) (Player 4)
AU 01 LEFT COINS [chute next to coin door hinge] 432
02 CENTER COINS 0]
03 RIGHT COINS 398
04 PAID CREDITS 830
05 TOTAL PLAYS
(015 TOTAL FREE (Total Free Plays)
07 PERCENT FREE (% Free Plays)
08 REPLAY AWARDS
09 PERCENT REPLAY (% Replay Awards)
10 SPECIAL AWARDS
11 PERCENT SPECIAL (% Special Awards)
12 MATCH AWARDS
13 HSTD ( High Score to Date) CREDITS
14 PERCENT HSTD (% HSTD Credits)
15 EXTRA BALLS
16 PERCENT EX. BALL (% Extra Balls)
17 AV.BALL TIME (Average Time in Seconds)
18 MIN. OF PLAY (Minutes of Play)
19 BALLS PLAYED
20 REPLAY1 AWARDS
21 REPLAY2 AWARDS
22 REPLAY3 AWARDS
23 REPLAY4 AWARDS
24 1 PLAYR. GAMES
25 2 PLAYR. GAMES
26 3 PLAYR. GAMES
27 4 PLAYR. GAMES
28 BURN IN CYCLES
29 LEFT OUTLANE (# of times ball drained via left outlane)
30 RIGHT OUTLANE (# of times ball drained via right outlane)
31 AVENGER MADE (# of times A-V-E-N-G-E-R was made)
32 EX BALL LIT (# oftimes Extra Ball was lit)
33 7X  LIT (# of times 7X Bonus Multiplier was lit)
34 SPECIAL LIT (# of times Special lamp was lit)
35 MULTI BALL (# of times Multi-Bal™ was obtained)
386 LIONMAN BONUS (# of times Lionman Bonus was collected)
37 TP LOOP 500000 (# of times Top Loop 500K was collected)
38 JACKPOT MADE (# of times Jackpot was collected)
39 H.S.RESET COUNTER
40 0.0-0.4 M. SCORE (# of games <500K)
41 0.5-0.9 M:-SCORE (# of games 2500K, <1M)
42 1.0-1.4 M. SCORE (# of games 21M, <1.5M)
43 1.5-1.9 M. SCORE (# of games 21.5M, <2.0M)
44 2.0-2.4 M. SCORE (# of games 22.0M, <2.5M)
45 2.5-9.9 M. SCORE (# of games 22.5M or more)
46 H.S.T.D. 1> ??? (1st in HSTD Table, w/lnitials)
47 H.S.T.D. 2> ?7? (2nd in HSTD Table, w/lnitials)
48 H.S.T.D. 3> ??? (3rd in HSTD Table, w/lnitials)
49 H.S.T.D. 4> ??7? (4th in HSTD Table, w/lnitials)
NOTE:

1. The numbers shown in this column for Items 1 through 4 are examples.
Entries for all items depend on the amount of play; thus, they will vary

from location to location.
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Swords of Fury GAME STATUS DISPLAYS (Continued)

Swords of Fwry Game Adjustment Table

Adjt;ltsetrr:ent Descriptive Phrases ;aef:?r:;
(Player 3) (Player 1 and 2 Displays) (Player 4)
Ad 01 AUTO REPLAY ' or 10 (%)
FIXED REPLAY SCORES*
02 REPLAY START (or REPLAY LEVEL 1) ! 2,000,000
03 REPLAY LEVELS (or REPLAY LEVEL 2) 1 01 (or OFF)
04 (REPLAY LEVEL 3) ! (see text)
o5 (REPLAY LEVEL 4) 1 (see text)
o6 REPLAY AWARD Credit
07 SPECIAL AWARD Credit
o8 MATCH FEATURE [Off, 1-50%] 10 (%)
09 BALLS / GAME 03
:? TILT WARNING [00 = NO Ex. Ball; 1-9 E. B. /Ball; 03
EX. BALL/B. I P. {1oEB /B IP:18E B /Game Z/BIP
12 MAXIMUM CREDITS 10
13 HIGHEST SCORES Oon
14 BACKUP HI. SCR.1 5,000,000
15 BACKUP HI. SCR. 2 4,500,000
16 BACKUP HI. SCR. 3 4,000,000
17 BACKUP HI. SCR. 4 3,500,000
18 HI. SCR.1 CREDITS 01
19 HI. SCR.2 CREDITS 01
20 HI. SCR.3 CREDITS 01
21 Hi. SCR.4 CREDITS 01
22 H. S. RESET EVERY 3,000
23 FREE PLAY NO
24 U.S.A. 1 COINAGE (1 COIN 1 PLAY) 2:2.6
25 LEFT UNITS 01
26 CENTER UNITS 04
27 RIGHT UNITS 01
28 UNITS/ CREDIT 01
29 UNITS/ BONUS 00
30 MINIMUM UNITS 00
31 -47 Game-specific Adjustments (detailed in text and the Game
Adjustment Setting Comparison Table)
48 A-MODE SOUND [alot; less; none] ALOT
494 CUSTOM MESSAGE ON
50 SW. ALARM KNOCKER [yes=knock for inop switch; no=no knock] NO
51-52 UNUSED ADJUST
53 -58 5.6 Special Pricing Adjustments- See text for 53-58 details.
59 2 INSTALL ADDABALL NO
60 INSTALL 5-BALL NO
61 _ INSTALL NOVELTY NO
62 _ INSTALL EX. EASY NO
63 INSTALL EASY NO
64 5 INSTALL MEDIUM NO
65 > INSTALL HARD NO
66 INSTALL EX. HARD . NO
67 AUTO BURN-IN NO
68 CLEAR COINS NO
69 CLEAR AUDITS NO
70 INSTALL FACTORY NO
NOTES:

1.

Automatic Replay percentage value range is adjustable from 5 to 50%, via the Credit button. Item 02
gen’nits changing the factory setting value for chlzh\; Start Level (valid for next S00 games played).

tem O3 permits sciting up to four replay levels, with values as detailed in text describing item™ 03!

For Fi eplay Scores, set Auto Replay value to 1 less than 5(%) via the Credit button. Go to items
02, 03, 04, and 0S5; install their replay level scores. Turn off any replay level by setting 00 as its value.
Phrase in parenthescs is Factory Sectiing, Phrase appears in player 2 and 4 displays. Press Credit button
to change setting of the game pricing of item 24.

To change country OR coinage setting, press Credit button to obtain 16 Standard settings, followed by a
Custom Setting. The Custom Setting activates items 25 through 30. When a Standard Setting is used,
items 25 through 30 are sct automatically, and cannot be changed.

To install Custom Message, press flipper button for alphabet and special characters. Press Credit button
for next message letter or character.

Special Preset Adjustinent, whose effects are noted in the Game Adjustment text.

Refer to Pricing Table and text describing these items.

Approximates Ad 64, yet includes all factors listed in Factory Setting column, not just Ad 31 through 47
provided by Ad 64.
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Swords of Fury GAME STATUS DISPLAYS (Continued)

Adjustment Information--Ad

At end of the Audit Information presentation, with the AUTO-UP switch in the Up position, the opera-
tor can press the ADVANCE button to proceed to the Adjustment Information portion of the Swords of
Fury Game Status Displays, as listed in the Swords of Fury Game Adjustment Table.

The operator can press the ADVANCE button once to view each Adjustment Information display item.
To proceed more rapidly through this information, the operator only has to press and hold the AD-
VANCE button. If a desired item is passed, the operator can use the MANUAL-DOWN switch position
with the ADVANCE button to back up to the desired item.

The Swords of Fury Game Adjustment Table lists the 70 items of the Adjustment
Information portion of the Swords of Fury Game Status Displays. Presentation of the displays is similar
to that for the Audit Information (that is, the player 1 and 2 displays combine as a descriptive phrase;
the light type below the column headings names the respective backbox displays where the
information appears, etc.). The Player 3 display shows Ad for all 70 adjustment items, so its entry is
omitted from the tabular listing.
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GAME ADJUSTMENT PROCEDURE

Adjustment ltems 01 through 70

The coin door must be open to access the Game Adjustment/Diagnostic switches. All readings and
setting changes require operation of these coin door switches. Some setting changes utilize the
Credit button; some also use the flipper button(s). Additional text describing the game adjustment
items follows this procedure; the value of the Factory Setting for each Game Adjustment item is in the
preceding Swerds of Fury Game Adjustment Table.

1. Use AUTO-UP and press ADVANCE. The Id 00 display initially appears. Press ADVANCE
until the Player 3 display indicates Ad 01. If the factory setting has not changed, the Player
1 and 2 Score displays indicate AUTO REPLAY, and the Player 4 display shows10%,
indicating a 10% replay percentage. (The game program adjusts itself automatically, as
discussed in the following text concerning the 'details’ about Adjustment Item 01.)

2. To reach a higher item number (in the Player 3 display), use AUTO-UP and press ADVANCE.
To return to a previous item number, use MANUAL-DOWN and press ADVANCE.

3. With the desired Game Adjustment ltem number showing in the Player 3 display, increase the
setting value (or select another option) shown in the Player 4 display by using AUTO-UP and
pressing the Credit button. Repeat this step for each item, until all changes to the factory
settings for the Game Adjustment Items have been made. The preceding Game Adjustment
Table consolidates the Factory Settings into one grouping.

(The same procedure can be used for Audit ltems. To zero Au 01 - 04 (concerning the coin
chutes and the total coins), the operator can proceed to item 68, Clear Coins, and press the
Credit button to obtain the YES option. The operator then presses the ADVANCE button and
notes the "COINS CLEARED" display, which verifies that the entry values for items 01
through 04 of the Audit Items are now reset to zero.)

For example, the operator may desire to change the degree of game play difficulty from the .
Factory Setting (equivalent to the Install Medium [Ad 64] difficulty, along with a number of
other automatically installed settings, as shown in the right column of the Game Adjustment
Table) to another difficulty more suitable for the players at a particular game site. Four other
‘automatic' play difficulty settings (Ad 62 - Ad 66) are available, each of which, if selected,
installs all the adjustments listed for that difficulty in the Game Adjustment Setting Comparison
Table, which follows the 'details’ text.

4. To proceed rapidly through the entire adjustments series, press and hold ADVANCE, until
Ad 70 shows in the Player 3 display. From item 70, you can: (A) return to the Game-Qver
Mode:; or (B) restore factory settings and zero audit (bookkeeping) totals. Perform either of
the following, as desired:

A. To reach Game-Over Mode, use AUTO-UP and press ADVANCE once. Swords of Fury
now goes to the Game-OQver Mode.

B. To restore the Factory Settings for Game Adjustment ltems (as listed in the Game
Adjustments Table), zero all audit (bookkeeping) totals, and return to Game-Qver Mode,
use AUTO-UP or MANUAL-DOWN to display Ad 70 in the Player 3 display. Press the
Credit button to display the YES option in the Player 4 display. Using AUTO-UP, press
ADVANCE once. Swords of Fury now zeroes ALL Audit ltem totals and changes ALL

. Game Adjustment ltems back to those originally selected as Factory Settings. It then
shows the operator a message ("FACTORY SETTING") that this has occurred. (A problem
in the Memory Protection circuit or closing the coin door will cause the message "ADJUST
FAILURE" to appear.) Press ADVANCE once more to return to the Game-Qver Mode.
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GAME ADJUSTMENT PROCEDURE (Continued)

Details of Adjustment ltems 01 through 70

(o 1)

02

03

Auto Replay (or Fixed Replay)

Of the two options, AUTO REPLAY is the percentage of replays automatically awarded per
game. Tde game program aids a pinball's initial installation by causing a comparison of the value
of the R¥play Level to the value of all players' scores every 50 games for the first 1,000 games.
At each comparison, the program increases (or decreases) the Replay Level by an amount
necessary to achieve the replay percentage specified either via the factory setting (or later
operator selection). (After the first 1,000 games, the comparison occurs after every 500 games.
The adjustment value is 100K, for this (and each subsequent) comparison.) Use the Credit
button to change the percentage within the range of 5o 25 (%), with the value increasing using
AUTO-UP (or decreasing using MANUAL-DOWN). The next Credit button change below 5%,
selects the FIXED REPLAY option.

For AUTO REPLAY, Ad 02 provides the Starting Replay Level (Player 1 and 2 displays show
REPLAY START). Ad 03 provides the number of replay levels (01, 02, 03, or 04). Swords of
Fury then proceeds to Ad 06 automatically.

For FIXED REPLAY, Ad 02 is the first replay level (REPLAY LEVEL 1). Ad 03, 04, and 05 are
the other replay levels.

Starting Replay Level (or Replay Level 1)

For AUTO REPLAY (refer to Ad 01), the initial Eactory Setting is listed in the Game Adjustment
Table, but this will change when the game compares the players’' scores with this adjustment's
value during its auto adjustment activity. The range of seltings is 800,000 through 4,000,000
(by increments of 100,000 with AUTO-UP or decrements of 100,000 with MANUAL- DOWN).

For FIXED REPLAY, the operator can enter the value to be used for the first fixed replay score
level via the Credit button.  The range of settings is: OFF; 100,000 through 9,900,000 (by
increments of 100,000 with AUTO-UP, or decrements of 100,000 with MANUAL-DOWN).

Replay Levels (or Replay Level 2)

For AUTO REPLAY (refer to Ad 01), this is the number of replay levels in a game. The option
range is one, two, three, or four replay level(s). When the operator chooses two replay levels,
Swords of Fury automatically adjusts the second replay level to be twice the value selected for Ad
02, the starting replay level. Choosing three or four replay levels automatically adjusts their
replay levels to three times or four times the Ad 02 value.

For FIXED REPLAY, the technique of value entry and the range of settings are identical to:those
of Ad 02.

04 (Replay Level 3)

For AUTO REPLAY, this Adjustment Item is not applicable. Swords of Fury automatically
bypasses this adjustment.

For FIXED REPLAY, the technique of value entry and the range of settings are identical to those
of Ad 02.

05 (Replay Level 4)

For AUTO REPLAY, this Adjustment Item is not applicable. Swords of Fury automatically
bypasses this adjustment.

For FIXED REPLAY, the technique of value entry and the range of settings are identical to those
of Ad 02.
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GAME ADJUSTMENT PROCEDURE (Continued)

Replay Award
For either AUTO REPLAY or FIXED REPLAY (Ad 01), the operator can select the form of the
award automatically provided when the player exceeds any Replay Level (Automatic or Fixed).
The choices are:

'

Credit Reaching each replay level obtains a credit (free game).

Ball - Reaching each replay level obtains an extra ball.

Audit Reaching each replay level obtains nothing to the player; it does increase the entry
value of the Audit Item(s) maintaining a tally of these awards (Au 08, and Au 20
through 23, as applicable).

Coil - Reaching each replay level causes the Knocker coil to activate once per free game
won (instead of awarding a credit for each level exceeded). NOTE: A ticket
dispenser or token dispenser, if installed, can be activated by the Knocker coil
driver to provide an alternative award for each free game achieved by the player.

Special Award

- The operator can select the form of the award automatically provided when the player scores a

08

09

10

11

Special. The choices are:

Credit - Scoring each Special, when lit, obtains a credit (free game). A variation to this award
occurs, when the setting of Ad 06 is Coil. (This permits a ticket or token dispenser
to provide the award, when applicable.)

Ball - Scoring each Special, when lit, obtains an extra ball.

Score - Scoring each Special, when lit, obtains a score advance of 100,000 points to the
player.

Match Award

The operator can select (via the Credit button) the desired percentage for the Match action
occurring at the completion of each game. The choices are:

1%-50%- 1% is 'hard’; 50% is 'extremely easy'. During Match action, the game selects a
random two-digit number at end of game and compares each player's score for an
identical two digits in the rightmost two positions. A matching of the two digits
results in the award of a credit (or a ticket/token, if a dispenser is attached, and the
setting of Ad 06 is Coil).

Off - The MATCH display does not operate at completion of the game; no award is given.

Balls / Game
The operator can define a "game" by specifying the number of balls to be played. The range of
this setting is 1 through 9.

Tilt Warning
The operator can specify the number of total actuations of the plumb bob and playfield tilt
mechanisms that can occur before the game is "tilted". The range of this setting is 7 through 5.

Extra Ball/Ball In Play

The operator can choose (via the Credit button) the number of Extra Balls to be awarded to a
player. The range of this setting is:
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13

14

GAME ADJUSTMENT PROCEDURE (Continued)

Extra Ball/Ball In Play (Continued)

00 - NO extra ball play; displays a message, NO EX. BALL. A score is awarded
in lieu of the Extra Ball.

1-9E. B/Ball - 1 through 9 Extra Balls per ball (i.e., all balls including Extra Balls) are
awarded.

1-9E.B/B.I.P. - 1through 9 Extra Balls per Ball In Play (B. I. P.) (i.e., all balls NOT including
Extra Balls) are awarded.

1-9E. B/Game - 1 through 9 Extra Balls per game.

Maximum Credits
The operator can specify the maximum number of credits the game can accumulate, either
through game play awards or coin purchases. The range of settings is 5 through 10. Reaching
the specified setting prevents the award of additional credits by game play. Coin purchases do
continue to accumulate and are displayed.
NOTE

Whenever the number of credits is less than the specified maximum credits, any

credits obtained by coin purchase or game awards (High Score, Match, Replay

Levels, etc.) will be accumulated even though they exceed the maximum value.

Thereafter, no additional credits can be accumulated, until the credit total is

reduced below the specified maximum setting.

Highest Scores
The operator can specify (via the Credit button) whether the game is to maintain a record of the
four highest scores achieved to date. The choices are:

Off - NO high scores are recorded.

On - The four highest scores are stored in memory for use by Game Adjustment 22,

Auto - The four highest scores are stored in memory for use in a game program subroutine
associated with Game Adjustment 22.

Backup High Score 1

The operator can set the Backup High Score value in the Player 1 Score display, using the
Credit button. The game automatically restores this value, when the operator presses, and
holds, the HIGH SCORE RESET switch, or when an automatic High Score Reset event (Ad 22)
occurs.

15 Backup High Score 2

16

This adjustment is similar to Ad 14, except that this applies to the Player 2 Score display. The
adjustment technique is identical to Ad 14. Itis also restored as described for Ad 14.

Backup High Score 3
This adjustment is similar to Ad 14, except that this appﬁes to the Player 3 Score display. The
adjustment technique is identical to Ad 14. Itis also restored as described for Ad 14.

17 Backup High Score 4

This adjustment is similar to Ad 14, except that this applies to the Player 4 Score display. The
adjustment technique is identical to Ad 14. Itis also restored as described for Ad 14.
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18

19

20

21

22

23

24

25

GAME ADJUSTMENT PROCEDURE (Continued)

Credits for Highest Score 1

The operator can select the number of credits to be awarded, by using the Credit button,
whenever a player exceeds the previous Highest Score. The range of this setting is 00 through
10. A variation to this award occurs, when the setting of Ad 06 is Coil. (This permits a ticket or
token dispenser to provide the award, when applicable.)

Credits for Highest Score 2

This adjustment is similar to Ad 18, except that this applies to the player's exceeding the second
highest score. The Credit button adjustment technique is the same as for Ad 18. The range of
this setting is 00 through 03.

Credits for Highest Score 3

This adjustment is similar to Ad 18, except that this applies to the player's exceeding the third
highest score. The Credit button adjustment technique is the same as for Ad 18. The range of
this setting is 00 through 03.

Credits for Highest Score 4

This adjustment is similar to Ad 18, except that this applies to the player's exceeding the fourth
highest score. The Credit button adjustment technique is the same as for Ad 18. The range of
this setting is 00 through 03.

Automatic High Score Reset

The operator can specify (via Credit button) that the game will provide an automatic reset of the
displayed "Highest Scores”, and the number of games to be played before the reset occurs.
(Audit item 39 displays the games remaining before the reset.) The values provided upon reset
are those selected by the operator in Ad 14 through 17, the Backup High Scores. The range of
this setting is Off (to disable this adjustment), and 1,000 to 24,750 games (in increments of

250).

Free Play
The operator can select (via the Credit button) whether a player can operate the game without a
coin (free play) or with a coin. The choices are:

No - Acoinis necessary for game play.
Yes - Game play isfree; no coinis required.

Coinage Selections

The operator can specify (via the Credit button) any of the 16 Standard Settings for game
pricing, each of which exhibits a message identifying the country and the number of coins
required and the number of games that the coin requirement purchases. Choosing a Standard
Setting permits the game to omit items Ad 25 through 30, which are adjustments allowing for a
special custom coinage setting.

Following the last Standard Setting is a Custom Coinage Setting, which allows the operator to
utilize Ad 25 through 30 in establishing a special coinage setting. A message, CUSTOM
COINAGE, indicates that the operator can enter the appropriate values into the Ad 25 through
30 adjustment items.

The values for Ad 25 through 30 of each Standard Setting, as well as other possible values for
the Custom Coinage Setting are shown in the Pricing Table.

Left Chute Coin Units

The operator can specify (via the Credit button) the rnumber of coin units purchased by a coin
passing through the left coin chute.
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27

28

29

30

31
32
33
34
35

36

GAME ADJUSTMENT PROCEDURE (Continued)

Center Chute Coin Units
The operator can specify (via the Credit button) the number of coin units purchased by a coin
passing through the center coin chute.

Right Chute Coin Units
The operator can specify (via the Credit button) the number of coin units purchased by a coin
passing through the right coin chute.

Units Required for Credit

The operator can define (via the Credit button) the number of coin units required to obtain 1
Credit. A coin unit counter in the game program totals the number of coin units purchased
through all coin chutes prior to each game. If the total number of coin units purchased exceeds
the 1 Credit factor by a multiple (or more, coin units) of the specified Units per Credit value, the
Credits display shows the proper number of Credits. The coin unit counter retains any remaining
coin units, until the start of a game; then, the coin unit counter is cleared (its contents are
zeroed).

Units Required for Bonus
The operator can specify (via the Credit button) that 1 additional Credit is to be indicated in the
Credits display, when a certain number of coin units are accumulated.

Minimum Units Required for any Credits Posted
The operator can specify that NO Credits are to be posted (indicated in the Credits display), until
the credit units counter reaches a particular value.

DROP DELAY 1
DROP DELAY 2
DROP DELAY 3
DROP DELAY 4
DROP DELAY 5
The operator can choose (via the Credit button) the time period for the targets remaining down
after each 'bank’ (set of 5) of targets is completed. Completing each 'bank’ increases the Bonus
Multiplier. The range of this setting is 01 second (Liberal) through 99 seconds (Conservative).
Note that the 'down' time lengthens as the player increases the Bonus Multiplier by completing
each 'bank’. The Factory Setting is 1 second for Drop Delay 1. The Factory Setting is 3 seconds

for Drop Delay 2. The Eactory Setting is 8 seconds for Drop Delay 3. The Factory Setting is 16
seconds for Drop Delay 4. The Eactory Setting is 32 seconds for Drop Delay 5.

2 Million Kickback
The operator can choose (via the Credit button) whether to allow the Shield (left Outlane
kickback) lamp to light, when the player's score exceeds 2,000,000. The choices are:

Yes - (Liberal) The Shield lamp is turned ON at ball start. The Eactory Setting is Yes (except
German games where the setting is Nein, for the Medium setting).

No - (Conservative) Lamp is turned Off at ball start, whenever the player's score exceeds
2,000,000.
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38

39

40

41

42

GAME ADJUSTMENT PROCEDURE (Continued)

Extra Ball Memory
The operator can choose (via the Credit button)whether the lighted Extra Ball lamp is stored in
memory for 'next ball’ play (continues from bali to ball) or is reset for each ball. The choices are:

Yes - (Liberal) When lighted , the Extra Ball lamp is turned ON at ball start (stored in memory)
for each ball during the game.
No - (Conservative) Lamp is turned Off at ball start.

Increase Multi-Ball™ Play

The operator can choose (via the Credit button) whether the balls that are locked' at Game Over
are saved (retained in the Left Tunnel or in the middle Lockup) for the next game. The choices
are:

Easy - (Liberal) All locked balls are saved at Game Over.
Hard - (Conservative) No balls are saved at Game Over.

Game Hardness
The operator can choose (via the Credit button) whether the game program lights certain feature
lamps at Game Start or leaves them off requiring game play to light them. The choices are:

Easy - (Liberal) Certain feature lamps are lighted at Game Start.
Hard - (Conservative) No feature lamps are lighted.

Jackpot Value

The operator can choose (via the Credit button) the value of the Jackpot award. The range of
this setting is 1,000 to 99,000; the Eactory Setting range is 3,000 (Conservative) to 10,000
(Liberal). Note that the setting of this Adjustment can affect the Replay Level value, if too Liberal
a setting is selected, allowing high scores.

Jackpot Hardness

The operator can choose (via the Credit button) the speed of movement of the lighted target
lamp, which affects the difficulty of obtaining the Jackpot award. The range of this setting is Easy
(Liberal, slower lamp movement) to Hard (Conservative, faster lamp movement).

SPECIAL Auto Adjustment

The operator can choose (via the Credit button) the percentage value for all Specials per game.
The range of this automatic adjustment setting is Enabled 1% (Hard) through 99% (Extremely
easy); it can also be turned off (disabled), via a setting of Off. When the automatic adjustment is
turned on (enabled), the game program adjusts the setting at the end of a game, after each 50
games, unless the current value is within 2% of the setting; then, no auto adjustment occurs.
The Factory Setting is 5%, for all levels of difficulty.
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44

45

46

47

48

GAME ADJUSTMENT PROCEDURE (Continued)

SPECIAL Setting

The operator can choose (via the Credit button) whether the Special lamp lights when the 7X
Bonus Multiplier is lighted. The range of this setting is Easy (Liberal, Special lamp lights when
the 7X Bonus Multiplier level is achieved); Hard (Special lamp lights with the next compiletion of
the "Magic' 5-Bank drop targets after the 7X Bonus Multiplier); E Hard (Special lamp lights with
the second completion of the 'Magic' 5-Bank drop targets after the 7X Bonus Multiplier).

LIONMAN (Center Ramp) Auto Adjustment

The operator can choose (via the Credit button) the percentage of players who get the Lionman
Bonus. The range of this automatic adjustment setting is Enabled 1% (Hard) through 99%
(Extremely easy); it can also be turned off (disabled), via a setting of Off. When the automatic
adjustment is turned on (enabled), the game program adjusts the setting at the end of a game,
after each 50 games, unless the current value is within 2% of the setting; then, no auto
adjustment occurs. From the factory, the range of this setting is 10% (Conservative; Extra Hard)
to 20% (Liberal; Extra Easy).

LIONMAN TIME

The operator can choose (via the Credit button) the time period in which the Lionman Bonus
may be obtained. The range of this setting is 5 seconds to 40 seconds; the range associated
with the difficulty levels runs from 10 seconds (Conservative; Extra Hard) to 25 seconds (Liberal;
Extra Easy).

Consolation Extra Ball

The operator can choose (via the Credit button) whether a less-skilled player can obtain an Extra
Ball by completing the A V E N G E R targets and obtain 30 seconds of Left Outlane Kickback
operation for a better score. The choices are;

Yes - With a ball time less than the setting of Ad 47, the player receives an opportunity to -
obtain an Extra Ball.
No - The player does not receive this opportunity.

Average Ball Time

The operator can choose (via the Credit button) the minimum game time below which a form of
‘Consolation’ becomes effective. This compensates for less skilled players to encourage them
to continue playing the game. (Less skilled players are those whose game time is less than the
selected setting (Ad 46) and who did not get a Special, an Extra Ball, or other type of 'specialty’
shot.

Attract Mode Sounds
The operator can select (via the Credit button) the amount of sounds occurring during the
Attract Mode. The choices are:

ALOT - Sounds occur for approximately 8 minutes during the Attract Mode sequence.
LESS - Sounds occur for approximately 2 mintues during only the Attract Mode.
NONE - No sounds occur during the Attract Mode.
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GAME ADJUSTMENT PROCEDURE (Continued).

49 Custom Message
The operator can choose (via the Credit button) whether to display a message during the Attract
Mode. (When display of a message is selected, the operator can either utilize the message
provided or change the message.) Three choices are available:

1 - Display a message during the Attract Mode. The Player 4 display shows this choice as
ON. The 3-line message provided is:
FOR PEACE ... AND HARMONY ... FREE TITANS.

- Do NOT display a message during the Attract Mode. (Player 4 shows OFF.)

The Player 4 display shows this choice as CHANGE. The operator can enter a special

("custom") message, as follows:

A. Press ADVANCE once. The operator can now enter as many as three
14-character lines for display during the Attract Mode.

B. Use the flipper button(s) to select each message character (alphabet, numbers,
and special symbols are available). In case of error, enter a "back arrow™ (just
before "space") to correct, followed by correct character. For a period after any
letter, use letters with periods (following the special symbols). The entire
character set is the following:

ABCDEFGHIJKLMNOPQRSTUVWXYZ0123456789<>7-/"'
AB.C.D.EFGHILJKLMNOPQRSTUVWXY.Z_

C. Move to the next character via the Credit button. No entirely blank lines will be

displayed.

W
)

50 SW. ALARM KNOCKER
The operator can choose (via the Credit button) whether the knocker operates, sounding an
alarm to signal a switch problem, at the time of game Turn-On and at the beginning of the
Test/Diagnostic Procedures. Two choices are available:

YES - The knocker sounds, signalling a switch problem, at game Turn-On and at the
beginning of the Test/Diagnostic Procedures.
NO - The knocker does NOT sound. (Player 4 shows NO.)

51 & 52 Not Used

SPECIAL PRESET ADJUSTMENTS CAUTION

Adjustments 53 through 66 are Special Preset Adjustments to enable the operator to perform the
setting of multiple adjustments at once. They permit the operator to: (1) modify a game for a
specific area (special German coinage settings, for example, Ad 53 through 58); (2) change a
group of adjustments to conform with laws of certain localities (Ad 59 through 61); and (3) to
change the degree of difficulty of game play (Ad 62 through 66). A list of the preceding individual
Adjustments affected accompanies each of these Special Preset Adjustments. Whenever the
operator chooses to use any Special Preset Adjustment, the operator can later access any or all of
the individual Adjustments affected by that Special Adjustment for subsequent changes.

A similar technique is recommended in the event of error or uncertainty concerning any Special
Preset Adjustment, after the operator selects it: The operator can restore the factory setting of
each individual Adjustment, then select the desired Special Preset Adjustment, and then return to
any of the preceding individual adjustments to determine whether use of the Special Adjustment
has had the desired effect.

The Backbox displays for each Special Preset Adjustment indicate whether the operator has
selected it, by identifying the Adjustment in the Player 1 and 2 displays by name and the selection
choice of NO, meaning Not Selected (this is the Factory Setting), or YES, meaning Selected, in the
Player 4 display. Operator installation of the 'selected’ Preset Adjustment occurs by using the
Credit button to choose YES and then pressing the ADVANCE switch. The displays then show the
name of the Adjustment again, with DONE to show that the installation is now in effect.

Swords of Fury 18



GAME ADJUSTMENT PROCEDURE (Continued)
SPECIAL PRESET ADJUSTMENTS CAUTION (Continued)

Note that, when an operator installs any of the Special Preset Adjustments, Adjustment ltems
using the automatic adjust feature of the game program reset to the auto adjust value listed for that
Adjustment ltem.

NOTE
Games in which the CPU has ROMs installed for German (Deutsch) language and play adjustments
automatically have certain Adjustment Iltems preset. The following table shows these Preset
Adjustment ltems for each of the special German Coinage Adjustments.

Swords of Fury Game Adjustments Table for German Games

Adj # Adj Description "Ger;nan Qg Genznan 2: Gergnan Qg Ger‘r‘nan ég Gerglan Qg Gerg\an ?g
01 | Auto Replay I 10(%) 10 (%) 10 (%) 10 (%) 10 (%) 10 (%)
02_| Replay Start [l 2.500.000 2.500.000 2.500.000 2.500.000 2.500.000 2.500.000
03 | Replay Level 2 [ o3 03 03 03 03 03

06 | Replay Award [[ credit Coil __ Audit Credit Coil Audit
07 | Special Award | Credit Ball Score Credit Ball Score
08 | Match Feature I 10% 10 % 10 % 10 % 10 % 10 %
12 | Max. Credits I 30 30 30 30 30 30

14 | Backup High Score 1 || 5.600.000 5.600.000 00 5.600.000 5.600.000 00

15 | Backup High Score 2| 5.000.000 5.000.000 00 5.000.000 5.000.000 00

16 _| Backup High Score 3 || 4.800.000 [ 4.800.000 00 4.800.000 | 4.800.000 00

17 | Backup High Score 4] 4.500.000 | 4.500.000 00 4.500.000 | 4.500.000 00

18 | High Score 1 CreditiH 03 03 00 03 03 00

19 | High Score 2 Credits 00 00 00 00 00 00

20 | High Score 3 Credits 00 00 00 00 00 00

21 | High Score 4 Credits 00 00 00 00 00 00

22 | High Score Reset 750 spiele 750 spiele 750 spiele 750 spiele 750 spiele 750 spiele -
24 | Coinage Setting 6 spiele/5 DM |6 spiele/5S DM | 6 spiele/5 DM7|spiele/5 DM 7 spiele/5 DM7 spiele/5 DM

53 Install German 1
The operator can use this Adjustment Item to modify the game pricing selection of Standard

Setting named "German 2" in the Pricing Table to permit Credit Award play with 6 games for 5

DM. iIndividual Adjustments affected are shown in the preceding table.

54 Install German 2
The operator can use this Adjustment Iitem to modify the game pricing selection of Standard

Setting named "German 2" in the Pricing Table to permit Ticket/Token operation with 6
games for 5 DM. Individual Adjustments affected are shown in the preceding table.

55 Install German 3
The operator can use this Adjustment Item to modify the game pricing selection of Standard

Setting named "German 2" in the Pricing Table to permit Keyset Mode operation with 6
games for 5 DM. Individual Adjustments affected are shown in the preceding table.

56 Install German 4
The operator can use this Adjustment Item to modify the game pricing selection of Standard

Setting named "German 1" in the Pricing Table to permit Credit Award play with 7 games for

2 DM. Individual Adjustments affected are shown in the preceding table.
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57

58

59

60

61

62

63

GAME ADJUSTMENT PROCEDURE (Continued)

Install German 5
The operator can use this Adjustment Item to modify the game pricing selection of Standard

Setting named "German 1" in the Pricing Table to permit Ticket/Token operation with 7
games for 5 DM. Individual Adjustments affected are shown in the preceding table.

Install German 6
The operator can use this Adjustment Item to modify the game pricing selection of Standard

Setting named "German 1" in the Pricing Table to permit Keyset Mode operation with 7
games for 5 DM. Individual Adjustments affected are shown in the preceding table.

Install Add-A-Ball
The operator can utilize this option to delete all Free Play awards and replace them with Extra Ball
awards. Individual Adjustments are affected, as follows:

Ad Name New in Ad Name New in
06 Replay Award Ball 18 HiScr 1 Credits 00
07 Special Award Ball 19 Hi Scr 2 Credits 00
08 Match Feature Off 20 HiScr3 Credits 00

21 HiScr4 Credits 00
Install 5 Ball
The operator can change the game to 5-Ball play, including the changing of certain features to
the recommended 5-Ball play difficulty level. Individual Adjustments are affected, as follows:

Ad Name New Setting Ad Name New in
02 Replay Start 3,000,000 09 Balls/Game 05

Install Novelty
The operator can remove all Free Play and Extra Ball awards. Individual Adjustments are affec-
ted, as follows:

Ad Name New in Ad Name wW in
01 Fixed Replay SCORES 07 Special Award Score

02 Replay Level 1 Off 08 Match Feature Off

03 Replay Level 2 Off 11 No Extra Ball 00

04 Replay Level 3 Off 18 Hi Scr 1 Credits 00

05 Replay Level 4 Off 19 Hi Scr 2 Credits 00

06 Replay Award Audit 20 Hi Scr 3 Credits 00

21 Hi Scr 4 Credits 00

Install Extra Easy

The operator can change the game play difficulty adjustments to a combination that is extremely
easy {sometines called "liberal"). The Game Adjustment Setting Comparison Table, which
follows these 70 individual Adjustments descriptions, lists the Adjustments and the settings that
comprise the 'Extra Easy’ group.

Install Easy _

The operator can change the game play difficulty adjustments to a combination that is slightly
easier than the Factory Settings. The Game Adjustment Setting Comparison Table, which
follows these 70 individual Adjustments descriptions, lists the Adjustments and the settings that
comprise the 'Easy’ group.
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65

66

67

68

69

70

GAME ADJUSTMENT PROCEDURE (Continued)

Install Medium ’

The operator can change the game play difficulty adjustments to a combination that matches the
Factory Settings. The Game Adjustment Setting Comparison Table, which follows these 70
individual Adjustments descriptions, lists the Adjustments and the settings that comprise the
‘Medium' group.

Install Hard

The operator can change the game play difficulty adjustments to a combination that is more
difficult than the Factory Settings. The Game Adjustment Setting Comparison Table, which
follows these 70 individual Adjustments descriptions, lists the Adjustments and the settings
that comprise the 'Hard' group.

Install Extra Hard

The operator can change the game play difficulty adjustments to a combination that is much
more difficult than the Factory Settings. The Game Adjustment Setting Comparison Table,
which follows these 70 individual Adjustments descriptions, lists the Adjustments and the
settings that comprise the 'Extra Hard' group.

Auto Burn-in

The operator can choose the YES option for this Special Preset Adjustment to perform certain
automatic testing of the game, as used in the factory. It does not affect the game operation, but
merely provides for a cyclic testing of most of the game's mechanisms.

Clear Coins

The operator can request the clearing of the coinage audits (Au 01 through 04) by selecting (via
the Credit button) the YES option, as shown in the player 4 display. This adjustment zeroes the
counters tallying the number of coins through each slot, the Paid Credits counter, and the
Credits display.

After the YES option is displayed, the operator must press the ADVANCE button. The game
then displays DONE to show that the coinage audits have been reset to zero.

Clear Audits

The operator can request the clearing of the non-coinage audits (Au 05 through 38) by
selecting (via the Credit button) the YES option, as shown in the player 4 display. This
Adjustment zeroes the counters tallying the remaining Audit factors. Please note that this does
NOT affect the Automatic Replay Percentaging data nor the automatic High Score Reset
counter.

After the YES option is displayed, the operator must press the ADVANCE button. The game
then displays DONE to show that the non-coinage audits have been reset to zero.

Install Factory

The operator can request the game (via the Credit button) to provide the normal Factory
Settings, essentially restoring the game to its 'factory condition’. The operator must select the
'YES' option for this adjustment. This Adjustment clears all Audits, resets all Game Adjustments
to the respective Factory Settings, and provides a restart of the Auto Replay (Ad 01). After
selecting the YES option, the operator must press the ADVANCE button. The game then
displays FACTORY SETTING.

Closing of the coin door before appearance of the FACTORY SETTING message or a problem in
the Memory Protect circuit will cause the game to display ADJUST FAILURE.

A loss of battery power or improper treatment of the Game Adjustments will cause the game to

attempt to restore Factory Settings. The game announces the results of this reset process with
the appropriate message, FACTORY SETTING or ADJUST FAILURE.
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GAME ADJUSTMENT PROCEDURE (Continued)

Swords of Fwry Game Adjustment Setting Comparison Table

Il A T e e
31 Drop Tgt Time Dly 1 1 sec 1 sec 1 sec 2 sec 2 sec
32 |Drop Tgt Time Dly 2 2 sec 2 sec 3 sec 6 sec 6 sec
33 | Drop Tgt Time Dly 3 4 sec 4 sec 8 sec 10 sec 10 sec
34 |Drop Tgt Time Dly 4 8 sec 8 sec 16 sec 20 sec 20 sec
35 |Drop Tgt Time Dly 5 H 8 sec 16 sec 32 sec 40 sec 40 sec
36 |2,000,000 Kickback “ Yes Yes Yes No No
37 |Ex. Ball Memory - " Yes Yes Yes Yes No
38 |inc. M-Ball Play I Easy Hard Hard Hard Hard
39 |Game Hardness Easy Easy Easy Hard Hard
40 [Jackpot Incr Value 10,000 7,000 5,000 5,000 3,000
41 |Jpot Collec. Hrdnes Easy Easy Easy Hard Hard
42 |Special Auto. Ad. 5% 5% 5% 5% 5%
43 |Special Setting @ 7X @ 7X 1>7X 257X 2>7X
44 {Cntr Ramp Auto. Ad. 20 % 20 % 20 % 15 % 10 %
45 |Cntr Ramp Time 25 sec 25 sec 20 sec 15 sec 10 sec
46 | Consolation Ex. Ball Yes Yes Yes Yes Yes
47 |Avg Ball Time 30 30 30 30 30
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RESETTING THE HIGH SCORES

The challenge of exceeding the High Score (either the factory setting or a higher score by another
player) is the goal of many pinball game players. To keep a pinball game challenging requires a
method of resetting the High Score value for those occasions when a skilled player registers a truly
excellent score. Other players note this score and may decide not to play simply because their skill is
not adequate to exceed an extremely high score.

For Swords of Fury, in fact, three methods of resetting the High Score values are available. The
simplest method involves allowing Game Adjustment item Ad 22 to reset the High Score values
automatically after the specified number of plays designated by the operator. The second method
requires pressing the High Score Reset switch on the inside of the coin door in the Attract Mode. This
action simply erases the previous high score values and replaces them with the Backup High Score
values. The third method establishes new values replacing the factory setting values or previous
operator setting values; it requires performing the following steps:

1. Using AUTO-UP or MANUAL-DOWN, reach item Ad 14 (and items Ad 15, 16, and 17, if
desired)—The High Score value of the factory setting (or previous operator-adjusted setting)
appears in the Player 1 display. If this value is satisfactory, go to step 4 below.

2. If you wish to increase the High Score value from that displayed in the Player 1 display, use
AUTO-UP, and press the Credit button, until the desired value shows in the Player 1 display.

3. If you wish to decrease the High Score value, use MANUAL-DOWN, and press the Credit
button, until the desired value shows in the Player 1 display.

4. Using AUTO-UP, press and hold down ADVANCE, until the Player 3 display shows Ad 70
Press ADVANCE once, to return to Game- Qver Mode.

5. Press the High Score Reset switch (on coin door), and listen for the sound signifying that the

score reset action is complete. Observe player score displays (Player 1, Player 2, etc.) to
verify that the new High Score values are displayed.
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GAME PRICING

PRICING MADE EASY. Game Adjustment Item Ad 24 allows the operator an easy method of
setting the pricing functions. Pressing the Credit button allows the operator a choice of one of the 16
"Standard" Settings, with associated automatic pricing (Player 1 and 2 displays show the Country
identifier, with a number for a country having more than one "Standard" Setting; player 3 and 4
displays show the games per coin(s) information ). In the Pricing Table, each "Standard" Setting is
denoted by a 2-digit number (other than 00) in column 24. Automatic Pricing causes each of the other
pricing items (columns 25 through 30) to change to the value shown in the table for that selected
"Standard" Setting.

CUSTOM PRICING. Adjustment Item 24 must be set to the Custom Coinage Setting (player 1
and 2 displaying CUSTOM COINAGE) to enable the operator to enter desired custom pricing
selections for items 25 through 30, based on the Pricing Table. ltem 25 is the left coin chute
multiplier. Item 26 is the center coin chute multiplier. Item 27 is the right coin chute multiplier. item 28
is the number of coin units equal to one Credit. (A Credit is usually equal to one game.)

The calculation of the ratio of Games : Price uses the ratio equation of X :VC, where:

X = Coin Chute Multiplier (ltem 25, 26, or 27 in Pricing Table);

V = Value of coin;

C = Coin units eqgivalent to one Credit (Item 28).
For example, for 25¢ chutes at the factory setting, substituting values in the Games : Price ratio
calculation gives 1 : 25 x 1, or one game for 25¢.

UNITS REQUIRED FOR BONUS CREDIT. Item 29 is the number of coin units that must pass
through the coin chute(s) before an additional Credit (game) is posted (displayed). At the factory
setting, the number in this item is 00. (This 00 means that NO bonus credit (free game) is awarded,
although purchase of more than one game at a time occurs.)

MINIMUM COIN UNITS. Item 30 determines the number of coin units that must pass through the
coin chute(s) before play may begin. The factory setting for this itemis 00. (This 00 means that the
Minimum Coin Units feature (ltem 30) is disabled, by the factory setting.)
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GAME PRICING (Continued)
Swords of Fury Pricing Table

ntilles
(Netherlands)
Netherlands =

Swed_gn’ff{-. |

Spain 5P
Switzgflai_n,df' - bE

5Kr

5K

500L

. LA F.32F 2

¢

Argentina 10¢ 10¢
Austia = 15Sch 10Sch 10 Sch
’ 5.Sch - 10.Sch
:5:Sch10.Sch

10Kr
1Mka

1Kr
1Kr

500 L

1/1*Markka 1.2

1A HFL 325 HFI2
1/25¢; 5/1 Guilder

1/
1/25 P, 5/100 Peseta 2

1/1.F, 3/2 F,; 7/5 Franc

/50 F
1/1 Token

1/2x5 Sch, - 3/2x10 Sch?
2/5:Sch, 5/10 Schilling”
2/5x1 Sch, 2/5 Sch, 5/10 Sch

1/2x1 Kr, 3/5 Kr, 7/10 Krone

2

1/2x1 Kr, 3/5x1 Krone
1/3x1 Kr, 2/5Krona 2

1/2x1 Krona 2

Coin Chute . Ad 24 Pricing Functions
Country Left Center Right Games/Coin Display |25 26 27 28 29 30
USA and Canada| 25¢ - 25¢ | 1/25¢, 4/$1 1.2 US.A.1 |01 04 01 01 00 00
1/50¢, 2/75¢, 3/$1 2 USA.2 |01 04 01 02 04 00
1/50¢, 2/$1 2 USA.3 |01 04 01 02 00 00
1/25¢, 3/50¢, 6/$1 CUSTOM |01 04 01 01 02 00
1/25¢, 5/$1 CUSTOM |01 00 01 01 04 00
West Germany | - 5DM | 1/1 DM, 2/2 DM, 7/5 DMark 2.3 GERMAN1 | 06 12 30 05 30 00
- 111 DM, 2/2DM;6/5DM 2 |GERMAN2 |06 12 30 05 00 00
1/1 DM, 3/2DM,95DM [ CUSTOM {09 18 45 05 00 00
11/2x1 DM, 1/2DM, 3/5DM . | CUSTOM {03 06 15 05 00 00
‘| 2/1 DM, 5/2 DM, 14/5 DM CUSTOM |13 26 65 05 65 00

| Ticke¥Token Mode * lecustToM | o

Keyset Mode 4 = CUSTOM

CUSTOM

| NETHERL.
| cusTom:

SPAIN

CUSTOM

AUSTRIA
CUSTOM
CUSTOM

US.A.1

CUSTOM

U.S.A. 1

SWiss

CUSTOM

SWEDE_N'

00

00
00

00

00
~00

01
06

00
00

05

12
14

01

04
02

00
10

01
10

0401

Notes: 1. Factory Default.

2. Standard Setting - Change by pressing Credit button.
4. Other functions are also affected; see the explanations for Adjustment Items 53 through 58.

3. Default with jumper W7 cut/removed.
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TEST/DIAGNOSTIC PROCEDURES
WILLIAMS ELECTRONICS GAMES provides a series of diagnostic tests to aid the operator in
determining game condition (that is, whether the game's features and highlights are operating
satisfactorily). These tests activate virtually all the electronic and electromechanical devices
comprising the game, so that the operator can readily locate a malfunctioning device or simply verify
that all devices are working properly. In order, these tests deal with the music, the displays, the game
sounds, the lamps, the solenoids, and the switches.

In addition to the diagnostic testing, a feature called the Auto Burn-in Mode is available. Activating this
mode enables the operator to observe the game while all of the diagnostic tests, except the switch
test, occur. This can be very helpful in locating ‘intermittent’problems.

Activating either the entire test series or one of the individual tests requires use of the Game
Adjustment/ Diagnostic switches. Open the coin door for access to these switches. To proceed to
the Diagnostic Tests, the operator must simply switch the game On, set the AUTO-UP/MANUAL-
DOWN switch to MANUAL-DOWN, and press the ADVANCE button.

CAUTION

The System-11B game program greatly aids the operator and service personnel: At the beginning of
the Test/Diagnostic Procedures (and also at game Turn-On), the Player 1 display now signals, with a

decimal point by the rightmost character, that a switch has NOT been actuated during ball play for a

lengthy period of time (120 balis, or 40 games). However, for the Switch Problem Reporting activity
at the beginning of the Test/ Diagnostic Procedures, the display of problem switches is not limited to
just three switches; it now includes ALL switches exhibiting problems. Refer to the text on Switch
Tests for additional information. To proceed with the Test/Diagnostic Procedures, use AUTO-UP,
and press ADVANCE.

MUSIC TEST.

1. In the Music Test, observe that the player 1 and 2 displays show the message, MUSIC TEST.
Switching to AUTO-UP, observe that the message now reads MUSIC OFF, and that the player 3
score display shows 00 00. Press the Credit button to select the desired music selection: 01 -
‘Main Theme' through 06 - 'Hi. Score Theme' (the selections repeat). Adjust the volume
control for proper sound level for the game location.

2. Use the AUTO-UP position.

DISPLAY TEST.
1. Toinitiate the Display Test, press ADVANCE. Observe that player 1 and 2 displays briefly show
the message, DISPLAY TEST, and that the player 3 score display shows 01 (the Display Test
identifier).

2. Use AUTO-UP. Observe that all displays begin a display cycle of all Os through all 9s, one digit at
atime. Verify that the proper comma segments light during display of the odd-numbered digits.
Next, a special "all segments” character ‘walks' from left to right across each player score display.

3. To halt the display cycle, use MANUAL-DOWN. Then, press ADVANCE to step through the
sequential digit display, digit by digit, and the subsequent "all segments" characters display test.
Use AUTO-UP to resume cycling, and to proceed to the next test.

SOUND TEST.
1. (From Display Test) To initiate the Sound Test, press ADVANCE. Observe that the player 1 and
2 displays show the message, SOUND TEST, and that the player 3 display shows 02 (the Sound
Test identifier). The player 3 display shows a series of test steps from 00 through 07. Verify that
a different sound is heard each time the number in the display changes.

2. To repeatedly pulse a single sound, use MANUAL-DOWN. Verify that one particular sound
repeats. Press ADVANCE to step to the next sound, which repeats until ADVANCE is pressed
again. Use AUTO-UP to resume cycling the sounds, and to proceed to the next test.
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TEST/DIAGNOSTIC PROCEDURES (Continued)

LAMP TESTS.

Backglass Lamps: 6, 7,16, 41, 42, 51,

. All Lamps. -

(From Sound Test) To initiate the first Lamps Test, press ADVANCE. Observe that the Player 1
and 2 displays show the message, ALL LAMPS, and that the Player 3 display shows 03 (All
LampsTest identifier) and that all feature lamps (playfield and backbox) blink on and off. (Note,
however, that the General lllumination lamps remain lighted steadily.) To locate the wiring associ-
ated with a particular feature lamp, refer to the Lamp-Matrix Table. CPU Board connections
at jacks 1J6 (columns) and 1J7 (rows) are also listed in the table.

. Single Lamps.

From the All Lamps test, using AUTO-UP, press ADVANCE to initiate the Single Lamps Test.
The Player 1 and 2 displays initially show the message, SINGLE LAMPS, and the Player 3
display shows 04. Then, the Player 3 display shows 04 01, and the Player 1 and 2 displays
change to show HOLD, the name of the lamp currently blinking. Press the Credit button to
proceed through an ascending series of designator numbers (01 through 64), with the Player 1
and 2 displays showing the individual lamp's name. Press and hold the Credit button to proceed
rapidly to the desired lamp.

Swords of Fury Lamp-Matrix Table Two Lamps Lamps = #44 Bulb, p/n 24-6549

52, and 57 - 64 # 555 Bulb, p/n 24-8768
COLUMN 1 Q86 2 064 3 062 4 Q60 5 Q58 s Q56 7 Qb4 s 052
YEL-BRN | YEL-RED | YEL-ORN | YEL-BLK | YEL-GRN | YEL-BLU | YEL-vi0 | YEL-GRY
ROW 147-1 1J7-2 147-3 1J7-4 1J7-6 1J7-7 1J7-8 1J7-9
?80 g%% Magig(;s’go 88 |Left Outlane Drop Bank Aév;nrget:r Top Loop | Left Outlane 500,000
161 1| Advance g Red 4 25| TEok. 33 20K , | Kicker 44 57
081 gEE- Magic Scores [Left Outiane | prop Bank Word Avenger Top Loop Release 1,000,000
2 100K Collect Yell A Scores 30K Titans
1J6-2 2 10 ellow 1 g 26| 150k 34 Ji2] 42 50 58
Q82 %%?1 Magic Scores | Right Outlane | Drop Bank Word Aévenger Left Spin Top Loop 1,500,000
150K cores 40K
106-3 g | Advance | Bue qq| V. oq] Yok as| ™ 4q 51 59
4083 F&E Magic Scores | Right Outlane | prop Bank Word Extra Ball Left Spin Top Loop 2,000,000
16.5 200K 4 Collect1 2 Orange2 0 E 28 36 1.5K 44 50K 52 60
?84 RGERDN- Magic Scores Bonus Mult Drop Bank Word nght Ramp Leftzipm TOEeLf?op 2’500'000
pes | 0K g | X 44| R, | N 37 45| Advance 53 61
085 RED- | Top Loop | BonusMult | Avenge Word Playfield Ball Deflect | ToP Loop 3,000,000
5 BLY [F] 100K X Again G Mult 3X Top Right e
106.7_|(2] 6 14 22 30 38 46 | Advance 54 62
ags r‘zlelg- Top Loop | Bonus Mult | Left Loop Word Playfield Ball Deflect Tori LfOOp 3,500,000
500K “Left* Muit 2X Middl eft
e a 7| X qs| Lty B gy | Mt o) Mdde ol eq 55 63
sreca | Leilow | Vs |t ol | R [ oo
146-9 8 16 Right", 4 32 40 48| Collect 56 64
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TEST/DIAGNOSTIC PROCEDURES (Continued)

SOLENOID TEST.
1. (From Lamp Test) Using AUTO-UP, press ADVANCE. Observe that the Player 1 and 2 displays ‘

show the message, COIL TEST, the Player 3 display shows 05 (Solenoid Test identifier). Next,
the Player 3 display shows a series of test steps from 01 through 22, while the Player 1 and 2
displays show thg solenoid/circuit name. During each of these steps, pulsing of the respective
solenoid/circuit occurs. The test cycles repeatedly, unless halted via the MANUAL-DOWN
switch. Refer to the Solenoid Table for solenoid numbers and wiring information. CPU Board
connections at 1P11, 1P12, and 1P19 are also listed in the table.

To continuously pulse a single solenoid/circuit, use MANUAL-DOWN. Press ADVANCE to
sequence through the switched, controlled, and special solenoids. Use AUTO-UP to resume
test cycling, and to proceed to the next test.

Swords of Fury Solenoid Table

) 1 i Solenoid P/N .
Sol.l  solenoid Description Solenoid | Wire ponnections Sfﬁ Flashlamp | - set
No. ) Type Color CPU Bd Backbox/ b = B'box
p = Playfield;b = Backbox; i = Insert Bd Playfield/Cabinet Xstr Type p = Playfield
01A3 [ Outhole Kicker Switched [ £Vio-Brn} [1P11-1 [5y1-9: 5P4-9 (A) + Q33| AE-23-800
01C 3 | Mini-Playfield (p) Flasher Switched | L BIk-Brn J | (Gry-Brn) |~ 545°9 (C): 2J4-1: 2P12-15 Q33| #1251 flashlamp  1p
02A3 | Ball Shooter Feeder Switched {Vio-Red 1P11-3  |501-7: 5P4-8 (A) + Q25| AE-23-800
02C 3| Left Loop (p) Flashers Switched | Blk-Red | (Gry-Red)| ~ 5P5-8 (C): 2J4-2: 2P12-14 Q25| #89 flashlamps 2,
03A3 | (Not Used) Switched {Vio-Orn 1P11-4 |541-6: (2P12-13| Q32
03¢3 | Tube (i,p) Flashers Switched | LBIk-Omn J | (Gry-Om)| 5P5-7 (C): 204-3:2P11-13+ ~ | Q32| #89 flashlamps  1,1p
04A3 | Top Left Eject Switched | rVio- Yel } |1P11-5|s1.5: 5pa.6 (a) + Q24| AE-23-800
04C3 | Top Ramp (p) Flasher Switched | 1 Blk-Yel J [ (Gry-Yel) | 5P5-5 (C): 2J4-4: 2P12-12 Q24/ #89 flashlamp 1p
05A3 | Drop Bank2 ("A") Switched {Vio-Grn 1P11-6 [5J1-4:5P4.5 (A) + Q31| AE-26-1400
05C3 | Left Lockup (p) Flasher Switched | L BlkGm J | (Gry-Gm) | 5P5.4 (C): 2J4-5: 2P12-11 Q31 #89 flashlamp |,
06A3 | Left Lockup Switched {Vio-BIu 1P11-7 |su1.3:5Pa-4 () + Q24 AE-23-800
06C3 | Balrod (p) Flasher Switched | UBIk-Blu J | (Gry-Blu) |~ 5p5-3 (C): 204-6: 2P12-10 Q23| #89 flashlamp 1p
07A3 | Knocker /Ticket Dispenser (b'box) | Switched { Vio-BIk } 11P11-8 |5y1.2: 5P4-2 (A) + Q30| AE-26-1200 _
07C3 | Left Spin (p) Flasher Switched | 1 BIk-Vio J [ (Gry-Vio) | 5p5-2 (C): 2J4-7: 2P12:9 Q30| #89 flashlamp ~ 1p*
08A3 | Drop Bank 3 ('G") Switched VioGry} (1P11-9 |511-1:5P4-1 (A) + Q22| AE-26-1400
08C3 | Shooter Lane (p) Flasher Switched | L Bk Gry J | (Gry-BIk) | 5P5-1(C): 244-8: 2P12-7 Q22| #89 flashlamp lp
09 | Top Center Flashers (i,p) Contrld Brn-Blk [1P12-1 |5J2-9: 5P6-9: 2J4-10: 2P11/12-6 | Q17| #89 flashlamps 1p,li
10 | Gen Illumin Relays (i,p) Contrld Brn-Red [1P12-2 |5J2-8:5P6-8: 2J4-13: 2P11/12-3 | Q9| 5580-09555-014 1p,1i
11 | Swords (i) Flashers Contrld Brn-Om |1P12-4 |5J2-6: 5P6-7:2J4-11: 2P11-5 Q16| #89 flashlamps  3i
12 | Solenoid A/C Select Relay (b) Contrld Brn-Yel [1P12-5 5J2-5 Q8 | 5580-09555-017
13 ( Not Used) Contrld Bm-Gm [1P12-6 5J2-4 Q15
14 Left Outlane Kickback Contrid Brn-Blu [1P12-7 [5J2-3: 5P6-3: 2J4-14: 2P12-2 Q7 | AE-23-800
15 | Drop Bank1 ("M") Contrld Brn-Vio |[1P12-8 |5J2-2: 5P6-2: 24-15; 2P12-1 Q14| AE-26-1400
16 | Left Outlane (p) Flasher Contrid Brn-Gry [1P12-9 [5J2-1: 5P6-1: 2J4-12: 2P12-4 Q6 | #89 flashlamp lp
17 | Bottom Deflect Specl #1 | Blu-Brn |[1P19-7 5J3-7: 5P7-7 Q75| AE-26-1200
18 | Left Kicker ("sling") Specl #2 | Blu-Red [1P19-4 5J3-6: 5P7-6 Q71| AE-26-1500
19 | Top Deflect Specl #3 | Blu-Orn [1P19-3 5J3-3: 5P7-3 Q73] AE-26-1200
20 | Right Kicker ("sling") Specl #4 | Blu-Yel {1P19-6 5J3-4: 5P7-5 Q69| AE-26-1500 .
21 Drop Bank 4 ("I") Specl #5 | Blu-Grn [1P19-8 5J3-2: 5P7-2 Q77| AE-26-1400
22 Drop Bank 5 ("C") Specl #6 Blu-Blk {1P19-9 5J3-1: 5P7-1 Q79| AE-26-1400
- Lower Right Flipper - Orn-Vio [1P19-1 |2J5-5:2P10-7: Sw 2 - | FL11630/50VDC
[Blu-Vio] [Sw: 2J10-1: 2P8-15: Fip)
R Flipper - Mini-Playfield [Blk-Blu] [Sw: 2J10-4: 2P8-12: Flp] 2 FL-11753/50VDC
- Lower Left Flipper - Om-Gry (1P19-2 |2J5-4:2P10-8: Sw 2 - | FL11630/50VDC
[Blu-Gry] [Sw: 2P10-2: 2P8-14: Flp]
Upper Left Flipper {main P/F) [Blk-Yel] [Sw: 2P10-3: 2P8-13: Flp]? FL-11753/50VDC
Notes: 1. Wire colors, except flipper Om-Vio and Om-Gry, are ground connections (to coil terminal with unbanded end of diode). Flipper Orn-Vio and
Om-Gry wires connect from CPU Board to flipper switch. 2. Flipper connections shown in braces are from flipper switch to flipper coil. 3. "A" coils
are pulsed, when Sol. 12 is de-energized; "C" coils are pulsed, with Sol. 12 energized. Wire colors in brackets are those from respective 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. 4. Relay is mounted on
Relay Bd. p/n C-11998-1. 5. Relay is mounted on Aux Pwr Driver Bd. D-12247 in the backbox.
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TEST/DIAGNOSTIC PROCEDURES (Continued)

"On" State Logic - Special Solenoid "On" State Logic - Controlled Solenoid

+5V  +5V +5V Sol.B+

+25V
1P19

+5V Sol.B+ +5V
+25Y

P19

Trigger 1J18
Low,with 4401

flippers enabled

"Off" State - Special Solenoid: "Off" State - Controlled Solenoid:

The Special Switch Trigger Input goes low. Mean- The Enable Input (from the PIA) goes low. Meanwhile,
while, the PIA line remains high. The remaining sig- the BLANKING signal remains high. The rest of the
nals reverse their states. signals reverse their states.

NOTE

As directed by the game program, the Solenoid A/C Select Relay (solenoid 12) switches
the solenoid B+ power between two power busses to permit actuating two groups of
solenoids at the proper times. In its de-energized state, the Relay connects the 'circuit A
power' to 16 "controlled" and “switched" solenoids (identified in the table with no suffix
letter or the letter A, after the solenoid number). Individual solenoid operation then
depends on the game program enabling the ground path for solenoid actuation via the
driver transistor associated with each solenoid circuit. For example, the game program
can actuate the Outhole Kicker solenoid (sol. 01A), via the driver transistor Q33.

When the game program determines that the Solenoid A/C Select Relay (sol. 12) must be
energized, the relay connects 'circuit C power' to eight group C solencids (01C through
08C). Now, driver transistor Q33 can actuate the Left Ferris Wheel (p/f) and Jackpot (bb)
Flasher circuit (sol. 01C). Using this "multiplexing” technique, the same driver transistor
can control actuation of two separate solenoid circuits.

System 11B 7 pantof psrt of Master Interconnect Bd
CPUBoard 1 AuxPur /R/T—__V-VT:(-)-(;\ D-12185-559
D-11883 | DriverBd - BikBm i, A AA ofBlkBM o

1J11-1 Sol.

—— N4 (A Nt ~ #1251} 01C

Bulb JFLD
Mini-
Playfield
Flasher

Bm
Sol. 01A
Outhole Kicker

Figure 2. Typical Solenoid A/C Select Relay Circuit, showing the
function of Solenoid 12, the Solenoid A/C Select Relay.
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TEST/DIAGNOSTIC PROCEDURES (Continued)

SWITCH TESTS.
1. Switch Levels.

(From Solenoid Test) To initiate the Switch Levels Test, press ADVANCE. Observe that the
Player 1 and 2 displays show the message, SWITCH LEVELS, and the Player 3 display shows
06 (Swilch Levels Test identitier). Normally, the right portion of the Player 3 display remains
blank, indicating that no switch is actuated.

If, however, a switch is actuated (possibly stuck closed), the Player 3 display shows that switch's
number, while the Player 1 and 2 displays indicate the switch's name. A sound also
accompanies the displays. (This is another facet of the Swords of Fury System-11B's switch
testing capability.) If more than one switch is closed, a series of displays show each actuated
switch's name and number.

(In addition, either of these problems could result in the reporting of a switch problem (or
problems) at game Turn-On or at the beginning of Diagnostic Tests.)

As soon as the operator opens a closed switch, its name and number are eliminated from the
Switch Levels display series. For Swords of Fury, switch numbers can range from 01 through 64.
Refer to the Switch-Matrix Table for switch numbers and wiring information. CPU Board

connections at jacks 1J8 (columns) and 1J10 (rows) are also listed in the table.

Swords of Fury Switch-Matrix Table

COLUMN 1 Q45 2 Q49 3 Q44 3 Q48 5 Q43 s Q47 7 Qa7 s Q46 ]
GRN-BAN | GRN-RED | GRN-ORN GRN-YEL | GRN-BLK GRN-BLU GRN-VIO | GRN-GRY
ROW 1J8-1 1J8-2 1J8-3 1J8-4 1J8-5 1J8-7 1J8-8 1J8-9
] Vgg:; Plumb Bob Piayfield | Drop Target |(e#t Return Left
i Tilt Red Outiane
1410-9 Tty " g 6 47| lane 55 33 41 49| Ov"
“FI( I;'B German Outhole Drop Target Word Lane Chang7e
2 Score Yell L Fii
14108 | Board 2 10] Y 451 A 26 34 42 50| PP 5g
Vgg;- BCredit Ball Trough Drop Target Word Right
3 utton 1 (right Outlane
14107 g | UM, ] Bue 441 Vg7 35 43 51 59
. V::I F(?:ight Ball Trough | Drop Target | Word ;32;* Change
oin i ipper
1410-6 Chute 4| 2(md | Orange .| E o4 36 a4 s2| " PP g
WHT- Center Ball Trough | Drop Target Word Upr Right Top Loop
5 GRN Coin 3 (left) Red Il N 10 pt “Left*
1410-5 Chute 5 13 29 37 45 53 61
WHT. Left . i Top L
6 BLU Coin BaIILiﬂgoter Word Right Ramp | Payoff Ramp | 145 Ejoct '?ngg :t?p
1410-3 Chute 6 14 22| G a9 38 46 54 62
“\llrli; Slam Top Tube Left Loop Word Left Spin Top Center | Left Slot KITeIIt
7 Tit "Left® E Ramp Lockup icker
1J10-2 7 15 23 31 39 47 55 63
. \gg{( High-Score | Bottom Left Loop Word Lwr Right Right Return | Upper Left l?igkht
"Right” L Lock icker
1410-1 Resel g | Tube 4| ROl R 32| 108 40 e 48| O 58 64

Row Problems. If a display of two (or more) switch numbers of a row occurs, although only
one switch is closed, check for a short circuit between the column wires.

Multiple Switch Number Indications. Check the associated column wire for a short circuit
fo ground.

Column Problems. If display of two (or more) switch numbers in a column occurs (while only
one switch is actuated), check for a short circuit between the row wires.

Use AUTO-UP to proceed to the next test.
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TEST/DIAGNOSTIC PROCEDURES (Continued)
SWITCH TESTS (Continued).

2. Switch Edges.
From the Switch Levels Test, press ADVANCE. Observe that the Player 1 and 2 displays show
the message, SWITCH EDGES; the Player 3 display shows 07 (Switch Edges Test identifier).
The right portion of the Player 3 display is blank, indicating that no switch is actuated.

This test permits the operator to test whether actuating a switch provides the proper signal to the
System-11B switch testing program. When actuating a switch, the operator should see the
switch's name and number (in the Player 1, 2, and 3 displays, respectively). If no indication
appears at the time the switch is actuated, the operator then knows that there is a malfunction
associated with that switch.

Using this technique, the operator can test each switch appearing in the Swords of Fury switch
problem reporting displays (either at game Turn-On or at the beginning of the Diagnostic Tests)
to determine whether the switch can be actuated. If the switch's name and humber are
displayed while the operator checks its operation, the operator then knows that the reported
problem with that switch is NOT currently caused by a switch malfunction. The operator can
then seek other causes for the reported problem, being almost certain now that the switch did
not fail. This test is also useful when the operator is adjusting the sensitivity of a particular
switch's actuation mechanism.

Among the possibilities is the fact that the players have not actuated that switch because of
some other problem; the operator should try to analyze what could cause the switch to be
missed, and remedy that problem cause. With these new tests, switch problems are, therefore,
more easily isolated.

3. Playfield or CPU Board? To determine whether a switch problem is in the playfield or the CPU
Board, remove connectors 1P8 and 1P10 from the CPU Board. Begin the Switch Test. Use a
jumper wire to simulate switch actuation. For example, placing a jumper between 1J10-9 and
1J8-2 should (based on the Switch-Matrix Table) should produce an indication of switch 09
being actuated.

ENDING THE DIAGNOSTIC TESTS.
To end the Diagnostic Tests, reach the Switch Edges Test (06 in the Player 3 display), use
AUTO- UP and press ADVANCE. The backbox displays should show the Swords of Fury game's
Identification Information. Use MANUAL-DOWN, and press ADVANCE to reach Adjustment ltem
70 (INSTALL FACTORY). Use AUTO-UP and press ADVANCE to obtain the Aftract Mode.

AUTO BURN-IN MODE. :
The Auto Burn-in Mode permits the operator to check intermittent (or nonrecurring) problems
associated with most portions of the game's circuitry. Repeatedly cycling through a group of
tests can sometimes bring a problem, which occurs only randomly or occasionally, to exhibit itself
more frequently, thereby aiding in the isolation of the problem. To activate the Auto Burn-in
Mode:

1. While in the Game Adjustments, reach Ad 67 and change the Factory Setting of NO to YES, via
the Credit button. Set the AUTO-UP/MANUAL-DOWN switch to AUTO-UP.

2. Press ADVANCE to start the Auto Burn-in Mode. This mode repeatedly sequences through the
Music Test, the Display Test, the Sound Test, the All Lamps portion of the Lamp Test, and the
Solenoid Test. '

3. To halt the Auto Burn-in Mode, switch the game Off and then On. Swords of Fury now starts in
the Attract Mode, (if a switch problem is now reported by the displays, perform the Switch Tests
again to determine the nature of the problem; then, perform necessary repairs.)
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TEST/DIAGNOSTIC PROCEDURES (Continued)

SYSTEM-11B MEMORY CHIP TEST.
A new feature is now included in the Memory Chip Test for System 11B. During power-up, the CPU
performs a self-testing routine. When all tests are satisfactory, the game proceeds to the Aftract
Mode, allowing players to use the game. Whenever a portion of the testing does not produce
satisfactory results, the game displays a message, before proceeding to the next portion of the
testing. ONLY after all tests are satisfactory does the game allow play.

In addition to the displayed message, when a test fails, the lower LED mounted on the CPU Board
can be observed to determine the probable cause of the problem. The LED blinks, or flashes, a
certain number of times to identify the probable cause, as described in the CPU LED Indicator
Codes Table. The operator can also start the self-testing routine by pressing the CPU Diagnostic
Switch (SW 2) on the edge of the CPU Board.

CPU LED Indicator Codes Table

Diagnostic LED
Blinks/
Flashes Display Message Explanation

1 U255 RAM FAILURE U25 RAM could not be used properly (NO other tests are performed;
the game is locked here, until the game is turned off).

2 MEM. PROT. FAILURE | This message means that (A) the Coin Door may be shut; (B) the Mem-
ory Protect Switch may be stuck in the ON position; (C) the memory
protect logic is protecting the memory; or (D) a U25 RAM failure is
occurring. (See Note 1)

3 U511 PIA FAILURE U51 has a malfunction. (See Note 2)

4 u38 PIA FAILURE U38 has a malfunction. (See Note 2)

5 U41 PIA FAILURE U41 has a malfunction. (See Note 2)

6 u42 PIA FAILURE U42 has a malfunction. (See Note 2)

7 Us4 PIA FAILURE US54 has a malfunction. (See Note 2)

8 U10 PIA FAILURE U10 has a malfunction. (See Note 2)

9 IRQ FAILURE IRQ has a malfunction. It may be missing or too fast or too slow.

10 U27 ROM FAILURE U27's internal checksums do not match. It may be a ROM failure, or its
associated connections and connectingdevices are causing it to ap-
pear to have a problem. (The following U26 test is skipped.)

11 U26 ROM FAILURE U26's internal checksums do not match.

Notes: 1. This test assumes that the Coin Door is OPEN; it is initiated ONLY by pressing the Cru
Diagnostic Switch (SW2). :
2. Alternatively, its associated connections or connecting devices are causing the IC to ap-
pear to have problems.

SYSTEM-11B SOUND CIRCUITRY TESTS.
Tests of the System-11B Sound circuitry, including the Audio Board are possible, only after suc-
cessful completion of the System-11B Memory Chip Test.

1. Sound/Speech Board Test. A brief check of the Audio Board (D-11581) circuitry occurs at
game Turn-on; the game reports the test results by brief sounds, as follows: No sound =
Sound/ Speech Board is not operating, or a failure is affecting the sound circuitry (broken cable;
dead amplifier; etc.); 1 sound = system OK; 2 sounds = RAM problem; 3 sounds = U4 problem;
4 sounds = U19 problem.

2 . General System-11B Sound Test. Press the Sound Diagnostic Switch (SW 1) on left
edge of the CPU Board. Listen for the two test sounds, showing that both the CVSD (Continu-
ously Variable Slope Delta) Modulator, which provides the voices for Swords of Fury, and the
DAC (Digital-to-Analog Converter) sound circuits are functioning properly.

If no sound is heard, refer to the text entitled "NO SOUND ...". If one “ring" is heard, this
indicates a malfunction of the U23 RAM Chip. If either fwo or four “rings” is heard, this indicates a
problem associated with the U21 ROM Chip. If either three or five "rings" is heard, this indicates
a problem with the U22 ROM Chip.
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TEST/DIAGNOSTIC PROCEDURES (Continued)

NO SOUND DURING THIS TEST (but sound can be heard during the Diagnostic Tests).
Check the sound-select inputs (pins 2 through 9 of U9) to see if they pulse during Sound Test
01. Also, check the -12 V supply voltage on the CPU Board. If this voltage is low (or AC ripple
seems too high), perform the following checks:

1. The gray and gray-green transformer secondary wires for 19.4 VAC.
2. The CPU Board filter capacitor C26 for -12 VDC.
3. The filter capacitor C26 for excessive AC ripple (over 0.75VAC).

If the previous checks did not isolate the problem, turn the Volume Control for maximum output.
Momentarily touch a powered-up AC soldering pencil on the center tap of the Volume Control.

CAUTION
DO NOT use a soldering iron over 40 watts. Note also that cordless soldering
irons will NOT work for this test.

Hearing a low hum or a ‘click' indicates that the power amplifier (U1, TDA2002), the Volume Con-
trol, and the speaker are operating satisfactorily, as is the sound circuit cabling. Not hearing a
sound requires repeating the test with the Volume Control turned part way down, to determine
whether the Volume Control is faulty. Also, check the cable connectors for proper mating, and that
no broken wires affect this circuit .

FUSE LISTING.
The following fuses are used:

Part Number Description Circuit/Location
5730-09252-00 Fuse, 8A Slow-Blow (S-B), 125v  Input Power ("high voltage") Line/Cabinet Box*
5731-09651-00 Fuse, 5A S-B, 250v F1 - F4: Gen. lllumination/B'box Interconnect Board
5730-08071-00 Fuse, 8A S-B, 32v +18 Vdc Lamp Ckt/ Lwr Rt Backbox fuseholder (1)
5730-12203-00 Fuse, 1/10A S-B, 250v + & - 100V Display Pwr/Upr Cntr B'box fuseholder (2)
5731-08665-00 Fuse, 2A S-B, 250v F4 - F6; D-12247 Aux Pwr Driver Board
5731-06314-00 Fuse, 4A S-B, 250v F7; D-12247 Aux Pwr Driver Board
5731-09651-00 Fuse, 5A S-B, 250v F2C; D-12247 Aux Pwr Driver Board
5731-09128-00 Fuse, 2-1/2A S-B, 250v F1, F2A, F3; D-12247 Aux Pwr Driver Board
5731-08761-00 Fuse, 1/4A S-B, 250v F1, D-8345-566 Power Supply
5731-09432-00 Fuse, 7A S-B, 250v F5, F6; D-8345-566 Power Supply

* One 4A S-B, 250v fuse (5731-06314-00) is provided for an overseas (220v) game installation.
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MAINTENANCE INFORMATION

Figure 3 shows the two main lubrication points of the Shooter Lane Feeder. The shaded arrows show
the directions in which the Shooter Lane Feeder and other parts of its related assemblies can be
adjusted for proper operation. Note that the Top Left Eject Hole Arm Assembly is quite similar; it has
the same lubrication requirements and adjustment capabilities as the Shooter Lane Feeder.

[¢-~SEE TOP
o .- VIEW
/-\\‘ Y
0
<=
4 LUBE

TOP VIEW

Figure 3. Adjustments and Lubrication Points, Shooter Lane Feeder.

Because of the functional design (arm-actuated via solenoid plunger operation), the pivot points of
the Left and Right Kickers ("Slingshots”) and the Left Lockup Kickbig all require lubrication as a
regular servicing procedure. Mechanical adjustments are simple and somewhat similar to the Shooter
Lane Feeder. These mechanisms should also be checked for proper fit (snugly tight) where they
attach to the playfield.

Lubrication to ensure proper operation also applies to the target blades of the 5-Bank Drop Target.
Regular maintenance is essential to a game's continuing contribution to the operator's earnings.
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Section 2
Relference Diagrams
Sehematics

- Diagrams and Schematics:

Locations - Game Circuit Boards
& Major Mechanisms

Switches

Lamps

Solenoids/Flashers & Rubber Parts

Cabinet Wiring

Power Supply Board

Aux Power Driver Board

Audio Board

A/N Display Unit Board

Interboards Signals

CPU Board

Controlled, Special, & Switched Solenoids

Power Wiring
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Ball -
_l LwrR Trough Knocker
Flipper I_I
LwrL
Flipper a) % Shtr
L Lsne
Kicker e R Feeder
: i Kicker
D-122473
- Aux Pwr__
i D-11883-559 :
*Sys 11B CPUBd:
4R
UprL T e i
Flipper AR RN AN = :[]:D
Left 7 D-12185.559
Lockup
chkblg Bottom Ll BackboxInterconnectBd — 1
Mml- Diverter
Playfield
thper—»{gT \H
Top ; 4-I
Left
Eject Top
W RiyBd Diverter
Sol.10 | )
6-1 RlyBd 3_1
S-Bank : Sol.10
Drop Tgt (
Underside of Playfield Inside of Insent Bosrd
Viewed in Raised Position Viewed in Open Position
Locations
Circuit Boards
[0 Major Mechanisms
Locations Diagram - Game Circuit Boards and Major Mechanisms
C-11626-L-3 Lower Left Flipper B-10686-2 Knocker Assembly
C-11626-R-3 Lower Right Flipper D-11581-559  Audio Board
C-9638 Ball Shooter Lane Feeder D-8345-566 Power Supply Board
B-9362-L-1  Coil & Bracket Assembly D-11883-559 System 11B CPU Board
B-12283 Left & Right Kicker Arm Assembly D-12247-559  Aux Power Driver Board
B-11203-L-1 Coil & Bracket Assembly (Left) D-12185-559 Backbox Interconnect Board
B-11203-R-1 Coil & Bracket Assembly {Right)
D-12178 Lamp Board ("13-C")
C-11866 Lamp Board ("3-L")
C-12177 Lamp Board ("4-R")
B-12265 Left Lockup Kickbig C-12256 Lamp Board ("4-1")
B-9362-R-1  Coil & Bracket Assembly C-12257 Lamp Board ("6-1")
C-11626-1.-8 Upper Left Flipper C-11998-1 Relay Board (Sol. 10 Gen. lllum)
D-12179 Lamp Board ("15-C") C-12253 Lamp Board ("3-1")
C-11897-1 Bottom Diverter »
C-11626-R-8 Upper Right (Mini-pl'fld) Flipper
B-9361-L-2 Top Left Eject Hole Arm Assembly
B-9362-L-1 Coil & Bracket Assembly
C-11897-2 Top Diverter
C-11930 5-Bank Drop Target Assembly
- C-11844 5-Bank Dr Tgt Opto Board
C-11998-1 Relay Board (Sol. 10 Gen. lllum)
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Solenoids/Flashers

ltem Part No. Description @ @ @ @ : /@

01A AE-23-800 Outhole Kicker iF *
01C #1251 Flashlamp Mini-Playfield (p) Flasher ; e
02A AE-23-800 Ball Shooter Lane Feeder ” : U 3 g
02C #89 Flashlamps  Left Loop (p) Flashers W 5 A
03A  Not Used 2 17@57' A/ AVAx
03C #89 Flashlamps  Tube li,p) Flashers N v 5
04A AE-23-800 Top Left Eject Hole ; 20 o Tt
04C #89 Flashlamp  Top Ramp (p) Flasher o \ O o % ofl i e
05A AE-26-1400 Drop Bank 2 ("A") ?91 : So =
05C #89 Flashlamp Left Lockup (p) Flasher ®\< j ') /V@
06A AE-23-800 Left Lockup Kickbig O O 1
06C #89 Flashlamp  Balrod (p) Flasher i ] “’7"”
07A AE-26-1200 Knocker/Ticket Dispenser (b) O A
07C #89 Flashlamp Left Spinner (p) Flasher 8A o/- ﬂ
08A AE-26-1400 Drop Bank 3 ("G") 7 Gl
08C #89 Flashlamp Shooter Lane {p) Flasher g
09 #89 Flashlamps  Top Center (i) Flashers @

10 5580-09555-01 General lllumin Relays (i,p) * }

11  #89 Flashlamps  Swords (i) Flashers od O

12 5580-09555-01  Solenoid A/C Select Relay™” jialc O

13 Not Used O

14  AE-23-800 Left Outlane Kickback @ /o &
15  AE-26-1400 Drop Bank 1 ("M") OO0

16  #89 Flashlamp Left Outlane (p) Flasher q

17 AE-26-1200 Bottom Diverter @ (®
18 AE-26-1500 Left Kicker ("Sling")

19  AE-26-1200 Top Diverter

20 AE-26-1500 Right Kicker ("Sling") @
21 AE-26-1400 Drop Bank 4 ("I")

22 AE-26-1400 Drop Bank 5 ("C") @/ T

- FL 11630/50VDC Lower Left and Right Flipper i

- FL11753/50VDC Upper Left Flipper & @

Mini-Playfield R Flipper

* . On Relay Board, C-11998-1, on Playfield and Insert Board

** _ In backbox on Aux Power Driver Bd, D-12247

Rubber Parts

ltem Part No. Description Qty ltem PartNo. Description Qty
A 23-6300 5/16" Ring 8 J 23-6327 Ball Shooter Tip 1
B 23-6301 3/4"Ring 1 K 23-6519-4 Lg Red Flipper Ring 3
C 23-6302 1"Ring 3 L 23-6535  Bumper 6
D 23-6303 1-1/4" Ring 2 M 23-6553-4 Sm Red Flipper Ring 9
E 23-6304 1-1/2" Ring 1 N 23-6556  Sleeving, Black 6
F 23-6305 2" Ring 2 P 23-6626 Grommet 4
G 23-6306 2-1/2" Ring 2 Q 23-6632 Bumper 3
H 23-6313-1 Grommet 1
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Item

OCAONOOTHAE WN =

10
11

12
13
14
15
16
17
18
19
20
21

22
23
24
25
26
27
28
29
30
31

32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47
48
49
50
51

52
53

Part No.

A-8476

Not Used
SW-1A-126
27-1092

Not Used (USA)
27-1092
27-1066
27-1008
B-8306-1
17-1067
5647-12073-08
5647-09957-00
5647-09957-00
5647-12073-04
5647-12073-01
5647-12073-01
p/o C-111844
p/o C-111844
p/o C-111844
p/o C-111844
p/o C-111844
Not Used
5647-12133-08
5647-12133-08
5647-12073-10
B-11696-5
B-11696-5
B-11696-5
B-11696-5
B-11696-5
B-11696-5
B-11696-5

Not Used

Not Used

Not Used

Not Used
A-4834-J
5647-12133-08
5647-12133-08
A-4834-J

Not Used

Not Used

Not Used

Not Used

Not Used
5647-12073-01
5647-12133-04
5647-12073-10

" Not Used

Not Used
Not Used
Not Used
Not Used

Switches

Description
Plumb Bob Tilt

Credit Button

R Coin Chute (USA)
Center Coin Chute
L Coin Chute (USA)
Slam Tilt

High Score Reset*
Playfield Tilt

Outhole

Ball Trough 1 (right)
Ball Trough 2 (mid)
Ball Trough 3 (left)
Ball Shooter Lane
Top Tube

Bottom Tube

L Red, 5-bank Opto
Yellow, 5-bank Opto
Blue, 5-bank Opto
Orange, 5-bank Opto
R Red, 5-bank Opto

Left Loop "Left"
Left Loop "Right"
Left Return Lane

ITmoOozZzm<>»

10 pt (top right)
Right Ramp
Left Spin

10 pt (Iwr right)

Payoff Ramp
Top Center Ramp
Right Return Lane

9@

Poe

2
L

®

F—I:o —— m
[ ~; % 7 @
M y S
"—t\"\*\:\ / §/ 2
N deglioes -l
’ & | 2 Co I )
25 . O 'IO i 30
(] | )
Oy, 4 & %6 op ]
@ | oo 7 | L@
; O gl
@\ ' O | sﬁf £
@~ LQ O LA,
: 1
¢ O e
@ 51y 5 QLA
> O ,/};
a0 =
Q) O 5 111
C AN © f
0 N O 0
o

®©

jS

Item

54
55
56
57
58
59
60
61
62
63
64

Part No.

5647-12073-15
5647-12133-01
5647-12073-10
5647-12073-10
5647-12073-14
5647-12073-10
5647-12073-14
5647-12073-11
5647-12073-11

SW-10A-48

Description

Top Eject Hole

Left Slot Lockup

Upper Left Lock

Left Outlane (drain)

L Flipper Lane Change**
Right Outlane (drain)

R Flipper Lane Change**
Top Loop “Left"

Top Loop "Right"

Left Kicker***

Right Kicker***

Flipper Button (Cabinet sides)

Notes: * Part Number is for entire Diagnostic Switch Assembly, including H S Reset Switch;

** with Flipper Button switch on cabinet side;

38

*** [Paired Kicker Actuating Sw: A-4834-H; B-8734-1]
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1P8
9 <1 GmiGry Column 8
7/
81> GmliYio Column 7
/
715 GmiBlu Column 6
/
5| Gm/Blk Column S
/
4> Gm{Yel Column 4
/
3> GmiIOm Column3
7/
AN GmiRed Column 2
/
| > GmIBm Column 1 Column
10 A A A A A A A A
o [SIWHt/Bm _Row O e | T s | | oar| a9 | s
7
AN A AN AN AN e X
g || WhtiRed Row? o2 | B 26| 34| a2z | S0 S8 §
03/ /| o A A A A A A Typical Switch Circuit
1 27 35 43 51 59
7| WhtOm Rews /7 | o N\ " N S L VS L
04/ 12/ 20/ 28/ d 44/ 52/ 60/
6 (S Whtivel Rowd O | s | M| 2|
05/ / 21/ 29 37/ 45/ 53/ 61/
5 [y WhiGm _ RouS M A vaay,
3 [H| WhtBlu_ Row il Dl sl Dl Widl Dl Dl W
) > Wht/Vio  Row? /07 15 23 /31 /39 /47 /55 /63
08/ 16/ 24/ / 40/ 48/ 56/ 64/
1> WhtiGry  Row8 /32 y, P P ,
Swords of Fury Switch-Matrix Table
COLUMN 1 Q45 2 Qa9 3 Qaa 4 Q48 s Q43 6 Q47 7 Q42 Q46
GRN-BRN GRN-RED GRN-ORN GRN-YEL GRN-BLK GRN-BLU GRN-VIO GRN-GRY
ROW 1J8-1 148-2 1J8-3 148-4 148-5 1J8-7 1J8-8 1J48-9
1 WB:L. Plumb Bob Playfield Drop Target |Left Return Left
1J10-9 it 1 Tit Red 17 Lane 55 33 41 a9 Outlane 57
wis German Outhole | Drop Target | Word Lane Change
2 Tnoe Boara_2 10| Yelow 45| A 6 34 42 50|-FPPer g
WHT- Credit Ball Trough Drop Target word Right
3 :)J;:r;__’ Button 3 1 (right) 11 Blue 19 A/ 27 a5 43 51 Qutlane
4 "y“gl' Féigi’r“‘ Ball Trpugh Drop Target Word ’an’r:\l? Change
1J10:6 Chute g | 2(md ;,| Omange,,) E o4 36 44 52 PP 60
Vé:: Center Ball Trough Drop Target Word Upr Right Top Loop
> yuios Croe 5 | 30em 45| Redl | N 54 0P 54 45 s3] " g4
WHT- oft Ball Shooter Word Right R Payoff Ramp | Top Eiect Top Loop
BLU ight Ramp op Ejec D
°_nos chute 6 tane 14 22 G 30 38 46 54] "GN o5
WHT- S Word . Top Center Left Slot Left
7 i i 7 ' TUb: 5 Le"ﬂL:'??pz 3] E a4 - spma o| Pamp 44| Lockup gg| Kiker o,
WHT- High-Score Bottom Left Loop Word Lwr Right Right Return | Upper Left F.(ight
8 ?JF: 3_1 Reset 8 Tube 16 "Right” 24 R 32 10pt 40 Lane 48 Lock 56 Kicker 64
Swords of Fury 39



1P7
9 '; YelGry Column 8
8 > YellYio Column 7
7 > YellBlu Column 6
61> YellGm Column 5
4 > Yel!Blk Column 4
3 > YellOm Column 3
5 > YellRed Column 2
(|SLYeuBm  Columnt
d
o6 A A A A4S
{ [lBedBm_Rowt 77 | il A Dl Dl DAl Dl D
. A A4 A A A A A
AN Red’Bk Row2 2 /10 /18 /26 /34 /42 /50 /58
03/ A A A A A A
N RedOm Row3 /11 /19 27 35 /43 /51 /59
04/ /] 0/ A A A A/
51> RedlYel Rowd /12 /2 /28 3 /4‘1 /52 /60
05/ 1 / 1/ Y N Y 4
‘ > RedlGm RowS Y 3 /2 29 37 /45 /53 /61
06/ 14/ 22/ A A A A/
71> Red/Blu Rowbt Z Z 3 /38 /46 /54 /62
A A A A4 A A A /
o |5 Red!Vio Row? /07 /15 /23 /31 /39 /47 /55 /63
s / / / / / / /
] > RediGry Rows /16 /24 32 40 48 /56 /64

Backglass Lamps: 6, 7,16, 41, 42, 51,

Swords of Fury Lamp-Matrix Table Two Lamps

Typical Lamp Circuit

Lamps = #44 Bu|

Ib, p/n 24-6549

52, and 57 - 64 # 555 Bulb, p/n 24-8768
OLUMN 1 Qes 2 64 3 Qe2 4 Q60 5 Q58 6 Q56 7 Q54 s Q52
YEL-BRN YEL-RED YEL-ORN YEL-BLK YEL-GRN YEL-BLU YEL-VIO YEL-GRY
Row 1J7-1 147-2 1J47-3 1J7-4 1J7-6 1J7-7 1J7-8 1J7-9
?80 gi?" Maglgg;ores Left Outlane Drop Bank lg:;gzr _Top Loop Left Outlane 500,000
1461 Advance o| Red 44 25| “sok_33|[2] 20K 44| Kicker 49 57
Q81 g E 2- Magic Scores || eft Outlane Drop Bank Word Avenger Top Loop Release 1,000,000
2 100K Collect Yell A Scores ) E 30K Titans
1J6-2 2 10 ellow 1 g 26| 150K 34 42 50 58
§92 BED- | Magic Scores | Right Outlane | Drop Bank Word ‘g’e”g"' Left Spin Top Loop 1,500,000
cores 1K 40K
146-3 150K 5 | Advancg , Blue ;4 V' 27| Tsok 3s a3[2] 51 59
e RED- Maglzcoic’?res Right Outlane | Drop Bank WEfd Extra Ball Liﬂsip‘" Top;g:(mp 2,000,000
1J6-5 4| Collecty,| Orangeyy 28 ag| " 442 52 60
?84 gga' Magic Scores | Bonus Mult Drop Bank Word Right Ramp Leﬂzipin TOE eLf? op 2,500,000
1J6-6 250K ¢ X 43| Redll 5y N 37 45| Advance 53 61
985 RED- Top Loop Bonus Mult Avenge Word Playfield Ball Deflect Tog L:op 3,000,000
BLU i Mult 3X ight B
1967 |[2] 10K 6 2X g4 AgaN 5y G 30f 38| TP 46| aqvance 54 62
Q86 RED- Top Loop Bonus Mult Left Loop Word Playfield Ball Deflect TOE l}°°p 3,500,000
T vio “Left" Mult 2X Middle eft
106.8 |[2] 300K 7 X 45 oft” 54 E 34 39 47| Collect 55 63
Q87 RED- Word Lionman Ball Deflect Top Loop 4,000,000
8 GRY EISPGCIal L?giLgﬁp ‘R Bonus Bottom Right U
146-9 8 16 9" 5 4 32 40 Collect 56 64
Swords of Fury 40




Lamps

ppppP PP PP
! e
N A
V)Y ; Q8 5 ®

@~ TR O '
@_" * ¥ \ H-®
@ O @

@~ﬂ LO~ [] % q

@] F 2

@] S O ad o

@~ |
@ @
o e
v e
1 e
@/ O3 o -0 :\®

e fﬂ%

L

o / o
PO OOOOOD®

/

5

Lamp Location/Description
55
56
57
58
59
60
61
62

63
64

COLLECT (Top Loop Left)
COLLECT (Top Loop Right)
500,000 Jackpot (backglass)
1,000,000 Jackpot (backglass)
1,500,000 Jackpot (backglass)
2,000,000 Jackpot (backglass)
2,500,000 Jackpot (backglass)
3,000,000 Jackpot (backglass)
3,500,000 Jackpot (backglass)
4,000,000 Jackpot (backglass)

Swords of Fury

Lamp Location/Description

OCONOUTHWND =

Magic Scores 50K
Magic Scores 100K
Magic Scores 150K
Magic Scores 200K
Magic Scores 250K
Top Loop 100K
Top Loop 500K

(Not Used})
ADVANCE (Left Outlane)
COLLECT (Left Outlane)
ADVANCE (Right Outlane)
COLLECT (Right Qutlane)
1X (Bonus Multiplier)
2X (Bonus Multiplier)
4X (Bonus Multiplier)
Magic Special
Left Red Drop Target
Yellow Drop Target
Blue Drop Target
Orange Drop Target
Right Red Drop Target
AVENGE AGAIN
Left Loop "Left"
Left Loop "Right"

(Not Used)

DIMOZM< >

Avenger Scores 50K
Avenger Scores 150K
Avenger Scores 250K
Avenger Scores Extra Ball
Right Ramp

Playfield Multiplier 3X
Playfield Multiplier 2X
LIONMAN Bonus

Top Loop 20K

Top Loop 30K

1,000 (Left Spinner)

1,500 (Left Spinner)

2,000 (Left Spinner)

Ball Diverter Top

Ball Diverter Middle

Ball Diverter Bottom
SHIELD (Left Outlane Kicker)
RELEASE TITANS (Left Tunnel)
Top Loop 40K

Top Loop 50K

ADVANCE ( Top Loop Left)
ADVANCE (Top Loop Right)
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11J2 11P2

Cable pin: H-8527

Audio Out =Pl [—BLK 7R1
Audio In 11 Cabinet 7P9 7J9 Cabinet
. Yolume 2 ine
pesker
. “J'g' 11P9 BLK-YEL 6P5 6J5
Audio TP
L2 [SIBLK-YEL 2[4 Backbox
Ground E) 3 g'é jMSpeaker
Bl4 P— 1 Assembly
7SW3 TSWS  TSW?7
e co”us 1 1P8 o\ BRN zp_1wz_g1 2.1131 2P18 75wip 75wz TP1 57?‘11 7SW4 7SW6
Opto Colgﬁg GRN-GRY 11l¢ 5|3 ) 7sw1aL Puén;gg 3%%:“ chelﬂ
1910 1P10 Lane T'"{ Chute] O ute
Row 1 ]9 [F—AHT-BRN 11, | s lipl| % Chengey  7D2 7D4
Row2 —blg WHT-RED [}, |l LhIK[IDla & — credit center /| Siam
WHT-ORN |14 [_Kials 7D1b  7D3, cha] | Tk & Teps
Row 3 7 WHT-YEL 3 |€ >|10]> 14 .
CPU Row 4 P& whtaRn 13 4 [T—RI5K 3¢ nd s
Bosrd WHT-BLU || ¢ |J S <|10]€
Row6 3 WHT-VIO 6 |€ 71> <|10 |€ 707
Row 7 =2 —wirary 1 7 [¢ (61> | 111¢ »
Row8 —p|1 [} <8 lg—bi5D 12¢
1014 1P14 7SW76 TSWTS 7SW74
BLK-RED
MemoryProtect -] 1 )
i WHT Memory Pmtectl J AUTO-IMANUAL-
GndP|2 GRN <[13]4 UP P DOWN
ADYANCE 5|3 iale
AUTOIMANUAL )4 |—BLY —dsle ADVANCE ?
F"Ppermg 1 1P19 an-vio2PS S 245 2410 7zNo 01 Vo
I ORN-GRY [ o g IS W R
Gnd L RI21— P8P A e 2.4 o
pLk-BLuTE 218 }"} 0.1 WF
Playfield | BLU-GRY }3 pi L 4 et ] | W Right
Flipper § £ LUVIO 15 l Flipper Flipper
Coils | BEEYEL_Lii3 < l NN Button Button
GRY-YEL [ |'2lc | dE;
BLOUYEL [ ol | 33
>
o sd12 5P1zBLU_YE'fP5 2J5
Fllpper{ —&RY.YEL]
Power
2P6 246 7P1 71
5.9Vac |10 1 E DD
from Xfmr YEL WHT L H—d\ﬁsszg_ <| 2 3 .
ene

lliuminstion: Coin Door

Swords of Fury Cabinet Wiring
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DESCRIPTION OF CHANGE Egr:'r:)
N PR, |50, B
A | SEE COVER SHEET FA
B |A00eD W Wi W8, F24; b F2C 121101 '.Sov
- o 404 + 7o) Y ~ o ws! .
;o OKEY 5 ) 2 » .
3 3 S 3 3 N 4
3 | ‘% 8 S Jd 3 ] A S Tf
]79 8 7 & 5 4 3 > | I
2 L& =73 —
™ N " 2 Cbt
I
;’—k‘a b?932 él D3§7 049 a oe A D7 44 L
Ip4s ' S s
cs --'ggf {
2 »Jf’” D40 D42
D33 o35 37 D39 D41
J5
Gl
1|8c¢
2|7¢
3]16C
4|5¢
s|4C
7]13¢
8l2c¢
(9]¢
J4
REQ
21 7A
a|6a
5[5~
G[4A
7] 3A
v glea
9| 1A
3!
_'_J9
0V
2 5
33—
03
J8 i
I_U_ffﬁ 1 I 2
e - T
: 1 S0 ca RID Lk VA2 =
roguf s L m,i_((g /%
4 100V’ 5&’\/ i v
I w4 e
F3
KEY —15 E_ e,
| W5
+50V £4 l
6 jf{f‘ BR2 o] Y—U“
50Vac ' F
g —1 4%:).4-‘:; _C.IZ,,\F re
= 5

29
ooV iy SooV ;gg’(

NOTES!

i. RI-R8B, 2205 /4 W

2. Qi -as, TP-36C
D1 - D2%, IN4OO3
D21~ D4, MRSO}
BRI, BRZ, 35~ 250V
. Wiy WS, W4  JUMPERS SELECT COMBINATION OF 2Z5Y
AND SOV COILS ] WZ,W3, WS JUMPERS SELECT S50V COILS.
FI -F8, SEE APPROPRIATE ASSEMEBLY FOR FUSE VALLES (D-11813
*, 50V COILSONLY; K¥,50VCOIL OR FLASH LAMP ONLY,
VOLTAGES SPFCIFIFD UNDER FULL LDAD CONDITIONS.
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l 2 1
“ -
-
o 2 ey T i ? * > 2 N o < ” n ©
3 3 3 3 § 3 3 3 & &9 a & ; 2
N D l @ S JZ2 & N ] G w0 v} l w J3 b 5 S
2 8 1 & B 4 3 2 ] [ e 5 4 3 z ]
1 DiD oIl =13 T 25 [z 1 D£7 |2 22 W D
%‘M j‘?s 1RG =8
§4 Q;‘ éﬁw a8
T D5 76 =
/ a2
/R
100V
‘ Afc SELECT
* /T SEE NOTE @
* J6 [se76532 14 J7 7532 14 [}
. SOz 9 10112 B I41516 SPL-] 24358
. * ¥ KEY * % KEY
L SFENOTE®
Jio
¥ g SOLENOID
* 2] GND l——
* ]
*
JH
"2 SEE NOTE 6
!
r
— 0 1
— to| e
| . = ;
‘ D23 ! | ol e Il 5
+25Y d 3 f— =Y
) t FeA [—'—*i A
! Y 2| 25v
51 AN 3 Fac | le
[ i ) —Jiz ]
! |
| = |
& N |+ W sov ]
[ S | T a < ]
S Sov ]
A=)
by 50V
3
> 50V
\ | enD
i— KEY A
j -
iem | PART NUMBER 1 DESCRIPTION Jarv][mem] PART NUMBER | DESCRIPTION ] arv
| PROJ. ENGR DO NOT SCALE | REMOVE BURRS-BREAK SHARP CORNERS 8 EDGES
e | POmoT SCA WILLIAMS ELECTRONICS, INC.
DWN. BY DATE] DIMENSIONS UNLESS OTHERWISE SPECIFIED 3401 N. CALIFORNIA AVE. CHICAGO L 60618
ROSS 7-7- 87 SHOWN DECIMAL—— X g%{a}g ANGULAR £1/2° [NAME
CHECKED BY DATE | FIRST PROJECT NO XXx_* FRACTIONAL ti/64 SCHEMATIC - AUX. PWR. DR =
F ey 920 ,| 557 MATERIAL T o LT N N —
APPROVAL __ DATE | FIRST USAGE | aTY — /
T A R s |soton "™ 1g-90m |
1 : | ,

Aux Power Driver Board Schematic
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F1
Ao

3J1-4 Y + 100 Yde 70 mA 345-4
114A,S-B Logic Gnd 305.1
et oo, 100 ¥de 70mh 5o,
DISPLAY 1o |330Ka N.C. IS ZS
90 Yac 12w -C.
2] N.¢.—(3J5-5
/‘\
1 0.1{ptd ‘_—-+sw (GJI5-6))
| Rf MPSD52 3, Reg.
| 39K0 %
| W 1N4764] 100,
G .
3J1-1 - N.C. D4 . - Ve -
thru .
1N4004 1N5990
G- N * o Q a3
z3
3J1-5 )~ N.C. 39Yz 12w 15031 33&60
3‘:1“‘3 caq| W
8> N.C. 100ptd il
cil® { 0.1|pfd
R4 MPSD02 74
39Kn x
1w 1N4764
100V, “SYdo
L 2 Reg
3J6-4
C7\|+25Y D' Al -
A 4 3J6-7
FS Ac] 100¢ ps5[IN4001 _T_cg
7A,5-B 47u4d [25v 20
3J1-12 ] :TP4
QI iDH— \an:»— 215Rr<7 Y 2
L 7A4.5-8 AC C10’+ .*1%0 5 3 14 Logic
1000 [25v 18,000 IN+ CSig c1al, Gnd
W= ut A Yin—=75 AN AL Claly ~ =%
- KO T
C-?-T 20¥ £1%6 come Ji3_-R 2% > 01 33@4 20511
o & * > * < thru
P2 (GJ6-15)
L N.C.
N lZchUnmgA 3J6-6
' LD
3J6-3
-12 Vde Uhmg:
3J6-2
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5.9vAac
Gen Tilu

4 3 « 2 ]
PLFD CABINET
JI9 Jie
LB
—@D
—@3D
B3
—@ =D \?,w.bﬂ‘wu
-3
-Q9-%)> Q8- LORLE 3}
JI7y T8 @D
B C 1L EY ) ey @@=
QR == T=D
—GRiy o= —— (TS )]
-
QD)
=%
G

PART NUMBER

1

DESCRIPTION

| G52

WILLIAMS ELECTRONICS, INC.

SCHEMATIC - INTERCONNECT BOARD.

X x Al
x 3 FRACTIONAL $

b

SC | JPAATHG

fs Lo 16-9082

I~

ZEOE -9/

]



4 3
DESCAPTION OF GHANGE
N, PR,
3
3
3
] —1 SRI %m
s 8 —rer $
\ 1’ 402
3 %
f I 3 |“ o 1 &) sre
D ,__)J o 2z 5 sve2
4 1 8 L us i=] ' 3 3 5788
L 5 l 4 uis 1% STB4
“ 7 crewd 5 14 SY8e
s BLE)
1 »g VB e 173
i J3 |» o s 1 I r—r
i 4 e ) £} T s e |= sve8
! s T afudpor o
[
s 3 4 ﬁm)o—u P
i 1 3 < 33 sree
| 2 E oAyt 5 [P 51810
[ . . =) > \ 8 =18 L
[ 22\@ o2 2] 18 |2 sTer2
L2 —nc 3 o sTen
L i % s ST e
| sre [, ? ‘2 STR 'S
- Fa— < '?-30.. Bla | 578 1%
oy’
L A ‘
s . e \ ,
. . i svet
% N r.rE‘l\‘L 7 VT 3y
1 3 i FRTLY
° ¢ :iw)c" s PR S T Y
[ = < “ ste s
Jé 4 s y |3‘_\_\-"\‘" @ 3 S-e W
e i 2 5787
C a 4 “D"‘" > ) B o [ sTew
y ” b’
2 3 2 4
A U(:
* iy H s e T —
L Lo}—nN.C ¢ 2)0% : ;:
7 KEY' [
1 ._‘ H o4 2
: s = Z
1 T—q@)t % 3
4 2] |QN\‘ 1 12
I 6 hl E&:‘of L) wnm P
— . ufyyz
14 3 . ———2  R2O
POV
3 l/s N a4 B z-a v
{ 12 Ut 3 3 21 P
& 5 - 2 v
" SN sV [ A
26 —@ p 2 17 ¢, 20
I e —5@\‘ . 0 s
2 N ’ L} 7180 i cn h
2 n
el ol ]
1
B} 21 “LDE ] i | w;
s 20 s v 1 :
5 9 —~——{5 >—|’ & : e
BLArikiNG 3 o] e e 4
2 o [t g 3 <
' wioe 1 & Y b
f Kl ST S T —
= R3 4050 -] ot = v
} JO— =
| 2 54 ‘!\ P 0
2 3 7> = - 2 - com:
[ 2 " s>'$/ l i 8 9"
= s ulhNiz L 3 e £
— " ~ L 4 S e
L 5 © 5| St5 [e 4"
! 5 1 s 94 @ 3 <’
i J45 s I’ 7 %h 7 3 b’
[ N s 9&@ N 2/ .80 f 24
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s
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4
J2 e
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2 1
32 |\ < [ IC TABLE
O—p—"s BERGNATOR | TYPE | VOLT PIN | 570 BN
@— A——nse |
gt ¥ 57,39 UT, U UG US | 4001  [SYFINAS 4
Efas 31,33
ST 4
Stes ’.,’;:Z wio,us,u1-us)| 40so [svens| =
STBRS ”’I§
sTe7 9,11 UIS L2, Uil [LION 7/80|-100PINIY 9
B8 2,
LGUM LIS, UK6 |UDNGIIS |+90PINO| 9 D
d ‘.—“ '
4
" 28 PLAYER |
d 0
: 2 RESISTOR VALUES
i DESIGNATOR] OHMS | WATTS Yo 1
n 2 (778, 721, Rez, R4,
.‘i 41 R28,RIZRG, R4 | B.2K Ve W
18
AS, R?R! 217
= e % 43| 10 K vew
- 16 I
——— — | 30 Rt 15K aw 5
cor 8
ooy 14 Ry RZO,R33, Ry
rE 8k /4w s
R32,R55,R31,RC8,
R33, 34, R27,R30,| A M Va4 W S
w2, ff29
L& 555
: 28 1 Z’i 4
sv 1 ¢ - ASTER DISPLAY BOARD .
¥ 372 CONNECTOR BIN 10 PIN. COMPATIRICITY
T8 12 e
v 13 i J3 PN NL 6 PN Nt Cc
78 14 3,05 1] 4 ]
' 2 2
Eas Xl 9,4 3 !
N 35 : H
DoT
T * ! s a
2 4
- B o |PLaYER2 9 7
m d 10
W & 12 J4 PIN NE
3 40 [ 0
- z £ 2 9 jotl——
= : : :
2 k 38 5 14
& R 13 Ll 2e 1Y 13
e 28 - 5 32 s %
4 ze 4 ¥ I ? =
. R.,' c com a m—
JS PIN N&
b 23 b N L1e | - o
PR A 2 22
3 a3
4 a ]
5 ] B
R33 M ; é‘o
O——WA—¢,34
. R;A [} :”al s B
jaTe 2 36,28
318 3 32,30
ST 4 128 E
518
______-\ 5T & :;.’:
‘ Y] 4 [« 4
d st8 7' 8,0
1SS0S TamOs N ste @ 2,4
BRI 1Rt ? 1
- j S—
al ol ol ol 3l 2 3 PLAYER 3
) ol wjt]w O 1
/ 4
4
1A
-
Is
\
rem] PART NUMBER | DESCRIPTION Jarv][irem] PART NUMBER 1 DESCRIPTION Tawv 8
| PROJ. ENGR DO NOT SCALE | REMOVE BURRS — BREAK SHARP EDGES
e | Pyoncts S — BREAR WILLIAMS ELECTRONICS, INC. o
B DATE] DIMENSIONS UNLESS OTHERWISE SPECIFIED | 3401 N CALIFORNIA AVE. CHICAGO L 0
> 1/21/87 SHOWN FRACTIONAL £1/64 ANGULAR £1* TNAME
JEDBY OATE [FRSTPROJECT NO DECMAL 005 FALETS 020 MAX ' SCHEMATIC, M/DISPLAY
AL DATE ms?usme arty HaTeR —_— vy _[nmno l“v
SHT__OF. - '
% 3/n/87 |D-11609 | ! N/S le-9000 )

1

Alphanumeric Display Unit Board (D-11610) Schematic
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S
o
%3
2.2uN By
cee 2L decie i.c2e
1oout T T.00uf oot
@GN0 2
Le
P AR
AN CED
dce [ c2o
T'.:»w r.ooiut
w—C D
Ly
Y o F
bAAT (GEAD)]
R <2
T. oot Trooy?

=L BOLIND

SRI?

pJ3
POWER

#33
4.7% [ iy 13 |
1 i ]
<3 2 ‘ L
419 i [s, v.c. 1a
= <f n| o ol nl nl T 4
g\?{fﬂi?f?ﬂ i S A |
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15J11-4 Aux Pwr Driver Board 5J11-1
jiA"Side .. A/C Select Relay 25V Circuits "C’ Side ;
: H Y _
Sol. 01A : : Gry-Bm s°|_'.1;J|1<1; 1(033)
Outhole Vio-Bmi i BlkBm Mini-Playfield
— , ———— ]
Kicker iD45 D46 | Flasher
: ' P 1J11-2(Q25
Sol. 02A . GV oo ore
|| BallShooter [Vio-Red: i Blk-Red LeftLoop ||
Lane Feeder D31 D32! Flashers
5 ’ » 1J11-3(Q32)
H T - | 4
Sol.03A E E Gry-Om Sol. 03C
Vio-Om. : BIk-Om Tube
| Not Used : : B
; ’ ) 111-4(Q24)
4 T ~ L4
Sol.04A 5 EG'V Yel  go1. 04C
|| TopLeftEject (Vio-Vel: o, [ g iBlk-Vel | TopRemp ||
: : p 1J115(Q31)
: ! GnrAGm
Sol.05A : : Sol. 05C
o |VioGmi "4 1BIk-Gm [ Left Lockup
:D37 D38
: : P 10119 (Q22)
Sol.08A 5  GryBlk 501 08C
|| Drop Bank 3, "G"[YioGry ; :Blk-Gry | ShooterLsne
D43 D44 Fleshers
i
5 f P 1J116(Q23)
Sol.06A 5 E GryBlU o) o6C
LeftLockup  |Vio--Blu i Blk-Blu Balrod ||
Kickbig 4 : Flasher
D39 D40
: " : P 1J11-7(Q30)
Sol . 07A E E Gl’y*-VIO SO'I. 07¢C
Knocker Vio-Blk EB"‘ Vio Left Spinner |
iD41_D42! Flasher

Controlled, Special, and Switched Solenoids

23O
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TTHPINAS610-12136  7p2 742, Cadle
Line 1 Bik Ao BLK 1. CLIBIR WHT LS]1 [PHeHT
Cord AC Line r o—=— |1 88.5 Vas 2 || oWHT
8A Fiker | On- Oft K|2]¢ WHT rK .
10310- | 5640- ¢l |¢[ORN 115 Vac gGRV 9.7 Vas <|3 ¢
1 Utility 00 10932-00 ¢|3 [ WHTBLK GRY-WHT ¢|s |]oGRYWHT
e LT —o" 01 umpr K5 3.7 Vee | oL icav-aan
GRN ' mpr WHT-BRN GRY-GRN K | 4 |¢ar=mt
3 NEKS 1
= BLK 103.5Vsc
Note: : {|8]4 i +18\
Tore WHT |1, | ] ] WHT-ORN i
ransformer Jumpers shown are for 115 V ac. ;17 ST 115 Vao ' P o
See Transformer Jumper Chart for other CH‘?%J‘Q 8 | 9]¢ BLU-WHT..
voltage jumper connections. -1097 BLUJNHT I ™ R 8A:§
13.5 Yac 1 1 [COE
TRANSFORMER JUMPER CHART BLUAHT ¢|10 P E;._
2060218 VAC 230 VAC 103.5 VAC BLUMHT
7PS 7PS YFP—S E EBwkbox
BLK < ;_ BLK < 12 _BLK] </ 12 WHT-RED ¢l sl 'WHT-RED
206 - - N\ 26 YVac I WHT-RED
200¥ ... i 6 » 6 <|6 WHT-RED mNENIE
: 9 9 -19 B
» 218Y BLK-YEL 1BLK-YEL
------ Lls | Lks <3 € $ | IS BLYEL
WHT |~ | 3 -3 NB BLK-YEL [ BT
<1 4 -4 | =¥ | 4 v
_ - YWHT {_ L
8 | wurl-|® 8 ¥
- 7 '< 7 - 7 l:
FUSE (6F1): 4A, SB 4A, 5B 8A,NB K
YARISTOR: 275V 275V 130V o
275V Varistor: 5017-09063-00 .
130V Varistor: 5017-09044-00 o
4A,S-BFuse: 5731-06314-00 (for220V) '1P13
8A,N-B Fuse: 5730-09252-00 (for 115V) o 1
Solennid{ 2
2 4 Ground
GRY-YEL 5P128/ N3 BLU-YEL : :
2PS 2PS '
3 2 [
Left ng 2”@ Right i
i ipp o
Creuttry 0 5 2PEE Circuitry 7P3 7931
248 GRY-YEL BLU-YEL <] 1 F{ (YEL
ot U Lwr Upr VEL  59Vac R
“t A Right 2 Right YELJWHT <| 2 [e4YEL
61 o L 2 : :
EOS |BLU- EOS |BLK- 8 EOS  [BLU- EOS |BLK- 6 <E 'YELJAHT
Switch  |GRY Switch |BLU 9 1P10 Switch {VIO  Switech |YEL 9 3P0 N Y M
2P3 2P8 D {P8 2P8 T 2pPs Zn} 1P8 y; 4 é |YEL_WHT
7 2p1 W8 TR s é%ﬂ 2 2Pt AS By bV iy
i i A A2 201 A A 201
2J10 2J10 1( 2018 2J10 5873 2010 : S NR 2018
2P10 2P10 crd j‘WngPls 2P10 5575 2P10 772 2P18
Gy slof ] 99.*.'_5 Red Y %ﬁﬁé g
4F LFlipper } & 1.14F AF[8 RFlipper | &1 1F

Lsne Chan,
SO0V gich o 500Y

2P10 2J10 2J5 2PS 1P19 ORN-

H {SORN'GRY@z vio

Lane Change
500Y  Syiteh

.2P10 2J10 2J5 2PS 1P19

1 [g—P]s[Fjeomvior,

-]
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H-12196
3J5] 3P5 4P 11
3’-’7‘4 31 144 +100v R0 TIBRNSFR 11104 |71 D-11609
>g 2_ °‘F1L}°_ *;00\1«: —100Y S53[8 ORN ;A" o <1 Master AIN
~ L L SYPPY | 4sy | 6 | S GRY SFE 1104 | | Display Board
L] o8 {|; [<IBLK ) 1236
I Wy va L1 P <[5 4p3 >
<l12]4 +5 VdeReg| | “306] 3P6 Yj/\l/
= F5 |-upRly._ 7 [SLERY] 1P17
<|10[¢ 12V & -12V| S8 | SHERY E
[ 7A + - wV [ <] [{IGRY |5 L45 vde
C Lamp do Unreg 213 |JGRY S|4 [ Reg
r Circuit SupPly | _1pv R|'|[BLKINET <|8
or rew Vio —nreg 2|2 [ WHTGRY |8 =12V Unreg
Ta0,000; ,612\) 1—3 g SJGRY-VEL 573 <}9 +12V Unreg
1 W nreg 12 SLE'YEL 1 +12Y Unreg
BLK 1 = 12| MBF 3 Ground
o P13 LK <12 Gnd
K D-8345-566 = R|IBK < 3}
Power Supply g4 4 S
vio HS] 9+ 18vde
rvio$ |8 Lamp 1J5
<{|2 | Power 1
1er Lamp
BLK [[|> 6 Powerd
N roun
A R F 2-112A Ls_Jg e
[on 0 %
eI gi;’p‘il; WAl E3 \02-T12 K
Il syn]  5P11
é g g F7 L W6 1 S| 11[SIRERWHT 3> Sol. 17, 19, 21, 22 via 2P5-2P8
|7 <_54A° 50 Vde | .F4 R RED > Sol.9, 10, 11, 15, 16
s[<ty Supply OJZAUTT WEETFZY K ST 7 vis2P5-2P782P8
<1915 b 50vdo] | [Z5 Vol S
N s ] . , H Sol.01A -05A, 08A
P10 [soo FEOFSS | Zide || [oide 222 it'> 4| B > 2P 2P T R 2P8
LK \ Z 215 24 RAIIC AIC | F2¢C S
KI2 |5 |0 _Relay |1 Relay SA 2 ORN > Sol.01C -08¢
CK[¢ |3 < A {1127 via2PS-2P7&2P8
LK (4l not sd12] 5P12
\ pa used 5] 6 [SLVIO-YEL >Sol. 14,18, 20 via 2P5 - 2P8
‘ - Sly3[SIYELVIO }Sol. 06A, 07A via 2P5 -2P8
| K 4| SIBLU-YELX Flippers
| D-12247-559 Sl 2 | S{GRY-YEL S via 2P5 -2P8
Aux Power Driver —
2p6 ] 206 2971 2P7
<1 1]€ Slio[S}BRN To Insent Board
212 [T 3|’ [SFGRN (Backbox)
R3] l $| g [SIWHTBRN | Geners]
M | 2| & |TwRTGRN | lumin Cke
_lsAF1 i S
2J10] 2P0,
—té g (,_WF S|10SLYEL To Coin Door
K 8l %AUW:% l 3|'g [ S[WHTYEL §* Gen lilumin Ckt
F A
K| 9 |grol 209] 2p9
NF J WHT-YEL
Sle|SIYEL .
2 6 | > GRN To Playfield
Master 4 2 ?\v|o llumin Ckt
Iinterconnect < 3 {WHTVIO
Board 2| 1 [

ry 52

Power Wiring Diagram
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Diagnostic Test Flowchart (Side 1)
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WILLLTAMS Electronics Games

OBSERVE *Single Lamps" (in Player 1+2 Score Displays)
[04 in Player 3 Display]

+ After a few seconds

OBSERVE the name of the first controlled tamp in the
Player 1+2 displays and 04 01 in the Player 3 display

Want to
check any particular lamp

Diagnostic Test Flowchart su.:

REPEAT steps A and B of Single Lamps

Y

Test as necessary, until desired checks
of Single Lamps Test are complete.

Single Lamps Test B +

OBSERVE name of next lamp (in Player 1
+2 Score Displays) and its identifying
number [04 Ox in Player 3 Display] and its
location (blinking).

Single Lamps Test A 1

PRESS Credit button
once, briefly, to
reach next lamp in

\d

in the "Single Lamps”
test?

NO

4

series detailed in
Lamp Matrix Table

Diagnostic Test Flowchart (Side 2)

\

PRESS ADVANCE (black) switch
once, brisfly

!

OBSERVE "“Coil Test" (in Player 1+2 Score Displays)
[05 in Player 3 Display]

+ Afler a few seconds

OBSERVE automatic cycle of all solenoids and flashers
on playfield and backbox (circuit name in Player 1+2
displays and 05 01-22 in Player 3 display

Solenoid Test A *

PRESS, and latch, AUTO-UP/MANUAL-DOWN
{red) switch in the MANUAL- ‘
DOWN position to select A—
repeated operation of a &‘ulﬂ
particular solenoid/flasher, during the test
cycle. Observe its operation.

4 Solenoid Test B +

PRESS ADVANCE (black)
switch once, briefly, to
advance to the next ckt

A
. =il
of the "Coil Test*

1o be checked. Observe its operation.

!
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«hyy yahvihiaatl
in the “Coil Test" ?

LI

'y

ZO+

PRESS ADVANCE (black) switch v
once, briefly

OBSERVE “Switch Levels* (in Player 1+2 Score Dis-
plays) [06 in Player 3 Display]

* Afler a few seconds

OBSERVE name and number (06 xx} of each switch
that is presently actuated, if any

y

PRESS ADVANCE (black) switch
once, briefly

OBSERVE "Switch Edges” (in Player 1+2 Score Dis-
plays) [07 in Player 3 Display}

Want to

.

desired checks of mo_m:oa\:mmrmﬂ circuits

are complete.

PRESS, and uniatch,
AUTO-UP/MANUAL-DOWN ’
{red) switch to reach the

AUTO-UP position

!

OPERATE any switch listed in the Switch
Matrix Table to check whether its opera-
tion is detected by the CPU for use in the
game program. OBSERVE the switch’s name
and number in the Player Score displays,
Select
and operate switches, until desired checks

check any particular YES > verifying proper switch operation.
switch?
of switch circuits are complete.
Y
NO <
Y
PRESS ADVANCE (black) switch once, f

briefly, to proceed to special
game tests, if any; otherwise,
exit Test/Diagnostic program.

y

OBSERVE Game name and number.in Player 142 Score
Displays and 1d 00 in Player 3 Display, showing the
exit from the Test/Diagnostic portion of the game
program

Go to

. . Audits/Adjustments
Audits and Adjustments »

!

PRESS ADVANCE (black) switch once, f

briefly, to advance to the
wlllﬁ—

Id 01 display, which tells

about changes from Fac-

tory Settings. Press ADVANCE switch again
to advance to Audit items (Au 01 > 44) and
then to Adjustment items (Ad 01 > 70).

1

OBSERVE desired data in Audit tems {to
determine game operations and earnings).
CHANGE desired Adjustment items (to en-
hance the game play and earnings). Refer
to game manual for details.

or Go to Game Over?

Game Over

[ TOGGLE game On-Oif switch to Off, then to ON.

i -

!

Proceed to Ad 70, press ADVANCE again,
briefly, 1o reach Attract Mode, ready to

play.

A 4

ﬁomao is in Attract Mode, ready to play.




Backglass Lamps: 6, 7,16, 41, 42, 51, Swords of Fur Lamp-Matrix Table Lamps = #44 Bulb, p/n 24-6549
52, and 57 - 64 d 7 P Two Lamps # 555 Bulb, p/n 24-8768
COLUMN 1 Qe6 2 Q64 3 Q62 a4 Q60 5 Q58 § Q56 7 Q54 8 Q52
YEL-BRN YEL-RED YEL-ORN YEL-BLK YEL-GRN YEL-BLU YEL-VIO YEL-GRY
ROwW 1J7-1 147-2 1J7-3 147-4 1J7-6 1J7-7 1J7-8 1J7-9
Q80 RED- Magic Scores | ot Outiane | Drop Bank renger Top Loop | Left Outlane | 500,000
146-1 1] Advance 4 Red 47 25 sok 33 20K 44 Kicker 44 57
(2)81 RBEL% Maglc;%cKores Left Outlane | Drop Bank Word gforzzr Top Loop Release 1,000,000
1462 Collect yo| Yelowyg| A 26| ysox 34 30K 45| Titans g 58
282 Fg;%’ Magic Scores | Right Outlane | Drop Bank Word Avenger Left Spin Top Loop 1,500,000
150K Advance, Blue Vv Scores 1K B 40K
1J6-3 3 11 19 27| o250k 35 432 51 59
0 NEU | Mg Scores | Right Outiane | propBank | Word ExraBal | Left Spin Top Loop | 2,000,000
200 . '
106.5 a| Colecty,| Orange,o| E 23 as| 15 447 5K s 60
Q84 RED- | Magic Scores | Bonus Mult | Drop Bank Word Right Ramp '-e"2 Epi" T°‘£ eL,‘:°p 2,500,000
1J6-6 250K X gaf Redll,, N ,, 37 45| Advance 53 61
Q85 RED- Top Loop | Bonus Muft Avenge Word Playfield Balf Diverter | TP Loop 3.000.000
BLU 100K 2X Again G Mult 3X Top Right 000,
1J6-7 6 14 22 30 46 | Advance 54 62
Q86 RED- | TopLloop | BonusMult | Left Loop Word Playfield Ball Diverter T°i L,j’°" 3,500,000
500K "L eft" i e
1J6-8 7 X 4 Left" 54 E 5| Mut2X 54| Middle .1 leat 55 63
887 RED- Special Left Loop Word Lionman Ball Diverter Top Loop 4.000.000
GRY P "Riaht" R Bonus Bottom Right ! !
1J6-9 8 16 99 4 32 40 Collect 56 64
Swords of Fury Switch-Matrix Table
COLUMN 1 Q45 2 Q49 3 Qaa a4 Q48 5 Qdd s Q47 7 Qa2 s Q4
GRN-BRN GRN-RED | GRN-ORN GRN-YEL | GRN-BLK GRN-BLU GRN-VIO GRN-GRY
ROW 1J8-1 1J8-2 1J8-3 1J8-4 1J8-5 1J8-7 1J8-8 1J8-9
; ‘g:L' Plumb Bob Playfield | Drop Target | eft Return Left
i il Outlane
1410-9 it 4 Tt g Red 47| Lane o5 33 41 ag | Outlane 54
WHT- German Outhole Drop Target Word Lane Change
2 RED Score Yellow A L Flipper
1J10-8 Board 2 10 18 26 34 42 50 58
g:'&' gredit Ball Trough Drop Target Word Right
3 utton 1 (right Qutlane
1J10-7 g | 10O | Bue o Vo 5y 35 43 51 59
s “Y";I Féig_ht Ball Trough Drop Target Word Lane Change
oin i R Flipper
1410-6 chute 4| 2(Md) ,,| Om@nge, | E 4 36 44 52| PP gy
\g:;; an.ter Ball Trough Drop Target Word Upr Right Top Loop
5 oin Redll 10 "Left"
1410-5 chute 5 | 30N 45 21] N 29 Pt g7 4s 53 61
WHT- Left . . Top Loo
¢ BLU Coin BallLit:]c;oter Word Right Ramp Payoff Ramp Top Eject ?fgight"p
1J10-3 Chute 6 14 22] G 4 ag 46 54 62
WHT- Slam Top Tube Left Loo, Word Left Spin Top Center Left Slot Left
7 VIO Tilt P W tom P P Ral Kicker
1410-2 ey 15| "Let 54| E g4 39 ™ 47| LockuP g5 63
WHT- High-Score | Bottomn Left Loop Word Lwr Righ Right Return | Upper Left Right
8 GRY "Riqht" wr Right L Kicker
1J10-1 Reset g | Tube 44 Right” , 4 R 132 10pt 49 Lane g ock 5 64
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