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Appendixes (Green Section)

Starting with this manual, a new Appendix section has been added to incorporate information relating to all games
produced by this company. Following the appendixes is a Glossary of Terms.

Appendix A - [CPU Jumper Table Appendix E - |Motor Specifications Table

' Semi-Conductor/
Appendix B - |Pinball Game Firmware Appendix F - |Integrated Circuits / Relays
Cross-Reference Guide
Part Number Prefix
Appendix C - |Board Type Table Appendix G - |Classification Codes
Explanation

Generic Coil Cross-
Appendix D - |Reference Guide & Appendix H -
Flipper Coil Table

Playfield Inserts
(Plastic Light Covers)

Board Compatibility (Reflexive & Non-Reflexive) of CPU Boards

Version 1 and 2—Reflexive—Solenoid Drive Transistor is enabled directly by a switch closure on the solenoid
assembly. Version 3—Non-Reflexive—Solenoid Drive Transistor is enabled by the CPU after reading a switch
closure in the Switch Matrix. All CPU Boards are backwards compatible (e.g. Jurassic Park / Ver. 3 to Time
‘Machine / Ver. 2). Swapping a Version 2 Board to a Version 3 is not possible due to the special solenoids section
(i.e. Slingshots, Turbo Bumpers, etc.) changing from Reflexive to Non-Reflexive on Version 3 Boards.

Power-Up CPU Self Tests

Upon power-up, the CPU Board performs a series of self tests of major components. Turn the game on while
observing the LEDs on the CPU Board. Tests of the PlAs, RAM, and EPROMs are performed automatically and
results of the tests are indicated by the PIA LED.

With all tests passed, the LEDs illuminate in the following sequence at power turn-on. The PIA and +5v LEDs
iluminate immediately. Approximately 1.-second later, the PIA LED goes out and the Blanking LED illuminates;
the +5v and Blanking LEDs remain illuminated until the game is turned off. Test failures are indicated withthe PIA
LED:

(Fig. 1) Stays On _Oneofthe 6821 PlAs
9: Flashes 1 Time 6264 RAM at location D5
Flashes 2 Times EPROM at location C5

Normal Operation

DISPLAY READS "OPEN THE DOOR" -- This indicates a faulty memory condition in RAM. Opening the Coin
Door will initiate a Factory Restore, by opening the Memory Protect Switch. Check battery voltage at CMOS
RAM with power off.

QUICK REFERENCE FUSE CHART

B BOAR!
F1_{5A Slo-Blo G.l. 6.3vAC F1 _|7A Slo-Blo +5vDC Regqulator Input (9vAC)
F2 |5A Slo-Blo G.I. 6.3vAC F2 |7A Slo-Blo +5vDC Regulator Input (9vAC)
F3 |5A Slo-Blo G.I. 6.3vAC F3_|Not Used
F4 |5A Slo-Blo G.I. 6.3vAC F4 [8A Slo-Blo Switched lllumination Buss (18vDC)
F5 |5A Slo-Blo Flipper Power & 50v coils F5 |4A Slo-Blo Solenoid (32vDC)...
F6 [5A Slo-Blo Flash Lamps (32vDC) Right Bumpers, Slingshots. etc.
F7 |3A Slo-Blo_Flipper Power & 32v coils Left Fé |5A Slo-Blo Solenoid Buss (32vDC)
F8 [4A Slo-Blo 50v coils
F9 |5A Slo-Blo 50v coils
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GAME SPECIFICATIONS

Power Requirements

This game is provided with a 3-prong plug and must be connected to a properly grounded outlet to reduce
shock hazard and insure proper game operation. Referto AC Power Wiring Diagram for transformer connections
required for normal, high, and low line conditions.

109 to 129 -Volts AC (211 to 225 -Volts AC)
226 to 235 -Volts AC)-- European, International
95 to 108 -Volts AC (200 to 210 -Volts AC)

EPROM Summary

Locations U17 (Voice ROM 1), U21 (Voice ROM 2),
U36 (Voice ROM3) and U7 (Sound ROM)

Location U1 (ROM 0) and U4 (ROM3)

Transportation

To reduce the possibility of damage, observe the following precautions whenever transporting the game. Lower
the backbox and secure it to the cabinet. Remove the legs and secure the game within the transporting vehicle.

Overall Dimensions

52 An addition of a
Marquee to the toP

of the backbox will
increase the overall

Height 55-1/2'
Width 30-1/2"
Length 31"
Approx. Wt. | 250 Ibs.

N
~ B
P~
[

il agenaE

i1 s
S
(TSI AN G B A s S R

51-3/4"
1 Note: The Leg Levelers .
can add up to 2 inches to [
the overall height of the f 1

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

Game Specifications
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LEG LEVELER ADJUSTMENT
This cabinet is designed to automatically have a
6.5° pitch without any Leg Leveler adjustment!

TEP 1
é Assemble all (4) legs and levelers as shown in the diagram. Be
é sure the leveler is turned all the way in.
/ EEE .
? ;;% Cabinet STEP 2
g = Leg Attach leg assemblies to cabinet with leg bolts provided.
7 =
é E= YOUR PLAYFIELD PITCH IS NOW AT 6.5° AS REQUIRED
? = FOR PROPER GAME PLAY! See Step 3.
? STEP 3
7
é/,,/ == Verify 6.5° pitch. Minor adjustment(s) may be necessary
GRS . depending on the location floor being level.
P 3%-16 Hex
Nut For custom adjustment greater than 6.5° can be acheived by

. turning out the leg leveler, however, it is not recommended.
—A+—— Leg Leveler

(turned all the
way up)

EASY ACCESS SERVICE SYSTEM

This posiltion Is useful to service:

Trough Switches, Connectors at
back of cabinet, Cleaning the
Playfield, etc.

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

This positlon is useful to service:

All Playfield Bottom Components,
Cabinet Components, etc.

—
3
Slider Bracket

Fig. 31

SERVICE POSTION 2
With the playfield at rest (Fig. 3.1), hold sides of playfield and pull toward the front of the cabinet (approximately

6-8"), until resistance is felt from the slider brackets located on either side of the cabinet (Fig. 3.2). At this time,
swivel playfield toward the backbox, then rest on top edge of the backbox. Reverse procedure when service
is complete.

Game Specifications 3
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GAME OPERATION & FEATURES

Standard Features

Insert coin(s), the game generates a sound ("SEGA!") for the first credit & for each subsequent coin(s) and the
display indicates the number of credit(s) posted. Depress the Start Button and a start-up sound is produced, the
posted credit(s) are reduced by one. The display now indicates the player or # of players selected from the total
depressions of the Start Button. The display indicates the ball in play, and a ball is served to the shooter lane.
Additional players may be added by pressing the Start Button before the end of ball 1. At game start, an introduction
is shown followed by Skill Shot Graphics. Depressing the Start Button after ball 1 of any player will start a new
game (if credits are available) only if button is depressed for 2-3 seconds. This delay is to avoid accidental
"re-starts" of a game. (Note: Any 1» credit remaining during game play after the end of ball 1, or power down, will
be eliminated.)

The second closure (adjustable) or prolonged closure of the Plumb Bob Tilt Switch tilts the ball in play. Closure of
the Slam Tilt Switch on the coin door ends the current game(s).

At the end of each ball, earned bonuses are collected. If the player enabled the EB Buy-In Feature®, the player
now has the option of purchasing an extra ball to continue game play (See Extra Ball (EB) Buy-In Feature below),
Otherwise, the system produces a random 2-digit number (a multiple of 10; 00 to 90) for a Match feature
(adjustable). Matching the last two digits of a player score with this number awards a credit. Some geographical
areas do not allow the award of a free game, this can be adjusted with Adj. 4, Replay Award. ' Players exceeding
high score levels receive free credits (adjustable) and are able to enter their initials with the new High Score
achieved. To enter your initials, use the left & right flipper buttons to choose letter or character as seen on the
Visual Display. Hitting the Start Button locks the letter or character in. Procede with the 2nd & 3rd letter. The
game then proceeds into the game-over mode and then to the attract mode. A custom message (adjustable) can
be displayed during the attract mode.

*Extra Ball (EB) Buyin Feature

An option to add an extra ball(s) after the game is finished. TO ACTIVATE THE EXTRA BALL BUY-IN FEATURE,
THE PLAYER MUST PRESS THE EB BUY-IN BUTTON DURING THE COURSE OF THE GAME. At the end of
normal game play, the same player may choose to continue the game at the same score and features active by
pressing the EXTRA BALL BUTTON prior to the expiration of the "countdown timer." Pressing the START
BUTTON or BOTH FLIPPERS SIMULTANEOQUSLY cancels this feature. If the player does not have any credits,
the player will get "more time" to add credit. The number of extra balls which can be added to a game can be
adjusted with Adj. 38, Extra Ball Buyin Count. Defaultis 1. Set to 1, will allow only 1 extra ball to be purchased
per game. Setto UNLIMITED, after the end of the game the countdown will appear after the end of each ball for
the option of purchasing another extra ball. Set to 0, will make this feature unavailable.

Manual Percentaging

This game is equipped with Manual Percentage Adjustment. As previously with our games, you can either set
operator adjustments for a replay percent or you can set a fixed replay score.

If you set operator adjustments for a particular replay percent, the game will compute a recommended score to
keep the game at that replay percentage. if a change is recommended and the game coin door is opened, the
display will indicate a recommended replay score to beat and make a sound to alert the operator. By pressing the
start button, the score to beat will be changed to the recommended level. If you close the coin door or go into
Audit or Adjustment Mode, no score change will be made.

You may choose to ignore the recommended change; for example, you may not think last week’s players were
the usual crowd. Just close the door and the message will disappear without altering the existing level. Or you
may choose to make a different score to beat adjustment; this is done by utilizing Adj. 02, Starting Replay Score.

Playfield Overview and Game Rules (See the following pages)

The following pages describe the Game Rules. On the next page is a playfield overview to show the locations of
of the featured items. Your game includes an instruction card. The instruction card on the next page may be
photo-copied as a temporary replacement if required. Please note, rules and featured items may be subject to
change through production.

Game Operations & Features 5
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=i Use flippers to select one of
3 three skill shots: A: Hit
' flashing SPF Lane(s) (steer
with flippers) for 10M. B: Shoot SHARK
Super Scoop from Shark Fin Flipper for
20M. C: Shoot Side Ramp from Upper
Left Flipper for 50M; each of these values
is boosted by 10M for each successful
Skill Shot. Completing one of each Skill
Shot, or the same Skill Shot on all three
balls, awards an additional 50M. All 3
Skill Shots are available when ball
launched, in case of hardware malfunction.

SPF Lelters
y(Top Lanes)

: Spell SPF to advance the
bonus multiplier: 2X, 3X, 4X,
...through 10X. Next

completion scores 20M and lights Extra
Ball at the upper Vertical Up-Kicker
(VUK). All subsequent completions score
only 20M. Bonus multiplier is never held
between balls.

beglns Each shot from the
Inner Right Inlane to the Left Orbit boosts
this value to 500K and then 1M. This is
preserved throughout each player's game.
SQUID POPS score 2M per bumper for
the rest of the current ball.

yLaser Kick

: The Laser Kick is lit at the

' beginning of each ball. It is
relit by hitting the 2-Bank
Stand-Up Targets above the Upper Right
Shark Fin Flipper (multiple hits may be
necessary).

Game Operations & Features

Shown without ramps
or LockTower for clarity.
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Vertical Modes
Described:

CPR
. This Vertical Mode starts
from the Left Ramp. During
- the 30-second round, the
Left Ramp, Center Ramp, and Right
Ramp are lit. The first shot is 50M, the
second 60M, and the third 70M, plus a
50M Completion Bonus. Each shot can
only be made once.

yCopter Rescue

: This Vertical Mode starts
from the Center Ramp.
During the 30-second round,
the 5 vehicle Stand-Up Targets (ATV (A)
& Rescue Truck (R) @ Left Ramp Enter;
Helicopter (H) @ Center Ramp Enter;
Wave Runner (W) & Scarab (S) @ Right
Ramp Enter) are lit for 20M, each hit
rescuing one person from the Sinking
Ship. When 10 people have been
rescued, a roving 50M award is lit on the
Left, Center and Right Ramps.

______ 2. Diver Trapped
| This Vertical Mode starts
from the Upper VUK.

R During the 30-second round,
the SHARK Super Scoop, the Upper
VUK, and the Spinner Lane are lit. The
first shot is 20M, the second 30M, the
third 40M, and the fourth 50M. Shots are
repeatable. When all of the shots have
been made, the Upper VUK is lit for an
Extra Ball for 15 seconds.

OGS

Vertical Modes cont, Shown with partial ramps and
on the next page. without Lock Tower for clarity.

Game Operations & Features 9
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R

Shark Fin Flipper (determined by the roll-

Horizontal Modes
Described:

Tourist Season

This is the 2nd Horizontal
Mode. This roundis a

“' » 2-Ball Multiball with a Ball
Saver. The Right Ramp is lit to collect
countries. The 6 countries are Germany,
Italy, France, Japan, USA & England.
Each country is worth 25M. After all six
countries have been collected, larger
Jackpots can be collected from the Side
Ramp for the remainder of the Multiball.

Earth Quake
When all 5 Vertical Modes
and both Horizontal Modes
SRS have been completed,
EARTH QUAKE (E) is lit at the Upr. VUK.
EARTH QUAKE (E) can also be lit from
the fifth Shark Feature. When EARTH
QUAKE (E) begins, the bonus multiplier is
set to maximum (10X), SQUID POPS is
enabled (2M per hit), and for 30 seconds,
all balls are Auto Launched into play
repeatedly. During the round, the TRAP
DOOR on the Left Ramp s lit. Shoot the
TRAP DOOR as many times as possible
before the timer expires. When the timer
expires, the flippers die and all balls drain.
Modes are reset to their beginning status
if EARTH QUAKE was reached via
modes rather than the Shark Features.

...... Shark Features
During regular play, shoot-
ing the SHARK SUPER

* SCOOP from the Upr. Right

over switch above that flipper) awards one
Shark. After a certain number of Sharks,
the following awards are given (denoted
by the five Lamp Inserts just above the
Lower Flippers):

« 10M + VIDEO MODE (V) (waterskiing Video
Mode begins immediately) « 20M + (SUPER)
LASER KICK (W) (Laser Kick for remainder of
ball) « 30M + SHARK (FRENZY) (X) (Shark Flips
for remainder of ball) « 50M + LITE EXTRA BALL
(Y) (by Upper VUK)  100M + EARTH QUAKE (2)
(by Upper VUK). '

Shown without Lock
Tower for clarity.
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Multiball & Jac kpot
Features:

1Super Jackpots
After collecting all five
Jackpots, a Super Jackpot

R is lit at the SHARK SUPER

SCOOP. The value of the Super
Jackpot is the sum of the five Jackpots
previously collected. If it is collected, the
Side Ramp is lit for the Double Super
Jackpot, which is, imaginatively enough,
double this value. The Upper Ball Launch
does not double Jackpot values at this
stage; instead, it launches balls to the
Upper Left Flipper, via the Right Orbit, for
a shot at the Side Ramp. After both
Super Jackpots are collected, the
Jackpot sequence restarts, with the
Jackpot Value resets to 30M.

Multiball Restart

If no Jackpots are collected
during Multiball, a Restart is
it at the Left Ramp. The
restart provides only 3-Balls into play, with
a starting Jackpot Value of 30M. (Note:
This rule is Operator Adjustable.)

Other Bay Features
on the next page.

Game Operations & Features

Shown without Lock
Tower for clarity.
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Special Notes: | Your Notes:

1 to 6 can play! New!
4-Player Doubles! New!

Extra BallBuydIn/League
Button

To buy an Extra Ball:
Pressing the EXTRA BALL BUY-IN/

LEAGUE BUTTON at any time during the
course of a game activates the Extra Ball

Buy-In Feature at the end of game play.
Once the game ends, Extra Ball(s) may
be purchased for one credit before the

Buy-In Timer expires. Cancel the Buy-In
Feature by pressing the START BUTTON

or both Flippers simultaneously.

To play the game in Tournament Play.

Press the EXTRA BALL BUY-IN/

LEAGUE BUTTON to start a League /
Tournament game, instead of using the

START BUTTON.

Four player games are recorded as team

matches, with players 1 and 3 competing
against players 2 and 4. This does not

affect normal 4- or 6-player rules.

Entering Your Initials

The player may enter his/her initials if a

High Score was achieved by using the
Left or Right Flipper Buttons to choose a
letter or character as seen on the Video

Display. Hitting the Start Button locks the
character in. Proceed with the 2nd and

3rd letter.

Lifequard Note:

Just like the weather on any beach, rules

and point values are subject to change
without notice!

Game Operations & Features

15



JONVINHO-IH3d ONIMOVHL 11aNv @13id HO4 AJOOOLOHd

suonoung Jipny

91

SNNOY 1OHS TIMS €}

SNIVHA 1437}

a4

JAVIN SLOHS T1IMS|

SALSH NIANG 71vE VHLX3| ¥

d3AV1d 3AON O3AIA |

SAV1d3d NIANG 77vE vd1X3

G3131dINOD NVIWNOHI|

SNIANG T1vd vd.1X3 1V1Ol|

SAYVMVY MHVHS |

SINVO NIANG TVLOL

SIdWILLV dId MHVHS|

AHV13I4d0dd

d3HOOS AHILSAN|

AHV131Hd0OHd

a314V1S INVNOH1HVI|

AHV13lHdOHd

d3L1HV1iS IAVM TvalL|

S11d34"O 30IAH3S

G314V1S IA00 MHVHS|

S3HOOS FOVHIAVY

d3.14Vv1is d3ddvdl H3aAld|

S3HOOS +de’t

d31HV1S INOS3YH HILdOD|

g61° L OL INO'008}:

J314V.1S HdO|

W6'66. OL NO'00¥

1HV1S NOSV3S LSIHNOL|

W6'66€ OL WO'00C

1HVLS SNOITIIN a4vNoO |

W6'661 OL NO'OOL|.

S1OdMOVr H3dNS 1VLOL|

N6'66 OL INOOf

SLOdMOVF MHVHS 1V1O01|

SAV1d TV101}

S10dXOVI 378N0A 1vV.LOL

SAVd 3344 IV1OL

S1OdMOVI TVLOL|

1N30H3d 3400S HOIH

14visS3d TIvallin

SAHVMYVY JHOOS HOIH

1T LHVLS3YH TIvallin

SIHOLVIN TVLIOL

1dv1ls TIvalLlIN

1N3OH3Ad TvIO3ds

AQv3d Tvallin

STVIO3AdS V10l

a3Loa1109 ¢ M00

1IN3OH3d AV1d3d

d31237109 | MO0

SAVId3Id Tv10l

117 SM00

SAHYVMY +2 AV1d3d

11734 MOIX 43SV}

SAHVMY | AV1d3d

a3sn oM H3asvi,

1IN3OH3d T1vd vd1X3

d3137dNOD "OHVL 310IH3

ST1vE vd1X3 V10l

d31371dINOD MHVH

J3AVId S711vE TV1OL

d3.1371dNOD MNvE-

S1OHS dO00S H3dNS MHVH

11059

S1OHS 11940 1v.10

S10OHS H3INNId
S1OHS SdINVH LHOI H31IN IHYMIH0S
S1OHS SdiNVH 3Qi SMOITD H3LAN
SLOHS XN SONINHVYI VL0l
S1OHS diNvd 371adl SNIOO IV10L

S1OHS dWVH 143

10718 HL¥ NYHL SNIOD

1078 H31N3D NHHL SNIOD

10718 1LHOIY NYHL SNIOD

10O71S 1437 NHHL SNIOD

A3AvS ST11va V10

JNLL FNVO FOVHIAY

S1TILNVIS V1O

JILL 71vE FOVHIAVY

SNIVHQd LHOI

JOVINIOH3d FNVO 334

SNIVHA H31N3

S1id3yO dlvd V1oL

s|qeL UpPNY swex
~H2LY



GAME AUDIT FUNCTIONS

General

There are 85 audit functions provided for accounting purposes and for evaluation of game difficulty adjust-
ments. Audit functions are split into two groups. There are 12 most-used audits, named Earnings (1-12) in a
'quick look’ group, 34 Game Generic (SEGA) Audits (13-46), and 39 Game Specific (BAYWATCH) Audits (47-
85). The various auditing functions are summarized in the GAME AUDIT TABLE and, when accessed, are
shown on the Dot Matrix Display. The Audit Numberis shown in the top of the display, the Description is
shown next and the Audit Total in the display. Access and control is provided from switches located on the in-
side of the coin door.

To access audit functions, open the coin door and make sure that the FORWARD/REVERSE switch is in the
FORWARD (up) position. Depress the STEP switch and the display indicates AUDITS & ADJUSTMENTS.
This indicates access to audit functions.

With the FORWARD/REVERSE push-button switch still in the FORWARD (up) position, depressing the STEP
push-button switch advances through the audit functions one at a time. To review lower-numbered functions,
set the forward/reverse push-button switch to the REVERSE (down) position and operate the STEP push-but-
ton switch.

Audit totals (except for Audits 1, 5-11) may be reset to zero using Game Adjustment, ADJUSTMENT 9, Reset
Game Audits. Once audits functions have been recorded, and if no adjustments are required, you may return
the game to the attract mode. If adjustments are required, continue pressing the STEP button until the game
adjustments are reached. See Game Adjustments for details.

THE OPERATION OF THIS SECTION WILL CHANGE TO AN ICON MENUING SYSTEM. REFERENCE NEW DIAGNOSTICS MENUING SYSTEM INSTRUCTIONS FOR DETAILS
OF NEW ACCESS TO AUDITS AND ADJUSTMENTS (AS WELL AS GAME DIAGNOSTICS, PRINTING OPTIONS, ETC.)

EARNINGS AUDITS (1-12)

-

Au.1  Total Paid Credits The total number of paid credits is displayed.

Au.2 Free Game Percentage The Total Free Plays (Audit 25) divided by Total Plays (Audit 26).

Au.3  Average Ball Time (In Sfeconds) The Total Play Time divided by Total Balls Played
(Audit 13).

Au.4  Average Game Time The Average Game Time expressed in minutes and seconds.

Au.5 Coins Thru Left Slot The total amount of coins registered through the left slot.

Au.6 Coins Thru Right Slot The total amount of coins registered through the right slot.

Au.7 Coins Thru Center Slot The total amount of coins registered through the center slot.

Au.8 Coins Thru 4th Slot The total amount of coins registered through the fourth slot.

Au.9 Total Coins The total number of coins dropped through all four coin slots.

Au.10 Total Earnings The total cash value accumulated since the last Factory Restore
occurred.

Au. 11 Meter Clicks Provnde)s the total n_umber of_mo_ney clicks accumulated, ba§ed on the
country’s lowest coin denomination used for the game credit.

Au.12 Software Meter Provides the Operator with the total number of Meter Clicks. This

Audit cannot be reset.

Audit Functions 17
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SEGA AUDITS (13-46) CONTINUED

Provides the total number of times the Extra Ball Buyin Feature was

Au. 39 Total Extra Ball Buyins used.

.40 Exta Ball BuyinRoplays Ve he el pumbor of ey et el o te e

u41Etra Ball Buyin HSTD _ Frovde th ot mberof e wichuse of o s Bl i

Au. 42 Left Drains Provides the number of times the ball drained out the left drain.

Au. 43 Center Drains Provides the number of times the ball drained out the center drain.

Au. 44 Right Drains Provides the number of times the ball drained out the right drain.

Au. 45 Total Slam Tilts Provides the number of times the Slam Tilt switch was activated.
Provides the total number of times the Total Balls Saved Feature was

Au. 46 Total Balls Saved used. This feature is enabled at the start of each ball and is disabled

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

BAYWATCH AUDITS (47-85)

Au. 47 Total Left Outside Ramp

Provides the total number of times the Left Outside Ramp was scored.

Shots
Au.48 Top Left Inside Ramps Eé(o)\r/;ilfs the total number of times the Top Left Inside Ramp was
Au.49 VUK Shots Provides the total number of times the VUK was scored.
Au.50 Side Ramps Completed Provides the total number of times the Side Ramp was completed.
Au.51 Right Ramps Completed  Provides the total number of times the Right Ramp was completed.
Au. 52 Total Spinner Shots Provides the total number of times the Spinner was scored.
Au. 53 Total Orbit Shots Provides the total number of times the Orbit was completed.
Au. 54 Total Shark Scoops Provides the total number of times the Shark Scoop was scored.
Au.55 3-Bank Drops Completed Provides the total number of times the drops were completed.
Au.56 SHARK Completed (I:Dgcr)r\]/:)(lieetz (tjr.]e total number of times the SHARK Stand-Up targets were
Au. 57 Mystery Lit Provides the total number of times the Mystery Feature was lit.
Au. 58 Laser Kick Used Provides the total number of times the Laser Kick was scored.
Au. 59 Laser Kick Relit Provides the total number of times the Laser Kick Feature was lit.
Au. 60 Locks Lit Provides the total number of times the the Lock Feature was lit.
Au.61 Lock 1 Completed Provides the total number of times Lock 1 was completed.
Au.62 Lock 2 Completed Provides the total number of times Lock 2 was completed.
Au. 63 Multiball Ready Provides the total number of times the Multiball Feature was ready.
Au. 64 Multiball Started Provides the total number of times the Multiball Feature was started.

Audit Functions 19
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GAME ADJUSTMENTS

General

There are 55 adjustable functions provided to vary difficulty of play and to periodically reset audits and the high
score levels. The various game adjustments are summarized in the Game Adjustments Table and, when
accessed, are shown on the player score display. The Adjustment Numberis shown in the top of the display, the
Description is shown next, and the setting, in the bottom of the display. Access and control is provided from
switches located on the inside of the coin door.

With the FORWARD / REVERSE switch in the FORWARD (up) position, depressing the STEP switch advances
through the game adjustments one at a time. With it in the REVERSE (down) position, the STEP switch selects
lower-numbered adjustments. To rapidly scroll through adjustments, hold the STEP switch depressed. Adjust-
ment values are changed by operating the GAME START push-button. The FORWARD / REVERSE switch
setting determines whether the values are increased or decreased. (With the FORWARD / REVERSE switch up,
the value increases, with it down, the value decreases). When the STEP switch is depressed the display indicates
REQUEST INSTALLED.

Replay & Generic Features

Replays may be adjusted either for fixed levels or for a system-adjusted manual percentage of replay awards.
Four levels may be selected. Adjustments allow awarding of a credit or an extra ball as each level is exceeded.
With the manual percentage feature, if the actual replay percentage is higher or lower than that desired, the game
computes new recommended manual percentage score(s). When the coin door is subsequently opened the
player displays indicate the recommended level and a sound is made to alert the operator of a potential change.
This new level is entered into adjustments simply by pressing the game start push-button. (If the coin door is
closed or you enter audits/adjustments or diagnostics, the replay level is not changed.)

THE OPERATION OF THIS SECTION WILL CHANGE TO AN ICON MENUING SYSTEM. REFERENCE NEW DIAGNOSTICS MENUING SYSTEM INSTRUCTIONS FOR DETAILS OF
NEW ACCESS TO AUDITS AND ADJUSTMENTS (AS WELL AS GAME DIAGNOSTICS, PRINTING OPTIONS, ETC.)

SEGA ADJUSTMENTS (1-43)

Adjust for percentage of awards for Replay Levels (1% through 50%).

Adj.- 1 Replays: Fixed/Manual Lower the automatic value to 0% and the display will indicate Fixed.

Adjust the number of replay levels to be active (1 to 4). Any additional
starting replay levels are automatically set to values higher than

Adj.2 Replay Levels Replay 1. Adjust Replay 1 level to between 100M and 9.99M. (Same
as Start Replay). If Adj. 3is set for 2, 3, or 4, adjust Replay 2, 3, or 4
(respectively) level to between 100M & 9.99M.

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

Adj.3 Replay Award

Adi.4 Free Game Limit Adjust the max. # of free games that may be accumulated per game;

0-9
Adi.5 Extra Ball Limit Adjust the max. # of extra balls that may be accumulated per game;
: 1- 9 or OFF.
Adj.6 Game Difficulty This adjustment is explained in detail on page 24.
Adj.7 Game Pricing This adjustment is explained in detail on pages 25 & 26.

Game Adjustments 23
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Adj. 7 Game Pricing Explained

There are two methods available for coin switch programming; Standard and Custom. Standard pricing uses a
single adjustment (Adj. 7) to select a pricing scheme shown in the Custom & Standard Pricing Tables. Custom
pricing is used to select additional pricing schemes defined by a Drop Down Menu.

With Adj. 7 set to CUSTOM operating the step button again initiates a drop down menu representing coin switch
pulses for the left, right, center and fourth coin slots. The prescribed the number of pulses are required for one
credit. For example, if Left Coin Pulses, was set to 02 and Coin Switch Pulses Required for 1 Credit, to 01 a coin
in the left slot would produce two credits. Further, if Left Coin Pulses, was set to 01 and Coin Switch Pulses
Required for 1 Credit, to 02, two coins in the left slot would be required for one credit.

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

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

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

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

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

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

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

Custom Pricing Table

1/25¢  3/50¢ o1 o1 04 00 01 02 00 01
25¢ 25¢ | $1.00 [N/U| 1/25¢ 5/$1.00 (0 01 04 00 01 04 00 01
1/25¢ 6/$1.00 05 05 20 00 04 20 00 01

110 8 (0}| 02 02 00 02 00 00 00
5scH | 10scH | 10scH |N/U 1108 4/30S 04 08 08 00 06 00 00 00

1/30p 2/50p 5/£1| o1 | 15 | 06 | 02 | 03 | oo | oo | oo
10p | £1 | 50p |20p| 1/50p 3/£1 o1 | 15 | 05 | 02 | 05 | o0 | 00 | 00
1/30p 4/£1 01 | 12 | 05 | 02 | 03 | 00 | 00 | 00

20¢ | $1.00 | N/U |N/U| 1/60¢ 2/$1.00 01 05 00 00 03 05 00 01

Standard Pricing Table

on the next page
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SEGA ADJUSTMENTS (1-43) CONTINUED

Adj. 8

Reset Coin Audits

When enabled (set to YES) all coin / paid credit totals will be reset to
zero when STEP is depressed.

Adj. 9

Reset Game Audit

When enabled (set to YES) all audit totals except for Au. 1, Total Paid
Credits, Au. 5-8, Coins thru ... Slot, Au. 9, Total Coins, Au. 10, Total
Earnings, & Au. 11, Meter Clicks, will be reset to zero when STEP is
depressed.

Adj. 10

Restore High Scores

When enabled (set to YES) the High Score Levels and associated
initials will be restored to backup settings when STEP is depressed .

Adj. 11

Match Percentage

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

Adj. 12

Balls Per Game

Adjust the number of balls per game; 2 to 5.

Adj. 13

Tilt Warnings

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

Adj. 14

Replay Boost

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

Adj. 15

Credit Limit

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

Note: There are 4 of the 6 High Score Levels with associated player initials that are displayed during the attract
mode. This provides a High-Score-To-Date feature. When players exceed these levels, the glayer initials may
be entered to replace the previous ones. These levels may be adjusted to award credits and to

values after a selected number of games.

e reset to backup

Adj. 16

Allow High Scores

Set to enable or disable the four high score levels; 00.

Adj. 17

Award for High Score #1

Adjust the number of awards (0 to 4) awarded for exceeding level 1
(the highest of the four levels).

Adj. 18 Award for High Score #2  Adjust the number of awards (0 to 3) awarded for exceeding level 2.
Adj. 19 Award for High Score #3  Adjust the number of awards (0 to 2) awarded for exceeding level 3.
Adj. 20 Award for High Score #4  Adjust the number of awards (0 to 1) awarded for exceeding level 4.

Adj. 21
-26

Default High Score
#1 - #6

Adjust the score level to which the world record, (level 1) (the highest
of the four levels) may be altered. This adjustment is not affected by
Adj. 28, Reset High Score To Date. Adjust the backup score to which
levels 2 - 6 may be reset, respectively.

Adj. 27

HSTD Reset Count

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

Adj. 28

Free Play

When set to YES, no coins are required for games.

Adj. 29

Custom Message

When desired, this function is used to establish a custom message
periodically displayed during the attract mode. Set the feature to
CHANGE using the Credit button and depress STEP. The letter A is
indicated in the first position in the display. Vary the letter by
operating the left and right flippers. With the desired letter indicated,
depress the START Button to lock in the letter and advance to the
next character. Repeat this procedure until the desired message is
completed in the display. Press the STEP push-button switch to
advance to the next adjustment.

Game Adjustments 27
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SEGA ADJUSTMENTS (1-43) CONTINUED

Adi.

41

Special Memory

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

Adj. 42 Location ID
Adj. 43 & Game ID

0 t0 9999. Allows the operator to assign a location or game
identification (respectively) number to the audit print-out sheet. (Will
not be affected by Factory Restore.)

BAYWATCH ADJUSTMENTS (44-52)(GAME SPECIFIC)

Adi.

44

Laser Kick Criterion

Set to MODERATE, HARD or EXHARD. Default is MODERATE.
When set to MODERATE, the Laser Kick is ON at the beginning of
each new ball. Setto HARD, the Laser Kick (whether in active mode
or not) carries over from the last ball in play. Setto EXHARD, the
Laser Kick is OFF at the beginning of each ball.

Adi.

45

Mball Restart Criterion

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

Adi.

46

Extra Ball Memory

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

Adi.

47

Lock Qualify Criterion

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

Adi.

48

Lock Qualify Timer

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

Adi.

49

Mode Start Criterion

Set to EXEASY, EASY, MODERATE, HARD or EXHARD. Default is
EASY. Determines how many shots it takes to start a Vertical or
Horizontal Mode. EXEASY=3; EASY=4; MODERATE=4; HARD=5;
EXHARD=6;

Adj.

50

Shark Flipper Control

Setto 0to 99. Default is 2. Determines how the Upper Right Shark
Fin Flipper energizes after Sw. #54 is closed to hit the ball correctly
into the scoop. See coil test after Laser Kick Test.

Adi.

51

Returns Open Trapdoor

Set to YES or NO. Default is NO. When set to NO, the trapdoor will
not re-open during Multiball.

Adi.

52

Modesty Feature

Setto YES or NO. Default is NO. When set to NO, video display is
more revealing. Set to YES for video display to be "not so revealing."

More Adjustments are continued on the next page.
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GAME DIAGNOSTICS

Please note: If the Display Reads "OPEN THE DOOR," this indicates a faulty memory condition in RAM. Opening
the Coin Door will initiate a Factory Restore, by opening the Memory Protect Switch. Check battery voltage at
CMOS RAM with power off.

The Sega Pinball system provides tests for sounds, digital displays, lamps, switches, and solenoids. Each feature
may be tested manually or automatically using the STEP and FORWARD/REVERSE push-button switches inside
the coin door and the white "Clear Ticket" button located next to the Diagnostic Switchs. The automatic tests may
be used for a quick verification of automatic test functions and the manual tests, for troubleshooting.

During game play, activation of switches and operation of coils with associated switches are monitored. [f a switch
is not made for 50 games it is considered faulty. When operation of a coil should close or open a switch and does
not, the coil is considered faulty. In Game Over Attract Mode, faulty switches and coils (if any) are reported (See
Tech Alert description below). Note that reporting of an unused switch does not constitute a problem and that a
bad coil could mean that the associated switch requires adjustment.

Wiring to switches, solenoids and controlled lamps uses color-coded wires that basically follows a resistor
color-code scheme for the eight rows and eight columns. During the switch tests and during the discrete lamp
test, identification of the color of the row and column wires are indicated in the Dot Matrix Display. For example,
making the right coin switch during the Switch Test results in the switch functional name (RIGHT COIN), the row
(WHT-YEL) and column (GRN-BRN) wire color codes, and the switch humber are shown in the display.

Entering Diagnostics

With the game in the game-over mode, open the coin door and make sure that the FORWARD/REVERSE
push-button switch is set to REVERSE (down) and depress the STEP push-button switch. The Player displays
will show the toll-free Customer Service number 1-800-KICKERS, that is 1-800-542-5377 ( U.S. including lllinois)
and the toll number (708) 345-7700 (Outside the United States). This indicates entry into game diagnostics.

Service Credits

With the phone number displayed depress the STEP push-button switch. The game now gives the technician the
option of adding 1 to 5 service credits. These credits allow the technician to test-play the game without adding
any counts to the coin audits (Au. 01 & Au. 05 - 08). When the message appears, press and hold the Game Start
pushbutton until the desired number of credits are shown on the display. Then press the step button again to add
these credits to the game and enter Tech Alert. If no Service Credits are desired, press the step button with the
initial message displayed.

Tech Alert

The display will now indicate if there are any faulty switches (i.e., Switches that are normally closed but remain
open or open switches that have not been closed (activated) in 50 games.

Easy Trough Clear

Pressing the step button again displays the EASY TROUGH CLEAR message and instructs the technician to
operate either flipper button to easily remove the balls from the trough. This is provided to allow the technician a
simple method of removing the balls from the trough prior to entering the Active Switch Test , thereby reducing
the number of switches closed. Also, to test functionality of trough, ensure proper trough operation.

Game Diagnostics 31
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Dot Matrix Display Explained

The display utilizes a Micro-Processor Control Board mounted in piggyback fashion to the Dot Matrix Display Driver
Board. The purpose behind this board is to provide more information (192 X 64 Dots) to the operator as well as
displaying graphics to the player.

The board is controlled by a 68000 Microprocessor and its personality ROMs (Unique to the Game). It receives
Data, Reset & Clock Information from the CPU Board via the ribbon cable and sends back multiple Status and
Busy Signals to the CPU. This is to insure synchronized communication between the CPU and the Display
Controller Board.

The Drivers for the rows and columns are provided on 5 surface mounted integrated circuits on the Dot Matrix
Display Driver Board.

Dot Matrix Display Test

To enter Dot Matrix Display Test, operate the STEP push-button switch after the Speaker Phase Test. The display
will immediately illuminate one vertical column of dots, turning it off and illuminating the next column, until each
column has been individually lit, while the other columns are off. It will make one pass. The display will then
illuminate the top horizontal row of dots, and test by lighting the row of the display, then turning it off and iluminating
the next row, until each row has been indivudally lit, while the other rows are off. The test will then illuminate all
the dots in the display, except for one column. It will cycle this blank column from left to right for one pass. The
display will then again illuminate all the dots except for the top row, and then tuming it on and blanking the next
row, until each row has been individually blanked, while the other rows are on. It will cycle this blank row for one
pass. The next test begins with every other dot lit, in both the rows and columns. These dots then go out, and
the unlit dots light, resulting in an alternating checkerboard pattern for approximately 4 seconds. An intensity test
is also displayed at 30%, 70% & 100% brightness. The test will repeat these cycles indefinitely until advanced to
the next test or until the power is removed. (Please Note: These tests may be interrupted at any time by operating
the STEP push-button switch to advance to the next test.)

Laser Kick Test

This test is provided to insure proper interaction between certain switches and their associated solenoids without
entering game play. For example, by rolling the ball over the left outlane switch, the Laser Kick should fire. If it
kicks too early or too late, the switch actuator should be adjusted to compensate for this error. If it fails to fire, use
the switch test or coil test to help determine the cause of the failure. (Note: During this function, similar tests may
be performed on the Vertical Up Kickers or Ejects in the game.)

Shark Fin Flipper Flip: Test & Adjustment

Place a pinball on the playfield above the Wire Form Actuator of Switch #54 (Upper Right Shark Fin Flipper Rollover
Switch). Release ball so that it actuates Switch #54 and rolls in front of the Upper Right Flipper. The flipper will
energize and send the ball into the Shark Super Scoop. [f the pinball misses the Scoop, adjust values accordingly
using the Left (-) and Right (+) Flipper Buttons. Too high or rears to the right: INCREASE VALUE. Too low
or rears to the left: DECREASE VALUE.

PLEASE NOTE: THIS VALUE CAN BE CHANGED WITH ADJUSTMENT 50, SHARK FLIPPER CONTROL.

Game Diagnostics 33
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Switch Matrix Locations, Descriptions & Switch Part Numbers

1* | PLUMB BOB TILT (See Item 17, Cabi

t Parts, Pg. 43)_

2* | 4TH COIN SLOT (On Coin Door)

500-5097-02

3* | START BUTTON (Left of Coin Door)
4* | RIGHT COIN SLOT (On Coin Door) 180-5024-00
5* | CENTER COIN SLOT (On Coin Door) 180-5024-00
4* | LEFT COIN SLOT (On Coin Door) 180-5024-00
7* | SLAMTILT 180-5022-00
8* | EXTRA BALL BUY-INLEAGUE BUTTON | 180-5073-00
9 | 2-BANK STAND-UP (TOP) 180-5133-00
10 | #1 BALL TROUGH (LEFT) 180-5119-00
11 | #2 BALL TROUGH 180-5119-00
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Note: Partial Ramps not shown for clarity.
* Location - In or On Cabinet
T Specify Game N2 (33) & decal description if applicable.

27 NOT USED

29 NOT USED

N
12 | #3 BALL TROUGH 180-5119-00
13 | #4 BALL TROUGH 180-5119-00
14 | #5 BALL TROUGH (RIGHT) 180-5119-00
15 5-BALL TROUGH VUK OPTO (TRANS) | 520-5124-00
(REC) 520-5125-00

16 | SHOOTER LANE (Diode Loc. Terminal Strip) | 500-5707-00
17 | 5-BANK STAND-UP (S)HARK (BOTTOM) | 180-5132-00
18 | 5-BANK STAND-UP S(H)ARK 180-5132-00
19 | 5-BANK STAND-UP SH(A)RK 180-5132-00
20 | 5-BANK STAND-UP SHA(R)K 180-5132-00
21 | 5-BANK STAND-UP SHAR(K) (TOP) 180-5132-00
22 | 3-BANK DROPS (TOP) 180-5104-00
23 | 3-BANK DROPS (MIDDLE) 180-5104-00
24 | 3-BANK DROPS (BOTTOM) 180-5104-00
25 | LEFT RAMP ENTER 180-5090-00
LEFT RAMP EXIT 180-5057-00

180-5090-00

_____ RIGHT RAMP EXIT (Not Shown) 180-5051-00
RIGHT RAMP STAND-UP (LEFT) 180-5132-00
| 32 | RIGHT RAMP STAND-UP (RIGHT) 180-5132-00
LEFT RETURN LANE 500-5706-00
NOT USED -—-
NOTUSED —-— - —
36 | LEFT RAMP STAND-UP (LEFT) 180-5132-00
37 | LEFT RAMP STAND-UP (RIGHT) 180-5132-00
38 | TOP LANE ROLLOVER (LEFT) 500-5706-00
39 | TOP LANE ROLLOVER (MIDDLE) 500-5707-00
40 | TOP LANE ROLLOVER (RIGHT) 500-5707-00
41 | LEFT TURBO BUMPER 180-5015-02
42 | BOTTOM TURBO BUMPER 180-5015-02
43 | RIGHT TURBO BUMPER 180-5015-02
A4 | UPPER VUK (Vertical Up-Kicker) 180-5116-00 |
45 *| LEFT ORBIT ROLLOVER (Under "49") | 500-5707-00
46 | LOWER SUPER VUK (UNDER ARCH) 180-5116-00
47 | UPPER BALL LAUNCH 500-5706-00
48 | CENTER RAMP STAND-UP 180-5132-00
49 | CENTER RAMP EXIT 180-5051-00
BALL LAUNCH BUTTON 500-5973-00
NOTUSED  eme— - —
52 | SPINNER 180-5010-04
53 | 2-BANK STAND-UP (BOTTOM) 180-5133-00
54 | UPPER RIGHT SHARK FIN FLIPPER 500-5142-00
55 | UNDER PLAYFIELD RAMP ENTER 180-5093-00
56 | SHARK SUPER SCOOP 180-5116-00
57 | LEFT OUTLANE 515-5138-00
58 | RIGHT OUTLANE 500-5706-00
59 | RIGHT OUTER RETURN LANE 500-5706-00
60 | RIGHT INNER RETURN LANE 500-5706-00
61 | LEFT SLINGSHOT 180-5054-00
62 | RIGHT SLINGSHOT 180-5054-00
63" g\'/DvT%H&sLT(/)\VgER LEFT FLIPPER 180-5122-00
.U o R
o4 S\’/:VFI,'FC':RH&SLT Av(s:/ER IGHT FLIPPER 180-5122-00
35
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Lamp Matrix Location and Descriptions

a

(Ball Launch Button),
Item 8
(Extra Ball Buy-in/
League Button)
are located on the front
of the cabinet, left side.
Item 64
(Start Button)
is located on the front
of the cabinet, right side.

10 MIL + VIDEO MODE

20 MIL + LASER KICK

30 MIL + SHARK

50 MIL + LITE EXTRA BALL

100 MIL + EARTH QUAKE

SEARCH & RESCUE MYSTERY

BALL LAUNCH BUTTON

EXTRA BUTTON

SHOOT AGAIN

o o N [on s jeo N (-

LEFT TURBO BUMPER

SHARK SUPER VUK

RIGHT RAMP ENTER

SPELL IRONMAN

SHARK FLIP

LASER (2-BANK STAND-UP TOP)

KICK (2-BANK STAND-UP BOTTOM)

5-BANK STAND-UP S OF SHARK

5-BANK STAND-UP H OF SHARK

5-BANK STAND-UP A OF SHARK

5-BANK STAND-UP R OF SHARK

5-BANK STAND-UP K OF SHARK

LITE (3-BANK DROP TARGETS)

LOCK (3-BANK DROP TARGETS)

SQUID POPS (INNER RT RETURNLANE)

SPECIAL (LEFT & RIGHT OUTLANES)

LASER KICK (LEFT QOUTLANE)

SHARK JACKPOT

JACKPOT (SIDE RAMP)

HELICOPTER (S-U CENTER RAMP)

EXTRA BALL (UPPER VUK)

WAVE RUNNER (S-U RT RAMP LT)

SCARAB (STAND-UP RT RAMP RT)

LOCK 1 (OVER LEFT RAMP ENTER)

LOCK 2 (OVER LEFT RAMP ENTER)

LOCK 3 (OVER LEFT RAMP ENTER)

ATV (STAND-UP LEFT RAMP LEFT SIDE)

RESCUE TRUCK (S-U LEFT RAMP RT)

S OF SPF (TOP LANE LEFT ROLLOVER)

P OF SPF (TOP LANE MID ROLLOVER)

F OF SPF (TOP LANE RIGHT ROLLOVER)

G OF (G)JUARD

MITCH

CPR

SURF BOARD (LEFT RAMP)

U OF G(U)ARD

MATT

COPTER RESCUE

SURF BOARD (CENTER RAMP)

A OF GU(A)RD

C.J.

DIVER TRAPPED

SURF BOARD (UPPER VUK)

R OF GUA(R)D

CAROLINE

SHARK COVE

SURF BOARD (RIGHT RAMP)

D OF GUAR(D)

STEPHANIE

TIDAL WAVE

SURF BOARD (SPINNER)

TIDAL WAVE (LEFT ORBIT)

EARTH QUAKE (UPPER VUK)

TIDAL WAVE (SPINNER)

Please Note: General lllumination (G.l.) Lamps are not shown.

For Bulb Types & Sockets, see pages 53 through 56.
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