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v JOKERZ 'A»u-dlt 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 o
03 RIGHT COINS 898
04 PAID CREDITS 830
05 TOTAL PLAYS
06 TOTAL FREE (Tota! 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 MINUTES OF PLAY (Minutes of Play)
19 BALLS PLAYED
20 REPLAY1 AWARDS
21 REPLAY2 AWARDS
22 REPLAY3 AWARDS
23 REPLAY4 AWARDS
24 1 PLAYER GAMES
25 2 PLAYER GAMES '
26 3 PLAYER GAMES
27 4 PLAYR. GAMES .
28 BURNIN CYCLES
29 JACKPOT AWARDS (# of times "Jackpo!” was awarded)
30 1 MILLION AWARDS (# of "1 Million® shot awards)
31 DOUBLE YER SCORE (# of "Double Yer Score" shot awards)
32 MULTIBALLS (# of times for Mutti-Baim™ play)
33 EJECT'S SPECIAL (# of times Eject awarded Special)
34 LANE EX. BALLS (# of Ex. Ball awards via Out or Return Lanes)
35 ADVANCE X'S (# of times Bonus Multiplier advanced)
36 EXTRA BALL LIT (# of imes Ex. Ball was lit by Bonus Muttiplier)
37 BELLS COMPLETED (# of Ace - Ten completions for Special)
38 SPECIAL LIT (# of times 5th Bell iit Special)
39 H.S.RESET COUNTER
40 0.0-0.4 MIL. SCORE (# of games <S00K) |
41 0.5-0.9 MIL. SCORE (# of games 500K, <1M)
42 1.0-1.4 MIL. SCORE (# of games 21M, <1.5M)
43 1.5-1.8 MIL. SCORE (# of games 21.5M, <2.0M)
44 20.2.4 MIL. SCORE (# of games 22.0M, <2.5M)
45 25.2.9 MIL. SCORE (# of games 22.5M, <3.0M)
46 3.0-99.9 MIL. SCORE (# of games 23.0M, <99.9M)
47 H.S.T.D. 1> 727 (1stin HSTD Table, winitials)
48 H.S.T.D. 2> 277 (2nd in HSTD Table, w/initials)
49 H.S.T.D. 3> 7?7 (3rd in HSTD Table, winitials)
S0 H.S.T.D. 4> 777 (4th in HSTD Table, w/nitials)
51 AV. MIN. GAME TIME (Avg Game Time in minutes)
s2 LEFT DRAINS (# of drains via Left Outiane)
53 RIGHT DRAINS (# of drains via Right Outiane)
54 MILLION LIT (# of times *1 Million® shot was 1it) :
1 S5 CONSOL. EX. BALLS (# of Consolation Eitra Balls awarded)
NOTE:

1. The numbers shown in this colurmn for Jtems 1 through 4 are examples.

E.nniesforallitqnsdependonthenmoimi of play; thus, they will vary o
from location to location.
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' JOKERZ Game Adjusiment Table

ﬁetory

14

“":":: ont Descriptive Phrases Sotting
(Player 3) - (Player 1 and 2 D (Player 4)
Ad 01 AUTOREPLAY ' er 10(%)
.. | FIXED REPLAY ! SCORES!
02 REPLAY START {or REPLAY LEVEL 1) ' 2,500,000
03 REPLAY LEVELS (or REPLAY LEVEL ) ! » 01 (or OFF)
o4 (REPLAY LEVEL 3! (see twxt)
05 (REPLAY LEVEL 4) ' (se ten1)
08 REPLAY AWARD Credit
o7 SPECIAL AWARD Credit
(.1} MATCH FEATURE o, 1-50%) 10 (%)
09 BALLS / GAME 03
10 TLT WARNNG 03
W [Seeie  (SpeEemEsAnyl see
12 MAXMUM CREDITS T 10
13 HIGHEST SCORES . on. .
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 H.. SCR.1 CREDITS 01
19 Hi. SCR2 CREDITS o1
20 Hl. SCR.3 CREDITS o1
21 Hl. SCR.4 CREDITS 01
22 H. S. RESET EVERY 3,000
23 FREE PLAY 236 NO
24 USA. 1 COINAGE (1 COIN 1 PLAY) ™
25 LEFT UNITS 01
26 CENTER UNITS 04
27 RIGHT UNITS 01
28 UNITS/ CREDIT : 01
29 UNITS/ BONUS 00
30 MINIMUM UNITS . 00
31-48 Game-specific Adjustments (detailed in texi and the Game
Adustmert Seting Comparison Table)
494 CUSTOM MESSAGE o ON
50 DISPLAY AU (01 - 04) YES
81-82 Game-specific Adjustments (detailed in text and the Game
Adpstment Saring Comparaon Table) | ™
53 -88 3¢ | Special Pricing Adjustments- See text for 53-58 details.
59 : INSTALL ADDABALL NO
€0 p INSTALL S$-BALL NO
61 INSTALL NOVELTY . NO
62 : INSTALL EX. EASY NO
63 INSTALL EASY NO
64’ 5 | nsTALL MEDILM NO
65 s INSTALL HARD NO
66 INSTALL EX. HARD NO
67 AUTO BURN-N NO
68 CLEAR COINS NO
69, CLEAR AUDITS NO
70 INSTALL FACTORY NO
-mmm;evduemehd ble from S w0 SO%, via the Credit bunion. Rem 02
\\ ‘:xu changing the faciory seling value lu y Sl.m Level (valid for next SO0 gmmes pl-yad)
03 permius ssting up W four replay lovels, values = dewiled in text dmacribing item O
For Fized Replay Scores, sst Amto K hynheulh-hn&(‘)mubdnm Oohh-u
92, 03, 04, and 05; nwlm.tqhyhelm Turn off any replsy leve! by setting 00 #s its value.
2. Pbrase i parexhosss is Eactory Sciiing, Phrasc appears ip playwr 2 mnd 4 displays. Press Credit betion
‘. uwmlhpﬂewuh—u
s. 'r._w.-moump-aﬁu p-ounwmumuwm- followed by 8
Cusmon Spaiing. The Custom Sening activaies items 2S5 trough 30. Whes a Standard Setting is waad,
jlams 25 through 30 sre set sutomatically, and camnot be changed.
4. To inmall Custors Message, press flipper bution fer alphabet and epecia! characiers. Prem Credit button
for next message letiar or character.
S. smumumqmamnmhmancupncm
6. Refar 1o Pricing Table and text descriding these itemns.
7. Approximmes Ad 64, yummMWhﬁmmmununwn
provided by Ad 64, .
"“‘&
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JOKERZ umﬁ-llatrlx Table

OLUMN ' s O84 s O ) s Ost ¢ O56 7 O54 s Q%2
YEL-BRN | VEL-AED | YEL-ORN vEL-BLX | YEL-GRN | YVEL-BLU YEL-VIO | YEL-GRY
ROW - 147-1 147-2 147-3 147-4 1J7-8 147-7 147-8 1J7-9
%0 RED- laONUS ey | BONUS B Drop Target anckpor | ooriee
1 BRAN h Hearts Jackpot (BG)
s Ko 10K (TR) ol BET 47 (BL) 3,000 q a9 __§7
ce1 RED- Drop Target DEALAGAIN | 10 Milion
2 BLK w:‘:s '?"»k's E ©R) Draw Poker | Spedes Jackpot (BG)
198-2 of BET 4 2 _gol 58
os2 RED- T 1.5 Million
3 ORN eo:a'?s & T Drop Target | Spedial Clubs “’;:;"‘ Jackpot (BG)
1J8-3 43] OfBET 49 27 g1l 89
o83 RED- A ] 2.0 Million
on ARD aonu‘sxmw) 4 Lett I‘\,g: 180l Diamonds | UPFEum |Jadipot(BG)
196-8 4 2] Ovtane s g2l 80
084 RED- - 2.5 Milion
Os4 MED, BO&JS & L Retum KJgFg 2Bels | Lot Ramp UPFilum | joko0t (BG)
1J6-8 Lane -, 1 __¢
o8s RED- BONUS 8X R Return Queen . UPF lum 3.0 Million
¢ BLU 10K (BL) Lane UPF S Bels Right Ramp Jackpot (BG)
16-7 14 22 48 _58| 62
086 RED- BONUS 6x Right Jack 4 Boll Loft Jet's UPF Bum 3.5 Milion
7 VIO Outiane s 4§ | Jackpot (BG)
wes | TRER 4 15 23] UPF 34 ol 10K 49 el
087 RED- BONUS - | Double Scores 10 § Bells Right Jet's UPF lum 4.0 Million
s onry | joxm) X |whenFushing) | o0 Lites 10K rghy | _ | Jakeot (B3)
16-9 s 16 24 s2| Specia 40 48 [ 64
TL=TopLett TReTopRight BL = Botiom Left BR = Botiom Right  UPF = Upper Playfield  BG = Backgiass >« 2 Lamps
JOKERZ Switch-Matrix Table i
OLUMN 1 045 2 O 3 O s O s 08 s OV T s 045""‘ !
GAN-BRN | omn-nED | GRN-ORN | GRN-YEL | GRN-BLK | GRN-BLU GRN-VIO | GRN.GRY ;
ROW 198-1 1J8-2 148-3 1J8-4 1J8.8 1J8-7 148-8 1J8-9 ;
1 '::L’ ‘Piumb Bob | Playfield B 8L 3-Bank DT TL3Bank DT | Lot Ramp | Lane m%*‘*‘:ﬂne
1410-9 Tit 4 Tt OfBET 4 7|®OP) 25 aa|toP)  ag]| 5™ 49 57
WHT- | C Side Power $-Ban joht Ramp | Lane Change
2 RED | ACRey | Outhole E e > it o7 | Fheore Lot
1J10-8 910] OBET 418 26 34 42 50
44 Crecdit | Bal Trough T BL 3-Bank DT TLS-Bark DT Dranw Pokr
stz | BUROn #1 .| OBET 49 (botiom) , 4 g 5 | ©oMoM) 4 § 1| Backolass 5 @
WHT- . Left Left Jot
isft Coin | Ball Trough Ace BR3-BakDT| 0 \Geke Ramp
4 YEL Outane d Bumper
1J10-8 Chute 4 2 42 20| UPF 2g{®™P 36 sa| PNSE g | BumPTe
WHT- 3 Ball Trough | Left Retumn BR 3-Bank DT Right Jet
Center Coin roug King Left Lock 10 pt
5 GRN . Bu
1910-8 Chute s Lane | UPF a9 (mid)  5,] VBl (TR) P e 41 4
. WHT- | Right Coin | gat Shooter | Fiaht Rewm | Queen |BR3BankDT| (et Lock Lower Jet
swios | M ¢ 14l UM aa] UPF (botiom) o o | 2Baks 54 Bumpere 2
WHT- ight BL Kicker
Sam TR Ramp Rig TR JoKE
7 vio o | ouane_ | Y8SK Sl I Ceiing’
110-2 7 18 2 94 39 471 ¥
WHT- High Score Ramp Double - 10 BR m
1J10-1 8 18| Taget 24 32 40 48 86 64

TLe TopLeh TR=Top Right BL = Botiom Left BR = Botiom Right UPF = Upper Playfield




JOKERZ Solenoid Table

Omn-Gry wires connect
circuits are pulsed, when Sol. 12
and C terminals
4. Relay is moursed on Reley B4, pm C-

to

is de-encrgized;
the J14erminal connecuion bi
11998-1. S. Relay is mounted on Aux

from CPU Bosrd w flipper switch. 2. Fﬁppaemeca'ouminbrmnhu
“C" circuits wre pulsed, with Sol. 12 encrgized. Wire
sted for the Aux Power Driver B4, whi

colors in

. Connections Solenold Part Number
Sol. solencid] Wire® Driver
Function . Flsshiamp T
Neo. ; Type Color {CPU Idl 'Eh'b'::'o‘tl Traote] o Be: "“’l n"‘
01A 3| Outhole Kicker Switched 1P11-1 | 8J1-9:544-8 (A) Q33 | AE-23-800
o01C3| Lot UPF/JO’ (1) Flashers . Switched (Gry-Bm) 8.8-9 (C! 033 | #908/969 Nashiamps 35,11
0243 | BaY Rolease (Shy Lane Feedsr) | Switched 1P11-8 | sn-7:5548(A) " | G2s | AE-23-800
02C 3] UPFAKE" (1) Flashers Switched (Gry-Red) 558 (C) 025 | #906.#€9 Rashiamps  1p.1i
03A 3| Botiom Left 3-Bank Dr Tt Swiched 1P114 | SJ10:584-7 (A Q32 | AE-26-1200 ,
03C3| UPFFRZ" (i) Fiashers Swirched (Gry-Om) 8Js-7(C) | 032 | esoeses P
04A?| Botom Right 3-8ank Dr Tg Switched 1P11-5 | 831-5: 8348 (A) | Q24 [AE-26-1200
04C3| Right UPF/T () Fiashers Switched (Gey-Yol) 8355 (C) Q24 [#906/989 fashiamps  1p.11
05A3] Top Len Kicker Switched 1P118 | sH14:84-5(A) Q31 | AE-23-800
05¢3| DOUBLE SCORE (T) Flashers | Switched GyGm)| = S84(C) Q31 | #es fashiamps TR
o08A3] Top Len 3-bank Dr Tgt Swiched 1P11-7 | SH-3:8M44(A) Q23 | AE-2¢-1200 ‘
06C3| TL Dr TguTop Jokers (1) Flashers Switched (Gry-BL) 8J5-3 (C) Q23 | #906/960 fashiamps  1p.11
07A?] Botiom Let Locking Kicker Swiched 1P11-8 | SJ1-2:54-2(A) Q30 | AE-26-1500
07¢3| BL Dr TguMid Jokers (f) Flashers | Swiiched (Gey-Vio) 8J5-2(C) Q30 | #o0s/889 mrm 1.1
08A3| Knocker Switched } 1P11-9 | BN-1:5M41(A) 022 | AE-26-1200

08C3| BR Dr TguLwr Jokers (1) Flashers| Switched (Gry-BK) 8J5-1 (C) Q22 | #906/989 flashlamps  2p

09 | On Cntr Ramp/ackpot (f) Flasher Controlied 1P12-1 | 532-9: Su6-9: 204-3 | Q17 | #906/089 Sash M

10 | Playfieldinsert Gl bum Relays | Controlied 1P12-2 | 5J2-8: 56-8:2J4-5 | Q9 |5580-12145-01

11 | Wheel (1) Fiashers Controlled 1P12-4 | 5J26: 506-7: 2048 | Q16 | seo flashiamps .

12 | A Select Relay Controfied 1P12:5 825 o8 |s580-09555-01 3

13 | wheei Cail B (D) Controlied 1P12-8 5J24: 5J6-5 Q15 | 14-7948

14 | wheet Calt A(D) Controlied 1P12-7 |  5J2-4:5063 Q7 |14-7948

15 | Cnt Ramp Motor Controlied 1P12-8 5J52-2: 8J6-2 Q14 | 14-7944

18 | TR Eject Controlied 1P12-9 842-1: 5J6-1 Q6 | AE-23-800

17 | Lot Jot Bumper Special #1 1P19-7 8J3.7: 8477 ars | Ae-23-800

18 | Lot Kicker ("sling”) Special #2 1P194 5J3-8: 8J7-6 Q71 | AE-$6-1500

19 Right Jet Bumper Special 83 1P19-3 843-3: 5J7-3 Q73 | AE-23-800

20 | Right Kicksr (“siing®) Special &4 1P19-6 8J3-4:8J7-5 Qep | AE-26-1500

21 | Lower Jet Bumper Special #5 1P19-8 5J3-2:5J7-2 Q77 | AE-23-800

22 | in Cntv Ramp Fiasher Special #6 1P19-9 £43-1: 871 Q79 | #906 flashiamp

- Bight Flippet - 1P19-1 | 213-1:218-10: TP1-15 | -

Lower Right Flipper [7P1-16: 2J18-6: 2J17-4) FL11830/50VDC
- - 1P19-2 | 218-2 2)18-0: 7P1-18 .
Lower Left Flipper BuGry] 2 [7P1-19,2018-5:2J17-3] FL11830/50VDC

Nogs: 1. Wbteom,ucqtﬂippuOmVioudOm-Gry,npwrdcnmbu(wewmhdwimwdndo{mx Flipper Om-Vio and

flipper swikch to flipper coil. 3. “A*

brackets are those fram respective A
b conrols the device pulsing by Sol. 12.
Power Driver B4, D-12247 in the backbox.
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Jstment Setting Comparison Table

/. JOKER%
. i
/ m" A Ml g, as| vesum ag| ., AgjEE M Not
A Lo L ”199 riptiofy™ gy 62 | 5% 63 |(Facton) 64 .65 | Hard @6 | Applicable
) 33 | MILLION Timer U sec 15 sec 12 sec 10 sec 8sec | Bsec
34 | 2X SCORE Timer -oFf | OFF _ OFF 20sec | 10sec | 10sec
35 oex.vensconerrng? zs 25sec | 20sec | 20sec | 15sec | 10sec
36 |CARD Memory: § Yot Yes Yes No No No
37 |BELL Memory '; Yes - Yes Yes Yes No No
38 |ExBaiMemory ¢ § Yes 1 Yes Yes Yes No
39 |NEXT GAMEMempry | Yes ki Yes 1 Yes ~ 1-Yes Yes Yes
40 | SUIT Memory="" ! . Yes . Yes > No ‘No No No
41 TBRO TGT Memory. nYeS Yes |+.Nes Yes No No
~ 42 ‘M ! \LL Diticutty _}° Easy Easy Easy Medium | Medium Hard
43 JACKPOT Ditficulty Easy. . | ‘Easy Medium - | Medium | Medium Hard
24 |JACQPOT Advanwe - | 20.000 10000 | 5.000 | 5000 | 6.000 | 5.000
45 |LITEEX.BALL &t 4X B 86X (Y4 7
46 [LITBSPECIALIn - | 3Bells 3Bells |- 4Bels | 4Bells | SBells 5 Bells
47 |Ex. BalpPercent 50% | 50%. 33% 33% 33% 33%
48 |SPECIAL Percent -~ 5% 5% 5% 5% 5% 5%
Adj#|  AdjDescription Not  |Era Ad|g,,, AG|Medum Adt, ., Ad Extra - Ad
; Applicable | Easy 62 85Y g3 |(Fastory) 64 €5 |Had 86
German & European Games L : k )
H
{
¢
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WARNINGS & NOTICES |
_WARNING : : |

FOR SAFETY AND RELIABILITY, WILLIAMS ELECTRONICS GAMES; does not recommmend or
authorize any substitute parts or modifications ot WILLIAMS® equipment. Usd-of Non-WILLIAMS® parts,
or modifications of game circultry, may adversely aflect game play, or may causé injuries.

SUBSTITUTE PART OR EQUIPMENT MODIFICATIO“S mayvoldFCCTypeAcceptame.

ra i g #

BECAUSE THIS GAME 1S PROTECTED by Federal copyright, trademan@and patent laws,
unauthorized game conversions may be illegal under Federal law. LR

THIS ‘CONVERSION® PRINCIPLE ALSO APPLIES to unauthorized facsimil;;Uf WILLIAMS'
equipment, logos, designs, publications, assemblies, and games (or game features not deemed to be
in the public domain), whether manufactured with WILLIAMS' components or not. -

| (WARNING) v

This equipmen‘t”%:nerates, uses, and can radiate radio frequency energy, and if not installed and used
in accordarice with the instructions manual, may cause interference to radio communications. X has been
tested and found to comply with the imits for a Class A computing device pursuant to Subpatt J of Pant
45 of FCC Rulés which are designed to provide reasonable protection against such interference when
operatedin a commercial environment. Operation of this equipmentin a residential area is likely to cause
_interference in which case the user at his own expense will be required to take whatever measures may
be required to correct the interference.

§° WARNING

" FCC STICKER. Check the back of your JOKERZ game to verity that an FCC-certification sticker was
- * attached to your game at the factory.
Al games that leave WILLIAMS' plants have been tested and found to comply with FCC Rules. Because
‘the sticker is proof of this fact, legal repercussions to the owner and distributor of the game may result, if
‘the sticker is missing. if you receive any WILLIAMS game, manufactured after December 1982, that has
no FCC sticker, call WILLIAMS for advice or write us a note on your Game Registration Card. Be sure
that the card bears your game's serial number. S

RF _interference Notice :
CABLE HARNESS PLACEMENTS and ground strap routing on this game have been designed to keep
* RF radiation and conduction within levels accepted by the FCC Rules. k

. TO MAINTAIN THESE LEVELS, reposition hamesses and reconnect ground straps to their original
placements, if they become disconnected during maintenance.

Notice
JOKERZ, Lane Change, and MULTI-BALL are trademarks of WILLIAMS ELECTRONICS GAMES, INC.

FOR SERQ!\ICE...

o ' ° ® :
CALL your authorized _ %m® @
WILLIAMS' Distributor.

ELECTRONICS GAMES, INC.
- , 3401 N. California Avenue .
Chicago, IL 60618

. Transport this game ONLY
W ARNING: with hinged backbox DOWN!

6.




