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I. GENERAL 

Meadows GYPSY JUGGLER ts a 1, 2, 3, or player game where players compete 
for high score against opponents or against themselves. High skill factor; takes 
a second to learn GYPSY JUGGLER, and a lifetime to master. Invites replay for high­ 
er score. 

Objects being Juggled are eggs served by the player to the juggler figure on 
the screen by pressing "ADD-ANOTHER-EGG" button. Add more eggs (maximum 4) and 
your score zooms up. 1egg=5 points, 2=50 points, 3=100 points, =200 points. No 
score for bouncing egg off the jugglers head. 

Misses (dropping an egg), operator adjustable 2-9; a "peeping" chicken pops 
out of broken egg and exits off the screen in shortest direction. 

Eleven separate sound effects accompany juggling. Intermittent theme music 
during attract mode is operator option. 

Other features on this sensational new fun and skill GYPSY JUGGLER include: 
Separate volume control for game sounds and music; coinage options including 
Free Play for showroom demo and trade shows; credit accumulator to 99; external 
ON/OFF switch; Hi Score For the Day; 3-position interlock switch inside back door; 
slide-out step; automatic ROM/RAM SELF TEST. 

LL, NORMAL OPERATION AND GAHE SEQUENCE 

A. ATTRACT MODE 
When GYPSY JUGGLER is first powered up, the game attract mode Is displayed 

on the screen; the computer playing the game exactly as the game should be played. 

Information displayed on the T.V. screen during the attract mode ts: 

TODAYS HI SCORE• XXXXX 
GAME CREDITS=XX 

PLAYER 1= 
PLAYER 2= 

MISSES LEFT= X 

PLAYER 3= 
PLAYER l= 

Directly under the juggler figure, in the attract mode, intermittently flashing, 
ts the message: 

INSERT COIN 1 COIN PER PLAYER 

OTHER COIN OPTIONS AVAILABLE ARE: 

1 COIN= 2 PLAYERS 
2 COIN PER PLAYER 
FREE PLAY 
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"FREE PLAY" coin option specific design and purpose is to enable the game 
to be put into this mode for showroom demonstration or exhibit/trade show 
demonstration, and eliminating the necessity of having to leave the coin 
door open for access to the coin acceptor or affix an external free play 
button. When GYPSY JUGGLER is used in FREE PLAY, l game credits are always 
given. All l credits must be played before game will go back into attract 
mode. 

Another feature included in the attract mode, (operator selectable), is one 
chorus of theme music, Thunder and Blazes a.k.a. (Entry of the Gladiators), 
which will play one chorus approximately every minutes. One chorus lasts 
approximately 20 seconds. The volume for intermittent music during attract 
mode can be controlled and adjusted separately from the other sound effects 
that accompany the game during play. 

B. COINS INSERTED 
When coins have been inserted, GAME CREDITS will indicate the number 

of credits (i.e. = 01). A series of 3 "gong" sounds accompany insertion 
of each coin. The attract mode stops immediately as soon as the first coin 
is inserted, and the "Instruction" mode appears on the screen. The MISSES 
LEFT will also indicate the number of misses the game ts set for by· the 
operator, (i.e.= 5) (Can be set at 2 to 9 misses). 

C. INSTRUCTION MODE 

All information on the top quarter of the T.V. will remain. In the area 
where the juggler figure appeared, the processor will write: 

SEE CONTROL PANEL FOR 
INSTRUCTIONS 

SCORE XXXXX FOR EXTENDED PLAY () 

One chorus of The Volga Boatmen will play during the attract mode. One chorus 
lasts about 8 seconds. The instruction mode and 8 second chorus will be 
terminated Immediately when PLAYERS button is pressed. 

() EXTENDED PLAY message will appear during the attract mode only if the 
operator selects this feature. XXXXX Indicates the minimum score to be 
achieved and is operator selectable at 5,000; 15,000; or 35,000 points per 
player. EXTENDED PLAY is one additional miss during that players turn. 

D. READY TO START JUGGLING 

As indicated on the control panel "INSTRUCTIONS", each player must 
press "PLAYERS" button. When the players press PLAYERS button, 00000 is 
displayed to the cooresponding players in a very rapid succession and 
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this procedure, too, ts accompanied with sound effects. Putting players 
into play is accomplished in exactly the same manner as pinballs. 

Player 1 score area begins to flash indicating Player 1 up. The 
Jugglers legs are moving and he can be moved freely left and right on the 
T.V. screen. 

The player should locate the man directly under the chute and serve the 
first egg by pressing "ADD-ANOTHER-EGG" button. Juggling has begun by 
passing the egg from one hand to the other. For the first egg, each time 
the egg is Juggled from one hand to the other, 5 points are added to the 
players score. 

When the second egg is added by pressing "ADD-ANOTHER-EGG" button each 
successful hit adds 50 points to the players score. Please note that for 
best results and higher scores, each time one egg is added, the Juggler 
figure should be under chute. For the third egg put into play, each hit is 
worth 100 points; forth egg in play and hit is worth 200 points every time 
successfully juggled from hand to hand. 

E. DROP AN EGG 

' I 

I 
• I 

When an egg is dropped (MISS), there ts an accompanying ''splat'' sound. 
A chicken pops forth out of the egg and goes "peeping" off the screen in 
the shortest direction. The broken egg from which the chicken emerged re­ 
mains visible on the screen until the next player "ADDS-AN-EGG" and starts 
Juggling. 

For each miss, the ''MISSES LEFT'' decreases by one. 'NEXT PLAYER!' is also 
written across the T.V. screen. These events occur until all "misses" are 
U6ed up by the players. 

F. GAME OVER 

After all players have used the designated number of misses, "GAME OVER" 
is written across the T.V. screen and remains written on the screen for about 
four seconds. The game will automatically play one chorus of 'Thunder and 
Blazes''. ''GAME OVER'' message will disappear from the T.V. after the four se­ 
cond period and then the game will automatically go into the attract mode. 

If a game credit remains on the game after 'GAME OVER'', the game will 
sequence Its four second message and music for 11GAHE OVER11 and then instantly 
go into Instruction Mode, playing its one chorus of The Volga Boatman. 

All scoring Information remains on playfield at completion of game if all 
credits are used. If credit(s) remain at completion of games just played, 
all information is eliminated except TODAYS HI SCORE and GAME CREDITS. 
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I I I . SWITCHABLE OPTIONS (See Page 9 ) 
' 

A. COINS PER PLAYER' 

COINAGE S SW5 
1 coin per player ON ON 
1 coin= 2 player OFF ON 
2 coins per player ON OFF 
FREE PLAY OFF OFF 

B. MISSES PER GAME 

#MISSES S1 SW2 S3 
2 ON ON oN 
3 OFF ON .ON 
4 CN OFF ON 
5 OFF OFF ON 
6 ON ON OFF 
7 OFF ON OFF 
8 ON OFF OFF 
9 OFF OFF OFF 

c. INTERMITTENT MUSIC DURING ATTRACT 

S6 
ON OFF 
OFF ON 

D. EXTENDED PLAY (EXTRA HISS) 

S7 S8 - - NO EXTENDED PLAY ON ON 
5,000 OFF ON 
15,000 ON OFF 
35,000 OFF OFF 

If extended play is selected by the operator, this will be indicated to 
the player during the ''Instruction Mode''. To reiterate, the extended play 
message during Instruction Mode reads: "SCORE XXXXX FOR EXTENDED PLAY"; 
(XXXXX being the level of score the operator has chosen from D. above). 

When the player reaches this score level while playing the game, a series 
of "gongs" will be heard and the message "SAME PLAYER PLAYS AGAIN" will be 
written in the solid yellow area under the juggler constantly until a ''miss' 
occurs during that play. When the egg is dropped the egg splats; the chic­ 
ken exits the T.V. screen and the identical message "SAME PLAYER PLAYS AGAIN" 
Is written again across the middle of the T.V. The extended play is there­ 
fore indicated in '1MISSES LEFT11 area and does not decrease by one. For 
instance, if 'MISSES LEFT'' shows 3 and extended lay is reached, 'MISSES 

'LEFT" will still indicate 3 at the end of that players turn. Additionally 
the player number (1,2,3, or ) will continue to flash as further reminder 
that it is still this players turn. 
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. IV. GYPSY JUGGLER CONTROL PANEL 

A. DESIGN 
GYPSY JUGGLER control pane] has (2) pushbuttons and (1) clutch 

potentiometer (pot) control knob. One pushbutton, PLAYERS, is for 
putting the number of players into the game. The other pushbutton, 
"ADD-ANOTHER-EGG" is used for the purpose of adding eggs to be juggled 
to the Juggler. The clutch pot control is designed to move the juggler 
from left to right on the T.V. screen. 

The control panel is covered with MEADOWS new'' texture-tuf, scratch 
resist, perma-print control panel". 

B. TO OPEN PANEL 
Unlock and open coin door. Reach through coin door and remove wing 

nut and washer from the left and right side of the control panel. Pull 
panel. out from front plex. Panel is hinged to the cabinet and there­ 
fore has a built-in 'stop' when flipped out from the cabinet. 

C. TO REMOVE PANEL 
To remove the panel, follow procedure described in 8 above. Removal, 

however, should not be necessary. When the panel is open, remove all 
wiring from the (3) switches and tuck the wiring back inside the cabinet 
to keep out of your way. Remove hex nuts, washers and carriage bolts from 
back side of hinges. The complete panel can now be removed. 

D. TO REMOVE PUSHBUTTONS, SWITCHES, POT CONTROL 
(T Pus[buttons (WOS pTn 05T-0023) 

With panel open, disconnect switch. Remove large nut from back 
of pushbutton. Remove pushbutton by lifting off from top of 
contro 1 panel. 

(2) Switches Cherry p/n E2350K (MEADOWS p/n 051-0016) 
Disconnect switch. Remove (2) 4-40 hex nuts, washers and machine 
screws. Remove switch and replace. 

(3) Pot Control (MEADOS p/n 043-0014) 
Pot Control ts a SK clutch pot. With the control 
panel in closed position, remove Black knob (MEADOS p/n 091-0070) 
with a small screwdriver or hex driver, as applicable. Now open 
control panel and remove (3) wires. Using your fingers, grasp pot 
firmly and from the outside surface of the control panel, remove 
the nut and washer from the pot with the use of pliers or nut driver. 

V. TO REMOVE MONITOR 

1. Turn ON/OFF TOGGLE SWITCH located on top back of cabinet to 'OFF''. (See pg.k 

2. Disconnect power cord from AC outlet. 

3. Remove cabinet back door. 
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4. Remove and set aside (4) hex nuts and washer from underside 
of wooden TV mounting shelf. 

5. Remove (4) carriage bolts from shelf. 
6. Remove front plex. (Refer to Page 7). 
7. Remove nuts and machine screws from each upper corner of TV 

chassis brace mounted into wooden support blocks. 
8. Grasp frame and TV firmly with both hands and remove TV from 

front of cabinet opening. 
SPECIAL NOTE: 

Manufacturer recommends front removal of TV; however, TV can 
be removed throught back door. 

VI. TO REMOVE MICROPROCESSOR LOGIC BOARD 
l. Turn ON/OFF toggle switch located on top back of cabinet to "OFF", 
2. Disconnect power cord from AC outlet. 
3. Remove back door of cabinet. 
4. Logic board is located on the right side of the cabinet as seen 

from the back door. Remove #6 sheet metal screw. 
5. Disconnect (2) edge connectors. 
6. Slide board out from slotted cleat. 

VII. TO REMOVE MICROPROCESSOR AUDIO BOARD 

1. 
2. 
3. 
4. 

5. 
6. 

Turn ON/OFF toggle switch located on top back of cabinet to "OFF". 
Disconnect power cord from AC outlet. 
Remove back door of cabinet. 
Audio board is the smaller board located on the left side of 
cabinet as seem from back door. Remove /6 sheet metal screw. 
Disconnect (2) edge connectors. 
Slide board out from slotted cleat. 

VIII. REMOVAL OF POWER SUPPLY (IF NECESSARY) 

1. Turn ON/OFF toggle switch located on top back of cabinet to "OFF". 
2. Disconnect power cord from AC outlet. 

Remove cabinet back door. 
Power supply is located on the floor of the cabinet. 
Disconnect male and female 9-pin Molex connector that connects 
the power supply and main harness. 

NOTE: DO NOT REMOVE 115/230V converter plug. 
6. Remove (4) sheet metal screws located at each corner of this 

assembly. 
7. Remove from cabinet. 
8. Refer to schematics for service. (Page 14). 

3. 
4. 
5. 
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IX. REMOVAL OF ATTRACT PLEX 

l. Open cabinet back door. 
2. Located on inside ceiling of cabinet, find 1/2" wide, flat 

security bar. 
3. Loosen slightly the Phillips screw, (suggest l/4 turn). 
4. Pull straight back on security bar releasing attract plex. 
5. Move to front of cabinet and carefully lift plex out from 

cabinet. (A small screwdriver can be used for removal, or 
plex can be removed without the use of tools - by hand) • 

X. REMOVAL OF FRONT PLEX 

l. Open control panel. (See Section IV., B., Page 5). 
2. Push "up" on lower center of plex. 
3. Remove by pulling up and forward on plex. 

XI. 
t 

INTERLOCK SWITCH, FUNCTION OF: (Inside Back Door) 

l. Door ON, game powered, provided plugged into AC outlet. 
2. Door OFF, AC power automatically shut off. 
3. To service or troubleshoot game when back door removed, pull 

Interlock Switch OUT to fullest extension. 

XII. AUDIO ADJUSTMENT 

GYPSY JUGGLER has two (2) volume control pots (found on the 
Audio PCB) to regulate the game play sounds from the music sounds 
during ATTRACT MODE. Please refer to Page 10 for location and 
function of volume controls. 

XIII. AUTOMATIC ROM/RAM SELF-TEST 

Upon powering up GYPSY JUGGLER, the microprocessor will clear the 
screen to all white (not visible if monitor is not warm), which will 
show any defects in the screen display circuitry. After about one or 
two seconds, the microprocessor will attempt to exercise the "RAM" 
circuits. If there is a failure in the RAM, the screen will flash 
"RAM FAILED" in a dark rectangle in the center of the TV, and then 
the microprocessor will begin the automatic ROM/RAM test all over 
again. 

If the RAM's are good, then the microprocessor will examine all 
of the program ROM's to verify they are working and that the program 
is good. If the ROM test fails, the words "ROM FAILED" will flash 
on the TV in a dark rectangle in the center of the screen, and the 
automatic ROM/RAM test will be started over again. 

Due to warm-up time, the RAM's or ROM's may fail to pass the auto­ 
matic ROM/RAM test once or twice. If this happens and the game starts 
normally, then the failure was temporary. If there is a 'real' failure, 
the words in the rectangle will continue to flash indefinitely. 
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XIV. OVERSEAS OPERATION - VOLTAGE REQUIREMENTS • 

For overseas operation of GYPSY JUGGLER requiring operation at 
other than 115V, please refer to: 
1. TV monitor - slide switch located on bottom left side marked: 

"VOLTAGE". (See MOTOROLA SERVICE MANUAL, Section XVI). 
2. Nine-pin connection located at power supply on cabinet floor. 

Make connection at end labeled 230V. 
3. 0n models built by the manufacturer for overseas operation, 

an additional "Step-Down Transformer" has been installed 
between the AC power cord and the light fixture. If you plan 
to ship your game to a location where 230V only is available, 
a Step-Down Transformer is REQUIRED. DO NOT attempt to power 
up at 230V without a transformer. If you need this transformer, 
a Stancore, P/N P6820, or equivalent, (MEADOWS P/N 050-0017) 
can be used. 

XV. WARRANTY 

Contact the distributor from whom your game was purchased for 
warranty and/or service information. 

NOTE: 
ALL EQUIPMENT RETURNED TO THE FACTORY MUST HAVE A RETURN AUTHORIZATION 
NUMBER, ISSUED BY MEADOWS GAMES, INC., AND TRAVEL FREIGHT PREPAID. 
TO ASSIST YOURSELF IN EXPEDITING THE RETURN OF ANY ITEM TO BE 
SERVICED, PLEASE BRIEFLY LIST SYMPTOMS OF MALFUNCTION. YOUR COOPERA­ 
TION IS GREATLY APPRECIATED. 

GOOD LUCK AND ENJOY THE MANY PROFITS OF OWNING AND OPERATING --­ 
MEADOWS GAMES "GYPSY JUGGLER", 

-8- 
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ATTRACT PLEX LOCK 

ON/OFF TOGGLE 
SWITCH 

''OPERATOR OPTION!'' SWITCH 

''SLIDE OUT'' STEP, 
(EXTENDED) 

LOGIC PCB 

POWER SUPPLY 

INTERLOCI.{ SWITCH 

--- GAME SOUNDS VOLUMI CONTROL 

A RACT MUSIC VOLUME CONTROL 
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