United Manufacturing Company

3401 N. CALIFORNIA AV, CHICAGO 18, ILL.



INSTALLATION INSTRUCTIONS

Fasten 4 legs to cabinet with bolts and washers furnished. Place back-box
in position. Unlock and open back-door and fasten the back-box to cabinet with

bolts and washers furnished.

Plug power line into 110-115 volt 60 cycle Alternating Current only. Turn on
power by turning toggle-switch on. Toggle-switch is located on bottom right front

of cabinet.

ACCESS TO MECHANISM AND LIGHT BULBS

Back-glass may be removed from either side by unlocking side desired and
removing upright moulding. (Remove moulding by pulling bottom portion.)

After removing back-glass, access to mechanism may be obtained by raising
4 slide brackets on insert, located on left and right edges of insert. Insert may
then be tilted forward for easy accessibility.

BE SURE TO LEVEL GAME

See instructions for leveling below. Place 8 balls in game.
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CARAVAN

GAME OPERATION

5-BALL PLAY:

Additional coins or replays can be played:
1. To lite Roto Feature.
2. To lite red diagonals score.

3. To advance scores (positive advance to 2nd score position on second play).

4. To lite "Select a Lit number Before Shooting 4th Ball” panel and thus qualify.

5. To lite "Select a Lit number Before Shooting 5th Ball" panel and qualify:
(a) To shoot 4 balls before making selection.

6. To lite additional, selectable numbers.

7. To lite "Red Diagonals Score separate” panel and thus qualify, separate
score for 3 or 4 in-line when lit. '
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8. To lite "Red Diagonals 3-in-line scores 4-in-line, 4-in-line scores 5-in-line’
and thus qualify, to score 5-in-line for 4-in-line, or 4-in-line for 3-in-line °
on Red Diagonal in-lines.

9. To lite "4 Corners Score 5-in-line" panel and thus qualify, to score 5-in-line
for lighting Corner Numbers on card.

10. To lite pennant and thus qualify to spot numbers 5-8 or 2-15 by hitting
- pennant roll-over on playfield.

11. To lite "Liite-A-Name" panel and qualify to lite next letter in name, by hitting
indicated roll-over on playfield.

12. To lite "Special Pocket Feature" and thus qualify, to advance arrow (once per
game) to lite 8 balls next game.

13. To obtain | to 3 additional balls.



IN-LINE SCORES:

Card on backglass contains twenty-five nuinbers, 1 to 25 inclusive, arranged in a
square 5 numbers wide by 5 numbers high, not in numerical order.

The Playfield contains twenty-five Skill Holes, numbered ! to 25 inclusive, arranged in
numerical order from top to bottom of playfield and a Ball Return Hole through which
balls return for free shots.

The object of the game is to shoot balls into numbered skill holes, lighting corresponding
numbers on backglass.

(a) To light 3, 4, or 5 adjoining numbers connected by white line --
horizontally, vertically or diagonally -- on card.

In-line Scores are listed under Advancing Scores on Page 4.

CORNERS SCORES:

Further object of the game is:

(a) To lite 4 Corner numbers of Card when Corners panel is lit.
(see Corners panel below)

SELECTION FEATURE:

Arrows to left of selection numbers, and selection numbers, flash with each play, and
advance at mystery intervals. When lite advances to "Select a Lit Number Before Shooting

4th Ball" panel:

(a) Selection numbers light (2 numbers guaranteed) 19, and 21; other
numbers 25, 10 and 16, light at mystery intervals and/or can be
obtained on additional playes.

Any one of the above numbers can be selectéd, when lit, by turning the knob on the front
of the cabinet.

(b) "Select a Lit Number Before Shooting 5th Ball", when lit, player can shoot
4 balls before making selection.

NOTE: "Select Now" will flash, warning player to select before shooting next
ball.

RED DIAGONAL IN-LINES SCORE SEPARATE:

Panel will flash with each play, and at mystery intervals arrows below panel will
advance until panel is lighted. When panel is lit, player is eligible to Score on the
Red Diagonals and White in-lines.

CORNERS PANEL:

Panel with words "4 Corners Score 5-in-line" flashes with each play and at mystery
intervals, lights and remains lit during entire game, qualifying player for Corners
Score.



ROTO FEATURE:

Panel with words "Roto Feature" will light on the third play, and remain lit for the
entire game; qualifying player to rotate card numbers until 4th ball is played. When
"Select Before Shooting 5th Ball" is lit, player need not select until four balls have
been played.

RED DIAGONAL IN-LINE CONVERSION:

Panel with words “Red Diagonals Score” flashes with each play and at mystery
intervals, lights and remains lit during entire game, qualifying player to score
5-in-line for 4-in-line, 4-in-line for 3-in-line.

LITE-A-NAME:

Objective is to lite name CARAVAN, by hitting name ROLL-OVER on playfield when
lit. Name will not reset with each game, only when it has been completed and scored
a E-in-line score.

In-line Scores are listed under Advancing Scores on Page-4

SPOTTEM FEATURE:

The PENNANT on backglass will flash with each play and at mystery intervals, will
light and remain lit during the entire game. Pennant Roll-over hit on playfield spots
numbers 5-8 or 2-15 as indicated on Roll-over when lit.

8 BALLS FEATURE:

Panel with words "Special Pocket Advances Arrow when lit" will light at mystery
intervals, and remains lit during entire game. When panel is lit and ball drops into
"Special Pocket" arrow will advance, (once per game) until panel "8 Balls next Game"
is lighted. The next game player will receive 8 balls.

GUARANTEED FEATURES:

Regardless of number of plays, each feature, after lighting remains lit until the end of
game.










































































































































