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EAROM, Audio and Math Box Failure are indicated by a single letter in the center of
the display. Identify the failure with the table below.
Displayed Letter Failure PCB Location
E EAROM C3 (Aux. PCB)
P Audio 1 B/C2 (Aux. PCB)
Q Audio 2 C/D2 (Aux. PCB)
R RAM See RAM test above
M Math Box * *
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8. Activate SLAM A checkerboard pat- Use this pattern for purity and convergence adjustments (see Color X-Y Monitor
Self-Test Screens Self-Test Procedure 19-In. Wells-Gardner Color X-Y Monitor .. ... .. Sheet 1, Side A switch. ter(r; touches tfhtehsides Manual).
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* Activate coin switches by inserting at least one coin in each coin slot. You will not
trip the coin counters as long as you are in self-test.
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