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I, INTRODUCTION

A, Game Descripticon

BANDIDD is a one or a two player game with a self-
explanatory control panel located directly in frent of and
below the video monitor display screen. Two push start buttons
offer players the choice of & one or two player game. The
player has control over a moveable figure on the screen by
means of a joystick. The Joystick controls the movement of a
"Hero" figure around an inner field. The player also controls
a knob which, when turned, causes the "Hero" to rotate in a 368
degree «¢ircle, to aim at bandits as they rotate around the
guter field in clockwise and counterclockwise directions. When
this knob is pushed down by the player a "bullet”™ is fired from
the "Hero's" gun.

The player stands in front of the game looking down into
the video monitor display screen which is tilted slightly up at
the rear side.

A yellow "dotted" field and small rectangular barriers
located on the sides of the field add to the difficulty of the
game. Barriers and dots must be bypassed or eliminated to open
up spaces through which bullets can pass. The Hero remains in
the inner field at all times, but the bandits are able to move
in and around the inner field, and as play prodresses they
become more aggressive and evasive.

The game consists of several pre-determined “turns"; a
turn being over when the Hero is shot or touched by a bandit.
Each time the Hero is eliminated, he disappears briefly from
the screen and then returns, and any bandits not alredy
eliminated are also returned. The game 5 over when the bpre-
programmed number of turns have been completed.

After inserting the necessary amount of money, credits are
displaved on the screen and when one of the two start buttons
are pushed the play begins. The number of times the Hero can
be shot is selected by switches on the I/0 Board. BANDIDO
also has a coin accumulator so that a number of games can be
purchased in adwvance.

B. Inspection

All Exidy equipment is carefully packaged in well padded
cardboard containers to prevent damage during shipment. If a
component Is noticeably damaged, notify the Exidy Customer
Service department immediately for information concerning the
disposition of the damaged component. DO NOT apply power to
the game,



. _To Insure that the equipment has suffered no damage in
shipment, inspect the coritainer prior to acceptance from the

carrier. 1If no immediate cabinet damage is evident perform the
following visual inspection.

l. Remove the rear access door with the appropriate
packaged key.

2. Examine each major and electrical component theroughly
for scrapes, dents, broken or missing parts and loose
or missing screws.

3. Check for loose cable connectors.

4. Visuvally verify that all the integrated circuit
devices (IC's}) plugged inte sockets are properly
seated and that no IC pins are bent or misaligned.

5. Replace and lock the rear access door.

Should any damage be discovered during the foregoing
inspection, a claim should be filed with the carrier. A
complete report of the damage should be forwarded to Exidy.

(ot Installation

Planning the location of the game should invelve both
Physical and electrical consideration., Physical considerations
concern the placement of the equipment with respect to
clearances, AC cable and environmental conditions such as
ventilation, temperature, weight support and accessibility,
(although your game has the durability to endure nearly every
type of physical hazard})., Electrical considerations include
availability of the correct wvoltage and fregquency.

In planning this installation, consideration must also be
given to working space required for persons involved with
operation or maintenance of this system.

. NOTE: The cabinet must be within five feet of an AC
outlet. Be certain that a ground jack or terminal is available
at the outlet.

CAUTION: DO NOT remove the AC ground prong from the plug.



4 Preliminary Checkout Procedure

The BANDIDO game, after it Is properly installed, should
be checked operationally by performing the following
procedures:

1. Be sure the rear access door is closed and locked.
2. Plug the AC jack into the AC outlet.
3. Allow 1 to 2 minutes for CRT warm up.

4. Observe the TV monitor display to assure the correact
Attract mode 1Is present on the screen {the Attract
Mode is explained in detail in the Game Operation
section of this manual).

5. If the BANDIDO Attract mode display 1is lincorrect,
contact the Exidy Customer Service Department.

6. Insert the proper coin into the Coin Mechanism slot.
The Attract mode should disappear and a fanfare should
be heard. The screen should then flash to the Ready-
To-Play Mode descrihad in the Game Operation section.

7. Push the start button, and wverify that the visual
screen images are as described in the Play Mode
section of this manual, Play the game, being sure
that the joystick and the Aim-Fire button are
functional as descrihed.

8. Volume control has been provided for and is described
in the Operator Audio Contrel section.

If problems become apparent during this checkout, contact
the Exidy Customer Service Department.

E. Interlock Switch

The interlock switch has been provided for BANDIDO by
EXIDY to provide an effective safeguard Ffor the maintenance
technician, while working 1inside the cabinet. The interlock
switch automatically shuts off power when the rear access door
is opened. The interlock switch may be pulled out to restore
power to the game for test purposes, Power is automaticaly
restored to the game when the rear access door is shut,



F. Operator Option Switch

The operator option switch controls the number of times
the Hero can be shot before the game is over. The 8-position
DIP switch 1is located on the I/C board. Table 1 shows the
operator option switch settings,

Switch #8 must be in the "ON" position at all times in
the upright version of the game. EXIDY does not produce a
coffee table version at this time, although this may happen at
a future date.

TABLE 1, Operator Option Switch

SWITCHES
NUMBER OF TIMES
PLAYER
CAN BE SHOT
1 2
OFP OFF 3
ON OFF 4
OFF ON 5
ON ON 6

ON

OFF
123456738

FIGURE 1, 8-Position DIP Switch
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g, Operator Audio Control

There are three audic adjustment pots on the audio boards.
R16 contrels the music input volume te the amplifier, and RI1A
controls the sound input volume to the amplifier. R25 controls
the amplifier wvolume of the cosmbined signals and is the main
volume c¢ontrol. Refer to the Theory of Operation section for
technical detalls regarding the Audio Board circuitry. Figure
2 shows the Audio PCB Adjustments.

GUN SHOT AND

CONTROL DATA INPUT BAMDIDO HIT POT
POWER CONNECTOR MUSIC POT MAIN VOLUME CONTROL
SPEAKER
[ 1 I — [ ] | [ ] I - OQUTPUT
J13 J12 R16 R18 n25

5

AMPLIFIER POWER CONNECTOR

FIGURE 2, Audio PCB Adjustments



Power Supply Adjustments
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opic board.
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Figure 3. Fower Supply Acjustnent



I. Joystick Adjustments

The four-way Jjoy stick has been modified and can be
removed from the control panel as a complete wunit. It is
attached to the mounting with four screws and bolts., Four leaf
switches on the bottom plate {activated by the control stick)
signal the directional changes of the game "Hero" to the logic
board.

The joy stick requires ne disassembly. It can be ordered
by consulting the parts list in Appendix A of this manual. To
replace it remove the player contrel panel by remeving the
three screws which hold the panel tos the front of the game.
Remove the four screws and bolts located in the corners of the
joy stick plate. Remove the Joystick and replace it with the
new unit. (Figure 4 shows the joystick unit and the lecation
of the mounting screws.}

The control bhutton is a complicated assembly. Refer to the
parts 1list, and the &xidy Customer Service Department for
servicing.

Figure 4, The Joystick Unit



II. MODES OF OPERATION

The BANDIDO game simulates with videe and audio effects an
0ld West gun battle between the Hero (the player) and sixteen
"hbandidos® or bandits.

The following paragraphs explain the game modes, The
modes should be checked after either set-up or repair to ensure
that the game is operating effectively.

A, Attract Mode

The TV Monitor screen alternates between two distinctively
different wvisual presentations during the Attract mode. The
screen first displays the words "INSERT COIN" in the middle
center. Directly underneath these words the following appears:

1 player 1l coin
2 players 2 coins

At the bettom center of the screen the Exidy copyright
appears as shown: (c) EXIDY.

An old-fashioned girl appears running across the top of
screen from right to left pursued closely by & cartoon
character bandido holding a gun in his hand. Above the girl's
head appears the word HELP! At the bottom of the screen the
Hero slowly rides a horse across from left to right. The Hero
and his horse stop at the right side of the screen and the girl
and her pursuer conce again appear at top right., Just as she
calls HELP! a second time the screen changes to the second part
of the Attract mode.

The second part consists of the game playing auto-
matically. Sixteen bandits rotate in a counter—-clockwise
direction around the outside of the playing field. The Hero,
now on foot, moves swiftly about the inner screen, turning in
all directions and shooting at the bandits. The bandits also
shoot at him. Bullets can be seen moving across the screen.
The Hero's bullets will "kill" or eliminate bandits from the
screen. When the Hero is hit by & bandit's bullet he falls to
the ground, apparently mortally wounded. During actual play
the fallen Hero will then disappear from the screen and again
reappear standing. During the Attract mode when the Hero is
hit, the display returns to the first described action. These
two parts of the Attract mede continue to alternate until a
coin is inserted triggering the Ready-To-Play mode.

B. Ready-to-Play Mode,

When & coin activates the coin switch an audlo fanfare is
heard. In the middle of the sareen the following words appear:

PUSH
1 or 2 players
3UTTON



In the far upper left hand corner a number appears
indicating how many times the Hero may be shot hefore the game
ends. {This is an option - refer to the Operator Option
section for information.) MNext teo this number is a (1}
indicating the four-digit Player 1l score. In the upper middle
of the screen the word HI-SCORE is displayed with a four digit
number underneath. The highscore will be displayed continually
during the day, and is reset to zero each time the game is
deactivated. At the top upper right the word CREDIT @
appears. The zero will change to keep track of the number of
credits for which a player has paid, returning to zerc when the
credits are used up. Directly below the Credit number, the
Player 2 score appeatrs. At the center bottom of the screen a
2ero 1is displaved in a box, indicating how many times the hero
(player) has eliminated all the bandits from the screen during
play. (Figure 5 illustrates the Ready-to-Play Mode Screen as
it should appear when operating correctly.)

A series of yellow dots surrounds the mid-screen words,
forming a square pattern. Four small rectangles are seen on
the four sides of the square,

/= CREDIT O\
€13 HI-SCORE )

oogo QoaQo o000

LA I B L T IR R I S T

PUSH '
1 OR 2 PLAYERS
BUTTON

= % % g & 0w

I & & & 8 B B % 4 # B & % 5§ B FE & B o8 4 a @

. o

FIGURE 5, Video Screen In The
Ready-To-Play Mode
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cC. Play Mode

The Player Control Panel located just beneath the TV
Monitor Screen is equipped as follows:

On the left is a Joystick, which allows the player to
direct the movement of the Hero about the screen. The word
"MOVE" is printed directly above the joystick. In the center
of the panel are the two red "Start" push-buttons; for a one
player game the button labeled "1 Player", would be pressed and
the "2 Player™ button would be pressed for a two player game to
begin play. The "fire" button is located on the right side of
the panel and labeled "AIM". This button c¢an be rotated,
controlling the direction the Hero turns to left or right, and
when pushed down, "fires"™ a bullet from the Hero's qun.
{Figure 6 illustrates the Player Control Panel.)

Play begins when a "Start" button is pushed. The screen
flashes the words "GET READY" and three seconds later sixteen
bandits appear on the screen rotating counter-clockwise outside
the yellew square. The bandits begin firing bullets randomly
at the hero who appears, qun ready, on the inside of the yellow
square. After a short period of play bandits begin to move
into the inner sguare towards the Hero, entering the field from
the four corners. This phase is indicated by four arrows which
appear pointing inward diagonally from the four corners of the
square. Bandits will then move into the middle square
periodically during the process of the game, always from the
four corners. Bandits who have entered the middle square move
in all directions, and can change directions swiftly. The
erractic motion makes them more difficult to hit.

MOVE  (puaven AN

O
ST%RT
2 PLAYER

FIGURE 6, The Player Control Panel
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The four small rectangles located an the four sides of the
dot sguare act as barriers. These barriers can be shot through
but it takes several shots to do so. Each time a bullet hits a
barrier it "“eats"™ partway through the barrier. The barriers
protect both the bandits and the Hero. The yellow dots also
act as barriers. Bullets must be shot through the spaces
between the dots. If, however, a dot is hit by a bullet, the
dot will disappear. Thus as play progresses hitting a target
becomes easier, as barriers and dots disappear. It also
becomes easier, however, for the Hero to be hit by the bandits.

When a bandit is hit by one of the Hero's bullets it
disappears from the screen. The object is for the Hero to
"kill"™ all the bandits hefore they hit him the required number
of times as displayed in the upper left-hand corner. The Hero
will be "hit™ if either a bullet touches any portion of him, eor
if a bandit touches him in the center field. Each time the
Hero is hit, play momentarily stops as the Here falls to the
ground. He then disappears and reappears until he has been hit
the predetermined number of times.

Several times during play a "vultute"® bird flys across the
very top of the screen play field. As he is shielded by the
dots and the barrier he is difficult to hit. When hit, a
"bonus" score is displayed directly beneath the "Hi-Score™ at
the top o©f the screen. The game automatically assigns
different bonus scores for this feature., A score from one
hundred to five hundred will appear, and will be added to the
player's score.

Another bonus ocgurs when a player successfully
eliminates all the bandits from the screen within a pre-
determined number of turns. When this occurs, the screen
flashes "BONUS|!I" Directly beneath, the words "Score X 2"
appear and the Player score is immediately doubled. At the
bottom of the screen the Hero appears from the left side and
the girl from the right side, They meet in the center. When
they meet, the screen above them £1lls up level by level with
tiny hearts which form into a large heart background.

When a game s over the monitor flashes the words "GAME
OVER", and returns to the Attract Mode. The scores of the
current game remain until a coin resets the scores to zeroc. If
credits have accumulated the monitor will flash instructions to
push the start buttons to resume play. If no credits are
available the screen flashes the "Insert Coin" request and the
above described cycles begin again.

11



III. THECQRY OF OPERATION

A, CPU Board

The processer hardward architecture Iis composed of the
MPU, RAM and the ROM. The following is a hrief description of
these functional bleocks.

MPU

This system is desiqned with an 8080 microprocessor at its
center. The microprocessor performs all logical and
calculating functions following the program stored in ROM,

RAM

The RAM is implemented with eight read/write memory IC's,
Each memory IC is a 16384 x I hit dynamic MOS RAM. These
serve both as the screen buffer and scratchpad for the micro-
processor.

ROM

The ROM is configurad as a 9K x 8 bit block of memory., It
contains the MPU program as well as data.

B. 1/0 Board

Inputs and outputs to and from the system are channeled
through the I1/0 Board, There is an 8-position DIP switch which
allows the operator to select the number of times the player
can be shot before the game is over. (Refer to the Operator
Option Switch section.)

£, Audio Beoard

The sound generating system is composed of three main
elements, the music generator, the sound generator and the
audic amplifier. Control data input is supplied to the Audio
Board by the 1I/0 8oard through connector J12. This data
directs the microcomputer, located on the audio hoard, acting
independently to execute one of several songs, or the sound
generation of one of two sounds according to the stage of the
game. :

12



The music generator consists of a B@35 microcomputer and lK
bytes of ROM containing the program and data.

The sound generater is made up of a 76477 programmable
sound generator which generates the BANDIDGO gun shot and hit
sounds.

R12 controls the music input volume te the amplifier, R18

controls the sound input volume to the amplifier. Both are
channeled to R25 which acts as the main volume control.

D. Video Monitor

The BANDIDO game uses the Wells-Gardner video monitor. Be
sure to check the make and model number of the monitor before
calling Exidy Customer Service for information on parts or
troubleshooting.

L3



APPENDIX A: Selected Parts List
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HARNESS GROUP

PART NO.

71-2393-12
71-2394-18
71-2395-14
71-2396-18
71-2398-18
71-2399-1¢
71-2491-18
T1-2462-1@
71-2403-18
71-2404-106
71-2405-186
71-24086-16
38-5634-12
71-239¢-182
71-2389-19

DESCRIRPTION

control interface harness
credit harness

audio power harness

control harness

power dispersal harness

video harness

speaker harness

power harness

audio control harness

i/0 control cable {2 per game)
speaker pigtail harness

ac lamp harness

ac cord

cein harness

universal power supply harness

BANDIDD SHIPPING ASSEMBLY

PART NO.
38-5875-1¢@

87-9084
87-9¢a8
87-94401
87-9pa2
87-188¢

DESCRIPTION

BANDIDO final assembly
shipping carton

shipping tape

carton strapping

carton buckle

carton staples

tilt and tell

BANDIDO operators manual



BANDIDO FINAL ASSEMBLY

PART NGO, DESCRIPTION

76-1863-10 BANDIDO cabinet
76-18663-20 backdoor control assembly
3ig-5876-18 monitor assembly
38-5@34-12 ac line cord assembly
77-3365-15 power supply assembly
38-5657-14d coindoor assembly

62-7061 6" x 9" speaker
71-2393-18 control interface harness
71-2394-18 credit harness

71-2395-12 audic power harness
71-2396-10 control harness
71-2398-1¢ power dispersal harness
71-2399-1¢4 video harness

T1-2481-10 speaker harness
71-2492-18 power harness

71-2403-14 audio contrel harness
71-2494~-16 i/e contrel cable (2 per game)
71-24a5-1¢ speaker pigtail harness
71-2486-149 ac lamp harness
38-5034-19% ac cord assembly
71-2398-14 coin harness

71-2389-14 universal power supply harness

ac lamp standard socket base
ac lsw lamp

67-5860 lock and key assembly
coindoor keys
backdoor key

87-9@483-18 packing list envelope

87-1862 plastic bag for manual

43-6961-1@ black paper bezel

75-5158-24 sideart ~ left, silkscreened vinyl panel
75-5158-18 sideart - right, same as above
72-3Q08 interlock switch

68-7010 interlock switch bracket
75-4184-1¢ plastic display panel

75-5152-12 plastic back panel, silkscreened
75-4198-12 plastic loge panel, silkscreened
68-0836-12 logo panel metal bracket, painted
68-8935-12 6 x 9 speaker grill

68-6058-10 universal coinbox

68-6050-20 universal coinbox lid

68-78061 coinbox hasp

68-000% 3 amp fuse label



FINAL ASSEMBLY HARDWARE

FART NO,

74-6587
74-6508-91
74-5165
74-4601
74-6511

74-8503

74-6583
74-

MONITOR ASSEMBLY

PART NO.

79-224
76-1063
74~

74-6586-21
74-5165
74-6482
75~5159-18

DESCRIPTION

i8/24 x 2" long hex head mach screw.

18/24 kep nut

/4 id x 1 1/4 od fender washer

8 x 5/8 flat head self tap Phil. screw

18/24 x 1" long button head hex socket
black machine screw

8 x 5/8 Phillips pan head self tap screw

16/32 kep nut

6/32 x 1/2 long Phillips pan head mach.
screw, zinc

8 x 1 1/2 Phillips pan head self tap screw,
zinc

#1d American plain washer

#8 American plain washer

18 x 1 1/2 Phillips pan head self tap
screw, zinc

18/24 x 1 1/4 black carriage bolt

DESCRIPTION

19" b & w monitor

monitor mounting bracket

13/24 x 1 1/2 long hex head zinc mach.
screw

14/24 kep nut

1/4 id v 1 1/4 od fender

18 American plain flat washer

monitor color overlay, formed



UNIVERSAL ALL-POSITION JOYSTICK CONTROL ASSEMBLY

PART NO.

68-060830-10
92-1013-18
68~2031-1@
68-2038-18
72-3823
73-5p81L
74-5189

74-6525

74-6518
74-5212

When above item not
74-65140
74-5211
74-6402

74-6586
74-6462

DESCRIPTION

upper mtg plate

control handle

lower disc

switch plate

micreswitch

Belleville spring washer

#4-42 x 1/2 1g. Phillips pan head mach.
screw

#10-24 x 2 1/2 l1lg. flat head mach. screw,
full thread, black

$16-3/8 lg. spacer

$14-1 1/2 lg spacer

available replace with:
#19-3/8 spacer

#18 x 12 spacer &

#1080 flat washer

#19-24 kep nut, small pattern
$#18 flat washer

PCB MOUNTING ASSEMBLY

PART NO,

68-2073-12
74-5196

74-8583
77-3366-15

77-3367-15
77-3368-15

DESCRIPTICON

BANDIDO PCB mounting bracket

6132 x 1/2" Phillips pan head mach. screw,
zinc

8 x 5/8 Phillips pan head selftap screw,
zinc

BANDIDO CPU PCB assembly

BANDIDO I/0 PCB assembly

BANDIDO audio PCB assembly



UNIVERSAL MAKE-FROM

COIN DOOR ASSEMBLY

66-4003
66-4984

6a-408a7
66-4008
66-40d9
66-4811
66-4912

66-4885
66-4086

Vendall standard double coin door

Vendall large
twenty-five cents

acceptor
hundred ven

acceptor
one d, mark German
five franc Belgian

one

ten pence British Vendall coin acceptor

twenty-five cents
acceptor

twenty <ents
acceptor

BANDIDO FIRE AND MOTION ASSEMBLY

PART NO.

68-0853-10
68-0054-10
68-d855-1¢
68-0456-10
68-ga7a-10
68-00661-18
68-0069-108
74-5228
72-3829
72-38238
74-5225
74-5226
74-5223
74-5227
74-2509
74-5191
74-4581
74-4608

68-9959-1@
74-5182
74-5188

DESCRIPTION

housing bracket
shaft, cam

arm, cam
bracket,
gear, cam
washer, stop
mounting plate
kncbp
micro switch,
micro switch,

switch

long

Australian

American Vendall

Japenese Vendall

{British/ARustralian) double
coin door

coin

coin

Vendall coin acceptor
Vendall coin acceptor

Canadian Vendall

Vendall

pointer w/set screw
short arm

arm

retaining ring 1/4" 5133-25
ball bearing 3/16 dia.

compression spring
compression spring
#4-48 x 5/8 L,
#4-40 kepnut

#1
32

Phillips pan head

#8-32 x 1/2 L. Phillips flat head

#8-32 kepnut
grease
spacer bearing

scorew #6-32 x 1/4 L,

6 lock washer

Phillips pan head

coin

celin



Universal Power Supply PCB

BART NO.
77-3198
20-4090
21-4@1@
21-4815
46-3016

[ LS BN oS I SN D)

Color Add-On Kit

PART NO.

48-2347
43-2167
48-9118
48-3987
2B-4814
47-3085
52-8689
48-5187
61-81%83

DESCRIPTION

printed circuit board

4808 uf 5@V axial lead cap
33 uf 35V dip tantalum cap
6.8 uf 35v dip tantalum cap
6B5I diode

{Cptional)

DESCRIPTION

74L52498 IC (1H)
74LS175 IC (3K)
Programmed 825136 3AI-L3-1 {3L}
7465158 IC (3D)

33MF-16V electronic cap {C3, C4)

3984 transistor ({({Ql-05)

4.7K Omega sip resistor network 8 pin
1C, 7426 {4D)

7 pin male connector

{RM 11)

(J4)

Bandide CPU PCB ASSEMBLY

PART NO.

48-9189
48-2322
48-2328
48-2333
48-2312
48-2341
48-2385
48-236¢
48-2387
48-2321
48-2382
48-2341
48-2315
48-9112
23-4234

DESCRIPTION

(2B)
3z, 3a,

8A8BA microprocessor

74LS153 IC (12, 22,

7415241 IC (1A, 1C)

74L5174 IC (1E,4F,4G)

74LS08 IC (4B, 4C, 4E,

74L502 IC (3E)

74L874 IC {3D)

74LSPE IC (3F)

74LS138 IC (3G)

74L8139 IC (3I)

74L584 IC 14D}

74L886 IC (41}

74L532 IC (5B)

4116 RAM-UPD 416 sharp 4116, TMS 4116 {(5C-5J)

.1MF ceramic cap, 16v (Cl-Cl9, C21-C33, C35,
C39, C41, C43, cCc45, C47, C49,
cs56, C57, C58),

4, 4z, 5A, 5Z)

4H)



CPU 2CB ASSEMBLY {continueda)

PART NO.
23-49438

20-4881
2%-4086
25-1@19
23-4067
23-4836
59-5141
59-5125
59-5172
61-8172
61i-8162

61-5163

61-8835

48-5117-081
48-9117-10
48-9117-089
48-9117-p8
48-9117-87
48-%117-¢6
48-8117-05
48-%117-04
48-9117-63
6l-8962

DESCRIPTION

.2MF cerami

199
121
3308
680
159
1k
33 onm
11 pin
24 pin

pf mica

58 pin
48 pin
programmed
programmed
programmed
programmed
programmed
programmed
programmed
programmed
progranmed

c  cap,
c42, c44,

220MF 6.3 electrolytic CAP

MF-16V electrolytic cap

cap

1H,

PCB male header
IC socket-soldertail

2708
2798
2728
2703
2788
2708
2788
2728
2788

l6v

{22, 48B)

pf ceramic cap {3D)
pf ceramic cap
ohm 1/4 watt carbon resistor (2C)
ohm 1/4 watt carbon resistor
l/% watt carbon rasistor 5C-5J
male connhector
IC sacket-soldertail

(5C)

2, 11,

BAC-F1l-1
BAC-F2-1
BAC-Gl-1
BAC-G2-1
BAC-H1-1
BAC-H2-1
BAC-TI1-1
BAC-I2-1
BAC-J1-1

{C34,

Cd46, C48}

(1G,
(1G,

(1I)

(1F,

2I, 1J}

{board edge)

{2B)
(F1l}
(F2)
(G1)
(G2)
(H1}
{02}
(Il)
(I2)
(al)

16 pin sockets soldertail (5C-5J)

c36,

17
5J)

(38,

2F,

4G)

1G,

Cc38, c48,

2G,



Bandido Audic PCB ASSY

PART HNO.

48-2392
48-8164
48-2876
48-9114%
48-9116
48-1917
280-4@21

29-4922
21-4816
20-4914
28-4633

23-4064¢
25-1811
21-4821
23-4841
46-3927
52-gpl@

72-3825
59-5175%
59-5¢84a
59-5855

55-5@75
59-544@
59-5164
59-5@45
59-5865
59-5@838
59-5@23
54-5030
45-3841
61-8169
61-8174
61-8167
61-8@35
48-8p45
48-9112
48-2342
59-5@95
59-50825

23-4634

22-4825
68-0879-148

DESCRIPTION

74L584 IC (uUa)

7475 IC (U3, 04)

74123 IC (U5}

8835 microcomputer IC (UI)

programmed 26-8 BAA-U2-1 (U2}

76477 sound generator (U7)

339 mf l6v electrolytic cap (Cl7, Cl8, Cl9,
c2@, Cc2l)

lmf 58v electolytic cap {(Cll)

6.8 mf, 18v tantalum cap (C3}

33mf 18v electrolytic cap (C4, CH)

.81 mf ceramic «cap (Cl4, C23, C24, C25, C26,
c27, C28)

881 mf 58v mica cap (C7, C8)

.247 mf 180v mica cap {(Cé)

Imf 25v tantalum cap {(C8&}

39 pf ceramic cap {Cl, C2)

IN3FA diode ({CR1-CR6)

1K ohm sip resistor network 8 pin 7 resistors
(RP1l, RP2)

dip package shunt amp pin 435784-8 (JMP)

36X ohm 1/4 watt carbon resistor (R14, R1@)

19K ohm 1/4 watt carbon resistor (R1l, R4, R26)

47¥ ohm l/4 watt carbon resistor (R5, R17,
R19, R24)

20¥ ohm l1/4 watt carbon resistor (R7, R15)

150K ohm 1/4 watt carbon resistor (R6)

620K ohm 1/4 watt carbon resistor (R8}

1AaK ohm 1/4 watt carbon resistor (R9, R31)

33K ohm 1/4 watt carbon resister (R2, R3, R28)

568K ohm 1/4 watt carbon resistor ({R13)

1.5M ohm 1/4 watt carbon resister (R11, R12)

18K ohm pot (R16, R18, R25)

6MHZ crystal

6 pin male connector (J13)

15 pin male cennector (J12)}

4 pin male connector {J24, J26)

48 pin IC socket-soldertail (U2)

24 pin IC socket-soldertail (U2)

LM 377 (U9)

LM 324 IC (U8)

4,7K ohm 1/4 watt carbon resistor (R23)

I ohm 1/4 watt carbon resistor (R27, R29,
R343)

.1l ceramic capacitor (€15, Cl6, €29, c3d8, C31,
C32)

.47 mf tantalum capacitor C22

heatsink w7-5 with 2020 holes (U9)



Bandido I/C PCB ASSEMBLY

PART NO.

48-2811
48-2613
48-914@
48-2347
48-23049
48-9181
48-91@2
48-2333
48-%114
48-2187
48-23982
48-2999
48-2082
48-91¢6
48-9183
48-2385
48-2095
48-2341
48-91p8
48-2315
48-2076
48-2344
48-2323
48-9185
20-40@6
20-4@4@9
2B-4g12
2B-4p29
22-4837
21-4811
23-4834
23-4633
23-4p68
23-4036
23-4865
23-4844
23-4043
23-4991
21-4815
46-3925
46-3829
45-3046
59-5136

59-5173

DESCRIPTION

74504 IC (1A)

7496 IC (1B, 1C}

74L5368 IC (lE, 1F, 1G)

74L5248 IC (13, 1I)

74L58@ IC (4F, 2K}

74188 IC {1L)

74L5168 IC (2R}

74Ls174 IC (2B, 2C, 2D, 51, 31}

74L8151 IC (2E, 2F, 2G, 2H, 3E, 3F, 3G, 3H)

74L5175 1C (23, 33)

74L584 IC (4H, 4B, 2L)

74L8164 IC (3A, 4A)

74109 IC (3B)

74L842 IC (3C)

T4L8156 IC (4C)

74LS574 IC {4G)

74161 1IC (41, 43, 5I, 53)

74LS86 IC (4L, 4K, 5L, 5K)

74361A IC {5A)

74LS32 IC (5B)

74123 IC (5D)

74L514 IC (5F)

74L528 IC (5G)

T4L8S55% IC (5H)

188 uf-16v electrolytic cap axial {Cd6)

4,7 uf-25v electrelytic cap radial ({(C3-Cl2@)

47 mf-16v electrolytic cap axial {Cl3)

18 mf-25v tantalum cap (C28-C43, C18)

33 mf-15v tantalum cap (Cl7)

3.3 mf-25v tantalum cap (cl5}

-1mf ceramic cap (C47-C71)

.81 mf ceramic cap, 25v (Cl4, Cl&, C19)

220 pf ceramic cap {C9)

68@ pf ceramic cap, lév (C2)

330 pf ceramic cap (C7)

1288 pf ceramic cap, 25v (C5)

188 pf ceramic cap, 25v {(Cl)

220 mf electrolytic cap axial (C44, C45)

6.8 mf tantalum ca ({(C56})

IN4GA2 diode (CR4, CR14, CRI1S5)

I52875K diode (CR1-CR3)

20.16d mhz crystal .

330 ohm 1/4 watt carbon resistor (R1, R2, RE,
R13, R18, R23)

51 ohm 1/4 watt carbon resistor (R9, R1l4, R19,
R24}



I/0 PCB ASSEMBLY (Continued)

PART NO.
59-5148
59-5125
59-5174

59=5132
59-5177
59-50848

59-5465
52-424%

59-5183
52-g987

72-3827
61-8171
61-8174
61-816%
59-5895

61-8175
61-8167
59-511¢
61-8166
61-5163
59-5184

DESCRIPTION

126 ohm 1l/4 watt carbon resistor (R7, R12,
R17, R22)

1¥ ohm 1/4 watt carbon resistor {R32, R33,
R36)

7.5 K ohm 1/4 watt carbon resister (R5, R18,
R15, R28)

518 ohm 1/4 watt carbon resistor (R4)

390 ohm 1/4 watt carbon resister (R25-R29)

18K ohm l/4 watt carbon resistor (R3¢, R31,
R39)

33K ohm 1/4 watt carbon resistor (R34, R35)

4.7K ohm sip resistor netwerk 9 pin (RM1,
am12}

1K ohm sip resistor network 9 pin (RM2, RMS,
RM8)

68 ohm sip resistor network 8 pin (RM3, RM4,
RME, RM7, RM9, RM1@)

8 switches dip package [1D)

13 pin male connecteor (J1}

15 pin male connector (J2)

6 pin male connector (J3)

4.7K ohm 1/4 watt carbon resistor (R&H, RE1,
R62, R38)

17 pin male connector (J6)

4 pin male connector {J8)

2.2 K ohm 1/4 watt carbon resistor {R37)

3 pin male connector (J12)

5@ pin PCB male header (J9, J1@)

2K ohm l/4 watt carbon resistor (R6, Rll, R16,
R21)



APPENDIX B: Schematics
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