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1. Mame of Part (See Figs. 1 and 2

l1-Player

Starc Hatton

PO AR he SR P e

Balloon

Sonsrol Butzoen

2-Player

Start Button

Coin Sloc

Casnh Box =
Fig, 1
Balloon
Main Fuse
o
Control Buttgg //

Main Swilteh

Sround

Terminal

Fower Cord &

Pl

ay
f ¢



Transportation and Installation

0 Avoid rough handling
tube is fragile.

o Taiteo " CRAZY BALLOOX

o Install £he machine

in Ltransportation;

] " is tor lrndoor

indoors only.

o Do net install the machine ovutdoors,
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o Install the machine on a flat-surfaced floor and orovided

sultable space around the machine.
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{Floor)

o 0 not install the machine in location with vibration.

1
by

{Floor!

0 Do not install the machine in dangerous places viewed

from the angle of disaster nrevention.

(Emergency Exict!

s R
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Fire Alarm
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3. Handling Note and Warning

Note:

o Erroneous plcture may appear on the screen when the
machine is first switched on. This typical of the
CPU circuitry, and will correct itself automatically

when the power switch is off and on.

¢ No picture may appear on the screen for a while when
the machine is switched on at a subjeroc temperature

in the location. This is also typical of the solid-

e s B e il ka1

statl circuitry.

warning:

o Talto " CRAZY BALLODN " uses a CPU and the latest solid-
state circuitry for long life, however, as with
sophisticated electronic eguipment certain precautions

must be observed to avoid damage.

(1) Do not attempt to service with ordinary testing
equipment, since the internal voltage of the

testing equipment may cause damage to the circuitry.

(2) Never connect or disconnect any of the sclid-state

moedules while thr power 1s on.

4, Routine Maintenance
0 Because of the solid-state electronic circuitry, this
machine should require very little maintenance and
only cccasional adjustments, however, it is necessary

to take measures Lo insure its daily safety,




5. Play Instructions

v 0 Insert coin{(s). 1 play : 4 balloons {(adjustable)

o Select game for one or two players.

0 After the game-start music is heard, play begings
with the plcture shown in Flg., 3.

o Avold all cobstacles and move balloon from start
goal,

o In two player mode, play alternates between the two.

Bonus

fGoal:

Obstacles

Balloon

Etard

(Play Mode}

¢ Balloon passing through cobstacles scores the following

! points:

i Yellow Obstacle 500 points
: Pink Obstacle 300 polints
' Green Obsatacle 200 points
i Blue Obstarcle 1C polints

o Elapsed time decreases bonus polnts by 20 points increments.



© Balloon will burast when kept 1in the same noaition rfor
‘' 5 meconds,
{See Fi1g, 4)

Balloon will
burst by this

O Prame changes arter race duni,

¢ One valloon is awarded whern Bcore reaches LD,00L0 pouinte

0 Game 18 over when 4th ba:loun burat,(Four alicowlis or

o Up to 9 coins can pe credited, but the c¢reiits will oe
cleared by vandalism.

0 High-scorer's name can ba registed on the screen,

© Push the cancel button {(shown in Fig, 5) tuo rub out any

wrang word reglstratlions.

{ — R |
T R ¢

Cauncel Button

Fig, S



6. HI-SCORE PLAYER'S NAME REGISTRATION

1
(1) Alphabet (A-2Z), (.), (RUB) and (END) will appear on
the screen,

{2) By pushing "LEFT" and "RIGHT" buttons, move cursor
to any one character,

Pushing "DOWN" button register that character,

(See Fig. 6)
RIGHT BUTTON
Control Board {

LEFT BUTTON m*——ﬁ// L-—-—-—-—-DOWN BUTTON

Flg, 6
“RUB" ,,, To erase any wrongly reglatered charactere.
"END" ... When registration is completed, move curasor

under "END" and push "DOWN'" button.

(3} Up to 10 letters can be registed, but the register
will be automatically finished in the fallowing camses:

0 When more than 10 letters are registed.

When "“END" 1a registed,

o}
C When player 1 or player 2 button is pushed.
o When 90 seconds passed.

HANE REGISTAATION -

r J
ORBTUWY.

T
be

MR.TRITO

G, KANE - =ermrsemme

ol o TREIA Chee

Fig. 7



LAWY

Adjustments on 3witching Regulator PC Board
{See rig. 8)

Caution: The line voltages should be set within the limit.
Failure to do s0 may result in destruction of the
IC's.,

¢ To check the output voltage, measure them on the G-connector

or the T-connector,
{See the attaching cable Block Diagram No. AAR0Q237.)

F2 3 —aWu
F1 [ L] CaI'CD CD
l:T- ] A W] t12v + 5V VR
' : VR Fa Fs

100V S5A i L] [
1A 1A !
+12V ~12V ” I
I S
1A BA
~5V  +5VY

0 +5V VR .... Pot for adjusting +5V DC line voltage
{AdJjustment range: +4.5V to +5,5V DC)

Set approx. £5V,

o =5V VR .... Pot for adjuscing -5V 2C line vollage
(Adjustable range: -5.5V to -4.5V DC)
Set approx. -5V,
{(wWhen the +3V line hes no load, this =5V

voltage is not present on the line.}

o +12V VR ....Pot for adjusting +12V DC line voltage

(Adjustable range: 4+10.8V to +13.2V OC)

el approx. 12V,



8.

Adjustments on Game PCB (See Fig. 9 and Table 1-5)

As to the pots 1 - 4, to decrease the sounds, turn each

pot as shown below,

DIP SW B 12 3]
C
DIP SW A [1z__8) G

$REE .

VR4 VR3 VR2 vyR1

Fig. @&
o VR1 ..., Pot for adjusting the total sounds
o VR2 ... Pot for adjusting the sounds when a balloon

1s broken by obstacles

© VR3 ... Pot for adjusting the sounds and music

produced when a balloon moves

© VR4 ... Pot for adjusting the sounds when a balloon

bursts

Adjustments on DIP Switch:
DIP Switch A

0o SW1 ... Switch for checking. Normally, this switch

should be set at “OFF" position.

ON RAM Check
SW i
; OFF 1/0 Check
Table 1
© SW2 ... Switch for rotating images on the screen

As this pame 1s an upright version, this switeh
should be set at "OFF" position,
ON TT Version
Sw2 OFF Upripght

Table 2



© 3SW3 and SW4 ... Switches for changing the number of

O SWh

o SwWse,

balloons
2 3 4 S
SW3 on OFF ON QFF
SW4 ON CN QOFF | OFF

Table 3

These switches are preset for 4 balloons.

.+« Switch for changing the points for extended play

(One balloon is given for extended play.)

ON 5,000 pts.
OFF 110,000 pts,

SWS

Table 4

This switch {s preset at "OFF" position.

SW7 and SW8 .. Switches for changing play pricing

SW6 | SW7 | SW8 | COIN(S) | PLAY(S)

ON ON ON = i
OFF | ON oN 2 1
ON OFF | ON 3 1
OFF | OFF | OWN 2 T
ON ON OFF 1 1
OFF | ON OFF 1 2
o | orFrF | oFF 1 3
OFF | OFF | OFF 1 a
Table 5

These switches are preset for 1 c¢oin - 1 play.



DIP Switch B

o SW1l ... Switch for checking. When this switch 1s set
at "ON" position, balleoon will be not broken
when hitting obstacles,

Normally, this switch should be set at "QFF"

position.
o SW2 -~ SW5 ,. These swltches are connected in the
circuit, but not used for changing game

functions.

o SWE — SW8 .. These switches are not used in this game,

Mormally, DIP Switch 83 should be set at "QFF" position,

Salb At s TexES o



9. Adjustments on Color Video Monitor

{See Fig.

10)
V.HOLD
RED BRIGHT
“REEN .
: | RED

BLUE l’

< ' AREE]
H.HOLD - ’ | Hekl
BRIGHT ‘g, HLIE

Fig. 10

The color video monitor is properly adjusted before shipping,

however,

if necessary, readiust as follows:

Caution: Careful attention should be reguired to adjust the

horizontal held and the vertical hold, since these

adjustments are delicate,

o Horizontal Hold

Adjust

broken

the H.HOLD control if the picture iz warpped or

into diagonal lines,

o Vertical Holag

Adjust

across
o Screen

Adjust
o FOCUS

the V.HOLD control {f the picture rells vertically
the screen.
Brightness

the BRIGHT control o keep the screen clear.

... 3creen Focus Control.

Color Control:

o RED
‘"0 GREEN
o BLUE

Pot for adjusting red color

.Pot for adjusting green color

..Pot for adjusting blue color

Color aperration may occur depending on the setting
condision of the machine. In that cagse, use a
degsussing device. Keep magnet away from the sc¢creen,
otherwise, it may resulc in color aberration.

The color video monizor of Taito M"CRAZY BALLOONY

le for exclusive use, therefore, it can not be

renlaced wirh rhRar A Ather asdal =



10. Degaussing Switch

Color aberration may occur depending on the setting
condition of the machine., In that case, use the

degaussing switch. (Use thiz swiltch 10 minutes after
used once.) -

11. Service Switch

Use this service switch to 1ncrease the number of credits.

ST N
Service Button
/s
Degaussing =1 1 [ {
N/
Switch /
ig. 11

12, Adjustments of Supply Voltage (See Fig. 12)

If the voltage of the power supply 1s low, the picture
on the screen sometimes flickers. In that case, chang
the terminal of the power transformer in the cabinet.

This adjustment ls obtalned by the use of the change-
over switch.

%

NI
52

Change-over
Switch

RN
\\ \if



13.

Troubleshooting and Repair:

This video game mainly consists of the following four units,

o Monitor Unit

¢ Game P C Board Unit

o Control Unit

O Power Supply Unit
These units are connected by wiring cables,
units is defective, the
In case of troubleshooting,
have to do 1ig to predict wha
predict that a unit might he defective,

But 1f the unit was found to be not defective,

other relateqd unit(s).

{1) Checking of Each dnit
Use an ochm-me
so) and the cable block

and make certain the numbers of the

wiring coleors Are correct, Next,
to the method of Checking (mentio

There are two basic checking;

voltage checking.

A) Continuity Checking
fach part and the p
of wiring cables and
whether the current flows oorreotlx
circuits according to the following
1 Set the resiston-

X100,

of the connector an

ter (with the accuracy of the

diagram{ AARQO235

range of the ochm-meter at "Xionw

If any of the

game will not normally function,
therefore, the first thing you
T unit is defective, It ¥You can

check the unit.

check the

nd class or
or AARO0237),

tonnectors and the
check each unit according
ned 1in the item 2.)

continuity checking and

CB connector are connected by use
intermediate connectors, Check

through these

procedures,

or

Put the leaqg of the meter on the conductive part

d put the other lead of the

meter on the terminal of the part to be measured

to see whether the pointer indicates at wn

If the pointer indicates at "g Ohm,

is al1 right.

Ohm.

the continulty



( CONTINUTY CHECKING )

Connected Part

Intermediate Connector <§>ﬁ;—"=”ﬁ;
o W .

Connector , 2

‘/
el
Meter Lead " lal

B} Voltage Checking

1 Measurement of AC=Voltage

3¢t the ohm-meter at an AC-voltage range. In thig case,

gselect the range slightly largen than the measured
valtage. Put the meter lead on the conductive part of
the connector to see whether each line voltapge is
correctly appears.
The voltage should be nearly the same value when

measured at the beginning of the wiring or at the end
of the wiring,

2 Measurement of DC-Veoltage
Set the ohm-meter at a DC-voltage range, In this case,
select the range slightly largen than the measured
voltage. Put the minus lean (black lead) of the meter
on the GND line (black wire, zero volt) and put the
other lead (red lead} on the peint to be measured.

The voltage should be rearly the same value when

measured at the beginning of the wiring or at the end
- of the wiring.



(2} Method of Checking

1 Checking on Contrel Unit and Coin Untt
Check whether the switches, the speakers, the coin

counters, and the lockout coils correctly function.

If these parts not normally function, check as follows:

A Check on Switches
The following switches are used in this game, the

coin switch, the l-player and the 2-player start
switches, the control button switches, and the

service switch.

With looking the cable block
diagram, set the ohm-meter at
"X10" or "X100" and put the
leads on the connectors
connected to one of the abaove
swltches to see:
"O0" ohm...When the switch is set
at "ON" position, and
" " ohm...When the switch is set
at "OFF" position.

YES The Game PCB 1isg
defective, Replace
MO 1t with new one.

Put the leads on the terminals

of the switch to see:

"C!" ohm...When the switch i3 set
at "ON'" position, and

" ohm...When the switch 1is set
at "OFF" position.

The switch is
defective. Replace
NO 1t with new one.

YES

Do the continulity checking to
see whether the Intermediate

connector is defective,

If defective, replace it with
new one,




3 Check on Speaker

Set the ohm-meter at "X1"
and put the leads on the
spesker terminals to see
whether the pointer
indicates at 7 ohm with
"elick” sounds.
NO
YES

No the continuicty
checking <o see whether
the wiring cable or the
intermediete connector
is defective.

The speaker is
defective.

Replace 1t with new
one .,

NG

Y3

Repair the defective parcs.

The Game PCRB is or
the Zound PCB is
defecctive, Replace
It wizth new one.,

€ Check on Coin Meter and Lockouc Coil

If the Coin Meter or the Lockout Coil
check as follows:

Coin Meter: v

With the Counter ©CB
removed from the D-
connector, short the Pin
10 GND (black wire) and

the Pin 3 (brown-orange
wire) of the connector
to see whether the Coin
Meter moves.

does not funceion,

NO

YEs

The Game PCB or the
Counter PCB is defective.

Replace it with new one .,




W b el

With the Counter PCB.
removed from the D-
connector, short the
Pin 10 GND (black wire)
and the Pin 7 (PGB
terminal) of the
connector to see whethern

the Lockout Coll moves.

Lockonut Coiif { Table type machine only. )}

R T

NO

TES

The Lockourt Zoll 1is
defective,
Replace it with new

one .

The Game PCB or the

Countor PCB is defectivel

Raplace it with new one.

;- A A A e els e e -

b

o
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l4. Game over

The characters "INSERT COIN" will flast
and, except for the center part, the
field will be filled with thorns (Plg. 14).

————  _ white flashing indication

T~ vyallow

_ (2) The LEVEL-1 display will appear and the
" pp— charactars "INSERT COIN" at the top ot
LI s the ocentar part Of the scresn will flaesh,

1 The computer controlled bailcon will move
T through the fiaeld from the START position

228" .
, rllilgi cﬂ# .

to tha goal {(Fig. 15).

when the balloon entars the goal, the
Gigplay of " 1 " will raeappear.

@ A white face will appear at the left
hand side of the screen in the LEVEL-]
pattarn. The computar contxrollad bal-
loon will move to the top right hand sids
of the acreen while being blown by tha
wind. After & lapse of several seconds
a second face will appear at tha right
hand side of the screen and blow tha
balloon about until it bursts (Fig. 16).

The above steps to @ will ba re-
paated continuously by way of demonstra-
tion until a coin is inserced.




15. Coin insertion (Fig.

© When a coin is inserted the demonstration will be inter-

rupted and the following display will appear. This dis-

17)

play will remain until either the l-player or 2-player

start button is pressad.

Greaen White Pink
' !

kgt Hi=BGORE OCORE-E

CRAZY BALLOON I

IPLAYER  QUTTON~
S L [

IPLAYER  BUTTON —

CREDITOR ——

2o jesh THITO CoRF, |

Fig. 17
Rad

Humbars are
white.

Yollow

White and gray
flashing

Blue

OR 2-PLAYER BUTTON

This display will
appear when two or
more credits are
obtained.

o Up until this point in time the score for the previous

game will be retained.

o When either the l-player or 2-player butteon is pressed,

the "LET'S ATTACK" display will appear.

l6. LET'S ATTACK display (interval display before commencement

of play) (Figs.

18 and 19]).



At the commencement of play or when the balloon enters
the goal, the No. 1 display will appear and, in the
lattar case, triumphant tones will sound to indicate
Buccess. If the baloon fails to enter ths goal, the

No. 2 display will appear and appropriate tones will

sound tc indicate failure.

g Mi-scoge No. 1

“El-— ——Tha screan will become filled at
random with blua, green and pink
thommns.

N Yellow

T Blue (next player's numbar)

HEl 7 white (number of naxt lavel)

Fig. 18

No. 2 5

Thorns do not appear.

Fig. 19

RUREE 2w



17. NAME REGISTRATION (Fig. 20}

QO Move the cursor underneath the characters to be re-
gistered using the LEPT and RIGHT control buttons, and

registexr the characters using the DOWN button. Register

10 characters in 1 minute 30 seconds.
The next display will come up when

1. END is pressed.

4. More than 10 characters are registsered.
l. The 1P or 2P button was pressed.

4. 1 minute 30 saconds has elapsed.

o If nothing was registered, the characters "HI-STORE"

will ba displayed.

Bluas

HARE !!:IE!-..- riq L 20

B !'ii"r_l TAITO CORP,
|

W“.W&-‘_!a ;
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18. Description of background display

There are ] types of basic pattarns, esach of which has

the following features:

(:) The thorns will be partially removed to permit the bal-~

locn to move morxe freely.
(:) Some of thorns will move start to move.
(:) All of the thorns will start to move.

(1) The white face is displayed from the beginning and

waits for the balloon to approach it.

Including other variations there are a total of 16 dif-

ferent patterns.

LEVEL-2

Ay
et

The balloon will be xed and the Two thorns will start moving.

pattsrn will be stationary. One thorn will disappear.

&



roe

LEVEL-13

The balloon will be pink and che
pattern will bs stationary.

LEVEL-Y

YTy
+ré

Y

44 4
ooy

-4
+

- P
*é

+
+

G0 B O
L d

Tha pattern ls the same as that of
LEVEL~3, however the numbaer of
thorns will increass alightly, wue-~
wng the game more difficulr.

The thorns will move . and
When the balloon moves undarneath
the thorns, the thorns will movse
downwards, and when the balloon
moves at the left side of the
thorns, the thorns will COmmancs
BOVing upwards.

LEVEL-4

Thie PALLBIN is the .ovw - e
of LEVEL-1, howeve: «'!i u! L[N«

thorns will move up and twwa and
laft and right.

LEYEL-6

conro  "ITeEORs

Tha balloon wil) be yellow and
the display will be «tationary



LEVEL-7

lll-l“!l

1hv40

-

The pattern will e ths sass
as that of LEVEL-5. All of

the thorns will move up and

down: and left and righrt.

LEVEL-Y

Exactly the sake &S LEVEL-1.

LEVEL~#8

e pattern is ths sams as that of
LEVEL~6, howaver the number of tharms
will increase slightly. Tha diaplay
Wwill ba STATLIONAFY.

LEVEL-10

tha pattern and also the NOVement

Lf the thomns will be the ssms as that
_f LEVEL-2, however the face will appe«:
on the screen from the beginning and
v111 Dlow the balloon whaen it ap-
proaches .



LEVEL-~11l

The pattern is the same as that
of LEVEL-3 and the diegplay will
Ly stationary. The fave wil!
apleal O the s isen {14k [l
peginning.

LEVEL-13

-.ibol Nl'.‘ﬂll

Tha pattern 1is the same as Lhat
of LEVEL-5 and the face will
appear on the screen from the
beginning.

The thorns will move up and
down .

LVEL-12

13200

! hl'lcﬂs!

The pattern and movement of
display will be the . iwa as

+4 5 4aay

the
LAY

ot _EZVEL-a and &l . f1c .

Wii. WVe

The face will appea:r oo the
frie the baginning.

LEVEL-14

“he pattern will be the same a8 that

e D aw]l

of LEVEL-8 and the diaplay will be

starionary.

The face will appeas: immediately

bahind tha starting position of the

balloon and will satart blowing as

soon a8 tha balloon Starts

O ROV



LEVEL-15 LEVEL-16

The pattern and GUVakwanl o ° Lo “i¢ patTEIN 18 Che saike .. et Of
display are the sawe a8 thal oI LEVEL-Z. ALl of tne thoins will
LEVEL-7 and all of the thoins xwove up and down ana lett and right
will move up and down and left
and right.
T™a face will appear from the
beginning.

19. Pattern movement and scCore-up

o For LEVEL-17 and higher, the dispfays ot LEVEL-1 to
LEVEL-16 will appear repeatedly. Also, for LEVEL-17
and higher, the swaying of the balloon will become

faster and for LEVEL-33 or above it will becoine srill

faster.

o When the balloon strikes a thorn and bursts, the

thorn will disappear.



The balloon will not burst if it strikes the boundary

at the start position, however once it has gone past
the boundary, causing the score to increase by 10 points,
it will burst when it touches the boundary at the start ,5

position. Once the balloon has entered the goal, it

BT L.

will not burst no matter what it touches.

A bonus will be displayed at the goal position and will
gradually be reduced as time passes. The bonus remaining
when the ballcoon enters the goal will be added to the

SCore.

The bonus will be 1000 points for the first 20 seconds
and will be reduced by 20 points for every subsequent

5 seconds.

If the balloon is in the same position for 8.5 seconds
or more, the yellow face will appear and blow the bal- fﬁ
loon in an attempt to burst it. (at the start of play this

interval will be 17 seconds). Alsc, 1f the ballcon does

not enter the goal within 2 minutes, the face will like-

wise appear and try to burst the balloon.

When the balloon moves torards the goal by a distance
egual to that of one thorn, the score will increase in

accordance with the color cof the thorn.

*# BEAE wwwovouw s ¥ v vl 10 points
% GYEEN = wovewwss s damns 200 peoints
* Pink ......... ... ... 300 points

* Yellow ....cu.v.ninnn. 500 points



The scors will only increase, however, when the field

is divided intoc vertical and horizontal blocks in ac=-
cordance with the path of the balloon and the balloon Sl

moves through the blocks towards the goal. Conaequently,

LR e >

S A LIATTS I 1N

the score will not increase if the balloon moves in the

reverse direction through the blocks or cuts across the

blocks. PMurthermore, once the balloon has passed through

a certain point, causing the score to incresase, the score :h

to increase, the score will not increase any more if thas

balloon passes through the same point a second tims.

20. Color differentiation of basic patterns (Figs. 21, 22

and 23)

Green White Pink o Basic pattern (1) o

LEVEL-lf 2' " 9'
io, 12

Rad T Numbers are white
'
Pink ""“—“faxoen
Grean
T had

Fig. 21



1.

o Basic pattern {2) o Basic pattern (3)

LEVEL-3, 5, 7, 11, 13, 15 LEVEL-6, 8, 14, 16

FIG. 27 FIG.

How to use CRALY BALLOON CHECK ROM

(CHECK ROM 1is8 CLG960O11.)

The check ROM is used by allocating the check ROM ADDRESS
petween 0000 and O7FF {by replacing CLOl). The check

ROM can perform I.0 check, SOUND check and RAM check.

To change over from 1.0 check to RAM check, use the DIP

SWA (SWl) at the top of the game board.

DIP SWA (SWl)

1.0 & SOUND check

T | omr J
\ |

RAM check




A faulty RAM indication which appears as a result of a
RAM check will be displayed on the monitor as a number

between 1 and 5.

Number Meaning
1 10E(2114)
2 11E(2114)
3 9F (2114)
4 10F ({2114}
5 8F(2114)

= 1.0 check pattern (will be displayed on the TV screen.)

DIP S5W
A- 1 2 3 4 5 6 7 8B B- 1 2 3 4 5
[c] [c] [c] [c] [e] [g] [e] [¢]
PUSH &W

i1IP- U D L R 2Pp- U D L R

Up Down
NR SV TL 1P ﬁP CN
(€] (c]
Name Service Tilt 1P select 2P select Coin
reset sw SW sSw SW SW SW
OUT PUT When the DIP SW and PUSH SW
are ON, the Eﬂ marks dis-

MUSIC appear. During a SOUND check,
CAUT the marks will successively
BREATH shift and produce the respec-
EXPL tive tones. (This shifting
LAUGH action will be repeated.) L
C~MTR ok
LOCK E
V-INV : .fﬁ
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22.

Test points

........

A signal having a period of 400 nS and 50%
duty must always be applied.
When L = 0.45 V or greater, the voltage

"H" must be at least Vec - 0.6 V.

Must remain at "H" during RAM check.

During I.0 check or game, a signal having

a period of 1/60 sec which falls to "L

and then rises to "H" after several tens

of 1 seconds must be applied.

The rise of this signal must be synchronlized
with the rise of "VBL".

in this way, an interrupt will appear at the
CPU when the TV screen goes into a BLANKING

CONDITION.

Shall be "H" level under normal conditions.
This signal shall become "H" when elther
the CPU goes 1ntc a runaway condition or
the POWER-RESET does not function, thus
preventing a deadlock.

It will become an "L" reset signal after

a maximum of 4 seconds, and after a further

4 seconds will return to "H" to apply reset.




wECl |

Ch R

g‘ MYID .. ecvoannnonnnes Brightness signal to TV.

E This signal is independent of-the
E palloon pattern which is made

% separately. It must vary in units
% of 200 nSs.

If noise appears on this signal,
the balloon may hit a thorn in an,
unlikely place or stripes may

appear on the screen.

TV synchronizing signal
Horizontal synch signal: 15.36 KHz

Yertical synch signal: 60 Hz

G
e
T

Uik e F e }-""'"-“"" SRR

e Rl



« To technicians who repair printed circuit boards (P.C.D.)

1. Have a clear understanding of the content of the fault.

It is basically necessary, for only for a p.C.B. but

also for any piece of equipment, to be clear as to what
is wrong. Establish whether there is no image at all 'E;
on the screen, no sound being emitted or a particular |

operation cannot be performed, etc.

2. Establishing faulty part

Once the content of the fault is clearly established,

it is then necessary to pinpoint the location of the
fault. The basic method of doing this 1s to yradually
narrow the range of possible fault polnts. For example,

if there is no explosion sound, first check whether or o5
g
iy

not explosion sound trigger signal is being emitted. R
(2F, 74L8273 Pin (9)) 1If it is being emitted, there 1s
a fault in the subsequent sound generator circult. If F:
it is not being emitted, there is a fault in the I.C.

(2F, 74LS273) which generates the grigger signal., T

If there are two or more printed circuit boards, try i
changing over the CPU board and game board. By comparing
the respective conditions of the machine, it is possible 1

using this method to determine which board is faulty.



Refer to the check flow on the subsequent pages when
checking a picture, sound or operation fault. A syn-

chroscope (at least 20 MH) should be used to check

printed circuit boards.




P

RILT a0

Faulty
picture
“ Game cannot be plaved, Game can be plaved.—»
_ ‘ }
Synchronization possible but ! Picture is abnormal.

Synchronization
impessible.

either meaningless picture
appears or no plcture appears.

oscillating.

synchro-

Check items

*X-TAL

<10B(T41LS04)

Check items

Faulty

L 5 monitor
nizinyg signal
Umusw emi Faulty con-
cd?

ector con-
tacts.,

H-SYKNC

{10A, 74152008
not emitted.

¥-SYNC.

{10A,74LS20@)
not emitted.

-

¥

i ) NOTE-1}
Check 1tems Check 1tems
E6C,TC (7461 <BC,9C (T4161)
SHIC (T4l874) 100 (741571}
: — NOTE-2)

SEY KOTE-3

Sttt NOTE-3

NOTE-3)

RESET TFlLSE:

details,

Check 1tem
POWER

alloon picture '
is abnormal.

Field is
abnormal.

SUPPLY
FCHB

Remove entire program
ROM and insert check
ROM .

Does
check ROM

erale nNorr Faul ty RAM
ly2 ﬂjmﬂr
Check 1tems [ WO SEE NOTE-2 1tems :
5F, 6F, 7r (74L5241) 1E, 1#, 1F,
5C (74L5138) i
3a, 3B {74LS5367; 33(2716),
9E, EBE, 1YF (74L8107) ZH{7415173), 23
CPU (Z268D)

Check 1tems

Faul ty
[-rogram ROr

Check Hﬂm:ﬂ

«9E, BE,11P (T4L3157)
«10P,5F (2114)

«2F (2716)

+2R,2) (741.5165)
«5P,6P (7418241}

This pulse

13
{7415123)
3FH{74LS166)

{741=17%

is generated to reset the CPU when

the powecr 1s switched o

Jt is also generated when the program goes into a runaway condition.

In the
11 becomes L

A

Refer to the master clock timing tabkle.

of Z8BD, 1t is normally H level, and rescts the CPU when
Javel.

If the check RO cperates nermally, ittt will be possible to poerform RAM check. For
refer to the method of using the check ROM.



Check PFlLOwW <&

Faulty sound BaulLy
operation

No sound emitted Only special tones .u Insert check ROM
at all. ant_ emitie anad perform IO
check.
Insert check ROM and
f heck
REER e perform sound chec
Faulty con- : '
5mnﬁww COnN- Check which opera-
anﬁ tion cannct be
[Fault
AMP3712 . : 1 . performed.
Check trigger gignal
of sound which is not
Emitted. Signal {emitted.

1 _ Wk mpm:mu heck whether or not Signal does
Check items emitted. emitted. bperation signal appearglot_appear.
VR check EEET S o it input terminals 2A,

- g . 2B and 2C(74L5153).
«2F (74L5273) ﬂcww COrrespona—
ing to sound Si 1
which is emitted igna
; . appears.
(2P (741S273) 18 Faal by y 3PP
- Abnormal Check items
music sound .28,2B,24
{74L8153)
Check 1tems _
-2E (740L5273)
- 2D, 2C( 7415161 ) Baniiioy ‘won-
«4E (7493) nector contady
<4l (3900) 0/C harness

O o ST maa dheawil T



GAME BLOCK DIAGRAM

!

100 VAC D-/n}

T

ON/QFF

Power

mDemagnetization

switch

Constant voltage
stabilized power

supply

POWER SW

Control panel

supply

Video signal
(R}
b (G)

1 PLAYER START
W

2 PLAYER START
aw

CONTRQOL SW (top)
CONTROL SW (bottom)
CONTROL SW (right)
CONTROL SW {left)

Coin circuitry

COIN SW

CREDIT

"SERVICE SW

-

COIN COUNTER

—

BOARD

A

COIN LOCKOUT

Game printed c¢ircuit board

CONSTROL SW (top)
CONTROL SW (bottcm
CONTROL SW (right)
CONTROL SW {(left)

2-player controcl panel

(Table type machine only)

AUDIO

1 {B}
Synchronizing
signal

Speaker

'

Monitor
circuit

or

™

Ui 80 8W
T.T 8 5W



SEE PAGE 44

GABINET ASS'Y




GONTROL PANEL ASS'Y

SEE PAGES 44,45
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VIDED AND CABINET ASS
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s&t PAGES 46,47

PRINTED BOARD ANE

REGULATOR ASS




ftem

o =1 & th e W R

10
11
12
13
14
15
16

item

2
3
4
3
-]
7

CABINET ASS Y

Part &
LAO90007
AAQL195760
LAO10001
AAQL19545
AAQ13593
AAQ13605
AAQD13606
CLO70u11
CLO7001=
AADZ28521
TWO60001
AAQ16553
CVYQ100406
CY030024
AAQL16556
LAO9CGOUOLS
LAQ50001

Description
Table 1Top Glnseas
Video mask
Top Board
Glass Bumper
Corner HBracket
LLock Brecket
Hook
Inetruction Card
High Score {Uard
Coin Sticker
Hing
Hing

Table Box

AB gy

A8 By

Bottom Box
Table Leg
Col1or Plate

Masik Support Spring

CONTROL PANEL ASSY

Part ¥, 4
CLO30004

CLO300QS
CLO3Uuul
CLO30uuUe
CLO30uO7?
CLO30002
AAQ19574
AAO19572
AAUL195T3
AAU19571

Description

Control Brecket (B
Control Lock (A

Control Baae

Loak (1
Switch passe

Control

Control Support W
Push gutton
rfuseh Bution
rush Button Woite

fush Buttono Hod

Houvelng White

HHoueing ned



Part

CLUSUYUL
CLO3000s
AAO19504
AAQS2537
CLO®g0O0O0Y
CLO70007
CLO7Quus
CLO30003
CLOJCO1}
CLO300O0Y
CLO300Q10

Description
Button Spring
Puah Switchsraekt
Insuletor V-Typa

Miore Switch VipL-—]1]

Control Panel

Control Plate (4
Control Pilate ()
Control Bracket (a)

Tap Plate
Comtrol Support B)

Control Support

VIDEO AND CABINKT ASSY

Part 4
LAO3GO00S
AAM10103
LAOQ30006
Cv030028
TYO90009
LAQ30001]
AAQ13620
Cvo030003
AAG13511
AAUL16501
CYuiouo2
AAOB1T717
AAOL18558
AAQ196559

AAOL13619

AAOL1955%
WTO50002
AAQ13618

Desceription
Support Bracket (7Y
Video l4inch Color
bupport Brackest B
Yidso Circuit Board Support
Guide Rail
Video Braockst
Coin Chutae )

Luide Plate

Lock Plave

Lock & Koy

Cash Box

Counter mp—s5

Packing
Counter

Box

Plavs ()
Plate Guide

Contaet
Contact
Spring

Contact Plate A



I tem
19
20
21
22
23
24
25
26
27
28
29
30
31
32

ltem

o= & ot e W R

11
12
13
14
15

Part

AAOL13604
AAQL13603
AAO13602
AAO1656]
AAOlb562

AAUL19552
LAO30003
LAO30002
LAOQ3Q004
AAQ14575
AAQS52511
PVO36001
AAQL13624

Deecription
Lock Laver
Lock Plate
Loek Lever Pin
Service Lock MmBUOU
Service Key 5000
Kejectror
Coin Entry Cover
Video Supporet

Vidso

Bracikst (B
Support Bracket (A
Video

Brackoet Basse

lonsulation Sheet
Push pButtono S#itch VAQ—4R
Puen Switch Hracket

Coiam Heturn Cup

PRINTED BOARD REGUULATOK ASSY

Part Ja
AATT1G01
WNOY00G7
WNO30015
AAQ13575
TUO20001)
AAOS52511
CLKOOULULL
CV030022
AAUS3944
wWTO90u08
CVo3ioozs
AAULIY547
AAUS250]
AAT41175
AAT41172

Deecription

Speaker 81 W 1 Z2on
Net
Punching metal

Push Switech Brecket

Shutt

Push Button Switech VAu—4R
Main P.¢C Board A88Yy
Shield Piate
AMPLEAF Conuetar
P.C Board Guidse g

L8P

Stop Bracket
P.C Board Luidwe
Toggle Switen 5—301
Capactrtor 35LASN 4700

Capacitor 35LAacN 1000



MASTER CLOCK GENERATOR

1H HORIZONTAL

2H

4H

8H
16H
32H
54H

128H

104 &

"1V VERTICAL
2v
av
av

16V

32V
64V

l28v

104 (3)

81

Qe
Qs

Qs

Qs

Qe

Do

V.

A

g U R . A A i
UV U AR AU UUUIUL AR
AR iy eapipiaNpiaigigininigiaiginlalalalsl
Sy o Y s B e W o M e B B e Y e i e B
:7 [ SV D IS e Y vy BN e B
=] T S —

R

= AR [ Srioi Rl Wl L A L e
v LY e U iaaar L AT LA i
= S A,
5U ERERERaRNaI NN n N sl balintnls

L r—1

ol [ 1 A
' I L
| o I

S e B i o W

-~

D) T
@ | ANUIARYU U AL
(3} M II RS IJ LI LS ]I ] | [!.E
U S e N o T e O o B o B W . =
) ] — Lt 1§
(86} f =
|7c _ | o=
(7§ [T _—E
ca)J N . =
—
SYNC e =
&
«<
@«
. <«
R R G A A e e
S I TR R R o
P e SULUUL LU
200 R o U s S s IOy T o B s B
() 1 o I J l ] L
(B)ch - L‘__‘_“__‘_f__“*_“"‘“_l L=
] I -
sy | [
2 «r»
53YNC T

es11




1 13 | 12 2] | 10 i ] | 5 5 | 5 1 . 1 ]
IL' 3/ Omm i
@ " Camm TTNNED (PPRER WiRE G
o o - Ditea” Bty ¥
pe 325 04 © % - Ty TSP VAR, Y .
CUSTON ! oo i1 4] o
- 1C 2t o6 el e EL
I.51 -{:}-R'S 09 NOTE.{{ Dif $wiTCH [LOT.07] IE ~
g oz A} ADBRESS 5D (A} n 883
o -2 06, A ) O IRE7] 133] b
; LY. oo oN-oFf  DESCRIPTION 3Lk 530
| = == ] *———*ﬂ% SO crne] [T 7
-:HH i —c—_*w—m OFF {rf CHECK | 87 . L
-3 — N ALE TYPE| [a] e
HL0 . R 1aeo3y 2 OEETUP RiGnT TTPE o] i ——
L& g1 L ICIT] E] :O” ] BALLDON LK H 3;0 —
-3 MLS/6] 4 "OFF ) pumsEgs---4i [a[R The &
[’SDP R2 5 [ Oh | 5000 fGimT RS Ts skg
HLSI0 Hiism 915138 - [DrRE joba0 o i - ‘;gl 2.
: ! ; "o 54 L
| = 7 {%oN }imnr,«ur ST 212
d B fforp TN ] ; 32
= EYH Fe¥)) 414
§ Sk ﬂ?i, 3091 RT3
C e C'-I’%ng‘ 8) ADPKESS SC () T 3ty
=k r.e2 nNolarerd pescupTion 1 E E -; !
24319 133 R | NNO T Wit d 9
Cze p 1C/3 | Ici9 R4-¢::— |:] OFF | HIT_PETECT] |8 YL EH 2
... iR Eo] CFIVEN] :
' L QooK: EP-Ro el TICK
L 1001 ris ! ﬁ}?m” SR e
B= piC/B 3 R3 ""'fﬁ 17013 RSy
oA R} ‘B 4L Y]
E £, “H b LIS
41519, 4 S5t75 RCLOB 'E_Hr" 3 {.‘;L 3 2155
. ; ¥ : .
= 1] 152 —CLO8 | % O 110 e lEL
r;‘”' PATTERN CUT Deffe7 o ZINTEL
J = - 0 1] g5/ T —
L MN.L ML cH 2T K [eETA yZIRX ]
a At: I Y18 T
; B 1IET o1k L 3457 4
| 24 | e T4.502
N7 3001 1§ [ r14isen
EINAGE W o & R T/ 2 T
PRINTED FACE . [ A W 2033 z yE 174
R E CATHORE MARK : CHAAT 39005 Tr I NEmss
T PAN HD_S'CREN Mirt
TAN. R “TE?S’;? EP AMPLJ'FIER 7 ;ég
. : 3
CATHOEE MARK = Wlgel o FIO9A] FENFR SICDE R -
ELE. .-.‘.g_. ;’ CATHOEE FaRi TOTAAT 12025 1002
BONEED . i T o P B S%
TANTALUML-CERAOC ! 1O,
ITEL CAP & ELECTROLYTIC NOTED CAP ELFCTROLITICH M) NOTE.S 1w 10 mounT RES|STR NOTES D100E RN AALL Lool TRANAIITOR
15
- Hobk
U U3E IT SUR- i‘_g_
STITUTION * STANBARD [C” z
FOR *L5 IC' ABOUT RIST e
SYMBOn. NUMBER™ICIAICIT e
F ZFOIN
NO | JLMPER, | ST TERN:
TI1=2
T4l 7 —2 1 T-se3 1 .




8 i ‘ Mol [ 2 p ‘ . S

- - SYMNK 2= . T —
DIPSCAL, 45V _ : L ] RELIIE i [
i SO Iowy ' EETH 7T 77 7}
g !sr“”‘" 1oz o sy ‘
] i
*FO’ ol oli2 S wWR————— M7
| B0 T i hieral Q icr AD
T ; o2 Sheo  arld — MY&
S0 i lgof WP I3, "
H ! ‘
1 aa =) ,g,gj; &;ziﬁi
i 0“1~rm 1o Bl Al
._Izo/cd-!f“” o
+Ho \: : Ioie
2 T
bz
et
Gt
" :.5.__?%
L+]
NV
o1 |3
3
8ol
7]
5%
-
3115—-15\;
P asy
21 Ik
Clek|
% ¢
0 A 18 VN
(D —RRC -2
@ Gl CG'i'-'\ i- _mj_-___
() TR 2ZP.ENTRY ' N TAITO CORPORATION
[FERTRY |p‘En‘|"R{ \ & 5 ue T T.
| C.L- GAME P.C BoARD
L]
:m [~ ] t.-ninn Clnu
e e e e e A2 CLRpoOO !




ks et —

L

Abd
A2

@I J Q e} & ] 4 i
5 9
480 iz
I6H -~ oS
Lt + :;g s {7 e ﬁ
K%;’; | I T
o:;" “;= [20F ¢ oos \
P o cht+—Py 2 o 7
3 : x.
mg’ﬂ: o o4 '
1P ] -
[EW; m
=] u
[
2¢ fipg—=P e ¥ o
e T LH 4] o 1K ¥
T SISED
P 2 il '

5

JOBys

L

o #P 1
R =T
D okt or e
1| W5 T
& F
i
M

3H
T

G — M)

e L %’3
'E]

I.— ‘|T'.‘"|D\ ..JT:'.

@ CAP.TANTALLM
 {: CAR, CERAMC
B CAP. ELECTROLYTIC

; @E)pesT

+2v

MR
EUT T T W (L T
s L1 W5, WYL
F
(4)5P® o
SFO
1t
—3@0O
ey
:;Gv,(?;,.w i:lzil\ i
= o.g
A
* |
mnp ——E =2
Vi -—R =27
Tor — (R —
Ik ——EB —7)
MiXR R—x 5
Mx& R —23
B R—7D
HALE R_—21
veL ——R =
e, ———(R 1
128v B —®&)
v ——(R —10)
3N —16
16w ——(R_—\5
gv —(R —1)
28 ——R_—10)
#H R —%)
374 5 —B
it —R.=2
R
arn—R =
cuk —R —
= —R —




g P ! - . B __ .
: ] MK T u Tirenrid
@ ) = wl L = : L
Em =% m o
frchil pfical bS] i T O L R e e e
-q:'R:L}- FaiSH E a=4 uSIS? T 3:‘ e Atso|(5TaATa z 38 | (AP, TiLM TOT(H-103 1ﬂ£_F
&ﬂ % i 26 -4 244 oo = .o laglnu [ AT 61020 0 poisE LMY, CS%E-~IE-[Rooo-RE| 3]
- 5G] % 5 48 [RB2 5RO | REGISIR RBLOCK. . |OKaypd Dielemems | |
2 S0 - 47 [fny 55036 ESISTOR BoCk 1Ko Belemeres | |
741506 3416l S %, 46 K3 IG5 RES., CARBON LK Oor BT
m f1 Cz | " 5 R 01753 RES:, CARRON 2 3300mM YT [
= 3 f7on T RY | 51750 RES.. CARBON - 7700 gl
Ay 74160 CL-06 Al lcq 41436 CAP. Tapay . L 556 35 -k 2
TES prcz _ 4 i ; iz (03 41374 CAR, CERAMIC L SO¢— (Bopp [ 3
¢ Bfrems |2 2 . ulC2] | 418 CAP, CERAMM . Iv- 1oopf j4
Jasse £3, -mueu b ea ™ a0 1C | [AAT Al01B CAP, FECTIRONTC . J6VB- 10&F f
o~ frci3] 38 B (1o 90007 P- QoM (L -G1¢
s EE S| Joos —f%
b Q 'h; CL- 36 Goood . Ci-od
L b 35 {H2 90013 . (L0372
R 2528 Ls E u R | Gooiz * Y2 -
VRN A0 Y9000 | P-Ron - CL-0) (776)
32 'CPyl AT 34008 C Py . _ZBOA ]
a o JZ wlicg baazeo | (5. 16 S | |
o o Wwllcg 33703 4 Lssedor T M1 o 4
s - 2 1 33153 Huszater A e f1z8) | 3 |1
.Y a N, 5 : AR 126 T el k) B
TP g =5 27 10 33121 . MS166 2
- b, 26 |[C.5 FETT A : 245157 %
: : 25 11.0n 23046 T
% PICB | RBY4 n : ' | 2Oy 33062  cRloloi 14 ]
_ : i ‘ - PRI 33059 TSRO |3
41508 Jasod E C.PuU mn! % e zzlicnl 1 3305) L usia 14
E@ E@ T5o sdo T ’ 21 1.0y 33g26 - 74153000 7450 1
o T D : - Z 20 1£9] | 33¢19 s mlormza) |-
.._-_: : _ e 13 11.C8 33009 L4 atsrk Rl 5
a s g 1c7 33001 L AL il
[ 33005 2 74504 2
I: Eg 00| g%\‘f l(;m .zmgm(zmol) é
1 32156 IC_RaM : 2% -3 {or A3
|| U PR PR ! _, JUNPER |pescreTON 1 lIcal | 32031 TTL 1€ a2 3
30 4b =2 : 7 —3 [~ aeUH 13172 32018 & ; 26| 4
g 229 / N 00 12 AC4| AAT 32007 AT . 2407 L T
B 60| 276 g:-.r 1-2 |w-$F o Ty ARDER QSRE ¥-TAL LAIRIMHE T ool |
e _ T 18 52634 [NNED COPPER WIRE s B, |
nolE-1, CAR. % e 33 T (-3 % 8, 3 IT.p 56588 | TEST [onT (1P y)

: 2 i =3 % -2 |g o (RNRY CS8IZ 1L SOCKET - .. 4o 1]
3p 37 =87 8 el [TTYGI o5987 | UC GOCKET . b |7
ap | 7732 i < o B 6 150P | £5154 | ANGLE Py _TEADER , PS-ooPA_ |2

i 5o = / "%b "3 & STT 176568 CONMECTOR  STICKER T )1
; - 33| 1-2 2% PR L] g _ 53225 Egnnfcron STICKER % :
B AAQ NNMECTOR . STICKER
notE-2 M TR A A s e T H, % ~cwom RS D.C_ BOARD STICKER |
18 '23'&;% I35 | 1 -2 c=tm B om MOI.‘?HYJ_QA_ Ca=-Coyp
18 JULIT & =2 [l L Y TMEBCLETM B KBTS
RIS UST _
NOTE-3. RESISTOR BLOK. ) TAITO CORPORATION
; i
[, s 3
44:) ALSISTY ARE FALR CHILD. el Pl BC PR £
ARG MARK Fe: Ty
' A “ MO
T




anfinag
e | WEur i T ail [arremu

= RS I S

.Y BUs

i3

Y5

VAL ———

vB RS

TAITO CORPORAT oM

e T T CHAZY BALLUON
_Cr-CLpPy BC AORA

S“f rlqncmamﬁ
>ad
-13_

1 E 3




o | ] . H by - 4 L > ,
: 7 — 4Gy CLITTH
YT G N— - ! AN S BT b
3 H
e? 3 g T = =T
3 H f:ﬂ‘:) TSR WP q
— —_— ¥ TF  1DAD|
?{; : CSCHR - V- iN
X m T 4 D-?’; , TUSOG  y_
6E MER
’ To.4+AS '%3 e ok < y-qivy |
e dlm =
) SR W ] o1 %
o1 [ oS 2 2he 2F RS0y LK
BA E h Q :g 3 o vF
| VN 3.9__.5&_ A - 0.‘0?0, i3 R | FAN 5 | 245|517
28y Slamesy o s ) 10 ¢ : oz thCR? LAY [Srad oL
12 ks 2 fv—twe o il RH s 2T uISKs
2 v —bbg < | oy ‘égiz:_r ABCPEF (Y &
! 6y 38 Qadrq BT HEIDA =R
bl Ijﬁt_% -
o, {¥ ¢ F‘
w3 £ . RAUS ] o]
8 @i \ard 2 g
T R By ; L
8raa m§ Ry bl
3 2 wel : fa |30 £ At -
% i i T 5 2 €& ek
11 d 22H -~ s 4 5 36 fels CLK
; s s IR ] [0 L 3HNOT USE) #1 g
3 || f7 AT | = iE X : f 7 151615
Gl s = e v e vho L fGe Ll £ ). il
4 m%_m' | vEY v _ qy =% 0 3H 33
ps N £ —: f§ v Camet) (NIT USE) N7 ysp)
asr el T 32; N m_,L Axalsifida] TRRERTE
o > 0 2l 13 i .
= I‘l wik = J_ar “ ) 9% = J Cj§ ¢ X Elﬁ ) E
B! o K4 G AR ]
D tum)
Yoy |
kS — LK
3 | JER3] =
52 il q 7
ED " o7
iz (NOT USE)
ED& SRR,
M 21104 AT =

€03

EP1

4 |

o3t D2

wel Bl
Ly g j=%2]

{i= e

us T.T. CRAZY BALL
LU P RORD -




=z 4

8T s393

[

£ AR

TR

(2141 3] 2
1
-

B0 JUMPER CONNECTORS AND
TRACECUTTING  AS SHOWN 1.2 AND
3 TABLE,

EFEE

LLLLLLL

}
ligd

wlfon
il
2

~N B =W huroA
LA
1
e
!

O — MW Dnoh

23395 EVEYYBIAII ISR

<

AMe

ACORDING TO [.CS To PE USED,

TA8.3

=k
6p | SN




g !!' ! L B= Al 2 ) - - s ol - : .

1
GOUNTER DRMVE VIDEQ i B
£.L BUIARD | % ey P Sw
|
28 500124 | rowvesie %
= - 34‘@-‘@—:
smn&1 N -
JUELS 7 T V(g 4 SUTLET S .
» o 8, ] : @
5 i F ] Fad | i =
Wl : LR T e ———
56-2 =
il N o i b '
6 DR O DRI EE
) T
mma; ] - & TRAMSFORMER
5 Efq‘) MONTING -ﬂssy
7 VA0000
[ 1
AT 5P RAT R : - !
CABE CARLE : :
' ' I +
i - T
Geo 2
. |
1.0 i
SIUMNE QUL vl
Sa0 OUTE-
i ! ;
pogT |2 : !
COIN LK AUTLS) :
e - "~ T L
oW EEK QUTI-} :—Y e e -—-«—-——----A-=:
Viso § 3 i
voso G, L = o2 e
VIEEG GNE f :
1 1 RESET i
VEED R f | | xm | 2lr— TILT | L
ﬁg g. T T GHE NOISE
VieE SYWC A ]' # - %
MAME RESET — v
Lo PULSE — (Rt 1 A.*I J
GAME RC BOARD T et ?
&7 serac sw (] EW - I, 3
P B0 4 MITCHING
e 2P Swild = & REGULATOR
mET) Y 5. :j
SELZET 2 0 TR =LV
i;u.,: s Rv A 1onod
> 2L " —1zy
P U
1P K — . i
2T vm“
WP AT :._u i
2P LEF T
& N UIF
Ay LA RHERE N LEL
B Ki £) B L eI,
T
57 2 E
3 @ [‘Q4f ? = ADRDOZIY
% 11 4] (ﬁ : '




