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1. Specifications

Poxmy Sumly:
Power Consurption: 120 W
Game Fee: 1 ocoin/1 play
( operator adjustable to 2 coins/l1 play, 1 coin/2 plays, or
free play.)
Dimenticons: length 630 mm
width 800 mm
height 1,738 mm
Weight: 91.5 kg
Coin Box Capacity: Approx. 5,200 pcs of ¥100 coins

Monitor: 20" color

Accessories: Keys rear door 2 pcs
selectot door 2"
cash box 2 "
Fuse 5A ( slow blow ) 1"

lA l "
Start Button Lamp 6.3 V, 0.15A 1 "
Instruction Manual 1"
Monitor Instruction Sheet 1 "

Note: Specification may change without any prior notice.



2. caurIoN

(1) Transportaticn and Installation

* The picture tube is fragile, avoid rough handling irn romzaortatton.
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* Namco Game is for indoor use only. Do not install {1 jachine ouldaors.

* Install the machine on a flat-surfaced floor, do not jnstall o un- stable
or vibrating floor.

ALt appzox S0 o
betvoen wall and
the racpinn




o

* Do not install this game at places directly -exposed to sunlight or ~
excessive heat to prevent rising internal temperature. Also, do not
install the machine at damp or dusty places.

obstructing fire alarm or emergency

Fire Alarm

* Make sure that no child can-enter between the machine and the wall.
* Make sure that the machine is grounded.
o .
: Connect ground

terminal to
this screw




* Make sure that PCB connectors and other connectors are firmly connected.

¥

W ‘
* Make sure tha;t the main switch is on. | T SRR
I .

* Connect the power cord to the appropriate power outlet check.:




(2) Handling Precautlon -
* ngn voltage electricity runs in the monitor. Therefore only person

famlllar with safety measures should perform the adjustment.

* Because-of its solid-state electronic c1rcu1try, ‘this unit should
require very little maintenance. However, since mis-handling can
daﬁave this unit, the following precaution should always be followed.

1. Always put power off before replacing varts or dlsconnectlpg pluts.

2. Always take the PCB to your dealer for repair, do not attempt to make
any repair or test with a volt-ohmmeter or other testing equipment,
since the internal voltage of the testing equipment may
cause damage to the c1rcu1try .

3. Always face connectors to the proper dlrectlon when connehtlna.

* For transportatlon of PCB always pse adequate packlng styrofoam or
plast_c air baqs.A - '

* Do not. pull the d.whenAUn,pluglnﬂ tte pcwetlcord
pull the plug from the pmer outlet
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3. Game Play

* One or two players can play.

* Coinage & Game time Operator adjustable.

diately after the machj

imme

* Figure 3-1 shows the screen
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fig. 3-1 Attract »
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4.

*

How to Play and Score

The player battles with attacking enemy tanks, defending his headquarters
while cdestroying as many enemy tanks as hLe can. ,

The player can drive his tank left, right, up, and down with the 4-way lever.

The player can fire cre shell at a time. He cannot fire again until the
last shell is still on the screen.

The player's shells stay visible on the screen until;
1- they hit an enemy tank or the protective barrier, or
2- they collide with an enemy shell, or
3~ they strike the outer wall, or
4- they are abscrked in an explosion.

The enemy tanks enter the screen from the upper left and right hank cor-

ners of the screen and gradually close in on the player tank and on head-

quarters. The enemy tanks can fire up to two shells onto the screen at a time.

The fighting becomes fiercer as time goes by and as the number of remaining
enemy tanks decreases.

Each round is complete when 20 enemy tanks have been destroyed. The number
of remaining enemy tanks is displayed in the lower right-hand corner of
the playing screen. '
The score for destroying an enemy tank increzses depending on how cleose
the player tank is to the enemy tank --the shorter the range, the higher
the score. Also, the score is higher if the player hits the enemy tank
in the front.

Here are the possible scores:

-frental hits: 800, 300, 150, or 60 points

—-side or rear hits: 300, 150, 60, or 30 points.
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Switch

(1) Degaussing Switch

Because the Tank.Battalion uses a color picture tube, the color registration may deter-
lorate when the unit is first installed or moved to a different location. The
degaussing switch is provided to correct this problem; degaussing should be

berformed every time the unit is moved to maintain picture quality. The pic-

ture tube will be demagnetized when this switch is turned CN. Arproximately

15 seconds are needed to demagnetize the picture tube. Be sure to turn the

il

Svitch OFF after the time has elasped. Wait at least 10 minutes before repeating.

(2) Service Button

For purposes of repair or adjustment the game can be test-played without ad-
vVancing the coin counter by use of this button.



(3) SELF-TEST

A self-test function

is installed in thig GeEEr. Drnetorably, (ha ter

should be performed every day.

1) Autcmatic Self-Test

A test of the PCB is
supply is turned on.
immediately into the
itself and the words

autcmatically perio; o Cvery Cinys Do Gare's oy
he game goes

If there are nno ;5 rreaqilaeitios,
attract mode, hui Gthervise, {Le

i
test repcats
"BAD ROM" or “RAl juwns appear on 4

ho soroen.

AS

explained below, further tests should be performed for volume and on tha

assorted switches, etc.
* Contact your dealer if the self-test shows
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2) Further Tests by Self-Test Switch
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The test switch is a slide switch Jocaraed bebind the coloctor ool
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tely 3 seconds

During this period the PCB test is being performed.

11 be didplayed on

is good the following information wi

during the test mode.
f the PCB

A. Numbers of letters will flash on the screen for approxima
i
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In the above, 1 coin per 1 play.
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and @ are operator-adjustable.

The above@,@,

Bonus Adjustment
® Nurber of Tanks per Game

NOTE

- 11 -




B. Lamp Test
Start buttons (1 player, 2 player) will blink if lamps arc nonmal.
C. Switch Test

The lever, start buttons (1 player, 2 player), nmicro switch can bo chockod

at this stage. Each switch, if normal, should produmn & game sond whon
pressad or moved.

34 S v et Wi 2
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Fig. 5-4 Switch Test

Return the self-test switch to the OFF POSTION.

D. Lock-Out Ceoil Test

When the self-test switch is returned to the OiF postion the lock-out
coil should close for an instant and re-oper.

Also, a test pattern (Fig.5-5)
appears on the screen for approximately 1 sccond. ‘'lhis pattern can be
used for adjusting the monitor and can br kept i the soreon by Jnmediately

sliding the self-test switch back to CN.
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(4) Volure Adjustment (see p. 10)

Volume can be adjusted by either one of two knobs -- one on the PCB
and one behind the selector door.

(5) Option Switch

The option switch is mounted on the PCB. The number of Tanks per game,
the game fee, and the bonus points can be changed with this switch. This
switch should not be used while the game is connected to its power
source. After changing options, the test described in 3.(2) above should
be performed and the changes confirmed. There is also a game-reset

- switch on the PCB. .

-Option ' Postion of switches -
Game Fee . -1 2 - 3 4 5 6
i
1 coin/1 play OFF - OFF | - L !
, o U ]
1 coin/2 play OFF ON =
. ) @]
2 coin/l play ON OFF S I
' | S c B
Free Game ON ON R g -
o } - . ETJ““"‘.‘ e
xBonus Paints _ T =
Zero OFF OFF - 7
-- 10,000 | : OFF " N
T 15,000 ’ ON OFF
T 20,000 ON ON
# Of rI‘r\]K/Gc.Le
2 | | OFF
3 : ON
Situation at OFF OFF | ON ON ON OFF
Delivery
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5. MAINTENANCE

(1) Replacing Flourescent Lamp for Sign Board -
1- Disconnect game from power supply.
2~ Ioosen screws on- lower‘ retaiﬂer slightly.
3~ Teke out 3 screws from upper retainer and remove it.

4- Recve sicn board plexiglas. Flourescent tube (15 W) will then be
accessible.

{(2) Removing Control Panel
1- Turn off power supplu.

2- Open selector door and remove nylon connector (J7-I12P) attached to
control panel. -

3- Remove catch-clips fram front of control panel.
4- Lift and pull the panel forward. [,

CAUTICN: Be careful when removing panel not to scratch plexiglas.

.
e g e .

jo)

Fig. 6-1 Replacement of Flourescent Lamp
& Control Panel

- 15 -
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(3) Replacing Control lever Switches

Access to control lever switches can be cained by romoving control
panel. (See vage 11, (2))

The scrzws holding the switch are M3.

Disconnect all wiring before removing switch.

- B - Fixed Screxrs - _ .
“(each 2) -~ 7~ C
Control Iever Switch Conirol dever Swilah
4

(up) (right)

— e
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U | . @ r__“___lf—':m @)

S =

UU\ | \

. Contxzol Tever Switcl
Control Lever Swiic b "‘i'rm; v
oy
(left) DAV-0FL13-1C0x

SN W —— P SN

Fig. C=2 Peplooomens 0]’. Contsol laver Suilta:
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i(4) Replacing StartTButton Switches.and Lamps

Remove control panel (see page 11; ;(2))
' Remove wiring terminal
Tzke off 2 nuts (M4) mounted on switch bracket

To remove the switch, press the lock clip mounted on the switch.

0B OO0

To remove lemp (6.3V, 0.152) turn clockwise ard pull.

Game

. Game
cart Start )
i _Switch

Lamp

" Switch

Bracket\\

= . Fig. 6-3 .
Replacement of Start Button Switch (Game Start Lamp)

D

-~

(5) Removing Menitor Assexbly : T e =

@ Remove control panel (see vagels , (2))

(@) Remove smoked plexiglas and moniter mask. ' (Holes are provided in the
ledge supporting the moniter mask. It can easily be lifted ocut by in-
serting fingers in these holes.)

(3 Remove the 4 hex bolts (M) mounted on assembly.
(@ Remove the 2 nvlen connecters (J4.62, J2.9P) attached to monitor By
pulling gently towards rear of machine.

CRUTIGN: To avoid damaging neck of picture tube in transport, pack firmlylin
strong box with styrofoam or similar packing material.

- 17 _
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(&) Repla PC Board -~ - ’

@ Open rear door and disconnect puwor SOULUE .

(@ Disconnect edge connector fram Care PR,

() Free PCB by removing 2 tapping txuews on fTixed honvd.

“CAUTION: The PCB should be packed
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(7) Replacing Game Instruction Sheet

1 Remove control panel (see page 11, (2))

Nt

Remove retainer for control panel by taking off the 2 wing nuts (MS).

3 Instruction sheet can be slipped out from under smoked plexiglas.

_ _Retainer for

R Control Panel A

T - - N B T T . _ R — 7;’,_,—_Wj_.:lg’l,\],u‘t}_f—.’f z i - "
3 e 1
- == I !

Fig. 6-6 Replacement of Game Instruction Shest _
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7. CONSTRUCTION DIAGRAM

(1) Final Assembly

-20 -




& DESCRIPTION TYPE 0'TY ART NO. REFERENCE
1 | Cabinet ' 1 23081011 (O
2 popeﬁook’r 2 | 20001004 @
3 | coin Tock - 1 23081006 @
4 | Rear Door 1. | 86021016 @
5 | Flourescent Bracket FT—1500 1 | 23089102 5/7 ®
6 | Elourescent Bulb 15W white 1 23089102 5/7®
7 | Ground Terminal 1 120001003 @
! g Castar B 420R-N—9¢65 | 2 7 -
. 9| Pover Supply Asserbly o 1 | 23083000 PACE 27
ilo HightAdj}lsterA 2 | 85010002
11 | Speaker EAS - 12P83sW 1 230-8—9;2_5/7 ©)
élz qun~Assembly 1 8-1_050__001,
‘ 3 Conf;_roi Paﬁgl .;kssernblL T T T 1 '} 23082000 PAGE 15
; ,
; 14 | Monitor Assembly 1| 84061000 VPAGEM 17
: 15 | Lower Retainer - ) 1 | 86021011 @O
{ . R .
16 Sigh Board et : 1 | 86021012 (D o
% 17 Upper‘Reta’j_ﬁeyr - 1 8é02‘1j—9_l;_ @ E

- 21 ~




(2) Control Panel Assembly




2.
K

4| - DESCRIPTION TYPE QTY | PART #  REFERENCE
] [Housing (&), 1 |82071011 @

2 |Housing (B). 1 | 82071011 @
3|Collar’ - - _ 1 |82071011 ®

4 |Ball ﬁéaring - ] 1 82071011 @

| 5Base'_éiat¢ 1 |82071012 @
| 6|p1ate-Follower 11 |s2071012 )
7| switch Bracket _ ' ) 1 182071013 @
8 Spring. ) 1 82071014 @
" 91s5top Colzar - 1 | 82071015 @
Lo Leyvei:ﬁi»(B)_»'»m o 1 1 |s2071017 T ®
3"1 Co&er ,;I;Jbé : - .1 82071018 @
%:2 Washer . 1 {-82071018 @
3 in $2X4 14, Stainless 1 | 82071000 B10
, Washer M s 1 820171‘000 B
s iero switen D2MV-01L13-1C3 | 4 | 23089102 3/7 @
s lsucton 11 |s2020011 ©
17 Butto; Housing‘ o ,17 82020011 @
18| Mouncing Sleeve | - “o] 1 {s82020011==@®
Lo Coil Spring R “17[82020012 @
20| Switch Bracket - 1 | 82020013 @
21| 6 Hexgonal Bracket M 16 1 |sz2020000 Bs
22 | E-Type Stopp.er dia 6 A_l_ é2 0 2 0000  BS
23 Micr(; Switch D2MV-01L-1C3 | 1 | 23089102 3/7 ®
2 4| Button Housing . 2 | 82010011 @,
25 Pushgutton' 2 82010012 €Y
26| Switch Bracket 2 §2050011 @
2715 9 socket 2 182050013 @
28 |Panel Mount Switch E65-50A 2 | 23089102 3/7 @
129 Lamp ’ s9, 6~8V » | 23089102 3/7 D

- 23 -




(3) COIN DOOR ASSEMBLY

Detail of A, above

= 24 -




(3); COIN DOOR ASSEMBLY

- 25 -

:/16 DESCRIPTION B TYPE' Q' TY] PART NO.
1 CQi;niS;eﬁlfectL?r o 720-D - 1 |-81030024
2 | counter E-607-B-10, DC6V 1 {23089102 4/6 5
3 | Coin Lock Flectrénic Lock 1 {81050001 @
‘?_‘Cashbo.x | 1 {81050015 @
|5 | volume Control Knob K-29 3.2 123080102 37 2
L6 Volue - . | RPF10, 1002, 10W BRI 23089162 3/7 1
7 | Test Swntch’ S 8W-4.08 1. |23089102 3/7 16
| 5 | Service Switch SN1021 1 | 23089102 3/7 3
' o | Service Button 870082 1 |23080102 3/7 4




(4) POWER SUPPLY ASSEMBLY




(4) POWER SUPPLY ASSEMBLY

i DESCRIPTION TYPE QTY | DRAWING ¢ REF
1| A. C. outlet WK 3001 . . ; 115208314822, 0
2| Monitor Transformer ' P ~ 1 {21059613
3| Power Supply Trans. o ’ 1 |271049611
4| Fuse Holder F-3321 5p 1 :__22'530“'8“3 g 2 ®
; 23083 2
5 Fuse 1A . 2 - 3 ®
: o ‘123089102
6 | Fuse : . | 5A SB 3 | %3388 Q)
i - 23089102
| 7| Toggle Switch : ET215K12 15| 230301013 @
! . -- A4 = ' )
. 8| Noise Filter . TDK ZAC2205-00 | 1_{ 23089102 . ®
9| Terminal ~ | L-590, 1L-3P | 1 |23089102 @
Resistor, wire-wourd | 102 3W 1 | 23089102 @
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9. TANK BATTALION Structure

Control Panel

De-magnetizer

scanner

' De-magnatizer

coil

speaker -

Degaussing
power swit
supply assy r—_‘—_—iij
~{switcnj— video g T.v.
- _f‘glé}-_‘ﬁ'noni-—
7V AC ~ Gfor
—d
(1 player -
start SW .
lamp — C.T Composite
] sync .signal
2 player
starr SW
G
lamp
L A
fire switch
M Vertical
E scanning coil
control >
lever sw (R)
control -
lever sw (L)
sound
control , volume
lever 3w (up)
control ) - P
lever sw (down c
B

Coin Mech.

coin switch

service switch

self-test SW

coin counter

lock-out

solenoid

Fi

aQ

9-1 TANK BATTALION Structure




(1) Power Supply

Use only on 100V AC (50/6OVHZ) outlet. When power supply switch is put
'ON', 100V AC passes through fuse and noise filter to transformers A & B,

Transformer A supplies 100V AC to TV monitor.

Transformer B squlles "V AC CT to logic power and 12V AC CT to audio
power.

CAUTION: Power supplied to machine must be within 90V - 110V AC. (95V - 105V

AC range is the best). If other large elecirical machines or applicances
use the same AC outlet, game may be affected or caused to malfunction.

(2) Game PCB o e
There are many ICs, semi-conductors, resistors and capacitors on the Game

PCB. Also included is uhe picture forming circuitry, signal receiving

circuitry (SlUDaL 1npuu/ from all switches, lamp and solenoid driver, sound

circuit, and control circuit for all circuitry listed above. Also included

is the power supply circuit. This game is using a color monitor so the Game

PCB sends three kinds of video 51gna1 (red, green & blue) ‘and composite sync

signal to the monitor.. : o B S

(3) Monitor : - : : B

Monitor displays picture on CRT of color video'signal and composite symec

signal from Game PCB. Monitor makes horizontal and vertical scanning signals
from compesite sync signal and supplies the power to the horizontal and
vertical scanning coils and scans the electric beam. The electric beam shot
from CRT electiric gun is controlled by color video 510na1 and creates picture
on CRT. CRT has de-magnatizing coil for stabilizing the video colors (red
green & blue) on CRT. 3 T

CAUTION: There are many detailed electronic parts on the Géﬁé>PCB and
monitor. - Ta <e the follow1ng pFECEUuIODS when handllng

o~ e

T EL L @ e s mem e —

(Game PCB) : _ T B S
1. Power must be tu;ned off before chanclno 0031t10n of DIP switch and
discomnecting edge comnector.. T

2. Power must be turned off before u51nowmeta1 screw afive} or other
metal implements to adJuat volume and/or re-set switch.

(Game & Monitor PCB) o B

1. VWhen shipping PCBs, pack carefully in thick card-board boxes, using
styrofoam or plastic air bags within to insure minimum PCB damage.

2. If the machine is not cleaned regularly (at least once a year), the
accumulated dust will cause high voltage leaks. To clean, use a soft
brush or spray lightly with air.

3. Never put game where it is exposed to very hloh or very cold
temperatures or high levels of m01sture/hum1d1tv. ¥or example, do place
game under direct sunshine, beside heaters or outdoors.

4. VWhen electrical check of PCB is made, it should be one by an
experienced electrician. Take special care when checking monitor with
volt-ohmmeter, as monitor contains many high voltage parts

- 30-




10. TROUBLE-SHOOTING

Q: Check the following points before trouble-shooting or before contacting
the distributor;

This video game consists of a monitor assembly, a game PCB assembly, contrcl
penal assembly and a power sunply assembly. Each part is connected by
wiring. :

The game will not function normally when there is a malfunctioning part.
Therefore check the game thoroughly before contacting the distributor if
there is anything wrong. At that time, you may find that the machine is
not set-up as per instructions, and you may be able to repair the malfunc-
tion yourself.

“First of all, in the case of a malfunctioning machine, check each component
vhen trying to locate the problem. Check all related electrical components
unless you are sure that the problem is one particular part.

(1) VoM or volt-chmmeter

Check the edge connector number, the repeating comnector number and the
wiring color, referring to the wiring diagram or schematic. The volt— .
ohmmeter can be used to check line voltage, transformer secondary windings,
_ contlnu_uv, re51stance and power supply voltage. -
o . -

A. Wiring Check

Fach'electric component and edge connector on the PCB is connected by wiring
and repeating connectors. g

1. VoM (volt —ohmmeter) should be used. (resistance range of X10, X100)

2. Measure the resistance range between the edge connector and terminal.
(Range should be 0Q)

oo “~°3. Measure the resistance range between the edge connector and the repeat-
e Aing connector; also between the repeating connector and the terminal.

= - 4. If the wiring is normal, the contact of the repeating connector is
= probably defective.

Repeating Terminal
Connector L

'
0 : ‘i '
ik bbb Ll

Edge »
. Coonector
7 Contact s

Pin A/ ///,2"’/\‘ ///i\\s/ k

= ] ~ Lead —7, \\‘4/

- :

f
aasd

!
edion

il

'
t
il
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B. Voltage Check

1. Measurement of AC voltage

Set switch to AC range. Ailtsch sme veli-obnmeter Yead ta transloruer
CT and attach other volt~obmmwoter Temd fo the Pl

The voltage at the end of <
transformer.

14

T

re Baenasc wast be the name on tha {

e you wish be pasyee
ool thoe

2. Measurement of DC voltage
Set switch to DC range. Aliach hlock Jead from voli--ohumoter to {ihe
ground (earth) and attach red lead from voli -ohmmeter te the place yeu

wish to measure. The voltage must e ithe sane on boelh onds of 1he
harness.

(2) Testing Techniques
1. How to test control pamel & coin m%chahisﬁ'

Self-test switch enables ycu i

tesl all switchee, speaker, coin counter,
lock-out coil and start lamps. 17 {(hore should be ey probilems, tesi
33 A

further as follows:
(1) Switch Check

Galaxian vwill test itself i{oav ihe tellewing switchos:
coin switch, 1~ or 2-player start butiou cwiteh; shool bulton switclh and
and control lever switch.

. £y A - Y . , . ..
Measure the VOM's resistauncc vange (X1G, X100, referring to the viring
diagram schematic.

If the self-test switeh is mal-funclioning, the problem will prebably
be found in the self-test uwitch, Yamp, wiring, PCB or speaker.

Measure the VOM's resistance range between ihe contact Pin which iz
coonected to each switch and te ihe pround.

In switch 'ON' position resistance is whoupi 00,
In switch 'OFF' position resisiunce in abicul eg

Unless the above resistance wote iz ndicated, rjthear {ho wiring cr
the switch is probably mal-fuachacniog.



4

(B) Speaker Check

Measure resistance (range X1) of edge connectors #18 and Z with VOM (volt-
ohr—euer) referring to wiring dlaoram schematlc.

- Check the change in the re51stance range betmeen 72 and 1009 by advancing
pot volume..

Tf there is any change in the resistance range (72 - 1002) the problem
is most probably in the speaker, pot volume, wiring or game PCB.

(C) Coin counter and 1ock—out coil check

If the coiﬁAEEﬂhter and/or lock~out coil is mal-functioning, changekgame
PCB. o o

. If the coin counter and/or lock-out coil do not work at all, measure the

resistance range of both.

Coin counter resistance range .... about 21

Lock ut c011 rance T Tl... about 43 oo

If the re51stance of coin counter and/or lock-out coil is within the
normal range, the malfunction is probably to be found in the _wiring
diode, coin counter, locb-ont coil or PCB.

(D) Lamp (l—player.& 2~p1ayer start lamp) check

When coins are 1n<erted in the coin slot the 1— or 2 plaver start lamps
should bllnk

If they do not blink or are otherwise mal-functioning, check game PCB,

. wiring and lamp itself.

2 Power sunolv panel check

-B. Refer to voitaée check instructions and check each voltage as folléws:

Note: Connector J1 should be connected to PCB and power supply should be

turned on.

The game's PCB is electronically regulated within + 10% AC in power
supply variation. B

If the voltage variation is not within + 10%, change the transformer
Ccomnection.

1 fssé (F1, 5A) is broken remove edge conmector J1 and plug in power
It i}‘e (Fl> still does not f’“Cfloﬁ the transformer, monitor assembly
Or ¥iring is probably defective.

f .
If fuse (F1) 5 not broken, the PCB is probably defective.
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3.

Game PCB check

t0 check

How

————c e~ a =

Descripiicu

{od

pwed woXy gp IN)08wU0D dAoWAYY

Conncctor J8 terminal #:

Al1) - CEJ)
A(1) - D(&)

Measuve both terminals
(7v AC)

If 6.0V ~

not indicated,

7.

GV AC

F2, F35 & lavnese,

¢he

1
ck

If okay, check helow

Comnector J8 terminal #:

Measure both terminals
(12v AC)

If 11V

- 13V AC
not indicated,

transformer.

Condition

~~nomnal play i~
Cpeassibile

——no picture

is
che

1,
(o534

If okay, clheck below

g ewed 074 g X0}08UU0D 0BUUOY

Conucctor J8 terminal #:

R

Measure both terminals
(6.5, DC)

-C
-D

3)
k)

A
A

If 6.

“not- 1nd1raxin, (uc(l

PCB.

57

It okay .

.. fi
Connector J8 termimal #:

2

Measure both terminals
(12v AC)

Z
Z

22) - X

22) - w%go

19

If 11V -

PCB.

7.

VOB e 510 pictace
. ‘cuno souud__‘ T
o . D@ biion ,uzl sound
sheck helow '

=110 ] dm-

poessibile

gawe

—no sound

—-zabnonual souads

15V AC is
not indicaled; cheoek

If okay, check hiclow

Secondary fuse(s) (FQ,
¥3, F4, F5) are broken

Check

"
Lo

something,
ing PCH and c(uang

HeEd

3

o
1
5 doneh

c—jjormal game iwm-
possible

—110 sound

-—abnormal sounds

~-1e picture

a chori.
Check I'CR
If okay,; c¢hicek belwm
Capacitor C37 (470 uF) If 3L 3V - GV NG --n¢ pictore
Measure voltage of both 15 nUL,i&QICdbvﬁv cenoizal came im o
— check iCH. I
leads (+5V DC) - peasibile
If o¥kuy, chack below
IZ PCB is found to be mal-functioning, BAD JOM cr BAD RAM will appear ou the
screen.






