
102 AFor Model
QUADRAPONG

--

Insert lO2A card into :program "A" connector, number side up.1.

Insert c~uter board into test fixture using 22 pin orientation.2.

3. Push power switch to on .

gwitch select on PCB in 2 player mode.Coin (push once for 2 players4.

Coin (push twice for 4 players)5.

Push start 1 (2 or 4 players)

LLP -left vertical paddle control7

8. RRP -right vertical paddle control

LRP -bottom horizontal paddle control9.

RLP -top horizontal paddle control10.
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1. Insert program card with number facing you in slots A or B, as marked.

2. Power on

3. Coin

Start 14.
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107 B, 107 C

TV PING PONG
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Insert 107 B card into pl~ogram "B" connector with number side up.1.

I~sert 107 C adapter card in"Go test fixture .2.

) Insert computer board into 107 C adapter card.3.

4. Push coin switch to start game.

LLP is left 1>adclle .
RRP is right padclle .

5.

).
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lO8-Knockout 474-574
Game Select Mod

~

108 card built previous to 7113176

lOBA

Original
PC Board

~~

.Modified

PC Card

Remove old
switch -and

I add 2 new switches

..'---"-

Hole pattern -
on PC board ,/

Connect to holes as shown " .
,
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I DUAL -KNOCKOUT

I Digital Games

1. Insert program card with number facing you in slots A or B, as marked.

2. Power on

3. Coin (once for 2 players -twice for 4 players)

4. Game select switches are on lO8A card I

Top switch is player against machine, pus~ to left.

Lower switc:h is player against player, PU ' h to left.
NOTE: Use only one switch ata time.

5. Push-START (1) once.

6. LLP -le£t-le£t paddle control

7. LRP -left-right paddle control

8. RLP -right-left paddle control

9. RRP -right-right paddle control
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DUAL -KNOCKOUT

Digital Games
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1. Insert program card wit1 ler fa(1i);lg you in slots A or B, as marked.

2. Power on
!',,/, Cc ~" )~ice--for 4 pLayers "

-c6i~to~6-'e cVo~- :pIaye r s

lStar"

LLP -left-left paddle control

LRP -left-right paddle control6.

'7 RLP -right-left paddle control

8. RRP -right-right:paddle control

Switch 1 on program card is for game selection9.
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3. r;-.,.,..", ""'0-"' e .'.. ' r.;-'- c -" onJ...J:lI'.."'Y 1.

~~sh coin s,~i -bc:" once for 2 player
Y~sh coin si~i tch ti{ice for 4 ?layel"

LL, .

?~sh start 1 s-vTi tch once).

6. LL? is left pa..::iile

~~? :; ~ "f'; c:t,,","'- ~~ ,~ d.L.' e.~ ...;:, --0--v -"'c;.-
':"":01..' -'... .' e ~+ -,.~~--.:. ~ a~ Q.'1-
.;.,:..r'.J.",.L.:.", 6).;.".t';.J.~;;:;

RLP is right le!~t paddle

(
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1. Insert 110 A card into program II A II connector, number side up .

2. Insert 1lO B card into Program "B" connector, number side up.

~,

3. Insert computer board into 25 pin connector orienting board to
lef't side.

4. Push coin switch once for 2 player, twice for 4 player.

5. Push start 1 switch once.

6. LLP is vertical paddles for 2 player gaw~
RLP is horizontal paddles for 2 player game

7. LLP is left paddle for 4 player game
RRP is right paddle for 4 player game
LRP is bottom paddle for 4 player game
RLP is t~ paddle for 4 player game

8. Switch on llO A card is 5 or 7 score selector
2 ply is 2 play lite
4 ply is 4 play lite
GO is game over lite
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1. Insert 11.4 A card into program IIA" connector, number side up .

2. Insert 114 B card into program "B" connector, number side up.

3. Insert computer board into test fixture using 22 pin orientation.

4. Push POWER switch to ON .

5. Push 5 VOLT switch to ON .

6. Push COIN swi tch once for 2 players, twice for 4 players .

7. Push START 1 swi tch once .

8. LLP is left left paddle .
LRP is left right paddle .
RLP is right left paddle .
RRP is right right paddle .

GO is game over LED on ~4 A program card .9.

10. STARr 2 is TILT switch .

~
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AZTEC HOCKEY
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PMC
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Amutroni~sWilliams

Insert 116 A card into program "A" connector, numbers side up.1.

Insert computer board into test fixture using 22 pin orientation.

Turn power switch on .

2.

)
3.

4. Turn 5 volt i~ternal switch on.

Push coin switch once for 1 player, twice for 2 players.5.

6. Push start once .

7. RRP is right paddle ~ Paddle Ball

LLP is left paddle -Paddle Ball
RLP is right left paddle
LRP is left right paddle

p. s .
POUR QUE LE PROGRAMME FONCTIOI'JNE, IL FAUT A.TOUTER UNE

PRISE DE ~ERRE ( "GROUND" ) A L' EI'fTREE If 15.


