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UNPACKAGR AND ASSE1\1BLY 

Thi:::; Q.1.11u.::.i:::.U1'='~·~e ..;ama ('I'IIEJ WECTERN Ml\OIC U1\.51:1l.) 1 •II di•po• • d 
in two parcels: Each of them contains: 

A) Monitor module MAGIC LASER 
B) Front cabinet. 

Once taken thetn out, place the front cabinet ~n th~ lower 
side of the Magic Laser. Ita's ancholca is to be d Qne wi th two 
acrewa. 

CORRECT CONNECTION 

finished with the assembly, we will see bow th~s equipirut~t 
sho\lld be conneot~d. 

~First we will refer to the monitor moduie. 
' 

In the aliove monito:r module is situated th• Jraiqe• s b.,..e. 
From it leaves the e uroconnector that will be donnecied with the 
television set. 

·---·--· ···- ··- -· -~·- . ·" ·---- -------

A.TENTION 
PLUG THE MACHINE ONLY IN A MESH WITH TH~ REQUEsrEo VOLTAGE. 

Th1· vulta.:c for I he work or thL~ 1u-.1;.hi11• ;,, l'Lu"1 Ill HOY ' 50h7,. 

Make ; urc th111 it i.~ compatlhh• i.iU1 yuu1 ~n·M me..h Tolta.ic. 

lts rm111.t:t,:ti<1n to ~' wrun.: "olta~ 1:\ n111 t::aU!'ie ~\!'rious d~nu•~~ 

to tht· rDKt:hir\4.;. 

- . ·- - --·-- -·-· -----·- ' -·----
i 

-!---------+-

As simple de~onstration, we will see in uhe nekt diagraCauan1 
how the game console is distributed, and its' conn.otion. 

1 
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In the frontal aide is the coin mecanism, to which : cb~ee pi••• 
are burled. This pipes are connected with th•ir oi:jpo•itea, eo 
that we will have t~o identical pip~s correep~nding to eaoh of 
both pistols (Figure 2) that take an eartheneable, ·which ia ho 
place in the cb~ais with a white connector CPigur~ 1), wht~h 
takes alJ tha :mesh connection. (For the coit1- mee~i•:m, te•t, 
players, lighting •.. ) This connection is showia. in ~igu.re 3. 
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Af LPr the$c ~onsiderations we only have to con.ect our •ame 
to I. h.-:! 111 ,:i j n me ::-,h. 
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BEGINNING OF Tiffi GAM'R 

A.·Introduce the laeer-di6c in the Video•Diac~. 

B. - Connect the tel@vision set. 

c. - Pr-ogramming. 

C.-PROGRAMMING 

For being able to begin the game, first w• n••d J to .know, :bow 
it ia progrcumned. 

In the front cabinet there is a. test awJ.toh, /which ha'f to 
be activated for being able to programme the game. 

In the television set will appear ~vme m•ssag~~. which ~an 
be c hanged with the 1 or 2 plRyers' buttom. 

TEST PISTOLES 

2NEXT lPROOF 

DIFFICULTY 

2NEXT lPROOF 

COIN MECANISMS 

2NEXT lPROOF 

l OOBS oirr 
2 ~IGN 

if IRE 

1 soms-OUT 

2 c:;~~ 
JJI1"FJ:CULT 

l poss ~.UT 
l CHANG~ 

PU:t.S L 
CKl:O~T 

~~:rNVATION 
GOES O'IT 
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--·--...-----"·- ·--· 

2NEXT lPROOF 

-- ~ .- --· ·----

CREL>l'.J;b 

2NEXT l PROOF 

-· --·-- ·-- .. ·-~-----

- -----·--
ACCOUNTING 

2NEXT lP:F..OOF 

- --· --- ·-- ·----·-

·- - ---· - ---- --··- --

som-ms IN ATTRACTION 

2N'EXT lPROOF 

--- - - ·- ·--·----- -
·--- ·-· - · -···- --

GOES OUT 

2NEXT lPROOF 
---· - ·-- __ __ ,. __ 

PICM,4.TIC 

TOTAL 

P'itNAL 

I 

~CTIVA~BD 
dNC! P R 2 
dNBS P R 3 
QNCE P R 4 
OFF : 

; 

007 

:F inished the programming, we will put the p listol• t.• the ! 
test by ac t iving the credits buttom. 
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