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UNPACKAGE AND ASSEMBLY

Thls auussaecst gams (TIE WECTERN  MAGIC LASER) es disposed
in two parcels: Each of them contains:

A) Monitor module MAGIC LASER
B) Front cabinet.

Once taken them out, place the front cabinet iﬁ tha lower
side of the Magic Laser. Its’s ancholcs is to be done with two

L ) BCrews .

CORRECT CONNECTION

Finished with the assembly, we will see how this equipmant
should be connected,.

-First we will refer toc the monitor module.

In the above monitor module is sBituated. the ﬁame'a bape.
From it leaves the euroconnector that will be donnected with the

television set.

ATENTION
PLUG THE MACHINE ONLY IN A MESH WITH THE REQUESTED VOLTAGE .

The vultage for the work of this michine is faal In 220v, S0hz

Make surc that it is compstihie with your azeas mesh voltage.
Its connection to 4 wrimg voltage, con ke serious damages
to the machine.

As simple demonstration, we will see in the nuLt diagrimm,
how the game console ias distributed, and its’ connection.




1I5A11%95 16: 36 EQUIP. IDE-PICMATIC 34 4 4420473 HEA4

Zorton Drothers PICMATIC

HT'EJ.EUISI_JR _ m T.u'_'}'q'.r"“‘ ED fv.M.N.R.

RED T :
E S ‘Q s D""ma. A.Ma_AxB. V.
i JIRERSL s LT Z] M. N Az.

; 8 A

% ﬂx.hz.ni.nih.ﬂ.ﬂ.

—-0*9 Q? -
P G-f——,

e 4 i - SN
_" _PISYI N AAPLIF LCADOR
o @ |
o
- 2l 1

mj -
(N

INFERFACK

Z 1 2

VSN e W et wals

5—) .

viduvu owt

TUIDED BISCR 1NE TREHF LAt |

248u

[aW]




(o))

(V)

15-11-93 18: 31 EQUIF. IDE-PICMATIC 34 4 4420473 BEs

Zorton Brothers PICMATIC

In the frontal side is the coin mecanism, to which thraee pipas
are burled. This pipes are connected with their opposites, so
that we will have two identical pipes correspéending te each of
both piatols (Figure 2) that take an earthencable, which ia to
place in the chasis with a white connector (Figure 1), whiach
takes all thea mesh comnnection. (For the coln mecanism, taest,
players, lighting,..) This connection is showm in fiigure 3.

=

Crnradne
H Bemiio pinuibe

| Test
¥ervimie

After these considerations we only have to conmect our game

to the main mesl,
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BEGINNING OF THE GAME

A.-Introduce the laser-disc in the Video-Disck.

B.-Connect: the television set.

¢.-Programming.

C.-PROGRAMMING

For being able to begin the game, first wa nead to know, how
it is programmed.

In the front cabinet there i=s a test switch, which has to
be activated for being able to programme the game.

In the televiasion set will appear sume messages, which can
be changed with the 1 cr 2 players’ buttom,

CONTINUATION
- GOES OuT

2NEXT 1PROOF

! ! 1 GOES OpT
| TEST PISTOLES !

! ! 2 IGN

! ! IRE

! !

! !

! !

1 2NEXT 1PROOF 1

! 1

[ — e — — ——

! DIFFICULTY ! 1 GOES—QUT
I 1

! ! 2 CHANGE

! ! EALY
! ! MIDDLE
! 2NEXT 1PROOF ! DIFFLCULT
! !

o T

! COIN MECANISMS ! 1 GOES QUT
! ! 2 cmcg

! ! PULS

! ! cnlD;T
| 1 BONU

! !

| !

— —

"




- 151193 1@: 33

EGUIP. IDE/PICMATIC 34 4 4420473 alag
((0))
Zorton RBrothers PICMATIC
o ! !
|  GENLOCK ! ADJUSTEMENWT
1 !
1 |
| |
] !
! 2NEXT 1PROQF !
! 1
1 "
!  CREDL1S i
! !
! {
| !
1 !
1 2NEXT 1PROOQF 1
| !
v 1
| ACCOUNTING ! TOTAL
! !
! ! FINAL
1 !
{ !
1 2NEXT 1PROOF !
1 |

! ! |

| SQUNDS IN ATTRACTION ! ACTIVATED

! ! ONCE PER 2 TIMES
! ! ONES PER 3 TIMES
! ! ONCE PER 4 TIMBS
! ! OFF

! 2NEXT 1PROOF !

! !

P !

|  GOES QUT ! Now wa haﬁ; to press 1
! ! to begin e game.

! !

! !

! !

| 2NEXT 1PROOF {

! !

Finished the programming, we will put the pistols te the
test by activing the credits buttom.

an




