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SEGA VIDEO GAME SYSTEM

@® PIN ASSIGNMENT

® O FO—JbXRIVILER

- 2
B EME :

GND 1 | A [GnD K

GND > | B |len0 | 1P START 2P START
L 3 | c [+ =

+5V 4 | D |+5v

(NOTUSED) | 5 | E | (NOTUSED)

l+12v | 6 | F | +12v - il o
(NOTUSED) | 7 | H | (NOTUSED) 0 , *3@ W -
[COINMETER1 | 8 | J |COINMETER2 SW%YS = BW%YS - A
(COIN LOCKOUT1) 9 | K | (COIN LOCKOUT2)

SPEAKER(+) | 10 | L |SPEAKER(-)

(NOT USED) 11 | M | (NOT USED)

RED 12 | N | GREEN

'BLUE 13 | P |SYNC (SHOTC)———
GND (SYNC) ' 14 | R | SERVICE

TEST. 15 | S | (NOTUSED) PLAYER 1 PLAYER 2

COIN 1 16 | T |COIN1

1P START | 17 | U | 2P START 3 \_ )
1P UP 18 | Vv |2puP

[1PDOWN | 19 | W | 2P DOWN

1P LEFT 20 | X | 2P LEFT SHOT A : NILAY L—H—

(1P RIGHT 21| v :ZVP’RIGHT B SHOTB: K=

1P SHOT A 22 | Z |2PSHOTA = -

1P SHOT B 23| a |2psHore | SHOTC: ATy B b

1P SHOT C 24 | b |2PSHOTC SHOT A+B: Hh—=VJTF5X7

(NOT USED) 25 | ¢ | (NOT USED) SHOT A4+C : %ﬁ,}( Kogw

(NOT USED) 26 | d | (PAUSE) -

| GND 27 | e |GND SHOTB+C: Hw—IYJRIUYE

GND 28 | f |GND SHOT A+B+C: LA F« 7Yk V—E
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RADIANT SILVERGULN™

ST-V CARTRIDGE

/

-

ST-V TEST MENU

MEMORY TEST
C.R.T TEST
INPUT TEST
CLOCK ADJUSTMENTS
SYSTEM ASSIGNMENTS
COIN ASSIGNMENTS
SYSTEM BOOKKEEPING
BACKUP DATA CLEAR
EACH GAME TEST
[ RADIANT.S.GUN ]
[ ]
[ ]
L ]
->EXIT

SELECT WITH SERVICE BUTTON
AND PRESS TEST BUTTON

SYSTEM ASSIGNMENTS

CABINET TYPE 1P 2P 3P 4P

ALONE/MULTI MULTI

COIN ASSIGNMENTS
COIN CHUTE TYPE

COMMON INDIVIDUAL
O O

EERAL. FA MR VERT ESTVFRA FAZ1—CADET, T—ERARY
VTA—=YI (->) OEE). BEDRERT A SR EBLTIEEL.
ZOY—ALlE. ERO "O" RETHEATLETY

SFEER. BEAEELICDVTE. STVH—EAR Z a7 ISR U TLEEWL.

TEST MENU

INPUT TEST

SOUND TEST

GAME ASSIGNMENTS
BOOKKEEPRING
BACKUP DATA CLEAR

-=EXIT

SELECT WITH SERVICE BUTTON
PRESS TEST BUTTON TO EXIT

M\J

Radiant SilverGun GAME ASSIGNMENTS

Level 3¢(
PLAYER STOCK 03
EXTEND TYPE 1000000/5000000P0INT
PAUSE SW OFF

NORMAL )

>EXIT

@ INPUT TEST

A2 ~O—JVINRILDARAT A RET D CENTEFT,

@® SOUND TEST
b — WRICERENTOBEER CENTEET,

@® GAME ASSIGNMENTS
Y~ LHBBE. T LA S EDREET BT ENTERT,

@® BOOKKEEPING
SUFVIERDTENTEET,

@® BACKUP DATA CLEAR
NRIATSVEYIEIUTLET.

@® LEVEL

F—LOMBEERELET. 1 (VERY EASY) [£TEHLWV] 15
5(VERY DIFFICULT) [&THE# LW FTEEREHDFT .

® PLAYER STOCK
FUAT—0H%E1 23571 0BT SEELET.

@® EXTEND TYPE
AATICEBTUA T—ROENERELET.
NO EXTEND (ALY

1000000 EVERY

3000000 EVERY

1000000 /3000000 POINT
1000000 /5000000 POINT
3000000 POINT ONLY
5000000 POINT ONLY

@® PAUSE SW

(1000000 8&(cHEm
(3000000 & (M)
(100000052&30000002 THEM)
(1000000 &500000082THEM)
(3000000 = DEFDFHEN)
(5000000=DEFDIHENN)

56POIRIYDABE VICLDR—ADEATSZERELFT .

% BfRE (STAGE-1) TILA P—hy 3y FERTELEDFTH. TNREETT . TERLLEE L,




