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I. INSTALLATION

Assemble the game as follows: ‘
. 1. Bolt legs to the cabinet (use special bolts in coin box}.

2. Gently extract electric cable and place it in the proper cavity, checking that
non-skid knot is there.

3. Remove the elastic band that secures the light board and lift it to a verticai .
position. During this operation make sure that the cable is not crushed between the
parts. The same care has to be used when disassembling so as not to squeeze the
cables between the parts. ,

The light boad has an automatic coupling that keeps it in a vertical position to ease
the assembly of the 4 bolts. Always make sure that the automatic coupling is securely
into operation. Open light board and fasten it to the cabinet with the 4 bolts and
washers in the coinbox.

VISUAL INSPECTIONS

On all games there are certain items that should be checked after shipment. These
are visual inspections which may avoid some time consuming service work later.

. Minor troubles caused by abusive handiing in shipment are unavoidable. .

Cable connectors may be loosened, switches {(especially tilt switches) may go out of
adjustment. '
Plumb bob tilt switch should always be adjusted after game is set on location

~ 1. Check that cabinet cable is connected to the light board cable.
2. Check for any wires that may have become disconnected. '

3. Check that cables are clear of all moving parts.

"4, Check that there are no tin residue of foreign material due to loose solder b_etweén
contacts or on the connectors.

5. Check wires for proper soldering. Cold solder connections'méy not show up in the
factory inspection, but vibrations in shipment may break contact.

6. Check that all fuses are making good contact.

7. Gheck wiring of transformer to correspond to location voitage.

8. Check and adjust tilt switches sensitivity as follows:

~ a. Plumb bob tilt switch (tilt 1) _
Adjust the length of plumb bob tilt according to desired sensitivity.

b. Rail tilt and ball (tilt 1)
Insert ball in the guide, check that the ball rolis free closing contact when the
cabinet is raised.

~ ¢. Shockproof tilt (tilt 2)
There are 2:
the 1st. near plumb bob tilt, the 2nd. near coin chutes.

_Adjust contact distance fo desired sensitivity.



l. GENERALE GAME OPERATION

- 1. Place ball into hole, plug in line cord. _
‘Score displays are set to zero, display for max. score shows the highest score ever

--,obtai_ned (to" obtain zero follow instructions, chapter V). « Credit » display shows
remaining credits.

2. « Game over » light is lit. If « tilt » light is lit check the adjustment of tilt contactsr
- which should be open.

3. Check that the machine properly accepts coins and advances correspondang cre-
dits (see chapter V).

Remember that the machine should not accept any coin when turned off or if the
number of credits has reached the programmed max. (see chapter V).

4. If, after ignition, all displays were to alternate figures 6 and 9, it will be necessary
to make some controls, since the data in storage memory, will be of no value. This is

very likely to happen, if the machine was switched off for many weeks.

If, on the contrary, it has been recently used, and shows alternatively figures 6 and 9
it could well be that the battery or itsinput circuits are out of order.

When newly starting the machine re-programming will be necessary (see chapter V.).

“5. Press « Credit » button - « GAME OVER » and possibile « TILT » lights should be
turned off.

a.1st player warning light should be lit.

b. Lamp showing 1st player in game will light up.

c¢. Credits will be decreased by one point.

d. BALL TO PLAY lamp will have to be lit.

e. Playfield is ready and the ball ejected from the hole.

6. Each new pressure on « Credit » button will decrease the bumper of credits and
increase indication of numbers of players in game.
7. Maximum number of credits which can be required is 4. . -

GENERAL REMARKS ON THE GAME

1. The number of balls te bé'pfayed for each game ié regulable (see chapter V).
2. The ball won during the game is immediately thrown in again.

3. The games won while playing for combinations accomplished or for achievement
of winning scores are immediately awarded.

4, The games won by exceeding the maximum score (regulabie) are awarded at the
end of the game,

5. At the end of the game, the match lamp comes on (if programmed) and a game is
-awarded to each player having the last two figures of score equal to the match

number. The games won are awarded only if the number of maximum credits (regu-
" lable) is not reached.

’ 6. At the end of the game, the player (or players) who has got the superbonus win, is.
indicated by the winkling of the corresponding lights.

N.B. This indication is of no value if the «SUPERBONUS» is pﬁograndmed on
«HIGHEST SCORE». In this case it will be shown on the displays.

7. When 3 balls are programmed per each game, dropping targets scores of top
holes are mcreased



8. If the score of any player exceeds 999.990. the last hand digit of the display will
flash to indicate the over the top score. '

9. When highest score is set on «Random» each time a.new game is started a new - .

- and changeable score will be shown in the programmed range of scores (see test-

11, BOOK-KEEPING FUNCTIONS

« Meter display » button is designed to help operators perform certain accounting

fuctions such as the number of coins dropped and number of total plays.

The operator will know these data at any time. _

For this purpose he will have to open the coin chute door and push the SELF
- TEST/METER/PROGRAMMING button. _

1st. player display will show total coins in left coin chute.
2nd. player display will show total coins in right coin chute.
3rd. player display wiil show total coins in central coin chute.

4th. player display will show total plays.

Max. score display will show total replays.

Same data can be obtained using special print-out unit. _ _

‘For this purpose, it will be necessary to connect the print-out to the special connec-
tor piaced inside the cabinet on the right hand side.

Press « Stampa » button on the printer.

All displays and lamps will be turned off and a coupon wili be printed as the sample
below: _ , 7

' FIRE MOUNT

SERIAL N 0000

WINNED G 000006

PLAYED G 000013

COINS 1000003

COINS 2 000002

COINS 3 000000

At the end of the printing the machine is ready for a new game. :

- In this model it has been foreseen the possibility of using an electromechanical scaler
so that if the machine loses its programme no data of the bookeeping function for
the coins or superbonuses will be lost. -

This scaler should be applied to the printer service and will count coins value
{weight} or how many « SUPERBONUSES» have been given.

To select one of the two possibilities, one should change the programming on test
«21» as it follows: :

To count how many coins have been'inserted, programme test «21» on «00» if, on
the contrary, one wishes to count «SUPERBONUSES», programme test «21» on
«01» or «02» or «03». See, for example chapter V «PROGRAMMING» test 21. _ '

Ex. for COIN CALCULATIONS Ex. for SUPERBONUS CALCULATIONS .

100 Lit. 1 impulse EACH TIME THE HIGHEST SCORE
200 Lit. 2 impulses ‘ «RANDOM» IS OBTAINED ONE IMPULSE
‘ IS COUNTED ON THE SCALER (to have a
10 P. 1 impulse correct accounting function see instruction
50 P. 5 impulses «Chapter V» }. :

To avoid that operators or other extract the scaler, thus making impossible to count
coins and Superbonuses put a.seal on the connector. .



IV. GAME ADJUSTMEN_T

- Once the. machine has been set up, it is ready to play. :
It-is, however, advisable to carry out a general inspection in order to make sure that ,
all parts work correctly. ‘ L S _ _

.For this purpose there is a «'self test » program which is activated each time the

~ « SELF TEST/METER/PROGRAMMING » button is pressed.
- TEST THEORY OF OPERATION

1. Press buttoh once.
« Match » display will show test number (01).
This test verifies book-keeping functions as in chapter Ili.

2. Press button again. _ - _
« Match » display will show test number (02). This test checks all displays.

Automatically the digit displays will go from 0, 1, 2 etc. to 9 and repeat continuously.
Use this test to check if some digit segments have been damaged.

3. Press button again.

« Match » display will show test number {03). This test checks that all contacts are
correct. '

For this purpose it will be necessary to manually close all playfield contacts and
those of the cabinet one at the time. Refer to the following list to check that the
closed contact number is on « Credit » display.

CABINET CONTACT LIST

- 00 Meter display button
01 Piumb bob tilt «ROLL BALL»
02 Shock proof tilt «<SLAM TILT»
03. Credit button ‘
04 Coin chute 1 {left hand side)
05 Coin chute 2 (right hand side)
06 Coin chute 3 (centre)
14 Reset highest score button

PLAYFIELD - CONTACT LIST (see table 2)

16 Bottom hole ' 32 Center bumper -

17 Left hand kicker 33 Top left hand contact

18 Right hand kicker 34 Top right hand contact

19 Bottom inside right hand rollover 35 Left hand spinning target -

20 Bottom outside right hand roflover 36 Outside lateral contacts

21 Bottom outside left hand roliover 37 Right and spinning target

22 Bottom inside left hand rollover 38 Back target bank contacts

23 Top left hand hole: © 39 Single moving target

24 Right hand bumper 40 1st. left hand bank moving target
25 Top left hand rollover 41 2nd. left hand bank moving target
. 26. Top centre roliover 42 3rd. left hand bank moving target
27 Top right hand rollover 43 4th. left hand bank moving target
28 Top left hand fixed target 44 5th. right hand bank moving target
29 Top right hand fixed target 45 6th. right hand bank moving target
30 Left hand bumper 46 7th. right hand bank moving target
31 Top right hand hole 47 8th. right hand bank moving target

- 4. Press button again.
« Match » display will show test number. (04).

8



This test checks that ali pilot lamps are working properly. o _
All lamps except those fix will fiash ON and OFF about 3 times. per second. .

5. Press button again. |
~« Match » display will show test number. (05).
This test checks all solenoids.

'These are activated in sequences from 1 to 20 and corresponding number wili be
shown on « Credit » display.

. SOLENOID LIST (Table n® 4)

01 Side holes

02 Moving target :
03 Left hand target bank
04 Coin mechanism stop
06 Left hand kicker

06 Right hand kicker

07 Right hand target bank
08 Left hand bumper

08 Right hand bumper

- 10 Centre bumper

11 Outhole

12 Knocker

13 Coil T -

14 Coil 2

15 Coil 3

16 Coil 4 _

17 Coil 6

18 Coil 6

19 Coil 7

20 Coil 8

N.B. Flipper relay and gate are in this model piloted by two Iémp exits.

Functional tests have now been completed.

Push again the "’Self Test/Prograrnming” push-button to set the pinball for a new
game.

V. PROGRAMMING

Games are factory programmed according to their destination. Programming
elements may however be changed following procedure below.

It is assumed that such procedures will be left EXCLUSIVELY to technicians. Wrong
programming could be the cause of malfunction. To verify or to change programming
proceed as indicated in points 124 excluding the setting to zero phase.

1. Open light board with game-up.

To have a total or partial re-programming, set memories to zero as it follows:

A) Press ""Programming Enable’ pushbutton placed on top left hand side of CPU
BOARD. ' ' .

B) Make a short circuit between TP19 and TP20, which are placed on bottom right
hand side of CPU board; to do so one can use special tester push rod or isolated
copper wire with peeled ends. . '
C) Proceed to the programming as indicated in points 2 = 24.

2. Press "Programming Enable” button on the upper left hand side of CPU circuit.



3. Close ]ight board without turning power off.

4. Press “SELF TEST/PROGRAMMING’ button in coin- chute
""Match’" display will:show test number (06). The number of balls per game can be
programmed.
Display «Credit» will ‘show the programmed number. To Change programme use
«Credit» button. The number of balls can be changed from 0 to 7. -

5. Press self test button.

«Matchy» display will show present test number {07).

«Matchy can be programmed. Such possibility can be included or excluded by
pressing «Credit» button. -

‘CREDIT DISPLAY

— 00 exciuded match.

— 017 included match.

6. Press «self testy button again.

«Match» display will show test number™{08). Now the type of wins upon reaching
winning score can be programmed. )

{With wins progammed on superbonus, the number of credits is not increased but
book-keeping function meters are equally up-dated).:

Pressing «Credit» button, the following possibilities are available:

CREDIT DISPLAY — 00 SUPERBONUS
CREDIT DISPLAY — 01 ONE REPLAY
CREDIT DISPLAY — 02 BONUS BALL -

7. Press «self-test» button.

«Match» display will show presente test number (09).

Max. number of replays can be programmed. «Credity display shows present
programmed number.

By pressing «credit» button programming is changed from 10 to 60.

8. Press «self test» button.
«Match» display will show the present test number (10).

Now it is possible to program the type of win awarded upon exoeedrng maximum
score.

«Credit» button shows present programmed number. @
Press «credity button to change programming from 0 to 3.

— Display credit = 00 SUPERBONUS

~-Display credit = 01 1 replay
— Display credit = 02 2 replays
— Display credit = 03 3 replays

9. Press «self testy» button.
«Matchy» display will show test number (11)

The «weight» (value) of the coins accepted by coin chute 1 can be programmed (see
table 1).

«Credit» display will show the present programmed value wich can be changed by
pressing «credity button from 0 to 15.

10. Press «self testy button. .
«Matchy display will show number of test {12).
Number of additional credits can be programmed by introducing the coin into coin

.chute n° 1 (see figure 1). Go on as shown at point 9, to change programming from 0
to 1b. ‘ _

10



11. Press « self test » button. o

-« Match » display will show the test number (13). R R
‘The « weight » (value).of the coins accepted by coin chute 2 can be programmed "
(see figure 1). Go an as shown at point 9 to change programming from 0 to 15.

12. Press «self testy button. : | o

»Match display will show test number (14). ,

Number for additional credits can be programmed by introducing the coin in coin
chute n® 2. Go on as shown at point 9. :

13. Press «self testy button.

«Match» disptay will show test number (15). : :

The «weight» (value) of the coins accepted by coin chute 3 can be programmed. Go
on as shown at point 9. ' '

14. Press «self test» button.
«Matchy» display will show test number (16).

The number of additional credits can be programmed by introducing the coin into
coin chute n® 3. Go on as shown at point 9.
(see chapter VII: programming examples).

15. Press «Self test» button. «Matchy» display will show test number (17).

- The first game variation can be programmed to light the word «ERUPTION» in order
to reach the special:
— CREDIT DISPLAY
— CREDIT DISPLAY
— CREDIT DISPLAY

16. Press «Self test» button again. «Matchy display will show test number (18).
-Second game variation can be programmed. By operating the credit button it is
possible to select one of the following possibilities:

— CREDIT DISPLAY = 00, when hitting lit SPECIAL a SUPERBONUS ‘is given.

— CREDIT DISPLAY = 01, when hitting lit SPECIAL a REPLAY is given.

— CREDIT DISPLAY = 02, when hitting lit SPECIAL a BONUS BALL is given.

— CREDIT DISPLAY = 03, when hitting lit SPECIAL 50.000. points are given.

17. Press «Self testy button again. «Matchy» display will show test number (19).

Third-game variation can be programmed: - :

— CREDIT DISPLAY = 00, the SPECIAL of the right hand hole gives one
BONUS BALL. ‘

— CREDIT DISPLAY = 01, the SPECIAL of the right hand hole gives 50.000 points.

18. Press «Self Test» button. «Matchy display will show test number (20).

Fourth game variation can be programmed., It relates to left hand rollover special.
By operating the credit button it is possible to select one of the two following
possibilities: . : o :

— CREDIT DISPLAY = 00, normal SPECIAL lighting.

— CREDIT DISPLAY = 01, easy SPECIAL lighting.

19. Press «Self Test» button. «Matchy display will show test number (21).

Variation can be programmed on the max. score:

— CREDIT BISPLAY = 00, normal max. score and inserted coins accounting.

— CREDIT DISPLAY = 01, Random score from 600.000. to 1.700.000. makes low
. scores more frequent and counts SUPERBONUS.

— CREDIT DISPLAY = 02, as above makes medium scores more frequent and

counts SUPERBONUS.
— CREDIT DISPLAY = 03, as above makes top scores more freguent and counts
SUPERBONUS.

20. Press «Self testy button. «Matchy display will show test number'(22).

00, normal game for b balls.
01, easy game for 3 balls. (double advancement).
02, easy game for 3 balls. {triple advancement).

o
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On the «HiGHEST SCORE» display the max. score obtamed is reported
- Press the credit button if zero: settmg is desired.

21. Press «Self Test» button. “«Match display will show test number (23).

- «Credity -display Shows 1st. winning score (hundred of thousands and tens of
thousands).

To change it act on «Credity button untill the new wished score has been obtained.

22. Press «Self testy button. «Match» display will show test number (24).
«Credit display» shows 2nd. winning score (see point n° 21).

23. Press «Self test» button. «Matchy display will show the last test number (25).
«Credit» display shows 3rd. winning score (see point n°® 21).

24. Press «Self Testy button.

~«Matchy display will show the last test number (26).

Displays show book-keeping functions (see chapter 1), _

To clear meters press «credit» button. Press «Self Test» button again. The machine
is now ready to play.

N.B. On tests number 23,24,25 one cannot programme a score higher than 990.000.
N.B. The ¢Highest score reset» button placed on the coin mechanism shall be used
to position the max. score at the desired level.

Each time the button is pressed the score advances 100.000 points and when
1.900.000 is totalled, it starts again.

IMPORTANT IMFORMATIONS TO PROGRAMME THE MACHINE WITH
RANDOM SCORE AND CORRECT SUPERBONUS ACCOUNTING.

-‘ To have a correct «Superbonuses» accounting, programme the machine as it
follows:

1. «Matchy programming has to be excluded (test 07 = 00).

2. The scores which can be programmed with tests 23,24,25 have to be at «Bonus
Bally. Programme to zero tests 23,24,25 if «Bonus Bally is not required.

3. The programme has to be «Superbonus» upon exceeding max. score (test 10 =
00) :

4. The programme on Special Target has to be «Bonus Bally or 50.000. points (test
18 = 02, or 03).

5. Test 21 has to be programmed on 01 or 02 or 03, one of the 3 score ranges to be
used each time starts a new game.

— There is a melody each time «Random Score» is overcome. Book-keeping will -
record 1 point at the end of the game. {See chapter Il - Book- keeping functions).
N.B. With two or more than_two players only one «Superbonusy is awarded to the
highest score, also |nd|cated on «Highest score» d:splay

V1. ROUTINE MAINTENANCE ON LOCATION

The purpose of this chapter is to give a general line to follow, so as to maintain the
machine in proper operation.

The operations shown have to be ca?ned out each time one operates on the
machine, even when on power-up.

1. Follow first 5 tests as shown in chapter 1V to check the correct operation of each
flipper component.

2. Carefully check that securing screws of electronic boards do not work loose. Same
— Check bumpers the rod. '

3. Playfield (upper side)
— Check and, if necessary, tigthen the screws of the rubber post

12



. —Check the conditions. of the rubber rings and, if necessary, change them. {re-"

. ~member to check the adjustment. of contacts each time the rubber rings.are repla-

. ced). - L - et e
- — Carefully clean playfield. Do.no use highly caustic cleaners.

4. Playfield (lower part).

- — Check flipper assembly (tie rod, pin joints and contacts)
- — Check bumpers
- — Check contact adjustments.

—— Check wiring harness to avoid tractions on the wires and obstacles to the moving
parts. '

-5. Check and adjust tilt sensitivity.
“Remember: an effective periodic maintenance greatly improves flipper life time and
- avoids the possibility of damages. ' : S

VIl. GENERAL INFORMATION

The purpose of this instruction Manual is to help operators perform several simple
procedures such as installation, maintenance, and game adjustments. '

For more complicated problems more detailed procedures are available in the
- Technical Instruction Manual.

COINS/CREDITS PROGRAMMING EXAMPLES

This game can be programmed for whatever combination of coins and credits. one
has only to take into account the following data: :
— The weight (value) of the coins can range from 0 to 15.
— The number of credits relevant to each coin can be changed from 0 to 15.
— Possible ratios of coin values: ' '
a) 1-2-5 or
b) 2-5-10 or
¢) 5-10-15 or has to be adapted to such ratio

Exampie n°® 1:

1 DM = 2 credits ‘

2 DM = 5 credits (1 x 2 DM or 2 x 1 DM) , . '
5DM = 14 credits (1 x5DMor2x2+ 1DMor3 x1 DM + 2DMor 5 x 1 DM).

Programming: ) _

Test 11 = 1
Test 12 = 2
Test 13 =2
Test 14 = 5
Test 15 =5
Test 16 = 14

_In this case the coin chute n° 1 shall accept 1 DM coins and coin chute n° 2 shall
accept 2 DM coins. _ :
Coins chute n° 3, shall accept 5 DM coins.

Example n° 2:
1 FR = 1 credit _
2 FR = 3 credits (2 x 1 FR) (1 creit allowance)

Programming: :
‘ ' Test 11
Test 12

I
=
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Test 13 =2

Test 14 = 3
" Test15 =4
© Test 16 =6

+ “In.this‘case coin chute n° 1 shalt-accept 1-FR coins. Coin chutes n° 2 and n° 3 are not
provided. - ' ' '

Example n° 3:

1 FR = 0 credits

2 FR = 1 credit (2 x 1 FR) , ‘

5 FR = 3 credits (5 x 1 FR) (1 credit allowance). o S

Programming:

It has to be poi'ntéd out that in this case coin chute n° 1 has to acéept 1 FR coins and
coin chutes n° 2 and n° 3 cannot be installed.

Example n° 4;
5P =1credit(1x5P) ‘
0P = 2 credits 2x 5P or 1 x 10 P) -

Programming:
Testi1 =5o0r1
Test 12 = 1 or 1
Test 13 =10 0or 2
Test 14 = 2 or 2
Test 15 = 150r 3

In this case the coin Chute n° 1 shall accept 5 P coins - coin chute n° 2 shall accept
10 P coins.

VERY IMPORTANT: Position from 11 to 16 have aiways to be programmed regar- -
dless the number of installed coin chutes.

14
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CONTACT ARRANGEMENT

OO OO0 0O 0

O

TABLE |l
1 . Contact | Description
© Number | -
16 Bottom hole
17 | Left hand kicker
18 Right hand kicker
19 Bottom inside right rollover
20 Bottom outside right rollover,
21 Bottom outside left rollover
22 .| Bottom inside left rollover
23 Top left hand hole
24 Right hand bumper
25 Top left hand rollover
26 Top centre rollover
27 Tap right hand rollover
28 Top left hand fixed target
29 Top right hand fixed target
30 Left hand bumper
31 Top tight hand hole
32 Centre bumper i
33 Top left hand contact
34 Top right hand contact
35 Left hand spinning target
36 Outside {ateral contacts.
37 Right hand spinning target
38 Back target bank contacts.
39 Single moving target
40 1st. left bank moving target.
11 2nd. left bank moving target.
42 3rd. left bank moving target.
43 4th. left bank moving target. .
44 bth. right bank moving target.
45 6th. right bank moving target.
48 7th. right bank moving target.
47 8th. right bank moving target.

| FIRE || (6/"' K H 8
' MOUNTAIN :.‘,% i

TT® o Z1N |
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LAMP ARRANGEMENT: /" 14 1 Co TABLEANTATLE

+ Headlamps .~ = - - . ‘Lamp | Description ..~ Driver n®
+'+ . Head and playfield lamps. - ..+ . . - n° i . | (SCR)

++01 | BonusBall . "SCR b7

: 02 Flipper relay _ _ SCR 61

03 Gate relay © " "SCR 62

04 Top side rollovers SCR b4

05 Top centre rollover SCR 55

06 “P" lamp SCR 56

+07 Game over . SCR B9

+08 Match SCR 568

09 Spare SCR B3

10 Burmper lamps SCR 64

11 Spinning target lamps SCR 60

12 "R” Lamp SCR 63

13 Credit SCR 44

14 Bottom right rollover SCR 43

15 Bottom right rofiover SCR 26

. 16 Bottom left rollover SCR 25

17 Bottom left rollover SCR 27

18 Bottom left special rollover{ SCR 45

+19 Superbonus SCR 51

20 Spare SCR 36

21 "E" lamp : SCR 15

22 Special lamp SCR 8

+23 Ball to play SCR 42

24 Bonus 1000 SCR 24

25 Bonus 2000 SCR 23

26 Bonus 3000 SCR 28

27 Bonus 4000 SCR B0

28 Bonus 5000 SCR 33

29 Bonus 6000 SCR 9

30 Bonus 7000 SCR 486

31 Right special bonus SCR 7

32 Spare SCR 41

O 33 Bonus 1000 SCR 11

P ; 34 Bonus 2000 SCR 29

op O q 0 35 Bonus 3000 SCR 32

&) 33 - 36 Bonus 4000 _ SCR 14

% 7 O Q52 O24 ? 9 _ 37 | Bonus 5000 SCR .49

33 Bonus 6000 SCR 22

I 0 39 | Bonus 7000 SCR 5

i 40 Left hand special bonus SCR 48

j 41 Left hand bonus x 2 SCR 12

! 42 Left hand bonusx 3 SCR 21

l 43 Spare SCR 30

! 44 Left hand bonus x4 SCR 39

45 Left hand bonus x5 SCR 4

| N 46 U lamp SCR 38

) +47 Canplay 1 SCR 3

! +48 Can play 2 SCR 13

I +49 Can play 3 SCR 2

! @ +50 | Canplay 4 SCR 37

Y — - . g +51 Tilt 'SCR 20
: ; , — L : 52 “T" lamp SCR 31

+. | FIRE ‘ | H 63 | “I"lamp SCR 19

! : _ 54 0" lamp SCR 36
f MGI’NT‘“E ) 55 Spare SCR 1

e ) 56 Right bonus x 2 SCR 18

. : 57 Right bonusx 3 - SCR 47

58 Right bonusx 4 SCR 34

b3 Right bonus x5 SCR 40

+60 Play 1 SCR 52

+ 61 Play 2 SCR 17

+62 Play 3 SCR 6

+ 63 Play 4 SCR 16

64 I “N"lamp '} 8CR 10



L USOLENOID LIST T4l o s qABLE IV T e T

‘Sol. Description " Drivern®
4 n® : R .| {Darlinghton} -
01 | Side holes Q4

- 02 | Moving target Q b
03 | Left hand target bank Q18
04 | Coin mechanism stop - Q17
05 { Left hand kicker ‘Q 6
06 { Right hand kicker Q.7
07 | Right hand target bank Q 8
08 | Left hand bumper Q 4
092 | Right hand bumper Q13
10 | Centre bumper Q 3
11 | Out hole Q19
12 | Knocker Q 156
13 | Coil1 Q 9
14 | Coil 2 Q12
15 | Coil 3 Q2
16 Coil 4 Q 1

17 | CoilB Q2
18 | Coil6 ' a1n
19| Coil 7 - Q 10

20 [.Coil8 a2

. -l FIRE
: JOUNTAIN

|
'
1
! rd
L

18
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BLOCK DIAGRAM

Display 1 - *+ 170 V.do, g—— Power BoARD

+ 3, \J.R.H. -

+105V.d.c, -t— ¥ @ o ——— N
from

t+ 7,6Vdc )

tranformer '
Display 2 {a—+ 5¢v 4 -
_ +12 -5
' lVJ.Cl V.d.C.

Display 3 [e— ' ' CPU board
CcLocK .
' oo -[— ' 5K PROM,
Display 4 ja— AT PROCESSOR _
CLOCK
GEN. bl . R
rows \
Display & ra—- L —- A
_ | < M 17| &
( REFRESH LOGIC B 220
Display 6 — . columns
contacts

Sound 1—) .

. [ : Interface board
Z Jf; Decode logic ‘

-

” *k--;&é‘;l& &Siwb(

dat{h‘ngtaa

A ' v
To lamps To :
solenoids

HT5 Vde, o | ot 37 VAN
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I. TROUBLESHOOTING

LAMPS_.(insert test number 04)

1- posITION-

- FIXED LAMPS

CONTROLLED LAMPS

ONE OR MORE LAMPS ALL LAMPS
1. Check fuse F7 on 1. Check the lamp 1. Check fuse F3 on
5 the feeder. the feeder {15 AMP)
3';_‘;”“3 {Fuses 16 AMP). .
2. Check for 7.5 vac | 2. Check connection 2. Check" for+7,b
on feeder. " VRM voltage on the
3. Check for 7.5 Vac | 3. Connect lamp exit feeder.
on feeder CN1 con- wire from interface | 3- Replace  interface
nector. board. If the lamp is board.
lit, replace the _
4. Check mains fuse t:oard. P 4. Replace connecting
{near the transfor- cable CPU interface
mer). 5. Replace CPU board. |
1. Check connections | 1. Replace interface
to find short circuits. board. _
: 2. Replace interface |2. Replace connecting
ALWAYS NORMAL board. cable CPU interface.
ON ° 3. Replace CPU board.
1. Check for 7.5 Vac |1.Check for + 7.5 VRM voltage
on feeder.
GLOWS - : - _
DIM 2. Check for mains|2. Check for mains voltage and

voltage and _tran-
former connection.

connection of the transformer.




S YU

DISPLAY: (insert test number 02)

POSITION

* ONE DISPLAY

~ ALL DISPLAYS

OFF

1. Check connections and fiat-ca-
ble connections.

2. Check for + 5 Vdc + 170 Vdc

on dispiay board.

3. Replace display.

. Check for + 5vdc + 170 Vdc on

the feeder.

. Check for fuse F3.

. Check for + 5Vdc on the inter-

face board. _

. Replace the interface board.

INCORRECT

DISPLAYS

1. Check connections and flat-ca-
bie connections.

2. Replace display.

. Check connections of the CPU

board output flat-cable.

. Check if the problem remains

also with the interface removed

- from the CPU board.
. f YES replace CPU board, if NO

replace the interface board.

. 1. GLOWS DIM
OR
EXCESSIVE

1. Check for + 170 Vdc on feeder and if it is not possible to adjist

it, replace the feeder board.

23
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SOLENOIDS (insert test n° 05)

POSITION _ ONE OR MORE

ALL

1. Check connection,
2. Check fuse 2 A under playfield.
3. if broken solenoid is the
Knocker, check fuse from 1A
NEVER. in the cabinet near the knocker.
ACTUATED 4. %hzchlzpl;ﬁjse_ﬂ on the feeder
5. Check for +39 VRM voltage
on the feeder. ‘
6. Check for 43 Vac voltage on
CN1 connector of the feeder.
7. Ground for 1 second the out-
put interface board solenoid. If
solenoid is activated replace
the board.

1. Check fuse F2 on the feeder
(5 AMP}

2. Check for +39 VRM on the fe-

eder.

Check for 43 Vac voltage on

connector CN1 of the feeder.

Replace the interface board.

> w

1. Check connections to single
out possible short circuits.

1. Replace the CPU board.

It the solenoid is regualarly ac-
tivated, replace the board.

ALWAYS
ACTUATED
' 2. Replace the interface board. 2. Replace the interface board.
1. Check connections. - 1. Check for +39 VRM on the fe-
eder.
INSUFFI- - . .
CIENTLY' 2. Ground for a moment the out- | 2. Check for 43 Vac voltage on
ACTIVATED put wire of the interface board.

the feeder connector.

3. Replace the feeder.




CONTACTS (insert test 03)

POSITION | = ONE OR MORE CONTACTS - | . ALL CONTACTS

1. Check that the contact is nor- 1. Replace CPU board.
mally open (be carefui when |{
contacts are in parallel).

2. Check operation by directly
bridge connecting the input wi-
: res on the contact.
INOPERATIVE ) ) :
- If in this way the contact is
activated, replace the diode.

If the contact is not yet acti-
vated, check the connection
up to connectors CN8 or CN9,

3. Insulate the contact wires and
make sure that there are no
short circuits with other wires.

4. Replace CPU- board.
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| - M. CONNECTOR CARD FOR «FIRE MOUNTAIN»

INPUT / OUTPUT POSITION ON THE CONNECTORS

- _FEEDER BOARD

CONNECTOR PIN WIRE COLOUR SIGNAL
CN1 1 Red 165 Vac 0.2 A
» 2 Red 165 Vac 0.2 A
» 3 Blue 43 Vac 10 A
» 4 Blue 43 Vac 10 A
» 5 White 7.5Vac 15A
» 6 Green 75Vac 15A
» 7 " Yellow 10.5Vac 3 A
» 8 Yellow 105Vac 3 A
» 9 Brown 10.5 Vac 0.5 A
_— 10 brown 10.5 Vac 05 A
» 11 Black 17 Vac 0.5 A
" o» 12 Biack 17 Vac 0.5 A
» 13 White 75Vac 15 A
Co» 14 Green 7.5 Vac 15 A
CN2 1 White-black GND
» 2 [—
» 3 Blue-green 7.5 Vac cabinet fixed lamps
» 4 Brown-red 7.5 Vac cabinet fixed lamps
» 5 _
» 6 Light blue-red +50 VRM common for all the
: solenoids in the cabinet.
» 7 Brown-yeliow -
» 8 B'“e'Wh'*e\\\ CABINET-PLAYFIELD
M INTERCONNECTIONS
CN3 1 Pink-yellow _~¥| FORFLIPPER CONTROL
» 2 Pink-white / . - .
» 3 ' Blue 7.5 Vac cabinet fixed lamps
» 4 Yellow 7.5 Vac cabinet fixed lamps
» 5 Brown: + 7.5 VRM common for all
' . controlled piayfield lamps
» 6 Violet-white +50 VRM common for playfield
, solenoids ‘
CN4 1 Blue 7.5 Vac light board fixed lamps
» 2 Yeliow 7.5 Vac light board fixed lamps
» 3 Red-White +7.5 VRM common light board
: controlled lamps
» 4 Brown-light +12 VRM common for
' green loudspeaker




e

|~ CONNECTOR - PIN | WIRE COLOUR SIGNAL
CN5 1 Black GND
2 Red + 5Vvdc
CN6 1 White — 5Vdc
» 2 Blue + 5Vdc
» 3 Red + 12 Vdc
» 4 Green + 7.5 VRM
» 5 Black GND
» 6 Yellow +170 Vdc
CPU BOARD
CONNECTOR PIN WIRE COLOUR SIGNAL
. CN7 - 1 Yeliow +170 Vdc
» 2 Black GND
» 3 Green + 7.5 VRM
» 4 Red + 12 VRM
» 5 Blue + 5Vdc
» 6 White - 5Vdc
CN8 1 White-grey Printer - RX +
» 2 Yellow-grey Printer - RX—-
» 3 White-black Printer - TX—
» 4 Brown-grey Printer - TX+
» 5 —
» 6 White Contacts - line 0
» 7 Grey contacts - line 1
» 8 —_—
» 9 — : .
» 10 Green-blue Contacts - column Q'
» 1 Yeilow-green Contacts - column 1
» 12 Orange-white Contacts - column 2
» 13 "~ Brown-orange .. Contacts - column 3
» 14 Black-violet Contacts - column 4
» 15 ~Green-violet Contacts - column 5
» 16 E]{ .. ) A
» 17 Pink-white Contacts - column 6
18 * Orange-yellow

- Contacts - column 7 -

27
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| CQNﬂECTOR' 

PIN'

WIRE COLQUR

 SIGNAL
CN9 1 —
i',,' 2 . ) :
» -3 - Red Contacts - line 2
» .4 Yellow Contacts - line 3
» -5 Black Contacts - line 4
» B Green Contacts - line 5
b>d , 7 —
» 8 ——
» 9 _
» 10 Grey-white Contacts - column 0
» 11 Black-white Contacts - column 1
» 12 Red-green Contacts - column 2
» 13 Black-yeliow Contacts - column 3
» 14 Black-orange Contacts - column 4
» 15 Red-Yellow Contacts - column 5
» 16 Brown-violet Contacts - column 6
» 17 Yellow-violet Contacis - column 7
» 18 [ ; ‘
INTERFACE BOARD
CONNECTOR PIN . { WIRE COLOUR SIGNAL
CN 13 ] —
» » 2 D
» » 3 Orange-light blue | Coin mechanism
» » 4 Green-grey Knocker
»  » 5 —
» » 6 -
» » 7 .
CN 14 1 Red-light green | Side holes
o 2 Orange-white Right hand kicker
o 3 Light green-white] - Left hand bumper
s 4 Brown-white Outhole :
> 5 Black-white Right hand bumper
. 6 Blue-light green | Right hand target bank
7 Orange-yeliow Centre bumper
5 » 3 Red-orange Left hand target bank small coif {15}
»  » 9 Red-light blue Left hand target bank small coil {14)
» 10 Yellow-violet Left hand target bank small coil (13}
»  » 11 -Brown-yellow Right hand target bank small coil (17)
» o o» 12 Yellow-white Right hand target bank small coil (20}




CONNECTOR

‘| 'WIRE COLOUR

SIGNAL

- PIN-

CN 15 1. |Brown-dark green| Right hand target bank small coil {18)
oy 2 Light blue-pink Right hand target bank small coil {19}

» » 3 Violet-light green | Top centre rollover lamp signal

» » 4 (| '

» » 3) Pink-white “P" lamp (06)

» » 6 Orange-white Flipper relay

oy » 7 Orange vyellow Gate relay

CN 186 1 | Light blue Top side rollover lamps

» ¥ 2 Orange Bonus Ball lamp

»» 3 Light blue-grey Spinning target lamps

» » 4 Blue “R" lamp (12)

» » b Pink-dark green Bumpers lamps

»oo» 6] ]

»oo» 7 Dark green-blue | Left hand target bank

» » 8 Dark green - Moving target

light blue _

» oy 9 Violet-light blue | Left hand kicker

»o» 10 lLightgreen-white { Special lamp

» » 11 Red-white Bottom left hand rollover lamp (16)

» » 12 Orange-light Bottom right hand rollover lamp {15)

green

» » 13 White Bottom right hand rollover lamp {14)

» o» 14 Brown Credit lamp

» » 15 yellow-dark green | Right hand special bonus lamp

»o» 16 Blue-light green Right hand bonus 6000 lamp

» » 17 Blue-grey Right hand bonus 1000 lamp

» » 18 Black red Bottome left hand rollover lamp (17}
CN 17 1 Pink Bottom left hand rollover special lamp

» 2 —

» » 3 Brown-light green{ "N’ lamp (64)

» » 4 Violet-red Right hand bonus 2000 tamp

»o» 5 Violet-white | Right hand bonus 3000 lamp

» » 6 Brown-grey Right hand bonus 7000 lamp

» o» 7 Brown-orange Left hand bonus 7000 lamp

»o» 8 O .

» o» 9 Yellow-grey Left hand bonus 1000 lamp

»o» 10 Violet-orange Left hand bonus 6000 lamp

» » 11 Brown-yellow Left hand bonus 2000 lamp

» » 12 Violet ‘Right hand bonus x5 lamp

»o» 13 Biue-violet Right hand bonus X 3 lamp

»o» 14 Black-grey Left hand bonus x5 lamp

»o» 15 Black-blue Left hand bonusx 2 lamp

» » 16 Pink-blue Left hand bonus x 3 lamp

» » 17 Red-grey Left hand bonus x4 lamp

» o» 18 Yellow-pink Left hand special bonus lamp

29
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" GONNECTOR PIN. | WIRE COLOUR SIGNAL

CN 18 1 Yellow-white U lamp 46}
» oO» . 2 Blue-red Left hand bonus 5000 lamp-.
» » '3 | Blue-yellow T lamp (52) _
¥ o» 4 Light green-grey | Left hand bonus 4000 lamp
» » 5 White-dark green { 'I' lamp (53}
» o» 6 Pink-brown Left hand bonus 3000 lamp
»o» 7 — -
» » 8 Brown-blue Right hand bonus 4000 lamp
» » 9 Yellow-light "E" lamp (21)

green
»0» 10 O
»o» 11 Lightgreen-red Right hand bonus x 2 lamp
» » 12 Violet-black Right hand bonus 5000 lamp
» ¥ 13 White-brown "O" lamp (b4)
» » 14 _
»o» 15 Orange-dark Left hand target bank small coil {16}
green

»oo» 16 ‘Blue-orange Right hand bonus x4 lamp
» o» 17 -
» o» 18 —

CN 19 1 —
» » 2 — '
» » 3 Light-blue Bonus ball lamp
» o» 4 —
» » b -
» o» 6 —
» o» 7 —
¥ o» 8 —
» » 9 Blue-white Player 1 lamp
» o» 10 Red-yellow Ball to play lamp
» ¥ 11 —
» » 12 O
»o» 13 Black-grey Superbonus lamp
» » 14 —
» » 15 —
»o» 16 White Can play 4 lamp
» » 17 Blue-pink Game over lamp




| CONNEGTOR

PIN:-

|: WIRE cOLOUR

~ SIGNAL

CN 22

» »
» o»
» »

CN 23
»

SQOGD\ICDC.HAQJM—L

[ Y
O~NOOTE WN

e
-

PN =

Blaic.k-dr'ange '
Vioiet-white
Black-green
Black-yeliow

vellow

Green-white

O
Green -
Red

Brown-lightgreen
Yellow-dark
green

White-dark green
White-yeliow

p.Iayer 3up Ia'mp'

match lamp

tilt iamp

player 2 up lamp
can play 2 lamp

player 4 up lamp

can play 1 lamp
Can play 3 lamp

+ 12 VRM
GND

Loudspeaker

Loudspeaker

3



DISPLAY DRIVER BOARD

DISPLAY 5

- DISPLAY 4

DISPLAY 3
DISPLAY 2

DISPLAY 1

°_'-°_

o -0
o--0

LINKERS:

DISPLAY 1 = 1st PLAYER DISPLAY

DISPLAY 2 = 2nd PLAYER DISPLAY

DISPLAY 3 = 3rd PLAYER DISPLAY

DISPLAY 4 = 3rd PLAYER DISPLAY

DISPLAY 5 = HIGHEST SCORE DISPLAY
DISPLAY 6 = BALL TO PLAY / CREDIT DISPLAY

THE « DRIVER DISPLAY BOARD » IS VALID FOR ALL THE DISPLAYS, AND CAN BY
USED BY PLUGGING THE PIN INTO THE DESIRED POSITION (SEE DRAWING).
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T
RICAMBI
ORIGINALI

MOD. Fire Mountain
INDICE
Gruppo N°® 1 - Pianodi gioco..........eeuvvnnen. pagg. 35-36-37-38-49-40-41-42-43
GruppoN°2-Sportello .................... pagg. 44-45-46
Gruppo N° 3 - Mobile e pianointerne  ....... pagy. 47-48-49-50
GruppoN°4-Testata ....................... pagg. 51-52
Gruppo N+ 5- Componenti elettronici ...... pagy. 53-54-55-56-57-58-59-60-61-62

Gruppo N° 6 - Vetro, piano di gioco, isole . ... pag.
GruppoN°7-Testing .......... e pag.

63
64

ONDE EVITARE INUTILI DISGUIDI S| PREGA PER LA RICHIESTA DEI MATERIALI DI

RICAMBIO di SPECIFICARE:

MODELLO - GRUPPO - PAGINA
a cui appartengono



GRUPPO N° 4

GRUPPO N°1

GRUPPO N° 3

GRUPPO N° 2




: - - A4362 SPIA&Q?SA PER CARTER

B 7158 -
GRADUATORE

B 7157
CARTER SERIGRAFATO

A 7066
GUIDA PALLINA CORTA

Ad343 —

-’/P!ASTHINA FISSAGGIO CARTER
! ‘l
f

A 7065

if GUIDA PALLINA LUNGA A 5159

PROTEZIONE
RIGHELLO

PIEDINO AGGANCIO
AL PIANO

| © O
t’ R - /"—'ALZA BIGL‘AX
B 5015 A 5075 PISTONCINO ‘B 6005
TIRANTINO ALZA BIGLIA SQUADRETTA CON PASTIG

CON PISTONCINO A 4071 SPINA ELASTICA

A 4169 . AS5104 50V ? |
MOLLA RIGHIAMO TIRANTINO : =
’ — AS 1006
Beoz2 | : e CANOTTO mm. 44

I

MARTELLETTD -
- B 6096

BOBINA D.40-S.1200

B 7042
TELAIO ALZA BIGLIA

L AMMORTIZZATORE
IN PLASTICA

35



A 4279 COPERCHIOTTO PER ISOLE

c@ .

AS 1042
BASETTAIN .
"~ PLASTICA PASSAG
GRANDI

7z rr

ooy

1
-4 )
AT
i
i
1
o

AS 1043
BASETTA IN PLASTICA o
PASSAGGI PICCOLI P :

9 P ! !

A 7063 VITE PORTAISOLE 4 MA

A 7055
VITE
AS 1036  PORTAISOLE
PASSAGGI PICCOLI
AS 1035 ‘ i A 7064 . COLONNETTE | A 7138
mm. 25

mm. 27

PASSAGG! GRANDI 5

A 4386

A 713
MEZZALUNA TRAFILATA

GOMMINI

A 4246 A 4252
(9-19} (37-48}

' '(Azai_zj)o
Cr ) C v )

A 4253 A 4254
(50-62) {61-72)

-

X 037 PONTICELLO mm.48 X D38 POMTICELLO mm. 34

X 035 FERRETTO UNIDIREZIONALE per mm.48

= XB 030 CcEviaZIONE PALLINA SINISTRO

XB 029 DEVIATIONE PALLINA DESTRO




L . . A 7214
- CB8094 RESPINGENTE BUCA  PIASTRINA
- DESTRA

A 4148
FORCELLINA

‘ : - AT7215
A4
RONDELLA - A
A 4149 B 5039
TIRANTINO Va SQUADRETTA\.
_ R8-S SUPPORTO
s 1"“ [
e o

£

- AS0TE  —
PISTONCINO

A 611N
MOLLA ———*

\ B 5037

COMPONENTE PRIMARIO .
A 5072 B 5038
SQUADRETTN : COMPONENTE SECONDARIO

8 {L
e ) : ,
Lt Q/ B 6031

RIMBALZO PALLINA DESTRO

i
!
i B 6096
! BOBINA
| D. 40 - S 1200
|
|
| |

T

—O-¢=lg-0 [H |
AS 1006

| CANOTTO mm. 44
H/—\ | B 6066

RIMBALZO PALLINA su\nsmo '

B 7159
STAFFA A Z
CON PASTIGLIA

37



: : COLONNETTA PORTA - | :
) 0 :
J!:\:7196 FARFALLA ROTANTE © @ ' °

'MRB 288 MRB 287 -
FARFALLA ROTANTE SINISTRA FARFALLA ROTANTE DESTRA

B 5005

PIASTRINA CON FERRETTO

A 4454 cvm ALZABIGLIA

A 4452 rranTiNg

MRB 239

CENTRID FIS50 MONTATO

AS 1021

PASSAGGIO MEDIC COLOR GIALLO

AS 062 osuDA PALLINA SINISTRO AS1061 cupa

PALLINA DESTRD

' C 8043 :
ALETTA FLIPPER SINISTRA MONTATA

_ | / C 8083
B 5040 STAFFA FLIPPER
PISTONCING ~ —

CON TIRANTINO j

~

B 6029
ALETTA FLIPPER SX

\ :

-..3 B 5040
PISTONCINO CON
TIRANTINO

_ C 8042
AN ALETTA FLIPPER DESTRA

B 6028 | .
ALETTA FLiPPEM MONTATA

38



A 4148

‘ _ | - FORCELLINA
' \ B 5012 ' —-—A 4141
SQUADRETTA RONDELLA
A 4149
, e, 6027 TIRANTINO -=—A 4100
MARTELLETTO FLAP %PINA ELASTICA
~— BS5013
PISTONCINO CON -
TIRANTINO : ‘
_ Y _~ B 5012
3 C 8040 j - 'SQUADRETTA
SURPORTO MARTELLETT(

C 8082 % '
STAFFA A 7" @7 & _ A'5075 PISTONCINO
MONTATA
B 6027
MARTELLETTO
A 611
. =" MOLLA
A 5072

AS 1006
CANOTTO mm. 44

SUPPORTO PIANO 6 I

A 5176 - B 7159 STAFFA A Z con PASTIGLIA -
VITE 4 MA x 19 - _

" 39




- : _ A _4245 FASC_ETTA FLIPPER
T . : R ! - "'- .
I .
|

1
1
l
|

C 8044 PACCO LAMELLARE DISTACCO

FLIPPER DESTRO
C 8045 PACCO LAMELLARE

DISTACCO FLIPPER SINISTRO

4 A 6081

SQUADRETTA A 6 FORI

A 6107
y BOCCOLA FLIPPER

P

N Iy —

A T057
T SQUADRHETTA .
ARRESTO A 7052
ALETTA FL|PPER CAVALLOTTO RINFORZO B 7176
BOCCOLA
j I PENNA cancelletto
‘.)\
~ A 6110
™~ MOLLA RICHIAMO

A 7029
STAFFA PORTA BOBINA

A 4150
. VITE TESTA !
CAVA

AS 1006
2. CANOTTO mm. 44

RN

~

BOBINA D#5-5500 i
D.14-5.6000

SQUADRETTA LARGA
CON PASTIGLIA

A 5188

/ PISTONCINO

40



MRB 277

COPERGHIO POP

B 6040
PORTALAMPADA

MRB 278 X
CORPO POP

B 7052
ANELLO POP

SQUADRETTA

C 8047

CUCCHIAIND POP MONTATO )

A TIA

/1

BOCCOLA GUIDA

B 7135
PIASTRA CON BOCCOLE

N
I A 7140
< PIASTRA

MONTAGGIO
POP

C 8¢84 STAFF:\ POP MONTATA

A 6070 y
GIOCQ,POP IN METALLQ

A 7028
ALLiQGGIAMENTO NUCLEQ POF

'brs"o?z‘j— e
GIOCO POP IN BACHELITE

8 AS 1006
ii CANOTTO mm. 44

A 6071

PISTONCINO{POR,

B 6097 “ | ) ‘

BOBINA D.45-S.1000 _
B 7160 STAFFA CON PASTIGLIA |

41



Py

Al

BERSAGLI DESTRO

15

SP 2136

BERSAGLIO GIALLO CON FIAMMA 2 A 6187
ALBERINO FULCRO LEVE ‘

1 SP 2131  STAFFA FISSAGGIO BOBINE PICCOLE 16 A 4438 GOMMINO

2 SP 2135 STAFFA FINE CORSA PER BERSAGLI 17 B 6122 PISTONCINO CON PUNTALE

3 SP 2134  PIASTRA GUIDA LEVE 18 A 4263  MOLLA RICHIAMO

4 A 6177 STAFFA LATERALE SINISTRA 19 AS 1063 CANOTTO IN OTTONE

5 A 6178  STAFFA LATERALE DESTRA 20 B 6120 BOBINA D. 355 - S, 1200

6 SP 2130 TRAVE FINE CORSA PISTONCINI 21 A 61817  SQUADRETTA PER BOBINA PICCOLA
7 SP 2133  TRAVE PER AGGANCIO MOLLE - 22 B 6121 SQUADRETTA CON PASTIGLIA

8 BSP 015 TRAVE D COLLEGAMENTO 23 B 6112 BOBINA D, 50 - §. 1450

9 BSP 017 TRAVE Di COLLEGAMENTO 24 A 6179 SQUADRETTA FORQ GRANDE

10 §P 2102 LEVETTA COMANDO BERSAGLI 25 A 6110 MOLLA RICHIAMO

1 A 6185  PERNO FISSAGGIO LEVA 26 A 6188 PISTONCING

12 A 5221 MOLLA 27 A 6184 TIRANTINO

13 MRB 282 BERSAGLIO ARANCIO CON FIAMMA 28 B 6123 PIASTRINE PER LEVA LATERALE CON BOCCOLA
14 MRB 283 PERNO :

C 8101 BANCO BERSAGL! SINISTRO




C 8100 BERSAGLIO MOBILE ASSEMBLATO

B 7095

7 B 6097
BORINA D.45-51.000

: B 6043 _
~  PORTALAMPADA
: l BASSO

B 6045 ' B 6041
PORTALAMPADA _ PORTALAMPADA
ALTO _ TESTATA

A 5203
PIASTRINA /
FISSAGGIO

RELAY

CEC 005
RELAY 50V.

CE 1329
#MASCHIO CIS

UBUUtTunotmy

CE 1345 CONNETTORE PORTA
_MASCHI 18 vie

A 4368 A 4235

Fer. mm. 80 Fer. mm. 61

BASSO ALTO

I =

CE 1346 CONNETTORE CE 1335 CONNETTORE
PORTA MASCHI 7 vie PORTA FEMMINE 6 vie

CE 1349

CE 1341 CONNETTORE PORTA | CMMINA MODU 1
FEMMINE 12 vie .




YOHVT 3 YONNT 3DINHOD

6609 ¥

i 0
i
H o

JAILYTIIH ONOS 3 ¥4 °DVd V¥ JOSV4 I113N ONVAOHL IS
OTIVLIW NI YLINOW INOIZNQOYLNI INIHLSYId 31 H3d 121300 |

31V3VEDIHIS INIHLSYId 3TV

VYHIINGAD NOD OT13140dS
h Loos g

YOILSYd NI
YLINOW YaIND
8009 v

14088300V
0I9OVYESId
AININOLINOD
S00L ¥

YHIAINETIO NOD
OT131H0OdS ONITV.INOH

9Ll mmaw
i _‘..., .

OIHOHVIA U0D YNIY 1SYId

6005 v »

V1H0D IDINHOD
009 ¥

0

L IINYSING

VLLIIHLS 3 YONNT 3OINHOD 8609 V

H3d ILININODNOD
A=

VLINOW

OLHYOS JINVSINg

LEOb v

OLVINOW OT131HOdS 1008 2

© 44




- OONVIS OHOIW §506 &
© 0SSOH OHOIN ¥S0§ 8 |—w

 vH3INOLLID OIDDVSSIS

OHOIN Y1HOd YH1SYId | g

“OH3IN O.EU_S_ £605 9 m VYHHILNHONI J8d dOS 34IINOLLID bl G

VHHILTIHONI 4od doL 393INOLLIO 6602 €
VITvll 48d 001 71 3YAINOLLITD $80Z 9

3ANVHD ,
VLINOW OLSIHHY VLSV
80ZS v ILNVSINd
Yy ¥Y10001d Y1ANOW v.L40d %.thm_weq:om 3NOLLO NI
VQLSIHEY VISY  Zie98 IINVSING 3LNINOJWOD NOD YNIHLSYId vyl 8
SLEL0S V £82L 30

YNISOE OINIFWVYIDDO0TTY bl 8
0009'$-2L°Q YNIFO3 6609 g

YOILSY1d NI 3HOLITD020vY

- ¥NIH1SYId
vilS v

‘01134434 120S V

OLNINVYIdHOIDV
VYNIHLSYId ¥10S V

0L0S ¥
_ 3LINOW 0LS3HHY oA e FLIIHAVNOS
VLSV H3d 2ININOdNOD SLOS V \
- YHIINOLLID OLHOJHNS 9002 8§ \B«
WA OLLOTIVAVD 1009 ¥V @
- NOD OLLOTIVAYD | OLLOTIVAYO H3d ONH3d S00¢ R\ f ., FHANON O oansv VHEVE 5 Janow
. uoeg ¥109008 NOD VAT 1009 8 h 01S3dHY YHHYE OWH3S
VHIINOLLID OLHYOS VAT 2009 < R, Z00S V
OLHYOS (A VAT OWVIHOIH YTIOW LOZS ¥ )
LTI 3HVTTENYT 000Vd 6106 &' [
R @u
01H0ddNS YHLSYId Z00L ¥ &)
VLINOWIHHOOS 92098~ ey T
=z o] O [efele T
ONITYINOHA Hid VLSV 900§ V g Teete e L
t s VHNLYHYIS

VAYdNYIVLIHOdG 6205 9 OIONYDDY YLLIINONIT 0ZEY v.



PIASTRINE SERIGRAFATE
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POWER BOARD ASSEMBLY CECO010

ITEM CODE REQ'D
NO. PART DESIGNATION PART NO. DESCRIPTION NO.
1 .P.C.1B 1103/0 CE 2029 Printed circuit 18 1108/0 1
2 CN. 1 CE 1330 12 PIN Modu 1 Malg Connector 1
3 CN. 2 CE 1351 8 PIN Modu 1 Male Connector 1
4 CN.3;CN.6 CE 1332 6 PIN Modu 1 Male Connectors 2
5 - CN.4 CE 1331 4 PIN Modu 1 Male Connecter 1
) CN.5; CN 1A CE 1380 2 PIN Modu 1 Male Connectors 2
7 RG. 1 CE 1238 +5V; 5 AMP voltage regulator [ A78H0BKc) 1
8 RG. 2 CE 1270 - 5V; 0,5 AMP voltage regulator (u A79MOBAUC) 1
9 RG. 3 CE 1240 +12V: 0,6 AMP voltage regulator (i A78M12UC) 1
10 P. 1 CE 1274 400V; 1 AMP Rectifier Bridge (W 04) 1
n P2 CE_ 1105 200V; 10 AMP Regctifier Bridge {KBPC 10 02) 1
12 P. 3 CE 1405 B0V, 10 AMP Rectifier Bridge (KBPC 10 005} 1
Y13 P. 4 CE 1471 50V, 8 AMP Rectifier Biidge (KBPC 8 005) 1
14 P. 5,P 6 CE 1233 B0V; 1 AMP Rectifier Bridges {W 005} C 2
15 TR.1; TR. 2 CE 1272 2 N 3440 NPN Transistors 2
16 TR.3 CE 1271 2 N 3584 NPN Transistor 1
7 D.1 CE 1009 1 N 4004 Diode 1
18 D.2,D.3 CE 1539 1 N 4003 Diodes 2
19 Dz1,Dz2 CE 1220 75 V; 0,5W Zener Diodes (BZ 79 ¢75) 2
20 C.1 CE 1284 100x£F 350V Electrol. Capacitor axial leads 1
21 C.2,C.3 CE 1399 10 KpF 250V Ceramic Capacitors 2 .
22 C.4 CE 1384 10.000F 18V Electrol. Capacitor single ended 1
23 C.5C.9 CE 1261 0,33 F 50V Polyester Film Capacitors 2
24 C6 C8 C11;C12 CE 1006 0,1TpF 50V Ceramic Capacitors 4
25 C7:C10 CE 1026 1000 F 24V Electrol, Capacitors axial leads 2
28 R1 CE 1282 100 KQ1W 5% Carbon Resistor 1
27 R2 CE 1042 22 KA/2W 5% Carbon Resistor 1
28 R3 R10 CE 1269 390 (1 1/4W 5% Carbon Resistors 2
29 R4 CE 171 10 K€ 1/4W 5% Carbon Resistor 1
30 R5 CE 1266 82 K 1/4W 5% Carbon Resistor 1
31 R& CE 1170 1 K2 1/4W 5% Carbon Resistor 1
2 R7 CE 1263 680 (2 10W 10% Wire Resistor 1
33 R8 CE 1660 33 Q) 3W 10% Wire Resistor 1
34 RO CE 1305 100 €2 1/2 W 5% Carbon Resistor 1
35 PE1=PF7 CE 1401 CLIPS For P.C.B. For 6 x 30 mm Fuse 14
36 F1,Fb,F6 CE 1368 Fuses 1A {6x 30 mm) 3
37 F2 CE 1439 Fuse DA {6x30 mm) 1
38 F3;, F7 CE 1370 Fuses 1bA {6 x 30 mm) 2
39 F4 CE 1369 Fuse 4A {6x30 mm)} 1
40 HS 1 CE 1278 Heat Sink 41/100/B 1
4 HS 2 CE 1279 Heat Sink 17/40/C 1
42 HS 3 CE 1110 Heat Sink 16/100/Dis 1
43 HS 4 CE 1099 Heat Sink ML 26 - TO - 220 1
44 HS 5 CE 1280 Heat Sink ML 61-TO -5 1
45 T1 CE 1302 10 K£21 Turn Vertical Trimmer 1
46 J1+-414 Wire Jump
47 AS 1040 80 x 110 mm
48 A 4413 "6x30 mm Hexagonal Spacers
49 A 4279 Islands Pressure Caps
50 CE 1092 Evelet Terminal
51 CE 2017 - TY 232 M Long Blocking Clamp
52 CE 2024 TY 232 M Short Blocking Clamp
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* INTERFACE BOARD ASSEMBLY CEC 009

REQ'D

ITEM CODE
NO. PART DESIGNATION A PART NO. DESCRIPTION NO.
1 P.C.1B 1111/0 CE 2031 Printed Circuit 1B1111/0 1 -
z CN 12 CE 1380 2 PIN Modu 1 Male connector 1
3 CN13; CN 15 CE 1337 7 PIN CIS Receptacle Connectors 2
4 "CN 14 CE 1330 12 PIN Modu 1 Male Connector 1
5 CN16+-CN20 CE 1336 18 PIN CiS Receptacle Conrectors 5
5] CN 21 CE 1351 20 PIN Flat Cable Male Connector 1
7 ICT+1C11 CE 1238 4724 BP C - MOS L.C. 8 Adressable catches 1
8 ICi2+1C15 CE 1304 N7407N TTL I.C. Hex buffer 4
9 IC16 CE 1016 40 11 BP C - MOS I.C, Quad HAND GATE 1
10 tC17 CE 1015 4063 UBP C - MOS [.C. Hex Inverter 1
11 1C 18; IC 19 CE 1215 4050 BP C - MQS |.C. Hex buffer 2
12 Di1+D20 CE 1539 1N 4003 Diodes 20
13 SCR 1+ SCR 52 CE 1249° 2N 5060 PNPN Thiristors (0,8AMP; 30V) 52
14 SCR 53+ SCR 64 CE 1280 BR 62 PNPN Thiristors (4AMP; 30V} 12
15 Q1+021 CE 1218~ BD 649 NPN Darlinghtons {10AMP; 100V} 21
16 D2 CE 1299 1N 5400 Diode ) 1
17 C1,C5 C9 C13;C19; C24; CE 1005 0,1 F 50V Ceramic Capacitors 6
18 C2,C4C6,C8; CI0; CE 1189 1 KpF 50V Ceramic Capacitors 17
C11+=C18; C20; C23; C25; C 26
19 C 22 CE 1162 100uF 25V Electrol. Capacitor axial leads 1
20 C27+-C30 CE 1399 10 KpF 80V + 0% Ceramic Capacitors 4
21 C31+-CHo CE 1260 2,2 KpF 100V Ceramic Capacitors 20
22 R1+R 16 CE 1170 1K§}1/4W 5% Carbon Resistors 16
23 R17+-R80; R&2 CE 1164 2,2 KO1/4 W 5% Carbon Resistors 65
24 R 81 CE 1023 5,6 K111/4 W 5% Carbon Resistor 1
25 R 83 CE 1036 56 K £2{100 K{3}1/4 W 1% Film Resistor 1
26 R 84 CE 1200 68 K (2(220K11) 1/4 W 1% Film Resistor 1
27 R 85 CE 1193 47 K147 K3 1/4 W 1% Film Resistor 1
28 R-86 CE 1197 30 K15 KOt 1/4 W 1% Film Resistor 1
29 R 87+ R 106 CE 1268 150 £21/4 W 5% Carbon Resistor 20
30 R107+R 126 CE 1269 390 (21/4 W 5% Carbon Resistor 20
31 T1 CE 1033 22 K1 Turn Vertical Trimmer 1
32 CE 1397 Cis Connector Centering Key 7
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CEC 041

" C.P.U, BOARD ASSEMBLY SENZA MEMORIE CEC 008
C.P.U. BOARD ASSEMBLY CON MEMORIE
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CPU BOARD ASSEMBLY WITHOUT MEMORIES CEC 008

CPU.BOARD ASSEMBLY WITH MEMORIES CEC 041

ITEM ; CODE - REQ'D
NO. PART DESIGNATION PART NO. DESCRIPTION NO.
1 P.C. 1B 1110/0 CE 2030 Printed Circuit 181110/0 1
2 CN7 CE 1332 6 PIN Modu 1 Male Connector 1
3 CN8; CN9 CE 1336 18 PIN CIS Receptacle Connectors 2
4 CN10; CN 11 CE 1351 20 PIN Flat Cable Male Connectors 2
5 IC8; IC29; IC 36; IC 43; CE 1014 4001 BP C - MOS |.C. Quad NOR GATE 4
6 Ic7 CE 1226 5101 L-3C - MOS I.C. 256 x4 RAM 1
7 IC8; IC 21 CE 1227 2101 AL-4 MOS 1.C. 266 x4 RAM 2
8 1C9;1C 22, 1C 33 CE 10156 4069 UBP C - MOS 1.C. Hex Inverter 3
g 1C10; IC13; 1C14; IC16; 1C20; 1C25 CE 1055 40097BP C - MOS 1.C. Hex Non inverting 3 - State 6
10 IC11;,1C30; 1IC31;1C 32 CE 1230 4028 C - MOS [.C. BCD To Decimal Decoder 4
11 IC 12 CE 1223 2650A MOS 1.C. 8 Bit Micro Processor 1
12 1IC15 CE 1275 7418160 TTL-LS I.C. Decode Counter 1
13 IC17;1C 18 CE 1237 4029BP C - MOS L.C. UP-DOWN Binary Counter 2
14 1IC 19 CE 1360 9602 TTL 1.C. Menostable Multivibrator 1
15 IC 23 CE 1177 741514 TTL-LS 1.C. Hex Smith Trigger 1
16 IC24;1C 37, 1C 41 CE 1016 4011 BP C - MOS 1.C. Quad NAND GATE 3
17 IC 26; 1C 27 CE 121 4042 B8P C - MOS 1.C. Quad D-Type Catch 2
18 IC 28 CE 1228 4012BP C - MOS 1.C. Dual NAND GATE 1
12 1C 34, 1C 356; 1C 38; IC 40; IC 4] CE 12256 3081 7 NPN Transistors Array 5
20 1C 39 CE 12186 4528 BP C - MOS |.C. Monostable Multivibrator 1
21 Dz 1 CE 1476 4,7V; 0,4 W Zener Diode {Bz 79 C4V7) 1
2 D1 CE 1298 1N 5400 Diode 1
23 D3, D4 CE 1017 1N 4148 Dicdes 2
24 C1 CE 1162 100uF 18V Electrol. Capacitor axial leads 1
25 cz2Cc4 CE 1100 10 F 18V Electrol. Capacitor axial leads 2 -
-26 C3; Ch: C6; CY; C12; C13; €14; C17 CE 1005 0.1uF 50V Ceramic Capacitors 8
27 c7,C8 CE 1398 10uF 25V Tantalum Capacitors axial leads 2
28 Cip; cCM CE 1257 100 pF + 10% NPO Ceramic Capacitors 2
29 C15 C16 CE 1190 1uF 35V Tantalum Capacitors 2
- 30 Ci18+C2 CE 1159 1 KpF 50V Ceramic Capacitors 2
31 SCK1-+ SCKB CE 1162 24 PIN1.C.Sockets {524 AG 11 D) 5
.3z SCK& CE 1383 22 PIN1.C. Socket {622 AG 11 D} 1
33 SCK7 CE 1245 . 40 PIN |.C. Socket (640 AG 11 D) 1
34 CS 1003 CE 1396 3.6V; 100 mA Ni-Cd, Battery i
35 P.B-1 CE 1277 N.C. Push Button (85 31 C) 1
36 R1,R6 CE 1409 100 2 1/4W 5% Carbon Resistors 2
37 R2; R4; R9; R14+R16; R18; CE 1M M K(1/4 W 5% Carban Resistors i4
R37+ R41; R43; R44
33 R 3 CE 1164 2,2 K11/4W 5% Carbon Resistor 1
39 R5; R7; R20 =+ R28; R46+ RG8 CE 1023 5,6 K{1/4 W 5% Carbon Resistors 35
40 R8, R29+R 36, R42 CE 1170 “1TKQ1/4W 5% Carbon Resistors 10
41 R 10 CE 1292 30,1 K21/4 W 1% Film Resistor 1
42 R 11 CE 1205 15,1 K1/4 W 1% Film Resistor 1
43 R12 CE 1269 390 (1 1/4 W 5% Carbon Resistar 1
44 ‘R 17 CE 1422 22,1 K01/4W 1% Film Resistor 1
45 R 19 CE 1187 100 K £21/4 W 5% Carbon Resistor 1
25 J1+J6 Wire Jump 6
a7 TP1+- TP 2 Wire Test Points 21
48 D2 CE 1638 1N 4003 Diode 1
49 CE 1397 Cis Connector Centering Key
50 CE 2024 Blocking Clamp
51 IC2+IC5 CE 1364 B2708 MOS [.C. 1024 x 8 EPROMS {Not Programmed) 4
52 IC 1 CE 1584 ZAC 001 MOS 1.C. 2048 x 8 ROM (Programmed) 1
53 IC2 RE 081 { B2708 MOS 1.C. 1024 x 8 EPROM (F.M. Vers. N° 2} 1
54 IC3 RE 082 {82708 MOS I.C. 1024 x8 EPROM (F,M. Vers N° 3] i
B5 1C4 RE 68 B2708 MOS 1.C.1024 x 8 EPROM (F.M. Vers N° 4] 1
56 tCh RE 084 B2708 MOS I.C, 1024 x 8 EPROM {F.M. Vers, N° b 1
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DISPLAY BOARD ASSEMBLY CEC.

REQ'D

ITEM CODE §
NO. PART DESIGNATION PART NO. DESCRIPTION NO.
1 P.C.1/ 1B1104/0 CE 2035 Printed Circuit 181104/0 1
2 CN. 1 CE 1351 20 PIN Flat Cable Male Connector 1
3 CN.2; CN, 3 CE 1377 7 PIN CIS Receptacle connectors 2
4 IC1 CE 1230 4028 BP C - MOS I.C. BCD To Decimal Decoder 1
5 IC2 CE 134 4002 BP C - MOS I.C. Dual 4 Input NOR GATE 1
6 IC3 CE 1231 4042 BP C- MOS I.C. Quad. D - Type Catch 1
7 IC4 CE 1235 4511 BP C'- MOS |.C. BCD To 7 Segment Decoder i,
8 Q1+ Q6 CE 1234 BF 423 PNP Transistors 6
9 Q7+-Q19 CE 1217 BF 422 NPN Transistors 13
10 DZ1 CE 1220 75V; 0,4W Zener Diode (BZ 79 C 75} 1
11 DZ2; DZ3 CE 1219 33V, 1W Zener Diodes (BZ 61 C 33} 2
12 D1=D7 CE 1539 1N 4003 Diodes 7
13 C1 CE 1060 10 KpF; 260V Ceramic Capacitors -
14 Cc2 CE 1028 1uF; 18V Electrol. Capacitor axial leads 1
15 C3 CE 1005 0,14 F; 50V Ceramic Capacitor 1
16 R1,R3;R5;R7;RY9;R11;R29+ R39 CE 11 10 KQ1/4W 5% Carbon Resistors 17
17 'R2; R4; R6; R8; R10; R12 CE 1167 100 K £} 1/4W 5% Carbon Resistors 6
18 R13-R 19 CE 1164 2,2 KO1/4W 5% Carbon Resistors 7.
19 R20+ R26; R40+ R456 CE 1267 L5 K 21/4W 5% Carbon Resistors 13
20 R 27 CE 1036 1M Q1/4W 5% Carbon Resistors 1
21 R 28 CE 1200 68 K(21/4W 5% Carbon Resistor 1
22 J1+J12 Wire Jumps
23 P1+P6 Display’s Selectors 6
24
25 P.C.2/1B1105 CE 2034 Printed Circuit 1B 1105 1
26 CN4; CNb CE 1347 7 PIN CIS Male Connector 2
27 ZM1+ZM3 CE 1222 ZM 1650 GAS Discharge Display 3
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SOUND BOARD ASSEMBLY CEC.

iTEM CODE REQ'D
NO. PART DESIGNATION PART NO. DESCRIPTION NO.
1 P.C. 1B11256 CE 2058 Printed Circuit 1 B 1125 1
2 CN 1 CE 1351 20 PIN Flat Cable Male Connector 1
3 CN2 CE 1332 6 PIN Modu 1 Male Connector 1
4 IC1 CE 1434 TDA 1010 I.C. AUDIC AMPLIFIER 1
5 IC2 CE 1426 SN 76477N 1.C. Sound Generator 1
G IC3 CE 1031 bbb [.C. TIMER i
7 ic4 CE 10156 4068 C - MOS |.C. Hex Inverter 1
8 ICH CE 13%4 4002 C - MOS I.C. Dual. 4 Input NOR GATE 1
9 IC6 CE 1547 40174 C - MOS 1.C. Hex D - Type Catch 1
10 IC7 CE 1432 745156 TTL - LS [.C. 3 to'8 Decoder 1
1 D71 - CE 1540 8,2V; 0,4W Zener Diode (BZ 79 C8V?2) 1
12 Q1 +-086 CE 1438 BC-548 NPN Transistors 6
13 D1+D25 CE 1011 1 N 4148 Diodes %
14 C1 CE 1100 10uF; 16V Electrolitic Capacitor axial leads 1
15 C2;C3CHC8 CE 1005 0,1 F; 50V Ceramic Capacitors 4
16 C4 CE 1026 1000uf; 256V Electrol. Capacitor axial leads 1
17 ChH CE 1162 1001F; 25V Elgctrol. Capacitor axial leads 1
18 c7 CE 1473 330 pF B0V Ceramic Capacitor radial leads ]
19 C9; C13 CE 0,22 uF 16V Tantalum Capacitors radial teads 2
20 C10 CE 1485 10uF 16V Tantalum Capacitor radial leads 1
21 CcN . CE 1569 2,2KpF 50V Ceramic Capacitorradial leads 1
22 C12;C14;,C 15 CE 1189 . 2,2pF 18V Tantalum Capacitors radial leads 3
23 R1 CE 1305 10001/2W 5% Carbon Resistor 1
24 R2 CE 1447 330 K0 1/4W 5% Carbon Resistor 1
25 R3 CE 1306 4,7 () 1/2W 5% Carbon Resistor 1
26 R4;R23;R28: R33+RB4 CE 1262 220 K 11/4W 5% Carboen Resistors 25
27 R5 R7,R8;,R9;R12;R18 CE 1171 10 K Q1/4W 5% Carbon Resistors 6
28 R6 R 16 CE 1036 1 M{11/4W 5% Carbon Resistors 2
29 R 10 CE 1196 470 K)1/4W 5% Carbon Resistor 1
30 R 11 CE 1452 150 K (1/4W 5% Carbon Resistor 1
31 R13;,R14 CE 1296 1.5 MQ1/4W 5% Carbon Resistors 2
32 R 14: R 20 CE 1167 100 K 21/4W 5% Carbon Resistors 2
33 R 15; R 18 CE 1251 33 K(21/4W 5% Carbon Resistors 2
34 R 17, R 30 CE 1193 47 K(11/4W-5% Carbon Resistors 2
35 R21; R 22; R29 CE 11656 4,7 K£11/4W 5% Carbon Resistors 3
36 R25 CE 1408 27 KQ1/4W 6% Carbon Resistor 1
37 R 26 CE 1164 2,2 K 1/4W 5% Carbon Resistor T
38 R 31; R32 CE 1301 680 K Q1 1/4W 5% Carbon Resistars 2
39. P1 CE 1303 100 K1 Turn Horizontal Trimmer 1
40
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MRB 284
VETRO

'MEZZALUNA
MRB285

MRB 286 .
COMPLETO ISOLE

MRB 276
PIANQ DI GIOCO . 63
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