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Playfield Lamp Wiring Diagram (System 6)
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Location of lamps on playfield
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Lamp Test — Test 01

This test causes all multiplexed lamps to blink on and off.
Note that general illumination lamps are not controlled by
this test or by any test. Proceed as follows:

1. Enter the Lamp Test in one of the following ways:

a. From the Display Digits test, set the AUTO
UP/MANUAL-DOWN switch to AUTO-UP and
momentarily depress the ADVANCE pushbutton.

b.  From the game over mode,

(1) Set the AUTO-UP/ MANUAL-DOWN switch to
MANUAL-DOWN and momentarily depress the
ADVANCE pushbutton.

(2) Set the switch to AUTO-UP and operate the
ADVANCE pushbutton until 01 is indicated on the
number of credits display.

The multiplexed lights should blink on and off.

2. If no further tests are required, turn the game OFF and
back ON to return to the game over mode.
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