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“T . C\WRRRANTY, REPRIR and: RETURN POLICY

4y warranty on all electronic components. All warranty periods begin on the date of
snsiase from Strata Group. Inc.

e $40.00 service charge for all non-warranty repairs or returns.
¢ wrocing reiamn to Strata Group. foe.,
i p
¢ factory repair or atlempled repair voids warranty.
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5. Use a small brush to finish up the details. If you do not
have the facilities for painting, try an auto body shop.

WITHOUT connecting the PCB, then readjusting it later,
after the PCD has been installed. Measure power onthe PC
board, across an EG:.: Damage will occur if the power sup-
ply is outside the aceeptable limits (between 4.8 and S.5VDC.)

Monitor Requirements:

PAIRS requires a monitor in a horizontal mount raster scan
with positive or négative composite Sync. Itcan be difficult
to change the monitor from vertical to a horizontal unit. In-
stallation.will be easier if you choose a horizontal mount
cabinel.

Cabinet Selection:

1. You can choose either a new cabingt or a used cabinet
for your PAIRS game. Reusing a cabinet is by far the
most cost-elfective way to maximize the return of your
initial investment. In either case, all you provide is the
cabinet with a power supply and monitor. We provide
the rest. The end result is a new game at a very low cosl.

2. Spend time on the cabinet’s appearance (i.e., marquee,
control panel, and cabinet graphics). You will raise your
profits with the introduction of a new game package,
especially if the cabinet looks clean and new.

3. The “new game look™ should always apply to the inside
of your game as well, A few wire ties and shrink tubing
on your harness, some fastening hardware on your
subassemblies, and a sweep with the vacuum cleaner
will ensure that glitches do not occur.

Preparing a used cabinet for PAIRS:

1. Remove the following from the cabinet:
* Main Logic Board(s)

Control Panel

Monitor Plexiglas

Marquee

* Cabinet Graphics

(

2. ‘Thoroughly clean out your cabinet. Remove all the old
buttons, joysticks and wires from the.control panel and
set aside. Remove the original overlay. DO NOT
remove monitor and speaker wires. Y

3. Remove the old graphics and adhesive from the side of
the cabinet. Remove adhesive with solvent.

4. Fora fresh look, painting is highly recommended. Spray
painting gives a better finish, butif an air brush or paint
sprayer is unavailable, a roller is second best. Cover all
exposed surfaces not 1o be painted, such as the coin door
and monitor.

The CONTROL PANEL

PAIRS can be played by one player, or two players taking

‘wrns. Your Cabinet can use either set of controls that both

players share, or your cabinet can have one set of controls
for player one and a different set of controls for player two.
See diagrams for sample control layouts. The game's
software defaults to the double control layout. See the
Operator Adjustables section on Page 6 for sctting the
software Lo recognize your cabinet's configuration.

Preparation:

1. Determine where your controls will be on your control
panel. Refer to the layout diagrams below for correct
control placement.

2. Drill or punch 1-1/8" holes at the marked position for
your controls. Use a chassis or sheet metal punch for
best results on button holes.

3. Use a file o smooth any rough edges on the holes.
4. Fill any old and unused holes with wood or a metal plate.
5. It is recommended that you cover your control panel

with Plexiglas. Now would be a good time to cut it 1o
fit while the dimensions and tools are at hand.

-

l

SINGLE CONTROL PANEL LAYOUT

! & &
:'l 3) © é (=)
" ,' —
L ‘»:
DOUBLE © ONTROL PANEL LAYOUT

Control Panel Overlay Installation:

1. Make sure the control panel is clean and frce from dust,
grease, metal filings, and sawdust.

)

Remove the protective backing from the lexan overlay.
Center the lexan overlay over the control panel and place

PAIRS Manual n




down gently, making sure to keep it square. Using your
hand, press down f[irmly, starting from the center and
smooth the lexan overlay outward. Make sure all
bubbles have been pressed out for a clean, flat surface.

Using a sharp razor knife, trim any excess from the lexan
overlay. Carefully pierce through the overlay above each
control panel hole that you have drilled. Cut out
the material covering the pre-drilled holes with the
razor knife. Be sure (o cut the lexan overlay above each
hole and trim cleanly and evenly.

Function Labels Overlay Installation:

1

Cut out the supplied function labels. Line up each
label with the corresponding control panel hole.
Remove the backing any carelully press into place. Be
sure they are slr:tiglu:_ Refer to the diagram below lor
correct label placement,

O i

Vel {
> oo |

SINGLE CONTROL FUNCTION LABELS LaYOU'T

- - v

2 2
Ba [Ba

i
——d

DOUBLE CONTROL FUNCTION LABELS LAYOUT

Marquee Installation:

If your cabinet needs a new marquee glass, determine
the correct size and cut the supplied Plexiglas to fit.
Using the old marquee glass as a template, center the
Plexiglas on your new marquee graphics, making sure
that all the printed images will be visible. Using a razor
knile, score the new marquee deeply, following the edges
of the old glass. Carefully break olf the styrene. Be
sure the light behind the marquee works and that the
glass is clean on both sides. Now install the marquee
graphics and glass securely.

WIRING and HARNESS ASSEMBLY

REMEMBER! DO NOT WORK WITH ANY PART OF
THE SYSTEM PLUGGED IN (Lights, Monitor, or Power
Supply).

B PAIRS Manual
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All switch wires used in this gane need to be wired (o the
normally open connection on the switches. Each switch re-
quires a ground wire on the common connector and the ap-
propriate control or switch wire on the other normally open
connector of the switch.

BllttOﬂS and JoyS(iCk (Control Pancl Assembly):

1. Install all buttons on the ground panel as per the
control panel configuration,

2. I you are using Plexiglas for added protection, don't
forget o place it on the panel belore inserting the
buttons. The colored button is the SELECT button,
The WHITE button is used as the START button.

3. Wire the buttons and joystick to the JAMMA hamess by
using the wiring diagram on PAGE 15.

Printed Circuit Board (PCB): »

1. Mount the PCB to the side of the cabinet with the
connector thward the top of the drawer. This will keep
the wire harness from slipping off due to vibrauon. Mark
and drill pilot holes (3/32") onto the cabinet side, being
careful not to drill through to the outside. Attach the
PCB standolfs to the cabinet using wood screws and
spacers — snug but not too tight or the board may warp

«0r crack. Be sure the board is not being flexed in any
way.

Wire Harness:

1. Ifyou are installing PAIRS into a Dynamo cabinet with
a pre-installed JAMMA harness, you will notice that it
#does not have a wire for the test switch. You will have
o add a comact to the edge connector at the proper
position (position 15). Some cabinets (Dynamo
included) have only one coin switch input and
the coin switches are wired together. Connect th
designated wires 1o the coin switches separately.~

2. Auach the wire harness connector to the PCB. This
connector should be keyed and labeled "COMPONENT
SIDE™. Be sure it is mounted correctly. WARNING! -
Plugging the JAMMA connector in backwards will
cause damage to the PCB.

3. It is best to use connectors (not supplicd) whenever
joining a set of harness wires (o a subassembly. If you
choose 1o solder wires together, follow this procedure:

a.  Strip olf about 1/2" of insulation from the wire.

Slide a picce of heat-shrink wbing over the end.

¢.  Donotleave a lot of excess wire spooled up in your
cabinet. Cut the wires to the length you need plus a

=
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few extra inches. Leave enough for proper cable
dressing — do not make it stretch across the
inside of the cabinel.

d. Solder the new wire to the original wire. Use a
straight in-line splice.

¢. Melt the heat-shrink over the splice.

NOTE

This game uses the JAMMA standard wiring harness.
Therefore, if the cabinet you are using is not equipped with
a JAMMA harness, you may want (o change it.

Power Wires:

) S

Connect the wires that are designated for your power
supply. You will need a supply of +3 vde, and +12 vde.
The +5 vde must be regulated to within 5% (+ or - 0.25
vde). The +12 vdc may be unregulated but should not
stray 100 far or the sound may be affected. If the
cabinet’s supply does not provide these voltages, itwill
have to be replaced. A swiltching-type supply is
recommended.

You will notice that you have more than one wire for
each voltage. Use all wires supplied on the harness.
This will ensure better power transmission and prevent
overloading of the edge connector pads.

Tin all power supply wires before connecting them 1o
the power supply. Loose strands may short out the
supply. For best results, connect spade lugs to the ends
of the power wires and attach o the screw terminals of
the power supply.

Monitor Wires:

You will be connecting the RED, GREEN, and BLUE video
drives along with the composite Sync and video GROUND
wires. :

~ Sync:

“[his is the recommended approach for a Wells-Gardener
monitor and should work with some others as well.

1.

This game generates a composite Sync signal which is
accepted by most monitors. A DIP swilch (Dip switch
4) on the logic board allows you to choose between
positive and negative composite Sync. Most monitors
require negative Sync. I your monitor requires
positive Sync, (lip the switch towards the OFF
position,

If your monitor does not have a composite Sync input
but has separate horizontal and vertical Sync inputs,
try connecting the composite Sync signal from the PCB
to the negative horizontal Sync signal on the monitor.

This should produce a satisfactory result, although some
adjustment of the monitor’s Sync controls may be
necessary.

Cofn Doors, Test Switch and Service
Button Wiring:

5.

Wire the coin doors and the test / service switch(es) as
per the JAMMA HARNESS CONNECTIONS
information on page 15.

Connect the door lamps to the +12 vde supply. Some
games have separate power supply outputs for the
lamps.

Install a test switch (not included) somewhere
convenient inside the coin door area. This switch
allows you to enter adjustables, run diagnostics, and
see or clear audits. Make it readily accessible through
the coin door. Wire it 1o the Test wire on the JAMMA
Harness.

Install a service switch (not included) somewhere
convenient inside the coin door area. This switch
allows you to give credits to players without affecting
the game’s credit audits or coin meters. Example: A
player puts in a coin and gets no credit, the operator
can then push the service button and a credit is given 0
the player without alfecting the game’s AUDITS and
coin meter.

Clean and lubricate your coin mechs.

Final Check:

1.

.hJ

Check the game inside and out for any imperfections.
Secure any loose wiring or fastening hardware.

Make sure the coin door is tight and the coin mechs are
well adjusted.

Make sure all assemblics are firmly attached. Anything
that is not mounted securely will ratle when the game
is played. This game makes use of low-frequency sounds
which can cause any loose joints to rattle.

INITYANBOVVERZUR

1. AuachJAMMA Hamess. Plug in the game and tum it on.

2.

Look and smell for smoke (TURN IT OFF
IMMEDIATELY IF ANY IS NOTICED).

PAIRS Manual n




Readjust the +5 Volt supply. Adjust the +5 Volt supply so
that you read 5.2 Volts across an 1.C. on the circuit board.
If measured at the power supply, the reading will be about
5.5 volts at the power supply outputs.

3. Make sure the yellow LED on the Sound PCB is
flashing. [ not, something is wrong, tum off the game.

4. Listen for sound. A few notes or some speech should
play on power up. '

5. If you do not hear any sounds and the yellow LED is
flashing, try turning up the volume and check the
speaker connections. Dropping a coin through a coin
switch should cause a sound.

6. Look at the image on the monitor. If it is not in Sync
and you cannot stop it from rolling by adjusting the
monitor’s Sync controls, try Qipping Dip switch 4 on
the logic board.

7. How is the picture? Is it centered or is it too bright or
oo dim? Isitin focus? Adjust your monitor (o get the
best picture possible.

E!)'I'I.‘
Check your monitor manual 10 make adjusunents. Some
test patterns are available through the game's system lests
by pressing the Test switch. Use them when making any
adjustments. (Sec “SYSTEM TESTS" information on
PAGE 9. Proper monitor adjusunent is very important.)

8. Try all coin switches. Drop quarters or tokens through
to check the coin mechs. Make sure the game is adding
credits. You can use the Player Control Tests by press
ing the test switch and entering the System Tests Menu.
Do all of the joysticks and push butions work? Try
playing the game with the volume up and Tisten for
pattine as von play. Tighten anvihing that is making

mase

9. Upon wital power-up the game will mtalize o
ctory detanht settes, These setngs atledd game
clements such as namber of credits per coing dithiculty
cettines, ete, The “OPERATOR MODET secton will
desernibe how o alier these setiimgs and vicw the

systei audits Or T Sy esis,

B PAIRS Manual

Dip switch 4 (ON):
Dip switch 4 (OFF):
Dip switch 3 (ON):

Negative Video Sync
Positive Vidco Sync
Screen Upright

Dip switch 3 (OFF): Screen Flip
Dip switch 2 (ON): MODESTY OFF
Dip switch 2 (OFF): MODESTY ON

Test Mode Normal
Strata Test Mode

Dip switch 1 (ON):
Dip switch 1 (OFF):

NOTE
PAIRS allows for a Modesty Seuting, which controls the
amount of nudity revealed in the hidden pictures. Dip switch
2 ON will allow for the [ull picture to be viewed. Dip switch
2 OFF will cover up certain parts of the hidden picture, See
Modesty Settings on PAGE 7 for more details. .

STHATATESTIVIODE

To enter Strata Test Mode, press the Test Button, located
just inside the coin door. When the Test Button is pressed
or DIP Switch 1 is flipped to the OFF position, the screen
displays the Main Service Menu.

NOTE
If you used the DIP switch to enter the TEST MODE, you
will need to flip the DIP switch back to the ON position in
order (0 return to the game.

= RYBTERTEBTE MENU 2 e

e
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MAIN SERVICE MENU

The Main Service Mcnu allows you to enter into three dif-
ferent arcas:

OPERATOR ADJUSTABLES is used for customizing your
game for your location. Some of the features in Operator
Adjustables are number of coins per game, sounds on or off
when no one is playing. difficulty scttings, etc.
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GAME AUDITS allows you to check your game’s overall
earmings, Lame Limes, guing sCores, cie. The Audits can be
reset through this menu as well,

SYSTEM TESTS verifics the operation of the hardware,
controls, sud moniter throned cass mid antomanc prove
dures nocessal ot Do

Lo exal sy of thiese fests and retnrm the mame oals tronignal
e nseamy phiger jpos stk to Bl ln the hne et sases
FNEL sl pross ey plavor skt batton

COLOR KEY NOTLE:

For casy identification, all test sereens have been color
coded. ltems displayed in GREEN are the Menu titles. This
is the name of the meny that is currentdydisplayed. liems
appearing in YELLOW are the menu's instructions. The
BLUE items are choices available in thismenu. The Wi e
item is the selection that is currently highlighted. 1T RED s
.:\'cr displayed. there isaproblem with that item and it should
> be corrected.

OPERATOR ADJUSTABLES I

The Operator Adjustables section as secessed through the
Alain Service Moo, From the M Service AMenn. move
any phiner gosstick dosin unnl the woid OPERNTOR
VO USEARELS S appeins i wdnte R IO T U
press ooy plaver st Pgtiesnr sonnd the Olperatdn Nadpinsd bl

Nent will appear on e cvrevn
"

OPERATOR ADJUSTARLES MENU

As you can see. there are many possible customizing pro-
cedures that you can control, Below is abrck deseniption
of cach adjustable funcuion and what the sereen looks like
when displayed. Remember. to select wnatem from any
menu, use any player joystick o highlight the item inwhite.
and then press any player start button.

Game Mode Selection:

"This menu allows you 1o place the game in standard Coin
Mode, or choose Free Play,

8 ‘“:‘;J;Lw
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GAME MODE SELECTION SCREEN

In COIN MODE, the game will only work il coins are
deposited into the game.

In FREE PLAY. coins are not needed for play, and the Start
buttons are always active.

Game Resels:

The Gaume Resets Menu will cancel or zero out any custom
features of bookkeeping figures that are no longer wanted.

.‘;f"_l,,t-“._ qﬁ’;ﬁ, rd \r

A

RESET ALL TO FACTORY SETTINGS will change the
game back to the way the game was pre-set when new. Any
custom features such as Free Play and Skill Levels will he
changed back to the original seltings set at the factory.

RESET AUDITS ONLY is used when all of your book-
keeping and statistics have been gathered (rom the Andits
section. and are no longer needed. 11 you like w0 gather all
of your accounting information cach week, or alter cach
collection. it is & good practice (o resct all of the audits so
your coin count will match the audit information.

PPALRS Manual ﬂ
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Attract Mode Sounds:

This menu is used to adjust the sounds that are heard while
no one is playing the game.

——————————————

.. PAIRS V1.00

JOYSTICK UP AND DOWN TO SELECT.
PRESS START TO CHOOSE !

ATTRACT MODE SDUNDS

—

£ BOUNDS OFF

AL RALTT AOTE SO NDS MM

ALL ATTRACT MO SOUNDS Ol ol et alle

any sounds w be plaved duning the st B

OCCASIONAL ATTRACT NMODE SOUNDS plays
sounds about every en o twelve tmes the attract mode is
repeated.

ALL ATTRACT MODE S YUNDS ON will play sounds

during every atract eycle.

Credits Settings:
This menu allows you to change the number of coins needed
to play PAIRS.

=

PAIRS V1.00

JOYSTICK UP AND DOWN TO SELECT.
PRESS START TO CHOOSE

CREDITS SETTINGS

EXIT CREDITS

bOGR 4 CREDITS PER COIN
DOOR 2 CREDITS PER coiN

DOOR 3 CREDITS PER COIN

DOOR 4 CREDITS PER COIN
CREDITS NEEDED TOSTART .

CREIT SEFTING SORE (S

You can set cach comn door at ditterenmt cred

highlighting . DOOR T CREDITSPER COIN forcoin
door 1. DOOR 2 CREDITS PER COIN for com door 2,
etc.. Moving the Player | joystick leftor right will change
the number of credits that each Coin represents.

CREDITS NEEDED TO STA )T will adjust the number
of credits it takes for a player 1o begin a game. 11 you want

ﬂ PAIRS Manual

the number of credits needed 10 continue a game already in
progress 1o be different than the number of credits needed
for the initial game start, you can sel the new value using
CREDITS NEEDED TO CONTINUE.

“Modesty" Settings:
PAIRS Adult version has 3 different settings 1o control the
amount of nudity shown in the hidden pictures.

AODESTY ™ SETTING SCREEN

NO MODESTY - displays the enure picture, with no ;uc:xs.

covered, at the end of i round
SOME MODESTY - will keep any arcas below the waist
covered up. at the end of i round.

FULL MODESTY - will keep arcas above and below the
waist covered. at the end of a round.

You can also set the Modesty level from Dip Switch 2 on
the PCB. Dip Switch 2 ON (Defauit) will allow lor any
setting 10 be active. Use (he settings menu above (0 adjust
the Modesty level of your choice. Dip Switch 2 OFF will
NOT allow the full picture to be displayed and the screen
menu will be inactive

Control Configurations:

PAIRS allows for changing the button configuration necded
to play the game for your particular conurol pancl.
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CONTROL CONFIGURA TIONS SCREEN

Determine the number of conurols you e using on your
cabinet and select the appropiate choice. This is very im-
portant for your controls 10 work properly.




Skill Level Adjustment:

PAIRS allows for changing the level of skill needed to play
the game. This feature is good for locations with younger
or novice players who are less skilled at the game, or expert
or accomplished players who demand a greater challenge.

\

‘8 PAIRS V1.00

JOYSTICK UP AND DOWN TO SELECT.
PRESS START TO CHOOSE
SKILL LEVEL ADJUSTMENT
SKILLLEVELS -HARDEST - 2Hearlsto START
3 Hearts lo START
4 Heats to START
5 Hearls lo START

SKILLLEVEL 4
SKILLLEVEL3 -
SKILLLEVEL 2

. BRILLLEVEL 1 - EASIEST

® . _
SKILL EENVEL 1 -FASHESD |
is that a p [ tart I

b ianaat
O CHLIUS

1o set tie o o ditiicodt skl level dnghhigha
SKILL LEVEL 5 - HARDEST, A player sturts the gpame
with only 2 Heuwts.

SKILL LEVEL 2, SKILL LEVEL 3, und SKILL LEVEL 4
are seltings between the easiestand hardest levels, Some times
it is best if the skill level is adjusted gradually over a period of
time.,

Horizontal Screen Adjustment:

If for some reason the picture is not centered properly on
the screen, use this menu (o correct the problem.

" SCREENADJUSTs 2 7T
;. ScREENABIUST <3 CENTER
. SCHEEN ADJUST 4. . A
. BCREEN

HORIZONTAL SUREES ARIUSTMENT St RLES

SCREEN ADJUSNT -1 LEET A0S

will move the prote G o the 1ot

SCREEN ADJUST - 3 CENTER
will attempt 1o center the picture on the monitor,

B 1
‘LJ’L‘l

g

(W

RIGHT MOST

SCREEN ADJUST - 5
will move the picture fir to the right.

GAME AUDITS

The Gaume Audits section will supply you with a detailed
accounting ol helplul and informative bookkeeping and sta-
tistics. To enter the Audits section. lirst go to the Main
Service Menu by pressing the test switch located justinside
the coin door of the cabinet or flip DIP switch 1 1o the OFF
position on the PCB. From the Main Service Menu, move
the Player 1 Joystick down until the word GAML AUDITS
MENU appears in white letiers. Now press any player start
button, and the Game Audits Menu will appear on the screen,

To look at the current statistics, highlight REVIEW
AUDITS and press any player start button.

To set all of the statistics back o zero, highlight RESET
AUDITS and press any player start button.

- .
Review Audits:
When you choose 1o review the audits. the Audits Review
Screen will appear.

ALDITS REVIEW SCREEN 1

PAIRS Manual n
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AUDITS REVIEW SCREEN 2

Reset Audits:

When you choose to reset the audits., the Game Resels sureen
will appear.
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GAME RESETS SUREEMN

If you wish to set all of the game audits (desenibed above)
back to zero. highlight RESET AUDITS from this menu
and press any player strt button. The screen will brnietly
display AUDITS RESET.

If you change ‘vour mind and decide not o reset the audits
10 zero, highlight NO RESET AUDITS and you will exit
this screen without making any changes 1o the audits,

SYSTEM TESTS

PAIRS has been inspected ad tested at the factory. and
most Tikety the eame will be e perlect working onder when
vorr Diest toes ik onn, B Som Qiee Cxpenicioing s probleis
with thye mamg, the Sesicm Fosts s i fan wl phce o st
when teachine doswn the problem. Toenter the Sasiem fests
seetion. first 2o 1o the Mam Service Menn by prossing the
test switeh tocsted just mside the com door vl the calanel.
or sel DI Sl Ton the POB o e OFF position. Froim
the Main Service Men, move any plse josstick down
antil the word SYSTENMUTESTS MENU appeins m winie
fefters, Neoan press ans phaser st button, sud the System

Tests Menu wall appear on the soeen
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SYSTEMTESTS MENU

Video Screen Tests:

You can test your monitor and adjust colors by choosing
VIDEO SCREEN TESTS and pressing any player stat
button.

VIDEO SCREEN TEST MENU

When any player jovstick is moved up or dowi. the screen
changes to display a grid of colored rectangles. Use these
colors ats 4 guide and adjust your monitor so they ook as
good as possible. This test can be exited at any time by
pressing any player start button. )

Sound Tests: :
Choose SOUND TEST from the System Test Mcnm
the sounds and speakers in the game. The sound section
also controls the coin meter, and you can test it from this
scction as well

(R O e

SOUND TESIS SCREEN




To test the coin meter, choose COIN METER TEST [from
this memy.  IF everything is working properly, the meter
shonld increment each time any player st bulton is pressed
while this Tine 1s loghbighied.

Player Control Tesi:
Chioose PLAYER CONTROL TEST trom the System Test
Menu to tost the switches and controls ol your game cab-

nel.

Q

l Wwiro
-

2 +i0] 0+10) 0+f0) esfio] - 28
(1) PLAYER CONTROL TEST SCREEN

¥ uJ
20 30

|OD° CO)O
- -

Bt 04[0] 048] 0efio] ee[O] suar

(2) PLAYER CONTROL TEST SCREEN
r

1. ‘The screen displays a graphic representation of the
players’ control layout. If you have a cabinet using
1 sct of controls, this display will show a single control
panel layout. If you have chosen a 2 set configuration,
this screen will automatically display a double conuols
control panel.

(oo

Images on the sereen will change color when the
control is activated. Coin slots can also be tested from
this screen.

3 Pressing the test or service button lnghbghis the est or

service text located o the lower paat ol the screen

Lo To exit the test, the Plover T STARTY button and the
Plaver T SELECT button s D pressed at the e e,

GROM Checksum Test:
Choose GROM CHECKSUM TEST from the System Test
Menu to test the Graphics chips on the PCB. This test

performs a complete test of the Graphics ROM’s. While
the test is in progress the following message is displayed:

GROM TEST SCREEN (Test In Progress)

When the test is completed the GROM Test Screen is
displayed.

Aalafngnfafaiala -
.
-
-

.
™
-

GROMTEST SCREEN tTest Completed)

1. If all checksums are shown in white, the test passed
and your giume is in good working order.

1

If any checksums are bad, they will be displayed in red
text on this screen,  This means that the GROM is
defective and needs to be replaced.  Call your
distributor or the Strata Service Department tor further
help.

3. To exit this test, press any player start button,

Video Ram Test:

This test performs a complete test of the Graphics video
RAM. The video RAM is tested in two pages. The follow-
ing message will be displayed as cach page is tested,

When the test is completed the results will be displayed as
follows.

VIDEQ RAM TESTSUREEN

1. If the game passes this test, zeros will be displayed in
white along with a VIDEO RAM TEST PASSED
message.

2. If the test fails. a non-zero status and VIDEO RAM
TEST FAILED message will be displayed inred. Call
your distributor or the Strata Serviee Department for
further help.

3. To exit this test. press any player start button.

PAIRS Manual m
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VIDEO PROBLEMS

 Probable Cause

_Symptom

i

No picture

Scrambled Picture
Missing colors or a
washed out color

Bright, blurry, or rolling
picture

Picture too large, too
small, or off center

Video image is flipped

Bad images in picture

Diagonal white lines

Video inputs are not hooked up.
(Refer to harness outputs and
monitor specifications.)

Bad connections

Monitor

Sync switch set incorrectly

Bad video connections

Misadjusted monitor

Misadjusted monitor

Misadjusted Monitor

Bad GROM

GND problem

Make sure Dip switch 4 is in the correc
position:. ON - for negative syn
monitors and OFF - for positive syn
monitors. Most monitors are negativ
sync.

Make sure there are good connectior
from the board's video outputs to tk
monitor's video inputs. &

Make sure the monitor is operatir
correctly.  (Check it with anoth
compatible logic board.)

Dip switch 4, OFF - for positive syn
ON - for negative sync.

Check the video red, green, and bl
connections.

Adjust the monitor, not the boar
(Refer to your monitor manual.)

Adjust the monitor, not the boat
(Refer to your monitor manual.) @@

Change Dip Switch 3 or reverse 1
monitor's convergence wires. (Refer
your monitor manual.)

Do GROM test. Check IC pins to ma
sure none are bent over.

Earth and Logic GND's should
connected at power supply.
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SOUND PROBLEMS

~ Probable Cause

i - Solution

No Sound

o

+12v power supply is bad ,

Bad connection to the board

Miscellaneous

Try another +12v power supply.
Check for +12v power on the board.
Check for +5v power on the board.
Check the volume setting.

Check the speaker connections.

Make sure the sound status light is
flashing on the board.

. CONTROL PROBLEMS

___ Symptom

| Probable Cause

Solution

Buttons do not work or
are partly inoperable

—

Coin counter not
working

Switches not properly connected

Miscellaneous

counter. (Check continuity.)

Make sure that the common post of the
switch is connected to ground.

Make sure each individual switch is
working.

Make sure that the signal wire for that
particular switch is connected to the
normally open post of the switch.

Make sure that the signal wire has a
connection from the switch to the board.

Make sure +12v is hooked up to the
counter.

The signal wire is not connected to coin

Verify that the counter is good.

PAIRS Manual m
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is turned on

Power-up sounds repeats
itself

No power from the power
supply

Power supply

Short on the board

Open on socketed IC's

+5v setting too low

POWER-UP PROBLEMS - I
ymptom ||| Probable Cause
No reaction when game Blown fuse Power supply is too high. Power sh

be between +5v & 5.2v. (Measuret
the circuit board.)

Cabinet is not connected to ¢
ground. (All metal should be conne
to the earth ground.)

Short between power and gro
Check for foreign material.

Disconnect the harness and me’.ﬂ
résistance between power and gro
It should read around 300 ohms.
ohms is a dead short.)

Make sure the harness is not shortir
anything, such as bare or frayed »
shorting out each other or hitting
metal.

Replace power supply.

Power supply too low. (should id
be between +5v & +5.2v.) (Meas
on the circuit board.) .

Check for loose or foreign materit
the board.

Check for bent pins on socketed pat
Make sure that all IC's are seat¢
their sockets properly.

Check voltage. (Measured on the ¢
board.)

m PAIRS Manual
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MISCELLANEOUS PROBLEMS

~__ Probable Cause

R R

Green L.E.D. not
blinking

N

Buttons do not work

Diagonal line in picture

Operator adjustables
keep changing

Sounds bad

.me comes up in Test
Mode

Modesty Settings menu
does not work / Bandaids
do not come off

Program not running

No power

Bad connections

Lﬁgjse‘pin on ASIC (Ul)

| . No continuity
4 dlds

y e h A

Grounding

Low battery voltage
Bad static RAM
Miscellaneous

Dip Switch 1 is OFF

Dip Switch 2 is OFF

Make sure all socketed 1.C.'s are seated
correctly. Look for bent pins.

Blown fuse. Check for +5v before and
after the fuse. Adjust power supply for
+5v after the fuse. Use fast blow fuses
only.

Make sure you have continuity from
PCB to power supply.

Call Strata.
Do Player Control test in System Tests. '_
Check continuity from switch to PCB.

Connect field ground to logic ground on
power supply.

Battery should be 2 to 3 volts.
Replace.
Check the speaker connections.

Make sure Dip Switch 1 is in the ON
position.

Make sure Dip Switch 2 is in the ON
position.

——— m—
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JAMMA HARNESS CONNECTIONS

WIRE COLOR COMPONENT SIDE SOLDER SIDE WIRE COLOR
Black GND ‘A %1 |onD Black
Black GND 3 G2 |on Black
Red +5 vdc 3 |+svde Red
Red +5 vdc S4 | esvac Red
El s
Orange +12 vdc g | +12vde Orange
KEY ‘H & KEY

Blue-Green Ticket Count J 8 |Coin Counter Red-Green

K -9
Yellow-Green Left Speaker (-) L - 10 |Left Speaker (+) Yellow-Red .-
White-Green Right Speaker (-) M 11 |Right Speaker (+) White-Red
Green-Black Video Green “ N 212 |Video Red Red-Black
White Video Sync LP 13 |Video Blue Blue-Black
Orange-Black Service S R .14 |Video GND White-Black

s 15 |Test Blue
Green-Blue Coin 2 SR T 16 |coin1 Red-Blue
Red-Yellow Start 2 Ly 17 |start1 Red-White
Green-Yellow Player 2 - UP MV “»"13 Player 1-UP Green-White
Blue-Yellow Player 2 - DOWN W " 19 |Player 1-DOWN Blue-White
Black-Yellow Player 2 - LEFT X 20 - |Player 1-LEFT Black-White
Violet-Yellow Player 2 - RIGHT pEY 1 " |Player 1-RIGHT Violet-White
Brown-Yellow Player 2 - SELECT Tz Player 1 - SELECT Brown-White .
Black GND e 27 |GND Black A
Black GND f 28 |GND Black

ON

OFF

Test Mode Normal

Strata Test Mode

%f‘}ﬁ

g

£4; 2 |Negative Video Sync ()

“Modesty” OFF “Modesty” ON
e 3 _.d,)'.' -
45 | Screen Upright Screen Flip ﬁﬁ&,ﬁ
' TR
Positive Video Sync (+) 34D

- FU e







y
fa
™

4010 WINNETKA AVENUE
ROLLING MEADOWS, IL 60008-1374
(708) 870-7006
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