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Ber zerk
Option Switch Settings

Option switches are |located on the ZPU-1000 board. There are 5 banks
of 8-pos

DI P switches.

1 2 3 4 5 6 7 8 Option

Location F2 (#3-6 not used)
Oh On Si gnhat ure Anal ysi s node
On Extra man at 5, 000
On Extra man at 10, 000

Location F3 (#3-6 not used)
On Switch test
On Crosshat ch pattern
Of Of Engl i sh coi nage
Of On French coi nage
On Of German coi nage
Oh On Spani sh coi nage

Location F4,F5, F6 (#4-8 not used)

Of Of Of Of 1 Coin 1 Credit

On Of Of Of 1 Coin 2 Credits
Of On Of Of 1 Coin 3 Credits
On On Of Of 1 Coin 4 Credits
Of Of On Of 1 Coin 5 Credits
On Of On Of 1 Coin 6 Credits
Of Oh On Of 1 Coin 7 Credits
On On On Of 1 Coin 10 Credits
Of Of Of On 1 Coin 14 Credits
On Of Of On 2 Coins 1 Credit

Of Oh Of On 2 Coins 3 Credits
On On Of On 2 Coins 5 Credits
Of Of On On 2 Coins 7 Credits
On Of On On 4 Coins 3 Credits
Of Ohn On On 4 Coins 5 Credits
On On On On 4 Coins 7 Credits

Note: F4 controls coin nech #1, F5 controls coin nech #2 and F6
control s #3.

M scel | aneous Not es

The gane switches are al so nunbered from1l to 40. Bank F2 switch #1
is

switch #1. Bank F3 switch #1 is switch #9. Bank F4 switch #1 is
switch #17,



and so on.

Si gnhat ure Anal ysis Mde

See the "Stern Video System 1000 Signature Anal ysis Mnual ".

Swi tch Test

Di spl ays open or closed position for each DIP switch or Ganme switch.

You do not have to power the gane off and back on to see the switch
test.

Set switch #9 (Bank F3, switch #1) to ON and press the RESET button
(switch

#1 located at F1 on the ZPU- 1000 board).

The nmonitor will display the off ("O'" on the nonitor) and on ("#" on

t he

nmonitor) status of the 40 ZPU DI P switches on the upper chart and the
open/ cl osed status of all gane switches (buttons/joystick/coin nmech)

on

the | ower VFB switches chart.

You can test DIP switches and control switches by switching them off
and
observi ng whether they show up as off in the nonitor chart.

To return the gane to normal operation, turn switch #9 OFF and press
t he
RESET (SW #1) button on the ZPU board.

Here is a diagramof the charts you will observe on the screen:
ZPU Switch Status

| 1 | 2 |3 | 4 | 5 | 6 | 7 | 8

I

| Normal I y| Normal | y| | | | |On for | On
for | Bank

| OFF | OFF | | | | | Extra | Extra
| F2

|On for | On for | | | | | Man at | Man
at |

| SA tests| SA tests| | | | | 5, 000 |
10,000 |

[-------- [ TS [ TS [ TS [ TS [ TS [ TS
RRREEEE |

| 9 | 10 | 11 | 12 | 13 | 14 | 15 | 16
I

|On for |On for | | | | | Coi nage

| Coi nage | Bank

|this | Cross- | | | | | |

| F3

| di splay |hatch | I I I I I

I
| + RESET | | | | | | |



| 17 | 18 | 19 | 20
I
| - Coin Mech #1 -------
| Bank
I
| F4
I
I
I
I
[-------- [ TS [ TS [ TS
Hoo-o-o-- I
| 25 | 26 | 27 | 28
I
| - Coin Mech #2 -------
| Bank
I
| F5
I
I
I
I
[-------- [ TS [ TS [ TS
Hoo-o-o-- I
33 | 34 | 35 | 36
------- Coin Mech #3 -------
Bank

| 21

| 22

| 23

| 24

| 32

| 40

| On when | On when | On when | On when | On when

| joystick|joystick|joystick|joystick|fire

| 1eft | ri ght | up

| On when | On when | |
I

| start 1 |start 2 | |

| down

| pressed

|on if

| coin



I
| pl ayer | player | | | | mech #3 | mech #2 | mech

#1 |

| pressed | pressed | | | | cl osed |closed
*| cl osed
* = jif used

Crosshatch Pattern

Used for nonitor setup. Pushing the fire button will cause a red
screen to

check purity. Pushing the fire button again will cause a return to
t he

crosshatch pattern.

Bookkeepi ng

I nside the coin door is the BVDS (Bookkeepi ng Monitor Display
Swi t ch).

Depressing this switch one tinme initiates this function. The first
book-

keepi ng function to appear on the nonitor is nunmber of credits
(*Green).

To delete from nmenory, press either fire button. Depressing BMDS one
nor e

time will advance the bookkeeping up (*Blue), and the second
bookkeepi ng

function (total coins through coin nech #1) will be displayed on the
bott om

(*Green). To delete fromnenory press either fire button. The
previ ous

bookkeepi ng functions will remain on the screen (*Blue) and the new
function will appear on the bottom (*Green). Bottom function can be

deleted frommenory. Following is a conplete list of bookkeeping
functions.

* = Color of display if color monitor is used.

Functi on Description

1) Credits Total Credit 00
2) Chute #1 (Left) Total Coins 00000000
3) Chute #2 (Center) Total Coins 00000000
4) Chute #3 (Right) Total Coins 00000000
5) Pl ays Total Nunber of Plays 000000
6) Score Accunul at ed Score 000000000000
7) Tinme Played Total Amount of Tine

Pl ayed (i n seconds) 000000000000

8) High Score Hi gh Score to Date 000000



