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POKER WIN FORMAT AND PAYOFF 

WIN TYPE Brief Description & Payoff 
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ROYAL FLUSH: 

STRAIGHT FLUSH: 
• 

FOUR OF A KIND: .. 

FULL HOUSE: 

FLUSH: 

STRAIGHT: 

THREE OF A KIND: 3 cards of the same pip value. 
Payoff: 3 skill points per point bet. 

TWO PAIR: 

5 cards of the same suit including; 10, J, , K, A. 
Payoff: 100 skill points per point bet. 

5 cards of the same suit in series, any order. 
Payoff: 50 skill points per point bet . 

4 cards of the same pip value. 
Payoff: 25 skill points per point bet . 

3 cards of one pip value plus a pair of another. 
Payoff: 10 skill points per point bet. 

5 cards of the same suit (any pip value). 
Payoff: 8 skill points per point bet. 

5 cards in series, any combination of suits, any order 
Payoff: 5 skill points per point bet. 

¥ 
ONE PAIR: 

• 

2 cards of one pip value plus 2 cards of another. 
Payoff: 2 skill points per point bet . 

2 cards of the same pip value. In standard play the 
minimum winning pair is aces. 
Payoff: 1 skill point per point bet . 

• 

. 
¥ 
Minimum winning pairs can be varied, see option switch deliniation chart . 
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The object of the game is to get specific combinations of cards to be credit­ 

ed with a win. Winning combinations and payoffs are defined on the front panel of 

the machines as well as on an enclosed list. There are thirteen cards of each of • 

four suits for a total of fiftytwo cards. ( 2 wild jokers can be added via the option 

switches). The cards are constantly reshuffled electronically, therefore it is 

possible to draw a card which has just been discarded. The pip value of the cards 

are 2 through king, with the ace counting as either the low card or the high card, 

depending on situational need. The suits are: Hearts, Spades, Diamonds and 

Clubs. 

DESCRIPTION OF PLAY - STANDARD 

• 

. The player deposits a coin or coins, (whose value and maximum number are 

determined by equipment), which are added to the credit counter. The player may 

then wager part of, or all of these credits by depressing the "Play Credits" switch 

once for each credit he wishes to bet on a hand. (Limit determined by equipment­ 

standard limit is 3o per hand). To begin play, the "Deal" switch must then be de­ 

pressed. The player is dealt five cards, face up. If any or all of the cards are 

winning· combinations, the display will advise accordingly. Should the player elect 

to keep the original five cards dealt, he must depress the "Stand" switch. 

If. the player wishes to replace any or all of the original cards, he must de­ 

press the correlating "Discard" switch on the panel. Rejected cards can be re­ 

stored by depressing the "Cancel Discard" switch if a wrong card has been dis­ 

carded or if the player changes his mind. When "Cancel Discard" is pressed all 

discarded cards are restored. When the player has completed the rejection of un­ 

wanted cards, he then must depress the "Draw" switch. The rejected cards are 



replaced with others. (Note: option switches can be set to allow either a 5 card 

discard or limit the discards to 3, see attached chart). 

If the player hits a winning combination, the display reads "winner" and 

defines the type. The points won are credited to the credit counter, where they 

can subsequently be bet on following games. 

• If the player loses, "Game Over" is displayed on the monitor. Further 

games may be played by using accumulated credits or by depositing coins for 

credits. 

When the game is not in a playing mode there is a running advertisement 

in the program. It is displayed until a coin is deposited. 

. ' 

• 

. ' 
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BRIEF DESCRIP)ON OF 11A» Page 5 

The High-low Double-Up Game presents the players with an oppor­ 

tunily to double their winnings whenever they have a winning hand on rep2ula1 

play. 

II 

.. 

When a winning hand is dealt the display reads the amount won and 

offers the players the option of doubling their winnings by pressing the deal 

button or· declining by pressing the stand button. There is only all or nothing 

play. 

If a player elects to stand, the amount won is credited. 

If a player elects to play Iiigh-Low Double-Up, a card is dealt face 

down and the player must select whether the card is low or high. Low cards 

are 2 thru 7. High cards are 9 thru Ace. An 8 is always a loser. The display 

directs the player which button to press for either a high or low selection. 

If the player selects wrong the full amount of the bet is lost and the 

game returns to the regular draw poker playing mode. 

If the. player selects correctly the winnings are doubled and the player 

is again offered the opportunity to play High-Low Double-Up. This format con­ 

tinues until either the player declines, by pressing "Stand" or loses by a wrong • 

selection; in either case at the end of Double-Up play the game returns auto- 
.. 

matically to the regular draw poker mode. See supplement for "FLASH" option. , 

STANDARD FEATURES 

MODE CONFIGURATION-STANDARD: CREDIT BET - CREDIT BUILD - UP 

Unless requested otherwise, all games are factory-set in the credit 

bet- credit build-up mode. In this mode, coins deposited are added to the 
' 

credit counter. 

, . 



STANDARD FEA TURES Page 6 

lotions of these credits can then be bet via the 'Play Credits'' switch, up to 
• . 

a maximum of thirty per hand. Winnings, if any, are added back into the credit 

counter where they can be subsequently bet on the following hands. 

See options section for description of other mode configurations. 

T. V. MONITOR 

Each game has a color monitor· as standard equipment. A black and 
white monitor is optional. 

MEMORY MODULE 
• 

The games are equipped with a battery operated memory module to pre­ 

vent lose of data in case of brief power outages or fluctuations. 

'Jbt m ocJule plugs into the main printed circuit board and can easily be 

removed for replacement. The game is inoperative when the module is removed. 

To prevent damage to the main circuit board, as well as the module, the power 

must be turned off, power plug removed, before attempting removal. 

Operational States 

The Draw Poker Games can be set in many possible operational States 

by setting a specific combination of switches located on the printed circuit board. 

The deliniaion and effect are outlined on a enclosed chart. Using the chart as a 

guide, one can select the particular traits desired and set the game accordingly. 

The manufacturer· presets games to the 80% Dynamic Operational State. 
# 

Dip Switches 

The printed circuit boa rd assembly features an 8. Position toggle dip 

switch package at the 30 Position. The combination of settings are deliniated 

on the next page. To change toggle positions of the switch assembly, one need 

• not remove the printed circuit boa rd. 'The switch assembly is easily accessible 

when the circuit board is mounted in place. 
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STANDARD FEATURES 

A switch is "ON" when the rocker is depressed toward the left edge 

of the assembly. Most switch assemblies are n11mbered along the left edge, 

however. a few may indicate the "ON" position by a plus mark (+) or the word 

"ON" . In any case, if the board is mounted in the unit with the edge connec­ 

tor toward the top. the "ON" position of the switches is always to the left. 

A switch is always 'OFF'' when the rocker is depressed toward the 

right edge of the assembly. 

' . 

• 
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SECOND SCREEN DISPLAY 

• 

A phone jack-plug assembly is provided in each miachine to allow an 

owner to check current version and return percentage of machine; Input­ 

Output totals, current and cumulative; plus, player win percentages, cur- 

rent and cumulative. 'The cur rent totals arc displayed in white numerals in 

the right column. 'fbe. first figure indicates the current input. 'The second 

figure is not significant in this application. The third figure indicates the 

current output. 'Ibe bottom fig·.:re indicates the players current win percent­ 

age. To clear the right column, press the "Cancel Discard" switch while plug 

is inserted in jack. (Behind Coin Mechanism) 

The left column, yellow figures are cumulative totals, that is, the totals 

represent the Board's "Lifetime'' totals to the moment. The first figure in­ 

dicates the total input. The second figure is not significant in this application. 

The third figure indicates the total output. The Bottom figure indicates the 

players cumulative win average. This column is not cleared as long as the 

Board is in operation. Daily recording of figures from both columns assures 

an accurate accounting of transactions and provides the owner with an inval•~ 

uable aid in determining the most advantageous· or profitable modes of oper­ 

ation. Periodic daily checks over a given period of time will help to monitor 

peak hours or player activity. For instance. if a machine is available tor play 

fpom 8 A.M. till 8 P.M., the data display information could be recorded 

every three or four hours along with the time of day and evaluated accordingly. 

Individual attendants could be required to record data when they come on and 

go off duty, there-by assuring accountability for collections of coins. 

I 
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STANDARD FEA TURES 

Coin Acceptor - Coin Counter 

Each machine is equipped with a 25¢ coin acceptor and a 25¢ coin counter. 

Other coin acceptors and counters are available as options. 

Switches 

a 

On the back of the cabinet are two switches. The first switch. a toggle 

type, turns only the T.V. monitor 'ON' or'OFF!' The Printed Circuit Is 

Always Turned On As Long As The Machine Is Connected To An A.C. Outlet. 

The second switch is a push button type. It is utilized when "error" or "coin" 

is displayed on the monitor or the game stops playing for what ever reason. 

When depressed, this switch, erases and resets the game to operational Mode. 

Knock-Off Switch 

Wiring is installed in each cabinet for use with a knock-off key switch. 

"Knock-off" switch counts down the accumulated credits. The wires (2) are 

located near the coin chute in the front of the cabinet. (One Orange, One Black) 
. 

The Poker Games have the ability to operate in several other mode con- 

figurations when optional equipment is installed. Information on options and 

their distinct characteristics follows: 

Options - Equipment 

1) Token dis pens or. Payoff counter; 
2) Two coin acceptors - One 25¢, One 10¢; 
3) 10¢ Coin Counter; 
4) Four Mode Configurations. (Described on following pages.) 
5) Black and White T. V. Monitor; 
6) Draw Poker without high-low feature; requires glass change on game: 
7) Single Coin Limit. (Pin 35 to GND) 
8) Omission of all messages using "bet", "credit", etc. (Pin 36 to GND) 
9) High-Low, Double-Up Flash: Requires Program change. See 

Supplement. 
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Options - Equipment 

OPTIONS 

DESCRIPTION OF FOUR BASIC MODE CONFIGURATIONS 

MODE 1 : Coin Bet - Coin or Token Payoff 
(Gray wire grounded, Yellow wire loose. ) 

Additional Equipment Required: Coin/Token Dispensor, Payoff Counter. 

FORMAT: 
• 

Coins are added directly to the bet counter. Winnings are 
paid off at the end of each game played, via the token dis­ 
pensor, while "points" paid is displayed on monitor and re­ 
gistered on counter. "Points" is cleared when play con­ 
tinues. Coin value and maximum limit is predetermined in 
equipment. 

--------------------------------------------~--------------~ 
MODE 2 : Credit Bet - Coin or Token Payoff 

(Gray and Yellow Wires Loose) 

Additional Equipment Required: Coin/Token Dispensor, Payoff Counter. 

FORMAT: 
Coins are added to credit counter, unlimited amount may be 
deposited. A portion of these credits are then bet via the 
"Play Credits" switch. Winnings are paid off at the end of 
each game played, via the token dispensor, while "Points" 
paid is displayed on monitor and registered on counter. 
"Points" is cleared when play continues. Coin value and 
maximum bet per game is predetermined in equipment. 

• 
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Options 

Mode 3: Coin Bet - Points Puildup 

(Gray and Yellow wires grounded) 

.. . 

No additional equipment Required - Must connect "Knock-Off Key Switch". 

Format: Coins deposited are added directly to the bet counter. Coin value & 
maximum bet limit are predetermined in equipment. Winnings are 
built up in the points counter. Player cannot bet winnings. This 
configuration is used primarily where the arcade does not use tokens 
but manually awards tickets at the end of play. After "points" have 
been awarded, display counter is erased and reset to ''O" via the • 
''Knock-ORT key switch' 

Mode 4: Credit Bet - Credit Buildup 
(Gray wire loose, yellow wire grounded) 

No additional equipment Required 

Format: Unlimited amount of coins may be deposited, they are added .to the 
credit counter. The value of coins and bet limit per game are pre- , 
determined in equipment. Portions of these credits can then be bet 
via the "play credits" switch. Winnings are added back into the credit 
counter where they can be subsequently bet on the following game. Un­ 
less otherwise requested. this is the mode preset by the manufacturer. 

[ 

i 
! 
I 

• 

•' -- 
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HIGH-LOW DOUPLE-UP 

FLASH OPTION 

,. 

.. 

This option involves only a change of programmed chips in the print­ 

ed boa rd. The "HLF Series" of proms installed at positions ul2, 1l8 and 

ul9, change the program as follows. 

First. in the "Dynamic" mode. the minimum win is a pair of jacks. 

Secondly, there is a fixed five card discard. to which all percentages on 

the chart apply. 

Finally. when a player elects to play High-Low. Double-Up, the cards 

a re dis played ''Flashing", face-up on the screen until the player depresses the 

corresponding button for a high or low choice. 

See the supplemental switch deliniation chart which defines the settings 

• and effect of the DIP Switches at u30 in conjunction with this option . 

• 
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CABINET ADDITIONAL WIRING FOR COIN IN - COIN OUT 

1) 

2) 

Add \Yellow wire to Pin 23 P.C. Board connector and connect same 
to negative side to SCR; PIN 4. [m6To] 

Add Red wire to counter terminal strip and connect same to positive 
side or SCR; (+ 24 VDC)[@RIAC]PIN 3. 

3) Add 18 ga. Black wire to fuse block and connect same to one side of 
SCR sither Pin l (one) or Pin 2 (two); (HOT-FUSED) ( 2AFB FUSE) 

4) Take 18 ga. Black wire from either Pin 1 (one) or Pin 2 (two) of 
SCR and connect same to·a six pin Molex using Male .093 Pin. 

5) Add 18 ga. White wire to terminal strip of fuse block assembly and 
connect same to 6 pin Molex using . 093 Pin. (A. C. COM ) 

6) Extend Gray wire in front of cabinet and connect same to 6 pin Molex 
using a .093 Pin. [row So] 

7) Extend Black wire in front of cabinet and connect same to 6 pin Molex 
using .093 Pin (GND) • 

8) Add Purple wire to 6 pin Molex using.093 pin and connect same to 
diverter coil. 

9) Disconnect Yellow wire from ground strip and leave open. 
(In back of Machine) 

10) Attach Gray wire; (Loose in Ground Strip Area) to GROUND. 

• 

• . . . 
... 



/\C t\oi ( C L-K) 

Nore; 
Poke3/ 6A.kJak 

' I 
' t f"VSE BLOC.K 

Hor v J-----1~~---i - 4 Am f F8 

COM 

.. 
I •• 

MoN1T'oR 
SW l T"C. t4 

·To:'· To,<E."" MoTo Q '' 

Pc c > P '"-' 4(p [cow '_ (:. tJ,I 2:[l 

2AtHPS8 

f 
I 

25¢ow ACrTR 
Ero€ 

v,o. 
WE If, H1' 

L---.:io... er 
SCA 

Nf!. 6-(-) 

TecoR 
#eccD2402 

Pos(+) 

GNC..,_ _ ___. 

I 
l 

AC ~J°l::,"r SCRE ~ 
I 

Fr,k. '' FvLL" 'f ~1G,t1T. 

Tc- g TE.le 11lµ.:M p I 
C ov11TE A<;, T"klP . ' , ' PIN '2. 

• Jk PoT 
CouNTE:R 

•. 

. 

~· .... 
~+24V 

• 

COIN eT- COIN PoFE- MODE- CONFGT1ON -- 
APPL, cA-r1orJ : Poic:co/2t > f'o,.,.ER/Hi'"H. L.o••1 "- .... \T ""' )· DOM INC>$ ANO 

BLActc:J'l\c t:.. / BorvV... 21 G,,Ar,\£ S • 

. · .. 

t'lorE S 
(!) TH€ GR~r t.vl~t: t:'"f<orr'i P,c.c ... ,io P1N27 f>ll,/'"18~ C:rR.ouNOGD.(CoNN?lf-1 R). 
® T11£. YLo) ,i Fon • CA. I :.s . nu~ r ee •of>£N. (Co1 N Pu-4 ?) 
© Ju+oT Dr, Y o , ~ e(\. C'. ':.CH;N I co{FGuR Fc;Tc(4JOO 1s Gr;i ; 

@er: l. 
Co s lt~lit A0vE.O Olfi&c.rLV TO TNt= "ccr COv!rT6R. v/1NN1Al5; A~t t>A1D c;F-1= I# T r,..1:; 

£NC ° F £. I, G II G Al" e VI A Tcl<£1v /Co," DIS i'<+ :Cl., ( u1> TO LI Pl• r' 8>1,,1., • .Cl/l'-' er' /1T;'EN/>A. r.). • 
Po~Ts"Po $ DI:4'YO ON Took No €G5+± o Coor; , 

® UNPt..ue, Ac CoRc, Bc.FottE CHA/.JG1 .. ,r. c "I p / '- G or/TS"{ NoTC E,KS Ly. a 'o 
I , - 

141G-1,-L.0KJ Atvo i)oM,;.,O G-A'''£S wH£N/tn~C.H1~·€ JS P1..uvt:,t. i:. 11•.:-:"o Pr:.v£ 0:..T £1, 
I 

0Nl..V fOOl'IITOf~ I~ r~~trE I) oFF- BY re G-L&. sw,rtll• 



• 

•• 1.oo!;E ,,, 
WtAES --~ 
OPTIOAIS 

EO Gf CofJN£c.TOR. 
To Pc.oD 

Scoyc 
SCQU a/ C>l';r'Lf.'f 

TAK • 

I 
.... 

f l 

r • ,. PLAYER,, PANEL 

7 
SwircHs 

I I 
I ACCDf.\i-',ON 
T'Eh, STR1r 

AC 
COM 

J 
.,..._ __ ..., 
I 2 

COUalT't!ltS fowER. '5vPPl. \{ Ac Hor (Ftr;EO) 

. rKN 

• 
oroR 

' 

, . - 
. e)- 

• JIARNE'55 /..Ill£ DRAWING,, 

.Pol<ER I tll<iH .. LOW 

' , 



out Coto+- I&RLNRF - ----:-·,----·- 

CR-A 
• CR-k 

(;.J:..t!(2 2) 

• 

}'££ £11) .. 

f:,/.''t'f! ~) * 

Sw 

1)154 Stv 

- NOT u.rc I.J - l TRL 7 

- '6 
··-·---a------ 

• 

• 
-t-_/VOT 

I 

DG CoNecTo 

S-o UJIR~ 5 
Pok /HIGH-Lo) 

Po0Ts 



4 . 3 2 1 Pa..qe 18 

BR0GE, RECTIFIER 
1 oov- 25' A 

D 
Mt,A lS"ol-N 811 lD 

)( l CR 
I UT" <oo Ha - I 
~Cl"R.TIIP 

9· 

, 

I Bu£ 120V,60Ha I 
PRIMP.Ki' ' h ... ·- ·. I GRN - ... , 

• 

C 
, .... 

B . ' 

- 

A 

I 

t 

I 
I 
I 

FROM CR·Pas, 
I T2 
ORG. UIRE 

I ..,. 

REVISIONS 
ZONE LTR DESCRIPTION DATE APPROVED 

.. 

+24v I - 
cL +.?4i 

IOOONF ...-~ 
25v GD 2 

G,NJ) 

I 
I ( 
I ) I No C0NNECTIONS 

PINS3THRUb 
l 

. I 
_J 

rfP31 
QI 

R2 
047,l w 

G-NO 

G-ND 

I 
l I NOCOnMC7IONS 
) PIN$ 3,5) /.oAND7 

C'3 
R9 470t1F I FRotvlXl-l Tl 100.n.. 11,,v 

wHrE ' a? ±y ----------- ........ ----~"v---n•----i \f.--...,__....,_ ...,.. --1 

CR l 
I N4iiZ- 

-- - - c2 
1N4003 2 Q5 L, - , .. 

._L C4 
mc7905 

-- 4-70MF ' + ll:,V 

3 -SV· 4 
-sv 

~ 
'2"' 

sex-creno,4 $23.MT}? _+sv e 
BLUE WIRE \:)\ . :JI 

l p • y f., Tl ,,, 
R 4 \ .n I W '"' L1. , 470,-,C:::: 

, I \:)'\ 7 3 i H,V 
»c 7805 + 

C2. - 
10,000f,\f ...-r" 
lfoV 

... 

C 

8 

UNLESS OTHERWISE SPECIFIED CONTRACT NO. 
----------+---------1 W,~~~i11~:t1

N INCHES .,.._ _, LJF~ORP. PLEASAN,VJLU:, N.J:,o9-/i,4/~IB44 
1---------+---------1 FRACTIONS DECIMALS ANGLES APftROVALS DATE 

± .xx ± :t: h--.::..:..::.:.::::._-1_::::.:::.--1----------------------1 
1---------t--------1 JOO(± DRAWN JI.. ])/IL TD r{ 

CHECKED JI fo l/ 1---------t---------lMATEltlAl POER SUPPLY 200 

1---------t----------t FINISH 

NEXT ASSY UUD ON ---------------------+---------1• APPLICATION 

SIZE CODE IDENT NO. DRAWING NO. 

DO NOT SCALE DRAWING 

B SD781-0 
SCALE ;NI A I. 'REV. C lsHEET / oF / 

t 

A 

4 3 2 
I, 1 



COLOR MONITOR SETUP INSTRUCTIONS 

K4800-K4900 

OM.. ". Rt 
OlllVf ti DIIIVI 
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NIGH SYNC 
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ONO--- 

flOI H SYNC 
Po v SYNC 
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woTa. 
wHEN USING COMPO 
ITI IYNC UII HORI?. 
SYNC INl'UTI. 

K4801 
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K4851 
K4856 
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K4951 
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---HOftfZ HOLD 
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1. 

MORIZ 
CENTERING 

HORIZONTAL FREQUENCY 

VERT 
SIZE 

0 

HORIZ. 
WIDTH 
COil 

VET VET HOR 
HOLD RASTER RASTER 

SHIFT SIFT 

With the monitor being driven from the game signal, connect a Jumper between 
TP601 and TP31. Adjust the horizontal.hold control until picture stops slldlng 
horizontally, remove junper. Do not use the horizontal hold control for hor­ 
lzontal centering. (See #3) NOTE: When game sync is composite, use horizontal 
sync input.' 

2. PICTURE SIZE 

• 

Adjust the vertical size control, and the horizontal width coll for desired 
picture size . 

PICTURE CENTERING 

.. If the video is off center vertically, move the vert raster position adjustment 
to the up or down position. If the video is off center horizontally, adjust • 
the horizontal video position control to center the picture. If any additional 
horizontal. positioning is required, move horizontal raster position adjustment· 
to the left or right position. 

BLACK LEVEL 

. . 
\ 

Adjust the black level control to obtain the proper black level (the black 
portion of the picture just extinguished). Do not ·use the screen control to 
set the black level. 

FOCUS 

Adjust the focus con.trol for best overall definition and fine picture detail. 
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Power Supply Voltage and Symbols 

Symbol Voltage Operating Circuit 

@ 15V Ven. Osc. 
Sync 
Blanking 
CRT Cut.Off 

9 130V Holz. Osc. 
Horz. Ot'lve 
Horz. Output 
Vert. Output 

(!) 175V Video Output 

1V/0IV 200uSECIOIV 

TP-31 DC COUPLED 
BOTTOM LINE 0 voe 

2V/01V 200MSECIOIV 

TP-31, AC COUPLED 

• 

1V/OIV 200u SECIOIV 

NEGATIVE SIDE OF C303 

• 

2V/04V SMSECIOIV 

1.C. 301. PIN 3 

.. .. 1VJDfV SMSECIOIV 

TP81 

0.5/0IV 5MSEC/OIV 

20V/0IV 5MSEC/OIV 

B 

0.510IV 20u SECIDIV 

I.C. 301, PIN 13 

1VOIV 200u SECIDIV 

I.C. 301, PIN 15 

1V/04V 10uSECIOIV . . . 

* 

. 
'· I 
. • 

I • • .. ~. . . . .... -·- . 

20V/0IV 10uSECIOIV 

D 

2V/OIV 10uSEC/OlV 

J402-3 

1VIV 2MSECIDIV 

F 

1V/DIV 20u SEC/DIV 

13" COLOR MONITOR SCHEMATIC DIAGRAM 
MODELS 13K4801, 13K4806, 13K4851, 13K4856 
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SERVICE TECHNICiAN WRiiivG 
X-RAY RADIATION PRECAUTION: 

THIS PRODUCT CONTAINS CRITICAL 
. '.: ELECTRICAL AND MECHANICAL PARTS 

ESSENTIAL FOR X-RAY RADIATION 
PROTECTION. 

EOU IN COL. 

5V/DIV 20uSEC/OIV 

F 

FOR REPLACEMENT PURPOSES. USE 
ONLY TYPE PARTS SHOWN IN THE 
PARTS LIST. 
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CAUTION: FOR CONTINUED SAFETY, 
REPLACE SAFETY CRITICAL COM· 
PONENTS ONLY WITH MANUFAC­ 
TURER'S RECOMMENDED PARTS. 
AYERTISSEMENT: POUR MAINTENIR 
LE DEGRE DE SECURITE DE L'APPAREIL 
NE REMPLACER LES COMPOSANTS 
OONT LE FONCTIONNEMENT EST 
CRITIQUE POUR LA SECURITE QUE PAR 
DES PIECES RECOMMANDEES PAR LE 
FABRICANT. 
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OSCILLOSCOPE WAVEFORM PATTERN 
The waveforms shown are as observed on the wide band 
oscllloscope with the monitor turned to a reasonably 
strong signal and a normal picture. The voltages shown 
on each waveform are the approximate peak ampll• 
tudes. 
If the waveforms are observed on the oacllloscope with 
a poor high frequency response, the corner of the 
pulses wlll tend to be more rounded than those shown 
and the amplltude of any high frequency pulse will 
tend to be less . 
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