ONAME OF GAME
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{>CONTOROL PANEL ONE-SIDE 2P
JOYSTICK  2PCS (8 DIRECTIONS : ONE EACH FOR 1P, 2P)
BUTTONS 4 PCS (2EACH FOR 1P, 2P)
{EDGE CONNECTOR STANDARD JAMMA CONNECTION

OCRT MONITOR

VERTICAL SCREEN

@®CONTROL PANEL

START BUTTON

1P

2P

SHOOT BOMEER [RAPD FFEY

JOYSTICK
(8 DIRECTIONS)

#USE [CONFIGURATION] MODE TO SET C BUTTON.
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(2) Standard of Edge Connector
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SHOULD THE UNIT BE MODEFIED
WITHOUT PRIOR APPOVAL.,
WE ARE NOT LIABLE FOR ANY DAMAGE

: e
PRESS THE TEST SWITCH ON THE PCB (OR ON THE CABINET) FOR 4
SECONDS AND THE COLOR PATTERN AND CROSS HATCH WILL BE
DISPLAYED AND YOU WILL ENTER THE [TEST MODE].

THE FOLLOWING WILL APPEAR WHILE IN [TEST MODE] :

$INPUT CHECK

CCONFIGURATION

<SOUND CHECK

USE THE IP JOYSTICK TO SELECT. PRESS IP A BUTTON TO SET.
HOLD THE TEST SWITCH DOWN AGAIN TO RETURN TO GAME MODE.

INPUT CHECK
DISPLAYS CURRENT SETTINGS, [ON] WILL BE DISPLAYED NEXT
TO ALL CORRESPONDING INPUTS.
HOLD THE TEST SWITCH DOWN AGAIN TO RETURN TO GAME
MODE.

{SOUND CHECK
SELECT WITH THE JOYSTICK, PRESS A BUTTON TO LISTEN AND
PRESS B BUTTON TO STOP.
HOLD THE TEST SWITCH DOWN AGAIN TO RETURN TO GAME
MODE.

{SOUND CHECK

I. CONTINUE NORMAL CONTINUE SAME NUMBER OF COINS AS GAME START
DISCOUNT CONTINUE | GAME START : 2COINS/IPLAY
COMTINUE : ICOIN/IPLAY
2. MONITOR NORMAL SCREEN | NORMAL - ]
INVERT SCREEN INVERT

3.RAPIDFIRE | C BUTTON NOT USE | NOT USED s
BUTTON FULL-AUTO C BUTTON-RAPID FIRE
4. DEMO SOUND | ADVERTISE SOUND ON | DEMO SOUND ON
ADVERTISE SOUND OFF | DEMOSOUND OFF
5.COINSLOT 1 | ICOIN IPLAY
1COIN 2PLAYS
2COINS 1PLAY
3COINS IPLAY
ICOIN IPLAY
ICOIN 2PLAYS
E_CDINS |_PLAY
3COINS IPLAY

SETTINGS FOR COIN SLOT |

6. COIN S5LOT 2

SETTINGS FOR COIN SLOT 2

7. GAME B (NORMAL)
DIFFICULTY | A (EASY)
C (HARD)
: D (VERY HARD) |
8. EXTEND PLEASE REFERENCE THE SCREEN
9, HERO 3 CHANCES
COUNTS 5 CHANCES
_2CHANCES =~~~ |
| CHANCE

10, CONTINUE __CDNTINUE ON
CONTINUE OFF

"8 THE TEST SWITCH DOWN AFTER ALL CHAGES HAVE BEEN MADE AND THE GAME
LETURN TO THE GAME SCREEN AUTOMATICALLY SAVING ALL CHANGES.




