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OPERATOR'S MANUAL

ARBE. BFEAEDE-F—CTHRRICRTFEINE T BEELRZR/EL T(C
BELFT L V- LOBRERRETEOHEBSEEL S EBNHHDET,
52\3“\ :E:g —wﬁﬁtt*@%ﬂ?éﬁﬁ'j t ( TC“ESL‘O %5 X ME— FOBIBScreen Test 88

- This product is displayed in a long, vertical manner on most monitors. If you play it without adjusting
the monitor ratio, it is possible to lose some features, such as the operation manipulation.
Before playing, please make any necessary adjustments to the monitor ratio.

3 See "Screen Test" for an explanation of the test mode. I c?\ NOT

QIR F—DRFELR. B9, BREYIDTHTOTLESE L,

OPCH— ROI vy IRy —iE. JAMMARE(56P IvyaxI4—3.96mmEY F)DHDEFEAL TS

OEBEIZAL. PCIK— RADHBERIE. PCR— ROIARI H—EBTIEROBEICED & SICHEULTLEEL,

OPCiK— ROWMDIBLICHNT., BULEREP KB EDDD DIFFHIEBIFTLIEEL, T, FvEXRY PABTR. T5FERL.
PCHR— RICFXHEEDIEVNK S ICIERE LT K EELY,

@ Make sure the power is off when you plug the power source in or out.

@ Please use the edge connector on a JAMMA standard approved PC Board (56P edge connector, 3.96mm pitch).

@ After turning on the power, adjust the electric power supply source to the designated voltage with the connector part of the PC board.
@ Avoid strong jolts to or getting water on the PC board. Also, take extreme care when working inside the cabinet, so the PC board will not be damaged.
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lﬁl)’ﬁ How to Play

@87 [EILIN—+41R5 VEE,

@i/ F+iEty S TINT—Eb,
OB\ F+BI\YIFTIRT—TF v a,

OXIH 7L 1 TTHE,

@ Operates with an 8 Direction Joy Stick + 4 Buttons
@ Heavy Punch + Heavy Kick for Power Charge

| = b4 I~I:I—ll:l V*lbd)ﬂ:ﬁ Control Panel

@ Light Punch + Heavy Punch for Escape Dash
@ Playing against opponents is possible

[ ] *7 9"‘5 Connector Chart

SOLDER SIDE | NO. .| PARTS SIDE
- o~ GND| A | 1 |GND
FvS595—0BE s RIS
Control your characters %ﬁ{“\ pﬁ,?: Heavy Punch GND| B | 2 |GND
. +5V|{ C | 3 | +5v
‘a V| D | 4|5y
(Button 2)
(Button 1) E 6
MEr vy +12v| F | 6 | +12v
§5F W  HeawyKick H| 7
»- -y Light Kick _
- - " CONCOUNTER2| J | 8 | COIN COUNTER 1
Joy Stick & o A ‘) K|o
(Button ) (Button 5) sP(—) | L [10]sP ()
M |11
: VIDEO GREEN| N | 12 | VIDEO RED
o 5AH
BRY a—LX1vFEHE/OsFDLIE vibEo sYNc| P | 13 | vibEo BLUE
Volume Switch & Extended I/O Terminal Position SERVICESW| R | 14 | VIDEO GND
S |15 | TEST
coinsw2| T |16 | COINSW 1
B —TI 2P START | U | 17 | 1P START
=) 2PUP| V |18 | 1PUP
Extended Cable 2P DOWN | W | 19 | 1P DOWN
° 2P LEFT| X | 20 | 1P LEFT
voL I 2PRIGHT | Y | 21 | 1PRIGHT
3R I/0 T 2PBUTTON 1| Z | 22 | 1PBUTTON 1
mmm | Extended /0 Terminal
[_—Lﬂ j ) 2P.BUTTON2| a-| 23 | 1IP.BUTTON 2. ...
b |24
JAMMA c |25
d |26
B3RS T3R Extended Terminal Table GND| e |27 | GND
GND| f |28 | GND
Pin No. 10 9 8 7 6 5 4 3 2 1
F=TWhS5— g | &8 | % B B
bl NC. | NC. |oamen lomanee | NC- | NC- | amav [pumeie [aihek [thex Power Supply DC+SV DCH2Y
s Monitor Horizontal Screen
wy>y _ _ e e | _ | _ 1P | 1P | onp | GND
Button BUTTON 5 [BUTTON 4 BUTTON 5 {BUTTON 4 Game Style Simultaneous play by 2 players

- 7—'1 I‘E— FUJB!HH Explanation of The Test Mode

—Test Mode—
p Screen Test
Input Test

Sound Test

Exit(Reset)

Game Setting
Factory Setting

» Screen Test

= 3=l NOTE

EFDT ARy FEHTE, TFTAME—RICADET,
LIK—OLTTEBERRL. RYVITRELET,
When you push the test switch on the game machine,
it automatically turns to the test mode.
Choose the testing item by sliding the stick up or down,
then select the item by pushing Button 1.

JIARAT A vIDEEANT DL, SBEDT A NEEHERTEE T, THDIRY ;/&ﬁﬁ“tx«( IAXRZ21—[CRDFET,
Push the Joy Stick to the " right *, and 3 types of test screens will be provided. Push any button and the screen goes back fo the Main Menu.

1) 5OOADRRENE T,

EZ45—0 H.Size. V.Size DEHTERLRICRADLD
[CHELTLIESL. HBULBVE BEALDEZS-T

HEOBMICRAET,
1) 5 Circles are displayed.

Adjust the monitor with the H-Size and V-Size knobs until the
correct screen ratio is achieved, as shown below. Without this
adjustment, most monitors will show horizontal ovals in the monitor.

LIy MISIRBTTAME—FRITTDE. FL Yy MIIUTFENRET,.
If you choose the test mode with credits in, those credit will be cleared.
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2) E\ ﬁ\ ﬁ\ 550373‘5—/ (—b‘iﬂ_'\?:nﬁa'o
BOISUABBLD, I UHHELD. BD SEBANDTDREN FCRRENTVDRHDES([TISELDN,
BROT2ICEVLDREEZS—D RGB & Bright THEUTLZEW,

2) White, red, green and blue color bars are displayed.
Check color brightness, back d's blockness, length of the black and white belt to be same as the allow on the lower part of screen.
Make sure and adjust these condition with RGB and Bright functions on the monitor.

3) HHEL 2 FVICHEFHRRENF T,
EZ9—D H.Position, V.Position D&EH CETIEIBICENEAZTE CRREND & SICHBLTLZE L,

3) Grids are displayed on the full screen.
Adjust grid to correct position on the monitor with H-Position and V-Position knobs.

> Input Te:st
JIA AT A VI PRI VIEEDANT A M TEXT . ANDEFESIE, ZORFIBRBRRSNET .
1PRIDY 34T« v IDEHFAERI V1 ZFKICANTOEXA Y AZ1—[CRDFT,

This test is to check the input ability of the Joy Stick and buttons. If the input is normal, the name of the part will be emphasized on the display.
To retum to the Main Menu, move Player 1's Joy Stick to the right and push Button 1 at the same time.

> Sound Te:st |1
BHIEDHESHERULVRICHRALETD. Exit BRIEAS VY AZ21—ICRDET,
Confirm whether sound is audible or not.To go back to the Main Menu, choose Exit.

> Game Setting |

DA VRE BSELES—LARBICHTIRRETVET. VaA AT« vIDOLTCHEERY, FACATZEELEY,
%Y=ty T« I ITOET BB

This enables you to set the contents of the game, such as coin settings and difficulty.

Choose the item by moving the Joy Stick up or down, then change the setting with a sideways movement.

%See the explanation for Game Settings .

» Factory Se i 1
CITRY V12187 & TRHEROREICHBINICRDFT.
Push Button 1 and the setting retums to where it was when shipped from the factory.

» Exit (Reset) N

FANE—RZE&TL. S'—LEAICEDFY.
XFA RIS YFHRYI4 TTENRER. TA PR yFEOFFICLEVWEBREOS —LICHEDTBADT. TEBLIEZL,

This finishes the test mode and the game should be back on the monitor.
Please note that if the test switch is not a "Button type *, the game will not come back unless the test switch is tumed "Off *.

B =LEYT 12 DA expianation for Game Settings
A VBE, BBERES—LMABICHETIREETVET. Y3l AT+ vIOLTTHEERY. EECRBEEELET,

This enables to setting of the game contents, such as coin settings and difficulty. kems are selected by moving the Joy Stick up and down.
Then, changing of the contents can be done with a sideways movement of the stick.

Monitor Flip

EZY—-DREDFREEULF Y. EEFRD ETECE>TWSEISE. Reverse ZRATLIEEW,
This reverses the monitor.If the monitor display is upside down, choose * Reverse *.

Difficulty
S—LhOBSEERERUET. This sets the game difficulty to one of 8 levels .
Beginner =
Easiest
Easier
Normal
Difficult
More Difficult
Most Difficult
Expert | -3
Round Time
150 ROWBREOZEREZEFEZ LE T, This sets the count down speed .
Slow BEL
Little Slow DLBEN
Nomal /D3
Little Fast LEPN
Fast e
Set Count
15— LDEERERELF T, This sets the number of matches for one game.
2 Set Match 15—4L 2597 FERTBHRERDD Winner is the first player to take 2 rounds
3 Set Match 15—4L 359 FENTBMERDSD Winner is the first player to take 3 rounds
4 Set Match 19'—4L 4S9 FERTRRERDD Winner Is the first player to take 4 rounds
Continue
dAFT4Za—TUADEMEZHRELE T, This sets the continue play.
Oon AVF4=a21—8b Player can Continue this play .
Off AVF«4=a2—-BL Player can not Continue this play .
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Blood
FA—JNCLDMDERDERERELZE Y. This sets the blood display.

On MOTTRBD With blood display
Off MOFREL Without blood display

Demo Sound
T—LBTONTVWVEVRICEZEATEY DY RERSTHESHEREZLET.
This sets the demonstration sounds that attract customers when the game is not being played.
On EEFEYIY F&D With sound.
off EETFEYIY FEL Without customer attraction sound.

Event Mode
AR NADSRETT .  Setting for different events.

On AAR. RIS VY—EHF Y SORRHTESY When intrusion occurs, both players can choose s,
Off AR, BRIV VY—FvSORIRBTEEEA When intrusion occurs, characters cannot be chosen.
Coin Slot
A V2 a—IHHEHRIINERTEZUF T,  This determines if the coin shooter setting is common or independent.
Same CREDIT O®Rb'1DT 1P/2P 35BTY . 1 display of CREDIT. This is commeon for 1 or 2 players to play.

Individual- CREDIT Q¥RH2DT 1P/2P MIITY., 2displays of CREDIT. Use one slot for a 1 Player game and the other slot for a 2 Player game.

Coin IJ1/VOREELET.

This determines the coin setting. Same Individual
1 COIN = 1 CREDIT
2 COINS =1 CREDIT 1D0BBULHTE
3 COINS =1 CREDIT Fth

= 20w h2DICEN \BAOY FEHIGA
4COINS =1 CREDIT | Znmprzss | ORELBOFT

Normal - 5 oINS = 1 cREDIT |, cotire oot
6 COINS =1 CREDIT | Soe toroachsiot. —
1 COIN = 2 CREDITS o s g ooty
1 COIN_= 3 CREDITS slots.
1 COIN =4 CREDITS -
Continue | Start =2 COINS 0y F2OHEED
Free Play | Continue =1 COIN BECEDET
Both slots will be set
Free at a common setting.

=Xt R ) .
TTICA—VIEEGDE, RV ERTEXA U AZ1—(CRDET, OB F'— ARECANEBL G ILgaE.
ZDZEEEE—TGER) TN EIHEBVTEXRTOTE—TTIHEEE Yes ERATLEZLY,

To go back to Main Menu, place the cursor here and push Button 1. When the setting of the game has been

changed, the machine will ask whether to save the new setting or not. If you want to save the setting you've made, choose "Yes".

AE=HZ4DVLTHEASNDLETOTER

HAFEICOVWTORELH

CAUTION WHEN SETTING MORE THAN 4 SPEAKERS Simple example to handle this condition
ARDIZELAHIC. 80K (AE—HTA) 1TWHA. 408 (AE—H2E) =N 2= A—H A—7
18WHADT7 Y TEFERULTVE Y. MBEFOBRICKLOTIE, 3BUEDRE spesker  “spesker | qunannesmansnnnnngng, | seesker speaker
—HEEHRIED 7> JEREE UVICER U TLWS DB GD,. S8HRY 1—LDK = = \
FECLO T, BORINCDTBBANDOET ., TNERAE—HDENLR = zmgﬁE s
BICFADBHBRIRN, F'—AERCRECELH<LHTT. (CORED 20 4 SN ¢t
BOELEREICERICED . FRICIDNIBEDBREDGOET) TOER z WEL’*? =
DOFSEE UTE, AE—HOERENZLEREICESTH. BERADF YT E, .‘
BRE—NEBROBICANT, BREERORVENE S LTS, Z Disconnect =

= These Parts =
For audio. this product uses one speaker amplifier that outputs 1 1W for 80 or two mannnnmmmmnne®
speakers that output 18W for 40. Some character settings are connected without
a speaker output ampilifier circuit, because they would require more than three
speakers. Therefore, certain audio volume(s) may cause the sound to disconnect in

. the middle of the game. This is because an abnormal decrease of speaker BOARD

resistance occurs. Excessive electric current causes the protection circuit of the - AC—HSLY
game board to activate. (Without this protection circuit, the temperature will speaker Line
become abnormally high and be a fire hazard or cause other dangerous situations.) - 5
When such sound disconnection occurs, please prevent excessive electric current T |
flow by reducing the number of speakers to 2. or by putting the amplifier between = I

the speakers and the board.

AE—H—0D7 41 F A% . GNDIC SEHEDBIFBN T L FEE L),

DO NOT CONNECT THE NEGATIVE SIDES OF THE SPEAKERS TO THE GND

A

s
e 753, EEiEE
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