(1) Required Power Supply PRESS THE TEST SWITCH ON THE PCB (OR ON THE CABINET) FOR 4
ONAME OF GAME  DONPACH| +5Vv fg?;’ (MIN 4.0A) SECONDS AND THE COLOR PATTERN AND CROSS HATCH WILL BE
<{OCONTOROL PANEL  ONE-SIDE 2P +5V £05V  (MIN 1.OA) DISPLAYED AND YOU WILL ENTER THE [TEST MODE].
THE FOLLOWING WILL APPEAR WHILE IN [TEST MODE] :
JOYSTICK 2PCS (8 DIRECTIONS : ONE EACH FOR 1P, 2P) I (2) Standard of Edge Connector INPUT CHECK
JAMMA Standards <CONFIGURATION
o P sico] Tl 12 Edge Comnecto Termpal Lavont L<I>SSEO THE 1P JOYSTICK TOASHLECT, PRESS 10 A BUTTON TO'SEE
S i Termi Parts Si ’ :
<EDGE CONNECTOR ~ STANDARD JAMMA CONNECTION °'::':d§'de - i - ;"; l';’e HOLD THE TEST SWITCH DOWN AGAIN TO RETURN TO GAME MODE.
<>CRT MONITOR VERTICAL SCREEN {INPUT CHECK
GND B 2 GND DISPLAYS CURRENT SETTINGS, [ON] WILL BE DISPLAYED NEXT
+ 5V c 3 + 5V TO ALL CORRESPONDING INPUTS.
- 5 7 ey HOLD THE TEST SWITCH DOWN AGAIN TO RETURN TO GAME
= MODE.
'CONTROL PANEL £ 2 <>SOUND CHECK
START BUTTON + iy F 6 tv SELECT WITH THE JOYSTICK, PRESS A BUTTON TO LISTEN AND
Wrong Insertion Protection Key H 7 Wrong Insertion Protection Key PRESS B BUTTON TO STOP.
B B HOLD THE TEST SWITCH DOWN AGAIN TO RETURN TO GAME
1P 2P Coin Counter 2 J 8 Coin Counter | MODE.
O O Coin Lockout 2 K 9 Coin Lockout 1 OSOUND CHECK
S"“kez n )) - 10 i 1) 1.CONTINUE | NORMAL CONTINUE | SAME NUMBER OF COINS AS GAME START
Audio (GND M 1
;_dm OREEN - = il RED DISCOUNT CONTINUE | GAME START : 2COINS/IPLAY
SHOOT  BOMBER (RAPID FRE) SHOOT BOMBER (RAPID FRE) L 0 COMTINUE : 1COIN/IPLAY
@ @ @ Video SYNC 3 13 Video BLUE .
R oy ” . 2. MONITOR NORMAL SCREEN NORMAL
S 15 Test Switch INVERT SCREEN INVERT
Coin Switch 2 T 16 Coin Switch 1 3. RAPID FIRE C BUTTON NOT USE NOT USED
JOYSTICK BUTTONS START Switch 2 U 17 START Switch 1 BUTTON FULL-AUTO C BUTTON-RAPID FIRE
(8 DIRECTIONS) 2P Contorol 1 UP v 18 1P Contorol 1 UP 4. DEMO SOUND | ADVERTISE SOUND ON | DEMO SOUND ON
% USE [CONFIGURATION] MODE TO SET C BUTTON 2P Contorol 2 DOWN w 19 1P Contorol 2 DOWN ADVERTISE SOUND OFF | DEMOSOUND OFF
2P Contorol 3 LEFT X 20 1P Contorol 3 LEFT
. 5. COIN SLOT 1 1COIN IPLAY
2P Contorol 4 RIGHT Y 21 1P Contorol 4 RIGHT
2P PUSH A SHOTS Z 2 IP PUSH A SHOTS 1COIN 2PLAYS SETTINGS FOR COIN SLOT 1
‘ PCB DIAGRAM 2P PUSH B BOMBERS a 2 IP PUSH B BOMBERS 2COINS IPLAY
= . (2P PUSH C RAPID FIRE) b 24 (1P PUSH C RAPID FIRE) 3COINS IPLAY
JAVMA CONNECTOR - DECRASE c 25 6. COIN SLOT 2 1COIN 1PLAY
O = 2 g SETTINGS FOR COIN SLOT 2
TEST SWITCH GND £ 27 GND 2COINS 1PLAY
VOLUME. oD d . GiN D 3COINS IPLAY
% For optimum of this machins. supply desijinated voltage where applicable
7. GAME B (NORMAL)
DIFFICULTY | A (EASY)
—
C (HARD)
D (VERY HARD) N i
8. EXTEND PLEASE REFERENCE THE SCREEN
9. HERO 3 CHANCES
COUNTS = gH ANCES
2 CHANCES
SHOULD THE UNIT BE MODEFIED | CHANCE
WITHOUT PRIOR APPOVAL, 10.CONTINUE | CONTINUE ON
WE ARE NOT LIABLE FOR ANY DAMAGE CONTINUE OFF
INCURRED PRESS THE TEST SWITCH DOWN AFTER ALL CHAGES HAVE BEEN MADE AND THE GAME:
: WILL RETURN TO THE GAME SCREEN AUTOMATICALLY SAVING ALL CHANGES.
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PCBLF/X, EHRDOFAMAL v F 24 MLETAZ EICX
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OINPUT CHECK (A F = v 7)
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@ PPRET B & ® FEANIE, IPLAS—TEIRL, IPAKY > CIREL 9,
G N A ! GND [TEST MODE] Hi2, HEF A AL v FRMLETAFEIZLDY,
GND B 2 GND b= ABEICRED £,
T3y € 3 eV OINPUT CHECK
T8N b 4 e N L= Ry VICHKEEZFERLI T, ANVH B &, DT 25512
E 5 [ON] &FRL T4,
+ 12V F 6 v FETAMNAAL v FA2MLETA2FHICL D, F—2BEICEY T3,
R AR I — H o 7| BHFABL % — {SOUND CHECK
IAny 52 f g | IAoHy -1 LN—TEIRL, ARKS > THIY FRS—b, BEZ VTR My FLE T,
T adsuvssTob2 ) o | =4zousTur HETAMAL vy FEAMLET2FICED, F— AEHIZED £3,
AV —H— (—) L 10 AE—%— (+) <{SOUND CHECK
F =14 (GND) M " 1.2 % 4 = 2—| NORMAL CONTINUE
¥ 74+ GREEN N 12 ¥ 74 RED ¥l aikE DISCOUNT CONTINUE
¥ 74 SYNC P | 13 ¥ 7+ BLUE
=R AL F R | 14 ¥ 74+ GND
S— T T s 218“:_7_—4 NORMAL SCREEN
24y R4 vF2 [ T 16 T4y A4 s T ‘@Hﬁ]?\h INVERT-SCREEN
AY—k Aty F2 e 17 25—t AL vFI 3ERAR S Y C BUTTON NOT USE
W R UP [ v 18 P ha— I UP FULL-AUTO CRS vy Tray MNEFHEY
2P 7 |} U — L 2 DOWN w 19| IP 2> b0 —)l 2DOWN 4.7 EHD ADVERTISE SOUND ON | FE&H% v v FAD
2P 72 | U=k 3LEFT X 20 | IP 3> | 0= 3LEFT R ADVERTISE SOUND OFF | #E# 7 » FEEL
2P 3 ¥ b 0 ) 4 RIGHT Y 20 | 1P3¥hE-k4RIGHT 5. 7L 4 #4% | ICOIN IPLAY afvauy b1 OkERE |
2P PUSH A 3 v b z 22 IP PUSH A ¥ 3 v b 1COIN 2PLAYS
2P PUSH B # 3 73— a 2 IPRUSH B off /8 — 2COINS IPLAY
(2P PUSH C o = v biigf) b 24 (1P PUSH C ¥ 3 v hiligf)
: - 3COINS 1PLAY
P % 6.7 LA HHE ICOIN IPLAY a4 v20y b2 ORERE
pr— . - S ND 1COIN 2PLAYS
G N D f 28 G N D 2COINS 1PLAY
MEBELECTEL T EMIIALETLLES Y, 3COINS 1PLAY
7.8 5 B B (NORMAL)
A (EASY)
C (HARD)
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