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4 KINDS OF PLAYERS]
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MOST-QUICKLY MOVES
CANNOT USE MAGIC.

ASA KIDNAPPED BY
ON OF BADNESS!
el .

TN 0 e 2 E N i NCREASE THE LEVEL

Y DEFEATING
YOU IMPDRT:FT ONSTERS.

BATTLE-WOUNDED
BODY CAN BE
RECOVERED IN
AN INN.

AND WHAT IS WAITING FOR THEM ?
IR T4iTO

WEAPONS AND GUARDS
|BY SPENDING
COLLECTED GOLD.




-,

SR za (V3R
: “‘C,aclaSh 7

JER D

g TR S N — A

AL RR R ciopwgzl%

(BECAOSE ™ ~
OPRIGHT ONLY)

— il o i B I ST o 7 | 8
Ty | stz "NeTosE]
FERAEA | fpops | DT
GAME STYLE" |, 5540 2r)
“NDRMAL"
T RCE OF
o PLlP 4 "‘FL"L!I‘I“p v ON
- UNORHAALY J
FAME—F- | =4 | OFF
rep onE L T AR L, ON
FEHv K 15 "ON" orr
"ATTRACT SOUND” I opp” ON
FLA ¥4 .| 1C0IN _1PLAY OFF
g | 2c0IN _1PLAY ON ___ OFF
COIN A |3COIN 1PLAY OFF
'(NUMBERochS) 4COIN 1PLAY ON  ON
AV %0 1COIN _2PLAY OFF
1COIN _3PLAY ON __ OFF -
COIN B |1COIN 4PLAY OFF
(HALF CONTINUE) | 1COIN GPLAY ON ON
o D B s SRS S T e
1 2 3 4 5 6 9 8
“CANKY
s»2 B | Off
M o5 o w A | ON___ OfF
e C | OfF
LE\)EL" D |[ON  ON
. . “tFwohited OFF
?ﬂﬁﬂﬁ4q—&( .8 FHwynires ON __ OFF
e g ¢ Erimnires orp
wmno e | & Bty OrF
ol i T o I Q B wumitey ON  OFF
B A4 = Bmanirg OFF
‘ADD TME 6 Brunited ON  ON
FAGH. - &
"NOT OSE”

ko TR 2 LT, 2T

OFF” ¥ 3,

SR ey

et o




pogsermRDe | 2

0% '0F 'BB. § T ik
31¥0 3S5Y3N3H - e b ] DaAOHddY ®
T
“”" = ELAE) Vit £ i
g o NOILYHOLHDD 0LIVL . ’ : : 4
NMvHOl r ; - . : s v
aNg ge| 4 N9
=7 aN9 Lz] @ aNg
j asn LON gz| p 3sn LON iR
_ . v HSAd d} gz| 9 y HSNd de
2o17aNNeY N 5] E HsNd df y2| @ E Hsnd de
T 2 HSNd d} gz| ® 2 HSNd d2
& I HSNd di ze| 1 T HSNd de
THOIH dF 12| A LH9IH d2
8 : (® »n 1431 dF 02| X 14371 d@ .
: dn di Bl A dn dz
ET Liln z 13§
- YV S NIDD g1 1L 8 HS NIDD
: . 1531 61| S LT
| G aNg 0301A yi| d 371A43S
e in18 €1 d INAS e
g3d 21| N NJ3H9
gIany 11| H gN9 010NY
(+) dS e B {-) ds§
¥ %201 5 | M g %301
8¢ B Vv H3L3N O g 4313NW
2 ; Ve L 1504 I 1s0d
ic 9 AST+ g 4 AeT+ 3
A2 g AG- g | 3 AG- o :
! gl 4 AG+ y |0 AG#
Vi 3 AG+ £ |2 AG+
Z} c aNg 2 | 8 aNg
AT T aNg T | v aNg g :
== _ ; HOLJI3INNOD N HOLO23INNOD I : a
3015 d8 H3ILI3INNOD H
o)l i . 0
" [G3rcudav| 3iva| No1lgieasio ]
¢ SNOISIA3Y 3

T O, e O T E | v T R 9 P




CADASH
HOW TO PLAY THE COMMUNICATION PLAY

- By connecting 2 PC boards using the Commynication Harness, up to 4 players can play
together.

[ Setting Method ]
- Connect the Communication Harness to the 8-pin Connector of each PC board, then

change the settings of the DIP SW-B as shown below.

( LEFT (when facing) CABINET (master)) { RIGHT (when facing) CABINET (slave))

DIP SW DIP SW
A B , A B
| s | o
J J
JAMMA HARNESS JAMMA HARNESS
N N
N N
1 COMMUNICATION HARNESS i
DIP SW-B ( DIP SW-B
7: ON (COMMUNICATION MODE) 7: ON (COMMUNICATION MODE)
8: OFF (MASTER) 8: ON (SLAVE)

[ Communication Play ]

- In Communication Play, the game start-position is different each other in the
master and slave cabinets. _

. The earliest meeting chance of all 4 players (3 plays in a 3-P game and 2 players
in 1-P for each cabinet) will be made in the first boss scene (toward the end of
the scene).

(If all players are not able to come together there, they cannot proceed to the
scene-2.).

[ Note ]
. In case that the power supply of either one cabinet of the 2 cabinets set for the

Communication Play is turned off or the Communication Harness is cut off (i.e, the
communication stopped for a while), the both PC boards are reset after a few
seconds (2~5 seconds).
(The both PC boards will be kept reset until the communication is restored. )
Note that this resetting is not made until the game ends when the game is played
on only one-sided cabinet or when coin(s) are inserted during the time from that
the communication stopped to that the resetting is made.
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