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@It is possible to switch sides. You can start
play as combatant 2P.

@The lever works in 8 directions.
There are 6 buttons.

@ The operating method for all characters is
the same.

@10 Lethal attacks per combatant.

B CONTROL PANEL

BCONNECTOR DIAGRAM

PARTS SIDE |

HDIP SW POSITION

SOLDER SIDE NO NO.
GND| A | 1 |GND
GND| B | 2 [GND
+5v| C | 3 |+5v
+5v| D 4 | 45V
E|5
+12v| F | 6 | +12V
H| 7
COINCOUNTER2 | J | 8 | COIN COUNTER 1
K|9
sp (=) | L |10|sP (+)
M |11
VIDEO GREEN | N | 12 | VIDEO RED
VIDEO SYNG | P | 13 | VIDEO BLUE
SERVICESW | R | 14 | VIDEO GND
S |15
coinswz| T | 16 | COINSW1
sTaRTsw2| U | 17 | START SW 1
spup| V |18 | 1P UP
op DOWN | W | 19 | 1P DOWN
2P LEFT| X | 20 | 1P LEFT
oPRIGHT| ¥ | 21 | 1P RIGHT
op LIGHT-PUNCH | Z | 22 | 1P LIGHT-PUNCH
2P STRONG-PUNCH | @ | 23 | 1P STRONG-PUNCH
2p HEAVY-PUNCH | b | 24 | 1P HEAVY-PUNCH
c |25
d | 26
GND| e | 27 | GND
GND| f |28 | GND
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HMDIP SWITH[1]

1 2 3 4 5 6 7 8
2 SAME OFF*
Coin Slot INDIVIDUAL ON
1 COIN = 1 CREDIT OFF*| OFF*| OFF*
2 COINS = 1 CREDIT ON OFF OFF
3 COINS = 1 CREDIT OFF ON OFF
Coin 1 1 COIN = 2CREDITS ON ON OFF
1 COIN = 3CREDITS OFF OFF ON
1 COIN = 4 CREDITS ON OFF ON
1 COIN = 5 CREDITS OFF ON ON
1 COIN = 6 CREDITS ON ON ON
1 COIN = 1 CREDIT OFF* | OFF* | OFF*
2 COINS = 1 CREDIT ON OFF OFF
3 COINS = 1 CREDIT OFF ON OFF
Coin 2 1 COIN = 2CREDITS ON ON OFF
1 COIN = 3CREDITS OFF OFF ON
1COIN = 4CREDITS ON OFF ON
1 COIN = 5 CREDITS OFF ON ON
1 COIN = 6 CREDITS ON ON ON
NORMAL mode
START = 1COIN OFF*
: > CONTINUE = 1 COIN
Continue Coin
CONTINUE mode
START = 2COINS ON
CONTINUE = 1 COIN
% Coin Slot #* SAME MyB%(2, CREDIT @5FEmd 1 2T 1P/ /2P H@ETT,
%Coin Slot #* INDIVIDUEL MB5{4. CREDIT OFRA 2 DT 1P/ 2P MDA > 22— 4 — /DI ELBNET,
Z OBE Coin 1 MEEN Coin1 & Coin2 DMAICHELET,
% Continue Coin #° CONTINUE mode @B DIP [2]~ (7] DERENERE N E T,
#[1]~[8] #£T ON MOiF(. FREE PLAY mode (24 £§, ZOE— FORFEIA POANhE—HREEA,
@When there is a common coin slot , 1 or 2 players may play with the same CREDIT display.
@When the coin slot is set on INDIVIDUAL , each player will have an individual coin slot with a 2 CREDIT display.
In this case , the setting of Coin slot 1 affects Coin slot 2.
@®When the machine is in the CONTINUE mode , the setting of DIP [2] ~ [7] will be ignored.
®When the machine settings [1] ~[8] are all ON , it will ba in the FREE PLAY mode. In this mode , there is no need to use coins.
1 2 3 4 b 6 7 8
NORMAL OFF*
Screen Revers EET oN
OFF OFF
Demo Sound o o’
NORMAL OFF* | OFF*
P EASY ON OFF
ult
Difflcuity HARD OFF | ON
SUPER HARD ON ON
USE OFF*
Blood Effect NONE ON
i OFF OFF
Handicap Mode oN oN*
NC OFF*
OFF OFF*
Test Mode oN ON
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@When Demo Sound is OFF , there will be no sound if the machine has not been started.
@When you turn ON the Handicap Mode , if the same player wins consecutive matches against other players , the challenger will get a handicap.

However , it works only when the player challenges again while counting down continuous games.
@4 marks the initial setting when shipped.
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