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HOW TO PLAY
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@ 8 direction levers + 2 buttons
@ A button reacts for both "shooting" and "bombing"
® A iotal of 8 composition stages

@ 2 player can play together. One can join in the middle of the game, too.

@ Power increases in 4 steps. At each step, 1 relief fighter is added (max. 4 relief fighters)
@ When relief fighters are added, different attack formations for each fighter can be operated with the hold-shoot function on the Shot Button.

EEEEEN

CONNECTOR DIAGRAM

CONTROL PANEL SOLDER SIDE |NO./NO.| PARTSSIDE
GND| A | 1 |GND )
~{ coNTROL FiGH S = 2 LoD
e B +5vV | C | 3 | +5V
+5vV| D | 4 | +5V
- E|5
+12v| F | 6 | +12v ]
H|7 _
| COINCOUNTER2| J | 8 | COINCOUNTER 1
K|9 ]
SP (=) | L |[10]|sP (+)
' M| 11
VIDEO GREEN| N | 12 | VIDEO RED
VIDEOSYNC | P | 13 | VIDEO BLUE
SERVICESW | R | 14 | VIDEO GND
S |15
| || || | coiINsw2| T |16 | COINSW 1
DIP SW POSITION 2P START | U | 17 | 1P START
oPUP| V [18|1PUP
2P DOWN | W | 19 | 1P DOWN
2P LEFT| X | 20 [ 1P LEFT
2PRIGHT | Y | 21 | 1P RIGHT
2P SW1BUTTON| Z |22 | 1P SW 1 BUTTON
2P SW2BUTTON| a |23 | 1P SW 2 BUTTON
b |24
c |25
d |26
GND| e |27 | GND
GND| f |28 | GND




Power Supply DC5V DC12V

Monitor Vertical Screen
Game Style Simultaneous play by 2 players
DIP SWITH [1]
1 2 3 | 4 5 6 7 8
. SAME OFF*
Coin Siot INDIVIDUAL ON
1COIN = 1 CREDIT OFF*| OFF*| OFF*
2 COINS = 1 CREDIT ON | OFF | OFF
3COINS = 1 CREDIT | OFF | ON | OFF
Coin 1 1COIN = 2 CREDITS ON ON | OFF
1COIN = 3 CREDITS OFF | OFF | ON
1COIN = 4 CREDITS ON | OFF | ON
1 COIN = 5CREDITS OFF | ON ON
- | 1COIN = 6 CREDITS ON ON ON
1COIN = 1 CREDIT OFF* | OFF* | OFF*
2 COINS = 1 CREDIT ON | OFF | OFF
3COINS = 1 CREDIT OFF | ON | OFF
) 1COIN = 2 CREDITS ON ON | OFF
Coin 2 1COIN = 3CREDITS OFF | OFF | ON
1COIN = 4 CREDITS ON | OFF | ON
1 COIN = 5 CREDITS OFF | ON ON
1COIN = 6 CREDITS ON ON ON
NORMAL mode
START = 1COIN OFF*
. CONTINUE = 1COIN
Continue Coin :
CONTINUE mode
START = 2 COINS ON
CONTINUE = 1COIN

#Goin Slot #¥ SAME ®#%14, CREDIT MFFRA 12T 1P 2P M TY,

3#Coin Slot #° INDIVIDUAL M#¥ (2. CREDIT OFRA 2 DT 1P/2P MDA > Ya—f—&HD2Z &lh N ET,
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#Continue Coin #* CONTINUE mode MB§it DIP [2]~[7]OBEFr SR hET,

#[1]~(8]# 2T ON OBk, FREEPLAY mode LA H E¢, COE— KOS >DALE—NRELA,

@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 be in the FREE PLAY mode. In this mode , there is no need to use coins.

DIP SWITH [2]

NORMAL OFF*
REVERSE ON
OFF OFF
ON ON*
NORMAL OFF* | OFF*
- EASY ON | OFF

Difficult
y DIFFICULT OFF | ON
MORE DIFFICULT ON ON
3 OFF* | OFF*
. 1 ON | OFF

Number of Fighters

2 OFF ON
4 ON ON

: 600,000 points OFF*
Extend Fighters 800.000 points ON

OFF OFF*
Test Mode = oN

#Demo Sound #* OFF MBF(E, I - HEFEOMBICENIBY TEA,
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Screen

Demo Sound

®When Demo Sound is OFF | there will be no sound if the machine has not been started.
@+* marks the initial setting when shipped.




BREW - 1 LEMETH - 11.530
WiNGGHN - 15.E5H
WAK DuT PEY . [BBGNP/RIO0RMM X2

HAK SPEED : G6BKM/H /76200
WEIGHT : 7425K8
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