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About this product

Thank you for purchasing this KONAMI product. This manual explains how to operate your
game machine correctly and safely.

g A

*Failure to operate the machine correctly could result in malfunction or
accidents, so please read this manual carefully before commencing
operation. Be sure to operate the machine as described in this manual.
*Keep this manual carefully so as to be ready for use when necessary.

oIf the machine still fails to display or to get started, immediately turn OFF
the main power switch and contact your nearest dealer.

N

*This product is of “WORLD COMBAT (GMC22-HD)”".

*Be sure to read the following.
Set the memory card before use.
It is impossible to use this machine even when you turn ON the main power switch in the
factory settings state.
Set the attached memory card to the PCB unit before use.
When starting the machine, read “8-3 Setting the memory card” in page 58 of this manual
and follow the procedure.

*The specifications of this product are subject to change without notice for
reasons such as improving the performance.

*The contents of this game, its main devices and design are protected under each law
concerning patent, copyright and other intellectual properties.

*Unauthorized reproduction of this document or any of its contents is strictly
forbidden.

© 2002 KONAMI

Portions of this product© 1996-1999 3Dfx Interactive, Inc.
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B Precautions for use

The following safety precautions are given throughout this manual. They must be strictly
followed to protect those who install, use or maintain this product as well as to prevent other
people’s injuries and property damages.

Be sure to read the following
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*The following suggestions show the degree of danger and damage caused when the
product is used improperly with the suggestions disregarded.

( (Indicates a situation where disregarding the

A WARNING suggestions could result in death or serious
L anury.
4 (Indicates a situation where disregarding the

A CAUTION suggestions could result in injury or product
L \damage.

*The following graphic suggestions describe the types of precautions to be followed.
4 4
A Indicates a matter of which care should be taken.

\a \a

4 4
® J Indicates a matter which is forbidden.
\ A\
e . .
Indicates a matter which should be performed
L dvithout fail.

+Definitions of qualified in-shop maintenance persons and industry specialist who handle this product.
-~

—

«In this instruction manual, some procedures require a qualified in-shop maintenance person or
industry specialist. For such instructions, a qualified person must take care of the jobs.

-Otherwise an electric shock, machine trouble, or a serious accident may result.

‘Replacing the machine parts, inspecting and maintaining the machines, and troubleshooting must be
assigned only to a qualified in-shop maintenance person or industry specialist. This booklet gives
instructions that hazardous jobs in particular must be handled by an industry specialist. Qualified
in-shop maintenance persons and industry specialist are defined as follows.

Qualified in-shop maintenance persons

-A qualified in-shop maintenance person must have experiences in maintaining amusement machines,
money changers and the like. Under the supervision of an amusement machines shop owner or
manager, he or she routinely assembles, installs, inspects and maintains the amusement machines, or
replaces their component units and consumable parts, in the amusement machines workshop and/or
shop.

Jobs handled by qualified in-shop maintenance persons
-Assembling, installing, inspecting and maintaining amusement machines and money changers, and
replacing their component units and consumable parts.

Industry specialist

-An industry specialist must be engaged in designing, manufacturing, inspecting and servicing amusement
machines. Or he or she must have an education in electrical, electronic and mechanical engineering,
and routinely maintain and repair amusement machines.

Jobs handled by industry specialist
-Assembling and installing amusement machines and money changers, and repairing and adjusting
L their electrical, electronic and mechanical component parts.

2



Precautions for use

Setting Up
A WARNING

4 )

*Be sure to consult your nearest dealer when setting up, moving or transporting this product.
-This product should not be set up, moved or transported by anyone other than industry specialist.
Doing so could result in injury or product damage.

‘When installing this product, be sure to set the 10 adjusters stable on the floor and make sure that the
product is installed stably in a horizontal position.

Unstable installation may result in injury or accident.

‘When installing this product, use case not to apply undue force to opening and closing parts and other
movable parts. Otherwise, injury or accident may result, or the product may be damaged.
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*This product is an indoor game machine. Never set up the game machine outside.
-Setting up this product outside could result in accidents or equipment failure.

*Do not set up the game machine near emergency exits.
-Doing so could block exits in time of emergency and could result in death or serious
injury.

*Do not set up the game machine.
-Otherwise an accident or malfunction may result.

-In a place exposed to rain or moisture.

‘In a place exposed to direct sunlight.

-In a place exposed to direct heat from air-conditioning and heating equipment, etc..
‘Near hazardous flammable substance such as thinner and kerosene.

-On an inclined or uneven floor.

-Near fire extinguishing equipment.

-In a place exposed to strong vibration.

‘In a place exposed to excessive dust.

‘Near equipment generating strong magnetism or electric waves.

‘Where a high-pressure cleaning machine is used.

*Do not place containers holding chemicals or water on or near the game machine.
-Electrical shock or damage could be caused by water or foreign matter entering the inside
of the machine.

*Do not place objects near the ventilating holes.
-Doing so could cause the internal temperature to rise excessively, resulting in fire or
equipment failure.

*Do not bend the power cord by force or place objects on it.
-Doing so could result in electric leakage or fire.

*Never plug or unplug the power cord with wet hands.
-Doing so could result in electrical shock.

*Never unplug by pulling the power cord.
-Doing so could damage the cord, resulting in electric leakage or fire.

*When opening the back door for setting the memory card, be sure to turn OFF the
main power switch and unplug the power cord.
-Otherwise an accident or electric shock may result.

DOV O O
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Precautions for use

Setting Up
A CAUTION

4 )

*Be sure to use indoor wiring for within the specified voltage range. When using an
extension cord, connect it independently to the indoor wiring of more than the
specified rating.

-Failure to do so could result in fire or equipment failure.
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*Be sure to use the attached power cord.
-Otherwise a fire or machine trouble may result.

*Never plug more than one cord at a time in the electrical receptacle.
-Doing so could result in fire or electrical shock.

*Do not lay the power cord where people walk through. You may tread on or stumble
over them.
‘You may stumble down and get injured, or damage the power cord.

*Be sure to ground to the machine.
-Otherwise an electric shock or machine trouble may be caused.

@ VO

*Keep the specified clearances (See page 11.) between the game machine and walls
as well as other products.
-Otherwise the machine (s) cannot be ventilated well, resulting in malfunction.

*Do notinstall this machine in a place where the sensors are exposed to direct sunlight
or a strong light, or near a place where exists something like a mirror or metal plate
which reflects the light. (See page 56.)

-Otherwise, the sensors may not work normally.

*Do not apply a strong force for moving the machine.
-Otherwise, it may result in an accident or breakage of the units.

*Do not put anything around the machine, which may hamper the play.

(See page 11.)

-This may not just stand in the player’s way but also cause an accident or injury. Ensure
space open enough for the player’s body not to hit against nearby walls or other machines.

*Before detaching and attaching the memory card, put on a grounding band for
anti-static measure. Do not handle these parts on a carpet or rug.
-Static electricity may damage the electronic parts in the PCB unit.

*Do not change the DIP switch setting of this product to other than factory setting.
-Otherwise, the game can not be played properly.

O O

*Do not coat the monitor glass, nor apply stickers and the like on it.
-Otherwise, the machine may fail to play the game properly or get in trouble.

N




Precautions for use

A WARNING

*If there is any abnormality such as smoke, bad smell or abnormal noise being %
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emitted from the machine, Immediately turn OFF the main power switch and unplug
the power cord from the receptacle to stop operating it.

-Using the machine in abnormal conditions could result in fire or accidents.

In case of abnormality
1 Turn OFF the main power switch.

2 Unplug the power cord from the receptacle.
3 Contact your nearest dealer.

*Do not plug or unplug the power cord with wet hands.
-Doing so could result in electrical shock.

*Do not leave the power cord plugged improperly or covered with dust.
-Doing so could result in electrical shock or fire. Check the power cord once a month or
more frequently.

A CAUTION

*Do not use this product anywhere other than industrial areas. ®

-Using in a residential area or an area next to a residential area could affect signal reception
of radios, television sets, telephones, etc..

*Players should be advised of the following precautions.
-Doing so could cause accidents or illness.

-Please do not play this game if
-You have been drinking. -You are tired are sick or have been recently sick.
-You think you might be pregnant.  -You exercise is medically regulated.
-You are susceptible to muscle spasms or loss of consciousness due to sound, light or
moving pictures. -Those who has a disease in hands or wrists.

*Players should be advised of the following precautions during a play.
-Inobservance of the precaution may cause an accident.

-Do not play violently. You may get injured. |

*Do not give impact to the glass cover. ) o
-Otherwise, it may result in an unexpected accident or injury.

*Adjust the monitor appropriately.
-If the player continues the game with distorted image or flickers appearing on the monitor
display, he (or she) and onlookers around him (or her) may have a headache or feel dizzy
to cause disturbance of health.

*Do not give an impact to the gun unit nor throw it.
-Otherwise, an unexpected accident or injury may be caused.

In handling the power cord, follow the instructions below.
-Otherwise an electric leak, fire or electric shock may result.

-Do not damage the power cord. -Do not modify the power cord.

-Do not bend the power cord excessively. -Do not twist the power cord.

Do not heat the power cord. -Do not pull the power cord.

-Do not bind the power cord. -Do not tread on the power cord.

-Do not sandwich the power cord. -Do not drive a nail into the power cord.

*If the power cord or power plug becomes damaged, stop using the machine
immediately and ask your nearest dealer to replace the parts. _
-Using a damaged power cord or power plug could result in fire or electrical shock.

*Make sure that the gun unit is set correctly in place.
-If not, it may fall down to cause human injury or it may be broken.
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Precautions for use

Inspection and cleaning
A WARNING

4 )
*Be sure to turn OFF the main power switch and unplug the power cord from the
receptacle before inspecting or cleaning the machine.
-Failure to do so could result in electrical shock.
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*When replacing parts, be sure to use parts of the correct specifications. Never use
parts other than the specified ones.
-Using improper parts could result in fire or equipment failure.

*There is high voltage inside the machine. Only the qualified industry specialist is
allowed to open the back door. With the back door open, be very careful not to
touch the monitor and its nearby parts.

-Otherwise an accident or electric shock may result.

*When opening the back door, be sure to turn OFF the main power switch and unplug
the power cord from the receptacle.
-Otherwise, there may arise a danger of accident or electric shock.

Strictly refrain from disassembly and repair of parts which are not indicated in this
manual, as well as settings and remodelling.
-Otherwise, a fire, malfunction or trouble may result.
In case of any trouble, ask your nearest dealer for repairs and other services.
KONAMI will not resume any responsibility for the damage to the product attributable to
disassembly and repair of parts which are not indicated in this manual, as well as settings
and remodelling.

A OOM

*There are high voltage sections inside the center unit and the rear unit. These
sections are very dangerous. Do not open the back doors of the center unit and
rear unit by any other person than engineer. With the back door open, be very
careful not to touch the monitor and its nearby parts.

-Otherwise an accident or electric shock may result.

%,

*To clean the game machine, wipe it with a soft cloth dampened in a neutral detergent
and wrung out.
-Use of organic solvents such as thinner, alcohol, etc. for cleaning may degrade the
machine body.
-Electrical shock or equipment failure could be caused by water entering the inside of the
machine.

*Do not use a high-pressure cleaning machine to clean up this product.
‘Water coming in the product may result in an electric shock or machine trouble.

A CAUTION

*Do not coat the monitor glass, nor apply stickers and the like on it.
-Otherwise, the machine may fail to play the game properly or get in trouble.




Precautions for use

Moving and transportation

A CAUTION

*Before separating the units or moving the machine, be sure to turn OFF the main power %

switch, unplug the power cord, and disconnect the power cord.
-Stepping on or tripping over the power cord may result in an accident or damage the
machine.

*When moving the machine, be sure to separate the front unit, center unit and rear unit
beforehand.
-Otherwise, an accident, breakage or trouble may result.

*When moving the units, raise the 4 adjusters each for the units to full extent and roll
them on the casters.
-Otherwise, an accident, breakage or trouble may result.

*When moving the units, use care not to apply a strong force to them.
-Otherwise, it may result in an accident or breakage of the units.

*When moving the front unit, do not heave it up by holding the gun unit.
-Otherwise, injury or accident may be caused.

*Do not apply a strong force for moving the machine.
-Otherwise, it may result in an accident or breakage of the units.

*When moving the mathine or when moving it across a difference in level, more than 4
persons should be hold it always by the grips.
-Otherwise, it may fall down to cause an accident or be broken.

*When moving the machine, use care not to apply undue force to opening and closing
parts as well as moving parts.
\ -Otherwise, injury or accident may be caused.

*When disposed, this machine and its components must be handled as industrial solid waste. The
owner of this product is responsible for disposing of them according to the relevant laws. The
shipping package and other materials should also be disposed of according to your local rules
and regulations.

PRECAUTION
IN HANDLING

*When setting up or handling this product, follow the procedures and instructions set forth in this manuaI\
and perform such work safely.

*Do not remove labels of “WARNING”, “CAUTION?”", etc. attached to the product.

*Do not set up or handle this product under conditions equivalent to the condition of “WARNING” or
“CAUTION?” specified in this manual.

«If a new owner is to have this product as a result of transfer, etc., be sure to give this manual to the new
owner.
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B Locations of warning and other safety labels
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Bl Types of warning and other safety labels

5 A CAUTION ll
.
Vot D boc armng A L L Weight k |b
1 « you are tired are sick or have been recently sick.
A WARNING « you think you might be pregnant. EN0000035453
. You are susf:emit_:le to muscle spasms or loss of consciousness due to sound, PN 0000045483
Ensure all leg levellers are light or moving pictures.
securely set and game cabinet - Your exercise is medically regulated. oo
is level.
,,,,,,, 2 PN.0000189983
PN.0000036360 12
6 T Weight 92k 203|b
PN.0000128087 g
) PN.0000128087
A WARNING
ELECTRICAL SHOCK HAZARD.
DO NOT OPEN EXCEPT
DO NOT OPEN PN.0000112088 13 . PIPEX2 6kg(13ib)
""""""" ; weight el | [|b) NET x1 2xg (@10)
PN.0000032450 B 9
PN.0000128074
3 -
A E&w12<) WARNING 8 14
BLGL/BAD! | i
" SoTakETS Welght 1 08kg(238|b)
c\l'- ;tt:’zzﬁfbaﬁékil PN.0000049570 PN.0000128086
1 RUBRBEELETE] FoTcrn, PN.0000128086
BLL/GO0D! | o e e unit. plesse pesh || 9 10
indicated in the picti . Wh ing it
3 on a slope or getling it over a level difference., 15 = WORLBGOMBAT
be sure to take the buddy system. ] mm
\ L —) PoweR 350w
PN.0000061561 mesn? oA oF UwPACTIE_|_ December,2002
PN.0000088991 PN.0000124371 v 413kg(910.51b)
4 KONAMI.
‘I A\ CAUTION DO NOT STRIKE THE GLASS SURFACE. DOING SO MAY CAUSE ACCIDENT OR INJURY. ” )
PN.0000186572 Label 15 is not reissued.
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1 Specifications
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Specifications I

Dimensions Refer to the figure above : mm (in)

Weight Total weight : Approx. 413 kg (910.5 Ib)

A Front unit : Approx. 92 kg (203 Ib) B Center unit : Approx. 205 kg (452 Ib)
C Rear unit : Approx. 108 kg (238 Ib) D Net unit : Approx. 8 kg (17 Ib)

Rated power consumption | 350W

Monitor 29-inch CRT (2 sets)

Service condition Temperature 5 to 35°C (33 to 95°F), Humidity 20 to 70% (No dewing is allowed.)

*The specifications of this product are subject to change without notice for reasons such as
improving the performance.
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1 Specifications

B Allowance for Carrying-in and Installation of Product == = mm m s = = = = L
The following allowance dimensions are necessary for carrying the product indoors. %
900(35.4) or more
B I_
‘780(30.7) or more a
\ ) L
800(31.5) or more g g ~
R - ] 2
0 s s
5] b 0
: 2 g
2 S SH= S -
~ o ~
~ « —
©
= .
@ mm(in) ir——— e | mm(in) CGour— mm(in)

Provide a space of the following dimensions for installation of the product.

(Clearances from the wall and other machines)

N
100(3.94) or more A \ C A

space for heat radiation) | i g

e L *Keep the specified clearances
between the game machine
and walls as well as other

900(35.4 900(35.4 products. _
gn(worg); e I.grgmri) *Do not put anything around
S the machine, which may
X L :IO) hamper the play.
\ mm (in)

Keep the following points in mind when moving the product.

’ A

*When moving the machine, be sure to separate the front unit, center
unit and rear unit beforehand.

*When moving the units, use care not to apply a strong force to them.
*When moving the units, use care not to apply undue force to opening
and closing parts as well as moving parts. _ _
*When moving the mathine or when moving it across a difference in

level, more than 4 persons should be hold it always by the grips.
*When moving the front unit, do not heave it up by holding the gun unit.

¥Be sure to push the center unit and rear unit in the arrow Never tilt the machine.

.direCtio.nS shown - - Center unit Rear unit
in the figure. g
> « 9 |e \
Push Push Push Push ’ ’
D 3 Fall down Fall down\\ ‘=
¥When heaving up the center unit, more than 6 persons Never tilt the units
should hold it. When heaving up the rear unit, more than forward or backward
4 persons should hold it.  f__% \INhen moz‘/mg them.
Be sure to hold them by the L] tis very dangerous.
grips or at the bottoms. +7 Hold the #| Hold the - °| Do not move the center
Center unit : Approx.205kg (452Ib) d = gri — grip * ] unit by holding the
Rear unit : Approx.108kg (23810) | Hoid the bottom  Hold the bottom =7 9lass face.
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5 A CAUTION 11

A WARNING

Ensure all leg levellers are
securely set and game cabinet
is level.

PN.0000036360

A WARNING
ELECTRICAL SHOCK HAZARD.
DO NOT OPEN EXCEPT
FOR SERVICE.

PN.0000032450

PN.0000061561

3 (f
A E&w1z<) WARNING
&L\l /BAD! s s ches am
ATERICE S TRERT S HEN B 2T,
Si- S% | FazvraBbavse sy, BrROBAT
N BLTRS N, 2. HEEBHT 5L SPRES
=== UMD ERBTZALETHOT R,
Unit may fall if you push or truck from the
RUMIL/GOOD! | | eide. To move the unit, please push
as indicated in the picture. When moving it
=~ on a slope or getting it over a level difference,
be sure to take the buddy system.
~—— .. 2

- you have been drinking.

- you are tired are sick or have been recently sick.

- you think you might be pregnant.

+ You are susceptible to muscle spasms or loss of consciousness due to sound,
light or moving pictures.

- Your exercise is medically regulated.

PN.0000189983

6 v w

PN.0000049570

10

PN.0000088991 PN.0000124371

1

N

13

14

15

4 [ Acauion

DO NOT STRIKE THE GLASS SURFACE. DOING SO MAY CAUSE ACCIDENT OR INJURY. ”

PN.0000186572

19

Weight 205kg(452|b) ’

PN.0000045483

PN.0000045483

Weight

PN.0000128087

02kg(2031)

PN.0000128087

PIPEX2 6kg(13ib)

NET X1 2kg (4ib)

weiane B 17l

PN.0000128074.

PN.0000128074

Weight

PN.0000128086

108kg(23810

PN.0000128086

cez

WORLDCOMBAT
220v / 50 H
350w

KONAMI CORPORATION

MODEL.

PowER

MANUFACTURER

OATE OF WANFACTIRE

WEIGHT

413kg(910.51b)

‘SERIAL NUMBER

KONAMI.

.
A ——

ASRNEHET
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2 Contents of the product

-List of PartS mm mm mm mm - - - — - S SN S SN SN S S S

Make sure the following parts are all in the product.

NAME QTY NAME QTY NAME QTY
wiF gl
SRR || RS> NI
Bt N
1
Memory card (C22 *02)
*The *-marked code may
. . differ by the shipment
Front unit Net unit period of the product.
——
E
/ 2
/ [
] 1 2
-] .
@ Connecting plate
. .
16
Center unit Billboard fixtures
Hexagon socket button head screws
(M8x30L)
- 1 T
28
Billboard Cross recessed head screws
1 (M6x15L)
S e o
@’@
. 1
\w/ Plain washer 12
AC power cord (nominal diameter 6)
Rear unit (Approx.3m)

«If any part is defective or not found, contact your nearest dealer.
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2 Contents of the product

.Accessories---------------------------

Make sure the following accessories are all in the product.

NAME QTY NAME QTY
Instruction manual (This manual) 1
ATTENTION!! 1
2
Coin door key
2
1
Hexagon wrench
Maintenance door key (width across flats : 5 mm)

«If any part is defective or not found, contact your nearest dealer.

B Tools necessary for set Up jOb mm mm mm - - —— - - - -

(®screwdriver (#2)

Grounding band o

To be worn for anti-static measure in handling
the machine components and making the
memory card settings

)

Wrench (24 mm width across flats)
(required to fix the adjusters)

23
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3 Names of parts

Start button

detecting
sensor

Posture-for-Fire sensor

Coordinates

ﬂ‘-ﬁ—"]‘ S0
Player 1 Player 4 \ 0
Gun unit

Net unit

Monitor (L)

Start button

Shoulder
stock button
Gun options button
(Provided at both sides)

Front speaker (L)
Front speaker (R)

Gun board 1
Coin input port
Coin return lever

Coin return port

Maintenance door
(See page 26 for how to
open and close.)

Coin slot
lamp __— Sub power
= — | switch
Cain
selector 1 © Test button
I~ ©=—mn— Service button
G 0]
’\ C a]?ﬂ\ |
— |~ Coin counter
& compartment
\ 1 L
1@ Coin box

Coin counter

Coin door
(See page 28 for how to open and close.)

Lower sensor <

Upper speaker (L)

NS SS

—‘f““‘
=\ - R S
A=
oS 3
N

Gun unit—@-:d 7
=7

Gun board 2

Fluorescent light

Center unit

Connecting plate

Front unit

Billboard fixtures

Rear unit

Power unit (see page 25.)

Circuit protector Main power switch

500!
GBO0000000000
00000000000

(D)o 585" o
"

|

Power inlet

20000030D00DDY

000DDODOOBDODD
0000000000000
00000DOPIODODY,

ST

Adjuster

24

LAN terminal

Power unit
(No used for this product.)
Caster

=)

\@/

AC power cord

Upper sensor

Monitor(R).
adjusting sight

Monitor(R)
adjustment PCB
(see page 48.)

Glass cover

Monitor(L)
adjustment PCB
(sée page 48.)

S

A\

Connecting
plate

PCB uint 1

PCB uint 2
Door switch



3 Names of parts

3-1 Power unit

.Power e L L L P P P P P P P 7§ 7]

The power supply unit is found at the backside of the rear unit.

‘ A

*Be sure to use the attached AC power cord.
*Be sure to ground to the machine.

*There is high voltage inside the machine. Only the qualified industry
specialist is allowed to open the back door. With the back door open, be
very careful not to touch the monitor and its nearby parts.

«If the sub power switch of the service panel is turned OFF without turning
OFF the main power switch of the power unit, some parts in the units
remain live. When opening the back door, be sure to turn OFF the main
power switch and unplug the power cord from the receptacle.

=

— = '11’4’03\\\

Dangerous high-voltage zone inside
—

@ Door switch

[0000B00DIDDDDY,
0000000000B00D

Power unit

Circuit protector (L0A)  Main power switch

Rear unit

AC power cord

Power inlet




3 Names of parts

3-2 Opening and closing the maintenance door

B How to open the maintenance doOr = mm mm mm - = - - - - - - - -

A

*Take care not to apply any load or impact to the maintenance door when
it is open.

*After closing the maintenance door, be sure to check that the door is locked
securely.

1 Insert the accompanying
maintenance door key and turn
itclockwise.

:

2 I Open the maintenance door. —Vﬁ/m

Maintenance door-

B How to close the maintenance door == s mm e mm = - -————— - - -
1 I Close the maintenance door.

2 I Turn the maintenance door key counterclockwise and draw it out.
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3 Names of parts

3-3 Service panel

.Service pane|---------------------------

Using the accompaying maintenance key, open and detach the maintenance door
to access the service panel inside.

: Ak
*Take care not to apply any load or impact to the maintenance door when

it is open.

*After closing the maintenance door, be sure to check that the door is locked
securely.

Service panel

® ®
E=J-=——— Sub power switch
O —=————Test button
O —=—-——Service button
Coin counter
o o compartment

*Test button

When this button is pressed while the power is turned ON, the mode changes to
TEST MODE. (See page 32.)

(To return it to the game mode, select the “GAME MODE” from the “MAIN MENU".)
*Service button

When this button is pressed while the power is turned ON, the credit appears,
enabling the test play.

(The coin counter will count nothing and nothing is recorded in the “BOOKKEEPING”.
The current number of credits is displayed on the screen.)

27



3 Names of parts

3-4 Opening and closing the coin door

B Opening and closing the coin door and removing the coin box == == == == =

A

*Take care not to apply any load or impact to the coin door when it is open.
*Securely lock the door for protection against burglaries.
*Note that the coin box is considerably heavy to take out if it is full of coins.

1 Insert the attached coin door key
in the coin door and turn it
clockwise.

2 Open the coin door and take out
the coin box.

|

You will find the coin box when the
coin door is opened.

The coin counter is located under
the coin box.

*To move the coin counter onto the
service panel, see page 68.

MEMO

) \uc=n)

‘ ‘ Coin counter

28



4 How to play

This product gives a lively entertainment of soldier gun-shooting simulation game, which can
be competed by maximum 4 players at a time. The player can aim at an enemy in the
distance by viewing through a sighting telescope with use of the “Posture-for-Fire System” of
the gun unit. The player can attack an enemy in various ways by using the “Machine gun”
and “Rocket launcher” that appear when the enemy is shot. Furthermore, by directing the
gun unit toward the outside of the display screen, the gun is reloaded with bullets and at the
same time, a shield to protect the player from enemy’s bullets appears.

Find out the enemy and recapture the territory that has been occupied once by enemy, in
various ways of attack and defense.

.HOW to p|ay------------------------------

1. Put coin(s) in the slot, press the start button, and the start demonstration appears and
“Posture-for-Fire System Explanation” starts. Up to 4 persons can simultaneously
enjoy themselves in playing the game. In addition, another player can participate in
the game halfway.

2. Then, “Nickname Selection” starts. Out of the nicknames displayed on the screen, aim
at and shoot a desired nickname by the gun for selection.

3. After the selection of nickname, “Operations Explanation” starts.

The player is given the knowledge about the number of all stages and the rule of the

game as well as the details of operations.

4. After the explanation of operations, the game starts.

*Each one of the life points is lost whenever a soldier gets attacked by enemy.
Moreover, one life point of all the soldiers participating in the combat will be lost unless
the operations are executed successfully within the preset time for each stage.

«If the player achieves brilliant results in the combat, he or she can be promoted to higher
“Rank”.

If a soldier is wounded by bullet of enemy, one life point is lost and at the same time the
player is demoted down one rank as well.

When “CONTINUE” is selected, you will be demoted three ranks.

*When the operations for each stage have been executed completely, the score of the
game being still in progress is displayed.

If plural numbers of players participate in the game, the top-ranking player becomes
the leader and is given the life point bonus.

«If a bullet hits the “Enemy” , “Combat Vehicle” or “Enemy Shell”, score is added.

«If the player successfully hits enemies continuously, additional scores are accumulated.
«If the player hits an enemy in the head, he or she can gain additional score.
*“Weapon Item” and “Life-up Item” comes out from shot-down enemy.

The player can obtain the items when he or she hits them.
‘Machine gun ........ Can shoot continuously.
(The number of bullets is limited and it cannot be reloaded.)
‘Rocket launcher ... Can destruct tanks and combat helicopter by single shot.
(The number of bullets is limited and it cannot be reloaded.)
Life-up .....ooovvveens Increases by one life point.

5. The game is over when the life point becomes “0".

*The “Result Report” appears after game-over or game-clear, and the evaluation of
team’s fighting power is displayed.
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4 How to play

-HOW to Operate the GuN Unit mm mm me e e e o o ...

The player can reload the rifle by directing it to the outside of the screen.
Similarly, by directing it to the outside of the screen, a shield appears in front of the player
by which he or she can protect against attack from enemy.

When the stock button is pressed and the
“Posture-for-Fire” sensor works, the sighting
telescope appears on the screen.

Posture-for-Fire sensor

Shoulder stock

NG

Gun options button

Normal Posture Posture for Fire (Provided at both sides.)
When the “GUN OPTIONS” button is pressed, item changes to the one that has been obtained, and it can be used for
different purposes depending on the content of the game. If plural items have been obtained, one item changes to
another each time the button is pressed.

Coordinates
detecting sensor

[l Joining the game halfway == e mm e - - - - - - - - - - - - - - - -

Another player can participate in the game halfway at any time during play.

-Standing the gun M T T T T T T T I TP P T T I rrrrrrrrrr

Set the gun unit correctly in position.

Proper placement of the gun units

X

v

-Continuation of the JAMme = mm e - - - .

The continuation of the game is accepted for 20 seconds after the end of the game.
(The time for acceptance of the continuation can set by the procedure of “GAME OPTIONS”
is page 42).

-Even'[ MOCE == = - - - S S .

By selecting a desired one out of 11 stage modes memorized in the “EVENT MODE” of
the “GAME OPTIONS?”, this product can provide a mode suitable to the event or competition
organized by customer. (See page 42.)
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5 Game settings

5-1 Checking the game start up

B When the power ON after installation of machine, the selfdiagnostic test will get
started. The test results will be displayed on the screen. If the power is not turned
ON, make sure that the main power switch and sub power switch are all at the ON

position. (See page 25,27.) g

s

*Do not change the DIP switch setting of this product to other than factory
setting.

*If an abnormality persists or the machine does not operate properly,
immediately turn OFF the main power switch, unplug the power cord from
the receptacle and contact your nearest dealer.

-Resu|t Of teSt == == - - - ..

If test is OK
-The machine goes to the game mode and the demonstration game gets started.
If “BAD” or “"ERROR” appears onscreen, take proper measures, referring to “9-6
Troubleshooting” on page 76.

.Setting the time = - —————— - ..

If the timer is not set yet in the “CLOCK?”, the following message appears on the screen.
PLEASE SET THE CLOCK BEFORE OPERATION.
Press the test button, and the “MAIN MENU” screen shows up instead in the test

mode. Select the “CLOCK” screen and set the time. Without this setting, the
above message appears each time the machine gets started.

Il Making the gun calibration setting = mm mm = - - - - - - - - - - - -
If calibration of the gun has not yet been made by “GUN CHECK?”, the following massage
appears on the screen. (Since the calibration of the gun has been made at the time of
shipment, this indication will not appear.)

PRESS TEST BUTTON = MAIN MENU
When the test button is pressed at this time, the indication changes to “MAIN MENU”
of “TEST MODE". Then, calibrate the gun by “GUN CHECK” of “I/O CHECK".
(See page 35.)
If gun calibration has not yet been made, the above-mentioned message appears
whenever the game is started.

Il When two or more machines are installed == m ms - - - - - - - - - - -

This product employs infrared sensors. When more than 2 machines are installed,
change the ID of gun sensor operating frequency by “GUN CHECK” of “I/O CHECK”
in test mode in order to prevent interference between the side-by-side machines.
(See page 35.)

31



5 Game settings

5-2 Setting and adjustment of game mode

Manually check and change the settings for the screen displays and game contents
and change them as required.

.Starting the test MOoJde == == == == == - - - ..

1 Turn ON the power switch.

2 While the demonstration game is playing, press the test button on the service panel.
-The main menu is displayed on the screen.
The items are shown at the left screen. (Nothing appears at the right.)

*When the power is turned ON while keeping the test button pressed, the current
settings and the all data recorded in the “RANKING DATA” and “BOOKKEEPING”
are deleted to return to their factory settings.

MEMO

.Quit the test MOoJde == mm == = == - - - .

1 Pull the trigger of Player 1 or Player 2 gun to select “GAME MODE” on the main
menu screen.

2 Press the start button of the player 1.
-The screen goes back to the game mode.

B Main menu screen (basic items) == mm m = - - - - - - - - - - - - - - -

Displaying the products destination and version.

Checking the controls and various --> Page 33
lamps for lighting.

MAIN MENU 0 VER.AAA:B — e

Adjusting the screen distortion. --> Page 37
/O CHECK | Adjusting the display color. --> Page 37
SCREEN CHECK |

COLOR CHECK I— Checking the content of the ROM. --> Page 38
ROM CHECK Indicating the DIP switch settings. --> Page 39
EIETV?I\gII?TIf%I-IC;CEIEK - Checking the network. --> Page 40
SOUND OPTIONS —— Setting various sound options. --> Page 41
gémEO?’E’I:II—(I)?\l,\SIS L Setting various game options. --> Page 42
RANKING DATA L Setting various coin options. --> Page 43
BOOKKEEPING _I_ Setting, checking and deleting the ranking data.--> Page 43
CLOCK Displaying the bookkeeping information --> Page 44
ALL FACTORY SETTINGS of coins.
GAME MODE —
P1/P2 GUN TRIGGER = SELECT ITEM Setting the current clock time. --> Page 47
P1 START BUTTON = EXECUTE Other settings than for “Gun Operating --> Page 47

Frequency”, “Calibration of Gun”,
“BOOKKEEPING” and “RANKING DATA”
*This screen is just an example. are reset to their factory settings.

Returning to game mode.

«If the system clock has not been set, “>" and “<” start flashing at both ends of
“BOOKKEEPING” to prompt you to set the clock.
«If gun calibration has not yet been made, “>” and “<” flicker on both sides of
the “I/O CHECK” screen to prompt you to make gun calibration.

MEMO

.Se|ecting each mode == == == == = - - - . . . B .

How to select each mode from the main menu
‘SELECT --> Pull the trigger of Player 1 or Player 2 gun.
SET --> Press the start button of the player 1.
For details on the modes, refer back to the reference pages listed above.
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5 Game settings

5-3 Mode descriptions

M The original factory settings are displayed in green; the changed settings are
displayed in red.
-To change the preset value, pull the gun trigger of Player 1 or Player 2 to select
the desired item and press the start button of Player 1.
-After the setting has been changed, select “SAVE AND EXIT” and press the start
button for entry.
“NOW SAVING” will appear, the modified settings will be saved, and the screen
returns to the main menu.
If “EXIT” is selected after the modification of the settings, the following message
will appear.
YOU DID NOT SAVE. DO YOU WANT TO SAVE? [YES/NO]
Pull the gun trigger of Player 1 or Player 2 to make selection of “YES/NO” and
press the start button of Player 1 for entry.
If “YES” is selected, the new settings will be saved with “NOW SAVING” displayed
and the screen will return to the main menu.
If “NO” is selected, the message “NO MODIFICATION” will appear, the modified
settings will not be saved, but the main menu will show up again on the screen.

If “FACTORY SETTINGS” is selected and the start button of player 1 is pressed,
all the setting of the mode will be returned to the factory setting.
MEMO

/O CHECK

Checking the controls and various lamps for lighting

B Mode for checking the buttons, input of sensors and lighting of lamps.

The items are shown at the left screen. (Nothing appears at the right.)

Select the item(s) to be checked by pulling the gun trigger of Player 1 or Player 2,

and press the start button of Player 1 to change the item(s). Then, checking item(s)

appears (appear) on the screen.

To return to the “MAIN MENU” screen, select “EXIT” and then press the start button

of Player 1.

/O CHECK

INPUT CHECK Checking the inputs of buttons and sensors. --> Page 34
f:upcgﬁgéK - Checking gun reaction and calibrates gun.  --> Page 35

- Checking lighting of start button lamp. --> Page 36
EXIT

P1/P2 GUN TRIGGER = SELECT ITEM
P1 START BUTTON = EXECUTE

*This screen is just an example.
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5 Game settings

INPUT CHECK

Checking the inputs of buttons and sensors

B Mode for checking the buttons and sensors.
The items are shown at the left screen. (Nothing appears

at the right.)

This screen is intended to see whether the inputs of these controls are on or off.
To return to the “I/O CHECK” screen, press the start button of Player 1 while pulling
the gun trigger of Player 1.

INPUT CHECK — Displays the player to be checked.

PLAYER1 PLAYER2 PLAYER3 PLAYER4 . OFF
START ON START OFF START OFF START OFF — By )
TRIGGER OFF TRIGGER OFF TRIGGER OFF TRIGGER OFF — S gl ele)
OPTION OFF OPTION OFF OPTION OFF OPTION OFF — Sy ReSPVoIN/lo)
SHOULDER OFF SHOULDER OFF  SHOULDER OFF  SHOULDER OFF button.

SENSE OFF SENSE OFF SENSE SENSE OFF —os I—Displays “ON/O

stock button.

TEST SWITCH OFF

SERVICE SWITCH — Displays “ON/O
COIN MECH 1 S -fire sensor.
COIN MECH 2 Displays “ON/O|

button.
Displays “ON/O|
HOLD P1 GUN TRIGGER AND PRESS P1 START BUTTON = EXIT

Disabled with thi

*This screen is just an example.

— Displays “ON/OFF” according to input by each start button.

O]\ I The switch is on.
............. The switch is off.

FF” according to input by each gun trigger.
FF” according to input by each gun options

FF” according to input by each shoulder
FF” according to input by each posture-for
FF" according to input by each

FF” according to input.
is product.

Posture-for-fire sensor (SENSE)  Gun options button (OPTIO

N)

@J::(:g

\ *Provided at both sides.
A /<
/e 1 ° s

Shoulder stock button

(SHOULDER) Trigger (TRIGGER)

Start button Coin Selector
(COIN MECH 1)

Player 1 Player 3

EW NAHE W
=\

Player 2 Player 4

Test button
(TEST SWITCH)

Service button
(SERVICE SWITCH)
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5 Game settings

GUN CHECK

Checking the gun reaction and sighting
B Mode for checking the reaction and sighting of gun.
The reaction of gun can be checked by pulling the trigger.
To return to the “I/O CHECK” screen, press the start button of Player 1.

p A

*After the gun unit has been repaired or replaced, be sure to calibrate the
target points.

*Make exact calibration, because otherwise the game may fail to play
properly.

*Carry out calibration for all of the guns.

GUN CHECK e e oS R S S S S R R R
LmInuin] HEEREnO0000C00000000000 g

nlm|nimininmininin=]nin] A
= FREQUENCY ID: 1 B
BOARD 1VER :2 c
oo DIP SW1 : OFF SERIAL ERROR : D
DIP SW2 :ON DATA ERROR E
1Ll BOARD 2 VER F
DIP SW 1 : OFF = [SERIAL ERROR : 0 ———mm———————— G
DIP SW2 : OFF - DATA ERROR : —,”, ot
e e o & B S K IHI~ |
(| PLAYER 1 PLAYER 2 PLAYER L ————————— J
(=] X FFh Y FFh X FFh Y FFh X FFh Y FFh b= N ———— K
[m m|m] OUT OF SCREEN OUT OF SCREEN H OUT OF SCREEN OUT OF SCREEN L
| NOT CALIBRATED NOT CALIBRATED NOT CALIBRATED NOT CALIBRATED M
ILILILILIIL UL || | | =] ILILIL] {LIL]
P2 START = LED BOARD CHECK ¥
SERVICE BUTTON = CHANGE FREQUENCY ID =
HOLD TEST BUTTON AND PULL EACH GUN TRIGGER = CALIBRATION &
P1 START BUTTON = EXIT —_
1—1=1 L—1 I} I} I} 1 0 Rl Nl | 1 I} L—=1=L—1 I}
*This screen is juast an example. Left screen Right screen
Point the gun to the screen and the hit position is Check the reaction of
marked with “ %”. The “ %” mark remains on the screen. gun in the green frame.
(The bullet mark will disappear automatically.) Although it may not react
The hit position “ %" and the bullet mark “ %" are different near a frame, it does not have
in color from player to player. influence on a game play.
Player 1: Red Player 2 : Blue
Player 3 : Green Player 4 : Yellow

A: Changing the gun sensor operating frequency ID. There are 2 kinds of frequency IDs,
namely, “0” and “1”. When more than 2 machines are installed, interference between them can be
prevented by such IDs. ID can be changed by pressing the frequency change service button.

: Displaying the version of gun board 1.

: Displaying the setting of DIP switches on the gun board 1.

: Displaying the frequency of error in data communication between gun board1 and PCB unit
1. Make sure that the number does not increase frequently.

(Watch for 1 minute or so to make sure there are less than 3 errors.)

: Displaying the frequency of error in data reception between gun board 1.

When an error occurs, a 2-digit hexadecimal error code appears after the error number.

: Displaying the version of gun board 2

: Displaying the setting of DIP switches on the gun board 2.

: Displaying the frequency of error in data communication between gun board 2 and PCB
unitl. Make sure that the number does not increase frequently.

(Watch for 1 minute or so to make sure there are less than 3 errors.)

| : Displaying the frequency of error in data reception between gun board 2.

When an error occurs, a 2-digit hexadecimal error code appears after the error number.

: The following K, L and M status are displayed for each of the Player 1 thru Player 4 gun units.

: Coordinates in which each gun is aiming is displayed here in hexadecimal notation. The
values change within the range of “00h to ffh” for X (in horizontal direction) and Y (in
vertical direction). If the player aims at the outside of the screen, “ffh” is displayed.

: This message is displayed when the player aims at the outside of the screen.

: This message is displayed when the calibration setting of gun has not yet been made. |If
this setting has not been made, a message appears at each start up to prompt you to make
this setting. 35
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5 Game settings

B Making the gun calibration setting
When the trigger of any one of the guns is pulled, the following message is displayed
and the screen changes to calibration mode.

RN OGN I 2V-N B[O\ <-- The message shown at left is for the calibration of the gun of Player 1.

At this time, when the player aims at 5 blue “O” marks appearing one after another
on the screen and pulls the trigger, the gun is calibrated correctly and the screen
returns to automatically to “GUN CHECK”.

Carry out the calibration for all of the guns of Players 1 to 4.

B Checking the Sensors (LED board)
When the start button of Player 2 is pressed on the “GUN CHECK” mode screen,
the screen changes to sensor (LED board) check mode screen. Point the gun unit
to the center of the screen, and check to see if each of the 10 sensors around the
screen unit gets activated.
To return to the “GUN CHECK” screen, press the start button of Player 1.

GUN CHECK
LED BOARD CHECK

POINT EACH GUN TO THE CENTER OF SCREEN

P1 START = GUN CHECK

*This screen is juast an example. Left screen Right screen

A:“+" mark is displayed at the center between the two screens. Direct the gun unit to this
mark and make sure all the 10 sensors are marked “O” in orange. And move the gun unit
outside the screen and make sure all the 10 sensors are now marked “O” in black.

B : Reaction of each of the guns of Players 1to 4 is displayed here. Active sensor is displayed
by “O” in orange, while non-active sensor is displayed by “O” in black.

LAMP CHECK

Checking the start button light-up
B Mode for checking the lighting of the start button lamps.
The items are shown at the left screen. (Nothing appears at the right.)
When checking item is selected by pulling the gun trigger of Player 1 or Player 2,
“OFF” on the screen changes to “ON” and at the same time the related start button
lights up. To return to the “I/O CHECK” screen, press the start button of Player 1.

LAMP CHECK

ALL —_— Select “ALL", and “ON” appears at once to tell that all the
AUTO —_— lamps come on.

P1 START The indication changes to “ON” simultaneously when

P2 START “AUTO” is selected, and all the lamps automatically light
P3 START up one after another starting from that of Player 1. After
P4 START the start button of Player 4, all the lamps light up. Then
the Player 1 start button lamp alone gets on, and the other
lamps come on one after another.

The indication changes to “ON” simultaneously when the
item to be checked is selected, and the related lamp lights
up.

P1/P2 GUN TRIGGER = SELECT ITEM
P1 START BUTTON = EXIT

*This screen is juast an example.
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SCREEN CHECK

Adjusting the screen distortion
B Mode for checking the screen display.

Adjust the size and vertical as well as horizontal displacement of the image, as required,
on the screen while watching the crosshatch pattern. Use the monitor adjustment PCB
to make adjustments. (See page 48.)

Adjust both the right and left screens. When the start button of Player 1 is pressed, the
screens change as below.

|—>| Indications on both screens |—>| Indication on left screen only |—>| Indication on right screen only IJ

To return to the “MAIN MENU” screen, press the start button of Player 1.

P2 START BUTTON = LEFT SCREEN CHECK
P1 START BUTTON = EXIT

*This screen is juast an example. Left screen Right screen

COLOR CHECK

Adjusting the display color

B Mode for checking the display color.
Make the adjustment using the monitor adjustment PCB so that the colors of the
color bars should appear properly graded and the background should become black
sufficiently. (See page 48.)
At the same time, adjust the gradation in the range of A “COLORLESS” so that it is
darkened. Adjust also the color balance between the right and left screens.
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5 Game settings

ROM CHECK

Checking the content of the ROM
B Mode for checking the memory card ROM.

Check the memory cards (ROMs) which are set at PCB unit 1 and PCB unit 2. “OK”
appears when they work normally and “BAD” appeatrs if they are abnormal. Checking
of PCB unit 1 is displayed on the left screen and that of PCB unit 2 is displayed on
the right screen.
Press the start button of Player 1 to interrupt checking or return to the main memu
screen.

ROM CHECK ROM CHECK

NOW CHECKING ...100 NOW CHECKING ...100

P1 START BUTTON = EXIT

*This screen is juast an example. Left screen (PCB unit 1) Right screen (PCB unit 2)

A : Countdown starts from 100 and checking is completed at the count of “0”.

When the disk media have been completely checked, “OK” appears.
o
If checking is interrupted, “ABORTED?” is displayed.
ABORTED

H

If anything wrong is in the check results, “BAD” appears.
BAD

*If “BAD” is indicated, turn OFF the power switch and turn it ON again. If “BAD”

still appears, immediately turn OFF the main power switch, unplug the AC power
cord from the receptacle and contact your nearest dealer.

A MEMO




5 Game settings

DIP SWITCH CHECK

Indicating the DIP switch settings

B Mode for checking the setting of the DIP switches on the PCB unit 1 and PCB unit 2 .
Be sure to set the DIP switches as follows. Checking of PCB unit 1 is displayed on
the left screen and that of PCB unit 2 is displayed on the right screen.

To return to the “MAIN MENU” screen, press the start button of Player 1.

DIP SWITCH CHECK DIP SWITCH CHECK

RESERVED RESERVED
RESERVED LEFT CRT RESERVED  RIGHT CRT
RESERVED RESERVED
RESERVED RESERVED

P1 START BUTTON = EXIT

*This screen is juast an example. Left screen (PCB unit 1) Right screen (PCB unit 2)
PCB unit 1 PCB unit 2
DIP switch bit No. DIP switch bit No.
1 2 3 4 1 2 3 4
OFF | OFF | OFF | OFF OFF | ON | OFF | OFF

*Be sure to make the DIP switch settings as shown above. Otherwise, the machine
fails to function even by turning ON the power switch.

MEMO
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NETWORK OPTIONS

Checking the network
B Mode for checking the network between PCB unit 1 and PCB unit 2.
With the machine installed, be sure to check the network on this screen. The
network performance of PCB unit 1 is displayed on the left screen and that of PCB
unit 2 is displayed on the right screens.
To return to the “MAIN MENU” screen, press the start button of Player 1.

NETWORK CHECK NETWORK CHECK
THIS BOARD - ID IS 1 THIS BOARD - ID IS 2

ERROR DOWN STATUS ERROR DOWN STATUS
ID No.1 0 0 | IDNo.1 (0] 0 |
ID No.2 0 0 | ID No.2 0 0 |

P1 START BUTTON = EXIT

*This screen is juast an example. Left screen (PCB unit 1) Right screen (PCB unit 2)

A : Displaying network ID. (The figure shows ID:1 at left and ID:2 at right.)
B : Displaying the current status of network. When the network is connected, “I” mark moves
from left to right.

— Check items (Watch the screen for longer than 1 minute and make sure the following 4 conditions are met.) —
-Check that the “I” mark in the STATUS column is moving from the left to the right at a fixed
speed.

-Check that the value in the ERROR column is below “10” after one minute.

-Check that the value in the DOWN column does not change from “0".

‘The message “THIS BOARD ID IS 1" must be displayed on the left screen, and “THIS
BORAD ID IS 2" must be displayed on the right screen.
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SOUND OPTIONS

Setting various sound options

B Mode for setting and checking the sound options.
The items are shown at the left screen. (Nothing appears at the right.)
Pull the gun trigger of Player 1 or Player 2 to select the desired item and press the

start button of Player 1 or Player 2.

To return to the “MAIN MENU” screen, select “SAVE AND EXIT” or “EXIT” and then

press the start button of Player 1.

SOUND OPTIONS

SOUND IN ATTRACT MODE
ALL THE TIME
BGM VOLUME

SE VOLUME
20

SOUND SCALE CHECK [FRONT]

SOUND SCALE CHECK [REAR]
SOUND PHASE CHECK [FRONT]
SOUND PHASE CHECK [REAR]

FACTORY SETTINGS

SAVE AND EXIT

EXIT
P1/P2 GUN TRIGGER = SELECT OPTION
P1/P2 START BUTTON = CHANGE VALUE

*This screen is just an example.
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Turns on and off the demo play sound.

‘ALL THE TIME ........cconeeee. Sound always on.
-ONCE EVERY 4CYCLES ... Sound on every 4 cycles.
-COMPLETELY OFF ............ Sound always off.

Adjusts BGM sound level with the range from 0 (Mute) to

30 (Max.).

-To raise the sound volume, press the start button of
Player 1. Reaching 30 (max.), the sound volume will be
back to 0 (mute).

-To lower the sound volume, press the start button of
Player 2. Reaching 0 (mute), the sound volume will be
back to 30 (max.).

The sound stops when the item ends.

Adjusts SE (sound effects) sound level with the range from
0 (Mute) to 30 (Max.).
-To raise the sound volume, press the start button of
Player 1. Reaching 30 (max.), the sound volume will be
back to 0 (mute).
-To lower the sound volume, press the start button of
Player 2. Reaching 0 (mute), the sound volume will be
back to 30 (max.).
The sound stops when the item ends.

— The scale “do, re, mi ... do” is heard alternately
from the left and right speakers.
Displays “LEFT” or “RIGHT” according to which of the right
or left speaker the sound is heard through.
SOUND SCALE CHECK [FRONT] LEFT

“FRONT” denotes the two front speakers (L) and (R) .
“REAR” denotes the upper speakers (L) and (R).

—— Checks the phase of speakers.

It is possible to check whether the speakers are wired
correctly or not by hearing the 2 kinds of test sound of
different phases through a pair of speakers.

The test sound is heard accompanied by repetition of
phase difference 0 degree and 180 degree at 2-second
intervals.

“FRONT"” denotes the two front speakers (L) and (R) .
“REAR” denotes the upper speakers (L) and (R).

Press the start button of Player 1 to return all the settings
to the factory settings.

Although the settings have returned to the status in
“FACTORY SETTINGS”, they will not actually be resumed
unless they have not been confirmed of entry by this item.
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GAME OPTIONS

Setting various sound options
B Mode for setting and checking the game options.
The items are shown at the left screen. (Nothing appears at the right.)
Pull the gun trigger of Player 1 or Player 2 to select the desired item and press the
start button of Player 1 or Player 2.
To return to the “MAIN MENU” screen, select “SAVE AND EXIT” or “EXIT” and then
press the start button of Player 1.

— Sets a difficulty level. (from the 8 levels)

GAME OPTIONS 1:EASIEST Eagier
2:VERY EASY

DIFFICULTY LEVEL 4 : MEDIUM 3:EASY
CONTINUATION . M
CONTINUE PERIOD gmgg:b;\; HARD Standard
ENABLE SCORE 6:HARD
EVENT MODE 7:VERY HARD
FACTORY SETTINGS 8:HARDEST Harder
SAVE AND EXIT Sets whether the game is continued or not.
EXIT -YES....The game can be continued.

-NO......The game cannot be continued.

— Sets the waiting time in continuation period.

-Select waiting time among 5,10,15,20,25,30

seconds.
P1/P2 GUN TRIGGER = SELECT OPTION
P1/P2 START BUTTON = CHANGE VALUE —— Selects whether the score is displayed or not during the
game or demo.
oThi P -ON......Score is displayed.
This screen is just an example. -OFF....No score is displayed.

Selects the event mode setting.

Ve ™\ To set up the event mode, press the start button of player 1
*|n the event mode, the game can to choose from the 11 event stages.

" OFF ..o Standard game mode resumed.
be played for s_elected_stages only. 1 g !
The results will be displayed for SEAleE
each of these stages. Using this TolWN
function, you can enjoy a GRASSLANDS
competitive event of how fast each WéOD
stage has been cleared, for JUNGLE
example' DESERT The event mode is set up.

*When the start button of Player 2 | Stages change in this order
. . L MOUNTAIN each time the start button
IS pressed continuously 5 times | of Player 1 is pressed.

. . BRIDGE
while pressing the start button of I
Player 1 during playing the game HOTEL
in event mode, the game is reset SNow MfUNTA'N
and the screen returns to coin AIRPORT

I |
acceptance screen. . Press the start bu_tton of Player 1 to return all the settings

*When the event mode is selected, to the factory settings.
other settin gs that have been Although the settings have returned to the status in

« »” “FACTORY SETTINGS?”, they will not actually be resumed
made by GAME OPTIONS" return unless they have not been confirmed of entry by this item.
to their factory settings.
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COIN OPTIONS

Setting various coin options
B Mode for setting and checking the coin options.
The items are shown at the left screen. (Nothing appears at the right.)
Pull the gun trigger of Player 1 or Player 2 to select the desired item and press the
start button of Player 1 or Player 2. To return to the “MAIN MENU” screen, select
“SAVE AND EXIT” or “EXIT” and then press the start button of Player 1.

A

*The coin setting options are not displayed when “FREE PLAY” is setto “YES”.
In such case, remember the games will be free.

Selects a free play.
COIN OPTIONS -YES......Can be played free of charge.
‘NO........ Can be played charged.
FREE PLAY NO . . .
COIN STOCK INDEPENDENT — Sets the credits of coin slots common or independent when
COIN SLOTS 1 COIN 1 CREDIT two or more coin slots are available.

:COMMON............. When two or more coin slots are
START 2 CREDITS TO START available, their credit is common.
CONTINUE 1 CREDIT TO CONTINUE -INDEPENDENT....The credit of each coin slot is
independent.

FACTORY SETTINGS
SAVE AND EXIT
EXIT

Sets the number of credits for a coin.
(16 COINS 1 CREDIT to 1 COIN 7 CREDITS.)

Sets the number of credits required to start the game.
(1 CREDIT to 16 CREDITS.)

Sets the number of credits necessary for continuation of the
game. (1 CREDIT to 16 CREDITS.)

P1/P2 GUN TRIGGER = SELECT OPTION Press the start button of Player 1 machine to return all the
P1/P2 START BUTTON = CHANGE VALUE settings to the factory settings.

Although the settings have returned to the status in
. L “FACTORY SETTINGS”, they will not actually be resumed
*This screen is just an example. unless they have not been confirmed of entry by this item.

RANKING DATA

Setting, checking and deleting the ranking data
B Mode for setting, checking and deleting the ranking data.
The items are shown at the left screen. (Nothing appears at the right.)
As for the items followed by setting or deletion, pull the gun trigger of Player 1 or
Player 2 to select item and press the start button of Player 1 or Player 2 to change
or delete the content of setting. To return to the “MAIN MENU” screen, select
“SAVE AND EXIT” or “EXIT” and then press the start button of Player 1.

RANKING DATA

(R 10 S T Y et L WYY =R TN VIR ———— Displays the ranking, team name and score.
2ND FGH1J TEAM 1362450 12TH ACWP TEAM 689450

3RD KLMNO TEAM 1330800 13TH ACWP TEAM 573360

4TH PQRST TEAM 1304700 14TH ACWP TEAM 516550

5TH UVWXY TEAM 1289900 15TH ACWP TEAM 234350

6TH ZABCD TEAM 1170630 16TH ACWP TEAM 149250

7TH ACWP TEAM 1159830 17TH ACWP TEAM 57300

8TH ACWP TEAM 1030780 18TH ACWP TEAM 57290 . .

9TH ACWP TEAM 1025730 19TH ACWP TEAM 57280 Selects the score ranking setting.

10TH ACWP TEAM 1023630 20TH ACWP TEAM 57270 -YES......Score ranking is recorded.
‘NO........ Score ranking is not recorded.
RECORD SAVING YES

FACTORY SETTINGS 1 .
Press the start button of Player 1 machine to return all the

SAVE AND EXIT : :
EXIT | settings to the factory settings.
P1/P2 GUN TRIGGER = SELECT OPTION

B Although the settings have returned to the status in
P1/P2 START BUTTON = CHANGE VALUE “FACTORY SETTINGS?”, they will not actually be resumed
unless they have not been confirmed of entry by this item.

*This screen is just an example.
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BOOKKEEPING

Displaying the bookkeeping information of coins
B Mode for displaying the total data on the number of coins put in the machine.

All data is displayed on the left screen. (Nothing appears at the right.)
If the time is preset on the “CLOCK” screen on page 47, the total data on the number
of coins put into the machine can be checked. Pull the gun trigger of Player 1 or
Player 2 to select the desired item and press the start button of Player 1 or Player 2.
To return to the “MAIN MENU” screen, select “SAVE AND EXIT” or “EXIT” and then
press the start button of Player 1.

“BOOKKEEPNG” menu screen

— Game mode is resumed.

BOOKKEEPING
MENU

Turns ON or OFF the bookkeeping of coins.

(“ON" can be selected by setting the clock time on the
“CLOCK” screen on page 47.)
-OFF ... The bookkeeping of coins is not done.
‘ON ..... The bookkeeping of coins is done.
(If set at “OFF”, the bookkeeping of coins is not done
and the related screens do not show up either.)

— Returns the coin and play data to the factory settings.
When the start button of Player 1 is pressed, the message.

DO YOU WANT TO CLEAR ALL DATA? YES/NO

appears on the screen. Then, select either YES or NO by
pulling the trigger.

When “YES” is selected, you are prompted to confirm the
choice. Select “YES” again, and “NOW ERASING”
appears and the “BOOKKEEPING” data will be erased.
When “NO” is selected, “NO MODIFICATION” appears
and the data will not be erased.

— The ON/OFF setting on the “BOOKKEEPING” screen
must be saved here.

BOOKKEEPING
CLEAR ALL DATA

SAVE AND EXIT
EXIT

P1/P2 GUN TRIGGER = SELECT ITEM
P1/P2 START BUTTON = CHANGE VALUE

*This screen is just an example.

/-Let’s suppose that the clock is not set yet (just after this product has been installed
or initialized, for example). If you try to set “BOOKKEEPING” to “ON”, the following
message appears onscreen to prompt you to set the clock. The bookkeeping
screens cannot be opened. In such case, press the start button of Player 1 to
clear this message and set the clock on the “CLOCK” screen. (See page 47.)

FIRST, SET THE CLOCK.
“CLOCK” ITEM IS IN MAIN MENU.

P1 START BUTTON = OK
N ——————————————————————————— \[| E M O

BWhen the time has been preset on the “CLOCK” screen as shown on page 47, the
“BOOKKEEPING” item on the “BOOKKEEPING” menu screen can be turned ON.
Now the following coin data and play data screens show up.

The screen changes in the order as below each time the gun trigger of Player 1 or
Player 2 is pulled.

To return to the “BOOKKEEPING” menu screen, press the start buttons of Player 1
in individual display screen.

To return to the main menu screen, press the start button of Player 1 in invidual
display screen.

L Total number of
coins for last
7 days

>

Total number of
coins for last 52
weeks

A d

Total number of
coins for each
day of the week

Total number of
coins per hour

Indication of
play conditions
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Screen of the total number of coins for last 7 days

BOOKKEEPING

COIN DATA OF LAST 7 DAYS ‘
TODAY 100
LAST 7 DAYS AVERAGE 135 _,_

Number of coins of today.

Average number of coins on the day for the last 7 days
except this day.

Total number of coins for the last 7 days except today.
LAST 7 DAYS TOTAL 810 .
Number of coins of yesterday.

Number of coins of 2 days ago.
Number of coins of 3 days ago.
Number of coins of 4 days ago.
Number of coins of 5 days ago.

YESTERDATY 120
-2 DAY 130
-3 DAY 140
-4 DAY 110 Number of coins of 6 days ago.
-5 DAY 100 Number of coins of 7 days ago.

-6 DAY 210 “-" appears for the day whose data is not totalized.

- 7DAY Gun trigger of Player 1 -> Goes back to the previous page.
P2/P1 GUN TRIGGER = PREV NEXT PAGE _I' Gun trigger of Player 2 -> Goes to the next page.

P1 START BUTTON EXIT — When the start button of Player 1 is pressed, the screen
P2 START BUTTON SUB MENU _L returns to “MAIN MENU".

When the start button of Player 2 is pressed, the screen
*This screen is just an example.

returns to “BOOKKEEPING” menu.

Screen of the total number of coins for last 52 weeks
Number of coins of 1 week before.
BOOKKEEPING ‘ Number of coins of 2weeks before.
COIN DATA OF LAST 52 WEEKS ‘ Number of coins of 3 weeks before.
-01:910 -02: - :

: : : : Number of coins of 52 weeks before.
_49: - .50 - _51: - _52: . “." appears for the week whose data is not totalized.

Gun trigger of Player 1 -> Goes back to the previous page.
PREV NEXT PAGE S Gun trigger of Player 2 -> Goes to the next page.

EXIT - When the start button of Player 1 is pressed, the screen

SuB MENU _I_ returns to “MAIN MENU".
When the start button of Player 2 is pressed, the screen

«This screen is jUSt an example. returns to “BOOKKEEPING” menu.

P2/P1 GUN TRIGGER
P1 START BUTTON
P2 START BUTTON

Screen of the total number of coins for each day of the week

BOOKKEEPING
COIN DATA OF EACH DAY

MONDAY 120 — Number of coins for Monday.
TUESDAY I~ — Number of coins for Tuesday.
WEDNESDAY L— Number of coins for Wednesday.

THURSD. :
FRIDAY Number of coins for Thursday.

SATURDAY _|— Number of coins for Friday.
SUNDAY _|——| Number of coins for Saturday.
Number of coins for Sunday.

“-" appears for the week whose data is not totalized.

r Gun trigger of Player 1 -> Goes back to the previous page.
P2/P1 GUN TRIGGER = PREV NEXT PAGE Gun trigger of Player 2 -> Goes to the next page.
P1 START BUTTON EXIT - When the start button of Player 1 is pressed, the screen
P2 START BUTTON SUB MENU _I_ returns to "MAIN MENU".

When the start button of Player 2 is pressed, the screen
returns to “BOOKKEEPING” menu.

*This screen is just an example.
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Screen of the total number of coins per hour

P2/P1 GUN TRIGGER

P1
P2

Screen of indication of play conditions

BOOKKEEPING
COIN DATA OF EACH

[elejololofolofolol

882
1237

PREV NEXT PAGE
EXIT
SUB MENU

START BUTTON
START BUTTON

*This screen is just an example.

BOOKKEEPING
PLAY DATA SUMMARY

TOTAL ACTIVE TIME 10H 2M
TOTAL PLAY TIME 5H 1M
AVERAGE PLAY TIME 3M
LONGEST PLAY TIME 5M
SHORTEST PLAY TIME 2M
TOTAL PLAY COUNT

GAME-STARTING COUNT
CONTINUATION COUNT

SOLO PLAY COUNT

2-PERSON PLAY COUNT
3-PERSON PLAY COUNT
4-PERSON PLAY COUNT

20:00:00
PREV NEXT PAGE

P2/P1 GUN TRIGGER
P1 START BUTTON
P2 START BUTTON

EXIT
SUB MENU

*This screen is just an example.

46

Total number of coins per hour.
“-" appears for the week whose data is not totalized.

Gun trigger of Player 1 -> Goes back to the previous page.
Gun trigger of Player 2 -> Goes to the next page.

When the start button of Player 1 is pressed, the screen
| returns to “MAIN MENU".

When the start button of Player 2 is pressed, the screen
returns to “BOOKKEEPING” menu.

Total active time after setting the current time.

Total play time after setting the current time.
Average play time.
_|—| Longest play time.

Shortest play time.

Total number of play rounds since the clock has been set.

Total number of initial play rounds since the clock has been
set.

Total number of continue play rounds since the clock has
been set.

—[—

— [

_I_I- Total number of solo plays.

_|_ Total number of 2-person plays.

S | Total number of 3-person plays.
Total number of 4-person plays.

Displays the clock setting
(The displayed denotes 20 hours, 00 minute, 00 second)
Gun trigger of Player 1 -> Goes back to the previous page.

Gun trigger of Player 2 -> Goes to the next page.

When the start button of Player 1 is pressed, the screen
returns to “MAIN MENU".

When the start button of Player 2 is pressed, the screen
returns to “BOOKKEEPING” menu.



5 Game settings

CLOCK

Setting the current clock time

B Mode for making the current clock settings.
The items are shown at the left screen. (Nothing appears at the right.)
Once the clock settings have been made here, the total coin data and play data can
be viewed on the “BOOKKEEPING” screens. Pull the gun trigger of Player 1 or
Player 2 to select the “hour”, “minute” and “second” and press the start button of
Player 1 or Player 2 to set the current time.
To return to the “MAIN MENU” screen, select “SAVE AND EXIT” or “EXIT” and then
press the start button of Player 1.

SET TIME 20:00: 00 CLOCK NOT SET If the clock is not set yet, “CLOCK NOT SET” appears
on the screen.

. { OO ] |

I | Sets the current hour.
SAVE AND EXIT — | Sets the current minute.
EXIT

Sets the current second.
-To put the clock forward, tilt up the start button of Player 1.
-To put the clock backward, tilt down the start button of
Player 2.

Be sure to save the time setting. Otherwise the time
setting made on the “SET TIME” screen is not effective.

P1/P2 GUN TRIGGER = SELECT ITEM
P1/P2 START BUTTON = CHANGE CLOCK

*This screen at left is just an example.

«If the clock is not set yet (just after this product has been installed or initialized, for
example), the following message appears on the “BOOKKEEPING” menu screen
to prompt you to set the clock.

FIRST, SET THE CLOCK.

“CLOCK” ITEM IS IN MAIN MENU.
P1 START BUTTON = OK

ALL FACTORY SETTINGS

Returning all the settings to factory ones
B Mode for returning the test mode settings to their factory ones.

The items are shown at the left screen. (Nothing appears at the right.)
Pull the gun trigger of Player 1 or Player 2 to select the desired item and press the
start button of Player 1.
When “YES” is selected, you are requested to confirm it. When “YES” is selected
again, all the settings of test-mode will be returned to the factory settings with “NOW
SAVING” appearing on the screen. The main menu screen will then show up itself.

*The following modes return to the factory settings.
“SOUND OPTIONS” “GAME OPTIONS” “COIN OPTIONS”
*The following modes do not return to the factory settings.
“Operating frequency of gun” “Calibration of gun” “BOOKKEEPING” “RANKING DATA”

MEMO
If “NO” is selected, “NO MODIFY SETTING” is indicated. This means the modified
settings are not saved.
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5 Game settings

5-4 Adjusting the monitor

The monitor has already been adjusted at the time of shipment, but it may be
readjusted as desired. When adjusting the monitor, refer to “SCREEN CHECK” and
“COLOR CHECK” on page 37.

*Adjust the monitor appropriately.

-Monitor adjustment Mol T F T T I T T T T T T T TP T T T T T P o

The monitor adjusting PCB are mounted on both sides. When adjusting the monitors,
remove the screws shown in the figure and dismount them using care not to let the
covers drop. Adjust the right monitor first and then the left one.

Adjust the right monitor Adjust the left monitor
UP(Up button) DOWN(Down button) UP(Up button) DOWN(Down button)
FUNC DEGAUSS
. Iy FUNC DEGAUSS
(item selection button) \ J (Demagnetizing button) (Item selection button) (Demagnetizing button)
QQd G O @\ /@ O

c

Monitor adjustment PCB gy er v Q
. ’Lﬂ\| ,/ Monitor adjustment PCB \Cover
e I

1 L —
roE=—qf—,
<= X

o | 7R
@ Screws

\
o)

O /dé
To adjust the right monitor, remove the monitor adjusting «To adjust the left monitor, look at the mirror image
sight and check the inside from the center unit side. through the monitor glass.

monitor screen

Fear unit | | | eemmmmmmmmees T— 1 _Theimage onthe

appears as a

/ ------------- BT mirror image.
/ s | // /
! i / Monitor (L)
|/ =0 :-=::::::_' _____ (A
i \ Monitor ==~
/ ! | adjustment PCB
] ' Monitor \
Ao " adjusting sight
) Center unit @ fg
_— | Monitor (R) | I b
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5 Game settings

B How to Adjusting the monitor = mm mm e m - ———————— - - - -

1 When the “FUNC” button is | Menu display
pressed, the menu as shown in the
figure appears on the screen.

(" «The item which has been selected )
is shown in red, and the other
items are shown in green.

«If there is no input for 6 seconds,
the adjustment mode is cancelled
and the menu display goes out.

*In adjusting the left monitor, the
onscreen characters appear
reversed. This is a mirror image,
and there is no problem with the
machine.

Contents of Menu

CONTRAST(CONT) : Picture contrast is adjusted.

1 | «When the “UP” button is pressed, color contrast of the screen is intensified.
* When the “DOWN?” button is pressed, color contrast of the screen is weaken.

BRIGHTNESS(BRIT) : Picture brightness is adjusted.

2 | « When the “UP” button is pressed, brightness of the screen increases.
* When the “DOWN?” button is pressed, darkness of the screen increases.

H.SIZE(HSIZ) : Horizontal size is adjusted. (Horizontal picture size is adjusted.)

3 | « When the “UP” button is pressed, horizontal picture size is enlarged.
» When the “DOWN?” button is pressed, horizontal picture size is reduced.

H.POSI(HPOS) : Horizontal position is adjusted. (Horizontal picture position is adjusted.)

4 | « When the “UP” button is pressed, the picture moves to the right.
* When the “DOWN?” button is pressed, the picture moves to the left.

V.SIZE(VSIZ) : Vertical size is adjusted. (Vertical picture size is adjusted.)

5 | « When the “UP” button is pressed, vertical picture size is enlarged.
» When the “DOWN” button is pressed, vertical picture size is reduced.

V.POSI(VPOS) : Vertical position is adjusted. (Vertical picture position is adjusted.)

6 | « When the “UP” button is pressed, the picture moves upwards.
* When the “DOWN?” button is pressed, the picture moves downwards.

Reset(RSET) : All adjusted values are reset. (All adjusted values return to he factory settings.)

7 | « When the “UP” and “DOWN” buttons are pressed simultaneously while “RSET” is displayed in red,
“RSET” is displayed for 3 seconds and the data of the adjusting items return to their factory settings.

EXIT : Adjustment mode is cancelled. (Adjustment mode is cleared and menu screen disappears.)

8 | « When the “UP” or “DOWN?” button is pressed while “EXIT" is displayed in red, the adjustment
mode is cancelled.

following order each time the

2 Selection item changes in the |:>CONT—> BRIT — HSIZ — HPOS]
“FUNC” button is pressed.

EXIT <«— RSET +— VPOS «— VSIZ
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5 Game settings

3

4

When the item to be adjusted is
selected and the “UP” button or
“DOWN?” button is pressed once,
the adjusting item is displayed.

Proceed to adjustment by pressing
the “UP” or “DOWN?" button again.

[ «If there is no input by the “UP” or )

“DOWN?” button for 6 seconds, or
when the “FUNC” button is
pressed, the selected item is
memorized in the currently
adjusted value.

N —— N[ EM O =4

Adjustment mode screen

CONT 31K

200

*This screen is just an example.

— Adjustment item

is displayed.

Current adjustment
value is displayed.

-“DEGAUSS” DbUttON == - - — - B .

1

When the “DEGAUSS” button is
pressed, degaussing is performed
and “DEGAUSS” is displayed for
about 5 seconds.

When the “DEGAUSS” button is
pressed again after the completion
of degaussing, the indication as
shown at right is displayed and the
waiting time until the subsequent
degaussing becomes effective
appears.

Degaussing wait screen

WAIT

300sec

*This screen is just an example.

—— Waiting time until

the subsequent
degaussing
becomes effective.

becomes “0".

/-If the “FUNC” button is pressed while the waiting time until the subsequent
degaussing is displayed, the mode changes to adjustment mode.
*The waiting status continues even when the mode has been changed to
adjustment mode. But degaussing starts automatically when the waiting time

N ———————————————————————————————————(\| 2 M O
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6 Operation

6-1 Checking at the start of work

A

P
*Be sure to turn OFF the main

detergent and wrung out.

from the receptacle before inspecting or cleaning the machine.

Strictly refrain from disassembly and repair of parts which are not indicated
in this manual, as well as settings and remodelling.

*To clean the game machine, wipe it with a soft cloth dampened in a neutral

power switch and unplug the power cord

B Checking at the start of work (More than once a day) = s mm - - - - - -
1 I
’ I

from the receptacle.

(See page 53.)

Be sure to turn OFF the main power switch and unplug the AC power cord

Check the following points and proceed to maintenance if necessary.

Monitor display screen

«Is the monitor glass stained?

«Is any sticker stuck to the monitor
glass? Is the monitor glass is stained
with its adhesive?

«Is there any distortion or flickering on
the screen?

Check the above points after
turning ON the power.

«Is the warning label peeled off or broken?
*Is the play area secured?
*Is it possible to play the game normally?

Check the above points after
turning ON the power.

<5

Gun unit

«Is any cable broken?

«Is the gun unit body broken?

«Is any button or trigger broken?

«Is the gun placed correctly in
position?

«Is any sticker stuck to the posture
-for-fire sensor?
Is the posture-for-fire sensor
stained?

« Make sure the coordinates sensor
is free of scratches.

- RS :‘
”, <5
N TR
N e e e R o S
RS SRR SSOGSSC
= a ) ° ‘
\\N

Front unit
«Are the adjusters fixed correctly?
Is the machine body installed
stably?

Rear unit

Are the adjusters fixed correctly?
Is the machine body installed
stably?

Center unit
Are the adjusters fixed correctly?
Is the machine body installed
stably?
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6 Game settings

6-2 Periodic inspection

B Checking at the Periodic inspection (More than once a day) == = mm = w = =

% 1 Be sure to turn OFF the main power switch and unplug the AC power cord
from the receptacle.

2 Check the following points and proceed to maintenance if necessary.
(See page 53.)

*Is the power plug inserted in position?
*Is there dust buildup at the power plug?

,,,,, JE— 200
ass=—etry 0 L0 R

When the plug is covered with dust,
remove dust with a vacuum cleaner
or the like.
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7/ Daily Maintenance

M How to Cleaning the machine body = mm mm e mm m = - - -

. A

*Be sure to turn OFF the main power switch and unplug the power cord
from the receptacle before inspecting or cleaning the machine.

«Strictly refrain from disassembly and repair of parts which are not indicated
in this manual, as well as settings and remodelling.

*To clean the game machine, wipe it with a soft cloth dampened in a neutral
detergent and wrung out.

*Do not use a high-pressure cleaning machine to clean up this product.

Monitor glass
*Wipe the surface with soft cloth that is
first soaked with neutral detergent and
then squeezed tightly.

Center unit

*Wipe the surface with soft cloth that is
first soaked with neutral detergent and
then squeezed tightly.

Gun unit
*Wipe the surface with soft
cloth that is first soaked with

neutral detergent and then

squeezed tightly. ) A. = 4 I\% i -~

Front unit

*Wipe the surface with soft cloth that is
first soaked with neutral detergent and
then squeezed tightly.

-C|eaning the gun unit L K R 5 R 5 8 R 5 5 B 5 8 0 0 B 0 B0 B |

Check to see if the gun unit’'s coordinates
sensor and posture-for-fire sensor are not
scratched or stained. If so, the sight may
fail or the gun may malfunction.

Posture- for-Fire sensor

Coordinates
detecting sensor
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The Chapters “Installation and Assembling” and
“Maintenance” are written particularly for qualified

in-shop maintenance persons or industry specialist.
Please read through these chapters.
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8 Installation and assembling

8-1 Installation environment

M installation environment for this product e mm e m e e - - - - -

A

*Do not install this product in a place where the sensors and the gun unit
coordinates detecting sensor or posture-for-fire-sensor are exposed to
direct sunlight, fluorescent lamp light or spotlight, or near a place where
exists something like a mirror or metal plate which reflects the light.

Do not install this product in such places as follows.

Do not install this product in a place where the sensors and the gun unit coordinates
detecting sensor or posture-for-fire-sensor are exposed to strong light.
*Avoid a place exposed to direct or indirect strong light.
Sunlight
// Fluorescent light

/// / / @ Sensors =

J\| sticker

N
/ ,V/"\‘\., —\' ! -
I~/
g | 4__’. ===
’ [ [y

*Do not apply any sticker to the
monitor glass.

Upper sensor (at 5 locations)
Lower sensor (at 5 locations)

Sensors of &
gun unit
1, e IR NN
Strong light such as spotlight Strong light such as spotlight

*Place exposed to direct and strong light

Fluorescent light
Sunlight

Upper sensor

__________________ S, | :U ﬂhﬂ\ Lower sensor
""" ﬂ/

Mt y
/
v,

Strong light such as spotlight
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8 Installation and assembling

8-2 Installation procedure

B Outline of installation and assembling == mm e - - - ———— - - - - -

‘ A

*When connecting the units, use due care not to allow your hands and the
wires to be pinched.

*The center unit and rear unit may turn over depending on the pushing
direction. When moving the center unit, push it in parallel with the monitor
glass, and when moving the rear unit, push it in parallel with the monitor
display screen. When moving them on a slope or running over a bump,
more than 4 persons should carry them by holding the grips.

6 Mounting the billboard
(see page 66)

(see page 64)

Rear unit
Net unit

Center unit

Monitor
Monitor glass

1 Setting the memory card
(see page 58)

2 Setting the rear unit
(see page 62)

Connecting plates

3 y 5 Fastening the adjusters
(see page 63,65)

5 Setting the front unit
(see page 65)
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8 Installation and assembling

8-3 Setting the memory card

B How to set up the memory card = mm mm mm mm - - - ———— - - - - -

‘ A

*Set the memory cards to PCB unit 1 and PCB unit 2. Do not set them at a
time, but be sure to set them one by one.

*Before setting the memory card, be sure to turn OFF the main power switch
and unplug the power cord from the receptacle.

*There is high voltage inside the machine. Only the qualified industry
specialist is allowed to open the back door. With the back door open, be
very careful not to touch the monitor and its nearby parts.

*In the event that the main power switch has not been turned OFF but only
the sub power switch has been turned OFF, there are still some live parts
in the machine. When opening the back door, be sure to turn OFF the

main power switch and unplug the power cord from the receptacle.

% 1 Make sure that the main power
switch is turned OFF and the power
cord is unplugged.

2 Remove the screws shown in the
figure from the center unit, and
dismount the back door by slightly

heaving it up.

\\ Back door
A Center unit

*Never touch the high-voltage
area shown in the figure.

Screws

3 Wear a grounding band to prevent static electricity.
Be sure to keep on the grounding band for the later procedures too.
(The grounding band does not come with the kit.)

s : - ™
Static electricity may damage the
electronic parts in the PCB unit.

Clip this end onto a grounded
metallic part such as the coin
input port and return port.




8 Installation and assembling

2

Setting the memory card to the PCB unit 1
Remove the wires from the upper
clamp and disconnect the
connectors and the jack pin as
shown in the figure from the PCB
unit 1.

Remove the two thumbscrews and
dismount the PCB unit 1 together
with the wooden board.

Insert the memory card (C22 *02)
for this product in the upper slot
(SLOT 2) of the PCB unit, paying
attention to the inserting direction.

/-There are two slots (upper slot and h
lower slot) for PCB unit 1 memory
card, but be sure to insert the card
in the upper slot so deep that its
printed face should be visible.

*Be sure to insert the memory card
of PCB unit 1 in the slot.

*Two memory cards come with the
product and they may be used for
either of the PCB unit 1 or PCB

unit 2.
— | EM O =

Make sure all the DIP switches on
the PCB unit 1 are at the OFF
position.

59

Jack pin

ector

Undo the clamp. \

Woodm~

Eject button

| SLOT2
— SLOT1

) &g/sme

00
\ -\pAnitl (C22 *02)
PCB unitl / Wooden board

*The *-marked code may differ by the shipment period

of the product.

00000
00000

\

PCB unit 1

OE=

IT

/

— OFF
EHEEE 3
1234 ON

All to be at OFF




8 Installation and assembling

10

11

12

Set the PCB unit 1 back into
position with care not to get the
wires caught. Reconnect all the
connectors and jack pins
(disconnected in Step 4 above).

Fix the wooden board with the
thumbscrews.

Setting the memory card to the PCB unit 2
Next, pull off the connectors and
jack pin of the PCB unit 2, which
are shown in the figure.

Remove the two thumbscrews and
dismount the PCB unit 2 together
with the wooden board.

Insert the memory card (C22 *02)
for this product in the upper slot
(SLOT 2) of the PCB unit, paying
attention to the inserting direction.

( «There are two slots (upper slot and
lower slot) for PCB unit 2 memory
card, but be sure to insert the card
in the upper slot so deep that its
printed face should be visible.

*Be sure to insert the memory card
of PCB unit 2 in the slot.

*Two memory cards come with the
product and they may be used for
either of the PCB unit 1 or PCB

unit 2.
N —\| E MO =4

60

Nothing is connected here in this stage.

(See Step 15 below.)

humbscrews  PCB u@ector =1 |
L ﬁ'& _ Jack pin
e - A

| Jack pin/F'j] 00

5

Connector TR

Connector

N NPZA I
T
Jack pin
PCB unnz\m\@

VAl

PCB unitx

Eject button

| SLOT2
— SLOT1

g /7| side
P/Ksunit 2 (C22 *02)

\
/ Wooden board

*The *-marked code may differ by the shipment period

of the product.




8 Installation and assembling

13 Make sure that the DIP switches 1,
3 and 4 of the PCB unit 2 are at

“8lli|!’:.,and the DIP switch 2 is at 10000
0000 OBE=
Im //\\
T FMuEEm Y
1234 ON PCB unit 2

Switches 1, 3 and 4
at OFF, and 2 at ON.

14 Set the PCB unit 2 back into

ity 00
position with care not to get the Jackpin =IO 1 = 0
wires caught. Reconnect all _the i / e\ PN T |
connectors and jack pins (E =| |= Thumbscrew
(disconnected in Step 10 above). \ h \‘
— |
” = ??
15 J Then, reconnect the two connectors \&
shown in the figure that were Connectors/ & (==
disconnected in Step 4, tie up the d;§°gpef;fgted \ m
wires with the clamp and then fix the Connector Jackpin
wooden board with the thumbscrews. \@
PCB unit 2
16 Mount the back door and fix it firmly Door switch

with the thumbscrews. (If the
thumbscrews are not tightened
enough, the door switch gets

activated to keep off the power.) o)
M Back door

Screws

Continued on next page.
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8 Installation and assembling

8-4 Setting the rear unit

B How to mount the rear unit = e - ————————— - - - - - -

A

*When connecting the units, use due care not to allow your hands and the
wires to be pinched.

1 I Connect the connectors of the front Center un,t |—\Rear uniit

unit and the center unit. At4 |ocat.ons
*Put the connected connectors in
the center unit.
é@%
ﬁ/E
Red
OMatch the color of the same-shaped
connectors.
2 Interconnect the center unit and Hexagon socket
. . . button head screws
rear unit using the accompanying (M8 X 30L)
bolts with care not to get the wires p—— NN
caught. H 3

|
:

8 S %

Wires\{
Center unit %\ /\ -
Fit the notches. Rear unit

Continued on next page.
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8 Installation and assembling

8-5 Fastening the adjusters

B How to fasten the cabinet adjusters = mm mm mm = - - - - - - - - -

‘ A

*Do not tighten up one adjuster at atime, but tighten up the adjusters evenly.
*Adjust the adjusters so that the casters do not touch the floor.

Take care not to exceed the maximum adjusting height of the adjuster.
*With the units connected, make sure that the ten adjusters are all in contact
with the floor and the units is stable and well leveled. Then tighten the
hexagon nuts upward.

*Secure the front unit's adjusters i - AN

after taking the procedure in “8-7
Setting the front unit” on page 65. D N

M E M O Center unit —s—{

Front unit —— =~——Rear unit

o]

@' = =

Caster Caster gi
Adjuster Adjuster Adjuster

- Caster
Lift the caster about
5 mm (0.2in) from the floor.

Hexagon nut

— .
Max. adjustable
height:70 mm
(2.76in)
) Min. 65 mm
B (2.56 in)

The figure shows the caster level when the adjuster
is in contact with the floor and the hexagon nut is
tightened upward.

1 Bring the adjuster in contact
with the floor by means of a
wrench of 24 mm width across
flats

2 Make sure that the caster is
approx. 5 mm above the floor,
and then tighten the hexagon
nut upward.

Hexagon nut

Tightening

Down to the floor

Wrench of ‘
24 mm width g
across flats

Off the floor Loosening

Continued on next page. 63



8 Installation and assembling

8-6 Setting the net unit

.HOW to mount the net unNit == o - - - - - - - - .-

‘ A

*Before attaching and detaching the net unit, fix the adjusters of the center
unit and rear unit. (See page 63)

*The net unit weighs about 8 kg (17 Ib). Be sure to cover and uncover the
machine by more than 3 persons with use of stepladders or the like for
your safety.

*When mounting the net unit, be careful not to pinch your hands and the
wires.

I Place the net unit on the center unit and fix it with the accompanying screws.

Cross recessed head
f screws(M6x15L)

e A~ AN~ s

N — N — N » w - N
Cross recessed head
< screws(M6x15L)

A

«Left side of the center unit
when viewed from the rear top

*Right side of the center unit
when viewed from the rear top

s ,@9

L
dee—_0; ,@//

Continued on next page.
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8 Installation and assembling

8-7 Setting the front unit

B How to mount the front UNit == e e .- - - - - -

A

*When attaching the units, be very careful not to get your hands and wires
caught.

*When attaching the units, be sure to make a team of two or more people,
using a stepladder for added safety.

(¢]

1 Connect the connectors of the front | Frontunit ” g \ CeTtEf unit
unit and the center unit. © %@

________

At 2 locations

*Put the slack of the wires into the
front unit.

M E M O At 4 locations

__________

__________

2 Align the front unit and the center

unit, paying attention not to pinch Center unit

the wires. Hexagon socket
button head screws
(M8 X 30L)

3 Referring to “8-5 Fastening the ,@% |
adjusters” on page 63, adjust the | [ =00
height of the front unit. Finally fix ‘
the units with the cpupling plates — ,:%,,@4
and the accompanying screws. /Q

«The figure shows the right side of 975\\/\\@6@
the machine. Do the same for the Connecting plate
left side. A

MEMO
N|
= = =
Align the N I
holcj
Front unit Banahal e Center unit

Continued on next page.
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8 Installation and assembling

8-8 Mounting the billboard

B How to mount the billboard mm e e me e - - ————————— - - - -

‘ A

*Cover and uncover the units with the billboard after the adjusters are fixed.
(See page 53)

*When handling the billboard, be sure to make a team of two or more people,
using a stepladder for added safety. _ _

*When moving this product, be sure to dismount the billboard, separate
the units, raise the adjusters up to full extent and roll it on the casters.
-Befohr_e attaching and detaching the billboard, fix the adjusters of the
machine.

*When attaching the billboard, be sure to make a team of two or more people,
using a stepladder for added safety.

1 I Assemble the billboard as shown

in the figure. Cross recessed head
screws (M6x15L)

Billboard fixtures

2 Set the billboard after placing the net in the position of the center unit top
shown in the figure, and fix it with the accompanying screws.

«If the screw holes are hidden by the net, reposition the net unit. -)
MEMO
g8

/E E Billboard

3 Now the entire machine is completely installed.
Plug in the power cord and turn ON the power switch to get the machine
started. (See page 25.)

4 Then press the test button on the service panel to go to the test mode. Adjust
the screen size and horizontal position on the “SCREEN CHECK” screen.
The adjusters”, and fix the units with the connecting plate and accompanying
screws. (See page 27,37.) g6



8 Installation and assembling

8-9 Splitting into and moving of units

Before moving the machine, be sure to remove the units.

.HOW to Sp|itinto UNItS e o e o o e S S S N S BN N B B N N .

. A

*Before separating the units or moving the machine, be sure to turn OFF
the(;nain power switch, unplug the power cord, and disconnect the power
cord.

*When moving the units, use care not to apply a strong force to them.

*When moving the units, raise the 4 adjusters each for the units to full
extent and roll them on the casters.

*The center unit and rear unit may turn over depending on the pushing
direction. When moving the center unit, push it in parallel with the monitor
glass, and when moving the rear unit, push it in parallel with the monitor
display screen. When moving them on a slope or running over a bump,
more than 4 persons should carry them by holding the grips.

*When connecting the split units again, pay due attention not to pinch your

hand and wires.

I Take the following steps, shown below, to separate the units.

4 Detaching the net unit
The net unit weighs about 8 kg. (17 Ib)
It must be dismounted by more than 3 persons.
(See page 64.)

2 Detaching the billboard
~ (See page 66.)

S /AN 6 Detaching the rear unit

Separate the rear unit, and
disconnect the connectors.
(See page 62.)

©

AC power cord 1 Turning OFF the main power switch
Turning OFF the main power

% switch and unplug the AC
power cord from the receptacle.
(See page 25.)

5 Loosen the adjusters of the units.
L~ Loosen the adjusters of the
units. (See page 63.)

3 Detaching the front unit
Separate the commecting plate, and
disconnect the connectors.
(See page 65.)

*Be careful not to separate the units too wide. Otherwise the wires may get
disconnected and their internal wires may be broken.
MEMO
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8 Installation and assembling

8-10 Moving the coin counter

The coin counter was installed in the coin box when the machine left the factory, but it
can be moved onto the service panel.

B How to move the Coin counter mm e mm e = - -——— - - - - - - - -

A

*Before moving the coin counter, be sure to turn OFF the main power switch
and unplug the power cord from the receptacle.

%1

v

Be sure to turn OFF the main power |

switch and unplug the AC power
cord from the receptacle.

Open the coin door and take out
the coin box. Remove the screws
and take out the coin counter.

In the meanwhile, disconnect the
connectors.

Remove the maintenance door and
unscrew the blind cover to remove
it from the service panel.

atll

I Connector
~ < “

Blind cover

jm~ay

[»

— Clam

w

*The wires for relocation are fixed with the clamp behind the blind cover.
*Be careful not to remove the blind cover too widely, or the wires may get
disconnected or the internal wires may get broken.

Draw the connector from behind the
blind cover and connect it to the
coin counter.

Attach the coin counter on the
service panel with the screws.

Attach the blind cover (detached in
Step 3 above) back in position on
the coin counter using the screws.
At this time, fix the connectors,
which were disconnected in Step
2, behind the blind cover with the
clamp.

Place the coin box back into
position and close the coin door.
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O Maintenance

9-1 Replacing the coin selector

B How to replace the coin selector mm mm mm m m m - - ———— - - - - -

s

A

*Before replacing the coin selector, be sure to turn OFF the main power
switch and unplug the power cord from the receptacle.
*Take care not to apply any load or impact to the maintenance door when

it is open.

*After closing the maintenance door, be sure to check that the door is locked securely.
*When replacing parts, be sure to use parts of the correct specifications.

Never use parts other than the specified ones.
«Strictly refrain from disassembly and repair of parts which are not indicated

Be sure to turn OFF the main power
switch and unplug the AC power
cord from the receptacle.

Open the maintenance door.

Release the levers that fix the coin
selector. See at right.

Slide the coin selector to the right,
and take it out.

To fit a new coin selector
Fit the 2 projections of the coin
selector to their mating notches.

Lock the levers (in Step 3 above)

again, and close the maintenance
door.
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9 Maintenance

9-2 Replacing the fluorescent light

B How to replace the fluorescent light = mm e m - - - ———— - - - - -

‘ A

*Before replacing the fluorescent light, be sure to turn OFF the main power

switch and unplug the power cord from the receptacle.

*The fluorescent light is hot just after the power switch is turned off.

Wait until it cools down and then replace it with a new one of the same type.

*When replacing the fluorescent lamp, be sure to carry out the work by

more than 2 persons with use of stepladders for your safety.

*When replacing parts, be sure to use parts of the correct specifications.

Never use parts other than the specified ones.

«Strictly refrain from disassembly and repair of parts which are not indicated
L in this manual, as well as settings and remodelling.

% 1 Be sure to turn OFF the main power
switch and unplug the AC power
cord from the receptacle.

2 Remove the screws, and dismount
the title panel by pushing it up as
shown in the figure.

ACBE \i_,
Title panel 4 Screws

3 Push one end of the fluorescent
light in the direction of the socket.

The other end of the fluorescent S
. . T ST
light will be datached from the %&%@%&%‘W
opposite socket. N

/ Glow lamp

\
Fluorescent Ilight unit
/- 4

4 Install a new fluorescent light in the
reverse order.

*It is recommended that the glow ‘
lamp should be also replaced.

MEMO

5 Mount the title panel to the original
position. \ 1/

« / ]\

Push in this direction
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9 Maintenance

9-3 Replacing the start button

‘ A

*Before replacing the start button, be sure to turn OFF the main power
switch and unplug the power cord from the receptacle.

*When replacing parts, be sure to use parts of the correct specifications.
Never use parts other than the specified ones.

«Strictly refrain from disassembly and repair of parts which are not indicated
in this manual, as well as settings and remodelling.

B How to replace the start button mm mm e mm . -—————— - - - - - - -

The figure illustrates how to replace the start button of Player 1. Do the same for
the other start buttons.

% 1 Be sure to turn OFF the main power 4@// \crews
switch and unplug the AC power O '/
over.

cord from the receptacle.

2 Remove the screws shown in the
figure and detach the cover.

3 Remove the screws shown in the
figure, dismount the panel and pull

off the connectors. Serews \ Conne&
\ C W 7

*Be careful not to open the panel
too widely, the wires may get
disconnected or the internal wires

may get broken.
MEMO

S

Screw

4 Remove the screws and remove the
bands which fix the microswitches. {

(//l
\
)
X
=)

ErRR
s
jo)
/.
z
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9 Maintenance

Pull off the socket from the start
button.

>

Loosen the nut and remove the
start button.

o

I Mounting the start buttons.
Mount the start buttons in the
reverse order, paying attention to
their direction.

8 When reassembling the start
buttons, mount them in the reverse
order, paying attention not to
confuse the wires.

*When the start buttons and the
microswitches are replaced,
reconnect the wires correctly,

referring to page 73.
MEMO

Socket

Start button %
<

*Socket layout when viewed from

behind the panel

Player 3 Player 1

Player 4 Player 2

9 I Mount the panel in the reverse order.

10|

(See page 25.)

11

Plug in the power cord and turn ON the power to start the machine.

Then, operate the machine in test mode, and carry out “INPUT CHECK” and

“LAMP CHECK?” on the “I/O CHECK” screen (see page 33.) and check to see

if the start buttons work normally.
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9 Maintenance

B After replacement of the start buttons and microswitches e mm s mm m =

When the start button and microswitches have been replaced, reconnect the wires
as shown below.

Start button

LED wires (+) Microswitch
Orange LED : Yellow
i View from A
[ —
Sl Foer | -©+
LED wires (-)
Player 1 : Blue
Player 2 : Purple
Player 3 : Gray
Player 4 : White
Microswitch wires -+——— Microswitch wires
Black Player 1 : Brown
Player 2 : Red

Player 3 : Yellow
Player 4 : Green

*The LED terminals are marked (+) and (-). Be sure to connect the orange
wires to the (+) terminal, and the wires of the player-corresponding color
to the (-) terminal.

*The button is for LED only. Do not use it for any other purpose.

*The LED can not be replaced separately.

Microswitch
*Mount the microswitch as shown in the figure. o
1. Fitit to Pin 1. .
2. Tilt up the microswitch 90 degrees Fr “' ».—..»-
and fix it by pin 2. i ol S/ i
icroswitch ——= EJ t \
=

Pin 1
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9 Maintenance

9-4 Replacing the gun unit
Check the gun unit of this product at least once a day, and replace it if damaged.
B How to replacing the gun unit = e . - -—-—— - - - -

‘ A

*Check the gun unit at least once a day. Never use it ifitis broken, cracked
or the cable is in poor contact.
*Before replacing the gun unit, be sure to turn OFF the main power switch
and unplug the power cord from the receptacle.
*When replacing parts, be sure to use parts of the correct specifications.
Never use parts other than the specified ones.
«Strictly refrain from disassembly and repair of parts which are not indicated
in this manual, as well as settings and remodelling.

The figure illustrates how to replace the gun unit of Player 4. Do the same for the
other gun units.

% 1 Be sure to turn OFF the main power
switch and unplug the AC power
cord from the receptacle.

2 Separate the front unit and the
center unit, referring to “8-7 Setting
the front unit” on page 65.

3 Remove the screws shown in the
figure and detach the cover.

*Use an Allen wrench (2.5 mm) for
removing the bolts.
MEMO

4 Remove the screws shown in the
figure, detach the bracket,
disconnect the connector and
dismount the gun unit.

ol

Mount a new gun unitin the reverse
order, and attach the cover which
was detached in Step 2.

Connector

Couple the units (separated in Step 2 above) in the reverse order. Then plug
in the power cord and turn ON the power to start the machine. (See page 25.)

\]

Then, go to the test mode. Check the gun performance by “INPUT CHECK”
on the “I/O CHECK” screen on page 33, and check the reaction of the gun and
calibrate the gun by “GUN CHECK” on page 35.
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9 Maintenance

9-5 Resetting the circuit protector

If an overcurrent or short circuit occurs, the circuit protector will be automatically
actuated to protect the electric circuits of the game machine. When resetting the
circuit protector, turn OFF the main power switch, unplug the power cord from the
receptacle, eliminate the cause, and then press the button of the circuit protector.

B How to reset the circuit protector mm mm m mm mm m = - -——— - - - - -

r A

*Before resetting the circuit protector, be sure to turn OFF the main power
switch and unplug the power cord from the receptacle.

«If the circuit protector trips soon again, immediately turn OFF the main
power switch, unplug the power cord and contact your nearest dealer.
*There is high voltage inside the machine. Only the qualified industry
specialist is allowed to open the back door. With the back door open, be
very careful not to touch the monitor and its nearby parts.

*When opening the back door, be sure to turn OFF the main power switch
and unplug the power cord from the receptacle.

«If the machine is in abnormal conditions and does not operate normally,
immediately turn OFF the main power switch, unplug the power cord from
the receptacle and contact your nearest dealer.

% 1 Be.sure to turn OFF the main power Power unit
switch and unplug the AC power
cord from the receptacle. Circuit protector (10A) Main power switch
2 Remove the cause of the trouble. \©
Press the button on the circuit
protector of the power unit.
OOOOOOOOOOOOOOO
Power inlet
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9 Maintenance

9-6 Troubleshooting

If the power switch is turned ON but the machine fails to start properly, take the following

measures.

If the machine still malfunctions or any other problem than described below

occurs, immediately turn OFF the machine’s main power switch, unplug the power cord from
the receptacle and contact your nearest dealer.

Trouble

Possible causes and check points

Measures

Nothing onscreen, and fluorescent
lamp (atop the center unit)
failure to light up.

*No power turned ON.
(Main power switch, Sub-power
switch.)

*Power cord disconnected from
the machine or wall outlet.

*Back door open or loosely
closed.

«Connectors not reconnected after
the memory card has been set.
Or connectors not properly
reconnected between rear unit
and center unit, as well as
between center unit and front
unit.

«Circuit protector activated.

*Turn ON the power switch.
Check also the shop’s circuit
breaker. (See Page 25.)

*Reconnect the power cord tightly
(See Page 25.)

*Screw down the back door tightly.
(The door switch has been
activated to cut off the power.)
(See Page 25.)

*Reconnect the connector.
(See page 58 to 62,65.)

*Take an appropriate measure
referring to page 75.

Nothing appearing onscreen,
but title panel’s fluorescent
lamps on.

«Memory card not correctly set in
PCB unit 1 or PCB unit 2.

*Connectors not reconnected after
the memory card has been set.
Or connectors not properly
reconnected between rear unit
and center unit, as well as
between center unit and front
unit.

*PCB unit defective.

*Monitor defective.

*Check the memaory card for wrong
position. (See page 58 to 61.)

*Reconnect the connector.
(See page 58 to 62,65.)

siImmediately turn OFF the main
power switch, unplug the power
cord from the receptacle and
contact your nearest dealer.

Fluorescent lamp failure to
light up.

*Fluorescent lamp or glow lamp
broken.

«Connectors not properly
connected between rear unit and
center unit.

*Replace the fluorescent lamp or
glow lamp with new one of the
same type. (See page 70.)

*Reconnect the connector.
(See page 62.)

Screen too dark or too bright.
Or images out of position on
left and right screens.

*Monitor maladjusted.

*Referring to “5-4 Adjusting the
monitor”, readjust the screen
brightness and image position.
(See page 48.)




9 Troubleshooting

Trouble

Possible causes and check points

Measures

Coins are put in, but the
credits in “CREDIT” onscreen
are not properly counted.

-Microswitch of the coin selector
or coin selector defective.

*Check the performance,
referring to “INPUT CHECK” on
the “I/O CHECK” screen. If NG,
replace the microswitch. If OK,
replace the coin selector.

(See page 33,34,69.)

Coin input port failure to light up.

eLamp of the coin input port
broken.

*Replace the lamp with new one of
the same type. (See page 69.)

No sound or too loud (or too soft)
sound.

*Sound level maladjusted.

«Connectors of speakers
disconnected.

*Make proper setting on the
“SOUND OPTIONS” screen.
(See page 41.)

eImmediately turn OFF the main
power switch, unplug the power
cord from the receptacle and
contact your nearest dealer.

“BAD” appearing repeatedly
onscreen by “ROM CHECK”
in test mode.

Memory card defective.

sImmediately turn OFF the main
power switch, unplug the power
cord from the receptacle and
contact your nearest dealer.

“HARDWARE ERROR (

)H
displayed on screen. "

Memory card is broken.

*PCB unit is broken.

*Something wrong with the
hardware.

eImmediately turn OFF the main
power switch, unplug the power
cord from the receptacle and
contact your nearest dealer.

«Jot down “***" immediately turn
OFF the main power switch,
unplug the power cord and
contact your nearest dealer.

Sensor does not react at all or
reacts abnormally.

*Monitor glass covered by
something.

*Sensor(s) exposed to direct
sunlight, strong light or infrared
light.

*Other game machine or the like
using infrared ray set up near
this machine.

«Connectors not connected
properly between rear unit and
center unit or between center
unit and front unit.

*Trouble with sensor.

*Make sure the 10 sensors are
not blocked.

*Relocate the machine to a place
not exposed to direct sunlight,
strong light or infrared light.
(See page 56.)

*Change “FREQUENCY ID” by
“GUN CHECK” on the “1/O
CHECK” screen. If the same
symptom persists, then relocate
the machine.If the trouble
persists, move this machine to
other place. (See page 33,35)

*Reconnect the connector.
(See page 62,65.)

*Check the performance,
referring to “INPUT CHECK” on
the “I/O CHECK” screen.
Immediately turn OFF the main
power switch, unplug the power
cord and contact your nearest
dealer.




9 Troubleshooting

Trouble

Possible causes and check points

Measures

Gun malfunctioning.

*Muzzle's coordinates sensor or
posture-for-fire sensor exposed
to direct sunlight, spotlight or
infrared light source.

*Relocate the machine to a place
not exposed to direct sunlight or
light source such as spotlight.
(See page 56.)

There is no reaction at all or
occasionally when the gun is
triggered.

*Connectors of gun unit
disconnected.

*Gun unit defective.

*Muzzle’s coordinates sensor or
posture-for-fire sensor exposed
to direct sunlight, spotlight or
infrared light source.

*Trigger microswitch or shoulder
stock button switch defective.

78

*Check the connectors for poor
contact. (See page 74.)

*Check the performance on the
“GUN CHECK” screen.
If malfunctioning, replace the
gun unit with new one.
(See page 35,74.)

*Relocate the machine to a place
not exposed to direct sunlight or
light source such as spotlight.
(See page 56.)

*Check the performance,
referring to “INPUT CHECK” on
the “I/O CHECK” screen.

If malfunctioning, contact your
nearest dealer.
(See page 34.)




10 Annex

10-1 Label locations and exploded view
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<Front unit left side> <Front unit right side>

No.| CODE No. NAME QTY| NOTE |[No.| CODE No. NAME QTY| NOTE
1 0000127173 |LABEL,1 1 11 | 0000127178 | LABEL, CARD 2

2 /0000127174 |LABEL,2 1 12 | 0000127177 |LABEL, FRONT/A | 2

3 /0000127175 |LABEL,3 1 13 | 0000061691 | LABEL, KONAMI/M| 2

4 10000127176 |LABEL, 4 1 14 10000127191 | LABEL, SHOVEL 2

5 0000127179 |LABEL, SIDE/A/L 1 15 | 0000127192 | LABEL, TANKI/L 1

6 |0000127180 |LABEL, SIDE/A/R 1 16 |0000127203 |LABEL, TANK/R 1

7 |0000127181 |LABEL, SIDE/B/L 1 17 | 0000127298 | POP/SD 1 |Billboard
8 |0000127182 |LABEL, SIDE/B/IR 1 —

9 0000128084 LABEL, FRONT/SD| 1 —

10 | 0000186570 |LABEL, PLAY/HD 1 —
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