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Technical Information

(1) Required Power Capacity
GND-Vcec 5V or more
GND-(+12V )See the WIRING DIAGAM

(2) Output R =
R(red) analog, positive G e e
G(green) analog, positive B —//1—"
B(blue) analog, positive SYNC W
Sync. H-V complexed, negative ?4 v

(8) Adjusting volume of sound.
Turn the volume right and it becomes louder.
(4) Handle with care.

Play Instruction

(Story)
This game features Oolong trying to become a grand
master of Kung-Fu in honour of his father,who died in
the final match for his mastership. After a long,hard ap-
prenticeship of Kung-Fu, he has to fight 11deadly oppo-
nents, skilled in the art of Kung- F@Experlence the thrills
of Kung-Fu!
(How to play)
Use 8-way joystick and two bu*ttons to make Oolong
use all his deadly kicks and punches.
(Rules)
*KQO meter on the upper side of the screen shows Qo-
long's power. When the meter reaches 0, he is knocked
out and the game is over.
*When the.epponent’s meter reaches 0, Oolong has de-
feated fhim and goes to the next stage 1o flght against

_his mext opponent.

1ioppoenents appear in total. Oolong must fight off 5fig-
hters first and then 6 masters who are even more skill-
“ed in the arts of Kung-Fu. =
Hints for play: Seek and attack each opponent's weak
s point.
Make Oolong jump over the opponent by
levering joystick diagonally.
This is the first step to Oolong'’s final Victory.

Self Test

Normal:'OK’will be displayed. Then game program will
be started.

Abnormal:'BAD" will be displayed. Then stopped.

Manual Test

(a) How to start
Turn on the power while the SW3 of the DIP SW3 is on.
To start the game after this test, turn off the power and
the SW3, and then turn on the power again.

(b) How to select the test items.
To change items, push 1P button.
(c) Test items
@ Color Conditioning:12 blocks will show the colors.
@ Control Check:Condition of all the control switches
will be displayed.
@ Coin Counter Check:Count the coin counter No.1 and
No.2 up 8 times.
@ DIP SW SETTINGS :DIP SW SETTINGS will be displayed
on the screen. DIP SW SETTINGS v‘gill be conditioned
with the power off and confirmed in this mode.

@ Sound Check:Check all sounds every 3 seconds interval.
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DIP SWITCH No.1 Settings

1. Coin switch No.1 settings.

DIP SWITCH No.2 Setting
1The Number of Playérs kife

SW| 1 2 "
O | OFF | OFF

ON | OFF

OFF | ON

ON | ON

SwW 1 2 3 4 COIN PLAY
OFF OFF OFF QOFF 1 1
ON OFF 1 2
OFF ON 1 3
ON ON 1 74
OFF OFF ON QOFF 1 S
ON OFF 1 5]
OFF ON i 7
ON ON ] 1
OFF OFF ON 2 3
ON OFF 2 5
OFF | ON 3 3
ON ON 3 2
OFF OFF ON ON 3 4
ON OFF 4 1
OFF ON 4 3
ON ON FREE PLAY
(ATTENTION) Free Play! You can play games
without coin.
2. Coin switch No.2 settings.
sw 3} 6 T 8 COIN PLAY
OFF | OFF | OFF | OFF 1 1
__ON OFF i 2
OFF ON 1 3
ON ON i 1 4
QOFF OFF ON OFF 1 5
ON OFF 1 5]
OFF | ON e 7
ON ON 2 1
OFF | OFF | OFF | ON S
ON QOFF 2 5
OFF ON 3 1
| _ON ON 3 2
[ OFF | OFF | ON ON 3 4
ON | OFF 4 1
OFF | ON 2 S|
. | ON ON INVALIDITY |25
-l g

2. Change of Table or Upright.

SW| 3 Type
OFF Table i i ]
O | ON Upright
3.Bonus Set
SW| 4 [ Bonus points
O | OFF | At 30000PTS and every 80000PTS there after
ON At 40000PTS and every 90000PTS there after

4 Difficulty of the game

SWE Difficulty
i OFF | OFF Easy
O|ON |oFF| Normal
OFF | ON Difficult ]
ON | ON Very difficult

* SW7:Not used



5.7 EDDF 5.Sound in attractive mode
_SW 8 = SW| 8 Sound
OFF = OFF OFF
O | CN = O | ON ON
FWITATYFNI VS DIP SWITCH No.3 Settings
1.EFARD )~ EBRECE—5—) 1.Video Screen initialize
SWAE =T ST s SW| 1 Initialize
O O s i = . G O | OFF Normal
ON B2ER ON Up side Down
2NSPVITSA S THVEZ 2.Change of VS Upright
sw| 2 7 947 sw| 2 | Type
O |OFF  BRITT -l O oeri Normal Type
ON VSV IS I T ON VS Upright Type
3E_FIVER 3.Change of Mode
SW _1_3 K SW| 3
O |oFF T—LE—K O | OFF
ON SPEREFRE — ON
x SWAIRER # SW4:Not used
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