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Technical Information
(1)Required power capacity
GND-Vce 5V6A or more GND-(+12V)
% See the wiring Diagram.
(2)Output
R(red) analog, positive ~
Glgreen) analog, positive
B(blue) analog, positive
SYNC. H-V complexed, negative
(3)The monitor should be horizontally installed.
(4)Use the volume knob on the PCB to adjust sound
level. Turn the knob clockwise and it becomes louder.
(5Handle with care.

Play Instruction

% 2 player can play interactively.

% Decide the ratio of your boxer's SPEED, PUNCH POWER
and STAMINA. Choose the arrow using the FACE PUNCH
button and decide the percentage using the joystick.
Press the Body Punch button when you're ready to enter
the ring.

% Use the 8-way joystick to produce skillful footwork, attack
and defence.

* Use FACE PUNCH button for straight, jab and hook to the
face. Use BODY PUNCH button for straight, jab, hook to
the body and upper cut to the face.

* The bodyand face are protected alternately by pressing
the button. When close-in, the guard used depends on the
punch of your opponent. ~

* TRAINING MODE
You can go training after every two bouts you win. There
are three training modes to finely tune each element of
your skill.

% There are 8 stages. You can continue the game by
inserting additional coins and press start button within the
given time.

(CONTROL PANEL)
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FACE PUNCH  BODY PUNCH  GUARD
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SW 1 2 3 4 e T
O OFF | OFF | OFF | OFF | 1
P ON 1 Z
OFF | ON 1 3
ON 1 4
OFF | OFF ON OFF 1 5
ON 1 6
OFF | ON 1 7
ON 2 |
OFF | OFF | OFF | ON 2 3
ON 2 5
OFF | ON 3 1
ON 8 2
OFF | OFF | ON ON 3 4
ON 4 1
OFF | ON 4 3
ON =T+

DIP SWITCH No.| SETTINGS

7. COIN SWITCH NO.1 SETTINGS

DU—TUA ERD1 VEANT 2T L R DREES S
2. JAYAAWFN2E Y

SW 1 2 3 4 COIN PLAY

O | OFF | OFF | OFF | OFF 1 1
ON 1 e
OFF | ON 1 3
ON 1 4
OFF | OFF | ON | OFF 1 5
ON 1 6
OFF | ON 1 ¥
ON 2 1
OFF | OFF | OFF | ON o 3
ON 2 )
OFF | ON 3 1
ON 3 2
OFF | OFF | ON | ON 5] 4
ON 4 1
OFF | ON 4 3
ON FREEPLAY

FREEPLAY : You can play games without coins.
2. COIN SWITCH NO.2 SETTINGS

sw| 5|6 |7 |8 3«¥ | TJus
O | OFF | OFF | OFF | OFF 1 1
| ON | 1 2
r | OFF | ON 1 3
‘ ON 1 4
| OFF | OFF | ON | OFF 1 5
ON | 1 6
OFF | ON 1 7
ON 2 1
OFF | OFF | OFF | ON 2 3
ON 2 5
OFF | ON 3 1
ON 3 2
OFF | OFF | ON | ON 3 4
ON - 1
OFF | ON 4 3
ON i B

sw| 56|78 COIN PLAY

O | OFF | OFF | OFF | OFF 1 1
ON i 2
OFF | ON 1 ]
ON 1 4
OFF | OFF | ON | OFF 1 5
ON 1 6
OFF | ON 1 7
ON Vi 1
OFF | OFF | OFF | ON 2 3
ON 2 o
OFF | ON 3 1
ON 3 2
OFF | OFF | ON | ON 3 4
ON 4 1
OFF | ON 4 3
ON VOID
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DIP SWITCH No.2 SEETINGS
17. 7PLAYER'S Bi\SIC _ENEHGY

sw | 1 2 I —v—EBE/DO— sw | 2 - ENERGY l
OFF | OFF | 8 U ofF | oFF | 18
O | ON T 20 O oN ' 0
OFF | ON | 2 COFF | oN |
I T e 7 B T )
2. T—L0O#%E 2. DIFFICULTY OF THE GAME
sw!| 6 Zz | H®E ‘ swl| 6 7 DIFFICULTY
OFF | OFF osLn T OFF | OFF . EASY T
o | on  =E o | on ~ NORMAL
OFF | ON B . OFF | ON N DIFFICULT
ON FEBICHLL ON ~ VERY DIFFICULT
3. TEPDE 3. SOUND IN ATTRACTIVE MODE
sw| 8 = sw| 8 SOUND
OFF 7 OFF OFF
O | ON 5 O | ON ON

SW3. SWA4ESWSIEFEER.

T W IATWF MaSEw

1. EFARDU=2 (E29-) R&EHDVHRZ

SW3, SW4 and SW5 are not used.

DIP SWITCH No.3 SETTINGS

1. VIDEO SCREEN FLIP

SW 1 SW i)
O OFF ES® O OFF NORMAL N
ON & ON UPSIDE DOWN i
2. E—RE®E 2. CHANGE OF MODE
SW 3 ETE—K SW 3 MODE
0O OFF F—={LT—=F O OFF GAME MODE
ON FARE—F ON TEST MODE
SW2. SW4IEEfEH. SW2 and SW4 are not used.
OERERTE, O shows recommended setting .
CIL7T A~ Self Test

ERBES  OKERRR, T—LOBFVFRD,
REBES  BADERRSN.FITVIZRORLEFT,

V_arIlT A

Normal:  OK will be displayed. Then the game will start.
Abnormal: BAD will be displayed and self test will repeat
itself.
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Manual Test

(1)How to start
Turn on the power while the SW3 of the DIP SWITCH No.3
is on. Push player 1 start button to change items.
(2)Test items
1. ROM check
Picture contortion
Color chegk
I/O check
Sound check
. Dip switch settings
* Push any of the function buttons for player 1
to change sound code.
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WIRING U_>O_A

FOR PWB 351 wﬂ

NOT APPLICABLE
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4Q I5W 4Q ISW

4Q 15W

8Q8W

BrBW 8Q8wW

PARTS SIDE
SOLDER SIDE

)

+12v

| A ] GND

GND

REQUIRED POWER CAPACITY

COLOUR MONITOR

i B ] GND

+5V

+5V
+5v
+5V

+5V

POWER (6A)

SUPPLY + 12V

GND

COIN COUNTER 1
COU COUNTER 2

ez B oy

T2V
+ 12V

TH

COIN COUNTER 1
COIN COUNTER 2

SPEAKER (+)
SPEAKER (—)

RED

RED
GREEN

GREEN
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BLUE

BLUE
SYNC

SYNC

GND

CONTOL FOR' 2P

SAME AS 1P CONTROLS

2P UP

=l

H 2P START

=

il

1P START

VIDEO GND
SERVICE

HJ SERVICE

H_I COIN 2 H_I COIN 1

ol &= B

COIN 1

) il

2
~

2P DOWN

2P LEFT

COIN 2
1P START
2P START
1P UP
2P up
1P DOWN
2P DOWN

2P RIGHT

2P FACE PUNCH

1P LEFT
2P LEFT

2P BODY PUNCH

2P DEFEND

1P RIGHT
2P RIGHT

CONTROL FOR 1P

HEAD PUNCH
BODY PUNCH
DEFEND
RIGHT

—oup

© LEFT

R oe—— 1

1P FACE PUNCH
2P FACE PUNCH
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1P BODY PUNCH
2P BODY PUNCH

PN EHEEED

1P DEFEND
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1P _UP

1P_DOWN

1P_LEFT"

1P_RIGHT

1P_FACE PUNCH

1P_BODY PUNCH

1P_DEFEND

— NOTES —
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Bl Bl

GND

1 1P IS NO.1 PLAYER
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2

e ] GND

GND

2P IS NO.2 PLAYER P

2 SURGE KILLER DIODES FOR COIN =
COUNTER INSTALLED ON THE P.C.B.

o

H_ GND

JAMMA 56PIN EDGE CONNECTOR

5/32 INCH PITCH





