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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.

/ A

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

*This product is of “LETHAL ENFORCERS 3 (GMD22-TB, HD)”.

*Be sure to read the following.

[The contents of the CD-ROMs (SYSTEM DISC and APPLICATION DISC) attached to
this product have been installed at the time of shipment. Keep the CD-ROMs, which
are necessary for reinstallation of the game software.

*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.
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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

*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.
( (Indicates a situation where disregarding the

A CAUTION suggestions could result in injury or product
L Q:Iamage.

*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 \q

4 4
® J Indicates a matter which is forbidden.
. \a
4 (Yo .
Indicates a matter which should be performed
without fail.
\a N

*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
r?‘places 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
their electrical, electronic and mechanical component parts.

N
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Precautions for use

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 8 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.

HSITON3

*This product is an indoor game machine. Never set up the game machine outside.
[$etting up this product outside could result in accidents or equipment failure.

*Do not set up the game machine near emergency exits.
(Moing 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. ®
(Ih a place exposed to rain or moisture.
(Ih a place exposed to direct sunlight.
[Ih 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.
(Ih a place exposed to strong vibration.
(Ih 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 radiating holes.
[Doing so could cause the internal temperature to rise excessively, resulting in fire or
equipment failure.

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

*Never plug or unplug the AC power cord with wet hands.
(Moing so could result in electrical shock.

*Do not hold the cord when plugging and unplugging the AC power cord.
(Moing so could damage the AC power cord, resulting in electric leakage or fire.

*When opening the back door and the side door, be sure to turn OFF the main power
switch and unplug the AC power cord.
[Dtherwise an accident or electric shock may result.

DN © ©
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Precautions for use

| Ssettinglp
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.
[Dtherwise a fire or machine trouble may result.
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*Be sure to use the attached AC power cord.
[Dtherwise 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 AC power cord where people walk through. You may tread on or
stumble over it.
You may stumble down and get injured, or damage the cord.

*Be sure to ground to the machine. Never connect the grounding wire to gas pipe,
water pipe or telephone ground terminal.
[Dtherwise an electric shock or machine trouble may be caused.

*Before attaching and detaching the security plug, 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.

O @ VO

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

*Do not install 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 64.)

[@therwise, the sensors may not work normally.

*Do not apply a strong force for moving the machine.
[@therwise, 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.

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

© 0 ©
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Precautions for use

A WARNING

«If there is any abnormality such as smoke, bad smell or abnormal noise being %

HSITON3

emitted from the machine, immediately turn OFF the main power switch and unplug
the AC power cord from the receptacle to stop operating it.

[Wsing 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 AC power cord from the receptacle.
3 Contact your nearest dealer.

*Do not plug or unplug the AC power cord with wet hands.
(Moing so could result in electrical shock.

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

2%,

A CAUTION

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

[Wsing 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 mi%ht 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.
| Mo not play violently. You may get injured. |

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

¢ Adjust the monitor apﬁropriately.
[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.

*Make sure that the gun unit is set correctly in place. (See page 37.)
[@therwise malfunction or trouble may result.

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

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

(Do not damage the AC power cord. ‘Do not modify the AC power cord.

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

(Do not heat the AC power cord. ‘Do not pull the AC power cord.

(Do not bind the AC power cord. ‘Do not tread on the AC power cord.

(Do not sandwich the AC power cord. ‘Do not drive a nail into the AC power cord.

«|f the AC power cord or power plug becomes damaged, stop using the machine
immediately and ask your nearest dealer to replace the parts.
(Wsing a damaged power cord or power plug could result in fire or electrical shock.

5



Precautions for use

Inspection and cleaning
A WARNING

4 )
*Be sure to turn OFF the main power switch and unplug the AC 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.
[Wsing improper parts could result in fire or equipment failure.

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

QN 0N

*There is a high voltage section inside the monitor unit . This section is very
dangerous. Do not open the back door of the monitor unit by any other person than
industry specialist. When the back door is opened, use due care not to touch the
equipments around the monitor or inside the units unnecessarily.

[Mtherwise 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.

\q

A CAUTION

*Do not coat the monitor glass, nor apply stickers and the like on it. ®

[@therwise, 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 AC power cord, and disconnect the AC power cord.
[Stepping on or tripping over the AC power cord may result in an accident or damage the
machine.

*When moving the machine, be sure to separate the front unit, monitor unit and floor
unit beforehand.
[@therwise, an accident, breakage or trouble may result.

*When moving the front unit and the monitor unit , raise the all 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.
[@therwise, 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.

*The front unit and the monitor unit may fall down depending on to which direction it is
pushed. When moving the units, always push the front unit as against the coin door
mounting side and the monitor unit sideway as against the monitor glass side. When
moving them on a slope or across a difference in level, more than four persons should
hold the front unit and more than eight persons should hold the monitor unit by the
grips.

[Otherwise, it may fall down to cause an accident or be broken.

*The floor unit weights about 41 kg (90.0 Ib). When moving the unit, more than 2 persons
should be hold it always by the grips.
[Dtherwise, injury or accident may caused.

*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.

HSITON3
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Precautions for use

PRECAUTION
IN HANDLING

N

*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.




Bl Locations of warning and other safety labels

HSITON3

l Types of warning and other safety labels

1 AWARNING 6 7 8 (@ a
A /ou are tired are sick or have been recently sick. A
Socuraly a6t and qame capinet e — ¥
is level. O | - your exercise is medically regulated. o
= N | - you have trouble or receive treatment with your hand or wrist. N
PN.0000036360 PN.0000237198 PN.0000368505
9 =
2 A WARNING ( A B (5951) CAUTION

Please do not play in bare feet or while
‘wearing slippers or shoes with raised
heels. The stage is elevated - please
watch your step to avoid injury.

NME-IPRY LR, BEEET
TL—BLBUTI RSN, ErERCREE
SHTL KB, FHETSRANBYET.

ELECTRICAL SHOCK HAZARD.
DO NOT OPEN EXCEPT
FOR SERVICE.

PN.0000032450

PN.0000354772

10 T wen— Higl00)

erosossszsa

x o PN.0000366253
12 oo 1104242500

erosonisoez

3 A EZ&wr12<) WARNING

=L \fl/BAD!

AHAZARDOUSVOLTAGE  3OVLTOASNOGKYZYHW

ATRAIE>TRERT S HErBY T,

9 | #azvreshaesss, BTROBET
le ALTRE D, SL.HEEBHTSLEPRRE PN.0000049570

gudzseabr2 Aot ran,

P

BEATUEOAEBLTR D, PN.0000049002
S e o

side. To move the unit, please push as indicated EREBRLECEOR MRORELLL ST

. in the picture. Also be sure to make a team of vt 1
= two or more in moving it along a slope or getting e ey oy o 3 Weiaht 320 705 5
it over a level difference. e gl kg Wb
L

BRU\E,/GO0oD! Unit may fall if you push or truck from the wrong
—

PN.0000366260 PN.0000368510

PN.0000367827

14 (-
4 weisht 11kg(24.310)
PN.0000095471
15 == CMDZE.TE ooEL CVIDE2- 1D
LETHALENFORCERS 3 LETHALENFORCERS 3
PoweR 110v / 60 Hz poweR 220v | 50 He

PN.0000366254 O o R e or e | December,2004
WEIGHT 482kg(1062.61b) WEIGHT 482Kkg(1062.61b)
5 = . - T
FE R (5050 | A5 2ECHREHLABVT RSN BOARRP T HETERANBYET, KONAMI KONAMI
CAUTION DO NOT STRIKE THE GLASS SURFACE. DOING SO MAY CAUSE ACCIDENT OR INJURY. p— E—

GMD22-TB(TAIWAN) GMD22-HD(HONG KONG)

PN.0000354708 . .
eLabel 15 is not reissued.



1 Specifications
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Specifications
Dimensions Refer to the figure above : mm (in)
Weight Total weight : Approx. 482 kg (1062.6 Ib)

A Front unit : Approx. 110kg (242.51b) B Monitor unit : Approx. 320kg (705.5 Ib)
C Floor unit : Approx. 41 kg (90.0 Ib) D Title unit : Approx. 11 kg (24.3 Ib)
Rated power consumption | « GMD22-TB : 740W (MAX)

*GMD22-HD : 420W

Monitor 29-inch CRT (2 sets)

Service condition Temperature 5 to 35°C (33 to 95°F), Humidity 30 to 70% (No dewing is allowed.)

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

10



1 Specifications

Il Allowance for Carrying-in and Installation of Product == == s = m = = = = m
The following allowance dimensions are necessary for carrying the product indoors. =
Form in transportation. ()

4900(35.4) or more E
| T
S
650 (25.6) or more ‘g
] 5 -
o - '
g g
5 | S
g A
s b
2 E mm (in) \ . 3 mm (in)
Front unit + Floor unit Monitor unit+ Title unit

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

(Clearances from the wall and other machines)

\ \ - A ™

100(3.94) or more .
i : * Keep the specified clearances
between the game machine

the machine, which may
hamper the play.

900(35.4) || | 900(35.4) and walls as well as other
ormore #& or more
L= L= N «Do not put anything around

mm (in)

N
Keep the following points in mind when moving the product.

’ A

*When moving the machine, be sure to separate the units 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.

*The front unit and the monitor unit may fall down depending on to which
direction itis pushed. When moving the units, always push the front unit
as against the coin door mounting side and the monitor unit sideway as
against the monitor glass side. en moving them on a slope or across
a difference in level, more than four persons should hold the front unit
and more than eight persons should hold the monitor unit by the grips.

*When moving the front unit, do not heave it up by holding the gun unit.

*When heaving up the floor unit, more than 2 persons should hold it by the grips.

(Approx. 41 kg / 90.0 Ib)

Acrylic
o
< »
Never heaving up the SS <
floor unit by holding
the acrylic face.

11



1 Specifications

*When heaving up the monitor unit, more than 8 persons should hold it by the
grips or at the bottoms. (Approx. 320 kg / 705.5 Ib)

-
-
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When moving the monitor unit,
be sure to push it in the arrow
directions shown in the figure.

77 Never tilt the monitor unit
1 Z/ forward or backward when

- moving it.
/x It is very dangerous.

;" Fall down

Never moving
the monitor
unit by holding

the glass face. ,

Fall down

N

*When heaving up the front unit, more than 4 persons should hold it by the grips
or at the bottoms. (Approx. 110 kg / 242.5 Ib)

When moving the front unit,
4 be sure to push it in the arrow
directions shown in the figure.

Never tilt the front unit forward

Never heaving up

Never moving the front uni
by holding the floor unit.

- the front unit by holding the
portions of control panel.

or backward when moving it.
It is very dangerous.

12




B Z=ERAFESIR

AEFARM LR EARE R

3

~EA - HEE A RMAFMENLZDIESIR  FENEH:

7 B B

LR

il
i

QIEEmWTEE’Eﬁﬂﬁ%ﬁﬁ@~%ﬁﬁmﬁ§i%%@ﬂﬁ%ﬁgo
‘l (pEEEET ETRERECSSEEE ©
[ — | \W{ﬂ&.o
(-

A A

kl*.lﬁ-

RZIRIRERT "BHREMRSE

BT B

OFZEAWNTEIR * HPRFSEH

BFRIRSIESE o

-

N

A |

-
KERETR
N

REBEE MNE o

O8]

-
KERETTR
N

Bk BIRE

X}

-
KERETR
\Q

SEHIEIT BIRE o

— —

T
QR
.I%I =

Efh

RIERHEEA S FIRTA BRES

41

K.ZIS%FF@EEWJEEEHEP ' LIEERBH EREEAR" B RINAR" ETRRE - KWREREREFIAGE

FIXATHIA SET ©
SIS EMEEFEREL

. 7r§|J

TEAEREN SRS - LUREERTHNRDIERGLAN "ERMHEAR” o "SiIAS” 1T -
AEF B EERAERINEFERER “RMWAR” &7 - B “EARMEAE” 1 “KiTAE”

21

TEZERHIEAER ?
- BEAIREEEER #ﬁ%ﬂszrk%ﬂ’]%&ﬂk%‘“? TR “ﬁr%%% (REM) RFMAENES

JEARIFEESETT A BRYRE - ~ InEHHE
FW%’E%‘AEE’JIVEW&
A s B SIR AL ER AN IR -

fTEE EHHTJAE. ?

Fﬁa*rgﬁgnin+ ;%1_

IREEIEITHHE S IEAEIEROAS -
RIGABNITIEAR

- R B
\a

BRI R -

RBEBI RTINS EIEER

THREBEFAFETERMG -

HETFH AR TR -

LEREIET - $HREEETHEEL
SEITHHEEIERIAS -

SBMHHIETFRAG - BURER BAET - M T B2FEFIRMASE - BEYH

13

34S3NIHO



LRI ESR

[ B
[ |

-
OFEMRBIEKE « BENEMER - HLREHRVIEIHETS
-BRBFIABLSY - EERRE - BEILIGRERES - SEERERIRER -
- REAEM - S8 ERGNNEEFRERABE - FERAKTARE  TARE -
R TRENHESSEYZEHBESH -
- FEEXEAEMES - BT RHRRSAUMASEUR I ENNE - TARSEHRGNRESH
I B HEMIRIR

O
n-
=
m
90
@

OFERBEAMBEME » BEAFUREEESN ©
- ANREBEAEES - BB EFHEHIRKE

3’
=8

OF A RIEAERFETERYINRESHOR o
- BRBE K ERASEARY - BEBHET -

%)

3
=3

OLtH  FARIERERRETLUTIRAHN o
- BRI S B ERHE RS
- RN BN R R A ER RIS
- REFIBRICIRGTAVRRT
- ERESHE A RS EEESIRISAT
- B ~ TR S5 A MRV e R MR
- AR LU S8 SR R TE SN
- JRBLER BT
- IREDRYIZFT
- IREREERRYIBAN
- BEESR PR SR AN E R AL 3R BT
- [ERBREREHT

3 s
’@I

3’
=8

O Em ERIK BT - FFOMERKHERAIZEY o
- KAFMEBYREAANERES - IS S ERAE LS -

3’
=8

O@F DEME QMBI NEY & ©
- ANRpEERE - NERE LR - SSEENEIE K KBS

%I&*@ 3
=

OB TRRIRBS L - HETRNIR L ER -
. DRSEEBEEA KA AR TR - N
OB T IR T IEIERIE -
- DA EEBEE -
% 1k
O TERIEAS - FEFHRRDS -
. DAIERRIRE - SRS EREEMAL - N4
O TBILErIRMEFIS - I BT TER - WEREEIEE LT o
BAEEBBB RN -
T ERHEE

14



LeERIESER

AEE

O UMEATFERIBIER - FIANMRERE - BEBERATSHBNERAR
- BE - HEEEEE A SRS -

@F5 5L A BAYERERR o
- BRI EBEESE A ENE -

@:1BL T E(E S MIEH o
T BRI E K HBE -

4S3NIHO

03
5

OF T RIGEREIRFBEBE L - LIBWABRS UL o
- BRI S BHASEAIRIE  SEIRZINGIE -

O FERUFEERZBR o BHNFBRBAEHRMBIZERIE « KE - TEZ ARG
T
- SNARTEENAR - T EEASENAE -

3
A

i
"
£
B

O EAREMRM - FAEAEREME M ERIRATIERRER (2RE-TH) -
- BAI H?:@ﬁﬁz!iﬁ“ NEEIEHE AR - SEME -

O ENEAERE » BYBRERRREEIRIELEY  REFHLBRSS RS
ISR (2EEATHEE) o
(EBEAR AL EE -

03
5

OB ARERGFENEEBIAN
- BRI B FHERIE -

%
R

O EFRERMEE @ FAMES WHREERAIIR (%Eﬂ%“l"ﬁ) °
- RABEXEEERE  SHBEBHIAERE - I BREET —ENE

3

B UekEESERIgREREeER - &
QEVZERERIFIBN » HE8E ALK o
- BRKESERELETERBRRBEENRE -
2 it

15



LRI ESR

{5 AR

[ B
[ |

~ N
OURAELE—HETIE « AN ER LN « BUANPITEN BT %
SEYCHERE LR » LA o
BRI BRI TR - BEBEEAKAIEY - N
B RS
| BIRAEEIERIR

2 ISEIRREAN R EIRT
3 BAEHAVFEEHIE

O
n-
=
m
n
m

%,

@BHA ] R FIGINTIRIREE

- BASSEHIBE -

O STE BRIRIAAR IEFE R AR E PSRRI ERKRE FIERE o

3
=3

3 s
’@I

L - BEI ALEREEH A K - BEVEA R EEITHRE - ®
P
[ A II 1Eu,\
4 _ )
O FERATEBIEMELISMER o
- MREEER R EARG AR ER - RERETT - WESHAEENSES ®
St ° =k

@B EITELUTEIR
- BRI EENRE ENERE - RERENE -
BT AT AR TR ©
- BBE - 55~ BEIRTE ~ mHPRE - RIBLURSETER
- PIEHATREREE - BBTEHNESE
- BREEZET  ARURZEBENRHMBLENNES SHRAEIEH
B3 - FAFREEBRR © IEERET °

O7EBEFIELITIENR » FFRERBAS o
- BRSNS -
- FBARB M  DRISEERAERE -
@F A RIFEWIEH o ®
- RRSEBHRERHENTZE -

OF R ERRER  EITEF o
ARAEREEHIRE RN ZERBARE TEITEEAT - BEE REERI AR RIEE
FRItEFRESNREFHFETEERSG -

OFERRIEHRETNNEERNUE (B2RFE=TER) -
- BRSS B EHERIRLIFE -

@F DISESTHRAS FHE R Z ] o ®
- BRI EBEERE RN ENEHZE -

4
=8

16




LeERIESER

OfEAERRRES - FFETFUTEE -

- BRISEEHRERESL - KKEHE -
- TEBE - THEML - TELESET - AAEE - A
- ANERAE - ARHREE - ARTHRIER - AR RERETE]

QE AT RRHEFIEERIREM - SENSILER - REEEHAVEIHEERETMG o
- FERAEHRRE TH51R(EH - WS BEEE N KABE -

.

SEMER

[zn*_aﬂ:

4S3NIHO

4 )
QiEEHEIRAERR  BERATERFER » ST RIERIEHRE LN o

- BRI EEHEE -

OIATHEEFETHEF - WABAAQTIEENES  BEATEAREMTHIER o
- BRI EHEE KRS -

QI THREEM ZAIEFIEE - BHEVEAAERBERNIEIEIRRE @ SEREEIERE LN
To
- BRI S EEREEHEMEE -

OFNEZHAIFFAZTPRIEERIEALETFEE « 1212 - BRIEREREE ©
- BRI EEHUK K ~ FRRENIES - FRIZIEEE - FREHAVFEHE
RERIEERVERALEIT R ~ 1832 ~ RIERTEHNESCEMERAIBTE - AT
BE-

OFE R EHEHAEE SEER o BREIASUN » ATRBERBEEANEEM - 8
TR EPIE - NA]REE AR RER BRI & HL R Ep 2R, o
- BRASEENEHRERHEMBE -

Q@ FRFEARERE » BEARAEPERBBRIRABELZBETEH -
- (ERREE SR B S ANATIR - ARTREEELEE -
- NRAELATDRK » S ESBHIBENBLEWE -
OFE TN ERASBPRE AN E REITHRE o
- BRI HSREmEKSEREERELHE -

=
=
&
sm
&
5

%
Q)%

&
-
&
B
i

e B
‘0 @

%

3
=3

AEE

OFE N ERERIRIEN » HFRE LBEH o ®
- BRIKESEIEEETER BRI B ENE -

17



ZeFERETEEE
BE - B
N x~r
[ AEE

4 )
O SFHBEARESRR - BARARAEEIRRFRR - (EHEE LT BREGE - BT EREME %

- BRIBRZIS AR EIREAR - S BEEE B eiiE -
W ERKEE
@ EREAERE  FFHVBSIFENSHRMNBTRERLK LR EHEREBITER -
- BRSEEEEEN - WIBNWE -

OEBERIS L  BREAKE - FELAEFERVAMBEEREER LS  BLUM
fAlEmi5E) o
- BAESEEE BN - WIBRME -

OBBHZRER FAEBIRMIHE -
- DRSS EHEE EERiE -

O
n-
=
m
90
@

@ TR ERIGHRE - FVIFBEARETER -
BN EEHASZERBAETHERIE -

OFIMEI AR REER - IRIBHBIAR - BT HRETRNIER - B B
FHHAKFLHEREME - B RRARFHZERRRIEE » MEZASRMER 551
MEBEBRUESEERER - siAEREBUHANALL - BRERARBVHAA
L EHB34E 3 BR #E o

- BREEHAZKEKREMBLESHIRKIE -

@I ERI41kg (90.0 Ib) o FEENEF » FEFE R 2B A LU EHNAFIEF R MED o

%

4
=8

OBBERER - FAEYHRMAIR R TB S ENBAD B
- BAKEERANEZERBETHEERIE -

BRABEESIR

OEERFEREZTHE  AERNMEEFAENAERUEREZEMETER - F
B HERRNEMHEETE MR EEITEER o

18



LeERIESER

e

OFERMRE ~ FREHEEFBLERBAELHNIRFHIAT L EET

OFTEMEMEER LM “BE” N B % -
O N EAMEMENE S I ESEAMEH T EITRE -
QEERZTBFAERNFEER  BRRAZTEBIFEE -

19

4S3NIHO




B =5EEFRREENE

34S3NIHO

[

HIREFHERE

1 A WARNING 6 7 8 (@& a
© | " you have been drinking. [
Ensure all leg levellers are £ [ -vouare tred ae sickor have been recenty sick. 8
securely set and game cabinet T e B s orloss. T
is level. & | Vourexercise i medicaly reguimed. &
= _— N | - you have trouble or receive treatment with your hand or wrist. N
PN.0000036360 PN.0000237198 PN.0000368505
2 A WARNING 9 | AE B (505L) CAUTION
ELECTRICAL SHOCK HAZARD. NLE—LPRY v EEDRY, BELET | Please do no play inars foat o e
. - e b wearing slippers or shoes with raiseq
DO NOT OPEN EXCEPT TU—ELRNTL LN, FERTKERE | pools, The stage is elevated - please
FOR SERVICE. DT EEL, SHETSRNSBUET. | watch your step to avoid injury.

PN.0000032450

PN.0000354772

10 T o H1ig(80)

Puoowoaserss

x O PN.0000366253
12 oo 1101 (242500

PHooo00sso02

3 A E&12<) WARNING

& l,/BAD!

AHAZARDOUSVOLTAGE  F9VLI0NSNOCHYZYHY!

BYBRICESTIHRHTIRENBYET,

o _ S fl:“}l‘&ﬂéﬂ'ﬁbif?ﬁizrﬁfmﬂﬁﬁl}:
N Buccran, an diliehiyaseviie PN.0000049570

Fulizsear b2 AlEcHoTran,

02T Ry_TNT S IBCRARL.
ChTOONRELTS K0,
B \Hl,/GOOoD! Unit may fall if you push or truck from the wrong .;_Z‘:,,E;:::uﬁgzu,",.jgé

side. To move the unit, please push as indicated RIHfE R RROBRICLY 2T,

in the picture. Also be sure to make a team of Sriss chck e nd ol once a dy

ted. 1
i ing i i f the cables are lef twisted, they may not
two or more in moving it along a slope or getting s Sl By 3 weisnt 300k (705 5|b)
it over a level difference. e v

PN.0000049002

PN.0000366260 .
PN.0000367827 PN.0000368510

14 ;
weisht 11kg(24.310)
PN.0000095471
15 = CMDZ2.TE ooEL CMDZ2.1D
LETHALENFORCERS 3 LETHALENFORCERS 3
powER 110v / 60 ke rowen 220v | 50k
o

H

mem—
PN.0000366254 st | pes e onpinse | s
WEIGHT 482Kkg(1062.61b) || [ weienr 482kg(1062.61b)
5 S E - o . R o . . Fon #t
E R (BOSW) | ASAAICEHEEHEABNTLEZ N BhASKP T HETIBNIHBUET, KONAMI KONAMI
CAUTION DO NOT STRIKE THE GLASS SURFACE. DOING SO MAY CAUSE ACCIDENT OR INJURY. | [Lugem "™

GMD22-TB(TAIWAN) GMD22-HD(HONG KONG)

ASREHRIT -

PN.0000354708
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2 Contents of the product

.Transportation form == == == - .

The product is transported in the form shown in the figure below.
As for separation of units, please see to the relevant pages shown below.

® Front unit

Floor unit mounting bracket A

(See page 73.) Front unit Floor unit mounting bracket B

(See page 73.)

Floor unit

(See page 70.)
Floor unit mounting bracket B
(See page 73.)

Lock metal A for transportation
(See page 70.)

Billboard

(See page 69.) Lock metal B for transportation

(See page 71.)

® Monitor unit

Title unit mounting bracket

(See page 67.) Title unit

(See page 67.)

Connecting plate A (L)
(See page 72.)

Monitor unit

Connecting plate A (R)
(See page 72.)
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2 Contents of the product

Make sure the following parts are all in the product.

(Approx.3m/ 118.1 in)

Security plug(GMD22 AA[B])

(nominal diameter 6)

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

25

NAME QTY NAME QTY NAME QTY
.b 2
1 1 , . .
Title unit mounting bracket
This unit has been mounted to
Billboard the monitor unit at the time of shipment.
This unit has been mounted to
the front unit at the time of shipment.
1
Floor unit mounting bracket A
2 || This unit has been mounted to
1 the floor unit at the time of shipment.
Billboard mounting bracket
Floor unit
This unit has been mounted to 2
the front unit at the time of shipment.
Floor unit mounting bracket B
This unit has been mounted to
1 the floor unit at the time of shipment.
1 Connecting plate A (R)
This unit has been mounted to
the monitor unit at the time of shipment. 2
Lock metal A for transportation
. . This unit has been mounted to
Monitor unit the floor unit at the time of shipment.
1
Connecting plate A (L)
1 This unit has been mounted to 2
‘ the monitor unit at the time of shipment.
$ Lock metal B for transportation
. . This unit has been mounted to
Title unit the floor unit at the time of shipment.
This unit has been mounted to \
the monitor unit at the time of shipment. 2 a
' Cross recessed head screws 8
. (M6x20L)
Connecting plate B
é@ 1 Cross recessed head screws 16
@ (M6x15L)
1 ©
AC power cord Plain washer 8




2 Contents of the product

Make sure the following accessories are all in the product.
NAME QTY NAME QTY

1

Instruction manual (This manual)

End user license agreement

Maintenance door key

CD-ROM : SYSTEM DISC**
(D22 *01)

*The *-marked code may differ by the

shipment period of the product.

CD-ROM : APPLICATION DISC**
(D22 *02)

*The *-marked code may differ by the

shipment period of the product.

A 1
1
Recoil unit adjusting jig for gun recoil unit

CD eject pin
jectp (Mounted inside the Player 1 control
panel of the front unit.)

Keep the pin safe, since it is necessary
when setting CD-ROM.

**The contents of the SYSTEM DISC and APPLICATION DISC are installed when the
machine leaves the factory. Keep them sure. (The discs will be required when

reinstall the game software.)
«If any part is defective or not found, contact your nearest dealer.

Il Tools necessary for set uUp jOb == mm mm = = = ———— - - -

)

Wrench (24 mm width across flats)

(Necessary for fixing the adjusters) Stepladder

@screwdriver (#2)
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3 Names of parts

Fluorescent light

Cold cathode-ray tube

Rear speaker (L)

Gun unit
Gun options button

Coordinates
detecting
sensor

Trigger

Coin input port
Coin return lever

Coin return port

Front speaker (L)

Lower sensors

Monitor
of Player 1

Start button
of Player 1

Gun unit
of Player 1

Front unit

Maintenance door
(See page 29 for how to open

Service panel

and close.) (See page 30.)

Coin slot

lamp ) Sub power
. ="t switch

Coin

selector ] €= Test button

Service button

IT— Coin counter
compartment

Coin box

Coin counter

\ ———
M Coin door (See page 31 for how to

open and close.)

Monitor unit —— =}

Power unit

Power unit (See page 28.)

Circuit protector

Main power switch

Power inlet

AC power cord

%ﬁ

S
Tl \"l‘
g

A=
‘&,m

0

Billboard

Title unit

Rear speaker (R)

Monitor Glass

Upper sensors
Monitor of Player 2

Monitor of Player 2
adjustment PCB
(see page 55.)

Connecting plate A (R)
Front speaker (R)

Start button of player 2

Grip

Gun unit
of Player 2

Security plug

%
~=———— Floor unit

27

PCB uint

Radiating hole

Monitor of Player 1
adjustment PCB
(see page 55.)

Connecting

plate A (L)

Side door

Adjuster

Caster



3 Names of parts

3-1 Power unit

.Power T L L L L P 1 P P P P P P 7 F § 7

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

’ A

*Be sure to use the attached AC power cord.

*Be sure to ground to the machine. Never connect the grounding wire to
gas pipe, water pipe or telephone ground terminal.

*There is high voltage inside the machine. Only the qualified industry
specialist is allowed to open the back door. When the back door is opened,
use due care not to touch the equipments around the monitor or inside
the units unnecessarily.

«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 AC power cord from the receptacle.

*When restart the machine after turning OFF the main power switch, wait

for longer than 10 sec. and turn ON the main power switch.

Power unit /
Circuit protector (10A) Main power switch

Power inlet

|

AC power cord
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3 Names of parts

3-2 Opening and closing the maintenance door

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.

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

1 Insert the accompanying cERE 51 S 1F B g
maintenance door key and turn ) o o

it clockwise.

2 I Open the ma'ntenance dOOI’ Maintenance door JLl_J I I Ll_J ol o‘
N\ | ' . J

_ ©) ——

_ o  —)

_ ,‘On ——

_ 2] Dg} ——

IL @ |
i [0 —— o] ]

H How to close the maintenance doOr == mm mm mm mm = = = = = = === - - -
1 I Close the maintenance door.

2 I Turn the maintenance door key counterclockwise and draw it out.

29



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.

’ 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.

Service panel
(€] ®
- Sub power switch
O—=— Test button
O=— Service button
‘ Coin counter
® ® compartment

eTest button

When this button is pressed while the power is turned ON, the mode changes to
TEST MODE. (See page 39.)

(To return it to the game mode, select the “GAME MODE” from the “MAIN MENU”.)
eService 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.)
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3 Names of parts

3-4 Opening and closing the coin door

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

A

eTake 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.

L

Coin door

I

H

Coin box

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

il

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 78.

MEMO

TN

Coin counter
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3 Names of parts

3-5 Opening and closing the control panel

The figure shows how to open and close the control panel at Player 1 side.
Open and close the control panel at Player 2 side in the same manner.

‘ A

*Before opening the control panel, be sure to turn OFF the main power
switch and unplug the AC power cord from receptacle.
*When opening or closing the control panel, use due care not to allow your
hands to be pinched.
*Take care not to apply any load or impact to the control panel when it is
open.
+ After closing the control panel, be sure to check that the panel is locked
L securely.

HHow to play the control pane| == ms mm mm = - - - - - - - - - - - -

% 1 I Turn OFF the main power switch.

Then unplug the AC power cord
from the receptacle.

2 Insert the accompanying
maintenance door key in the
keyhole(L) and turn it
counterclockwise by 90 deg. before
drawing it out.

3 Insert the same key in the
keyhole(R) and turn it clockwise
by 90 deg.. At this time, the key
is not drawed.

4 Lift up the control panel by the
portions shown in the figure and
open it.

At this time, be sure to lock the
hinges so that they should be in
upright position.

(olf the control panel is opened
abruptly with force, wireharness
may be disconnected or internally
broken.

*When opening the control panel,
be sure to lock the hinges. If the
hinges are not locked, the control
panel may be closed during work.

~ —=—Hinge is
) not locked.

Not locked Locked

— ] EMO

~=— Hinge is in
- upright position
. and locked.

32



3 Names of parts

Il How to close the control pane| == = s s me = = - - - - - - ---

1

When the control panel is pressed
lightly by hand, it will be closed
slowly by its own weight.

(«When closing the control panel, do
not put your hand around and
inside it.

Otherwise, your hand may be
pinched by the control panel or
hinge.

Turn the maintenance door key that
has been inserted in the keyhole(R)
of the control panel as shown in the
figure counterclockwise by 90 deg.
before drawing it out.

Insert the same key in the
keyhole(L) and turn it clockwise by
90 deg..

Then make sure that the control
panel will not be opened before
drawing out the maintenance door
key.

33
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4 How to play

This product gives you a lively entertainment of gun-shooting game so that you can
enjoy the feeling of triggering the gun by recoil mechanism of the gun unit as well as
the vibration from below in conjunction with it.

The game is composed of six play stages in the form of omnibus drama in which the
plot develop unpredictably in variety.

The new system in which the features of the primary gun game and the racing game
giving an excitement of ding-dong race are combined develops exciting and speedy play.
The players of the game compete with each other for the number of credits by rushing
over to the criminal scene as soon as possible and arresting the criminal ahead of
their rival (Player 1 or Player 2).

III}{()VV to C)FNET&!tG!tI]GES;I]I] e L T P P T P T R T T P T T P P T T 1

*By directing the gun unit toward the outside of the screen, the gun is reloaded with
bullets and at the same time a shield to protect the player from enemy appears.

Gun option button

Trigger

About “Weapon Items”

By shooting at an icon which appears when a specific enemy is defeated, the
weapon changes to another one which you can use until the bullets run out. The
following six types of weapon are available.

““Sub-machine gun” icon (example.)

SLE NRCHINE G

*Revolver
Handgun which a uniformed policeman uses most commonly.
Five bullets can be loaded and 15 bullets can be filled in the triple-cylinder by
one reloading.

e Automatic Pistol
Handgun which a plainclothes policeman and a mobile policeman use.
10 bullets can be loaded.

*Sub-machine gun
This handgun can blaze away by keeping on triggering. 30 bullets can be
loaded.

*Shotgun
This handgun can attack in wide range and plural number of enemies can be
defeated at a time. 10 bullets can be loaded.

*Sniper's Rifle
Crosshairs are displayed. This handgun can accurately shoot an enemy in the
distance. 10 bullets can be loaded.

* Assault Rifle
This handgun can blaze away by keeping triggering quicker than sub-machine
gun. 30 bullets can be loaded.
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4 How to play

-Howto play R N B B N B N B N B B B N B N B0 N B N B N B B § |

1. Put coin(s) in the slot and press the start button.

In the case of solo play, the player can make a choice of game mode
between “CPU Rival Mode” and “Time Attack Mode”. In “CPU Rival
Mode”, the most suitable play data out of the records of play achieved
by past users is reproduced as “CPU Rival”, and player can enjoy the
game with his shadow rival.

2. Then, “Nickname Selection” appears on the screen.

Out of the nicknames displayed on the screen, aim at and shoot a desired
nickname by the gun.

There are two screens to select a nickname.
The screen changes alternately each time
when the gun option button is pressed.

Nickname Selection Screen

3. Then, “Stage Selection” appears, displaying six stages.
Select a stage and aim at and shoot the stage by gun for entry.

(Cleared stage(s) can not be selected. “LETHAL ENFORCERS 3” is for the last
stage only.)

7.

y J(1(=
b’
Coast Intruders

&
| -

AlrEnrf 2004
L= - = A .l_'l'=l'

AIVALHEAT

RIVAL HEAT Airport 2004

EETNAL
EP T E RS,

; L
L

=y

LETHAL ENFORCERS 3
(Last stage only)
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4 How to play

4. After the selection of stage, “Start Demonstration” starts and then the game starts.

*When the gun unit is directed toward the screen, the screen scrolls automatically
forwards. Find the enemy and pick him off by gun.
If the policeman is killed in the line of duty (or is shot by bullet(s) of enemy), or he
shoots a colleague or an ordinary citizen by mistake, the player temporarily stops
advancing.

*When bullets run out, reload them.
The player can not advance during reloading.

* Protect yourself from the attack of enemy by means of shield.
Player can not advance as long as the shield is displayed on the screen.

«If the player could not protect himself from the attack of enemy and has been
damaged, one life point will be lost.

«If the player hits enemies continuously without miss, score will be added.

«“Weapon ltem” comes out of a particular enemy who has been shot down. Aim at
and shoot it by the gun and get it.

*The result report is displayed when the roundup game for a stage is over.

In dual play, a higher-ranked player becomes “Superior”, who has choice of the
next stage.

5. The game is over when all of the stages have been cleared or when the life point
becomes “0”.

*The result report is displayed when all of the stages have been cleared or the
game is over.

In the case of all stages-clear, “Clear Ending” starts after displaying the result report.

-About “Ranking” 8 8§ B B B B B B B B B B § § § B § § § 0 B J} |

If the player has brought a successful achievement, he will be promoted in rank (10
ranks in total).

Police | Maritime Guard | Army
Superintendent General Coast Guard Superintendent 1st Class(A) || General
Superintendent Supervisor | Coast Guard Superintendent 1st Class(B) || Major General
Chief Superintendent Coast Guard Superintendent 2nd Class || Colonel
Senior Superintendent Coast Guard Superintendent 3rd Class || Lieutenant Colonel
Police Superintendent Coast Guard Offcer 1st Class Major
Police Inspector Coast Guard Offcer 2nd Class Captain
Assintant Police Inspector || Coast Guard Offcer 3rd Class Lieutenant
Policce Sergeant Junior Coast Guard Offcer 1st Class || Sergeant
Senior Policeman Junior Coast Guard Offcer 2nd Class || Corporal
Policeman Junior Coast Guard Offcer 3rd Class || Private

PO“CG ................................... “COPS |N THE C|TY” “RlVAL HEAT”
“Airport 2004” “LETHAL ENFORCERS 3”

Maritime Guard---«-----====++== “Coast Intruders”

Army ..................................... “JJ”
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4 How to play

[l Joining the game halfway == s == e = = - - - - - - - - - - - - - -
Another player can participate in the game halfway at any time during play.
(When the “Score Attack Mode” is selected in solo play, you cannot participate in
the game on the way.)

-Standing the gun UNIt o o o o o o o e
Set the gun unit correctly in position shown in the figure.

(The gun unit has been set upside down in the gun holder at the time of shipment.
Set the gun correctly in position as shown in the figure.)

Proper placement of the gun units
A

Set the gun unit in the gun holder./ s S

D

/// ’/@

*When housing the gun unit into the |~ —~ :
gun holder of the control panel, use @
care not to allow the cable and wire to
be entangled.
Entangled cable and wire will cause
malfunction and breakage of the cable /

and wire.

%

%

— Untwist the cable
§ —_ andwire.

.Continuation Ofthegame N N N N BN BN BN NN BN BN N N N .

The continuation of the game is accepted for 15 seconds after the end of the game.
(Factory-set)

(The time for acceptance of the continuation can set by the procedure of “GAME
OPTIONS” is page 48.)

-Event mode 5 r 5 8 R R R v R r e rr 8 f 7 0 § |
By selecting a desired one out of 6 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 48.)

M Ranking in the “INTERNET RANKING” program == s ms ms s s e me we o -

By setting the “INTERNET RANKING” in the “GAME OPTION” at “ON” to play
the game in “ATTACK MODE?, this product enables players to participate in the
internet ranking event on the KONAMI's Web site. (See page 48.)

Ranking-in procedure
1 Password is displayed at the end of the play in “SCORE ATTACK MODE”.

2 Note down the password, access the Konami homepage at the following website.

http://www.konami.co.jp/am/

3 Enter the specified items and get them registered for ranking in.
[The above Konami website can be accessed from the player's computer or
other terminal, not on the game machine. The player is expected to pay the
access cost.

The schedules and durations of ranking events will be separately introduced.
(Keep in mind that those events will not be held for some reasons.)
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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 pages 28 and 30.)
A \

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

*When restart the machine after turning OFF the main power switch, wait
for longer than 10 sec. and turn ON the main power switch.

-Resu" 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
“9-9Troubleshooting™ on page 100.

-Settlng the time == o o= o= - - - - - .-

If the timer is not set yet in the “CLOCK?”,
the message shown in the right figure appears
on the screen. PRESS TEST BUTTON = MAIN MENU
Press the test button, and the “MAIN MENU”
screen shows up instead in the testmode.  Select
the “CLOCK? screen and set the time.  Without
this setting,the message shown in the right figure
appears each time the machine gets started.

PLEASE SET THE CLOCK BEFORE OPERATION.

[l Making the gun calibration setting == s s s = = = - - = - - - - - -

If calibration of the gun has not yet been made
by “GUN CHECK?”, the message shown in the
right figure appears on the screen. (Since the PRESS TEST BUTTON = MAIN MENU
calibration of the gun has been made at the time
of shipment, this indication will not appear.)
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 “l/O CHECK”.(See page 42.)

If the gun is not calibrated, the message shown in
the right figure appears each time the machine
gets started.

PLEASE CALIBRATE GUN.

Il When two or more machines are installed == == == == = == == = = - - - - -
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 42.)
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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 mode == == == == o= == == == - =" - =" S S0 S0 S B S B S B EE .

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 screen of Player 1. (Nothing appears at the screen of
Player 2.)

*When the power is turned ON while keeping the test button pressed, the current
settings and the all data in the “Gun Operating Freguency”, “Calibration of Gun”,
“BOOKKEEPING”, “RANKING DATA” and “CLOCK?” are deleted to return to

their factory settings.
MEMO

.Qu|t the test mode == == == == == = - - - - - ..

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.

[l Main menu screen (basic items) == == = m= = - - - - - - - - - - - - --

Displaying the products destination and version.

Checking the controls and various => Page 40

| for lighting.

MAIN MENU amps for igniing
— Adjusting the screen distortion. > Page 45

1/0 CHECK Adjusting the display color. => Page 45
SCREEN CHECK
COLOR CHECK
HDD CHECK

Checking the data on the hard disk drive. > Page 46

SOUND OPTIONS Setting various sound options. => Page 47
gSmEO%F;II'(I)C')\lI\éS L Setting various game options. => Page 48

RANKING DATA Setting various coin options. => Page 49

ggggé EEPING %' Setting, checking and deleting the ranking data. => Page 49

SYSTEM INFORMATION Displaying the bookkeeping information => Page 50
ALL FACTORY SETTINGS of coins.
Setting the current clock time. => Page 53
GAME MODE Displaying the system-related information. => Page 54
Other settings than for “Gun Operating => Page 54

P1/P2 GUN TRIGGER = SELECT ITEM Frequency”, “Calibration of Gun®,

P1 START BUTTON = EXECUTE “BOOKKEEPING”, “RANKING DATA”
. . and.“CLOCK?” are reset to their factory
«This screen is just an example. seitings.

Returning to game mode.

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

MEMO

.Se|ectingeach (e R B B F R 8 B § B B B B B B B B B 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 of Player 1 for entry.
“NOW SAVING” will appear, the modified settings will be saved, and the screen
returns to the main menu.
[f “EXIT” is selected after the modification of the settings, the following message
will appear.

YOU HAVE NOT SAVED YET. SAVE CHANGES NOW? 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

I/0 CHECK

Checking the controls and various lamps for lighting
W Mode for checking the buttons and others and lighting of lamps.

The items are shown at the screen of Player 1. (Nothing appears at the screen of
Player 2.)
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.

“l/0 CHECK?” item select screen

/0 CHECK

INPUT CHECK

Checks the inputs of buttons and others.  => Page 41
GUN CHECK —
LAMP CHECK Checks gun reaction and calibrates gun.  => Page 42

EXIT |— Checks lighting of lamps. o> Page 44

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 others
B Mode for checking the buttons and others.
The items are shown at the screen of Player 1. (Nothing appears at the screen of
Player 2.)
This screen is intended to see whether the inputs of these controls are ON or OFF.
To return to the “I/O CHECK?” item select screen, press the start button of Player 1
while pulling the gun trigger of Player 1.

INPUT CHECK

PLAYER 1 PLAYER 2 — Displays the player to be checked.

START ON START OFF _|_
TRIGGER OFF TRIGGER OFF — Displays “ON/OFF” according to input by each start button.

OPTION OFF OPTION OFF The switch is on.
The switch is off.

TEST SWITCH
SERVICE SWITCH
COIN MECH 1

Displays “ON/OFF” according to input by each gun trigger

Displays “ON/OFF” according to input by each gun option
buttonof the gun unit.

Displays “ON/OFF” according to input by each button.
HOLD P1 GUN TRIGGER AND PRESS P1 START BUTTON = EXIT

Displays “ON/OFF” according to input.
*This screen is just an example.

Gun unit

i Gun options button
_ J = 7= ) (OPTION)
Coordinates =
detecting
sensor

Trigger
(TRIGGER)

Start button

Start button
of Player 2
(START)

Start button
of Player 1
(START)

Service panel

Test button
(TEST SWITCH)

Coin Selector

(COIN MECH 1) Service button

(SERVICE SWITCH)




5 Game

settings

GUN CHECK

Checking the gun reaction and calibrating gun
Mode for checking the reaction and calibrating gun.
The reaction of gun can be checked by pulling the trigger.
Point the gun to the screen and the hit position is marked.
Reaction of the gun and vibration of the floor unit are transmitted by pulling the
trigger.
When the gun option button is pressed, reaction of the gun changes in the order as
shown below.

Only vibration of J

Reaction of the gununit [ |~ Only reaction of
the floor unit

Vibration of the floor unit the gun unit

—>

To return to “I/O CHECK? item select screen, press the start button of Player 1.

A

« After the gun unit has been repaired or replaced, be sure to calibrate the
target points. Make sure that the gun unit recoils and the floor unit vibrates
simultaneously when the gun is triggered.

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

properly.

FREQUENCY ID: 0
: BOARD1VER :2
DIP SW 1 : OFF - | SERIAL ERROR : 0
DIP SW 2 :ON DATA ERROR :1

PLAYER1 — = i PLAYER 2
XFFhY FFh — o % XFFh Y FFh
OUT OF SCREEN ——(—————1=-1 OUT OF SCREEN
NOT CALIBRATED s == NOT CALIBRATED
T LICTLIET 1 |
P2 START = LED BOARD CHECK
SERVICE BUTTON = CHANGE FREQUENCY

-IoOm

¥ HOLD TEST BUTTON AND PULL EACH GUN TRIGGER = CALIBRATION ---lll ---ll

«This screen is just an example.

A:

oOw

o

_ PRESS P1 START BUTTON = EXIT ) -l-

Screen of Player 1 l Screen of Player 2

Point the gun to the screen and the hit position is

marked with “¥”.

The hit position are different in color from player to player.
Player 1 : Red Player 2 : Blue

Changing the gun sensor operating frequency ID. There are 2 Kinds of frequency IDs, nhamely,
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.
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.
: The following G, H and | status are displayed for each of the Player 1 and Player 2 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.
42



5 Game settings

B Making the gun calibration setting
When the gun to be calibrated is triggered while pressing the test button on the
“GUN CHECK?” mode screen, the screen changes to the calibration mode for the
relevant gun.
At this time, when the player aims at 5 “ = > 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?.
Calibrate the guns for Player 1 and Player 2.

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 between the screens to Player 1 and 2, 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 GUN CHECK
LED BOARD CHECK LED BOARD CHECK

.
ONONONORO| @ (e (e (6 (@

B
@ (@ (e (@ (@ @ (e (e [@ (@

P1 START BUTTON = GUN CHECK

Screen of Player 1 Screen of Player 2
*This screen is just an example.

A : Direct the gun unit to the center between the screens of Player 1 and 2 and make sure all the
10 sensors change to orange. And move the gun unit outside the screen and make sure all
the 10 sensors are now marked “O” in grey.

B : Reaction of each of the guns of Players 1 to 2 is displayed here. Active sensor is displayed
by “O” in orange, while non-active sensor is displayed by “O” in grey.

*Check the sensor while standing in front of the center between the screens of
Player 1 and 2 and staying away as far as possible from the screen.

MEMO
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5 Game settings

LAMP CHECK

Checking lighting of lamps

M Mode for checking the lighting of the lamps.
The items are shown at the screen of Player 1. (Nothing appears at the screen of

Player 2.)

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 lamp lights up.
To return to the “I/O CHECK?” item select screen, press the start button of Player 1.

LAMP CHECK

ALL ON

AUTO OFF
P1 START ON
P2 START ON
P1 HEAD ON
P2 HEAD ON
P1 FOOT ON
P2 FOOT ON
P1 FRONT ON
P2 FRONT ON

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

Select “ALL”, and “ON” appears at once to tell that all

_l_ the lamps come on.

When “AUTO?” is selected, the display turns to “ON” and
the lamps light up automatically in the order from the start
button of Player 1. All other lamps than the one on the
front unit lamp of Player 2 light up thereafter, and then
lighting returns to the start button of Player 1 and the
lamps light up repeatedly in the same order.

(As for the arrangement of lamps, refer to the figure as
shown below.)

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

«This screen at left is just an example.

Arrangement of the lamps

Upper lamp
of Player 1
(P1 HEAD)

(P1 START)

Front unit lamp
of Player 1
(P1 FRONT)

Floor unit lamp
of Player 1

(P1 FOQOT)

Start button / -
of Player 1 \

Upper lamp
of Player 2
(P2 HEAD)

| Start button

of Player 2
— /J (P2 START)
Front unit lamp
of Player 2
(P2 FRONT)

Floor unit lamp
of Player 2
(P2 FOOT)
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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 55.)
Adjust both the screens of Player 1and Player 2.

P1 START BUTTON = EXIT
- b O R L I T T R ey

Screen of Player 1 Screen of Player 2

*This screen is just an example.

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 pages 56 and 57.)

Ajust both the screens of Player 1 and Player 2.

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.

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

HDD CHECK

Checking the data on the hard disk drive
B Mode for checking the data on the hard disk drive of the PCB unit.

The items are shown at the screen of Player 1. (Nothing appears at the screen of
Player 2.)
In this mode, the data on the hard disk drive of the PCB unit is automatically checked.
When a hard disk drive is normal, “OK” is indicated, and if an abnormal hard disk
drive is found, “BAD” is indicated. It takes about 30 seconds for checking. (It may
take much time to check up depending on the hard disk drive contents.)
Press the start button of Player 1 to interrupt checking or return to the “MAIN MENU”
screen.

HDD CHECK

Counts up from “0%”.
Checking is complete when at “100%”.

P1 START BUTTON = ABORT

*This screen is just an example.

When the disk media have been completely checked, “OK” appears.

If checking is interrupted, “ABORTED” is displayed.
HDD : ABORTED

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

HDD : 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.

MEMO
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5 Game settings

SOUND OPTIONS

Setting various sound options
W Mode for setting and checking the sound options.

The items are shown at the screen of Player 1. (Nothing appears at the screen of
Player 2.)
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.

Turns on and off the demo play sound.

[ALL THE TIME ......coceeine Sound always on. (Factory-set)
[ONCE EVERY 4CYCLES ... Sound on every 4 cycles.
[COMPLETELY OFF ............ Sound always off.

SOUND OPTIONS

SOUND IN ATTRACT MODE ‘

ALL THE TIME Adjusts BGM sound level and SE (sound effects) sound
SOUND VOLUME | level with the range from 0 (Mute) to 30 (Max.). (Factory-set)
20 T o raise the sound volume, press the start button of

Player 1.
ggg:g ggﬁtg g:EgE {;:2:;-] LEFT DF-’(I)a:/ZVrVZr the sound volume, press the start button of
SOUND PHASE CHECK [FRONT] LOUD I The sound stops when the item ends.
SOUND PHASE CHECK [REAR]
The scale “do, re, mi ... do” is heard alternately
FACTORY SETTINGS ] from the left and right speakers.
SAVE AND EXIT — The sound stops when the item ends.

EXIT Displays “LEFT” or “RIGHT” according to which of the
right or left speaker the sound is heard through.
P1/P2 GUN TRIGGER = SELECT ITEM SOUND SCALE CHECK [FRONT] LEFT
P1/P2 START BUTTON = CHANGE VALUE

“LEFT” denotes the front speaker (L) and rear speaker (L) .
“RIGHT” denotes the front speaker (R) and rear speaker (R).

«This screen is just an example.

— Checks the phase of speakers.
[Stand in front of the glass cover about 2.0 m away from
the speakers.

A loud sound is heard when “LOUD” is displayed.

A soft sound is heard when “SOFT” is displayed.

If the sound is heard reversely to the displayed sound,
reverse connection of the speaker cable is suspected.

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.

Arrangement of the speakers \

Rear speaker (R)

<

Rear speaker (L)

Front speaker (L)

|~ Front speaker (R)
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GAME OPTIONS

Setting various game options

W Mode for setting and checking the game options.
The items are shown at the screen of Player 1. (Nothing appears at the screen of
Player 2.)
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.

“GAME OPTIONS” item select screen

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

GAME OPTIONS 1:EASIEST Easier
2:VERY EASY
DIFFICULTY LEVEL 4 : MEDIUM 3EASY

LIFE 3 4:MEDIUM Standard
CONTINUATION OK 5:MEDIUM HARD

CONTINUE PERIOD 15 6:HARD

ENABLE SCORE ON 7:VERY HARD

EVENT MODE 8:HARDEST Harder
TRIAL DEMO ON
INTERNET RANKING ON

— Sets a number of remaining players at the start of the game.
[Can set a number of remaining players from 1 to 9.

FACTORY SETTINGS (Factory setting: 3)

SAVE AND EXIT Sets whether the game is continued or not.

EXIT [ON......The game can be continued. (Factory-set)
[OFF....The game cannot be continued.

P1/P2 GUN TRIGGER = SELECT ITEM — Sets the waiting time in continuation period.
P1/P2 START BUTTON = CHANGE VALUE [Select waiting time among 5,10,15,20,25,30 seconds.
(Factory-set at 15 sec.)

«This screen is just an example.

— Selects whether the score is displayed or not during the
game or demo.
[ON......Score is displayed. (Factory-set)
[OFF....No score is displayed.

Selects the event mode setting.
To set up the event mode, press the start button of player 1
to choose from the 6 event stages.

("+In the event mode, the game can

P OFF weeeereeeeeens Standard game mode resumed.
be played for selected stages only. AKIHABARA No event mode. (Factory-sel
Using this function, you can enjoy HARBOR
a competitive event of how fast SUBWAY
each stage has been cleared, for S Lhe event mode s set up.

’ AIRFlORT Stage; change in this order
example. NUCLEAR POIER PLANT o ;Ta;'e”:? }Qf,fe‘;';db_“““
_ MEMO DIET BUILDING
I

Sets “ON/OF” of the trial of the game.

[ON......By pulling the gun trigger of Player 1 or 2, you can
enjoy the trial of the game (short-time trial play).

[OFF....The trial game cannot be played.

Sets the game either with or without internet ranking.

[ON......Password for internet ranking is displayed at the
end of the play in “SCORE ATTACK MODE”.

[OFF....No password for internet ranking is displayed at the
end of the play in “SCORE ATTACK MODE”.

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

Be sure to “SAVE AND EXIT” to reflect new settings or the
“FACTORY SETTINGS” if selected.
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COIN OPTIONS

Setting various coin options

mMode for setting and checking the coin options.
The items are shown at the screen of Player 1. (Nothing appears at the screen of
Player 2.)
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 set to “ON”.
In such case, remember the games will be free.

Selects a free play.
COIN OPTIONS | [ON......Can be played free of charge.

FREE PLAY OFF [DFF....Can be played charged.

COIN SLOT 1 COIN 1 CREDIT — Sets the number of credits for a coin.

START 2 CREDITS TO START _I_ (16 COINS 1 CREDIT to 1 COIN 7 CREDITS.)

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

FACTORY SETTINGS —

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

Press the start button of Player 1 machine 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.

SAVE AND EXIT
EXIT

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

* This screen shows the factory settings.

RANKING DATA

Setting, checking and deleting the ranking data

W Mode for setting, checking and deleting the ranking data.

The items are shown at the screen of Player 1. (Nothing appears at the screen of
Player 2.)

As for the items followed by setting or deletion, pull the gun trigger of Player 1 to
select item and press the start button of Player 1 or Player 2 to change or delete the
content of setting. When the start button of Player 2 is pressed, the ranking data
being displayed on the screen is scrolled to the next page. To return to the “MAIN
MENU?” screen, select “SAVE AND EXIT” or “EXIT” and then press the start button
of Player 1.

Displays the ranking, player name and score.

RANKING DATA

AAA 99999 11TH
AAA 90000 12TH
AAA 80000 13TH

Selects the score ranking setting.
[ON......Score ranking is recorded.
AAA 70000 14TH [OFF....Score ranking is not recorded.

AAA 70000 15TH

ﬁﬁﬁ %388 }ﬂn By pressed the start button of Player 1, machine return the

AAA 30000 18TH “RANKING DATA” to the factory setting.
AAA 20000 19TH
10TH AAA 10000 20TH

| By pressed the start button of Player 1, machine return the
RECORD SAVING ON | “CPU RIVAL DATA” of solo play to the factory setting.

CLEAR RANKING DATA
CLEAR CPU RIVAL DATA

EAASE%FRBSEEXTIPNGS | L— Press the start button of Player 1 machine to return all the

EXIT settings to the factory settings.
P1/P2 GUN TRIGGER = SELECT ITEM

P1 START BUTTON = CHANGE VALUE
P2 START BUTTON = NEXT PAGE “FACTORY SETTINGS?”, they will not actually be resumed
unless they have not been confirmed of entry by this item.

Although the settings have returned to the status in

«This screen is just an example. 49



5 Game settings

BOOKKEEPING

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

The items are shown at the screen of Player 1. (Nothing appears at the screen of
player 2.)
If the time is preset on the “CLOCK?” screen on page 53, 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

Turns ON or OFF the bookkeeping of coins.

(“ON” can be selected by setting the clock time on the
“CLOCK?” screen on page 52.)
[OFF ... The bookkeeping of coins is not done. (Factory-set)
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.

L 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. Pull the trigger of gun of the Player 1
or Player 2 to make “YES/NO” selection and press the start
button of the Player 1 to make entry. 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, “NOT CLEARED”
appears and the data will not be erased.

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

BOOKKEEPING

MENU

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.

e : : : :

*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 53.)

FIRST SET THE CLOCK.

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

D —— | | 21 ' [0

B When the time has been preset on the “CLOCK” screen as shown on page 53, 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.

Total number of
coins for last
7 days

R

<>

Total number of
coins for last 52
weeks

<>

Total number of
coins for each
day of the week

Total number of
coins per hour

Indication of
play conditions
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5 Game settings

Screen of the total number of coins for last 7 days

Number of coins of today.

BOOKKEEPING

Average number of coins on the day for the last 7 days

COIN DATA OF LAST 7 DAYS except this day.

TODAY 100
LAST 7 DAYS AVERAGE 135
LAST 7 DAYS TOTAL 810

Total number of coins for the last 7 days except today.

Number of coins of yesterday.

YESTERDATY 120 I Number of co!ns of 2 days ago.

-2 DAY 130 _,—I Number of coins of 3 days ago.

-3 DAY 140 _I_ Number of coins of 4 days ago.

Y\ 110 Number of coins of 5 days ago.

-5 DAY 100 I Number of coins of 6 days ago.

Y \% 210 I Number of coins of 7 days ago. . .

-7 DAY . 4[ - appears for the day whose data is not totalized.

P1/P2 GUN TRIGGER = PREV NEXT PAGE
P1 START BUTTON EXIT
P2 START BUTTON SUB MENU

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
] o returns to “MAIN MENU”.

*This screen is just an example.

When the start button of Player 2 is pressed, the screen
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 ‘ rNumber of coins of 3 weeks before.

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

Number of coins of 52 weeks before.
: : : : | . appears for the week whose data is not totalized.
-13: - -26: - -39: -  -52: - I_

P1/P2 GUN TRIGGER = PREV/NEXT PAGE
P1 START BUTTON EXIT

P2 START BUTTON SUB MENU L When the start button of Player 1 is pressed, the screen

returns to “MAIN MENU”.

«This screen is just an example. When the start button of Player 2 is pressed, the screen
J P returns to “BOOKKEEPING” menu.

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

BOOKKEEPING
COIN DATA OF EACH DAY

TOTAL _,— Number of coins for Monday.

MONDAY 120 Number of coins for Tuesday.
TUESDAY 130 .
WEDNESDAY 140 r— Number of coins for Wednesday.

THURSDAY 110 —— Number of coins for Thursday.
FRIDAY 100 — Number of coins for Friday.
SATURDAY aly — —— Number of coins for Saturday.
SUNDAY ) |~ L—— Number of coins for Sunday.

. 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.

P1/P2 GUN TRIGGER = PREV NEXT PAGE —_—
P1 START BUTTON EXIT _L

P2 START BUTTON SUB MENU When the start button of Player 1 is pressed, the screen
| returns to “MAIN MENU”.
. L. When the start button of Pla}ler 2 is pressed, the screen
*This screen is just an example. returns to “BOOKKEEPING” menu.
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5 Game settings

Screen of the total number of coins per hour

BOOKKEEPING
COIN DATA OF EACH HOUR

TOTAL TOTAL
- 0 0 :
1] [1] : — Total number of coins per hour.
0 882 : “» appears for the week whose data is not totalized.
0 1237
0 1449
0 1666
0 2293 : . .
0 3137 : 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
P1/P2 GUN TRIGGER = PREV NEXT PAGE | returns to “MAIN MENU?.
P1 START BUTTON EXIT
P2 START BUTTON SuB MENU —_____ When the start button of Player 2 is pressed, the screen

returns to “BOOKKEEPING” menu.

«This screen is just an example.

Screen of indication of play conditions

Total active time after setting the current time.
BOOKKEEPING Total play time after setting the current time.
PLAY DATA SUMMARY .
TOTAL ACTIVE TIME 10H 2M 0S J|| Average play time.

TOTAL PLAY TIME 5H 1M 0S Longest play tilme.
AVERAGE PLAY TIME 3 M o0S Shortest play time.
LONGEST PLAY TIME 5 Mos | |_ Total number of play rounds since the clock has been set.

SHORTEST PLAY TIME 2 MO Total number of initial play rounds since the clock has been
TOTAL PLAY COUNT set.

ggwﬁﬁﬁ;{l‘-%w\lgo%?#”-r 'klj'ggﬂ gg{nber of continue play rounds since the clock has

SOLO PLAY COUNT —____ Total number of solo plays.
2-PERSON PLAY COUNT 23:45:51 L Total number of 2-person plays.

Displays the clock setting in 24-hour system.

(The displayed denotes 23 hours, 45 minute, 51 second)
P1/P2 GUN TRIGGER = PREV/NEXT PAGE — 1
P1 START BUTTON EXIT _|— Gun trigger of Player 1 - Goes back to the previous page.

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

P2 START BUTTON SUB MENU

. - When the start button of Player 1 is pressed, the screen
*This screen is just an example. returns to “MAIN MENU?.

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

CLOCK

Setting the current clock time
B Mode for making the current clock settings.
The items are shown at the screen of Player 1. (Nothing appears at the screen of
Player 2.)
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.

CLOCK

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

Sets the current hour in 24-hour system.

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 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

53



5 Game settings

SYSTEM INFORMATION

Displaying the system-related information

B Mode for displaying the system-related information.
The items are shown at the screen of Player 1. (Nothing appears at the screen of
Player 2.)
To return to the main menu screen, press the start button.

SYSTEM INFORMATION

SOFT ID CODE D22:A:A:A —mMmm Shows the software version.
HARDWARE ID 0012-3456-789A-BCDE ———— Shows the system identification code.

P1 START BUTTON = EXIT

«This screen is just an example.

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 screen of Player 1. (Nothing appears at the screen of
Player 2.)
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” “CLOCK”
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 pages 45.

* Adjust the monitor appropriately. '

.Monitoradjustment PCB == o o o o o o o o o 5 e B B B B B B B B

The monitor adjusting PCBs are mounted at the backsides of the connecting
plates A(R),(L) provided at the both sides of the unit. When adjusting the monitors,
remove the screws shown in the figure and dismount them using care not to let the
connecting plates drop.

Adjust the monitor of Player 1 Adjust the monitor of Player 2

DOWN(Down button)

UP(Up button)

DEGAUSS
(Demagnetizing button)

FUNC
(Item selection button)

Monitor
adjustment PCB

Screws

Plain washers

Connecting plate A (L)

DOWN(Down button)

UP(Up button)

FUNC
(Item selection button)

DEGAUSS
(Demagnetizing button)
/ Monitor
0 adjustment PCB

\\

Connecting plate A (R) Screws

of Player 1

Monitor of Player 1 — |

Monitor adjusting PCB ———

The image on the
monitor screen
appears as a
mirror image.

| __— Monitor of Player 2

Monitor adjusting PCB
of Player 2




5 Game settings

B How to Adjusting the Mmonitor = mm me e m m 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.

N — IEMO

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 I:»CONT—» BRIT — HSIZ — HPOS
“FUNC” button is pressed. <:|

EXIT <— RSET «— VPOS «— VSIZ

56



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 MIEMO

Adjustment mode screen

— Adjustment item
is displayed.

Current adjustment
value is displayed.

This screen is just an example.

-“DEGAUSS”button------------------------

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, in a few minute the
indication as shown at right is
displayed and the waiting time until
the subsequent degaussing
becomes effective appears.

Degaussing wait screen

WAIT

300sec — Waiting time until
the subsequent
degaussing

becomes effective.

«This screen is just an example.

/-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

becomes “0”.

\
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6 Operation

6-1 Checking at the start of work

Il Checking at the start of work (More than once a day) == == = = = == = = - -

~

A

*Be sure to turn OFF the main power switch and unplug the AC power cord
from the receptacle before inspecting or cleaning the machine.
*When restart the machine after turning OFF the main power switch, wait
for longer than 10 sec. and turn ON the main power switch.
«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.

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

Check the following points and proceed to maintenance if necessary.

2
(See page 60.)

Monitor display screen
«Is the monitor glass stained?
*Is any sticker stuck to the monitor

with its adhesive?
«Is there any distortion or flickering
the screen?

Check the above points after
turning ON the power.

glass? Is the monitor glass is stained

on

Gun unit
«|s the gun unit placed correctly in
position? (See page 37.)

«Is the gun unit broken?

*|s gun option button or trigger broken?
*Make sure the coordinates sensor
is free of scratches.

«Is the recoil mechanism of the gun
unit operated normally?

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.

Floor unit

* Are the floor unit mounting
brackets mounted correctly?
Is the machine body installed
stably?

Front unit

Is the machine body installed
stably?

«Are the adjusters fixed correctly?

monitor unit

«Are the adjusters fixed correctly?
Is the machine body installed
stably?
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6 Operation

6-2 Periodic inspection

Il Checking at the periodic inspection == mm mm m mm m = = = - - - - - - -

’ A

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

*When restart the machine after turning OFF the main power switch, wait
for longer than 10 sec. and turn ON the main power switch.

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

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

2 I Check the following points and carry out servicing or maintenance work, if
necessary. (See page 60.)

AC power cord

Radiating hole of the PCB unit
Power supply plug (More than once two weeks)

(More than once a month)
*Check power supply plug for dust
or contamination.
When the plug is covered with
dust, remove dust with a vacuum
cleaner or the like.

*Check the radiating hole of the
PCB unit for dust or contamination.
When the radiating hole is
covered with dust, remove dust
with a vacuum cleaneror the like.
(See page 61.)
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7 Daily maintenance

7-1 Maintaining the machine body

.HOW to clean the machine body T T Tl T T T T T T T T T T

’ A

Be sure to turn OFF the main power switch and unplug the AC power cord
from the receptacle before inspecting or cleaning the machine.
*When restart the machine after turning OFF the main power switch, wait
for longer than 10 sec. and turn ON the main power switch.
-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.

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

Monitor glass
*Wipe the surface with soft

cloth that is first soaked with
neutral detergent and then
squeezed tightly.

Monitor 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.

Front unit

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

squeezed tightly.
(-]
(- Radiating hole of the PCB unit
/ *When the exhaust opening and fan
- unit are covered with dust, remove dust
Floor unit

«Wipe the surface with soft with a vacuum cleaner or the like.

cloth that is first soaked with Frequency of maintenance: more than
neutral detergent and then once two weeks

squeezed tightly. (See page 61.)

«It is recommended to carry out maintenance work occasionally at the time of checking to
be done at the start of work for the item, in case the maintenance cycle is not specified.

.Cleaning the gun UNit = e e e e o o e o ..

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.

Coordinates
detecting sensor
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7 Daily maintenance

7-2 Cleaning of radiating hole

-Howtocleanofradiating hole == == == e = o= - - - -

*Before cleaning the machine, be sure to turn OFF the main power switch
and unplug the AC power cord from the receptacle.

*When restart the machine after turning OFF the main power switch, wait
for longer than 10 sec. and turn ON the main power switch.

A

~

* Take the following clean-up procedure once two weeks or more often.

%1

Turn OFF the main power switch.
Then unplug the AC power cord
from the receptacle.

Insert the attached maintenance
door key in the side door and turn it
clockwise.

Dismount the side door while
slightly lifting it.

Eliminate dust from the rear side of
the side door using a vacuum
cleaner.

Then, eliminate dust from the
radiating hole of the PCB unit using
a vacuum cleaner.

Mount the side door into position
(removed in Step 2).

Turn the maintenance door key
counterclockwise and draw it out.
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Maintenance door key

Side door

Eliminate dust
using a vacuum cleaner.

=

)
/ Eliminate dust from
the radiating hole of

[¢) the PCB unit using a
vacuum cleaner.
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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 = me s me ms m m - - - - -

A

*Do not install this product in a place where the sensors and the gun unit
coordinates detecting 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 are exposed to strong light.

*Avoid a place exposed to direct or indirect strong light.

//\ Fluorescent light
///// Sunlight Sens > sticker

ors
~ 2\ =——an|
<
a _/|
/' ,’I /I N—]— "
’ /I]ll Tl e— 7
U

mirror or metal plate / y / iy S ]H
1
1
1 .
% D *Do not apply any sticker to the
¥ |L.;'—/* monitor glass.
=
CSRR AR |
"'ﬁl Upper sensor (at 5 locations)
<~ Lower sensor (at 5 locations)
] L} IR
Sensors of 7%[
gun unit == e
|- Sael
’, L7 — o — Sso W
23_ = [HI= \Zﬁ
Strong light such as spotlight Strong light such as spotlight

*Place exposed to direct and strong light

Fluorescent light

Sunlight
N TR Upper sensors
\\\ ! T PP
\\\ ___________ N oy /mnsors
"""" SRR SR —

-
-

f: N r=———
Strong light such as spotlight
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8 Installation and assembling

8-2 Installation procedure

M Outline of installation and assembling == == m = - = - - - - - - - -

‘ A

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

*The front unit and the monitor unit may fall down depending on to which
direction it is pushed. When moving the units, always push the front unit as
against the coin door mounting side and the monitor unit sideway as against
the monitor glass side. When moving them on a slope or across a difference
in level, more than four f)ersons should hold the front unit and more than
eight persons should hold the monitor unit by the grips.

Billboard

2 Setting the title unit
(See page 67.)
Monitor unit

Connecting plate A (L) \/

6 Setting the security plug
(See page 75.)

A

Connecting plate A (R)

%

Security plug

-

S

Connecting plate B

Front unit

4\

1 ,4 Fastening the adjusters
(See pages 66 and 72.)

Floor unit

5 Setting the floor unit 4 Setting the front unit
(See page 73.) (See page 70.)
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8 Installation and assembling

8-3 Fastening the adjusters

. How to fasten the cabinet adjusters N NN BN BN BN BN EEN BNN NN NN BEN BN BN ENN NN NN B

’ A

*Do not tighten up one adjuster at a time, but tighten up the adjusters evenly.
e 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 8 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 after taking the
procedure in “8-6 Setting the front unit” on page 70.

MEMO

Monitor unit —_

Lift the caster about

Front unit 5 mm (0.2in) from the floor.

Hexagon nut
B :l/:'J* Max. adjustable
height:70 mm
(2.76 in)
Min. 65 mm
N il (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.

Adjuster Caster Caster

Caster Adjuster Caster Adjuster

Adjuster

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.

Down to the floor

NI
i@(««u |
8 |

Hexagon nut
$ / Tightening
= i

lw

é

Wrench of
24 mm width
Off the floor across flats

Loosening

Continued on next page.
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8 Installation and assembling

8-4 Setting the title unit

.HOWtosetthetitle UNIt == o e e e e e o o o e e e S .

‘ A

*Before attaching and detaching the title unit, fix the adjusters of the monitor
unit. (See page 66.)

*The title unit weighs about 11 kg (24.3 Ib). Be sure to attach and detach
the machine by more than 2 persons with use of stepladders or the like for
your safety.

*When setting the title unit, be careful not to pinch your hands and the wire
harnesses.

1 Remove the screws shown in the P
figure and remove the title unit from ‘ G Screws
the monitor unit.

2 Move the title unit to the position of Bg~—— Screws
the monitor unit shown in the figure Title unit
and fix only its Player 1 side
temporarily by screws.

View of Player 2 side

Screws

3 Remove the screws shown in the Title unit
figure and remove the title unit @\ mounting bracket
J,

mounting bracket of Player 2 side.
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8 Installation and assembling

4

Draw out the wire harness from the
monitor unit and connect it to the
connector of the title unit.

Fix the title unit mounting bracket
(detached in Step 3) of Player 2
side with use of screws, using care
not allow the wire harness to be
pinched.

Retighten the screws by which the
Player 1 side of the title unit has
been temporarily fixed in Step 2.

Continued on next page.
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View of Player 2 side

Connector of the
title unit

Connector of the
monitor unit

View of Player 2 side

Title unit
mounting bracket

Screws
(detached in Step 3.)

Screws =
(detached _
~Z inStep 1.~ ">

A\




8 Installation and assembling

8-5 Mounting the billboard

.Howto mount the billboard == == == o= o= o= - - - .- .- - - - . . . .- .- .- .-

A

* Before attaching and detaching the billboard, fix the adjusters of the monitor
unit. (See page 66.)

When handling the billboard, be sure to make a team of two or more people,

using a stepladder for added safety.

1 Remove the billboard which is
attached at the position of the front
unit.

Billboard

2 Mount the billboard mounting | Cross recessed head
brackets to the billboard with use | scews (Mex1sb)
of accompanying screws in the

. . Billboard
manner as shown in the figure.

(«Fit the billboard mounting bracket \%@‘}\
to the billooard shown in the figure. X
’ Printed side ‘ ’ Back side ‘
SN
'7/Billboard Gu—o | | — 7 ’
Billboard mounting bracket Gm—l 1= Billboard
Billboard mounting brackets

N — MEMO Billboard

Title unit

Cross recessed
head sc