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CRT £=%— , CRT MONITOR r 1

FSEE .~ HORIZONTAL SCREEN

FREH]  EXAMPLE OF CABINET (FRET )
( 2Pt-V 7 2P MODE )

F o5 o oF
?oo })oo

8-WAY JOYSTICK

IV hO—)JUNRJLDEE .~ CONTROL PANEL

JOYSTICK e B8 MLER L N—  8-WAY JOYSTICK
§-WAY BUTTOXN 1 BUTTON 2
JOYSTICK
BUTTON 1 (PUSH 1) «ovrere Ya—bh, JiE .~ SHOOT, SPEED UP
BUTTON 2 (PUSH 2) -+ - NA, #wvo)n  PASS, SLIDING TACKLE

ERFBIZOWTRUTOHBHBRENBHETT, BT FaF NV EBRATIN,
It is necessary to adjust the following setting options when installing game.
Piease read the instructions carefully.

AR AEN TS USSR, ~YoBTEEZEVWIPRE T,
DATA EAST accepts no responsibility for malfunctions caused by unauthorized
nodifications, ete...



1.

N—R ADEHE ~ HARNESS CONNECTION

1-1 #FNODA&DF  ~ TERMINAL NUMBERING

azx 74— (CRTE-56DA-3. 96E (HRS) 3. 96am pitch
CONNECTOR 1168-056-009 (KEL} 3. 96mm piteh
(B1) (B28)
1 ) 10 15 20 25 28
O| e
A E L S X C f
(A1) {A28)

1-2 Tw¥azxyy—BIoEF
/" SIGNAL TO TERMINAL
¥ H H & B om @
SOLDER SIDE | PIN # PARTS SIDE
GND A 1 GND
GND B 2 GND
+5V C 3 +5V
+5V D 4 +5V
E 5
+12V F 3] +12V
COIN COUNTER B | J 8 COIN COUNTER A
(GND) K 9 {GND)
SPEAKER {-} L 10 SPEAKER (4
M 11
VIDEQ GREEN N 12 VIDEQ RED
VIDEQ SYNC P 13 VIDEQ BLUE
SERVICE SWITCH| R 14 VIDED GND
S 15
COIN SWITCH B T 16 COIN SWITCH A
START SWITCH 2| U 17 START SWITCH 1
. 2P 1P V 18 1P UP
2P DOWN W 19 1P DOWN
2P LEFT X 20 1P LEFT
2P RIGHT Y 21 1P RIGHT
2P PUSH | Z 22 1P PUSH I
2P PUSH 2 a 23 1P PUSH 2
b 24
c 25
d 26
GND e 27 GND
GND f 28 GND
% JAMMA azx7¥%—%




2. FRARGORFKZHE

BEAE ~ POWER SUPPLY

5V
12V

VOLTAGE

AMPERE

5V
12V

INSTRUCTION MANUAL

5%
10%

[+ [+

AX 5A
AX 1A

==

MONITOR INTERFACE:

VIDEO SIGNALS - TTL POSITIVE

SYNC SIGNALS - TTL NEGATIVE ( COMPOSITE SYNC )

HORIZONTAL FREQUENCY -+ 15.723 Kz

H PERIOD 63.6us

H.BLANK 15.6us

H.SYNC PULSE 6.0 us

VERTICAL FREQUENCY 6 0. Olz

V.PERIOD 16.66 3 us

V.BLANK 1.40us

V.SYNC PULSE 318us

OPREATING STORAGE

TEMPERATURE 0 TO 350°C -5 TO 60%C
RANGE
RELATIVE 20 TO 70% NO MORE THAN
HUMIDITY 80%
VIBRATION NO MORE THAN NO MORE THAN
RANGE 0.5G 1.0G
TOLERANCE NO MORE THAN (PACKED)
FOR FALLING Oecm | NO MORE THAN 50cm




HORIZONTAL FREQUENCY -+ 15.723 fiz

HPERIOD .o, 6 3. 6us

6. Qusec

H.SYNC PULSE r_ r—

H BLANKING 4. 8usec

—

I 15. Basec

H BLANK - :-00n

VERTICAL FREQUENCY  rireverriiiiiiiiii, 6 0. 0H:

V.SYNC PULSE

16. 663msec

318usec

V.BLANKING

| S12usec

N I

‘ 1, 400msec



3. FAvTRA wFOFHEE ~ DIP SWITCH SETTING

SETTING DIP SWITCH 1
NO. 1 T2 37741518 [7 8
2:00 OFF | OFF
Eradis il 2:30 0 N|0FF
GAME TIME 3:00 FF [0 X
1:30 0ON|ON
B% ~ NORMAL OFF | OFF
RSN - 1>7: 1 » / EASY 0 N|OFF
GAME DIFFICULTY 20 ~ HARD OFF [ G N
2 ~/ HARDEST 0ON[ON
F—LhE—K Ao il /~ MATCH 0FF
GAME MODE SELECT NMA3Fi-E 7 POWER 0N
N—LKAZ— MNRERY | X5 47 / START BUTTON START OFF
START BUTTON ENABLE Yayhd 4y / SHOOT BUTTON START 0N
FEEEY Y Y K OFE ® N O OFF¥
ATTRACT SOQUND  / YES 0\
FAME—K &Y N O 0FF
TEST MODE Ak  YES 0N
SETTING DIP SWITCH 2
NO. 1T T2 13745716 [7 I8
BEEO—F—>3 B NORMAL OFF
SCREEN ROTATION Kax REVERSE 0N
HUREE (- DON’ T CHANGE OFF
a4 UBAONET LAY —HOD OFF
1>0OE&E
COINS ARE COUNTED AS GAME
By yhadvgd 7t CREDITS
CREDIT COUNTER TYPE a4 VATV AP —EIZ 0N
HELTHIER
COINS ARE COUNTED AS PLAYER
CREDITS
L ady U =4 1 COIN I GAME OFF | OFF | OFF | OFF | OFF
2 My U =4 | 2 COIN t GAME OFF 10 N OFF | OFF | OFF
C TF—F 1 324y L 7~k | 3 COIN 1 GAME OFF [ GFF [0 N | OFF J OFF
O 4 24y 17 —h | 4 COIN 1 GANE OFF [0 N[O N | OFF | OFF
I 5 a4y L7 —=h | 5 COIN I GAME OFF | OFF | OFF | 0 N [ OFF
N § 24y L 7=k | 6 COIN 1 GAME OFF {0 X [ OFF [0 X | OFF
MODE 1 1 a4y 2 5 =k 1 COIN 2 GAME OFF [OFF YO N 1O NTOFF
M 124y 3 7 -4 [ COIN 3 GAME OFF [ONJONTOQ NTOrY
o) U3y 4 7 -k 1 COIN 4 GAME OFF [OFF [OFF [OFF [ O N
D 124y 5 7 =4 I COIN 5 GAME OFF O NTOFF JQFFJO N
E 1 24y § 7 —h 1 COIN & GAME OFF [OFF O NJOFFJO N
2 14y 3 57 —h | ¢ COIN 3 GAME OFF IO NTONTOFF]ON
334y 2 7 -L | 3§ COIN 2 GAM OFF [OFF [QFF [0 NTON
4 a4y 3 -k | 4 COIN 3 GAME OFF TONJOFFTON]ON
2VF4Z1=34Y 1 COIN CONTINUE OFF [OFFJONJONJQN
7)=7" 14 FREE PLAY OFFION|[ONTONTON
RN 1 COIN 1 GAME 0 N | OFF | OFF
COIN M. 2 24y 1 7= | 2 COIN 1 GAME 0 N[O XN][OFF
F—FK 2 A 3y U -4 | 3 COIN 1 GAME 0 NTOFFTQ N
5 34y 1=k 5 COIN 1 GAME ONJON]ON
EREE 1 COIN 2 GAME 0N OFF [ OFF
MODE 2 [COIN M| T 24V 3 7 -4 1 COIN 3 GANE 0N 0N |OFF
B R T COIN'§ GAME 0N FF [0 X
1 a4y § 7 =A 1 COIN 6 GAME 0N OX]ON




SETTING DIP SWITCH 3
NO. 1 |2 13 |4
NAZ) T 4 —HD 1, 000 OFF [OFF
7L A el 2, 000 0 N|OFF
POWER 1, 500 OFF jON
500 QNION

4. FAVT A v FHUEEEEH ~ SETTING THE DIP SWITCHES
CTAWT AL v FEEET I, BEEY-ERETTTTE 0,

Set dip switches when the power to unit is turned off.

CAVT A=A E—RIE, 2O T —LXAY b, 14V F 42— 2k b,

faDIA v E—RIIBRETEFHA,

" 1 COIN CONTINUE "is the setting which allows the players to start the Game with

2 Coins and continue it with | Coin.

"TAVTAAvF3D3I~BFIHBREILECIR->TVET,

Do not use dip switches number 3-8 on bank number three.

T —LE—F (WIS BNRAZUTF 4 —HIICBETEE, NT—HBOLRBETY—LlITEE S,
REOBKIchIPrbhEHA,

FREEPVOTOERERSINTEE T,

NAZVT 4 —HTRELEZEONT— (B) 351 v 7 RAAvF I TCRETEET,

When the game mode is set for power system, the players can play the game until their
respective powers run out (regardless of whether they win or lose the game).

2P can join in anytime during the game .

When using the "power system” , player power (time) can be adjusted by dip switch #3.

=L E— R (WD) 2R AR ICERET LB F - AEROKSICEDF T8,
BUEF—LBEZOFTY —hA—N—Z b E T,

When the game is set for match, the winner can advance to the next game,
while the loser of the match cannot and must leave there.

TNAZ VT A —HOREET A v TAAvF 1 -5MBONOREZR-TWRENWEEELE YA,

Set the "power systen” mode while the electric power is turned off.

NAZ )T 4 —HORETEENOFFORETHELTTX W,

Set the power when the electric power is off.




5. & hE-— ROFE ~ SETTING THE TEST MODE

FowTAAwFSWI1 —8%&Z0ONI{Z LTEEEZANSERAM - ROMF 2 h &, LIESLTHLE
?xb@ﬁ%%@ﬁmﬁﬁb\:@ﬁ%#%?xbwaﬁﬁﬁﬁkﬁé$ﬁféiio
FAME— RERTXH3IZE. F4wTAA4AvFSWI —-8%0QFFIiZ LCEEZT>TTEW,
X?X%EuFﬁlP@Vﬂm+1‘ZﬁﬁyuibﬁﬁbfTémo

Various functions, starting with the RAM/ROM check, can be automatically tested by setting

dip switch #8 {bank one) to the "ON" position and turning the game unit om.

Test results will be displayed on screen, and test mode option screen can then be entered.

To exit the test mode, set dip switch #8 (bank one) to the "OFF* position and turn the power off.

Selections can be made in the test mode by moving the joystick and pressing the
"1 and "2" Dbuttons.

51 A MFENEHERE  TEST CHART

t b lStart ( S

DTP SW 1-8% | Switch DIP SW 1-8 [TEHBIROFET | Test itens
ONCLTEERALA | on and turn on are shown.
power.

W

TA—T77 EEEERL | Select & test item
RAM/ROM Test. 1Ryl with 1P joystick ,

ROM - RAM TAb

|
| and press button L.
L YES
| [B5 A K &#E47 | The test is executed.
i
3 NO
N0 |
Retest? ( BT A7 }— >
YES [T, 2855 | Press button 1 and 2
simultaneously.
Press button L.
NO
— Bud of test ( FANET - .

YES

DIP SWi-8% Switch DIP SW 1-8 OFF ,
OFFLLTEREYS and turn off power.

Ead of (escape of) test mode.



5~-2 RAM-ROMFRAF / RAM / ROM TEST

BEZANTH S LES {EHEPELE TELOBEIER ICHRIh 301,
HEADODRAMOF w7 DEOHTT,
RAMFZZXbEROMTZA NI, FAME— REZBESTEFERABLTITDIT T,

The various patterns displayed on screen sfter turning the power on is the screen
RAM test being carried out. RAM/ROM test will automatically be carried out after
power is turned on, regardless of the setting of the game unit.

- RAM, ROMBOKLBIE, “RAM OK” & “ROM OQK” #EmXhEd,
- RAMBDREOK, @Eic “RAM NG” :FREEFSERIhE T,
- ROMBFRROK., EHEHIZ “ROM NG” EAREFBEREhET,

"RAM OK" and "ROM OK" will be displayed if both RAM and ROM are functioning properly.

If RAM is not functioning properly "RAM NG" will be displayed along with the
corresponding number of the malfunctioning RAM

If ROM is not functioning properly "ROM NG" will be displayed along with the
corresponding number of the malfunctioning RAM.

RAM - ROMF X MNETH#., 1, 2Ry V2FEBICHITIZLICEDRAMEROMMEREL
BEIXROERIIEDE T, RAMDPROMMBEEDESZ1RY 2T LizED
BEFZAMEFW, 1, 2R 2ERICHIZ 2L, ROBEHIZELE T,

After the RAM/ROM test has been carried out and both RAM and ROM are found to be
functioning properly, the test option menu can be brought up by pressing the

1 and 2 buttons simultanecusly

If either RAM or ROM is malfunctioning, a retest can be carried out by pressing the

I button.
Test option menu can be brought up by pressing the 1 and 2 buttons simultaneously.

5-3 TAMEHDEREHM ~ SELECTION AND START OF TEST ITEMS

HEICRRINEHEEOFD 5FLEOEEEZLV N~ ETFIZE0BIRL., BETERILE
BIEHZ 1A Y V2B ITELLIDEFTIEIENTE, EFINEEEIZL, 2R 7%
FRICHITRII LD T IE3EMNTEET,

Use the joystick to select the desired option. Selected options will be highlighted

In green.
Enter the desired option by pressing the "1"button. Once an option has been selected,
that screen can be exited by pressing the "1 and "2" buttons simultaneously.

1. IN PORT «cen. FAWTAAVF, BRYVEOANFTA N
Input test of dip switches and (switch) buttoms , ete .

2. SOUND  eeenn EDORZET A B
Sound emission test

3. CHARACTER -+ WiEDRRT X B
Display test of character images

4, MONITOR ::oeren E_H—DRAB, EHDFA
Test of colors and distortion of images oz the screen

5 EXIT ceeees FAME—RKOKT
End of {Escape from) the fest mode

-7 -



5—4 PORTF X+ 7 PORT TEST

AFR—MZEBREINTWET A YT A wF, Ry, LNN—ZBOAHDPOFFEEIE
ONXhiEBORESEHE IZRZREINET,

Status of dip switches, butions, joysticks ete ... that are connected to inpuf ports
can be tested via the port test screen,
PORT
0O 1 2 3 4 5 6 7
COIN O 0 0O 0 0O 0 ¢ O
1P o 0 0 0 0 6 0o ©
2P 0O 0 0 0 0 0 0 o0
3P 0O 0 0o O 0 0o 0 0O
4P 0O 0 O 0O 0 0 0 0
DIP SWITCH
1 2 3 4 5 6 7 8
SW 1 O 0 0 0 0O 0 0 1
SW 2 0 0 0O 0 0O 0 0 O
SwW 3 0 0 0 0 0O 0o 0 0O

(0-OFF, 1-0ON)

5-5 SOUNDZFXZbt  S0UND TEST

HEICEOESHERIN., FhACHNBLESBREINSI DT AN LET,
1PLN—2FIFRLROFOFTXMNZBOE T,

Sounds can be tested via the sound tesi screen. Sounds can be tested in sequence

by pressing the joystick in the down position,

SOUND OO

5—-6 CHARACTERSZXNM . CHARACTER TEST
Xyo Uy - EEHEIEE., FTRE. EERE. ETEERETEFhZPhERRLE T,
Positioning of character can be tested via the character screen test.

Character will be displayed in the proper position, upside down, backwards, and upside
down/backwards position.

e 5 . ( .
E#x : @ &)
5" 200 3 N N K S S S
kT ETFER
i @ @
R & RoES |
I. Proper
2. Upside down
3. Backwards
4, Upside down/backwards



SlEICISISISICISISIS

5—7 MONITORF AL  MONITOR TEST

UA—2FIF2EIE0UFOFR b 20>0->0->@->0->0—>0>8>0-0>0~&
EEZHRENRTE, BROFKE. BONT VR, BAHAZEOT A FEFTVET,

By lowering the joeystick, you can advance this test from one item to another as
showp Dbelow in the order of 1 2345678910 L.
mhe color tones, balance among colors, and distortion of images on the screen, ete.

are exanined in this test.
The whole screen shows

LHESEEZERTT Do
CEEAAERTYT 5,
SEHEvE Y ERTT S,
LHEBREBERTT S,
2EEY TV ERTT Do
LHEHRERERTT 5,
LHEHBERTT 5,
Ho5—ny—v (K1) BRI S,
yo55—vay (KM2) BRYT5.
FUIANFNY—2 (F3) #BRYT B,

AN s h9-

Blue
Red
Magenta
Green
Cyan
Yellow
White

Color pattern (fig.

Color gradations (fig. 2}
A crosshatch pattern (fig. 3)
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RED
GREEN
BLUE
WHITE

MANYFN f-y
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X3 204
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(fig. 3) 20



x DATA
SEAST

T—Y1—AMRAEA




