WARZAID

Operators Manual

GKC22-UCC

Failure to operate the machine correctly could result in malfunction or accidents, so please read this manual

carefully before 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.
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QTY| NOTE

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

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

e Ifthe machine fails to function correctly, immediately turn off the machine and contact you local distributor.

] mp o

This manuals covers the following models:

Warzaid (KC22-UCC)

NO.| NAME| MATERIAL | SPECIFICATIONS

For Parts or Service contact your local Distributor or:

Betson Enterprises
303 Paterson Plank Road
Carlstadt, NJ 07072

Main Phone: 201-438-1300
Toll Free Phone: 800-524-2343
Parts Phone: 800- 828-2048

POWER SUPPLY
PETER CHOU

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

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

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

AC 120V
50/60 Hz

This equipment has been tested and found to comply with the limits for a class A digital device, pursuant to
Part 15 of the FCC rules.

These limits are designed to provide reasonable protection against harmful interference when the
equipment is operated in a commercial environment. This equipment generates, uses, and can radiate radio

GKC22

WIRING DIAGRAM
NORMAL

GKC22-UC-WIDOI1 (1/2)

WARZAID

SECURITY LEVEL

REG. TYPE
CODE NO.

NAME

2003
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frequency energy and, if not installed and used in accordance with the instruction manual, may cause
harmful interference to radio communications. Operation of this equipment in a residential area is likely to ol Ixlzl 142l
cause harmful interference in which case the user will be required to correct at his own expense. g x g § 8 E a' ﬁ ‘:3’
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TROUBLESHOOTING

If the power switch is turned “ON” but the machine fails to start properly, take the
following measures. If the machine still malfunctions or any other problem than
described below occurs, immediately turn “OFF” the main power to the machine, unplug
the receptacle, and contact your nearest distributor.

Table of Contents

Problem

Possible Cause and check items

Solutions

Nothing on screen, and
fluorescent lamp
doesn’t light

Power not turned on
Power disconnected from wall
Fuse Blown

Turn on Power
Reconnect power
Replace fuse

Nothing on screen, but
title panel’s fluorescent
is on.

Memory card loose
PCB defective
Monitor defective

Turn off game, check
memory card connection,
or contact your distributor

Fluorescent lamp
doesn’t light

Fluorescent lamp or starter bad /
defective

Replace the
fluorescent or starter

Screen too dark or
too bright

Monitor incorrectly adjusted

Adjust the screen
brightness

Coins are put in, but
no credit is received

Coin acceptor defective
Coin switch bad

Replace the coin
acceptor or switch

No sound or the sound
1s too loud

Sound level incorrectly adjusted
Speaker disconnected

Adjust sound in “SOUND
ADJUSTMENT” Check
speaker connections

“BAD” appears
repeatedly on screen by
“ROM?” check in test
mode

Memory card is defective

Turn off power to the
game and contact
your distributor

“Hardware Error”
displayed on screen

Memory card is defective
PCB is defective
Something wrong with hardware.

Turn off power to the
game and Contact
your distributor

There is no gun reaction
or occasionally the gun
doesn’t fire.

Gun is disconnected

Gun is defective

Gun is exposed to direct sunlight
Trigger switch is defective

Check gun
connectors
Relocate machine
Replace gun
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2 - Specifications CLOCK

®  Mode for setting the current clock time.
Once the clock settings have been made using this menu, the total coin and play data can
be viewed in the “BOOKKEEPING” screens. Pull the trigger of the player 1 or player 2

‘ gun to select the “Hour”, “Minute”, and “Second” and press the start button of the 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 player 1 start button.
Z IF nhae ek i not set, “CLOCK HOT SET” appears
N D SOAEEn
Z ©c © eevdripamiiinm i s
T & Sets thid Curril Se s
- = T piik e kst Torvinrd - pasih plager 1 Stasn,
- - b puit Chock backward - pash plaves T stast,
h
: On sure b0 savs the EBime setting. Oftherwise e
sutting Eime mada =il nof b saved.
—
If the clock is not set (Just after this product has been installed or initialized, for
example), the following message appears on the “BOOKKEEPING” menu screen to
Lw prompt you to set the clock.
J 5 O e
FIRST SET THE CLOCK
31 1/4 Inches 38 1/4 Inches “CLOCK” ITEM IS IN MAIN MENU
- - - - P1 START BUTTON = OK
ALL FACTORY SETTING
®  Mode for returning the setting back to factory setting.
. . Pull the gun trigger for the player 1 or the player 2 to select the desired item and press
SpeCIﬁcatlons the start button of player 1 to select.
When “YES” is selected, you are requested to confirm it. When “YES” is selected again,
Dimensions ——- Refer to the figure above: Inches all of the settings will be returned to factory settings, “NOW SAVING” will appear on
Weight — coeomoeemmeemmeemceee 450 LBS the screen as the settings are being saved. The screen will then go to the main menu.
Rated Power Consumption --------- 600W ) ) » The following modes return to factory settings.
Mon.ltor - ---- 27 Inch — Medium Resolution N ) “Sound Options”, “Game Options”, and “Coin Options”
Serv1§e Qondltlons ------------------ Temperature 33 to 95 degrees F, Humidity 20 to 70% = The following modes DO NOT return to factory settings.
(No dewing) “Calibration of Gun”, “Bookkeeping”, and “Ranking Data”
Th ificati f thi duct bject to ch ithout notice. . . . . .
* © spectiications o1 His procuct ate subject fo clange without notice If “NO” is selected “NO MODIFY SETTING” is indicated. This means the modified

settings are not saved.



3 -- Contents of the Product

Screen for the total number of coins per hour

Make sure the following parts are in the product

Totsl o ozina par hour

< mppuars lor the wesk whose data s nof Botaled. NAME QTY NAME QTY

Flayer | trigper -- Gaes back te previous page
Player 1 brigger -- goes. bo nest page

When the player 1 start butbon is pressed, the
soreen returns be "MATH MENU,

When the plyyer 3 start betton |3 pregsed, the
serean rebares bo fhe "RDDERKEFPTRG™ misni,

AC power cord
Main unit (Approx.3m)

Screen indication of game play details

Total aciiva Hima alfer selfing curmeant b

Totsl play btima after setting currunt Hima. 3 . 1 — Accessories

Avpreges play Eime
Longest play Wime
Thortes] play lime

Total mamber of reunds played. Make sure that the following accessories are all in the machine.

Total nussiser of initial play rossnds,

Tolal numissr of continue pley rounds.
NAME QTY NAME QTY
Totsd ssumber aoln play rounds,
Tetal number of 2 = persan plays. Instruction manual
Rizplays the clnch eefting. . 1
[Hours, mireies, spconds) (ThlS manual )
Goan frigger player 1 -- Gz En previcues psgs 2
Gan trigguer player 1 == G o nuxt pags
Plarper 1 Starl Bullbss = Belurn b0 "HSIM MENL®
Flayer I Start hution -- Aeturne in " EEHEEEEFTRG ™ COln door key
mEnu
2
2
Maintenance door key Back door key

If any parts are missing or defective please contact your local distributor or
Betson Enterprises.
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4 — Part Numbers and Descriptions

Complete Red Gun

Complete Blue Gun

---- Part Number --- 47-4400-01

Part Number --- 47-4400-02
Part Number --- 47-4409

Red Gun Case with trigger and Spring

Blue Gun Case with trigger and Spring

Gun Lens  ————mmmmmmmmm

Gun Hose / Cable

Gun Board ------------

--- Part Number --- 47-4408

Part Number --- 47-4407
Part Number --- 47-4406
Part Number --- 47-4405
Part Number --- 47-4404-04

Trigger -

Spring ---------------

Part Number --- 47-4409-09
Part Number --- 47-9070

Gun Trigger Switch

Gun Screw ------- —
Gun Nut —

Part Number --- 47-4410-01
Part Number --- 47-4410-02

Screen of the total number of coins for the last 7 days.

RWamber of Colng Woday

Awerage numbeir of Sl Pee the last 7 days

Total numdssr of cning la=xt 7 daye, sxciasding
oy,

Mumiser of coins yusfarday

Numiter of coine T daye ago

Numkbar of coing 1 days ago

Humhbar of codma 4 days sgo

Migmnibier of colng & days pgn

Humber of colns 6 days ago

Nigmibier of colng 7 dags pgn

*=v appeais foe the day wot totalized

Gun trigger of player 1 Goes bach to presious pegpe
Guin trigger of player 2 — goes 10 nexl gage

Wtan the playss I start bution is preassed, Ehe screan
rifturns b the main manu.

Wihien the g1art bartion for player I & pressed, the
wrreen refurne” AOOHEEERIMNG™ menu

Screen total for the total coins for the last 52 weeks

Humber of codms | weshs aga
Humher of roine 2 weeks aga
st of Coing ¥ weeks ago

Humhber of coine 52 weeke ago

Gan triggur player 1 -- Gous o prevecas screan
Gean trigger player 2 Gous 1o next pags

"W hen the player 1 sbwrd bubtcn = presssd, the
mcrpen refurne fo "MATH MERUT

Wit Lhe playes I st bullon is pressed. Uhe
SCREET FELURAE 0D Y BRI EEEPING" M

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

Mumber of oning Moy
Wgrnibes of Coing Tuesday
Rmiber of coing Wadnasday
Humhber of codes Thursday
Muitiber of coing Friday
Mumber of coing Gaburday

Rumbar of coims Sunday

Plaper L Qui LgREs -- REluin LD preyvious Sage
Plpgger 3 gun Drigoer -- G0 10 nent g

‘When the plyyer 1 sfart bufton is presssd, the
meruan redurns to Ehe " MATN MENL

‘Whun the playur 2 siart Bufton is prossed, tha
streen rieturns b Ehe "B KEEFING" s
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BOOKKEEPING

fiame mods ls resumsed

Terea OH cr OFF the Eook kesping Tuncticns.

{0# can be selected By mnfbing tha clock Himsa on Ehe
“Clock” scraan

HFF - Bookkmping of coins nol dene

W - Bookbeeping of corm (s dons.

{IT 228 po “OFF", et bookhceping of coded (8 o
sz aivd the related soreens a=¢ nol shawn.]

Wil e coin and pliy dats Lo FeSlory S0 Lvg,

When Ui SLaet bullon Por gliyer 1 prossed, The

Mg, "0k VU WANT TO CLESR &LL DATEY

WESHMOY 3pErs 0 thia gontei, Then, sekect YES

ar MO by pulling the frigger

When yor m selpcied . yom are prompbed fo cendirm

thae cholce. Salecd " FES" sgain, "MOW ERASTHNG™
and e wEping is erased. Whas RO

I8 SElected, R MODIFICATION" apggsars and thi

data will not B erased.

Tha ONJOFF esiting on Ha “bookisaping”™ screan
muwt B wet hara.

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 on the screen to prompt you to set the clock. The bookkeeping screens
cannot be opened. In such case, press the start button for player 1 to clear this message
and set the clock on the “CLOCK” screen.

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

P1 START BUTTON = OK

When the time has been preset on the “CLOCK” screen, and then the “BOOKKEEPING”
item on the “BOOKKEEPING” menu screen can be turned on.

Now the following coin data and play data screen shows up.

The screen changes in the order shown below each time the player 1 trigger is pulled.

To return to the “BOOKKEEPING” menu screen, press the player 1 start button in

individual display screen.
To return to the main menu, press the player 1 start button in individual display screen.

Iredcoven of Fag
L0 = T

When “Coin Mechanism” on the “Coin Options” screen is set at “common” the
bookkeeping data except “PLAY DATA SUMMARY?™ is displayed for each of the 2

slots on the bookkeeping screen.
The slot number appears to the right of the screen.

COIN DATA OF LAST 7 DAYS [SLOT 1]
22
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4 — Part Numbers and Descriptions -- Continued

S
1l & &£ Play

start Button

Control Panel

=

Onrer lay

One Player Start Button

--- Part Number --- 47-9150-1P

Two Player Start Button Part Number --- 47-9150-2P
Left Side Decal Part Number --- 1001-403-0004
Right Side Decal - - Part Number --- 1001-403-0003
Control Panel Overlay ----------=====---==---- Part Number --- 1001-403-0002
Front Decal --- Part Number --- 1001-403-0005
Marquee -- Part Number --- 1001-403-0001
Coin Door ----=-===mmmmmm oo Part Number --- 40-0038-47
Speakers - e Part Number --- 43-3010



4 — Part Numbers and Descriptions -- Continued

— //df

Supply

Casters

‘%\ L

Casters -

Power Supply
Warzaid CPU

Monitor Assy

Mirror ------------
Back Door

Part Number ------ 0095-001-001

Part Number ------- 44-1065-1T
Part Number ------- 1001-503-0001
Part Number ------- 44-4070-00
Part Number ------- D505-501-100
Part Number ------- D505-602-000

Warzaid

CFU

COIN OPTIONS

®  Mode for settings and checking the coin options.

Pull the gun trigger for the player 1 or the player 2 gun to select the desired item and
press the start button of the player 1 or player 2 to select. To return to the “MAIN
MENU” screen, select “SAVE AND EXIT” or “EXIT” and then press the player 1 start
button.

The coin settings options are not displayed when “FREE PLAY” is set to “YES”.
In this case, remember the games will be free.

Sebnacte o fres play.
Yas == Can o played Frae af change
N == Caib i playied chargid,

Fats tha cradits of the con slols Comman or
Independent wivin twd of mone ooln shols s
awallahde,

Commuan - When twn or more coln slobs are
nvallabde, and thair oredit = common
Indupundant = Whan tha credit of sach coin skob
|8 i p i L

Gats the number of credits for 8 colm,

{1 credit to 16 credita}

Sals the number of credits reguired bo start a
game. (1 cradit i 16 credits)

Satn the numbsr of cradits needed for the
ceniinuation of the game. {1 to 18 credids)

Press thie player § start batton to retarm all the
mrttings to the factory settings.

B surs to "SAVE AND EXIT™ to reflect new
suttings or tha factory suttings I sebected.

RANKING DATA

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

As for the items followed by setting or deletion, pull the trigger of the player 1 or player
2 gun to select the item and press the player 1 or player 2 start button to delete the content
of setting. To return to the “MAIN MENU” screen, select “SAVE AND EXIT” or
“EXIT” and than press the player one start button.

Dgplyye the ranking, team name, and score.

Enlacin the score ranking metting
Yus -~ Zcore ranking id reccrdad
Kz == Score ranking o not recorded

Prass thae player 1 start bulfon bo refurn all seflings
bistk b Recbory sstbings.

B sure 10 "SAVE AND EXIT” bo reflect the new
gettinags of the “Factory Settings” i selected

21



Game Options 4 — Power Unit

The Power Supply is located at the rear of the machine.

®  Mode for setting and checking the game options.
Pull the trigger of the player 1 or player 2 gun to select the desired item and press the * Besure to use the enclosed AC power cord.
start button for player 1 or player 2 to select. * Be sure to ground the machine.
To return to the “Main Menu” screen, select “SAVE AND EXIT” or “EXIT” and than e There are high voltage components inside of the machine. Only qualified technicians
press the player 1 start button to select. are allowed to open the back door. When the back door is open, be careful not to
e L touch the monitor or it’s nearby parts.
o oy ey e  When opening the back door, be sure to turn off the main power switch and unplug
4 the power cord from the receptacle.
5e Madium Haerd
6 Hard
T Wery Hard
B Hardast
Zwls whethar Ehe gama can ba conbinusd

YES - The game can be conkinsesd
M - The cannat be contineed

Set= the walting time i cosvtinuation period
Sebect walting time among 510,15, 20,25, 30 secsnd

Salpcts tha Lauguags <= Erglish, Garman, Spanss h,
Franch, Ttalisno.

Salects whether the score is displayed o mot durimng
1F fams & SdiEmo.

0N - Score w Desplayed.

OFF - N score iz displeyesd,

I Salecis Ehe svent mode sstting.
To set up the event made, press the start buttan of =

player I te choose from B 1 svent siages, L
= D rererreees Standend Gamie mede resamed.
i Mo arvent mode
See | i
I
In the gévent resde, the garse cam b played Por Town .
selected skages anly. The resuls will e dsplayed o Da n'qE'rc"..ls quh
for each of thews stages. Psing this funsction, you I - 1 - , Ij
can emjoy 3 competitive event of how fast each stage pemm Voltage Ingids
has been chesred, for example. Grassiamds L 2= e 2
| .
Whesn tha start botion of player T s pressesd conbinuoasly Wood
% times while presing the player 1 sfart hufton during
thee gwent mode, the game s resel and the screen returns |
o Tl COiM SLOBpLance SONEEn, Jumgin
Wsen the svent 4] otmr DEL.'I'"
fhat Buvve besn mads in "GAME Dptions™ retarn to
fthepir fachory settings |
HMounkain
FLEASE ROTE !
Bridgs
1
Hutmrl

1
S Hauntain

]
— farporl

Salects tha vinlance leval Tor e atiract mode demn
acresn display, (Thie function USA mechines cnly )
— O — Viglent scenes are displyyed

= 0FF ~ Violem sciis ore Aol displayed.

—— Prees the player 1 sfart botton o refurm sl ssEtings
ta factary sattings,

B gairi s “SAVE AMD EXITY to save Uhi new seltings
er tha “FACTORY SETTINGS” If salected.

20 9



S -- How to Play Game

This machine gives a lively entertainment of a soldier gun-shooting simulation game,
which can be competed by a maximum of 2 players at a time. By having shot down a
particular enemy, the player can get another weapon item, which allows for different
types of weapons depending on the battle situation and for other broader ways of
enjoying the game. The player can reload the handgun by directing it to the outside of the
screen and pulling the trigger. Similarly, by firing the gun to the outside of the screen, a
shield appears in front of the player by which he or she can protect against attack from
the enemy.

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

= How to Play

1. Put coins(s) in the slot, press the start button, and the start demonstration appears
and “Posture-for Fire System Explanation” starts. Up to 2 persons can
simultaneously enjoy themselves in playing the game. In addition, another player
can join in and play the game during a current game.

2. Then, “Nickname Selection” starts. From the nicknames displayed on the screen,
aim at and shoot a desired nickname with the gun to select your nickname.

3. After the selection of a nickname, the “Operations Explanation” starts. The player
is given the knowledge about all the stages and the rules of the game as well as
the details of the operation.

4. After the explanation of the operations, the “Start Demo” appears and then the
game begins.

e One life point is lost whenever a soldier is attacked by the enemy. In
addition, one life point for all soldiers participating in the combat will be
lost unless the operations are executed successfully within the preset time
for each stage.

e If'the player achieves exceptional results in the combat, he or she can be
promoted to a higher rank.

e [fa soldier is wounded by a bullet from the enemy, one life point is lost
and at the same time the player is demoted down by one rank.

e When the operations for each stage have been executed completely, the
score of the game currently in progress is displayed. If 2 players
participate in the game, the higher ranking player is given the life point
bonus.

e [fa bullet hits the “Enemy”, “Combat Vehicle”, or “Enemy Shell”, score
is added. (COMBO Points)

e If'the player successfully hits enemies continuously, additional scores are
accumulated. (Great Shot)

e [fthe player hits an enemy in the head, he or she can gain additional score.

e When a particular enemy has been shot down, “Weapon Item” and “Life-
up” comes out. The player can obtain the items when he or she shoots
them.

10

Din Switch Bit Number Be sure to set the DIP switches as shown in the figure

) 3 4 to the left. Otherwise, the machine will fail to function
correctly.

OFF OFF ON ON

SOUND OPTIONS

Mode for setting and checking the sound options.

Pull the gun trigger for the player 1 or player 2 gun to select the desired item and
press the start button for player 1 or player 2.

To return to the “MAIN MENU” screen, select “SAVE AND EXIT” or “EXIT” and
then press the player 1 start button.




If the ROM check is aborted, “ABORTED” is displayed.

ABORTED

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

BAD

If “BAD” is indicated, turn off the power switch and turn it on again. If “BAD” still
appears, immediately turn OFF the main power switch, unplug the AC power cord
from the game, and contact your nearest distributor for assistance.

Please note

DIP SWITCH CHECK

®  Mode for checking the DIP switch settings on the main PCB unit.
Be sure to set the DIP switches as follows.
To return to the “MAIN MENU” screen, press the start button for player 1.

18

Machine gun ---- Can shoot continuously
(The number of bullets is limited and cannot be reloaded)

Rocket launcher - Can destroy tanks and combat helicopter with one shot.
(The number of bullets is limited and cannot be reloaded)

Life up ---- Increases by one life point.

The obtained weapon items can be selected with the start button.

Those weapons are ready for use when they are acquired. Press the start
button to replace the handgun with one of them. With the battle situation
in mind, use the obtained machine gun or rocket launcher wisely.

5. The game is over when the life points become “0”.
e The “Result Report” then appears after the game-over or game-clear, and
the evaluation of the teams fighting power is displayed.

How to operate the gun unit ----------====————=em -
The player can reload the handgun by directing it to the outside of the screen and
pulling the trigger. Similarly, by firing the gun to the outside of the screen, a shield
appears in front of the player by which he or she can protect against the enemy from
attack. The shield stays in place until the next bullet is shot on the screen.

Joining the game halfway --------------~==-c oo
Another player can participate in the game during another players game, at any
time during game play.

Placing the gun back into the holster ---------------—--——-ceeeeee -

Place the gun unit back into the holster after game play.

Continuation of the game -------------~====== e
The continuation of the game is accepted for 10 seconds after the end of the game.
(This time is operator adjustable in the game options settings)

Event Mode --------======= o

By selecting a desired 1 out of 11 modes programmed in the “Event Mode” of the
“Game Options”, this product can provide a mode suitable to the event or competition
organized by the customer.

Cleaning the lens -------========= o
Periodically check the guns lens unit to see if it is scratched or stained. If so, sight
may fail or the gun unit may malfunction.

11



Screen Check

6-1 — Checking the Game at start up

Adjusting the screen distortion

=  When the game is first turned ON after the installation of the machine, the self
diagnostic test will begin. The test results will be displayed on the screen. If the power
is not turned ON, make sure that the main power switch is in the ON position.

®  Mode for checking the screen.
Adjust the vertical and horizontal picture size, as required, using the test screen

) ) ) ) ) crosshatch pattern. Use the monitor adjustment PCB to make the adjustments.
e Do not change the DIP switch setting of this machine to anything other than the To return to the “MAIN MENU” screen, press the start button for player 1
factory settings. There are no operator adjustments using the DIP switches. ’ ’

e If the game fails to function properly, immediately turn off the main power switch,
unplug the power cord from the receptacle and contact your local distributor.

ooooo
(INIRINININ]
Oooood
] = g

DoooEg
1 010 EACIc

e
=

TERCI T

= Results of power up tests --------=mmmmmmmmmmm oo

If the test is OK — The machine goes to the demonstration mode and the attract mode
begins.

If the test fails — If “BAD” or “Error” appears on the screen, take proper measures, referring
to the Trouble shooting section on page 26.
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= Setting the time -----==-=——====—m oo
If the timer is not yet set in the “Clock”, the following message appears on the screen. COLOR CHECK

PLEASE SET THE CLOCK BEFORE OPERATION Adjusting the color display

PRESS TEST BUTTON = MAIN MENU

®  Mode for checking the color display

Press the test button, and the “Main Menu” screen shows up instead in the test mode. Adjust the monitor using the monitor adjustment PCB so that the colors of the color
Select the “Clock” screen and set the time. Without this setting, the above message bars in the monitor crosshatch are white, and the background color is dark.
appears each time the machine starts.

ROM CHECK

" Gun calibration setting--------===========mmmmm o
If the gun has not been calibrated in the “Gun Check” section in the set-up and
diagnostics menu the following message appears in the screen. (The gun calibration is
made at the time of shipment so the message should not appear)

PLEASE CALIBRATE GUN.

Checking the content of ROM

Mode for checking the memory card ROM.

Check the memory card (ROM) which is located in the main PCB unit. “OK” appears
when the board is working normally and “BAD” appears when there is a
malfunction.

Press the player 1 start button to interrupt the ROM check or return to the main menu.

PRESS TEST BUTTON = MAIN MENU

When the test button is pressed at this time, the menu changes to “Main Menu” of the
“Test Mode”. Then, calibrate the gun using the “Gun Check” of the “I/O” check menu. If
the gun calibration has not yet been completed, the above message appears whenever the
game is started.

When the ROM check has completed, and passes the tested, “OK” appears.
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Gun Check

Checking the gun reaction and Sighting

®  This is the mode for checking the gun reaction and sighting.
The reaction of the gun can be checked by pointing the gun at the screen and pulling
the trigger.
To return to the “I/O’’ item selection screen, press the start button for player 1.

e After the gun has been repaired or replaced, be sure to calibrate the gun
e Be careful to calibrate the gun accurately to ensure the game operates properly.
e Perform a calibration for all (BOTH) the guns when calibrating.

A bullet appears after shooting

The center of the screen

®  Performing the gun calibration

To calibrate the gun hold down the test button and shoot the spot at the center of the
screen for each players gun.

A bullet mark appears after shooting.

Always perform a calibration for both guns when calibrating.
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6-2 — Game Settings and Adjustments

This section describes how to change and check the current game settings, as required.

= Starting the Test Mode

1. Turn on the power switch.

2. While the game is in the attract mode, press the test switch on the service panel.

The main menu is displayed on the screen.

If the power is turned on while the test button pressed, the current settings and all the data
recorded in the “Ranking Data” and “Bookkeeping” are deleted and returned to their factory

settings.

PLEASE NOTE

Exiting the Test Mode

Main menu Screen (Basic items)

Use / pull the trigger of the player 1 or player 2 gun to select “Game Mode” on

the main menu screen.

While the “Game Mode” is selected press the player 1 start button. This will
return the game to the game mode. (Attract Mode)

MAIN MENU

I/0 CHEC

SCREEN CHECK

COLOR CHECK

ROM CHECK

DIP SWITCH CHECK—
SOUND OPTIONS

GAME OPTIONS

COIN OPTIONS

RANKING DATA
BOOKKEEPING

CLOCK

ALL FACTORY SETTINGS
GAME MODE

Pl / P2 GUN TRIGGER SELECT 1ITEM
P1 START BUTTON = EXECUTE

Displaying the products destination , version
Checking the controls.

Adjusting the screen distortion.

Adjusting the display color.

Checking the content of the ROM.

Indicating the DIP switch settings.

Setting various sound options.

Setting various game optiocns.

Setting various coin options.

Setting, checking and deleting the ranking

Displaying the bookkeeping
of coins.

Setting the current clock time.

Other settings than for “Calibration of Gun
"BOOKKEEPING” and "“RANKING DATA"
are reset to their factory settings.

Returning to game mode.

If the system clock has not been set, “>" and “<” start flashing at both ends of
“BOOKKEEPING” to prompt you to set the clock.

If the gun calibration has not been made, “>" and “<” will flicker on both sides of the
“I/O CHECK” screen to prompt you to make the gun calibration.

Please Note
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= Selecting Each Mode -------========— - memm e
How to select each mode from the main menu..

--- Select ---- Pull the trigger of the player 1 or player 2 gun.

--- Set -------- Press the start button for player 1.

For a basic explanation of each mode refer to the above pages.

“I/O CHECK?” item selection screen

6-3 Mode Descriptions

® The original factory settings are displayed; the changed settings are in red.

e To change the preset value, pull the trigger of the player 1 or the player 2
gun to select the desired item and press the start button for player 1.

e After the desired setting has been changed, select “SAVE AND EXIT”
and press the start button to enter.

e “NOW SAVING” will appear, the new settings will be saved, and they
will than return to the main menu.

o [f“EXIT” is selected after the modification of the settings, the following
message will appear.

YOU DID NOT SAVE. DO YOU WANT TO SAVE? [YES/NO]

Pull the trigger of the player 1 or player 2 gun to make a selection of “YES/NO” and
press the start button for player 1 to enter. INPUT CHECK
If “YES” is selected, the new settings will be saved and the display will indicate “NOW

SAVING” and then the screen will return to the main menu. _ ‘ . o
If “NO” is selected, the message “NO MODIFICATION” will appear, the modified " This mode is used for checking the switch inputs.

settings will not be saved, and then the screen will return to the main menu. This screen is used to see whether the inputs on the controls are on or off.
To return to the “I/O CHECK” item select screen, press the start button for player 1

while pulling the gun trigger on the player 1 gun.

If “FACTORY SETTINGS” is selected and the player 1 start button is pressed, all of
the settings will be reset to factory settings.
Please Note

I/0 Check ﬁ
Checking the Controls lay
®  Mode for checking the buttons. - || ., .

Select the item(s) to be checked by pulling the gun trigger of player 1 or the player 2 gun, and
press the player 1 start button to select the item to be checked. Then, the screen for the item(s)
being checked appears.

To return to the main menu screen, select “Exit” and then press the start button for player 1.
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