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SPECIFICATIONS

Installation space:67 in.(L) x 47 in.(W)
Height: 89 in.
Weight: Approx. 400 Ibs.
Power maximum current: 5 Amp AC 120V 60 Hz AREA

MONITOR: 29 INCH COLOR MONITOR

SEGA ENTERPRISES, LTD., has for more than 30 ybaen supplying various innovative
and popular amusement products to the world mafkes. Owners Manual is intended to
provide detailed descriptions together with all tieeessary installation, game settings and
parts ordering information related to the HOUSETHE DEAD STD, a new SEGA product.

This manual is intended for those who have knowdeafcelectricity and technical expertise,
especially in ICs, CRTs, microprocessors, and titmeards. Read this manual carefully to
acquire sufficient knowledge before working on thachine. Should there be a malfunction,
non-technical personnel should under no circumstsitmuch the interior system. Should the
need arise, contact our main office, or the clobesmtch office listed below.

SEGA ENTERPRISES, INC. (USA)
Customer Service

45133 Industrial Drive

Fremont, CA 94538

Phone 650-802-1750

Fax 650-802-1754

7:30 am - 4:00 pm, Pacific Standard Time
Monday thru Friday

INTRODUCTION OF THE OWNERS MANUAL



General Precautions

Follow Instructions: All operating and use instioos should be followed.

Attachments: Do not use attachments not recommelgléae product manufacturer as they
may cause hazards.

Accessories: Do not place this product on an ubsi@t, stand, tripod, bracket, or table. The
product may fall, causing serious injury to a clufdadult, and serious damage to the product.
Use only with a cart, stand, tripod, bracket, ieéaecommended by the manufacturer, or
sold with the product. Any mounting of the prodskbuld follow the manufacturer's
instructions, and should use only mounting accéssoecommended by the manufacturer.

Moving the Product: This product should be movethware. Quick stops, excessive force,
and uneven surfaces may cause the product to overtu

Ventilation: Slots and openings in the cabinet@myided for ventilation, to ensure reliable
operation of the product and to protect it fromneating; these openings must not be
blocked or covered. The openings should never dekbl by placing the product in a built-in
installation such as a bookcase or rack unlessepnggntilation is provided or the
manufacturer's instructions have been adhered to.

Power Sources: This product should be operatedfoomy the type of power source indicated
on the marking label. If you are not sure of theetpf power supply to your location, consult
your local power company. For products intendedperate from battery power or other
sources, refer to the operating instructions.

Grounding or Polarization: This product is equippeth a three-wire grounding-type plug, a
plug having a third (grounding) pin. This plug wehly fit into a grounding-type power

outlet. This is a safety feature. If you are undblasert the plug into the outlet, contact your
electrician to replace your obsolete outlet. Dodwefeat the safety purpose of the grounding-

type plug.

Power Cord Protection: Power-supply cords shoultbhiéed so that they are not likely to be
walked on or pinched by items placed upon or agaivesn, paying particular attention to
cords at plugs, convenience receptacles, and ihewbere they exit from the product.

Overloading: Do not overload wall outlets, extenstords, or integral convenience
receptacles as this can result in a risk of firelectric shock.

Object and Liquid Entry: Never push objects of &mgd into this product through openings
as they may touch dangerous voltage points or-shanparts that could result in a fire or
electric shock. Never spill liquid of any kind dretproduct.

Servicing: Do not attempt to service this produmiingelf as opening or removing covers may
expose you to dangerous voltage or other hazaefsr Rll servicing to qualified service
personnel.



Damage Requiring Service: Unplug this product ftbewall outlet and refer servicing to
qualified service personnel under the following ditions:

a) If the power cord or plug is damaged;

b) If liquid has been spilled, or objects havedalinto the product;

c) If the product has been exposed to rain or water

d) If the product does not operate normally whdlovang the operating instructions. Adjust
only those controls that are explained in the dpaganstructions. An improper adjustment of
other controls may result in damage and will oftequire extensive work by a qualified
technician to restore the product to its normakapen;

e) If the product has been dropped or damagedyimay;

f) When the product exhibits a distinct changeerf@rmance; this indicates a need for
service.

Replacement Parts: When replacement parts arereegbie sure the service technician has
used replacements parts specified by the manutaabuithat have the same characteristics as
the original part. Unauthorized substitutions mesuit in fire, electric shock, or other
hazards.

Safety Check: Upon completion of any service oanegpto this product, ask the service
technician to perform safety checks to determim tiine product is in proper operating
condition.

Heat: The product should be situated away from beatces such as radiators, heat registers,
stoves, or other products (including amplifiergtthroduce heat.

Lithium Battery- Dispose of batteries only in act@ance with the battery manufacturer's
recommendations. Do not dispose in an open flamdition, since the battery may explode.

Cleaning: When cleaning the monitor glass, use matglass cleaner and a soft cloth. Do not
apply chemicals such as benzine, thinner, etc.

Location: This an indoor game machine, DO NOT ihgtautside. To ensure proper usage,
avoid installing indoors in the places mentionelblwe

- Places subject to rain/water leakage, or condiensdue to humidity;
- In close proximity to a potential wet area;

- Locations receiving direct sunlight;

- Places close to heating units or hot air;

-In the vicinity of highly inflammable/volatile ch@cals or hazardous matter;



- On sloped surfaces;
- In the vicinity of emergency response facilisegsh as fire exits and fire extinguishers;
- Places subject to any type of violent impact;

- Dusty places.

I nstallation Precautions

- Verify the amperage of the branch circuit outlefiore plugging in the power plug. Do not
overload the circuit.

- Avoid using an extension cord. If one is requitesk an extension cord of type SJT, 16/3
AWG rated min. 120 VAC, 7A.

- Moving this unit requires a minimum clearancedobrs, etc.) of 32" (W) by 77" (H).

- For the operation of this machine, secure a mimrarea of 32" (W) by 42"(D).

Regulatory Approvals

This game has been tested and found to complythetiirederal Communications
Commission Rules.

This device complies with Part 15 of the FCC Ru@geration is subject to the following two
conditions: (1) This device may not cause harmitdrference, and (2) this device must
accept any interference received, including interfee that may cause undesired operation.

This game has been tested and listed by Underw/ititgooratories, Inc., to ANSI/UL22.

LISTED

@

UL 5K92

AMUSEMENT MACHINE



1. NAME OF PARTS

BILLBOARD

29 INCH MONITOR

1P CONTROLLER

2PCONTROLLER

/

COIN CHUTE DOOR

CASHBOX DOOR

Game Specifications Width | Length | Height | | Weight
PACKAGED GAME 34 x 65 x 80 500 Ibs.
ASSEMBLED GAME 67 x 47 x 89 400 lbs,

29" NANAO COLOR MONITOR (med
resolution 24k)

GAME POWER REQUIREMENTS 5 Amp 120V 60Hz

MONITOR



2. ACCESSORIES

Below is a list of items that are packaged withiH@USE OF THE DEAD STD game. If you
have purchased a game withoout recieving the fatiguaccessories please contact your

distributer.

DESCRIPTION OWNERS MANUAL (TAMPERPROOF WRENCH)
Part Mo (Quy-} 4202-6292-03 (1) ALLEN KEY 4-40

MNote

Figures

If part Me. has no description, the number has not been
registered o can not be registered. Such o part may not
be ohtainable even if the cutomer desires to putchase it,
Therefore, ensure that the part is in safckeeping with vou.

(TAMPERPROOF WRENCH) FUSE S000mA 125V

M4 $40-0006-01 (1) (11: AC 120V AREA
FUSE 6000mA, 250V

M4 540-0007-01 (1) e ek

TOOL
For spare, refer to section 12, ﬁ




3. ASSEMBLING PRECAUTIONS

A\

CAUTION' Assembling should be performed as per this manuaSince this is a complex
machine, erroneous assembling may cause damage e imachine, or malfunctioning to
occur. When assembling, be sure to perform work bplural persons. Depending on the
assembly work, there are some cases in which perfaing the work by a single person
can cause personal injury or parts damage.

Note that the tools such as a Phillips screwdraret wrench for M16 hexagon bolt w/24 mm
width across flats are required for the assemblgkwo

When carrying out the assembly work, follow the procedure in the following 3-item
sequence:



[1.] SECURING IN PLACE (ADJUSTER ADJUSTMENT)

A\

CAUTION' Be sure to have all the Adjusters make contact witthe surface. Unless the
Adjusters come into contact with the surface, the @binet can move of itself, causing an
accident.

This machine has 4 each of casters and adjusigr8(fa). When the installation position is
determined, cause the adjusters to come into dowttdtthe floor directly, make adjustments
in a manner so that the casters will be raisedcqamiately 5mm. from the floor and make
sure that the machine position is level.

@ Move the machine to the installation
pasition.

@ Cause all of the leg adjusters to make
contact with the floor. By using a
wrench, make adjustments in the height
of the leg adjusters to ensure that the
machine's position is level.

LEG ADNISTER

@ After making adjustments, fasten the
leg adjuster nut upward and secure the
height of the leg adjuster.

FIG. 3. 2b ADJUSTER

FASTEN UPWARDS

148" INCH

LEG AIMUSTER



[2.] POWER SUPPLY

A\

YRS Ensure that the power cord is not exposed on the Hace (passage, etc.). If

exposed, they can be caught and are susceptibled@amage. If damaged, the cord can
cause an electric shock or short circuit. Ensure it the wiring position is not in the
customer's passage way or the wiring has protectiveovering.

The AC Unit is mounted on the left side of the FRIOBIABINET . The AC Unit
incorporates the Main SW. Firmly insert the PowleigRnto the Socket Outlet. Turn the
Main SW ON to turn power ON.

Main SW
L
J’.Uﬁ_‘
il | ON
) |ole
ED
D ©
1 \
.IF" "l.,
— Y— il oA
— ﬂ_ji)j_’) Fuse \'3

1) Ensure that the main power SWis C

REPLACEMENT AND ADJUSTMENT OF FUSE

MERTANT In order to prevent electrical shock, be sure to ttn power off before performing
work by touching the interior parts of the the product. Be careful so as not to damage
wirings. Damaged wirings can cause an electrical sbk or short circuit accident. Be
sure to use fuses meeting specified rating. Usingses exceeding the specified rating can
cause a fire or electrical shock. After eliminatinghe cause of the fuse blowing,
continued use with the fuse as is blown can causergration of heat resulting in fire.

1.> Unplug the unit.
2.> Remove the AC Switch Panel on the left sidthefFront Cabinet.

3.> The 3 fuses are now visible. Replace the blfwse. Always replace the fuses with the same tygke a
current rating for continued protection.

4.> By using the reverse procedure reinstall theSxch Panel.



[3.] ASSEMBLY CHECK

In the TEST MODE, ensure that the assembly has beate correctly and IC BD is satisfactory (refer to
Section 6). In the test mode, perform the followiest:
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Selecting the MEMORY TEST on the test mode menaestr
causes the on-board memory to be tested autonhati€ak game
board is satisfactory if the display beside eaciNiC shows
GOOD.

Selecting the INPUT TEST on the test mode menuesccauses
the screen (on which each switch is tested) toidgfaded. Press
each switch. For the coin switch test, insert & é@m the coin
inlet with the coin chute door being open. If thepthy beside
each switch indicates "ON," the switch and wirirgnaections are
satisfactory.

Select "OUTPUT TEST" from the Test Menu in the Tidside to
have the Lamp Test Screen displayed. Check if lanp lights
up satisfactorily.



[3.] ASSEMBLY CHECK cont'd

SOUSDNTEST

-

]

FELECT WITH SERYICE BUTTDN
PRESS TEST BUTTON 7O EXIT

CRT TEST 12

s

WHITE

PRESS TRET BLUTTON T0 CONTENUE

N

G SETTING
DL MARE CHECK

FAYER]
PLAVER]
FLAYER]

GUN ADIUSTHMENT
GUN DEFSEILT ADJUSTMENRT
MANUAL ADJUSTMENT

PFLAVERD
PLAVERD
FLAVER:
SEXIT

AL ADIUETMENT
GUM CEFAULT AADIUETRENT
MANLAL ADIUSTMENT

/
R

SELECT WITH SERVICE BLTTON
AME PRESS TRAT BUTTON

A

In the Test Mode, selecting SOUND TEST causesdtees, on
which the sound related BD and wiring connectiamstasted, to be
displayed. Be sure to check if the sound is emiftexh each
speaker and the sound volume is appropriate.

In the TEST MODE menu, selecting C.R.T. TEST alldkes screen
(on which the monitor is tested) to be displayelthédugh the
monitor adjustments have been made at the timkipfreent from
the factory, color deviation, etc., may occur du¢he effect caused
by geomagnitism, the location building's steel feasrand other
game machines in the periphery. By watching thenesle screen,
make adjustment as to whether an adjustment isededfdt is
necessary, adjust the monitor by referring to $acdi. In case of
color deviation due to the monitor's magnetizatise DAMAGE
SW (see Section 6).

On the menu screen in the test mode, selecting SENTING
displays the screen on which gun setting is setcKto see if there
is any problem for playing game.

Perform the above inspection also at the time aftirlg inspection.



4. PRECATIONS TO BE HEEDED WHEN MOVING
THE MACHINE

A\

CAUTION: \Wwhen moving the machine, be sure to pull out the pby from the power supply.

Moving the machine with the plug as is inserted cadamage the power cord and cause a
fire or electric shock.

When moving the machine on the floor, retract the Ajusters and ensure that Casters
make contact with the floor. During transportation, pay careful attention so that Casters
do not tread power cords. Damaging the power cordsan cause an electric shock and/or
short circuit.

When lifting the cabinet, be sure to hold the catclportions or bottom part. Lifting the
cabinet by holding other portions can damage partand installation portions, due to the
empty weight of the cabinet, and cause personal imjy.

Use care when handling glass made parts. When th&ags is damaged, fragmentsof glass
may cause injury.

Do not push the
cabinet from the
left/right direction.




5. CONTENTS OF GAME

1.> Inserting a coin(s) causes the credit disptayhe bottom of the screen to count. Inserting
one credit worth of coin(s) changes the messaghahottom of the screen from the
"INSERT COIN(S)" to "PRESS START BUTTON" and bothtbe start buttons will flash.

2.> Pressing either of the start buttons determivigsh side (left or right) you are playing
on. Press the START button to start the game.

3.> After starting the game, the Title of the Sthgeg started and the purpose of game are
displayed.

The camndge piciure HEL-DAD
shaowi changed bullets ‘\‘
= b
m “ ‘When your gun rund sul ol amama,
1 P ‘““* *"'* ZF point outside the screen and pall the

trgger i roload

Whes the |ife poist becomes aom, tho game i& aver

° The life points and the number of bullets of kige-hand side player (1P) are displayed on thesloeft-hand
side of the screen, and those of the right-hanel giglyer (2P), on the lower right-hand side ofsbeen.

° The player loses one life if he shoots a hostagmiistake.

° The gun holds bullets. When it runs out of amhRELOAD" is displayed on the screen. At this tirpejnt
outside the screen and pull the trigger to reload.

° The enemy's axes, knives, drum cans, barrels,czic be shot down for your defense.

° Shooting the background scenery can cause Sptmiad to appear sometimes. The Special Itemsean b
captured by shooting. Capturing an item allows tgearn points or recovers life points (explanatiaa regards
to the Items are given later).

° When the life point becomes zero, the game is.ove

° Downing the boss character awaiting you at thieafreach stage results in clearing that particstage. The
player cannot defeat the boss until his life mbemomes zero (the boss character's life meter).



4.> If you would like to join in the game at any&mwhile the other person is playing, insert a

coin(s) and press the start button. Also, whenitsedlowing the game to be played still
remain, the start button on the other side willgk#ashing. The player can participate i the
game by pressing the flashing button.

5.> When the life point becomes zero, if you wamitmue, insert a coin(s) required to
continue and press the start button. If creditsaahig the player to continue still remain, you
can continue by merely pressing the start button.

6.> At the time of game over, if the player's so@eks 10th or higher, hi/her name can be
entered.

CONCERNING SPECIAL ITEMS

LIFE > The life point increases by one. The upper lmhitife Point
can be set to 3, 4, and 5.

PN

COIN or GOLDEN FROG > Capturing either of these items increases the Rdint.

KNACK OF PLAY

°Accurately shoot at the headin each stage, the head is the weak poin
enemy characters other than the Boss. Hitting #ael lyreatly decreases tl
enemy's life points and can down the enemy quidklyhe latter half of the
stages, the higher the stage level you procedtiganore important the
shooting accuracy becomes.

WEAK POINT w53

e

°Look for your favorite routes: The stage has various routes which are
determined by the player's action. Some routes lepgeenemy appearanc
frequent life recovery, etc. You can master a krafgiday by looking for
your favorite routes.

°Memorizing the enemy's appearance positionSince the enemy's appearance pattern is the sangetaue,
you can also master a knack of play by memorizirgdy pattern through repeated game play.



6. EXPLANATION OF TEST AND DATA DISPLAY

By operating the switch unit, periodically perfothe tests and data check. When installing the madhtially
or collecting cash, or when the machine does nuttion correctly, perform checking in accordancehwie
explanations given in this section. The followidgp® tests and modes that should be utilized ascaiybé.

ITEMS DESCRIPTION SECTIONS

When the machine is installed, perform the
following:

1.> Check to see that each setting is as per
standard setting made at the time of shipmelnt6_9 6-10

INSTALLATION 2.> In the INPUT TEST mode, check each SW 6-5
OF MACHINE |and VR.
3.> In the OUTPUT TEST mode, check each 6-6
of the lamps.
6-3, 6-4
4.> In the MEMORY TEST mode, check IC's
on the IC Board.

Choose MEMORY TEST in the MENU moce
to allow the MEMORY test to be performed.
In this test, PROGRAM RAMs, ROMs, and
ICs on the IC Board are checked.

Periodically perform the following:

MEMORY 6-3, 6-4

1.> MEMORY TEST
6-3, 6-4
PERIODIC 2.> Ascertain each setting.
SERVICING 6-9, 6-10
3.> In the INPUT TEST mode, test the
CONTROL device. 6-5

4.> In the OUTPUT TEST mode, check each 6-6
of the lamps.

1.>In the INPUT TEST mode, check each SW
and VR. 6-5

CONTROL

SYSTEM 2.> Adjust or replace each SW and VR. 7

3.> If the problem can not be solved yet, check 7
the CONTROL's moves.
In the MONITOR ADJUSTMENT mode,

MONITOR  [check to see if the MONITOR adjustment is; 6-8
appropriately made.

1.> MEMORY TEST 6-3. 6-4
IC BOARD 2.> In the SOUND TEST mode, check the 6-7
sound related ROM's. )
DATA CHECK Check such data as game play time and 6-12

histogram to adjust the difficulty level, etc.



6 - 1 SWITCH UNIT AND COIN METER

MFRTAT Never touch places other than those specified. Tohing places not specified can
cause electric shock and short circuit.

A\

CAUTION: Adjust to the optimum sound volume by consideringlie environmental

requirements of the installation location. If the GOIN METER and the game board are
electrically disconnected, game play is not possél

Open FRONT DOOR RIGHT, and the switch unit showpesps. The function of each
switch is as follows:

1> SOUND VOLUME ,—F—DE s SW Test Bulton
J 1

Controls the speaker volume.

| / DEGALISS SW
=

2.> TEST BUTTON (TEST SW)

123436

For the handling of the TEST BUTTON, refer t et
the section on the test mode. [ComMETER |

3.> SERVICE BUTTON (SERVICE SW) SERVICE SW.

SOUND
Give credits without registering on the coin me || YOLUME Q

4.> DEMAGNETIZER SWITCH (DEMAG SW) ! f
Sound Volume Service Bunoen Y

Eliminates the unevenness of the on-screen cc _.
of the MONITOR.

5.> SUB POWER SWITCH (POWER SW)

The AC UNIT at the rear of the cabinet has the npawver switch. Note that normally, the
SUB POWER SWITCH should be kept in the ON position.



6 -2 TEST MODE

This mainly checks if the operation of Game BDdaswaate, and allows for COIN
ASIGNMENTS/GAME ASSIGNMENTS setting Projector adjonents.

SELECTION OF TEST ITEMS

-
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FIG. 6.2 TEST MENU
6 -3 MEMORY TEST

(/’_ B

.

MEMODAY TEST

KN GOt I GODD

BOWARD
Wil 00D (L ER
Wi COnO [ T T
K GOon ICla ool
e 0 Goon
alakly  CTU BOARD
KN GOOD . IOW GO0 )07 GGl BT G000
K& 0000 10T 3000
KT GDOD T 00
K 000D ICiol GOsD
KRR GOOD IO 1a GO0
KIF8 COOD AT GO00h
N GOOD W GO0D K0 G000
il GOOD 0 GODD N Go0h
Wil OO0 K0l 0000 K GOnh
L GOAL 008 GO0 KT GOOD
KXl GOOD KT G000 W0 GO0t
WEl G000 M GO0 0T GO0D
1 GOOD 03 Go0h W Gooo

FREZS TEST BUTTON TO BT

N

B B
BC1] GODD
BCT 0000
& GO00

% GO

S GO00D
G000
S 000D
ICNl GO0

FIG. 6.3 MEMORY TEST
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FIG. 64 TGP TEST

1.> Push the TEST BUTTON to cause the following TREENU
to appear.

2.> By pushing the SERVICE BUTTON, bring the arrmark to
the desired item and press the TEST BUTTON.

3.> After the test is complete, move the arrow marlfEXIT" and
press the TEST BUTTON to return to game mode.

The MEMORY TEST mode is for checking the on-BD meyni&
functioning. "GOOD" is displayed for normal ICs alAD" is
dispalyed for abnormal ICs.

° When the test is completed, if the display asashleft, it is
satisfactory.

° After finishing the test, pressing the TEST BUTN @llows the
MENU MODE to return on the screen.

In this test, T.G.P. (on screen display relatedi$@hecked. As shown at the left, if "GOOD" ispdés/ed for all,
it is satisfactory. Press TEST BUTTON to returrtite menu screen.



6 - 5 INPUT TEST

When INPUT TEST is selected, the MONITOR will shtve following, allowing you to
watch the status of each switch. On the screemg@eally check the status of each switch.

-

CHLITES|
STAETI
TEST-5W

TRIGGTR

\\_ PRLSS TIST BUTTON TO EXET _/

ENPYT TRST \.II
HFF CHLTES OFF
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are SERVICE 5% oFF
ar TRIGGERT ¥

FIG. 6.5 INFUT TEST

6 -6 OUTPUT TEST

1.> By pressing each switch, if the display onrigat-hand side of
the name of each switch changes to ON from OFFSWeand the
wiring connections are satisfactory.

2.> Open the COIN CHUTE DOOR and insert a coin ftbemnCOIN
ENTRY to check the COIN CHUTE SW.

Choose OUTPUT TEST to cause the following loweesnrto appear. In the test,
periodically adjust the projector and check théustaf each lamp.

STARTILAKF

STaETILAME

\- SELECT WTTH SERVICE BUTTON

r‘/- CAITPUT TEST \

oFfF

ANT) PRESS THST IUTTON _/

FIG. 6.2 OUTPUT TEST

Choose OUTPUT TEST to have the MONITOR screen sHeftro

appear. This screen allows status to be checkemdrelly check
the lamp status in this mode.

Press the SERVICE BUTTON to move the arrow to theiréd lamp
test item.

Press the TEST BUTTON. If the dispay to the righthe lamp
changes to ON from OFF, the lamp and wiring corioadre
satisfactory.

Choose EXIT and press the TEST BUTTON to returklENU
MODE.



6 - 7 SOUND TEST

This enables sound used in the game to be chaSkehd related memory and each speaker
are checked. Press the SERVICE BUTTON to bringathew to the desired sound item to be
tested. Pressing the TEST BUTTON causes the desinaad test to appear.

/- SOLURTD FEST
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FRESS TEST IUTTON TO EXIT

~

W,

FIG. 6.7 SOUND TEST

6-8C.R.T. TEST
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FIG. 6.8 CR.T TEST

Each time the SERVICE BUTTON is pressed, numeispldiyued on
the screen counts up and sound is emmitted.

Select C.R.T. TEST to cause the MONITOR to displeeyscreen
shown left, allowing MONITOR adjustment staus todbecked.

Periodically check the MONITOR adjustment statugtos screen.

The screen (1/2) enables color adjustment chebk fperformed.
THe color bar of each of the 4 colors, i.e., regen, blue, and white,
is the darkest at the extreme left and becomesterigowards the
extreme right.

Press the TEST BUTTON to shift to the next pag2)(2/
The scren (2/2) allows screen size and distortidpet tested.

Check if the CROSSHATCH FRAME LINE goes out of #ween
and if the crosshatch lines are distorted.

Press the TEST BUTTON to return to the MENU mode.



6 - 9 GAME ASSIGNMENTS
Selecting the GAME ASSIGNMENTS in the MENU mode sesithe present game settings

to be displayed and also the game settings chdgge®e difficulty, etc.) can be made. Each
ite displays the following content.

SETTING CHANGE PROCEDURE

MERTANT Setting changes cannot be stored unless the TEST BUON is pressed while the
arrow is opn EXIT.

1.> Press the SERVICE BUTTON to move the arrovhodesired item.
2.> Choose the desired setting change item by ussngEST BUTTON.

3.> To return to the MENU MODE, move the arrow to
EXIT and press the TEST BUTTON.

/ AME ASSKINMIENTS _‘\‘

CAME DEFCULEY NORMAL
LIFE SETTING

INEEAL LIFY 3

BLAN LIFE

° GAME DIFFICULTY: Game difficulty can be set in 5ffrent
levels from VERY EASY to VERY HARD.

° LIFE SETTING: The combination set of INTIAL LIFER& number
of life points alloted to the player at the timegafime start) and MAX
LIFE (the limited number of life points) can beeskd from the
following 12 variations.

LR TN D GREEH
ADVTRTIEE SORND s
COUNTRY (113

»EXIT

INTIALLIFE: 123123412345

k MAX LIFE: 333444455555

T PAEAS TRSY MTTTON 4
° BLOOD COLOR: The blood color is chosen from amaimeg) 4
kinds, i.e., GREEN, RED, BLUE, and PURPLE.

° ADVERTISE SOUND: Determines whether ADVERTISE SOD to be emmited or not by setting to ON
when emmitting it and to OFF when not emmitting it.

° COUNTRY: Message language.

THE FOLLWING FIGURES/TABLES SHOW THE FACTORY RECOMMENDED SETTINGS.



6 - 10 COIN ASSIGNMENTS

Selecting the COIN ASSIGNMENTS in the MENU moderpis you to set the start number
of credits, as well as the basic numbers of camkaedits., This mode expresses "how many
coins correspond to how many credits."

SETTING CHANGE PROCEDURE

MERTANT Setting changes cannot be stored unless the TEST BUON is pressed while the

arrow is on EXIT.

1.> Press the SERVICE BUTTON to move the arrovhtodesired item.

2.> Choose the desired setting change item by ussngEST BUTTON.

I/"_ COHN ASSIGHMENTS

CTHN CHEITE TVPE
CREDIT TO START
CREDAT TE DONTINLE

CHLTER]

CHUTESRT

SLANRIAL BETTENG

SEXTT

CORSICREDHT SHTTING

o i
I CHEDITS
| CREDT

L ETHR

| CTHN

SELECT WITH SERVICE BUTTON

\\_ AND PREXS TRRT BUTTON

1 CEEDHET

1 CRECAT

~

/

3.> To return to the MENU MODE, move the arrow to
EXIT and press the TEST BUTTON.

° COIN CHUTE TYPE: Sets the combination of the numbe€OIN
CHUTESs and the number of players as applicabléhdrcase that the
COIN CHUTE is changed, be sure the setting is nim@emanner
meeting the replaced coin chute.

COMMON: Coins are accepted in common for both playe

INDIVIDUAL: Each player uses a coin chute which epts coins
independently.

° CREDIT TO START: Number of credits required foarsing game. (1~5 credits are selected.)

° CREDIT TO CONTINUE: Number of credits required fmntinuing game (1~5 credits are selected)

° COIN/CREDIT SETTING: Sets the CREDITS increasaémeent per coin insertion. There are 27 settings
from #1 to #27, expressed in XX CREDIT as againstCOINS inserted. (TABLE 6.10a, 6.10b) #27 refers t
FREE PLAY. When the COIN CHUTE TYPE is set to INDDUAL, there are some setting numbers not
displayed as indicated in TABLE 6.10b.

° MANUAL SETTING: This allows credit increase setting against coin insertion to be further set in the
manner finer than COIN/CREDIT SETTING (refer to TAB 6.10c).



TABLE 6.10a COIN/CREDIT SETTING (COIN CHUTE COMMONYPE)

SETTING

SETTING
#1

SETTING
#2

SETTING
#3

SETTING
#4

SETTING
#5

SETTING
#6

SETTING
H7

SETTING
#8

SETTING
#9
SETTING
#10

SETTING
#11

SETTING
#12

SETTING
#13

SETTING
#14

SETTING
#15

SETTING
#16

SETTING
#17

SETTING
#18

FUNCTIONING OF CHUTE #1

1 COIN ~ 1 CREDIT

1 COIN ~ 2 CREDITS

1 COIN ~ 3 CREDITS

1 COIN ~ 4 CREDITS

1 COIN ~ 5 CREDITS

1 COIN ~ 2 CREDITS

1 COIN ~ 5 CREDITS

1 COIN ~ 3 CREDITS

1 COIN ~ 4 CREDITS

1 COIN ~ 5 CREDITS

1 COIN ~ 6 CREDITS

1 COIN ~ 1 CREDIT

1 COIN ~ 1 CREDIT

1 COIN ~ 2 CREDITS
1 COIN ~ 1 CREDIT

2 COINS ~ 3 CREDITS

1 COIN ~ 3 CREDITS

1 COIN ~ 1 CREDIT

1 COIN ~ 1 CREDIT



SETTING
#19

SETTING
#20

SETTING
#21

SETTING
#22

SETTING
#23

SETTING
#24

SETTING
#25

SETTING
#26

SETTING
#27

1 COIN ~ 1 CREDIT

2 COINS ~ 2 CREDITS

3 COINS ~ 3 CREDITS

4 COINS ~ 4 CREDITS

1 COIN ~ 5 CREDITS

5 COINS ~ 1 CREDIT

1 COIN ~ 2 CREDITS
2 COINS ~ 1 CREDIT

4 COINS ~ 2 CREDITS

5 COINS ~ 3 CREDITS
1 COIN ~ 3 CREDITS
1 COIN ~ 1 CREDIT

2 COINS ~ 2 CREDITS

3 COINS ~ 3 CREDITS

4 COINS ~ 4 CREDITS

5 COINS ~ 6 CREDITS
1 COIN ~ 6 CREDITS

FREE PLAY



SETTING

SETTING #1
SETTING #6
SETTING #8
SETTING #9
SETTING #10
SETTING #11
SETTING #12

SETTING #15

SETTING #17
SETTING #1&

SETTING #19

SETTING #21
SETTING #22

SETTING #235

SETTING #25

SETTING #27

TABLE 6.10b COIN/CREDIT SETTING (COIN CHUTE INDIVIDAL TYPE)

FUNCTIONING OF COIN

CHUTE

1 COIN ~ 1 CREDIT
1 COIN ~ 2 CREDITS
1 COIN ~ 3 CREDITS
1 COIN ~ 4 CREDITS
1 COIN ~ 5 CREDITS
1 COIN ~ 6 CREDITS
1 COIN ~ 1 CREDIT

1 COIN ~ 1 CREDIT

2 COINS ~ 3 CREDITS
1 COIN ~ 1 CREDIT
1 COIN ~ 1 CREDIT
1 COIN ~ 1 CREDIT

2 COINS ~ 2 CREDITS

3 COINS ~ 3 CREDITS

4 COINS ~ 4 CREDITS
5 COINS ~ 1 CREDIT
1 COIN ~ 2 CREDITS

2 COINS ~ 1 CREDIT

4 COINS ~ 2 CREDITS

5 COINS ~ 3 CREDITS
1 COIN ~ 1 CREDIT

2 COINS ~ 2 CREDITS

3 COINS ~ 3 CREDITS

4 COINS ~ 4 CREDITS

5 COINS ~ 6 CREDITS
FREE PLAY



MANUAL SETTING

Selecting MANUAL SETTING in the COIN ASSIGNMENTS rde displays the following
screen.

(/’_ MANLIAL SETTING \
COE TO CREDIT | CORN | CREDT o o s @}

PR ATIDER MO OIS ADUER —_—p————

OO CHLTE 88 MULTIFLIER S R — @
1 OO COLSTS AS 0 O0EN
CoeN i 1 ] i [ ]
CREDAY 1 1 L] Ll L] 1 L] L] L]
COEN CHUTE @3 MULTIFLIER
1 OO COUNTEAS § o
02N 1 1 ] & 5 . ] ]

CREDET § r | L] 4 L] L] L i

=LXT¥

HELECT WITH SERYICE BLTTON
AR PHESS TEST ILTTON /

FIG. 6. 10b MANUAL SETTING

1.> Determines the Coin/Credit setting.
2.> This sets how many coins should be insertedbtain one Service Coin.

3.> This sets how many tokens one coin represents.

1 COIN 1 CREDIT
2 COINS 1 CREDIT
3 COINS 1 CREDIT
4 COINS 1 CREDIT
COIN TO CREDIT |5 COINS 1 CREDIT
6 COINS 1 CREDIT
7 COINS 1 CREDIT
8 COINS 1 CREDIT
9 COINS 1 CREDIT



BONUS ADDER

COIN CHUTE
MULTIPLIER

NO BONUS ADDER
2 COINS GIVE 1 EXTRA COIN

3 COINS GIVE 1 EXTRA COIN
4 COINS GIVE 1 EXTRA COIN
5 COINS GIVE 1 EXTRA COIN
6 COINS GIVE 1 EXTRA COIN
7 COINS GIVE 1 EXTRA COIN
8 COINS GIVE 1 EXTRA COIN
9 COINS GIVE 1 EXTRA COIN

1 COIN COUNTS AS 1 COIN

1 COIN COUNTS AS 2 COINS
1 COIN COUNTS AS 3 COINS
1 COIN COUNTS AS 4 COINS
1 COIN COUNTS AS 5 COINS
1 COIN COUNTS AS 6 COINS
1 COIN COUNTS AS 7 COINS
1 COIN COUNTS AS 8 COINS
1 COIN COUNTS AS 9 COINS



6 - 11 GUN SETTING

Selecting GUN SETTING causes the following screethetop to appear. This allows the
controller sighting to be adjusted. Periodicallgck the sighting adjustment status on this

screen.

GLN STETTING \\.I
L™ MARE CHECE,

FLAYERE G ADFUIETMENT
FLAYERS GUN DEFALLT ADJUISTREENT
FLAVERL MANLAL ADILETRENT

FLAVERD GIN ATNUSTMENT
FLAVERD 0L DEFAULT ADIUSTMENT
FLAYERZ GUN MANUAL ADIUETMENT

=N ET

SELECT WITH SERVICE BUTTGN
ANTI PRESS TEST NUTTON )

FIG. 6.1 la SIGHTING ADJUSTMENT MENL

3 N

G MaAdE CHECKING
=i = XNK L] u NXK
iy = XK L) = NXN
ALIXEIN o XK ADIXMEN & NN
TN« XAK THIN = XXX
KMAX = XXX HMAX * XXX
THAX = XXX FMAY = XXX
e
T
b

-

FIG, 6.11b SIGHTING CHECK
IMPACT MARK

4 N\

FLAYERS (L™ ADNLISTMENT

{1_' o FLEASE SHOOT GRID WTTH FLAYER! GAIN
e

[
FLEASE SHOOT CRIG WITH FLAYER | GUN “-h"

J b
l\_ b=—mnwey————— =/
X FIG. 6.1 1c SIGHTING ADIUSTMENT
1

g serecn appars ol ihe wpper left point i kit

The screen shown at the left is the sighting adjast menu mode.
Press the SERVICE BUTTON to bring the arrow todksired
adjustment item to select. Press the TEST BUTTO®bhtse the
following sighting check to appear. There are Z28/pf adjustments,
i.e., one for 1 P side and one for 2P side. Adjestisifor both 1 P
and 2P can not be made on the same screen. To tettire Main
Menu bring the arrow to EXIT and press TEST BUTT@RNg. 6.2)

Selecting GUN MARK causes the screen at the left
to appear. Point the controller at this screerateh
an impact mark appear on the screen. The position
of the mark shows the impact point shot by the
controller. A red impact mark applies to the le®t 1
side and a blue impact mark applies to the right 2P
side. Perform the TEST BUTTON to return to the
above sighting adjustment menu screen.

Selecting PLAYER 1 GUN ADJUSTMENT
causes the screen shown at the left to be
displayed. 1P side sighting adjustment menu
returns to the screen without performing anything.
Adjustment procedure: First shoot at the center of
grid (the square mark at the upper left portion of
the screen). This causes another grid to appear at
the lower right portion of the screen. Shoot & thi
grid also.




/_ FLAYER I GLS MEARK CHECKENT

@“‘a
o

—
TEST OR START ; TOMEMORIZE =
SERVAE Ol STAKTD | TiO CANCEL

~

-

DEFAULT FLAVER ] GLUN ARIUSTHENT

TEST D& STARTY © TO SET DEFALLT
SERVICH O8 STARTI . TO CARCIL

J

b

FIG.

6.1 le SIGHTING ADJUSTMENT

AL

ALY MY

ADYMAY

X

\.

ADNMAY ®

PLAYER QU SEANLIAL ADILETRMENT

SELEET WITH SEYICE ILTT0N
IF_START DECEEATE

5P START INCRIASE

~N

J/

FIG, 6.1 1 SIGHTING ADJUSTMENT

Shooting the 2 grid displays "NOW
CALCULATING" on the center of the screen to
allow sighting to be adjusted. Next, the gun mark
checking screen shown left appears. When the
controller is pointed to the screen, the gun mark i
shown on the screen. The mark position shows the
gunshot. If this adjustment is satisfactory, prsiser
the TEST BUTTON or 1P side START BUTTON.
When readjusting, press either the SERVICE
BUTTON or 2P side START BUTTON.

J~~ __{GUN MARK)
FIG. 6.11d SIGHTING ADJUSTMENT SELECTION

~

Choosing PLAYER 1 GUN DEFAULT ADJUSTMENT causes the
screen shown at left to be displayed. The sighisirgset to the

initial setting made at the time of shipment frdma factory.
However, due to some changes in the unit's enviestimnd cabinet
after shipment, sighting may not always be accufedeeset to the
initial setting, press the TEST BUTTON or 1P sideART

BUTTON. To return to the sighting adjustment merithaut doing
anything, press the SERVICE BUTTON or 2P START BWON.

Select PLAYER 1 GUN MANUAL ADJUSTMENT to cause the
screen shown at the left to be displayed. In ttisen, the 4
adjustment values can be set. Use this adjustmedé ronly when
accurate sighting can not be achieved in the aBaa@eens. When
setting each of the 4 adjustment values, followpteeedure below:
Be sure to shoot at the screen's end portion idésenated
direction and determine the adjustment value byrgagttention to
the impact mark movement.



6 - 11 GUN SETTING cont'd

While pointing the controller at the screen's righnhd end, pressing the left and right buttons
causes the impact mark to move left and right.

= oo
lliJl""'J -
FIG. 6.11g SIGHTING ADJUSTMENT
_——
s=is o
o LR g
T
purrr
o
wrrs ¥
T pant ﬁ""
\//,’r'_':p"l//

S While pointing the controller at the
screen's right-hand end, pressing the
left and right buttons causes the
impact mark to move left and right.

ADXMIN=xxx

Determines the adjustment value of the screert‘h#efd end horizontal direction. Point the
controller at the screen's left-hand end to briregilmpact mark to the screen's left-hand end.
While pointing at the screen's left-hand end, ciranthe adjustment value by pressing the
left and right START BUTTON causes the impact marknove left and right. Make
adjustments in a manner so that the impact maakas appropriate position. At this time,
disregard vertical directions.

ADXMAX=XxxX

Determines the adjustment value of the screerti$-hignd end horizontal direction. Point the
controller at the screen's right-hand end to btivegimpact mark to the screen's right-hand
end. While pointing at the screen's right-hand ehdnging the the adjustment value by
pressing the left and right START BUTTON causesitiygact mark to move left and right.
Make adjustments in a manner so that the impadt mat an appropriate position. At this
time, disregard vertical directions.

ADYMIN=xxX

Determines the adjustment value of the screen'srugapd in the vertical direction. Point the
controller at the screen's upper end to bringrigact mark to the screen's upper end. While
pointing at the upper end, changing the adjustmaiuie by pressing the left and right
START BUTTONS causes the impact mark to move updaoveh. Make adjustments in a
manner so that the impact mark is at an appropuigper end position. At this time, disregard
horizontal directions.



ADYMAX=xxX

Determines the adjustment value of the screen'sriewd in the vertical direction. Point the
controller at the screen's lower end to bring thpact mark to the screen's lower end. While
pointing at the lower end, changing the adjustrwahie by pressing the left and right
START BUTTONS causes the impact mark to move updaoveh. Make adjustments in a
manner so that the impact mark is at an approplioater end position. At this time, disregard
horizontal directions.

Choosing PLAYER 2 GUN ADJUSTMENT causes 2P sidétsig screen to be displayed.
How to operate is the same for 1P side.

Choosing PLAYER 2 GUN DEFAULT ADJUSTMENT causes g&e sighting to be reset to
the initial setting. How to operate is the saméad P side.

Choosing PLAYER 2 GUN MANUAL ADJUSTMENT causes tbereen to adjust the 4
adjustment values for 2P side to appear. How toat@és the same as for 1P side.



6 - 12 BOOKKKEEPING

Choosing BOOKEEPING in the MENU mode displays th&df operating status up to the
present are shown on 2 pages. Press the TEST BUTd@hceed to PAGE 2/2.

/ BOERERPING B 20 Ay
COM REPORT

T CHUTE 81 AN LXK
AN CHLTE #1 BN NS
TEOTAL DOEME peipthdnsd
il (NS XA NN
FERVICE CRETE AR NN
oAl CREMTS EAREEEE SR tn )
HLUMBER OF OAMES

I FOaMES ENEMEKE NN

1FGAMES OO
WLIMBER OF CONTRILE

B FGAMES PRt R

FEQAMES AN ELNRN
TOTAL TibiE KIS FROCMORE
FLAY T EICE P RS S
AWVTRNGE FLAT Tl Lb b
LAMGEST FLAY TEME AMEES

BROATETEST FLAY TEE

LEL LS 1

k PRESS TEST AL TN TERODRTINUE

P

FIG. 6.02a BOOKKEEPING (142}

° COIN CHUTE#*: Number of coins put in each Coin @hu
° TOTAL COINS: Total number of activations of Coin @hs.
° COIN CREDITS: Number of credits registered by itisgy coins.

° SERVICE CREDITS: Credits registered by the SERVICE
BUTTON.

° TOTAL CREDITS: Total number of credits (COIN
CREDITS+SERVICE CREDITS).

° TOTAL TIME: The total energized time.

On page (2/2), each play frequency is displayede\&etting
difficulty levels, the frequency can be refereecsoa standard.

When in the PAGE 2/2 mode, press the TEST BUTTOMtorn to
the MENU mode. (Fig.6.2).

BOOKICEER M PAGE 2 -‘\\1

TE HIETO0uAM

MBENTS - i3S PO Y
P - (el il KRR
PR - DWli%es AN,
LMY o [l DO
TREND; - TG TN,
2R o Tl OODOOOK
JNENF: - MW A0
TR - Skl NENWENY
A - kb AXNKNERK
AGENES - AL PEAENK
SRATNES o HiLiNeE SO
L ] WA E
SRS o AL LE b i
LLTU BRE S EEXKRIAK
TRB, - ThEINS LR L]
Shiillrf - Fliud NN KNNNN
BB - Ak ERELEEHE]
S - A AEXKNEXK
M - AW, LEtr £ ER
SAENE - hDi EKAXKEEY
R O EENEINLY

L\ FRAERS TERT BUTTOK TOHEKIT _.‘/'J

FiCh6.12b BOOKKEEPING (1/2)

6 - 13 BACKUP DATA CLEAR

Clears the contents of BOOKKEEPING and high scéaggy ranking entry.

/‘_ BACELT DATA CLEAR
YES (CLEAK)
s I CARCELS
SELECT WTTH SERVICE BUTTON
PRESS TEST BLTTON TO EXIT

~

®

FIG. 6.13 BACKUP DATA CLEAR

When clearing, bring the arrow to "YES" and wheh no
clearing, to "NO", by using the SERVICE BUTTON, and
push the TEST BUTTON. When the data has been deare
"COMPLETED" will be displayed. Bring the arrow to

"NO" and press the TEST BUTTON to cause the MENU
mode to return on to the screen.

Note that the contents of the game setting andisigh
adjustment are not affected by BACKUP DATA CLEAR.



7. CONTROLLER (GUN)

A\

WARNING! . :
In order to prevent electric shock and short circut, be sure to turn power off

before performing work by touching the interior parts of the product. Be careful so as
not to damage wirings. Damaged wiring can cause alectric shock or short circuit
accident.

In the cases where the controller's operation isatisfactory or the controller sight deviates
from the direction in which the controller is paadt it is possible that some maintenance may
be required (the controller's interior parts mayehbaeen damaged). Replace the parts by
disassembling the controller in the following prdaee: Also, be sure to perform sighting
check in the TEST mode when the controller pasreplaced.

7 - 1 REPLACING THE MICROSWITCH

1. Disassemble the controller.

2. Pull out the microswitch from COVER RIGHT.

3. Take out the microswitch by removing the soklgifrom it.

4. Solder the new microswitch and assemble the clbat

COVER RIGHT

CAPNUT ;
M3, hlack o 2 v
i o

“\@_wtm_s WITCH
1‘1'\\. f Si-5000

< FIG. 7.1
SENSOR UNIT
COVER LEFT
SCREW (3)
MIXE

SCREW (6)
M3X25




7 - 2 REPLACING THE SENSOR BOARD

The sensor board fits between LENS HOLDER L and SEMOLDER R. Replace the sensor
board by disassembling sensor unit in the followpngcedure:

1. Disassemble the controller.
2. Remove the sensor unit from COVER R.
3. Take off the 2 tapping screws to remove the LEN®.DER L.

4. Take off the tapping screws and remove the sdyeard from LENS HOLDER R.

SENSOR BOARD
835-11145

) \QG CONNECTOR

e, TAPPING SCREW (4)

IXB

\QD LENS HOLDER L
COP-2003

IED-5003 e

TAPFPING SCREW (2)
2.6X6

FIG. 7.2



8. COIN SELECTOR

HANDLING THE COIN JAM

If the coin is rejected when the REJECT BUTTONIegsed, open the coin chute door and
open the selector gate. After removing the jamnued, out a normal coin in and check to see
that the selector functions correctly.

CLEANING THE COIN SELECTOR

The coin selector should be cleaned once every 3
months. When cleaning, follow the procedure belc

1. Turn the power for the machine off. Open thencc
chute door.

2. Open the gate and dust off by using a soft brusl
(made of wool, etc.).

3. Remove and clean smears by using a soft clath
dipped in water or diluted chemical detergent dresh
squeezed dry.

4. remove the CRADLE. When removing the retail
ring (E-ring), be very careful not to bend the shaf

CHRADLE

5. Remove stains from the shaft and pillow portiby
wiping off with a soft cloth, etc.

6. After wiping as per #5 above, further apply » dr
cloth, etc. to cause the coin selector to dry cemtety.

Insert a coin
@ while keeping
the Peject
Button pressed
BEORTANT Never apply machine oil, etc. to the coin {4 heek
selector. After cleaning the Coin Selector, inser  reisted
regular coin in the normal working status and

ensure that the Selector functions correctly.

COIN INSERTION TEST
Once a month, when performing the COIN SW TEST u#mmeously check the following:
1. Does the Coin Meter count satisfactorily?

2. Does the coin drop into the Cash box correctly?



3. is the coin rejected when inserted while keepinegREJECT BUTTON pressed down?

OPTIONAL DOLLAR BILL ACCEPTOR

THE COIN DOOR ASSEMBLY USED ON THE HOUSE OF TH E

D EAD STD COMES EQUIPPED TO ACCEPT A DOLLAR BILL

ACCEPTOR. ALL NEEDED WIRING CONNECTIONS ARE CONVIEN ENTLY
LOCATED INSIDE THE GAME FOR THIS APPLICATION.

HOLE POSITION#1 (FORWARD MOST POSITION) VFM5 (MARS)-110 V; AL4
(MARS)-110 V

HOLE POSITION#2 VFM2 (MARS)-110 V; VEM4 (MARS)-110 V; DBV45 (JCM)+12
Vv

HOLE POSITION#3 CURRENTLY NOT USED
HOLE POSITION#4 DSI01*-DSTOJ +12Vdc

* The back flange on the chute can be removed fordid position#4. If the flange is not
removed, it may interfere with the back of the calmet.



9. PROJECTOR
9 - 1 CAUTIONS CONCERNING THE SAFETY FOR HANDLINGHE MONITORS.

Before handling the monitors, be sure to read ¢Heviing explanations and comply with the
caution/warning instructions below. Note that theteon/warning symbol marks are used in
the instruction.

A\

CAUTION' \When performing such work as installing and removirg the monitor, inserting
and disconnecting the external connectors to anddm monitor interior and the
monitor, be sure to disconnect the power connectdrefore starting work. Proceeding the
work without following the this instruction can cause electric shock and/or
malfunctioning. Using the monitor by converting itwithout obtaining a prior permission
is not allowed. SEGA shall not be liable for any miéunctioning and accident caused by
said conversion.

SECONDARY SIDE
{Chassis. CRTH

VARS: CONNECTING THE CRT AND PCB; The
monitor's circuit which is divided into the Primary side and
Secondary side, is electrically isolated. Do not@ich the
primary side and the secondary side simultaneouslyVhen
making monitor adjustments, use a non-conductive dver and
make adjustments without touching any other part oher than the Adjustment V.R. and
knob. Also, be sure not to cause a short circuit tthe primary side and secondary side.
Failing to observe these instruction can cause aaitt circuit, malfunctioning, and/or
electric shock.

FRIMARY
SlME

high tension voltage in excess of 20,000 volts anery dangerous. Therefore , do

HIGH TENSION VOLTAGE; Some parts of the inside monitor are subject to
A not touch the monitor interior, and keep free fromdebris to prevent hazards.

CAUTION!

@ ANODE CAP PRIMARY SIDE BEMAGHNE- REAR PART

ANODE LEAL .
@ Agpros. 29 k¥ Manpp  THZER COL ]

| T
| :
@ FOCLS LEAD | ; |
o,
|~ (black} | b
Approx, 10 kY =1
| NECK PCH

R b -\1-& f,'m Approx
SECONDARY $IDE P Ry \h%‘f R
(Chaszis, CRT) Disconmmct fr Luplng 29Ky o

DEMAGNETLEER

COIL

CONNECTING THE CRT AND PCB cont'd; For combining th e CRT and PCB, use the
specified part No. to maintain the status of adjushents made at the factory. The anode
of the CRT itself will be accumulatively charged asime elapses, generating high tension
voltage, which is very dangerous. The monitor shodlbe used with the Chassis, CRT,
and PCB assembled. When repair, etc. is requiredthe time of malfunctioning, be sure



to send it in an "as is assembled" condition. If tese are disabled, what's charged to said
high tension voltage can be discharged, causing ary hazardous situation. Therefore,
under no circumstances should it be disassembled.

A\

WG sTATIC ELECTRICITY; Touching the CRT surface someti mes causes you to

slightly feel electricity. This is because the CR8urfaces are subject to static and will not
adversely affect a human body.

INSTALLATION AND REMOVAL; Ensure that the Magnetize r Colil, FBT (Fly-Back
Transformer), Anode Lead and Focus Lead are not pdsoned close to the sheet metal
work's sharp edges, etc. and avoid damaging the iaated portions so as not to cause an
electric shock and malfunctioning.

A\

CAUTION' Eor purposes of static prevention, special coatinig applied to the CRT face of

this product. To protect the coating, pay attentionto the following points. Damaging the
coating film can cause electric shock to the custars. For the caution to be heeded
when cleaning, refer to the section dPeriodic Inspection Table

(W]

> Do not rub with a hard item (a rod with pointed r{‘, . = \

ol |

edge, pen, etc.) to or on the CRT surfaces.

> Avoid applying stickers, seals, etc. on the CRT
face.

Aluminum Fail

> Removing the alumnuim foils can cause static
prevention effects to be lowered.

9 - 2 CLEANING THE SCREEN

A\

CAUTION! Static preventive coating is applied to the CRT sdaces. When cleaning, pay
attention to the following points. Peeling off stat preventive coat can cause electric
shock.

> Remove smears by using a dry, soft cloth (flanngletc.). Do not use coarse gauze, etc.



> For smear removing solvent, alcohol (ethanol) i,ecommended. When using chemical
detergent, be sure to follow instructions below:

a. Dilute chemical detergent with water and dip aaft cloth in and then thoroughly
wring it out to wipe smears off.

b. Do not use chemical detergents containing an addant, powder or bleaching agent.

c. Do not use alkaline chemical detergents such gkass cleaner available on the market
or solvents such as thinner, etc.

d. Do not rub or scratch the CRT face with hard itens such as brushes, scrub brush,
etc...

Clean the CRT surfaces once a week. When cleaninggy attention to the above caution
so that the anti-static coating will not come off.

9 - 3 ADJUSTMENT METHOD

A\

CAUTION! Monitor adjustments have been made at the time ohspment. Therefore, do
not make further adjustment without a justifiable reason. Adjusting the monitor which
contains high tension parts is dangerous work. Als@n erroneous adjustment can cause
deviated synchronization and projection fault, resiting in malfunctioning. When
making adjustment, utilize a resinous Alignment Scewdriver. Servicing with bare hand
or using conductive tools can cause electric shock.

Remove the back door at the rear of the cabindttt@amonitor adjustment kob appears.
When cleaning the CRT, be sure to turn switch té- @Rd then remove the back door.

1. off the 3 tamperproof screws to remove the back.doo

SRR gt
e e el

" ADJUSTMENT BOARD

/ - -

TRUSS SCREW (2) / _—

2 FIG. 9a ADJUSTMENT BOARD



NANAO MONITOR: 2001-5242-24-04 (24K)

i 1 1
DOEXd ©0 O
FIG. 9b ADJUSTMENT BOARD
®  roamn— o
@ comn— —:— Contrals Colors
® soean—
@ BRIGHT — — Conlrols screen brightness.
@ H. SIZE — — — Contrals homuizonial screen size,
@' H. HOLD— — Provides honizontal synchronization, .e., controls rightfeft hold,
@ H. POSl— — —Controls horizontal display position on screen,
V. SIZE — — —Controls vertical sereen size
'@' V. HOLD = = Provides vertical synchronization, Le. controls up-down hold,
@ V. POSI =  =—=Controls vertical digplay position on screen,
D  CONTRAST— Adjust image contrast,




10. REPLACEMENT OF FLUORESCENT LAMP AND
LAMPS

on can cause an electric shock or short circuit ament. The Fluorescent
warnmG: | Lamp, when it gets hot, can cause burns. Be very iedul when replacing the
Fluorescent Lamp.

@ When performing the work, be sure to turn power off Working with power

secure and stable condition. Not using a step oriag an unable step can

: To perform work safely and securely, be sure to prgare a step which is in a
cause a violent falling down accident.

CAUTION!

TRUSS HEAD SCREW (3)

“.-'"f’ M4X16, black

10 - 1 REPLACEMENT OF FLUORESCEN I
LAMP

SASH UPPER

l_‘”___'-_"__'“‘l GBN-T077
Replace the fluorescent lamp by taking off t i &
related parts in the following procedure: BILLBOARD
MB1-1505
1.> Take off the 3 screws and remove eithe //
el

BILLBOARD SASH (upper) or BILLBOARD /,—%H
SASH (lower). — [ T

—
2.> Take out the billboard from the cabinet . HFJ

replace the fluorescent lamp (20W) f‘\)[a’ﬂ/
]

10 - 2 REPLACEMENT OF LAMPS

1.>Take off the 8 tamper proof screws to remove therobpanel upward.(FIG. 10.2a)
2.>Disconnect the connector which comes from the $witc

3.>Pull the lower part of the switch and remove thepgportion of it. (FIG. 10.2b)

SWITCH

TAMPERPROOF SCREWS
#x32x12, chromiwm plaicd,
uming Mat wanker

FIG. 10.2a



11. PERIODIC INSPECTION TABLE

The items listed below require periodic check aramenance to retain the performance of
this machine and ensure safe operation. When manttie controller, the player will be in
direct contact with it, In order to always allovetplayer to enjoy the game, be sure to clean it
regularly. Also, it is advisable to provide westigs, etc. available for player use.

Be sure to check once a year to see if power corale damaged, the plug is
securely inserted, dust is accumulated between tilsecket outlet and the
wanma  Power plug, etc. Using this product with dust as iaccumulated can cause a

fire or electrical shock. Periodically once a yeamequest the place of contact
herein stated or the distributor, etc. where the poduct was purchased from, as
regarding the interior cleaning. Using this productwith dust as is accumulated in the
interior without cleaning can cause a fire or accidnt. Note that cleaning the interior
parts can be performed on a pay-basis.

ITEMS DESCRIPTION PERIOD REFERENCE
Cleaning as required
CONTROLLER, Sight Check Weekly 6
Check SW Monthly 6
COIN Check COIN SW Monthly 6
SELecTOR | COINSELECTOR i oninly | |8
cleaning
C.R.T. cleaning Weekly 9
MONITOR .
Check adjustments Monthly 3,6,9
GAME BD Setting Check Monthly 6
INTERIOR Cleaning Annually see above
POWER PLUG Inspection and cleaning,  Annually see above
FRONT :
GLASS Cleaning Weekly 11

CLEANING THE FRONT GLASS AND MIRROR

When cleaning, be sure to comply witht the followig caution and instructions so as not
to damage front glass and mirror.

Use care when handling glass made parts. When glassddamaged, fragments
A of glass can cause injury.

CAUTION!

Use alcohol based cleaner. Use a soft cloth. Whesnmoving an attached large
@ particle of dust ( or forgeign matter), do not rubwith a cloth.

DMFORTANT



12. TROUBLESHOOTING

Should trouble occur, first check connector conneains.

PROBLEMS CAUSE COUNTERMEASURES
Power is not
supplied.
Plug in correctly.
Power
Supply/Voltage is Make sure that power
With Main SW ON not correct. supply/voltage is correct.

no activation

The Monitor
screen always
sways or shrinks.

No sound is
emitted.

Controller
operation is not
satisfactory.

The Fluorescent

lamp does not light

up.

AC Main fuse Check fuse. Remove the
causes the power toause of overload and
be cut off due to replace fuse.

momentary

overload.

The power supply 1.> Ensure that the power
voltage is not supply voltage is correct.
correct.

2.> Connect unit to AC
AC current has tooBrkt with ehough
much load. available current

Sound volume
adjustment is not
appropriate.

Adjust sound volume. (see
section 6)

Perform sound test to find
and replace defective
parts. (see section 6)

Sound BD and
speaker are
malfunctioning.

Due to
environmental Perform sighting
changes, etc., adjustment in the TEST

sighting became MODE. (see section 6)
inappropriate.

Replace the micro switch.
Micro switch (see section 7)
malfunctioning.

Replace the Sensor BD.
Sensor BD (see section 7)
malfunctioning

The Fluorescent |Replace the Fluorescent
tube is burnt out. tube. (see section 10)



13. GAME BOARD

A\

WARNING! .
In order to prevent an electrical shock, be sure tourn power off before

performing work by touching the interior of the product. Be careful so as not to damage
wirings. Damaged wiring can cause an electric shoak short circuit accident.

A\

CAUTION' Do not expose the Game BD, etc. without a good rems In this product, setting

changes are made during the test mode. The Game Biged not be operated. Use the
Game BD, etc. as is with the same setting made ane of shipment.

13 - 1 EXPOSING THE GAME BOARD

(1 Turn main switch off

SCREW (2}
MaX 30, hl:l-uk:

LUNLOCK

(2) Remove the side door
from the right hand
side of the cabinent by
using the Master Key
and taking off the 2

SCrews,

(3 Take off the 3 screws
to remove the Case
Lid. Game Board is con
tained in the Shield

FIG. 13.1a

Case.
j@ SHIELD CASE
SCREW (3)
M4AXE, wiflat and spring \““'-u._‘_‘.
washers :

SHIELD CASE LID
FIG.13.1h



13 -2 COMPOSITION OF GAME BOARD

GAME BD THE HOUSE OF THE DEAD (610-0396-13054)

SCREW (9
I M3IX5S, using Mat & spring

/ washers




14. DESIGN RELATED PARTS

0637 ZMBO-2001-1
L & R STICKER STICKER AGENT 2
i [+ ZMBO-2001-E
+ BUTTOM SHEET
000 (636
— iy |
STICKER CENTER PNL gy STICKERAGENT ) ZMBI-1508
INST FLATE ZMB MARQLEE
SILK SCREENED LR
b (DECAL NOT AVAILABLE)

MONITOR
HEZEL UFPER
SH-0630
MONITOR
BEZEL LOWER

ZMB5-2350 2P SIDE

STICKER CONTROLLER 1P STICKER CONTROLLER 2P



15. PARTS LIST

<1>ZMB CABINET STD

ITEM
NO.

2
3
4
5
6
7
8

PART NO.

SEE PAGE 43

999-0635
999-0167
999-0168
CPT-1019
CPT-1020
GBN-1510
BOX-CASH

DESCRIPTION

ASSY MONITOR
CENTER COVER
LEVELER
CASTER
GUN HOLDER
HOLDER BRACKET
LEG COVER

CASH BOX



ASSY CONTROL

9 ZMB1-200 5 ANEL
10 ZMB5-2350 CONTROZII_DLER UNIT
11 ZMB5-2300 CC)'\'TROlLPLER UNIT
12 130-5152 SPEAKER

13 SEE PAGE 51 | ASSY MAIN BD

14 *SEE BELOW COIN DOOR ASSY

HEX BLT W/S CRM

209 030-000630-SC M6x30

* FOR INFORMATION CONCERNING THIS PART ASSY PLEASE CALL OUR
PARTS DEPARTMENT @ 650-802-1750



<2>ASSY MONITOR

@ |

_®
.._.___t_____________-_@
ITEM NO. PART NO. DESCRIPTION
1 GBN-1077 SASH UPPER
2 GBN-1078 SASH LOWER
3 ZMB1-1505 BILLBOARD PLATE
4 2001-5242-24-04 MONITOR NANAO 29
5 GBN-1081 ADJUST PANEL
6 TTR-1067 MONITOR MASK
7 GBN-1080 MASK HOLDER
8 LOCAL FL 20W TUBE

PURCHASE



<3>ASSY CONTROL PANEL (ZMB1-2000)

ITEM NO. PART NO. DESCRIPTION
1 ZMB1-2001 | CONTROL PANEL BLANK
STICKER CONTROL

2 ZMB0-2001-B LT
3 ZMB0-2004-01 | INSTR. PLATE ZMB ENG
4 ZMBO0-2001-C STICKER AGENT 1
5 ZMBO0-2001-D STICKER AGENT 2
6 ZMBO-2001-E BUTTON SHEET

101 5091-5712-01 SW PB WIL 6V (Y)-

IMPERIAL 1 1/2"



<4>CONTROL UNIT 1P (ZMB5-2300)a CONTROL UNIT 2P (ZMBB350)b

ITEM NO.

PART NO.
COP-2020
COP-2005
125-5124
253-5404-01
253-5405-01
253-5406-01
999-0648
ZMB1-2301
ZMB1-2351
999-0649
280-5124-03
509-5080

000-P0O0308-013

012-P0O0308
FAS-000015
FAS-500006
060-FO0300

DESCRIPTION
SENSOR UNIT
STOPPER PIN

TORSION SPRING

COVER LEFT BLUE

COVER RIGHT BLUE
TRIGGER BLUE
PROTECT TUBE W/WIRE
STICKER CONTROLLER 1P
STICKER CONTROLLER 2P
HYDRAULIC WASHER-VIRTUA COP
NYLON CLAMP NKO3
SW MICRO TYPE

M SCR PH BLK M3x8
TAP SCR #2 PH 3x8
M SCR PH BLK M3x25
CAP NUT TYPE 3 BLK M3
FLT WSHR M3



<5>SENSOR UNIT (COP-2020)

ITEM NO.

AW NP

201
202

PART NO.
COP-2003
COP-2004

380-5003
838-11145
012-P02606
012-P0O0306

DESCRIPTION
LENS HOLDER L.
LENS HOLDER R

LENS LP
SENSOR BD
TAP SCR PH 2.6x6
TAP SCR PH 3x6



<6>ASSY SPEAKER (130-5152)

(of)

ITEM NO. PART NO. DESCRIPTION

SPEAKER BOX MINI DOME

101 130-5152 12W



<7>AC UNIT

7 | ITEM PART NO. DESCRIPTION
NO.

W 1 N/A AC BRACKET

5] 5 LOCAL 6 1/4A slow blow

© PURCHASE 3AG

(ﬁ) \ 3 5091-5234 | ROCKER SW 25A
<8> SW UNIT/COIN METER
@\ | DEGALISS 8W
o
1.2 3456
TEST SW.

o T®

SERVICE 5W,

Ol

ITEM PART

NO. NO. DESCRIPTION
101 | AIN1-1022 SW BRKT
102 5091-5028 SW PB 1M

103 2201-5179VOL CONT B-5K OHM
104 6011-0042 KNOB



<9> ASSY ELEC BASE

o
P4 s 5 e e B — =4
¥ noog =
1 ']
0 2
g OO "
0n o
0
1 o[ENT®
0
poooog
="
ITEM NO. PART NO. DESCRIPTION
1 STVV-00045 STV POWER SUPPLY
101 838-11650-15 EQ. PWR AMP ZMB
102 837-12079 GUN SENSOR BD
103 560-5250-01 PWR XMFR 120V prim.

12.8Vsec. 8A



<10>ASSY MAIN BD-SHEILD CASE (ZMB-0100)

G

=t

'L%M PART NO. DESCRIPTION
2 105-5218 SHIELD CASE
3 105-5219-91 | SHIELD CASE LID
4 | 610-0396-13054  GAME BD
5 839-0778 | FLT BD B-CRX RCT

102 209-0055 FAN MOTO DC 12V
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