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Technical Information

(1)Required power capacity
GND-Vcc 5V5A or more
GND-(4+12V)
* See the Wiring Diagram.
{2)Output
R(red) analog, positive
Glgreen) analog, positive
B(blue) analog, positive
SYNC. H-V complexed, negative
(3)The monitor should be horizontally installed.
(4)Use the volume knob on the PCB to adjust sound level.
Turn the knob clockwise and it becomes louder.
(5Handle with care.

Play Instruction

® Move your spaceship by using 8way joystick and destroy
enemies with SHOOT button.

® Use MISSILE button to launch missiles after you have
obtained the power up feature.

® Deposit coin (s) and press start button.

® Select TYPE SELECT (left) or EDIT MODE (right) for
power up feature selections.
TYPE SELECT---Choose one out of the four
comb‘inatiqns.
Then, select the shield type you want among the three.
EDIT MODE---Select one type for each feature.
® The game starts after you have done above selections.
® Destroy the red enemies or those in formation and capture
power capsules.
@ Press POWER UP button to obtain features illuminated
on power meter.
@ You can obtain multiple power up features but you cannot
have DOUBLE as well as LASER.
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Self Test

EXEBS : OKERTE., T—LITBFEVET,
REZES  BADERRESNFIVIERDELE T,

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

itself.
¥ oarler Al Manual Test
MERBH5E {1)How to start
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Turn on the power while the SW 3of the DIP SWITCH No. 3is

on. Pushl-player start button to change items.
{2)Test items

1. ROM check

2. Picture contortion

3. Color.check

4.1/0 check

5. Coin counter check

6. Sound check

7. Dip switch settings

* Push 2-player start button to change sound code.
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1. DA ATVvFI 2V

SW 1 2134 mESY TLA

O | OFF | OFF | OFF | OFF 1 1
ON 1 2
OFF | ON 1 3
ON 1 4
OFF | OFF | ON | OFF 1 5
ON 1 6
OFF | ON 1 7
ON . 2 1
OFF | OFF | OFF | ON - 2 '3
ON 2 5
OFF | ON 3 1
ON {° 3 3
OFF | OFF | ON | ON 3 4
ON 4 1
OFF | ON 4 3
ON =T

=T LRI VEANTCTUHEDIRBEES

2. DAV RAAYFN2E VS

sw| 6| 6| 7| 8 a1 TLA

O | OFF | OFF | OFF | OFF 1 1
ON 1 2
OFF | ON 1 3
ON 1 4
OFF | OFF | ON | OFF 1 5
ON 1 6
OFF | ON 1 =
ON { 2 1
OFF | OFF | OFF | ON 2 3
ON 2 2
OFF | oN 3 1 ‘
ON 3 2
OFF | OFF | ON | ON 3 4
ON 4 1
OFF | ON 4 3
ON 1 B
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DIP SWITCH No.| SETTINGS

1. COIN SWITCH NO.1 SETTINGS

SW 1 2 3 4 COIN PLAY

O | OFF | OFF | OFF | OFF 1 1
ON 1 2
OFF | ON 1 3
ON 1 4
OFF | OFF | ON | OFF 1 5
ON 1 6
OFF | ON 5 1 v
ON 2 1
OFF | OFF | OFF | ON 2 3
ON 2 5
QFF | ON 3 1
ON 3 2
OFF | OFF | ON | ON 3 4
ON 4 . 4
OFF | ON 4 s
ON ' FREEPLAY

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

sWwis5 |6 |7 [ 8 COIN PLAY

O | OFF | OFF | OFF | OFF 1 1
ON 1 2
QFF | ON 1 3
ON 1 4
QFF | OFF | ON | OFF 1 5
ON 1 6
QFF | ON 1 7
ON ; 2 1
OFF | OFF | OFF | ON 2 3
ON 2 5
OFF | ON F 3 1
ON 3 2
OFF | OFF | ON ON 3 4
ON 4 1
OFF | ON 4% 3
ON VOoID
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1. TL——&
sw| 1 2 TL——&
OFF | OFF 2
O | ON 3
OFF | ON 5
ON oF |
2. T—TI/PYTSAD0RZ
swW| 3 917
Q OFF FT=TJILE
ON PV TS <R
3. R—F 2%
SW| 4 g8 | CR—F2
O | OFF | OFF @@ 20.000=. 2B 70,0005
ON 518 100,000, 2BBELEE 100,000
OFF | ON @ 50,0000
ON 28 100,000DH
4. 7—LO%E
SW| 6 7 E
OFF | OFF S0
‘O | ON ®a
OFF | ON BELL
ON AREHLL
5. PEROE
SW| 8 =
OFF "
O | ON B

Zaxwd AT W3 Tk

1. EPARDU—VEE (EZ9—)

SW/| 1 201 )—>
O | OFF i
| ON . R%
2. ERPVISAR/NSPVTSARIVER
SW 2 : S
O | OFF @B ITS<k (STPWTSTRESD)
ON VSP WIS~
3. E—REVE
SW| -3 T—-K
O | OFF H =~
ON FARE—K
SW4 I3kE8,
Olggrsgaare

DIP SWITCH No.2 SETTINGS

1. THE NUMBER OF PLAYER'S LIFE

Sw 1 2 NUMBER
OFF OFF 2
O ON - 3
OFF ON 5
ON 7
2. CHANGE OF TABLE/UPRIGHT
w3 TYPE
. OFF TABLE
@) ON | UPRIGHT
3. BONUS LIFE
sw 4 5 BONUS LIFE
@] OFF QFF | AT 20,000 PTS AND THEN EVERY 70,000 PTS
ON AT 100,000 PTS AND THEN EVERY 100,000 PTS
OFF ON | AT 50,000 PTS ONLY
ON AT 100,000 PTS ONLY
4 . DIFFICULTY OF THE GAME
SwW 6 7 DIFFICULTY
OFF OFF EASY
O ON NORMAL
OFF ON DIFFICULT
ON - VERY DIFFICULT
5. SOUND IN ATTRACTIVE MODE
Sw 8 SOUND
OFF OFF
O ON ON

DIP SWITCH No.3 SETTINGS

1. VIDEO SCREEN FLIP

Psw 1 SCREEN

O | oFf NORMAL
: ON UPSIDE DOWN
2. SINGLE/DUAL UPRIGHT CONTROL

sw| 2 TYPE
| O | OFF SINGLE CONTROL UPRIGHT
| ON DUAL CONTROL UPRIGHT
3. CHANGE OF MODE

W 3 MODE

O | OFF GAME

ON TEST

. SW4 is not used.
QO shows recommended settings.
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R WIRING DIAGRAM
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