B The Crystal of Kings Soft Dip

Initial Description Screen

The Crystal of Kings

LANGUAGE ENGLISH
CONTINUE WITH
DIFFICULTY LEVEL 4 NORMAL
NUMBER OF PLAYER 2
PLAYER HIT MODE - NORMAL (COPPER TITLE MODE)
EXTEND BONUS 1st 300000 2nd 800000 No every
EFFECT NORMAL (LITTLE BLOOD)
EXIT(MAIN MENU)

<How to change settings>

1)Move the joystick up and down to match the cursor to the item you want to adjust
2)Push the A button and proceed in the stated order to adjust settings.

{Game Settings>

LANGUAGE Allows the display of game messages in 1 of 2 languages.
ENGLISH/JAPANESE

CONTINUE Determines whether Continue is available or not.
WITH/WITHOUT

DIFFICULTY Changes game difficulty to 1 of 8 levels.

LEVEL 1/2/3/4/5/6/1/8

NUMBER OF PLAYER Determines the number of player per one play
1/2/3/4/5/6/7/8/9

PLAYER HIT MODE Changes “Player Hit Mode” to 1 of 3 levels.

NORMAL(COPPER TITLE MODE) All player's attacks don't hit to the other one.
HARD(SILVER HIT MODE) All player's attacks without Magical Effects hit to the other one.
VERY HARD(GOLD TITLE MODE) All player's attacks hit to the other one.

EXTEND BONUS Determines the extend bonus score to 1 of 10 levels.
ist 70000/2nd 150000/ every +100000
st 100000/2nd 200000/ every +100000
1st 200000/2nd 400000/ every +200000
1st 300000/2nd 600000/ every +300000
1st 300000/2nd 600000/No every

1st 300000/2nd 800000/No every

1st 400000/2nd 999900/No every

1st 500000/No every

1st 999900/No every

No Extend

EFFECT Determines whether “spurting blood” is shown during game play.

SOFT(‘NO BLOOD) Also, background color of STAGE 6 changes to Purple.
NORMAL(LITTLE BLOOD) Also, background color of STAGE 6 changes to Red.
REAL(MANY BLOOD) Also, background color of STAGE 6 changes to Red.

EXIT(MAIN MENU) Back to MAIN MENU
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U=mate 2D Rendering Game Machine

VRenderZERO for CRYSTAL SYSTEM
Instruction Manual

VRenderZERO Board

-Ultimate 2D Arcade Game Board -

(RYSTRL $YSTCSSS

MAGICEYES

o=, BrezzaSoft comoration

MagicEyes Digital Co.
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4 do not expose the unit {0 rain Of MoESIEE

—

: se electrical shock or other risks.
. - changes or modification not expressly approwed by your amthorized distributor
your sutenty to operate this unit.
e of Back-up battery in a fire. There is a serious risk of explosiom amdfor the release of

highly 1oxic chemacals.

5. Uﬂﬁhﬁ_ﬂn arcade game machine and power supplier, and refes servicing to qualified
personnel ender the following conditions ;

When the power supply cord, plug, or adaptor is damaged or frayed.

If liquid has been spilled into the product.

If the product has been exposed to rain or water.

If the product does not operate properly after instructions have been followed.

If the uct has bee

n dropped, or the cover appears damaged.

® sroduct exhibits a F g s cn SRl o e = /

e msing the product. be sure to read the following:

To maintain the safety:

« This game cartridge is for CRYSTAL SYSTEM only.

o Insert the game cartridge correctly into the VRenderZERO. or else, it may cause damage.
o Perform work in accordance with the instructions herein stated.

o Be sure to turn off power before working on the machine.

o Be sure to ground the Earth Terminal (this, however. is not required in the case where a power cord with earth is
used)

e Be sure to seleet “CLEAR SOFT BACKUP” n “HARDWARE SETTING
M E N U, to prevent software malfunction. (Referto PAGE 11)

« Be sure to keep the board operating for 8hours to secure correct backup data. This is recommended when the

game is set up for the first time.

MagicEyes Digital Co.
BrezzaSoft Corp.
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Ultimate 2D Rendering Game Machine

VRenderZERO for CRYSTAL SYSTEM
Instruction Manual

32Bit EISC CPU Core (Cache 4Kbyte), 240QFP Pin
Processor Wavetable Synthesizer (32Channel, 16bit)

(CPU + 2D Graphic + High Performance 2D Graphic Based on 3D
Sound) Memory Controller, Other Peripherals

CPU : 43MHz / Graphic Core : 86MHz

Main Memory : 8Mbyte

Operating Frequency

Texture Memory : 8Mbyte
Memory Frame Memory : 8Mbyte
Data Memory (Selectable)

Copy Protection Built-in Copy Protection

RGB Monitor

Display Horizontal Freq. : 15Khz, 24Khz 30Khz

Interface JAMMA. Extension Slot, Extermal Serial Port, 3/4P Expansion Slot.

44 1Khz, 16bi Siereo. FS Format

Sound Format

Graphic Effect

Zoom In/Out, Rotation, Alpha Blending. Shading, Line-scrolling

Back-up System

32KByte SRAM, RTC

AMP 22Watt, Stereo
Power Supply DC 5V (+/-10%) and 12V (+/-10%)
Operating Temperature 0°C ~ 60°C

Dimension 185mm*153mm (Main board only)
Weight 181¢g (Main board only)
MagicEyes Digital Co.
) BrezzaSoft Corp.
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Uimate 20 Rendering Game Machine
YRenderZERO for CRYSTAL SYSTEM
Instruction Manual

HOW TO USE HARDWARE

E-
xig
38
i O
A g_" :
| #
?I
1
4% “—— ¢
P, - H

1. Reset switch : Reset system.

E-.J

Service switch : While pressing and holding Test and Service Switch together, turn the power on to display Self

Test (Configuration).

Test switch - While pressing and holding Test and Service Switch together, turn the power on to display Self Test

2

(Configuration)..

Volume switch : Adjust volume .

JAMMA connector : Connect to standard JAMMA.
PCI connector : Connect to ROM pack (or flash board).

Extension slot : Signal input/output through this slot for 3/4player.

© N oo v s

Contrast switch : Adjust contrast.

MagicEyes Digltal Co.
BrezzaSoft Corp.
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Ultimate 2D Rendering Game Machine

VRenderZERO for CRYSTAL SYSTEM
Instruction Manual
' TEST MODE
= )
A ATTENT I ON

Software cartridge is needed for using test mode.

Software cartridge must be inserted to Main PCB for using test mode. |

@ AT FIRST
Select TCLEAR BACKUPJ] in THARDWARE SETTING MENU], to prevent

software malfunction

. y,
TO ENTER TEST MODE

Insert the software cartridge and turn the power on. Push the Test Switch on the game cabinet. and the mens of the

TEST MODE will appear.

INSTRUCTION OF TEST MODE

Use joystick and buttons on the One Player side of the cabinet. Move the josstick up and down to match the cursor to

the item you want to adjust. Push A button and proceed to adjust settings.

MAIN MENU SCREEN

WM SYSTEM SET UP MAIN MENU

Move the joystick up and down to match the cursor to the item you wast &0 afjust Push A button and proceed to

adjust settings.

BOOK KEEPING

SYSTEM SET UP MAIN MENU .
Coin and Play dat=

»BOOK KEEPING
SOFT DI P SEFT UP

Evolution Seccer :
SOFT DIP SET UP Setting of game

CABINET DIP SET UP

CABINET DIP SET UP

Setting of cabimes
HARDWARE TEST
EXIT (RETURN TO GAME) Test of hardwane 2@ dlesr back up memory

- EXIT (RETURBNM TO GAME)

HARDWARE TEST

MagicEyes Digital Co.
BrezzaSoft Corp.
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Ultimate 2D Rendering Game Machine

VRenderZERO for CRYSTAL SYSTEM

Instruction Manual

COIN DATA

B BOOK KEEPING
Use for checking the Plav and Income data

Play and Income dasa of each day per week.

MONTHLY DATA

Play and Income data of each month per year.

FEVvolllution Soccer

Play and Income data of each game after resetting

FEXIT (MAIN MENU)

Return to main menu.

B DAILY DATA

LY BOOK KEEPING CHANGE |ITEM

o i o o s i 121

OTAL PLAY> I :
@ Change ;;usplayed screen by using A button.

76
{

qr
1

Change day by using A/B button.
'_‘éExlT (BOOK KEEPING MENU)

1
3
8
S Return to BOOK KEEPING screen.

B MONTHLY DATA

K KEEPING
R nvanneryd 2CHANGE I TEM

ai

=
B

LRSSV I B e

m

zég . Change displayed screen by using A button.
: CHANGE MONTH
Change month by using A/B button.
: EXIT (BOOK KEEPING MENU)
Return to BOOK KEEPING screen.

NN e @ &
NNE e e N

MagicEyes Digital Co.
BrezzaSoft Corp.
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Ultimate 2D Rendering Game Machine

VRenderZERO for CRYSTAL SYSTEM
Instruction Manual

B Evolution S o c c e r (Example Software Title)
DATLY BOOK KEEPING B = e :
ATE COIN 1 COIN 2 SERVICE TOTAL PLAYM e
15 g Fl“é Change displayed screen by using A button.
8 M CHANGE DAY
0 12 S —
@ 4
@
0]

1 Change day by using A/B button.
Pl  EXIT (BOOK KEEPING MENU)
- L B Return to BOOK KEEPING screen.

IT
DAY EBUTTON TBACK
BBUTTON FAST

EXIT(BOOK KEEPING MENU)

L2 p Rl M Hl == 1L I~ PSS

DATE

COIN1 Data of credit in Coinl

COINZ2 Data of credit in Coin2

SERVIEGE Data of service credit

e T AV Total play numbes

PLAY

Pl PLAY Total play smmber i P1 side.

P2 PLAY Toed plov sumiber = P2 sade.
i s CONT | NUE  Numbes of comtswe-

TIME Average play time

Ave.

GAME OPTION

B SOFTDIP SET UP

Move the joystick up and down to match the cursor to the item you want to adyest. Push A button and proceed to adjust

settings. Setting differs according to the game.

Evpiurion_Socceﬂ

LANGUAGE ENGL I SH
MNT I NUE WITHOUT

DIFFICULTY AUTO

AUTO DIFFICULTY 82: 00

o —

FOR MEXICO NO

EXIT (MAIN MENU)

MagicEyes Digital Co.
BrezzaSoft Corp.
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Ultimate 2D Rendering Game Machine

VRenderZERO for CRYSTAL SYSTEM

Instruction Manual

CABINET DIP SET upP

Move the joystick up 2nd dowm & muach ke cursor to the item you want to adjess. Pash A button and proceed to adjust
; CABINET DIP SET U
settings. _

R TYPE

HOOTER
T SHOOTER
SHOOTER =2

CREDIT
e HARD DIP SETTING

WITH

MATMN MENU 3

Set type of coin shouter,
B Es N sHooTER 1
Set number of coins in Coin].
c EDIT SHOOTER 1
Set number -of credits‘in'Coin 1
PGS i N sHooTER 2
Set number 4;;f c_oins in Coin2.
CREDIT SHOOTER 2
_SCI nu.mber of credits in Coin2
CREDIT INDECATE
Set display of CREDITS
__START CREDIT

Set number of credits for game start
 GONTINUE CREDIT
Set number of credits for continue
EREE PLAY
Set ONIOFF of free play.
DEMO SOUND
Set ON/OFF of demo sound
FACTORY SETTING
Setting return to factory setting.
EXIT (MAIN MENU)

Return to main menu

MagicEyes Digital Co.
7 BrezzaSoft Corp.
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Ultimate 2D Rendering Game Machine

VRenderZERO for CRYSTAL SYSTEM

Instruction Manual

HARDWARE SET UP

HARDWARE SETTING MENU

Move the joystick up and down to match the cursor to the item you want to adjust. Push A button and proceed to adjust
settings.
" IN ouT
HARDWARE SETTING MENU pOINTOUT CONTROL CHECK
Check hardware control.

pIN OUT CONTROL CH R
COLOR GHECK

COLOR CHECK
CROSS HATCH CHECK Display monitor color adjustment screen.

HARD DIP CHECK apROSS HATCH CHECK
CALENDAR SETTING Display monitor adjustment screen.
Nl KaEE SCALENDAR SETTING
EXIT (MAIN MENU)
Set calendar.

CLEAR BACKUP

Clear backup memory.

EXIT (MAIN MENU)

Retorn 50 osa menu.

. e

IN OUT CONTROL TEST

I N QU CONTRGOL . CHECGCHK
In TIN OUT CONTROL CHECK] screen, moving each switch tuns O (OFF) | ®
1 (ON) | onthe screen.

IN CONTROL CHECK

P
COINI
COIN2

SERVICE - B

TEST - 8

STICK UP
DOWN

LEFT

RIGHT

SOUND TEST
PUSH P1 ®&+€

TART
@BUTTON
BUTTON
'BUTTON
UTTON

eaaeaese eaease—
20 a B 2aaan

To return, push A and B button simultaneously on 1player side.

MagicEyes Digital Co.
BrezzaSoft Corp.
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= Machine

for CRYSTAL SYSTEM
ual

MONITOR TEST
CHECK /CROSS HATCH CHECK
JLOR CHECK

= m =

To return, push A button on lplayer side.

e

HARD DIP CHECK

HARD DIP CHECK

HARD DIP CHECK
ﬂ iﬂﬁﬁﬁﬁ

R - e ]
_ FACTORY SETTING

1| | PAUSE

EXIT=PUSH P1 @&BUTTON

To return, push A button on 1player side.

MagicEyes Digital Co.
BrezzaSoft Corp.
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Ultimate 2D Rendering Game Machine

VRenderZERO for CRYSTAL SYSTEM
Instruction Manual

)

CALENDAR SETTING
Set calendar inside PCB. Move the joystick left and right to match the cursor to the item you want to adjust. Push

C+A button to adjust, push C+B to return.

MINUTE SECOND
g 13

To return, push A bomos on Iplayer side.

CLEAR BACKUP MEMORY

- ’ ——— SRS —
CL EAR=BACKU R ' e

Clearing high score and income data. Move the joystick 10 match the cursor to the item you want to adjest Pasi &
= S

button in 1 player side to select, and push A+B button to clear data.

CLEAR BACKUP

CLEAR BOOK KEEPING(FACTORY SETTING) SRS EEP | NG

Clear income data.

CLEAR SOFT DIP  (FACTORY SETTING) |[SSGcG———
""CLEAR SOFT DIP

CLEAR CABINET DIP (FACTORY SETTING) :
Clear soft setting.

CLEAR SOFT BACKUP MEMORY GL EAR CABINET DIP

EXIT (HARDWARE SETTING MENU) Clear calincl i

CLEAR SOFT BACKUP MEMORY

Clear backup memory of software.
ES e

Return to hardware setup screen.

MagicEyes Digital Co.
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Jerans 20 Seroeerg ZaEme Mao ne

VRenderZERO for CRYSTAL SYSTEM

Instruction Manual

Trouble Shooting

1. No Display
(1) Check whether the power cable is connected properly or not.
(2) Please turn power-switch onfoff sometimes.
(3) Press Reset Switch of VRender0 b’d.

(4) Please follow the check process.

CHECK VIDEO 5
i
o = .."
i I
| *Check voltage level of U18 Pin2 : No | * Check main voltage level
133V * Check power of JAMMA
- B T
h 4

1431818 MHz

. [ “CheckTrequéncyof 0T : |

* Check frequency of RJ1 : 43 MHz

* Check frequency of RJ2 : 86 MHz —

v27
* Check configuration :

Yes

|
v

* Check powr of U2,U3,U5,U6,U14 &

! * Check Video output :
l - RJ8, RJ9, RJ10
* Check Sync output : L8

B—No—>»

| * Check resistor value of R2

| * Check resistor value of R3, R4, R5

* Check TR output : .
- 04,05,06 emitter signal B No—»
- L5, L6, L7 |

* Replace TR
* Replace F.BEAD

* Check JAMMA pin

- Pin12, 13, 40, 1 * Check pattern

ir———l‘-.'a »>
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Ultimate 2D Rendering Game Machine

VRenderZERO for CRYSTAL SYSTEM

Instruction Manual
2.No Sound

(1) Adjust Volume Switch of VRender( b’d.
(2) Check the connection with speaker and b’d.
(3) Please follow the check procedure below.

START

v

* Check voltage level of U18 pin2 :
3.3V

Yes

v

* Check frequency of RJ1 : 43 MHz
* Check ferquency of RJ2 : 85 M2

Yes
v

* Check sound digital output :
U42 Pini,2,3

* Check sound analog output :
U42 Pin6,8

Yes

v

* Check AMP input : U41 Pini,9
* Check AMP output : U41 Pin4,6

Yes

v

* Check JAMMA pin 10 output
* Check JP1 pin2 output

No—

* Check main voltage
* Check power of JAMMA

* Check power of U4
* Check pattern between U4 and U42
* Check power of U42

* Adjust volume of VR2
* Check amp input

- C51,C70,R44,R45,R49,R50,C61,C74
* Check amp power

* Check C50,C65
* Check pattern

12
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wismate 20 Rendering Game Machine

VRenderZERO for CRYSTAL SYSTEM

—_ﬂ—

Instruction

JAMMA PIN

'8 smmdard connector used om many arcade boards to simplify conversion of cabinets from one game 10
majority of games use 2 sabset of this pin-out. Some games which need exira butions have extra

for these additional controls. The JAMMA connector is a 3.96mm-pitch edge connector (male on the game

Board).
k
» ;
i SOLDER SIDE : # “ # PARTS SIDE
GND 29| 1 GND
' GND 30/| 2 GND i
i +5V 31 3 +5V %
+5V 32 4 +5V
NC 33 5 NC
+12V 34 6 +12V
¥ no pin (SPACE) 35 7 no pin (SPACE)
i Coin counter 1 36 8 Coin counter 0
NC 37 9 Right Loudspeaker(+
Tl = L SSSSE T Loudspeaker(+) B
NC 3 11 NC
Video Green <0 12 Video analog Red
*\ Wadeo composite sync <! 13 Video analog Blue
CONFIG 42 14 GND
NC 43 15 SERVICE SW
Coin 1 — 16 Coin 0
Player 2 Start 45| 17} Player 1 Start
Player 2 Up 46 18| Player 1 Up
Player 2 Down 47| 19| Player 1 Down
Player 2 Left 43 20| Player 1 Left
Player 2 Right | 49} 21| Player 1 Right
Player 2 Button A 50 22 Player 1 Button A
Player 2 Button B | 51 23 Player 1 Button B
Player 2 Button C | 52 24 Player 1 Button C
Player 2 Button D 53 25 Player 1 Button D
NC 54| 26 NC
GND N | 55| 27 GND
GND i sel 28 GND
MagicEyes Digital Co.
3 BrezzaSoft Corp.
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