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3. TAM-=R

TAME-FIX, ECERDEERBEHER, TV —DOAT—RE, 21 ORERV
T—LREDHFHBBTEE T,

2 MEH®DER
1) EHFRAE, TAFRY 2T LROLSLTFAMEHOA Z 2 —BERINE T,

TEST MENU

MEMORY TEST
T. G. P. TEST
INPUT TEST
OUTPUT TEST
SOUND TEST
C.R. T. TEST
GAME ASSIGNMENTS
COIN ASSIGNMENTS
BOOKKEEPING
BACKUP DATA CLEAR
ALL INITIALIZE
—> EXIT

SELECT WITH SERVICE BUTTON
AND PRESS TEST BUTTON

2) Y—ERRI L 2HTE “=>” BBEHLET, FLITZHBIC “—>” 24DETTFR MRV U %
FALTF&E L

3) TAMPRTLES “EXIT” OFiN “—=>” 28838, A MES L E2BLTTFEX U,
T—LBHEICED £,

ap ;"GAME ASSIGNMENTS”, “COIN ASSIGNMENTS” AT.
HE! || 2—VY—-DBEEFELEZAAIZ. AZa—HBHODEXITHeEFAMPE—FKEELT L7785 T
Nidskah v,
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OMEMORY TEST

ICHA—FFtoAEY—I1CO®B{EHEREZTVWE T,
EX¥ZICICIE. “GOOD” ., R¥EMHNIIE “BAD” LRRLET,

MEMORY TEST |

¥ ¥ ¥ ROM * ¥ %
Ic. 7 GOOD IC. &8 GOoOD Ic. 8 GooD
: IC. 10 GOOD 1C. 11 GOOD IC. 12 GOOD
| IC. 15 GoobD IC. 16 GoOD
| *® %k ¥ RAM ¥ ¥ &
IC. 18 GooD I1C. 19§ GOOD IC. 78 GOoOD
! IC. 80O GOOD IC. 81 GOOD IC. 82 GOoOD
1C. 83 GooD IC. B4 GOoOD IC. 88 GOoOD
1C. 89 GoobD IC. 91 GOoOD [C. 92 GOoOD
1C. 93 GOOPD IC. 150 GOOD IC. 98 GOOD

PRESS TEST BUTTON TO EXIT

FAMETHE, TAMRY 2T EA_2—BHEICEDE T,

@T. G. P. TEST

ICH—FLILOTGP (BHHEEXRMEDIC) OBMEMEETWE T,
EELZICICIE, “GOOD” ., bl “BAD” ¢ ExrLZETT.

T.G. P. TEST

I1C. 31 GOOD

PRESS TEST BUTTON TO EXIT

FAMETE, TAMRY U 2T ELA_a—HEAICED 9,



@INPUT TEST

COFAMNE—FTIE, ERAvF /R > oEE2ERLE T,
24 vF /Ry EBELERE, “OFF” 8 “ON” LEDNIEIERETT,

E INPUT TEST
! PLAYER 1P 2 p
' UP : OFF OFF
| DOWN - OFF OFF
- RIGHT : OFF OFF
LEFT : OFF OFF
PUNCH ; OFF OFF
KICK : OFF OFF
BARRIER : OFF OFF
START : OFF OFF
COIN CHUTE 1 : OFF
| COIN CHUTE 2 : OFF
SERVICE SW . OFF
! TEST S W . OFF
|
|

PRESS TEST BUTTON TO EXIT

FRAMRYEBTEAZ2—BHEHICED 7,

@OUTPUT TEST

CHOFRAME—FKTIX. "VERSUS CITY, ¥+vExvbrOENKF—-F (1P, 2PD
ZWINNERZ>7, T-SEG. ) OXRFzv I 2ITHIENTEET,

QUTPUT TEST

NOW TESTING ;
1P WINNER LAMP F——— HDTEl

I

‘ VERSUS CITY BILLBOARD

- e ————————

PRESS TEST BUTTON TO EXIT

NOTE1: 1P WINNER LAMP, 2P WINNER LAMP, 1P 7-SEG, 2P 7-SEG % —EHffi#@ DR L& m L,
ZOM, ERICHZYTIENLNFA—FDTZAMEZITVWET,

F2AMRY U ERTEAZI—BHIZED ET,



®SOUND TEST

COTAPME—FTRE, F—ALAICHEHINTHWAEEFEDPBGMOERAEZITAI 2 BHEF 4,

SOUND TEST

I NO. 0 Sd_ALL _CLEAR
|
|
|
|
SELECT WITH PLAYER-1 SIDE LEVER UP/DOWN
PRESS PLAYER-1 SIDE PUNCH BUTTON TO MAKE SOUND

PRESS TEST BUTTON TO EXIT

_— -

l1PLIN—D LETFTHY L FEBIRLE T, 1 PINFEHRSYLTHI L FEHEELE T,

TAMNRY 2T e A2 —FHEHICED T,



®C. R. T. TEST

A). RGB Ho—FBHEH
COR—=VTIE, EZA—DHZ7—DHERARUBIAS, GAINOEZENTEE T,

f C.R.T. TEST 1/2
|
| | RED
| |
| GREEN
|
| n
| BLUE
!
[
| WHITE
:
COLOR BIAS GAIN SCROLL: 31
RED 22 54
GCGREEN 22 b4
ELUE 22 5 4
->EXIT
SELECT:1P LEVER UP/DOWN

LhﬁIAE SET: 1P PUNCHA/sKICK GAIN SET:2P PUNCH/KICK

n, fk, BOREAIE. FigD RO, HIC7<ICf-T 1 6 THHAL 2 h E T,
ToA—OHZ I, HBEODAT—NN—DEREORFICEG, FHEOKICABTIEY T3,

INA TR, T4 LDORBIEX., ABLEVWEIZ1IPHIOLIN—T “=>” 28b+H.
lPRIDINF /v I2HRT L TINATADHFHE, 2PROINCF /X v IR THA L OHBH
TEEd, HBHPEEIZETILBEIOLEH A

EXITOIREHTTRA MR Y 27 L, T2 —H 4 IFBHBHRICED T T,

B) . T=Z%—0OY% 4 XA M
COR—=—TUTlEE=Z 4y —0H A XfEENTEET,
B ] 1

'C;R.T. TEST 2.2

. I : [
| PRESS TEST BUTTON TO EXIT | |

Fxv 7HDOREEFLERPSHBZOWLEISICHEBL T FE U,
FRAMRYUOEHTEA a2 —@HAICEDE T,



OGAME ASSIGNMENTS

CODFAME—FKTIE, Y —LOEEEFORENEIGNE T,

1) y—ERFH L 2HTLE —> HEHBHLET.,. FLTAZHEBIC —-> ZEbETFE,
2) TRAMRY U EHTELEERENEDDE T,
3) BHEVKETLES EXIT O~ —> Z2BEHZE, FAMEY U E2HLTTFE U,

GAME ASSIGNMENTS ,
|
MATCH COUNT (1P) 2 (A)
MATCH COUNT (VS) 2 (B)
ENEMY RANK NORMAL (C)
TIME 30 (D)
ENERGY (1 P) NORMAL | (E)
ENERGY (VS) NORMAL (F)
BARRIER 5 (G)
BARRIER RESET OFF (H)
AUTOMATIC OFF (1)
HYPER MODE ON [ ()
DAMAGE NORMAL | (K}
ADVERTISE SOUND ON (L)
CONTINUE ON (M)
COUNTRY JAPAN (N
DISPLAY TYPE C. R. T. (0)
VS FINISH OFF (P)
INITIALIZE (Q)
-= EXIT
SELECT WITH SERVICE BUTTON
AND PRESS TEST BUTTON

P LEOAFEHHREDORETT -

(A) MATCH COUNT (1P) (2~5)
— A7VALADHBFICHNWT, ity b FICTEIDEELEX T,

(B) MATCH COUNT (VS) (2~5)
NEE LA DBESICBWT, ity bewFIcTi2rB/BELE T,

(C) ENEMY RANK (EASY, NORMAL, HARD, HARDEST)
T—L2kOEBEZ&ZELE T,

(D) TIME (10, 20, 30, 40, 50, 60, 70, 80, 90, 99)
12w bokfE () Zza&EL X 3,

(E) ENERGY (1P) (EASY, NORMAL, HARD, HARDEST)
LATVLAIEBITZ2F Y70 —DENHEZFZELE T,
EASYIZEXEnENLE<, HARDESTIZEYENEIFESRD T,

(F) ENERGY (VS) (EASY, NORMAL, HARD, HARDEST)

MNETLAICBTE2F Yy 207 —DENEZRZEZLE T,
EASYIEY&EhiE»nE<,. HARDESTIRYEHERXES®ED X7,

(G) BARRIER (1~10)
FrY o0 —DEETIN)7OEBEHREL T,

(H) BARRIER RESET (OFF, ON)
1w FMETTEICHIEETCERELEBICN) 7oEl2y P LETHLEP&KELE T,
OFFoHZae, MFEFXF+ 7227228 3dETEy PLELERYA



(I) AUTOMATIC (OFF, ON)
A— b7 4 v I E—FR2ERTEINEILERELE T,
ONDEE, ¥F¥y 777 —BIRBERBIC TA—br~Fa v D227V hEBIRTEFT,
T IMA—br~>T4w 2 2ERLEGE, N FHRY @O xw 2Ry LI ED
MERIBETCEELRIEEFET O ENTEE T,

(J) HYPER MODE (ON, OFF)
NAN—FE—FR2FHTELIILEILEHRELE T,
ONDHEG, GHIZ Te«+P+K) (HF v 2DBBFr20KICWEEE) OBE%R
THoZ&iCEbh, LIEFs<<DOME, "I )\——FRIChaIELMBTEZT T,
NAN—FE—FpiZ@EFEERx L Wit 2ER LTI EehTEET,
INAN—FE—FBFEHTLZIEIC, NI TP7OERRBBEAS 1EIFED £ 3,

(K) DAMAGE (NORMAL, REAL)
HA—-DVHIERTH DO 2EELE T,
NORMAL®DESG, ZLAY—0@BFEHEL., 7T LAVY—ICHRICRDZ LD
YA—VEMIELET,
REALDES. Y A—CHEIEEITOWER A,

(L) ADVERTISE SOUND (ON, OFF)
PENIALA X FEZHITDREIDPHKRELET,

(M) CONTINUE (ON, OFF)
M7 LA DOAEEZLZELET., MTLAAELOEHEG. ONICEEL E T,

(N) COUNTRY (JAPAN, USA, EXPORT)
Avt—V5EFERELET,

(O) DISPLAY TYPE (C. R. T., PROJECTOR)
FrERX Y MMIFEHLTWATF A AT LAICEbh, BYUYREEEIToT FE U,

(P) VS FINISH (OFF, ON)
OFF: XEgTLAETE BED AT LD EEiITVWET,
ON: XETLARTHE., ATV —LA—)N—IZhbEd, (4 ~> FH)

(Q) INITIALIZE
GAME ASSIGNMENTO2TO&KRERZMNPHPKZEICHK LE T,



®COIN ASSIGNMENTS
COEFE—FTEIAAN VEBAINTHIZ7LYy POBENSSDEENLELISNE T,

1) Y—EXFS U 2HTE —> DPBHLET. #LT2HEHIC - > TDOETFE 1,
2) TRAMRY U EBTLERENEDDE T,
3) REMPERTLES EXIT O —> EE#HIE, FAMEY U EBLTFX L,

COIN ASSICGNMENTS COIN ASSIGNMENTS
COIN CHUTE TYPE COMMON [Jﬂ:} COIN CHUTE TYPE INDIVIDUAL
CREDIT TO 1P START I CREDIT CREDIT TO 1P START 1 CREDIT
1P CONTINLUE ! CREDIT {E) IF CONTINUE 1 CEEDIT
CREDIT TO VS START I CREDIT | CREDIT TO VS START 1 CREDIT
VS CONTINLUE 1 CREDIT ](C) VS CONTINLE I CREDIT
COIN/CREDIT SETTING o (D) COIN/CREDIT SETTING 51
COIN CHUTE #1 1 CoOlN 1 CREDIT COIN CHUTE 1 COINM 1 CREDIT
COIN CHUTE %2 | COIN 1 CREDIT
MANLUAL SETTING (E) MAMNMUAL SETTING
- =EXIT *»EXIT
SELECT WITH SERVICE BUTTON SELECT WITH SERVICE BUTTON
o __;_ﬁ..'_'iD PRESS_T!&:ST BUTTON - _ AND PRESS 155';__3_1_;":1‘-:}?«.'__
YA — o L Pl
(COMMO NZ&E) (INDIVIDUALZEE)

(A) COIN CHUTE TYPE (COMMON, INDIVIDUAL)
EAROIAM a2 —MBRIIRLTEELT FE L,

COMMON
2ANDT VLAY —DHEDIS > a— bEHEHTBERK,

INDIVIDUAL
2ANDTLAY—ICH LT, 204 22— bFEBIFTTWDERK,

(B) CREDIT TO 1P START (1~5 CREDITS)
1P CONTINUE (1~5 CREDITS)
ILAZVAZRAY = /A0 F 4 Z2a—F 5L EICLBERILYy PEERELE T,

(C) CREDIT TO 1P START (1~5 CREDITS)
1P CONTINUE (1~5 CREDITS)
WM T LA 2Ry —b /A0 F 4 a2 —FHLECpERILYSy P EERFELE T,

(D) COIN/CREDIT SETTING (#1 ~ #27)
A4 ERACHTEIZLYY FOBNASE2RELET, {EFHELI»OHE2TETHD.
OOMDaA v E2ANEEIZ, OOVZL Yy bozZLWHIELAELTWLE T,
FEL, #2T712FREE PLAY X h 4,
FLLWERTRIZEXRL (COMMON) , #2 (INDIVIDUAL) #88MFX1,

(E) MANUAL SETTING
A PRACHTE2I2L Yy bSO EEE., (D) LW XSICHIMNLLEZDI LD
TEE2XR—VIIBHET, (£3Z2ZHBBLTFXly, )
., COMANUAL SETTING#{r-r-#4. (D) COIN/CREDIT
SETTINGO&ZZEILIE LD E T,



7l :

COIN/CREDIT SETTING (COIN CHUTE COMMON TYPE)

& E B M a4 2 1 OEE | a4 2 2 DEE
SETTING #1 |1 COIN 1 CREDIT | 1 COIN 1 CREDIT
 SETTING #2 |1 COIN 2 CREDITS 1 COIN 1 CREDIT
| SETTING #3 |1 COIN 3 CREDITS 1 COIN 1 CREDIT
SETTING #4 |1 COIN 4 CREDITS 1 COIN 1 CREDIT
SETTING #5 |1 COIN 5 CREDITS 1 COIN 1 CREDIT
SETTING #6 |1 COIN 2 CREDITS 1 COIN 2 CREDITS
 SETTING #7 |1 COIN 5 CREDITS 1 COIN 2 CREDITS
 SETTING #8 |1 COIN 3 CREDITS 1 COIN 3 CREDITS
SETTING #9 |1 COIN 4 CREDITS 1 COIN 4 CREDITS
| SETTING # 10 |1 COIN 5 CREDITS ' 1 COIN 5 CREDITS
'SETTING # 11 [ 1 COIN 6 CREDITS 1 COIN 6 CREDITS
| SETTING # 12 | 2 COINS 1 CREDIT 2 COINS 1 CREDIT
SETTING # 13 | 1 COIN 1 CREDIT 2 COINS 1 CREDIT
 SETTING #14 |1 COIN 2 CREDITS 2 COINS 1 CREDIT
 SETTING # 15 [ 1 COIN 1 CREDIT 1 COIN 1 CREDIT
- 2 COINS 3 CREDITS 2 COINS 3 CREDITS |
SETTING # 16 | 1 COIN 3 CREDITS = 1 COIN 1 CREDIT

- 2 COINS 3 CREDITS
SETTING # 17 | 3 COINS 1 CREDIT 3 COINS 1 CREDIT
 SETTING # 18 [ 4 COINS 1 CREDIT | 4 COINS 1 CREDIT
SETTING # 19 | 1 COIN 1 CREDIT | 1 COIN 1 CREDIT
2 COINS 2 CREDITS | 2 COINS 2 CREDITS
3 COINS 3 CREDITS ' 3 COINS 3 CREDITS
] 4 COINS 5 CREDITS 4 COINS 5 CREDITS
SETTING #20 | 1 COIN 5 CREDITS | 1 COIN 1 CREDIT
2 COINS 2 CREDITS
3 COINS 3 CREDITS
o _ 4 COINS 5 CREDITS
 SETTING #2 1 |5 COINS 1 CREDITS | 5 COINS 1 CREDIT
SETTING # 22 | 1 COIN 2 CREDITS | 3 COINS 1 CREDIT
_ 5 COINS 2 CREDITS

SETTING #2 3 |2 COINS 1 CREDIT | 2 COINS 1 CREDIT
4 COINS 2 CREDITS | 4 COINS 2 CREDITS
5 COINS 3 CREDITS | 5 COINS 3 CREDITS
- SETTING #24 | 1 COIN 3 CREDITS | 2 COINS 1 CREDIT
' 4 COINS 2 CREDITS
5 COINS 3 CREDITS
SETTING #25 [ 1 COIN 1 CREDIT ' 1 COIN 1 CREDIT
2 COINS 2 CREDITS | 2 COINS 2 CREDITS
3 COINS 3 CREDITS | 3 COINS 3 CREDITS
4 COINS 4 CREDITS | 4 COINS 4 CREDITS
- | 5 COINS 6 CREDITS | 5 COINS 6 CREDITS
SETTING #26 |1 COIN 6 CREDITS 1 COIN 1 CREDIT
| 2 COINS 2 CREDITS
'3 COINS 3 CREDITS
4 COINS 4 CREDITS
B 5 COINS 6 CREDITS
SETTING #27 | FREE PLAY FREE PLAY




#2 :COIN/CREDIT SETTING
INDIVIDUAL TYPE)

(COIN CHUTE

X B K| BROAA o EE | & & % B | BEoaA4 L a—F#E
SETTING # 1 1 COIN 1 CREDIT | SETTING #21 | 5 COINS 1 CREDIT |
SETTING #2 | 1 COIN 2 CREDITS | SETTING #23 | 2 COINS 1 CREDIT
SETTING # 3 1 COIN 3 CREDITS 4 COINS 2 CREDITS
SETTING #4 1 COIN 4 CREDITS 5 COINS 3 CREDITS
 SETTING # 5 1 COIN 5 CREDITS SETTING #25 | 1 COIN 1 CREDIT
| SETTING # 1 1 1 COIN 6 CREDITS 2 COINS 2 CREDITS
SETTING # 12 | 2 COINS 1 CREDIT 3 COINS 3 CREDITS
SETTING # 15 1 COIN 1 CREDIT 4 COINS 4 CREDITS
2 COINS 3 CREDITS | 5 COINS 6 CREDITS
SETTING # 17 | 3 COINS 1 CREDIT SETTING # 2 7 FREE PLAY
SETTING # 18 [ 4 COINS 1 CREDIT
SETTING #19 [ 1 COIN 1 CREDIT
2 COINS 2 CREDITS
3 COINS 3 CREDITS
4 COINS 5 CREDITS
#3 :MANUAL SETTING
COIN TO CREDIT 1 COIN 1 CREDIT
(1Z7Lyy MopERaA UK) 2 COINS 1 CREDIT
3 COINS 1 CREDIT
4 COINS 1 CREDIT
5 COINS 1 CREDIT
6 COINS 1 CREDIT
7 COINS 1 CREDIT
8 COINS 1 CREDIT
9 COINS 1 CREDIT
BONUS ADDER NO BONUS ADDER
(R—+234>) [ 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
COIN CHUTE (#1/#2) |1 COINCOUNTS AS 1 COIN
MULTIPLIER | 1 COIN COUNTS AS 2 COINS
(FaA > a—toff%k) | 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



©@BOOKKEEPING

CTOFRAMNE—FKTIE, A4 VEBAKE/ 2Ly /YA L/ T =LA BDT - DBHERTEL I,
H—bF 21y 28T R—VICEbET, FTRAMRY U2 EAZ2—-EHEIZED X T,

-1/5 GLOBAL DATA

BOOKKEEPING 1.5
CLOBAL DATA
COIN CHUTE #®1 0 (A)
COIN CHUTE ®2 0 (B)
TOTAL COINS 0 {(C)
COIN CREDITS 0 (D)
SERVICE CREDITS 0 {(E)
TOTAL CREDITS 0 (F)
TOTAL TIME 0D OH oM 0s (G)
PLAY TIME 0D 0 H oM 0s (H)
PLAY TIME RATIO (#1000) 0 (1)
TOTAL GAME COUNT 0 {(J)
1P 0 (K)
Vs 0 (L)
1P GAME TIME A 0D O H oM 05 (M)
WAIT GAME TIME A oD 0O H oM 0s (M)
VS GAME TIME a oD 0 H oM 0s (D)
TOTAL AVERAGE TIME --M --5 (P)
1P -M --8 (Q)
VS -M --5 ({R)
PRESS SERVICE BUTTON TO CONTINUE
PRESS TEST BUTTON TO EXIT

(A) COIN CHUTE #1

COIN CHUTE #lic#BAINntEaA B EXTLE T,
(B) COIN CHUTE #2

COIN CHUTE #2i#AShlEO4 B EETRLE T

(C) TOTAL COINS
AL T, U HBAEETRLET, (A) + (B)
(D) COIN CREDITS
A4 UBAICEBZ 2L Yy b BERTRLE T,
(E) SERVICE CREDITS
H—EREYLICLB 7Ly P EEEXRRLE T,
(F) TOTAL CREDITS
7Ly hlOGEtERRILE T, (D) + (E)
(G) TOTAL TIME
BoLeEERFMAER R LE T,
(H) PLAY TIME
H—LMirbh-ifEEEXRRLE T,
(I) PLAY TIME RATIO
LR ENRICNT AT L Ao S 2L R LE T,
(J) TOTAL GAME COUNT
H—L07L ARl ELERLE T, (K) + (L)
(K) 1P GAME COUNT
-AN7T LA ELRLET,
(L) VS GAME COUNT
7L A B ELETLET,
(M) 1P GAME TIME A
~AT L ARG EERLE T,
(N) WAIT GAME TIME A
AN A S - 00 AMNEIEEZBR WA —LARE Gt ZzRTILE T,
(0O) VS GAME TIME A
gL ARGt R KRR L E T,
(P) TOTAL AVERAGE TIME
BT Ao Pl EERLE T, ( (M) + (0) x2) / (J)
(Q) 1P AVERAGE TIME
I P7LAEMOEYEERLE T, (M) / (K)
(R) VS AVERAGE TIME
WEE 7L A R P E LA RLE T, (0) / (L)

_.1:3__
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0
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5
5
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CONTINUE
__M...
-—M

START

BOOKKEEPING 2.5

GLOBAL DATA 2
-TYPE-B DATA-

2

-2/5 GLOBAL DATA
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-4,/5 VS GAME DATA

=

o

BOOKKEEPING 4.5

VS GAME DATA
() CAME COUNT 0 GAME TIME CQUNT
(h) ToTaL TIME oD 0OH oM o5 - IJEEE} {tlmcE}
(1) AVG TIME -==M --25 - 13 ]
(i) MIN TIME oM i - 16 0
(k) MAX TIME 0M 0s - 195 0
(1) | CONMTIMNMUE COUNT 0 : gg g
(m) SET COUNT L] - 28 Q
(n) DRAW COUNT 0 - 11 Q
(o) WIN BY K. O. COUNT i) -~ 34 L]
(p) WIN BY JUDGE COUNT 1] -~ 37 0
= 40 L]
~ 41 0
= 46 1]
~ 49 0 |
- gg g (g}
-~ &8 ]
- 61 i ]
[ - &4 ]
I -~ &7 0
| ~ T0 ]
| = 7 :
-~ T4 0
- 82 0
- 85 Q
-~ 88 0
- 91 0
- 54 0
- 937 Q
-~ 100 0
-1023 0
104~ Q
PRESS SERVICE BUTTON TO CONTINUE
_ PRESS TEST BUTTON TO EXIT |
(g) GAME COUNT SEE 7L A O ERRLE T
(h) TOTAL TIME 7L A ORI ETRL E 9,
(1) AVG TIME SNEETL A OREERFBER T LE T,
(j) MIN TIME oL A DOREHIEREESLE T,
(k) MAX TIME T A OBRERFEAEERLE T,
(1) CONTINUE COUNT 7L A0y 7T a—pRIBEER-LE T,
(m) SET COUNT MEETL A0y P EEETRLE T,
(n) DRAW COUNT 7L A o5&t RIMEERLE T,
(o) WIN BY K. O. COUNT S 7L A0 v 27 MoLABRAREEEZRLE T,
(p) WIN BY JUDGE COUNT H#7L A OHEBANHERTLE T,
(q) HETLAICHBTF D, 7L REBOEDDOT —LEIKAHERT T,
HABEREFTOHEIZLT F&E v,
+5/5 VS GAME DATA 2
BEOOKKEEPING &5
VE CAME DATA 2
: VE DIAGRAM :
! MY CHAR : SONIC ?{5}
;V.S.EHAR. WIN. LOSE. 0% RATE. 10 0% !
| SONIC ] 1] [
| TATLS 0 o -
AMY 1] 0
BEAN 0 0
. FANG ] 0
BEARK 0 0
ENMUCKLES 0 0
I ESPIO 0 0
A VICTORY ESETHRHEAR 4] ot
SELECT WITH PLAYER 1 SIDE LEVER LPADOWHN
FRESS SERVICE BLUTTON TO CONTINUE
- ___ﬂﬁii{_{iil_H1TTﬂh Tf_FKT?m - |
ZommEEMY CHAR (s) TERLEFY I ZVA—D, OXF¥y o058 —C0tT 3

BHEH. AT BEZ2RRLET,
(t) A VICTRY STREAK

I1PLNN—DFEFTMY CHARZZHLZE T,
NETLAIUIIBITE, £F0F v 209 —DRKEBBTT,

__15._



@BACKUP DATA CLEAR

COE—-—FT, BOOKKEEPINGORABR2METAZ LN TEE T,

BACKUP DATA CLEAR |

YES (CLEAR)
-> NO (CANCEL)

SELECT WITH SERVICE BUTTON
AND PRESS TEST BUTTON

HETDHEEE, “D” 2H—EXEY LT “YES?” &b¥ T, A MESY L AL T3,
"NO” LED¥BZTFRA MRS L 2T, AZa—@EEHICED T,
HEDETT 2L “COMPLETE” L&RR&h, A-a—BEICEY T,

@WALL INITIALIZE

COE-KT, 2TCORENELIMLLET.

ALL INITIALIZE

YES (INIT. ) I
-> NO (CANCEL)

SELECT WITH SERVICE BUTTON
AND PRESS TEST BUTTON

——

@%W?%t%ﬁu“*”&#uEEﬁﬁ?f"YES”EﬁDﬁTiFxbﬁﬁkéﬁbifa
"NO“:%bﬁ%f?mbﬁﬁk%ﬁﬁtiﬁ::—ﬂﬁtﬁbiim
WIHED X T 9% “COMPLETE” LR R&h, A-a—@RICED 9,



4.7-hi-k

FSONIC THE FIGHTERS, @3/ —Lih—FLEODIP SWERHELTEREEET S
PLEEHHEE A

HMOHWEOREICLRDETOT, Y—LFR—F2BHTAH53LEEITTFE N,
H—LhE—FE2EMmdT 2, XEHEH/ (CVTA A2 ay) LLRBERIORMD
Ui BHE 2 Bt F & W,

>
S
¥
2
) \\\-""b
"I &
>
PART NO. DESCRIPTION
GAME BD (®O+@) | 833-12665 GAME BD SONIC THE FIGHTERS
837-10854-91 MODEL2 B-CRX MAIN BD COM
OMAIN BD 837-10854-01 MODEL2 B-CRX MAIN BD COM > il AL —
837-12312 B-CRX MAIN BD COM REVI1.1
@ROM BD 834-12666 ROM BD SONIC THE FIGHTERS




#2 4999 . 1055112

— e RPN

L B X /5
M B XI5

h M X IE

T 144
T 144
T 062
T 961

T810

RREAMAHXTIAE]-2-12
RRIMABHXRMEE-13-1 PHSBEC
& A M &  03-5736-7830
m B & 03-5736-7700

IRHEBEXBFERAEI-2-3

Lo £ =) 011-841-0248
AP grmhEmETRe-5-3
B35 (it =) 06-334-5333

EfE R B S XS IRMS-7-5
Lo (£ =) 092-452-6841



	Slide 1
	Slide 2
	Slide 3
	Slide 4
	Slide 5
	Slide 6
	Slide 7
	Slide 8
	Slide 9
	Slide 10
	Slide 11
	Slide 12
	Slide 13
	Slide 14
	Slide 15
	Slide 16
	Slide 17
	Slide 18
	Slide 19
	Slide 20

