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energy and, if not installed and used in accordance with the instruction manual, may cause
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area is likely to cause harmful interference in which case the user will be required to correct
the interference at his/her own expense.
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INTRODUCTION OF THE OWNER'S MANUAL

SEGA ENTERPRISES, LTD., supported by its high electronic technology of
LSIs, microprocessors, etc. and a wealth of experience, has for more than
30 years been supplying various innovative and popular game machines to
the world market. This OWNER'S manual is intended to provide detailed
comments together with all the necessary information covering the
operation in general of electronic assemblies, electromechanical servicing
control, spare parts, etc. The manual is intended for those who have
knowledge of electricity and technical expertise especially in ICs, CRTs,
microprocessors, etc. Carefully read so as to acquire sufficient knowledge
before working on the machine. Should there be a malfunction, non-
technical personnel should under no circumstances touch the interior
system.

1. HANDLING PRECAUTIONS

When installing or inspecting, be very careful of the following points and
pay attention to ensure that the player can enjoy the game safely.

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

o To insert or pull out the plug quickly is dangerous.

o [t is necessary to make sure that the power cord or the grounding wire
is not exposed on the road, etc. in a manner so as to be dangerous. Make
sure that grounding connections are made
safely at the position where specified.

o Do not use any fuse that does not meet the specified rating.

o Make complete connections for the IC board and other connectors.
Insufficient insertion is very dangerous.

Also, for the IC board circuit inspections, only the logic probe is allowed.
The use of a tester is not permitted, so be careful in this regard. After
confirming that there are no irregularities, turn the power ON.



PREVENTION OF COUNTERFEITING AND CONVERSION

LABELLING

To prevent counterfeits and conversions, the following labels are
put on all the SEGA products. When handling such goods, be sure to
confirm the labels. They are used to prevent fllegal acts such as the
unauthorized copying of the products and the printed circuit
boards thereof or carrying on business by manufacturing similar
merchandise or by converting, selling or using such products or
printed circuit boards.

The following seal is put on the machines manufactured by SEGA
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COPYRIGHT NOTICE
This SEGA product has the copyright notice as follows:

© SEGA 1992

This signifies that this work was disclosed in 1992 and is the property
of
SEGA ENTERPRISES, LTD.



PRECAUTIONS CONCERNING THE PLACE OF INSTALLATION

This is an indoor game machine. Absolutely do not install it outside. Even
indoors, avoid installing in places mentioned below so as to ensure proper

usage:

o Places subject to rain or water leakage, or condensation due to
humidity.

In the proximity of an indoor swimming pool and/or shower.
Places subject to direct sunlight.

Places subject to heat sources from heating units, etc., or hot air.
Vicinity of highly flammable/volatile chemicals or hazardous
matter.

Sloped surfaces.

Vicinity of anti-disaster facilities such us fire exits and fire
extinguishers.

o Places subject to any type of violent impact.

o Dusty places. -

o Residential Environment - (See F.C.C. statement below)
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F.C.C. REQUIREMENTS

The Federal Communications Commission requires that all Class A
equipment be verified and labeled as follows: :

This equipment complies with the requirements in part 15 of FCC
Rules for a Class A computing device. Operation of this equipment
in a residential area may cause unacceptable interference to radio
and TV reception requiring the operator to take what ever steps are
necessary to correct the interference.

Ihis label must be permanenily attached In a conspicuous focotion and the fext
must be legible, If this label is removed or tampered with, such action Is punishable
under Section 503 of the Communications Act of 1934 (ACT). as amended,



2. SPECIFICATIONS

By means of MEMORY SW setting changes (GAME

ASSIGNMENTS,COIN ASSIGNMENTS) in

the TEST MODE,

the SYSTEM 32 “GOLDEN AXE” is compatible

in the

different
such aspects as the number
play simultaneously Cup

stations or separately for

®CONTROL PANEL

1) 2 PLAYER (2P) TYPE {(up to 2 persons allowed

play simultaneousliy)

types of BD containing cabinets

in
of persons who can

to 2,3 and 4 people)
COIN CHUTE types (whether used

in common for all
each station) jetc.

to

JOYSTICK CONTROL DIRECTIONS

1P STARTO
|~ ATTACK MAGIC

~0O-000 .

/I\

2P START O

TN Juke

N\ ATTACK KAGIC

-O—-000

1P SIDE 2P SIDE

2) 3 PLAYER (3P)

TYPE

(up

to 3 persons allowed
play simultaneousiy).

JOYSTICK CONTROL DIRECTIONS

1P START O 2P STARTO) 3P START O
\ ATIACK MAGIC | AATTACK MAGIC  \ [ ATTACK MAGIC

(000 -(’)-OOO —(0—-000

TN Juwp TN Juwp TN JuNp

to

PLAYER 1
(1P)

PLAYER 2
(2P)

PLAYER 8
(3P)

34 PLAYER (4P) TYPE (up
play simultaneoule).

to 4 persons

allowed to

JOYSTICK CONTROL DIRECTIONS

-

1P START O 2p START O 3 ST O
W ATTACK MAGIC | ATTACK MAGIC

—/O\— 000 -0- 000
|

JUNP TN JUMp

p FKORe

| ATTACK WAGIC

4 STRTO
W ATACK_KAGIC

-(J- 000

TN e

-_—

PLAYER 1 PLAYER 2

PLAYER 3
(1P (2P)

(3P)

PLAYER 4
(4P)



NOTE:Since the 10 BD has a PLAYER 3 port and
PLAYER 4 port,when using the CONTROL PANEL
of the type mentioned in 2)and 3)above,
ascertain the installation of the [1/0 BD
for the MAIN BD and the wiring to the
CONTROL PANEL from the I/0 BD(including both
for the SHIELD CASE interior and exterior),
in addition to the CABINET TYPE setting in
the GAME ASSIGNMENTS.

@MONITOR DIRECTION.... HORIZONTAL

MONITOR

HOR I ZONTAL




@NAME&POSITION OF ON-BD CONNECTORS&BUTTONS

t has neither the
button,utilize the
BD. (PSW1:SERVICE

1)In the case where the cabine

in
TEST button nor the SERVICE
PUSH SW which is on the MAI
button PSW2:TEST button)

N

2)For the 2 PLAYER TYPE,the [/0 BD installation
is not required. i

3) For adjusting the sound volume,use the on-BD
VR 1.

SYSTEM 32

ROM BD BARE BD No.171-6200A

SECURITY BD

834-8528-02
—

DIP S¥

MAIN BD
: PSK2 PSK1
BARE BD No. -
171-5964E/F B B
171-5964-02A/B

837-7364
1/0 BD SYSTEM 18,32

CN2:JST 10P (NS

CN3:JST 11P

CN4:JST O05P CN3 ~

CN5:JsT-06P| [—— 1
eN2 CNd

(;)VRI 1 '28[1 | 1 ]



3) 4 PLAYER TYPE

Use the 56P EDGE CONNECTOR which is
MAIN BD;and JST 05P,JST 10P,and JST
CONNECTORs which are on
> refers
with the COINCHUTE TYPE set

The inside of ¢

on the
11P

the 1/0 BD.
to

to INDIVIDUAL.

4 PLAYER TYPE

PIN ASSIGNMENT

(J AMMA)
GND 1] Al GND
GND 2] B| GND
+5V 3| C| +5V
+5V | 4] D| +5V
(NOT USED) 5 E| (NOT USED)
+12V B F| +12V
(NOT USED) 71 H| (NOT USED)
COIN METER ! 8] J} COIN METER 2
(NOT USED)- 9] K| (NOT USED)
SPEAKER (+) 10] L] SPEAKER (=)
(NOT USED) 111 M (NOT USED)
RED {12!l N| GREEN
BLUE [1831 P! SYNC
GND (SYNO) 14] RI ALL SERVICE
TEST [157{ Si (NOT USED)
(4P COIN)COIN 1 {181 T} COIN 2(3P COIN)
1P START [17] U] 2P START
1P UP 18 V| 2P UP
1P DOWN [18] W| 2P DOWN
1P LEFT [20] X]| 2P LEFT
1P RIGHT [21] Y| 2P RIGHT
1P ATTACK [22] Z]| 2P ATTACK
1P JUMP [23] a| 2P JUMP
1P MAGIC {24! b] 2P MAGIC
(NOT USED) 250 c¢] (NOT USED)
(NOT USED) 261 d (NOT USED)
GND [27] e]| GND
GND [28] f] GND
1ST_0 S6F Fe3.9Rmm IST 1
(?/0 SE CN4) I)% %D CN2) G?/o éB CN3)
1 }——3P START 1 F—3pup T —4p UP
2 }——4P START 2 — 3P DOKN D b— 4P DOWN
3 ——(NOT USED){ COIN 3(2P COIN)> [ 8 p— 3P LEFT 3 — 4P LEFT
4 ——(NOT USED){ COIN 4(1P COIN)> [ 4 — 3P RIGHT 4 +— 4P RIGHT
5 +——GND 5 —— GND 5 — GND
B —— 3P ATTACK 6 +— 4P ATTACK
7 —— 3P JUXP 7 |— 4p JUNP
8 +— 3P MAGIC 8 |— 4P MAGIC
g h—— {NOT USED) g — (NOT USED)
10— GND 10 —— GND
11

the PIN ASSIGNMENT



3. TEST MODE

This mainly checks if the operation of the game
BD is accurate,makes monitor color adjustments,
and allows for COIN ASSIGNMENTS/GAME ASSIGNMENTS

setting adjustments.

Selection of TEST ITEMS

1Y Push the TEST SW to cause the following TEST
ITEM MENU to appear:

TEST MODE
INDIVIDUAL
MEMORY TEST
INPUT TEST
SOUND TEST
C.R.T. TEST
GAME ASSIGNMENTS
COIN ASSIGNMENTS
BOOKKEEPING
BACKUP DATA CLEAR

OUTPUT TEST (NOTE 1)
-EXIT
SELECT BY _SERVICE BUTTON
AND PUSH TEST BUTTON

9By pushing the SERVICE SW,bring the arrow mark
“»» to the desired item and press the TEST
button.

W n

3)When the test has been completed,bring ™ to
EXIT and push the TEST button.

NOTE 1:Normally,this will not be displayed.
Only when the BD is used for the SEGA's cabinet
MEGALO 50 (with DIP SW No.l being turned ON),it
will be displavyed.

Bring “"to “INDIVIDUAL" and push the TEST button
to change it to “CONTINUE".

Bringing “*" to “CONTINUE” and pushing the TEST
button without pressing the SERVICE button will
change the screen sequentially.



Push the TEST button

to

Check the PCB's MEMORY ICs.

®MEMORY TEST

When the IC
“GOOD"will b
]Jf there

“BAD"will be

is_in gocod obPerating condition,
e indicated.

indicated.

exists any malfunctioning of the

<§eM3
1c17
<RAM>
1C36
1C61
1C63
1C65
1c68
1C70
1C74

PUSH TEST BUTTON TO

MEMORY TEST

GOOD
GOOD

GOOD
GOOD
GOOD

- GOOD

GOOD
GOOD
GOOD

IC 9
IC18
IC16
IC37
1C62

IC64

IC66
IC68
IC71
IC75

GOOD
GOOD
GOOD
GOOD
GOOD
GOOD
GOOD
GOOD
GOOD
GOOD
EXIT

the

sSscreen.

IC's,

to have the MENU return on



®@INPUT TEST

This test displays
If the
satisfactory.

the state

The display changes when
START BUTTON settings in
as well as

COIN ASSIGNMENTs are changed.

switch goes ON when activated

of each switch.

it is

the CABINET TYPE and
the GAME ASSIGNMENTs
the COIN CHUTE TYPE setting

in the

INPUT TEST
PLAYER 1P 2P
Up Off Off
DOWN Off Off
RIGHT Off Off
LEFT Off Off
ATTACK Off Off
JUMP Off Off
MAGIC Off Off
START Off Off

COIN CHUTE #!-0ff #2-0ff
SERVICE AT CABINET Off
SERVICE ON BOARD Off

PUSH TEST BUTTON TO EXIT

[INPUT TLST
PLAYER 1P o 3P 4P
UP Off 0 f Off Off
DOWN Off off Off Off CABAEET TYPE
RIGHT Off Off Off Off
LEF 0 0 Of f S T
errore ot orr ot | KiRiopENT
ATTACK Off off Ooff Off
Jn the case
JUMP Off Ooff off Ooff of the sbove
setting:
MAGIC Off off Off off
START Off Off Off Off
COIN Off Off Off Off
SERVICE AT CABINLET Off
SERVICE ON BOARD Off
PUSH TEST BUTTON TO EXIT
Push the TEST button to have the MENU return

on to the screen.

-10-



®SOUND TEST

This allows sound used in the game to be tested.

SOUND TEST }

No. O

SEL EPCJS ]-P YT ESSE'IR VBIUC‘IET OBNU TTON

Pressing the SERVICE BUTTON increases the
number by one and changes the sound.

Push the TEST button to have the MENU
returnon to the screen.

-11-



@C.R.T. TEST

1.RGB COLOR ADJUSTMENT SCREEN

This page allows for checking the moniteor
color check.

C.R.T. TEST 1/2

RED

GREEN

BLUE

WHITE

PUSH TEST BUTTON TO CONTINUE

Fach of the R{red),G{(green) and B{(blue) colors

is most dark at the left=hand end and becomes
brighter in 31 gradations towards the right-
hand end. The monitor brightness is satisfactory
if the white color bar is black at the left—
hand end and white at the right—hand end.
Pressing the TEST button causes the screen to
proceed to the next page.

-12-



0.MONITOR S1ZE ADJUSTMENT SCREEN

This page allows the monitor size to be checked.

C.R.T. TEST 2/2

PUSH TEST BUTTON TO EXIT
[T T I I I T TT T I TTT T

Make adjustments in a manner 5o that the
checkered portions for checking do not go
beyond the screen.

Press the TEST button to have the MENU return
on to the screen. :

13-



®CAME ASSIGNMENTS

Allows game difficulty adjustments and the
CABINET TYPE setting to be changed.

SELECTION OF DESIRED ITEM

1) Press the SERVICE button to move the "= angd
bring it to the desired item.

2) Press the TEST button to change the setting.

3)After the desired setting is finished,bring the
=" to “EXIT" and press. the TEST button.

CAME ASSIGNMENTS
GAME DéEE{CULTY HARﬁ — (A)
L
INITIAL PLAYERS 1 —— (B)
INITIAL VITALITY 40 — ()
ADVERTISE SOUND OFF — @)
MONITOR FLIP NORMAL —— (E)
CABINET TYPE 4P — (F)
START BUTTON USE — (B
MOVING SEAT USE — (H)
=EXIT
SELECT BY_SERVICE BU
AND PUSH TEET BUTTgNTTON

(A) GAME DIFFICULTY

Sets the game's overall difficulty (EASY1~HARDS;
set to 4 in the standard setting).

(B) INITIAL PLAYERS _
Sets the number of players allotted. The same
number applies to both cases of starting and
continuing Min.1,Max.5,with the standard
setting being 1).

(C) INITIAL VITALITY -
Sets the on—screen player’s vitality.
Min.16,Max.48,with the standard setting
being 40) a

(D) ADVERTISE SOUND
Determines whether ADVERTISE SOUND is to be
emitted or not(set to OFF in the standard
setting)

(E) MONITOR FLIP
Determines whether the screen is to be inverted

or not (set to NORMAL in the standard setting).

14—



(F) CABINET TYPE
Sets the number of persons who can play
simultaneously. ' ‘
Set this in a manner to meet the type of the
CONTROL PANEL (2P, 3P,or 4P;set to 4P in the
standard setting).

- (G) START BUTTON

Determines whether the START button is to be
used or not used (USE,NO USE). NO USE is set

for the type of CABINET which does not have

the START button and in this case, either the
ATTACK button or JUMP button,MAGIC button is
used in lieu of the START button{set to USE

the standard setting).

(H) MOVING SEAT

Normally,this will not be displayed. Only when
the BD is used for the SEGA's cabinet MEGALO 50

(with DIP SW No.1 being turned ON),it will be

displayed. Said SW being turned USE allows for

moving and NO USE does not(in the STANDARD
SETTING, it is set to USE).

-15-



®COIN ASSIGNMENTS

In this mode,the COIN/CREDIT setting,etc.can
be changed.

SELECTION OF DESIRED ITEM

1) Press the SERVICE button to move “=" and bring
it to the desired item.

2)Press the TEST button to change the setting,
3) After the desired setting is finished.briﬁz
the "“*" to"EXIT" and press the TEST button.

“COMMON" SETTING
COIN ASSIGNMENTS

COIN CHUTE TYPE COMMON — (A)
CREDIT TGO START 2 CREDITS — (B)
COIN / CREDIT SETTING # 1 — (C)

COIN CHUTE #1 1 COIN 1 CREDIT
COIN CHUTE #2 1 COIN 1 CREDIT

MANUAL SETTING . — (D)
—-EXIT

SREESTRY rEERVAGRrBRTTON

“INDIVIDUAL” SETTING
COIN ASSIGNMENTS

COIN CHUTE TYPE INDIVIDUAL - (A)
CREDIT TO START 2 CREDITS — (B)
COIN ~ CREDIT SETTING i — (C)

COIN CHUTE #1 1 COIN 1 CREDIT

MANUAL SETTING )
SEXIT

fRbEFUsRY 1EERVAGRrBNTTON

-16-



(A) COIN CHUTE TYPE

This determines whether coins are accepted in
common or separately for each statxon(set to
INDIVIDUAL in the standard setting)

COMMON :
Used for the type of CABINET whose coin
acceptance is a COMMON type one. In this setting,
use COIN 1/COIN 2 coin port regardless of the
number of plavers. .

INDIVIDUAL:
Used for the type of CABINET which has a coin
chute for each player,with each coin chute
being able to accept coins.
In addition,with this setting,as regards the
coin port,refer to PIN ASSIGNMENT for each
PLAYER TYPE. ’

(B) CREDIT TO START

Sets the number of CREDITs required when
starting the game (1 CREDIT,2 CREDITS).

Even when set to 2 CREDITS,you can CONTINUE
with 1 CREDIT(set to 2 CREDITS in the standard

setting) .

(C) COIN/CREDIT SETTING
Sets the CREDIT increase increment per coin
insertion. There are 26 settings from #1 to
#9096, expressed in OO CREDIT as against OO COINS
inserted.
#2686 refer to FREE PLAY (SETTING #1 in the
standard setting).
Also,there are some setting numbers not shown
in the INDIVIDUAL setting{(for details,refer to
Table 1~3).

(D) MANUAL SETTING
The CREDIT's incremental increase settings as
against a coin insertion are shown in further
details than in (C)... for details,refer to
Table 4. Also,note that when this MANUAL
SETTING is performed,the COIN/CREDIT setting
becomes ineffective.

-17-



“COMMON” SETTING
COIN ASSIGNMENTS

COIN TO CREDIT 1 COIN 1 CREDIT — (E)
BONUS ADDER NO BONUS ADDER — (F)
COIN CHUTE #1 MULTIPLIER — (G)

COiN 5 & CQJN gOUwgs éS IBCOAN
CRll,Dl’lz 3 4 5 6 7 8 8

COIN CHUTE #2 MULTIPLIER
COIN CoO OUNT S
01 5 é 4IN % UNSS 2 1 COJN

CREDI'I2 8 4 6

" KBS SR EEV SRR BHTTON

o

“INDIVIDUAL" SETTING

COIN ASSIGNMENTS
COIN TO CREDIT 1 COIN 1 CREDIT — (E)
BONUS ADDER NO BONUS ADDER — (F)
COIN CHUTE MULTIPLIER — (G
COIN 1 COIN COUNTS %S 1 COIN

7
CREDI
-~ EXIT
E Y V]G UTTON
RbEFTRYrEERAGF BN

(EYCOIN TO CREDIT
Determines COIN/CREDIT setting.

(F) BONUS ADDER
This sets how many COINS should be inserted

to obtain one SERVICE COIN.

(G) COIN CHUTE MULTIPLIER
This sets how many tokens one COIN represents.

~18-



(A) COIN CHUTE TYPE

This determines whether coins are accepted in
common or separately for each statxon(set to
INDIVIDUAL in the standard setting).

COMMON':
Used for the type of CABINET whose coin
acceptance is a COMMON type one. In this setting,
use COIN 1/COIN 2 coin port regardless of the
number of players. -

INDIVIDUAL:
Used for the type of CABINET which has a coin
chute for each player,with each coin chute
being able to accept coins.
In addition,with this setting,as regards the
coin port,refer to PIN ASSIGNMENT for each
PLAYER TYPE. ’

(B) CREDIT TO START

Sets the number of CREDITs required when
starting the game (1 CREDIT,2 CREDITS) .

Even when set to 2 CREDITS,you can CONTINUE
with 1 CREDIT(set to 2 CREDITS in the standard

setting).

(C) COIN/CREDIT SETTING
Sets the CREDIT increase increment per ccin
insertion. There are 26 settings from #1 to
#9268, expressed in OO CREDIT as against OO COINS
inserted.
#2026 refer to FREE PLAY (SETTING #1 in the
standard setting).
Also,there are some setting numbers not shown
in the INDIVIDUAL setting(for details,refer to
Table 1~3).

(DY MANUAL SETTING
The CREDIT’s incremental increase settings as
against a coin insertion are shown in further
details than in (C)... for details,refer to
Table 4. Also,note that when this MANUAL
SETTING is performed,the COIN/CREDIT setting
becomes ineffective.

-17-



“COMMON" SETTING
COIN ASSIGNMENTS

COIN TO CREDIT 1 COIN 1 CREDIT — (E)

BONUS ADDER NO BONUS ADDER — (F)

COIN CHUTE #1 MULTIPLIER — (G
COIR NTS AS

CO{N 5 é O&IN %OU gT ? 1g COéN

CR]&DI’I2

COIN CHUTE #2 MULTIPLIER
COlN o é CQJN gOU%;S éS 1 COéN
CR}IL"DI'I2 5 4 ° © 7

T RREST SR RERVAGR B TTON

“INDIVIDUAL” SETTING
COIN ASSIGNMENTS

COIN TO CREDIT 1 COIN 1 CREDIT — (E)
BONUS ADDER NO BONUS ADDER — (F)
COIN CHUTE MULTIPLIER — (G)
COIN é COIN COUNTS %S 1 COIN

7 .
CRlDVé

- EXIT

RREEETSRY rBERYBGRLBRTTON

(E) COIN TO CREDIT
Determines COIN/CREDIT setting.

(F) BONUS ADDER
This sets how many COINS should be inserted
to obtain one SERVICE COIN.

(G) COIN CHUTE MULTIPLIER
This sets how many tokens one COIN represents.

~18-



TABLE 1:COIN/CREDIT SETTING (COIN CHUTE COMMON TYPE)

NAME OF SETTING COIN CHUTE 1 COIN CHUTE 2
SETTING #1 |1COIN 1CREDIT |I1COIN I1CREDIT
SETTING #2 [1COIN 1CREDIT [I1COIN 2CREDITS
SETTING #3 |ICOIN 1CREDIT |[I1COIN 3CREDITS
SETTING #4 [1COIN 1CREDIT {1COIN 4CREDITS
SETTING #5 [ICOIN 1CREDIT |[1COIN G5CREDITS
SETTING #6 |[1COIN 2CREDITS|1COIN 2CREDITS
SETTING #7 |[1COIN 2CREDITS|1COIN B5CREDITS,
SETTING #8 [I1COIN 3CREDITS|ICOIN S3CREDITS
SETTING #9 [1COIN 4CREDITS|ICOIN 4CREDITS
SETTING #10|1COIN SCREDITS|1COIN SCREDITS
SETTING #11|1COIN BCREDITS|{1COIN 6CREDITS
SETTING #12|2COINS ICREDIT |[2COINS I1CREDIT
SETTING #13|2COINS ICREDIT |[1COIN ICREDIT
SETTING #14|2COINS ICREDIT |1COIN 2CREDITS

SETTING #15j1COIN 1CREDIT |1COIN 1CREDIT
2COINS B3CREDITS|2COINS 3CREDITS

SETTING #1868 1COIN 1CREDIT (1COIN 3CREDITS
2COINS B3CREDITS

SETTING #17|3COINS 1CREDIT |3COINS 1CREDIT
SETTING #18[4COINS 1CREDIT |4COINS ICREDIT

SETTING #18{1COIN I1CREDIT {1COIN- 1CREDIT
2COINS 2CREDITS|2COINS 2CREDITS
8COINS 3CREDITS|3COINS 3CREDITS
4COINS SCREDITS|4COINS S5CREDITS

ICREDIT |1COIN ©&BCREDITS
2CREDITS
3CREDITS
S5CREDITS

SETTING #20

o O PN e
olvlely
o000
2Z2 2
nnn
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TABLE 2:COIN/CREDIT SETTING (COIN CHUTE COMMON TYPE)

NAME OF SETTING

COIN CHUTE 1

COIN CHUTE 2

SETTING #21|8COINS I1CREDIT {1COIN 2CREDITS
S5COINS 2CREDITS

SETTING #22|2COINS 1CREDIT |2COINS 1CREDIT
ACOINS 2CREDITS|[4COINS 2CREDITS
5COINS SCREDITS|5COINS 3CREDITS

SETTING #23|2COINS 1CREDIT |[I1ICOIN 3CREDITS
4COINS 2CREDITS
GCOINS 3CREDITS

SETTING #24|1COIN 1CREDIT |1COIN 1CREDIT
2COINS 2CREDITS|2COINS ZCREDITS
3COINS 3CREDITS|3COINS 3CREDITS
4COINS ACREDITS|4COINS 4CREDITS
S5COINS BCREDITS|5COINS 6CREDITS

SETTING #25{1COIN ICREDIT |1COIN 6CREDITS
2COINS 2CREDITS
3COINS 3CREDITS
4COINS 4CREDITS
GCOINS BCREDITS |

SETTING #26 FREE PLAY FREE PLAY

-20-




TABLE 3:COIN/CREDIT SETTING
(COIN CHUTE INDIVIDUAL TYPE)

NAME OF SETTING EACH STATION'S COIN CHUTE
SETTING #1 |ICOIN 1CREDIT
SETTING #6 |1COIN 2CREDITS
SETTING #8 {1COIN 3CREDITS
SETTING #8 (1COIN 4CREDITS
SETTING #10|1COIN S5CREDITS
SETTING #11[1COIN BCREDITS
SETTING #12|2COINS I1CREDIT
SETTING #15|1COIN 1CREDIT

- 2COINS 3CREDITS
SETTING #17|3COINS ICREDIT
SETTING #18|4COINS 1CREDIT
SETTING #18|1COIN 1CREDIT

2COINS 2CREDITS
3COINS 3CREDITS
4COINS S5CREDITS
SETTING #21|3COINS 1CREDIT
SCOINS 2CREDITS
SETTING #22|2COINS 1CREDIT
4COINS 2CREDITS
SCOINS 3CREDITS |
SETTING #24|1COIN ICREDIT
2COINS 2CREDITS
3COINS 3CREDITS
4COINS 4CREDITS
S5COINS BCREDITS
SETTING #2686 FREE PLAY
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TABLE 4:MANUAL SETTING

COIN TO CREDIT

1COIN

1CREDIT

2COINS

1CREDIT

3COINS

1CREDIT

4COINS

1CREDIT

S5COINS

1CREDIT

BCOINS

1CREDIT

7COINS

1CREDIT

8COINS

1CREDIT

BCOINS

1CREDIT

BONUS ADDER

NO BONUS ADDER

COINS

GIVE

EXTRA

COIN

COINS

GIVE

EXTRA

COIN

COINS

GIVE

EXTRA

COIN

COINS

GIVE

EXTRA

COIN

COINS

GIVE

EXTRA

COIN

COINS

GIVE

EXTRA

COIN

COINS

GIVE

EXTRA

COIN

Ol |0l

COINS

bt | ot | bt | gt |t b ot | e |

GIVE

EXTRA

COIN

COIN CHUTE #1

MULTIPLIER

COIN

COUNTS

AS

COIN

COIN

COUNTS

AS

COINS

COIN

COUNTS

AS

COINS

COIN

COUNTS

AS

COINS

COIN

COUNTS

AS

COINS

COIN

COUNTS

AS

COINS

COIN

COUNTS

AS

COINS

COIN

COUNTS

AS

COINS

COIN

COUNTS

OO~ D= —

AS

COINS

COIN CHUTE #2
MULTIPLIER

COIN

COUNTS

AS

COIN

COIN

COUNTS

AS

-

COINS

COIN

COUNTS

AS

"COINS

COIN

COUNTS

AS

COINS

COIN

COUNTS

AS

COINS

COIN

COUNTS

AS

COINS

COIN

COUNTS

AS

COINS

COIN

COUNTS

AS

COINS

bt | et [ et |t | gk ot | ot | bt |

COIN

COUNTS

W0 =1{D| Nk |[CO}DI |

AS

COINS
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EXAMPLES FOR THE CALCULATION OF CREDITS SET IN THE
“MANUAL” SETTING * '

Example 1

COIN CHUTE TYPE+++INDIVIDUAL
'COIN TO CREDITeees4 COINS 1 CREDIT
BONUS ADDEReess+seses¢2 COINS GIVE 1 EXTRA COIN
COIN CHUTE MULTIPLIER
see¢] COIN COUNTS AS 2 COINS

In the above setting,when 7 coins are inserted
in the 1P COIN CHUTE, the number of 1P credits
will be as follows:

1) As per the COIN CHUTE MULTIPLIER setting,since
1 coin inserted counts as 2 coins,7 coins
inserted will be equivalent to 14 coins.

2) According to the BONUS ADDER setting,every
2 coins earn one Service coin,therefore,
the equivalent of 14 coins will have 7 service
coins added, resulting in the equivalent of
21 coins.

3) According to the COIN TO CREDIT setting,4 coins
make 1 credit,therefore,the equivalent of 21
coins makes 5 and a qQuarter credits.
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Example 2

COIN CHUTE TYFPE+e«+COMMON
COIN TO CREDITe»+e¢6 COINS 1 CREDIT
BONUS ADDERese+s++¢3 COINS GIVE 1 EXTRA CGIN
COIN CHUTE #1 MULTIPLIER

«se] COIN COUNTS AS 4 COINS
COIN CHUTE #2 MULTIPLIER

vee] COIN COUNTS AS b COINS

In the above settings,when 8 coins are inserted
into COIN CHUTE #1 and 5 coins inte COIN CHUTE #2,
the number of CREDITs will be as follows:

1)According to COIN CHUTE #1 MULTIPLIER setting,
one coin inserted counts as 4 coins,therefore,
3 coins are equivalent to 12 coins,

2YAccording to the COIN CHUTE #2 MULTIPLIER
setting,one coin inserted counts as 5 coins,
therefore,5 coins inserted into COIN CHUTE #2
will be equivalent to 25 coins,

3) The total number of coins in COIN CHUTE #1 and
#2 will be equivalent to 37 coins.

4)According to BONUS ADDER setting,every 3 coins

will earn one service coin,therefore, the
equivalent of 87 coins with 12 service coins
added will be equivalent to 49 coins.

5) According to the COIN TO CREDIT setting,B coins
make 1 CREDIT,therefore,the equivalent of 48
coins equals 8 and cne sixth CREDITs.
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@BOOKKEEPING
This test mode allows each of the CREDIT/TIME/
GAME data to be ascertained.

BOOKKEEPING 1/2

OOOOO
0195 00 €5 05

T T

AL O I
soffit BRI | 8
NUMBER OF GAME 0 (F)
E
0.

8 ¥ 8B
L T

PUSH TEST BUTTON TO CONTINUE

(A) COIN CHUTE #1~34
Number of times each COIN CHUTE is actuated.
Note that CHUTE #3 and #4 or #4 alone may not
be displayed depending on the settings as
regards CABINET TYPE in the GAME ASSIGNMENTS
and COIN CHUTE TYPE in the COIN ASSIGNMENTS).

(B) TOTAL COIN

OOOCOOD
RXZZ=Z=X

Total number of times the COIN CHUTE is actuated.

{C) COIN CREDIT
Number of CREDITs registered by COIN insertion
only.

(D) SERVICE CREDIT
The SERVICE SWITCH usage frequency.

(E) TOTAL CREDIT

Total number of CREDITs.
(F) NUMBER OF GAME

'Total number of games.

(G) TOTAL OP. TIME
Tota]l time the machine is energized.

(H) TOTAL GAME TIME
Total gsame playtime.

(1) AVERAGE GAME TIME
Average game playtime

(J) LONGEST GAME TIME
+ Longest game playtime.

(K) SHORTEST GAME TIME
Shortest game playtime.

(LYUTILIZATION FACTOR
TOTAL GAME TIME/TOTAL OP. TIME displayed as
percentage (%) .

[}
Press the TEST button to proceed to the next Ppage.
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r.

Pressing the TEST button causes
screen to appesa

the following

BOOKKEEING 2/2
TIME HISTOGRAM

OM00S~0M285S
OM30S~0M58S8
1IMO0OS~1M29S
1M305~1M585S
2M00S~2M288
2M305~2M588
83M00S~3M288
3M30S~3M588S
4M00S~4M28S
AM30S~4M503
5M00S~8M585S
OVER 10MOOS

000000 OOO0O

AVERAGE SCORE
HIGHEST SCORE
LOWEST SCORE

PUSH TEST BUTTON TO EXIT

|11

(A) TIME HISTOGRAM

Geme frequency by game hours.

(B) AVERAGE SCORE

Averasge

game

(C) HIGHEST SCORE

Highest

game Sc¢ore.

(D) LOWEST SCORE

Lowest game

Pressing the TEST button causes

on to the

score.

screen.

score.
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®BACKUP DATA CLEAR

Clears the contents of BOOKKEEPING.

BACKUP DATA CLEAR

YES
-+NO

SELECT BY SERVICE BUTTON
AND PUSH TEST BUTTON

When clearing,bring " to “YES" and when not clearing,

to “NO” ,by using the SERVICE SW, and then push
the TEST button.

When clearing has been finished, "COMPLETED" will
be displayed.

Pressing the TEST button will have the MENU return
on to the screen. :
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®OUTPUT TEST

The following displays the MOVING SEAT for the
MEGALO 50 in this test mode. '

Note that the following will be displayed only
in the case where SW!1 of the on—BD DIP SW is
set to ON and also the Cabinet Type is set to
o2p in the test mode.

OUTPUT TEST

MOVING SEAT USE 1 — (A)
1P SEAT Off

— (B)
2P SEAT off

PUSH 1P/2P ATTACK TO MOVE A SEAT
PUSH TEST BUTTON TO EXIT

(AYMOVING SEAT
This displays whether the MOVING SEAT is to
be used or not (when used, USE will be displayed
and when not used,NO USE will be displayed.
The setting can be changed as per GAME
ASSIGNMENTS) .

(B) 1P SEAT/2P SEAT
Pressing the ATTACK SW will cause the display
to change to ON from OFF,and the SEAT to
start moving.
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4, GAME BD ROM LOCATIun

%The 834-8529-02 SECURITY BD GOLDEN AXE I AC is
mounted on the ROM BD.

GAME BD No. 833-8932-02 (W/ [/0 BD)

ROM BD No.B833-8933-01

0 - IT%
S35
vAL

ic 3

EPR-14957

D' * MPR-14947

TC 18 Ic 17
EPR-1514¢ ) EPR~14%960 fc 14

IC 2
MPRZ14942

1C 34
MPR-14943%

ic 3% -
MPR-14944] | [T =71

yc 3B
EPA-~14945%

o [ 1

MPR-14948

833-0933-0

\{
¢
¢
¢
g
Q
q
d

EX 21

VE O

ZE O]
of 31
8Z 21
LZ 21
3 21
5 21

P4
P23
Ey6¥l—Har

a56¥ L—ddnrt
LS6¥ L—HdM
TS6 Y L—Udn
LS6E¥L~Ydn
S5S6v1—Hdn

o
o

TS6¥ L—HdM
956+ L-Ydn

321
O

MAIN BD No.837-7428-01/-02/-03

L] [
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GOLDEN AXE The Revenge of DEATH=ADDER
IC LOCATION ROM NUMBER MAIN WORK
1 IC 8 EPR-15145 2M
2 IC 18 EPR—-15148 eM MAIN *
3 IC 8 EPR-14857 IM PROGRAM
4 IC 17 EPR-14860 IM )
5 IC 24 MPR-14842 8M
8 IC 34 MPR-14843 8M SOUND
7 IC 35 MPR-14844 8M
8 IC 38 EPR-14845 M
9 IC 5 MPR-14947 |18M SCROLL
10 IC 14 MPR-14848 |16M
11 1C 25 MPR—-14856 |16M
12 IC 26 MPR—14855 |16M
13 IC 27 MPR—-14854 |16M
14 I1C 28 MPR-14853 |16M OBJECT
15 IC 29 MPR-14952 |16M
16 IC 30 MPR-14851 |16M
17 IC 31 MPR~14850 |16M
18 IC 32 MPR-14948 |16M
ROM BD No. |[833-8833-01
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PART

999-0100
999-0101
999-0102
999-0103
999-0104
999-0105
999-0106
999-0108
999-0109

999-0110

099-0111
999-0112
999-0113
999-0116
999-0122
999-0121
999-0123
999-0124
999-0142
999-0144
999-0126
999-0128
999-0137
999-0138
999-0139

25" WELLS ST

F15T8

420-6050-01
600-5849-03
600-5849-10
833-8932-02

839-0207

PARTS LIST

DESCRIPTION

Bezel, Plastic

Final Assy Cabinet

Power Supply, Switching XT-150
Assy, Trucking Wheel

Assy, Control Panel

Clamp, Control Panel

Strike, Control Panel

Assy Coin Door 4 Entry
Transformer, Isolation

Fuse 1A Slow Blo

_ Fuseholder, 1P

Assy, Main Harness

Monitor Glass (22-3/4 x23-15/16x3/16)
Speaker 8 Ohm 15W (5x7)

Joystick, 8 Way

Vertical Microswitch, White

Vertical Microswitch, Red

Vertical Microswitch, Yellow

Vertical Microswitch, Blue

Glass, Marquee

Marquee, Golden Axe U/R

Control Panel Overlay, Golden Axe U/R
Monitor Bezel w/Instructions

Side Decal, Left

Side Decal, Right

Monitor, 25" Standard Resolution
Assy, Fluorescent Lamp (18'F15T/80W)
Owner's Manual, Golden Axe U/R
Wire Harness, JAMMA (Logic to Filter)
Wire Harness, 1/0 (Logic to Filter)
Assy, Golden Axe U/R PCB

Assy, Filter Board
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