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Technical Information
(1) Required Power Capacity
GND-Vcc 5V or more
GND-(4+12V)See the WIRING DIAGAM

(2) Output R B
R(red) analog, positive G L
G(green) analog, positive B __/\———-
B(blue) analog, positive SYNC M—UTUTLTW
Sync. H-V complexed, negative }: V

(3) Adjusting volume of sound.
Turn the volume right and it becomes louder.
(4) Handle with care.

Play Instruction
(Story) .
This game features Oolong trying to become a grand
master of Kung-Fu in honour of his father,who died in
the final match for his mastership. After a long,hard ap-
prenticeship of Kung-Fu, he has to fight 11 deadly oppo-
nents, skilled in the art of Kung-Fu. Experience the thrills
of Kung-Fu!
(How to play)
Use 8-way joystick and two buttons to make Oolong
use all his deadly kicks and punches.
(Rules)
*KO meter on the upper side of the screen shows Oo-
long’s power. When the meter reaches 0, he is knocked
out and the game is over.
*When the opponent’'s meter reaches 0, Oolong has de-
feated him and goes to the next stage to fight against
his next opponent.
11opponents appear in total. Oolong must fight off 5fig-
hters first and then 6 masters who are even more skill-
ed in the arts of Kung-Fu.
Hints for play: Seek and attackeach opponent’'s weak
point.
Make Oolong jump over the opponent by
levering joystick diagonally.
This is the first step to Oolong’s final Victory.

Self Test
Normal:‘OK'will be displayed. Then game program will
be started.

Abnormal:'BAD’ will be displayed. Then stopped.

Manual Test

(a) How to start
Turn on the power while the SW3 of the DIP SW3 is on.
To start the game after this test, turn off the power and
the SW3, and then turn on the power again.

{b) How to select the test items.
To change items, push 1P button.
(c) Test items
@ Color Conditioning:12 blocks will show the colors.
@ Control Check:Condition of all the control switches
will be displayed.
® Coin Counter Check:Count the coin counter No.1 and
No.2 up 8 times.
@ DIP SW SETTINGS :DIP SW SETTINGS will be displayed
on the screen. DIP SW SETTINGS will be conditioned
with the power off and confirmed in this mode.

(® Sound Check:Check all sounds every 3 seconds interval.
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sw] 1 2 3 | 4 [or¥]JLT
OFF | OFF | OFF | OFF | 1 1
ON_| OFF 1 2
OFF | ON 7 3
ON | ON 1 4
OFF [ OFF | ON | OFF [ 1 5
ON | OFF 1 6
OFF | ON 7 7
ON_| ON 2 1
OFF | OFF | OFF | ON 2 3
ON | OFF 2 5
OFF | ON 3 1
ON | ON 3 2
OFF | OFF | ON | ON 3 Z
ON | OFF 4 1
OFF | ON 4 3
ON | ON JU—TLA
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DIP SWITCH No.1 Settings

1. Coin switch No.1 settings.

SwW 1 2 3 4 COIN PLAY
OFF | OFF | OFF | OFF 1 1
ON OFF 1 2
OFF | oON 1 3
ON ON 1 2
OFF | OFF | ON OFF 1 5
ON | OFF 1 6
OFF | ON 1 7
ON ON 2 1
OFF | OFF | ON 2 3
ON OFF , 2 5
OFF | ON 3 1
ON ON 3 2
OFF | OFF | ON ON 3 4
ON OFF 4 1
OFF | ON 2 3
ON | ON FREE PLAY

(ATTENTION) Free Play! You can play games
without coin.

2. Coin switch No.2 settings.

SW 5 6 7 8 mEav T
OFF | OFF | OFF | OFF 1 1
ON_ | OFF 1 2
OFF | ON 1 3
ON ON 1 4
OFF | OFF | ON OFF 1 5
ON | OFF 1 6
OFF | ON 1 7
ON ON 2 1
OFF | OFF | OFF | ON 2 3
ON | OFF 2 5
OFF | ON 3 1
ON ON 3 2
OFF | OFF | ON ON 3 4
ON | OFF 4 1
OFF | ON 4 3
ON ON o0

TV IA1YF No.2 Bk
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SW| 1 2 TL—7—#

O | OFF | OFF 1
ON | OFF 2
OFF | ON 3
ON | ON )

27T 2T T SRV

sw| 3 947

O |oFF F—7)L o
ON PryTSA B

3 R—F R

sw| 4 R—F 2

O | OFF | 183 30000PTS 205 80000PTS
ON | 1@E 40000PTS 2OEL 90000PTS

47— D

sw| 5 | 6 e
OFF | OFF 201

O | oN|OoFF =E
OFF| ON #wUL)
ON | ON ABE UL

* SW7IdEr

Sw 5 6 7 8 COIN PLAY
OFF | OFF | OFF | OFF 1 T
ON | OFF i 2
OFF | ON 1 3
ON | ON | i 4
OFF | OFF ON OFF 1 5
ON | OFF 1 6
OFF | ON 1 7
ON ON 2 1
OFF | OFF | OFF | ON 2 3
ON | OFF 2 5
OFF | ON 3 1
ON ON 3 2
OFF | OFF | ON ON 3 4
ON OFF 4 1
OFF | ON | 4 3
ON ON INVALIDITY

DIP SWITCH No.2 Settings

1.The Number of Players Life

SW| 1 2 Number
C | OFF | OFF 1
ON | OFF 2
OFF | ON 3
ON | ON 5
2. Change of Table or Upright.
Sw! 3 Type
OFF Table
O | ON Upright
3.Bonus Set
sSwW, 4 Bonus points
(O | OFF | At 30000PTS and every 80000PTS there after
ON At 40000PTS and every 90000PTS there after
4 Difficulty of the game
SW| 5 6 Difficulty
OFF | OFF Easy
(O | ON | OFF Normal
OFF | ON Difficult
ON | ON Very difficult

* SW7:Not used




S57EPOE : 5.Sound in attractive mode

SwW| 8 = SW| 8 Sound
OFF = ) OFF OFF
O | ON =l O | ON ON
Fr v ITATYFNItEVES DIP SWITCH No.3 Settings
1.ETARD)— 2 PRRE(E=Y—) 1 Video Screen initialize
S DHIE SW| 1 Initialize
O |oFF E# ' O | OFF Normal
ON R& | oN Up side Down
2NSPVITTA I TUDBRZ 2.Change of VS Upright
sw| 2 97 swW| 2 Type
Oj OFF . BEYT _ O | OFF Normal Type -
ON VSPY TS I T ON VS Upright Type
S E—-RUDIRZ 3.Change of Mode
sw, 3 K sw| 3 Mode
O |OFF LT (O | oFf Game Mode
ON FTYUIE—K ON Check Mode h
* SWAIGEMA * SW4:Not used
Ol EERE

OSHOWS NORMAL SETTING

RIRE WIRING DIAGRAM

REQUIRED POWER CAPACITY
INOT APPLICABLE] 2A 2 A 1A F+12v PDEBERFA
Q1IW 4012 4012w | BOBW 8Q6W | BO6W il
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2P KICK
2P PUNCH
2P RIGHT

Same as 1P CONTROLS ~—, 9P LEFT
2P START
I L

PARTS SIDE (45 )
FSOLDER SIDE (3 FE)
A
+12v
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COIN COUNTER 2
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CONTROLS for 1P
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- NOTES —
(1} 1P:NO.1 player EDGE CONNECTOR

2P:NO.2 player 5/32 INCH PITCH
{2) Surge killer diodes for Coin
COUNTER instolled on the P.C.B.,
+12v

A o h 2 —FREES A — N2
P.C.B.CRYTITE, POWER
SUPPLY

GND ‘

+5V(5A)




