


COPYRIGHT NOTICE

This SEGA product has a copyright notice as follows:
© 1996 Sega Enterprises, Inc. (USA) All rights reserved.

This signifies that this work was disclosed in 1996 and is the property of
SEGA ENTERPRISES, INC. (USA).

Every effort has been made to ensure that this manual is accurate. Sega Enterprises,
Inc. (USA) is not liable for any printing or clerical errors.

Specifications noted herein are subject to change without notice.
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INTRODUCTION OF THE OWNERS MANUAL

SEGA ENTERPRISES, LTD., has for more than 30 years been supplying various inno-
vative and popular amusement products to the world market. This Owners Manual is
intended to provide detailed descriptions together with all the necessary installation,
game seltings and parts ordering information related to ¥¢sswa Fegheer 3 DELUXE, a new
SEGA product.

This manual is intended for those who have knowledge of electricity and technical
expertise, especially in ICs, CRTs, microprocessors, and circuit boards. Read this
manual carefully 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. Should the need arise, contact our main office, or the clos-
est branch office listed below.

SEGA ENTERPRISES, INC. (USA)
Customer Service

45133 Industrial Drive

Fremont, CA 94538

Phone415-802-1750

Fax 415-802-1754

7:30 am - 4:00 pm, Pacific Standard Time
Monday thru Friday



GAME REGISTRATION INFORMATION

Please take a moment to complete the following information about your new Sega game.
This information will be essential to you in the future, should you need to request parts or service
information, or should you sell or transfer the machine.

Game Name:

Serial Number:
Date of purchase:

Distributor:
Salesperson:
Phone number:

Game moved or sold (date):

NOTES:




General Precautions

Follow Instructions: All operating and use instructions should be followed.

Attachments: Do not use attachments not recommended by the product manufacturer as they may cause hazards.

Accessories: Do not place this product on an unstable cart, stand, tripod, bracket, or table. The product may fall,
causing serious injury to a child or adult, and serious damage to the product. Use only with a cart, stand, tripod, bracket. or
table recommended by the manufacturer, or sold with the product. Any mounting of the product shouid follow the
manufactarer’s instructions, and should use only mounting accessories recommended by the manufacturer.

Moving the Product: This product should be moved with care. Quick stops, excessive force, and uneven surfaces
may cause the product to overturn.

Ventilation: Slots and openings in the cabinet are provided for ventilation, to ensure reliable operation of the product
and to protect it from overheating; these openings must not be blocked or covered. The openings should never be blocked
by placing the product in a built-in installation such as a bookcase or rack unless proper ventilation is provided or the
manufacturer’s instructions have been adhered to.

Power Sources: This product should be operated only from the type of power source indicated on the marking label.
If you are not sure of the type of power supply to your location, consult your local power company. For products intended
to operate from battery power or other sources, refer to the operating instructions.

Grounding or Polarization: This product is equipped with a three-wire grounding-type plug, a plug having a third
(grounding) pin. This plug will only fit into a grounding-type power outlet. This is a safety feature. If you are unable to
insert the plug into the outlet, contact your electrician to replace your obsolete outlet. Do not defeat the safety purpose of the
grounding-type piug.

Power Cord Protection: Power-supply cords should be routed so that they are not likely to be walked on or pinched
by items piaced upon or against them, paying particular attention to cords at plugs, convenience receptacies, and the point
where they exit from the product.

Overloading: Do not overload wall outlets, extension cords, or integral convenience receptacles as this can result in
a risk of fire or electric shock.

Object and Liquid Entry: Never push objects of any kind into this product through openings as they may touch
dangerous voltage points or short-out parts that could result in a fire or electric shock. Never spill liquid of any kind on the
product.

Servicing: Do not attempt to service this product yourself as opening or removing covers may expose you to danger-
ous voltage or other hazards. Refer all servicing to qualified service personnel.

Damage Requiring Service: Unplug this product from the wall outlet and refer servicing to qualified service person-
nel under the following conditions:

a} If the power cord or plug is damaged;

b) If iquid has been spilled, or objects have fallen into the product;

c) If the product has been expaced 1o rain or watary

d) If the product does not operate normally when following the operating instructions. Adjust only those controis that
are explained in the operating instructions. An improper adjustment of other controls may result in damage and will
often require extensive work by a qualificd technician to restore the product to its normal operation;

¢) If the product has been dropped or damaged in any way;
£) When the product exhibits a distinct change in performance; this indicates a need for service.

Replacement Parts: When replacement parts are required, be sure the service technician has used replacements parts
- P ol 5 e Fnmx 1 i A A L . .. . orT - + . -
specified by the manufacturer or that have the same characteristics as the original part. Unauthorized substitutions may

result in fire, electric shock, or other hazards,
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Safety Check: Upon compietion of any service or repairs 1o this product, ask the service technician to perform safety
checks to determine that the product is in proper operating condition,
Heat: The product should be situated away from heat sources such as radiators, heat registers, stoves, or other
products (including amplifiers) that produce heat.
Lithium Battery- Dispose of batteries only in accordance with the battery manufacturer’s recommen-
dations. Do not dispose in an open flame condition, since the battery may explode.
Cleaning: When cleaning the mouitor glass, use water or glass cleaner and a soft cloth. Do not apply chemicals such
as benzine, thinner, etc.
Location: This an indoor game machine, DO NOT install it outside. To ensure proper usage, avoid instaliing indoors
in the places mentioned below: ‘
* Places subject to rain/water leakage, or condensation due to humidity;
« In close proximity to a potential wet area;
» Locations receiving direct sunlight;
* Places close to heating units or hot air;
*In the vicinity of highly inflammable/volatile chemicals or hazardous matter;
¢ On sloped surfaces;
« In the vicinity of emergency response facilities such as fire exits and fire extinguishers;
= Places subject to any type of violent impact;

= Dusty places.

INSTALLATION PRECAUTIONS
* Verify the amperage of the branch circuit outlet before plugging in the power plug. Do not over-
load the circuit.
= Avoid using an extension cord. If one is required, use an extension cord of type SIT, 16/3 AWG
rated min. 120 VAC, 7A.
» Moving this unit requires a minimum clearance (of doors, etc.) of 32" (W) by 77" (H).

 For the operation of this machine, secure a minimum area of 32” (W) by 42”(D).

REGULATORY APPROVALS

This game has been tested and found to comply with the Federal Communications Commission Rules.

This device complies with Part 15 of the FCC Rules. Operation is subject to the following two conditions: {1} This
device may not cause harmful interference, and (2) this device must accept any interference received, including interfer-
ence that may cause undesired operation.

This game has been tested and listed by Underwriters Laboratories, Inc., toc ANSI/UL22.

LISTED

9K92

AMUSEMENT MACHINE



SPECIFICATIONS

Vintua Fighter 3 50” Deluxe

Height
Depth
Width

Monitor
Amperage

S0 inches
65 inches
45 inches

5051
7AFB



INSTALLATION ITEMS

The following items are supplied with the machine. Be sure that these items remain
with the game if it is transported or sold.

Service Manual, ¥értua Fighter 5
Tamperproof wrench, M5

Remote Controller, Mitsubishi Projection TV
Model 3 PCB warranty shipping carton

[ W S ey

NOTICE:
Do not remove the game board from the shield case at any time,
Doing so may void your warranty.
If you have any questions, contact the Sega Technical Services
Department immediately.

@ ON-SCREEN DISPLAY

Monitor Position
4 b
| HORIZONTAL Synchronous Frequency
L 24, 39 kHz
@ CONTROL PANEL
§ BHAYS ) BUAYS !
(xl7 eoe@ s ee |
‘.@._...-..._; . 1P 2¢ € §
PR ’ml @6 g’?\;"} ‘51!: l
v @, START SH v @, /z
PLAYER 1 PLAYER 2
SW1: PUNCH
SWZ: KICK
SW3: GUARD

SW4: DODGE
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ASSEMBLY AND PRECAUTIONS

° Perform the assembly work by following the procedure stated herein. Failing to
comply with the instructicns can cause an injury or electrical shock.
° Assembly should be performed as per the instructions in this manual. This is a

complex machine and erroneous assembly can cause electrical shock or damage to the
machine resulting in undesired operation.

e When assembling the machine, be sure that more than one person is available to
perform the work. Depending on the assembly work, there are some cases in which
performing the work alone can cause personal injury or demage the game.

When carrying out the assembly work, follow the procedure in the following
sequence:

1 Assembling the Projection Television Monitor (PTV)
2 Assembling the cabinet

3 Securing in place (leg adjusters)

4 Power supply

5 Assembly check

ASSEMBLING THE PTV

The Projection Television monitor (PTV) unit for this game is shipped assembled. However, refer to
these directions if you should need to disassemble the PTV unit for maintenance.

When performing work on the PTV unit, be sure that two or more persons are available to do the

A work.

1N! When mounting the PTV on the PTV base, be sure that the work is performed by 4 or more
' persons. Executing the work by less than 4 persons can cause severe injury.

To perform the work safely, be sure to prepare a step or ladder which is secure and stable. Using

demaeced || an unstable step can cause both personal injury and damage to the product.
CAUTION! - -




By using the specified screws, secure the 2 mask holders to the projection display cetl-

ing.
Insert the TV mask from the underside as shown, and secure with 6 screws.

Secure panel mount bracket L and R to the front of the projection display in the installa-
tion direction shown with 2 screws for each.

Secure the front panel to both panel mount brackets with a total of 4 screws. At this
time, ensure that the upper 2 screws used are black and the 2 lower ones are chromeplated.

Insert the billboard connector into the terminal board of the projection display ceiling.

Insert the billboard from the front as shown and secure with 2 screws.

(BBILLBOARD
SCRER(2),M5X 16

(®BILLBOARD’ s connector §

(DMASK HOLDER (2) o
FLAT HEAD SCREW(2),M4X14 "

(3PANEL MOUNT BRKT R

SCREW(2), M5X 16,
w/filat & spring washers

PROJECTION DISPLAY

2TV MASK
SCREW(4), M5 20, using ™
flat washer

(DSCREW(2), M5 25

@FRONT PANEL One each on hoth sides
SCREW (4}, M5 20, using

flat washer

"

@PANEL MOUNT BRKT L
SCREW(2) , Mo X 16,
w/flat & spring washers

(DPTV BASE

BLACK

CHROMEPLATED /

__________4\‘\
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Mount the assembled PTV on the PTV base. After mounting the PTV, move it to the rear
of the PTV base.




Be careful so as not to damage wiring. Damaged wiring can cause an electric
shock and short circuit.

Bring the PTV and Game Cabinet together, with a distance of 30 cm between them.

Remove the two tamperproof screws on the right side door of the game cabinet, unlock the door and
Iemove.

Remove the two side access panels. (Refer to photo)
Use the hex bolts and washers supplied to securethe game cabinet to the PTV in 4 places.

There are 4 BNC video cables that need to be connected from teh VPM buffer board in the game
cabinet to the PTV. Observe that proper Red/Green/Blue/Sync connections are made for video.

The PTV has the main power wire that passes through the monitor pedestal to the game cabinet.
Insert this 3 pin male connector into the proper connector on the inner wall.

The PTV power is brought from the game cabinet to the PTV by cable with a 3 pin white connector
route this cable through the PTV and connect.

Recheck the connections to ensure that no wires are crossed or missing.

Replace side access panels on two sides and replace all hardware and the main side door to the game
cabinet.

Plug game power cord into the
wall.

Setup is complete if game is visible
on the screen.

Perform assembly checks on page
15.

12
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Aﬂ Make sure that all the leg adjusters are in contact with the floor. If
they are not, the cabinet can move, causing an accident.

WARNING!

This machine has 8 casters and 6 leg adjusters. When the installation position has been
determined, cause the leg adjusters to come into contact with the floor, and make adjust-
ments so that the casters are raised approximately Smm from the floor. Ensure that the
machine is level.

W/’%‘ 7

Move the machine to the installation po- '
sition. FASTEN UPWARD. /
g-n
Cause all of the leg adjustcrs to make : 1 Approx.
contact with the floor. By using a wrench, _LEG ADJUSTER

make adjustments in the height of the leg
adjusters to ensure that the machine is
level.

After making adjustments, fasten the leg
adjuster nut upwards to secure the height
of the leg adjuster.

14
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Assembly Checks

In the test mode, perform the fol-
lowing tests:

CPU ROM TRST
DOGE ACROKET BAMK) o, i Aty
1. Memory Test o ooy s
Selectin e Memory Test on the (o«
fest moc%é menu screen causes the st S
on-board memory to be tested au- ooe  @onmanar ke s
tomatically. The game board is com  ammnan o m
satisfactory if the display beside S0 mme X 1 e
each IC nimber shows GOOD. P st R
HOD ICROMI] BANK] K13 ame
oaR RO BakKy KoM i
QoI LCROBE . 7 s
oD (CROME .o g
oo rou o = -
PRESS TEST BUTTON TO COLNYINUE
2. Input Test T T
Selecting the Input Test on the test e
mode menu screen causes the e s om o
screen {on which each switch is o om o
tested) to be displayed. Press each e
switch. For the coin switch test, e i o
msert a coin from the coin inlet w0 om
with the coin chute door open. If |
the display beside each switch ST
indicates ON, the switch and wir- omirew, o
ing connections are satisfactory. s om
B FERVWLE H OFF
& TEST H OFF
P PRESS SERVICESTEST BUTTON TO EXIT
BERS TRST
3. Output Test
In the Output Test mode, carry
out the lamp test to ascertain thdt N
each lamp lights up satisfactorily. gz,f:g;:;‘
FRESS ST BIATON TO- R B

-
h



SRMDTEST

ST el O sk ALY SUARD OFF
SO OO% SRADER

FERES SEKVICES TEST BUTTON 10 B0rk SIAND <008
PRESS SERVICE BUTTOR TO SELECT SOLAG
FRESS TEST BUTTON TO BT

HED
GREEN
BLUE
WHITE

PRESS TEST BUTTON TO HNEXT

FAEYE XE3Y BMEISM Te exit 1

4. Sound Test , _
In the Test mode, selecting Sound Test
causes the screen (on which sound-re-
lated board and wiring connections are
tested) to be displayed.

Be sure to check if the sound is satisfac-
torily emitted from each speaker and
the sound volume is appropriate.

5. C.R.T. Test

In the Test mode menu, selecting C.R.T.
Test allows the screen (on which the
monitor is tested) to be displayed. Al-
though the monitor adjustments have
beenmade at the time of shipment from
the factory, color deviation, etc. may
occur due to the effect caused by gec-
magnetism, thelocationbuilding’s steel
frames and other game machines on the
periphery. By watching the test mode
screen, decide whether an adjustment
is needed. If it is necessary, adjust the
monitor by referring to the Monitor
Adjustmerits section.



WARNING

CAUTION!

!

¢ When moving the machine, be sure to pull the plug out from the power supply.
Moving the machine with the plug inserted can cause the power cord to be damaged,
resulting in fire or electric shock.

¢ When moving the machine on the floor, retract the leg adjusters so that the cast-
ers come in contact with the floor. During transportation, pay careful attention that the
casters do not tread over power cords or wires. Damaging the power cords can cause
short circuit or electric shock.

¢ In places with steps or inclines, separate the PTV from the base and cabinet to
move them. Attempting to move these parts together, or incline the PTV as it is attached
to the base can cause the PTV to fall from the base.

¢ When moving the PTV, do not push it from the front or rear. Push from the side
at all times. Pushing the PTV from the front or rear can cause it to overturn causeing
damage and serious personal injury. Due to the weight of the PTV cabinet, have two or
more persons available at all times when attempting to move the PTV.

When lifting or inclining the cabinet, do not hold the controller portion.
Holding the controller can cause the controller and installation portion to be damaged
due to the empty weight.

o
1




TEST MO DE

This mode checks the oepration of the game board for accuracy, makes monitor color
adjustments, and allows for changes to the coin assignments and game assignments.

Selection of Test Items:
After turning power on, press the test button on the switch unit to cause the

1.
following test menu to appear.

TP MBRORY TEST
YIS MEMNGRY TELE
B SEAR TEST
L et

CHFTPE TEET

SR, CTREY

ITHIER TEET

TARER ASSYOFRERY
HODIKEEFING

WE THAGRAK
RACEUR RAM CLEAS

SBBCY Ey SERVICE BUTTON

2. By pressing the service button, bring the arrow mark - to the desired item and
press the test button.

3. When tests have been completed, bring the arrow -» to Exit and press the test
button. The game mode returns to the screen. '

[a—
»
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CPU MEMORY TESTS

Check the operation of CPU memory ICs on the IC board. If the IC is satisfactory,
“Good” will be indicated. “Bad” will indicate any malfunctions.

CFURDM THST

CHOOR FCRDAEX BANKD L. 1 s
R e ] {ERUMDT BANK] LA Baik
0000 (CHOMIE BANR]} 1A T 1
QG {CRENMDD BANK) 4 §ik
o CROMEE BANK) ], % érlb
[oels ] FERDMED B ARK ) . & 4db
Lol alc] FCROMEE BANK) . 3 8me
To00 EROM B BANK] 3 b
0000 [CR OIS B ASH 2 L A [0
fuce nia] (CROMIT B adiiey 0. iy Efb
OO0 (ORI § B ANIC L > TR 11
OO PERONA20 BANK] . §3 B
oD {CROMIT DANKY K 3 e
AOOD (CRDAI2 DANK) I b4 enb
Q00D [HOMIL BAMIK) Lo T
QOTP FCROMK BANK) K ® am
QOO pRGMSE e 17 afk
4000 SCROMTY . i% 40
DO LCROM L it 19 Wik
COAD CROMDY FLu < BT 1N

PRESS TEST DUTTON TG COLNTINUE

The test starts immediately after the test item is selected from the test menu. During
the test, the “testing now” message is displayed in the lower part of the screen. Press
the test button to proceed to the RAM test.

GO00  [(ShRAaM P 1 3
GOOp {8ACKUF SRAM} ic..2i .
GOQ0 (SCROLL §DRAM) iC, B4 oo
GOOD {SCAOLL SRAM) i, 1y

18 4G 20

-
n

B 1

Wﬂ"ﬁlﬂ

FRESS TEST BUTTON 'TQ £X17

This test starts immediately after proceeding from the CPU RO M test. During the
test, the “testing now” message is indicated on the lower part of the screen. In case of
an error, several error messages can be displayed. After the test has been completed,
press the test button to have the menu mode return to the screen.

et
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VIDEO MEMORY TEST

This allows the operation of the video memory ICs on the IC board to be tested.

When the IC is in good operating condition, “Good” will be indicated. If any malfunc-

tion exists, “Bad” will be indicated.

YIOEC BOARD ROM TEST
QOO {YROMEE § K iste
GOO0 {YROMOD k 9 o] fns

[eaiels] {¥ROMOA § .18 isce
fralais TYRTUAO2 § ic. 1% face
EIOD {YROMDS ) X g
OO (YRORAGH b Lo ] Tae
GAOD {YROMTF b iC. 32 fa
GO {WROMGE § i3 isce
[+ 1R LHROMTE § i, 1602
I (YRGB Lo ) 1mz
[rs ] [YROMIL S U % iace
DOG6H LVIRCIMEY L b {are
GO0 ERRTIMG ) hlaih ] 1 Saew
COOE (VROMI4) ic. ¥ PV
QOOD  (VROMIT) 1 foex
QO FVROBLIE Y 0w 1ace

PRESE TEST BUTTOM TO COUHTINUR

This test startsimmediately after the test item is selected from the test mode menu.
During the test, “testing now” will be displayed 1n the lower part of the screen. Press
the test button to proceed to the video RAM test.

YIDED BOARD RAM TEST

PRESS TESY BLATTOM TO EXIT

This test starts immediately after proceeding from the video board RO M test. Duriz

. ; 18
this test, “testing now”

will be displayed in the lower part of the screen. If the test is
satistactory, nothing will be displayed. After the test has been completed. press the ies
button to have the menu mode return to the screen. »

20
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BO UNDARY SCAN TEST

If there exists any problem with the game hardware, error display will be indicated.

BUODNDARY SCAN TEST

PRESRE TEST BUTTON TO EXIT

After the test has been completed, press the test button to have the menu

mode return

to the screen. When this test is performed, be sure (o exit the test menu without

entering another test item.

INPUT TEST

This test displays the state of each switch and button. If the switch or button goes ON
when activated, it is satisfactory.

INTUT TEST

MLAYER 34 e

PUNCHK - OFF TFF
KICK H G QFF
GUARLE - Tty QFe
ESCAPE GFF OFf
ug H QFF QFF
DOV QFF L=l
LEFT i OFF QEF
BICHST G QER
START QOFF QFF
D0 CHUTE ¥ H fal o
DOIH THUTE #3 i QFF
SERVICR H OFF
TEST B OFF
B SERVICE N OFF
& VEST 3 OFE

PRESI SERVICE«TEST BUTTON TO BXIT

Simultaneously press the service and test button to have the meny mode return to the

screen.



OUTPUT TEST

This allows the “versus play” cabinet’s billboard display (Winner Lamp, 7 Seg for 1P
and 2P) to be checked.

LRIVPUT TEIY

1P gioq C3lacy
WD TUTOR

o REUT

FRESS TRECIUTTON POUNEG

Choose the test item with the service button and press the test button to perform the
test. When 1P or 2P is selected, 7-SEG display is show while the winner lamp is blink-
ing. To stop the check, choose clear check. Press the test button to have the menu

mode return io the screen.
SOUND TEST

This allows sound and background music to be tested.

BOUMDTEST

SCRAED NG, & od ARR SOURD OFF
SRR COUE X A0

FRESS SERVICES TEST BUFTON T SEND SOUND CODE
FRESE SERVICE BUTRON 1O SELECT Sotaa
PRESS THET BUTTOM TG 2137

Pressing the service button increases the sound no. Pressing the test button while
keeping the service button pressed will have the sound emitted or the music played.
The 1P side control panel can also be used. The sound no. can be changed by moving
the lever up/down, left/right. Use the punch button to cause the music to play. The
kick button stops the background music and the guard button stops sound effects.
Press the test button or the 1P side start button to return the menu to the screen.

I\
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CRT TEST
A) RGB COLOR ADJUSTMENT

This allows the monitor color to be checked.

RED
GREEN
BLUE
WHITE

PRESS TEST BUTTON TO NEXT

Each of the Red, Green and Blue colors is darkest at the left hand end and becomes
brighter toward the right hand end. The monitor brightness is correct if the white
color bar is black at the left hand end and white at the right hand end. Press the test
button or 1P punch button to proceed to the next screen.

B) MONITOR SIZE ADJUSTMENT

This allows the monitor size to be checked.

EXENS EEBE BEIION TG EEEF

Make adjustments in a manner so that the checkered portions for checking do not g0
beyond the screen. Press the test button to have the menu return to the screen.

N
[S4]



TIMER TEST

This test mode allows the date (year, month, day) to be set, and the incorporated bat-
tery as well as the real time clock to be checked.

Selection of the desired item:
Press the service button to move the arrow - to the desired item.
Press the test button to select the item.

The above can also be performed using the 1P side lever up/down and the punch
button.

TIMER TEST

1996 % 1 HO0000

VIMEBR ADIUST

BATTERY CHECK

RTC THECK

-~ EXIY

FRESS SERVICE BUTTON YO SELECT
PRESS TESY BUTTON T0 BEXEC

TIMER ADJUST

This allows the year, month, day, hour, minute and second to be set. Use the test
button to choose year--month--day--hour->minute->second and change numerals with
the service button. After the setting is complete, pressing the test button at the posi-
uon second is set will have the item selection screen return. Press the test and service
buttons at the same time to exit this page.

TIMER TRIT

996, B L $000im

1WQ i § DoQOsn

PRESS SERYICE+ TEST BUTTON T0 CANSEL
PRESS SERVICE RLFTOM TO SELACT
PRESS TUST MUFTON TO NBXT

24



BATTERY CHECK

This allows the incorporated battery’s voltage to be checked. Pressing the test button
in the item selection screen allows for automatic checking. If the check is satistfactory,
OK is displayed. If any error exists, “BATTERY VO LTAGE IS LOWER THAN

2.65V” 1s displayed. Press the test button to have item selection return to the screen,

TehiElk TEST

(L1

FAESS TEST AU TON 10 28Xy

RTC CHECK

This allows the real time clock to be checked. Pressing the test button in the item
selection screen allows for automatic checking. 1If any error exists, “RTC IS BRO KEN
DOWN?” will be displayed. Press the test button to have the item selection screen
return.

TR TESY

S,

PRESY TENT BUTIDN ¥ EXIT

L R)
O



GAME ASSIGNMENTS
In this TEST mode, the settings of game difficulty level, etc. can be changed.
SELECI ION OF THE SETTING ITEM

1) Press the SERVICE button to move “-” and bring it to the desired item.

) Press the TEST button to change the setting.
3) When the setting is completed, move “>” to EXIT and press the TEST button.
The above can also be performed by using 1P side LEVER (up/down) and PUNCH

button.

ciarggese

P SRERS TEEY BUYRON

(A) MATCH COUNT (1P)

This sets the first to win how many points a match to be a winner in the case of 1P
play. The setting from 1 to 5 points is possible. As a standard, it is set to 2.

(B) MATCH COUNT (VS)

This sets the first to win how many points a match to be a winner in the case of vs.
play. The setting from 1 to 5 points is possible. As a standard, it is set to 3.

(C) DIFFICULTY

Sets the game’s difficulty and the character’s physical strength. The difficulty has 4
categories, 1. ¢., EASY, NORKMAL, HARD and HARDEST. Set to NO RMAL n the
standard setting. ENERGY MAX (100~360) for 1P play and ( 100~400) for the vs. play
can be set on the ENERGY GAUGE. As a standard, set to 180 (for 1P play) and 200
{for vs. play).

(D) ADVERTISE SOUND

Determines whether the ADVERTISE SO UND is to be emitted or not. Set to ON or
OFFE Set to ON for the standard setting in which the sound is emitted.

(£ RANK MO DE

Sets whether the rank is to be determined and the results are to be displaved or not.
When the game is continued, the determination of rank will be based on the results of
the first one game. Set to ON or OFF Set to ON for the standard 5etung‘



(F) REPLAY CANCEL

Determines whether or not the REPLAY CANCEL set by the opponent using the
START button is to be made ineffective by your player using the GUARD button. Set
to ON or OFE Set to ON for the standard setting.

(G) COMMAND DISP

Set to ON or O FFE. When set to ON, only in the case where the CO MMAND (while
pressing P+K+G+E, press the START button) is inputted in 1P play, the player’s
COMMAND input is displayed. Set to O FF for the standard setting.

(H) STAGE SELECT

Determines whether in the versus play, STAGE select is allowed or not. Set to O FF or
CHALLENGER. Set to O FF for the standard setting.

(I) DRINK

Determines whether when the Suiken character drinks, his face is to be flushed or not.
Set to OK or NG. Set to ON for the standard setting.

(J) NAKED

Determines 1P side setting of Takaarashi's appearance. Set to OK or NG. In case of
OK, he wears loincloth only, and a Yukata robe in case of NG. Set to OK for the
standard setting.

(K) COUNTRY

Determines which one the Game Specifications are to be set to, JAPAN or USA or
EXPORT.

(L) VS FINISH

Determines how many opponent characters your player should win over until Game
Over. Setting made is between 0~10. When set to 1~10, if your player wins over the set
number of opponent characters, the game is over. When set to 0, the game continues
irrespective of the number of the opponent characters your player win over. Set to 0
for the standard setting.

(M) INITIALIZE

Initializes all of the GAME ASSIGNMENT settings.

(N) EXIT

Causes the MENU mode to return to the screen.

s}
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CO IN ASSIGNMENTS

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

1) Press the SERVICE button to move “»” and bring it to the desired setting item.

2) Press the TEST button to cause the setting to change.

3) When the setting has been completed, move “>” to EXIT and press the TEST but-
ton.

The above can also be performed by using IP side LEVER (up/ down) and PUNCH
button.

KRN ARTINMITNTS. ) 004 AZSICHMERSE

= COUECHUTE TIPE COMMDE 3 —~ SUKORRR TR UL
SRR 1 L ATARY 3 CREDITS. TREDIT Pl 1b KT hiY il
[ 3 FLBEBTR figav iaiiilid & CREDIECE
CRASNY D R TEART 3 CRESHTSE CRELHT TEE W3 FTRAT S CREPNTE
VECTNTRLE sERanTE YEECHBRIE emmns
CORMCREDET SETRRG o COHVEREGET FEFDRIT i
SO KIS oe fTme  § OBEBIF OO

TRNRS § CugEy

LRUE-CIBY. 1 %N 4 RRMT
warenl, SETTIRG
v MR seTTo
) axee
JELRET UATH RN VICE BUTTON SRXDCT W SRR YR MATEN
AN BREDS TEST AUYTON AMD PRERS VRSV RANTOM
(COMMON Setting) (INDIVIDUAL setting)

A) COIN CHUTE TYPE
Set to either of the following as applicable.
COMMON The cabinet type in which 2 players use a coin chute in common.
INDIVIDUAL Each of the 2 players uses his own coin chute (Versus City, etc.)
(B) CREDIT TO 1P START (1~5 CREDITS)

1P CONTINUE (1~5 CREDITYS)
Sets the credits required for start/continue for 1P play.
(C) CREDIT TO VS START (1~5 CREDITS)

VS CONTINUE (1~5 CREDITS)
Sets the credits required for start/continue for vs. play.
(D) CO IN/CREDIT SETTING (#1 ~ #27)
(INDIVIDUAL settung)
Sets the CREDIT increase increment per coin insertion. There are 27 settings from #1
to #27, expressed in OO CREDITS as against OO CO INS inserted. Note that #27
refers to FREE PLAY. For details, refer to Table 1 (COMMO N) and Table 2 (INDI-
VIDUAL).
(E) MANUAL SETTING
The CREDITs incremental increase settings as against a coin insertion are shown in
further details than in (D) above (refer to Table 3). Note that when this MANUAL
SETTING is performed, settings as per D above, Coin Credit setting becomes ineffec-
tive.



COIN CHUTE 2

NAME OF SETTING COIN CHUTE 1
SETTING # 1 1 COIN 1 CREDIT | 1 CO[N 1 CREDIT
SETTING # 2 1 COIN 2 CREDITS | U COIN 1 CREDIT
SETTING # 3 1 COIN 3 CREDITS | | COIN 1 CREMMT
SETTING # 4 1 COIN 4 CREDITS | I COIN 1 CREDIT
SETTING #5 1 COIN 5 CREDITS { 1 COIN 1 CREDIT
SETTING # 6 1 coin 2 CREDITS | { COIX 2 CRERITS
SETTING # 7 i COIN & CREDITS I COoiX 2 CREDITS
SETTING # 8 { COIN 3 CREDITS | I COIN 3 CREDITS
SETTING # O 1 COIN 4 CREDITS | 1L COIN 4 CREDITS
SETTING # 10 [ 1L COIN 5 CREDITS | L COIN 5 CREDITS
SETTING # 11 | 1 COIN 6 CREDITS | L COIN 6 CREDITS
SETTING # 1 2 | 2 COINS 1 CREDIT | 2 COINS 1 CREDIT
SETTING # 1 3 |1 COil 1 CREDIT | 2 COINS 1 CREDIT
SETTING # 14 | 1 COIN 2 CREDITS | 2 COINS { CREDIT
" SETTING # 15 | 1 CQIN 1 CREDIT | 1 COIN 1 CREDIT
2 COINS 3 CREDITS | 2 COINS 3 CREDITS
SETTING # 1 6 | 1 COIN 3 CREDITS i COIN I CREDIT
2 COINS 3 CREDITS
SETTING # 17 | 3 COIHS 1 CREDIT | 3 COINS I CREDIT
SETTING # 18 | 4 COINS 1 CREDIT | 4 COINS 1 CREDIT
SETTING #1 9 { 1 COIN 1 CREDIT 1 COIN 1 CREBIT
2 COINS 2 CREDITS | 2 COINS 2 CREDITS
3 COINS 3 CREDITS 3 COINS 3 CREDITS
4 COINS 5 CREDITS | 4 COINS & CREDITS
SETTING # 20 {1 COIN 5 CREDITS | | COIN 1 CREDIT
2 COINS 2 CREDITS
3 COINS 3 CREDITS
4 COINS 5 CREDITS
SETTING #2 1 | S COINS | CREDITS | & COINS 1 CREDIT
SETTING # 22 | 1 COIN 2 CREBITS | 3 COINS 1 CREDIT
| 5 COINS 2 CREDITS
SETTING # 23 | 2 COINS 1 CREDIT | 2 COINS 1 CREDIT
4 COINS 2 CREDITS | 4 COINS 2 CREPITS
S5 COINS 3 CREDITS | 6 COINS 3 CREDITS
SETTING 424 | § COIN 3 CREDITS | 2 CGINS | CREDIT
4 COINS 2 CREDITS
‘ 5 COINS 3 CREDITS
SETTING #2656 | 1 ColN 1 CREBIT | 1 COIM 1 CREDIT
2 CDINS 2 CREDITS | 2 COINS 2 CREDITS
3 COINS 3 CREDITS | 3 COINS 3 CREDITS
4 COINS 4 CREDITS | 4 COINS 4 CREDITS
S OOINS 8 CREDITS 5 COINE 8 CREDITS
SETTING #26 | L COIN 6 CREDITS | 1 COIN 1 CREDIT
2 COINS 2 CREDITS
3 COIdS 3 CRED!TS
4 COINS 4 CREDITS
_ 5 COINS 6 CREDITS
SETTIRG #27 FREE PLAY FREE P1;¥




NAME OF SETTING | COIN CHUTE FOR EAGCH SEAT | NAME OF SETTING | COIN CHUTE FOR EACH SEAT
SETTING # 1 1 COIH I CREDBIT SETTING # 2 I § COINS 1 CREDIT
SETTING # 2 1 COIE 2 CREDITS SETTING # 2 3 | 2 COINS 1 CREDIT
SETTING # 3 i COIN 3 CREDITS 4 COINS 2 CREBITS
SFITING #F 4 "1 COIN 4 CREDITS 5 COINS 3 CREDITS
TSETTING B S { COIN & CREDITS SETTING #2 5 1 COIN { CREDIT
SETTING # 1 1 1 COIN 6 CREDITS 2 COINS 2 CREBITS
SETTING # 1 2 2 COINS | CREDIT 3 CDI¥S 3 CREBITS
TSETTING # 1 5 1 COIH 1 CREDIT 4 COIRS 4 CREDITS
2 COINS 3 CREDITS 5 COIXS 6 CREDITS
SEITING # 1 7 3 COINS 1 CREDIT SETTING £ 2 7 FREE PLAY
SETTING # 18 4 COINS 1§ CREDIT
SETTIME H# 1 @ i1 €O 1 CREBIT
2 COINS 2 CREDITS
3 COINS 3 CREDITS
4 COWNS & CREDITS
COIN TO CREDIT 1 COIN 1 CREDIT
(No. of coins required for one credity | 2 COINS 1 CREDIT
3 COINS 1 CREBIT
4 COINS | CREBIT
5 COINS 1 CREDIT
8 COINS 1 CREBIT
7 COINS { CREDIT
8 COINS 1 CREDIT
9 COINS 1 CREDIT
BONUS ADDER NO BONUS ADDER
(BONUS COIN) 2 COINS GIVE 1 EXTRA COIN
3 COINS GIVE | EXTRA COIN
4 COINS CIVE 1  EXTRA COIN
5 COINS GIYE 1 EXTRA COIN
8 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 COIK COUNTS AS 1 CCIN
' MULTIPLIER 1 COIN COUNTS AS 2 COINS
(For each cein chute) I COIN COUNTS 4S5 3 COINS
1 COIN COUNTS AS 4 COINS
1 COIN COUNTS AS 5 COINS
L COIN COUNTS AS & COINS
1 COIN COUNTS AS 7 COINS
I COIN COUNTS AS 8 COINS
I COIN COUNTS AS 9§ COINS
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BO O KKEEPING
This test mode allows each of the data such as the number of coins inserted, credits,

ume and game frequency to be checked.
° GLO BAL DATA 1(1/4)

DOOR LN (4
(RABAL DT A )
FOTAL QDERE &
QRECHUTE 3 &
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FLAY TN EATHIRG ommran
TR AL (RARRE (T (] e
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WL DAME TR
FEFTAE & VRIRACR T3 ML W 0 @
B A VRRAGH TIhE Bm D &
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(A) TOTAL COINS
Displays the number of all the coins inserted.

(B) COIN CHUTE #1

Displays the number of coins inserted in CO IN CHUTE #1.

(C)y COIN CHUTE #2

Displays the number of coins inserted in COIN CHUTE #9.

(D) TOTAL CREDITS

Displays the total number of credits.

(E)y COIN CREDITS

Displays the number of credits from the coins inserted.

(F) SERVICE CREDITS

Displays the number of credits from the input by using the SERVICE button.
(G) FREE PLAY

Displays the frequency of game start in FREE PLAY.

(H) TO TAL TIME

Displays the total energized time of the machine.

(I) PLAY TIME Displays game play time. (J) 1P PLAY TIME

Displays the play time by 1P (against Computer).
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(K) VS PLAY TIME
Displays vs. play time.

(L) PLAY WAIT TIME
Displays wait time as in the SELECT MO DE, etc. during play.

(M) O THER TIME
Displays the imeffective play time during which game can not be played due to
WARNING, etc., or discontinued due to some accident, etc.

(N) PLAY TIME RATIO
Displays the ratio of PLAY TIME as against the total energized time.

(O) TOTAL GAME COUNT
Displays the total game play frequency.

(P) 1P GAME COUNT
Displays the frequency of play by 1P (against CPU)

(Q) VS GAME COUNT
Displays the vs. play frequency.

(R) TO TAL AVERAGE TIME
Displays the total average play time.

(5) 1P AVERAGE TIME
Displays the average time of play by 1P (against CPU).

(T) VS AVERAGE TIME
Displays the average play time in vs. play.

Press the SERVICE button to proceed to the next page (2/4).

Press the TEST button to have the MENU MO DE return to the screen.
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GLO BAL DATA (2/4)
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(U)

Displays the frequency of play in each of 1P game and vs. game.

Displays the average play time in each of 1P piay and vs. play.

(W)

Displays by-play-time histogram.

Press the SERVICE button to proceed to next page (3/ 4). Press the TEST button to
proceed to the next page.



1P GAME DATA(3/4)
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(X)TOTAL TIME
Displays the total play time in 1P play.

(Y)AVERAGE TIME
Displays the average play time in 1P play.

(ZYMINIMUM TIME
Displays the minimum play time in 1P play.

(a)MAXIMUM TIME
Displays the maximum play time in 1P play.

(b)GAME COUNT
Displays the frequency of 1P play.

(c)CONTINUE COUNT
Displays the frequency of CONTINUE play in 1P play.

(DSET COUNT
Displays the total set count in 1P play.

(e)DRAW COUNT
Displays the frequency of DREAW in 1P play.

(HWIN BY K.O.COUNT
Displays the frequency of win by K.O.

(g)WIN BY RING OUT COUNT Displays the frequency of win by ring out in 1P
play. . g

(h)WIN BY JUDGE COUNT

Displays the frequency of win by JUDGE COUNT in 1P lav
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(i) ROUND DATA HISTO GRAM
Displays by-round frequency of play and win, play time and win ratio in 1P plav.

Press the SERVICE button to proceed to next page (4/4).
Press the TEST button to have the MENU MO DE return to the screen.
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VS GAME DATA (4/4)
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(j) TOTAL TIME
Displays the total play time in vs. play.

(k) AVERAGE TIME

Displays the average play time in vs. play.

(1) MINIMUM TIME
Displays the minimum play time in vs. play.

(m) MAXIMUM TIME
Displays the maximum play time in vs. play.

(n) GAME COUNT
Displays the frequency of vs. play.

(0) CONTINUE COUNT
Displays the frequency of CONTINUE play in vs. play.

(p) SET COUNT
Displays the total set count in vs. play.

(q) DRAW CO UNT
Displays the frequency of DRAW in vs. play.

(r) WIN BY K. O. COUNT
Displays the frequency of win by K.O. in vs. play.

(s) WIN BY RING OUT COUNT
Displays the frequency of win by ring out in vs. play.

it) WIN BY JUDGE COUNT
Displays the {requency of win by JUDGE COUNT in vs

36
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(u) STRAIGHT WIN HISTO GRAM
Displays the straight win histogram in vs. play.

Press the SERVICE butten to proceed to next page (1/ 4).
Press the TEST button to have the MENU MO DE return to the screen.

2)VS DIAGRAM
This allows each character’s data to be checked.

Press the SERVICE button to proceed to the next page (all pages).
Press the TEST button to have the MENU MO DE return to the screen.
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BACK UP RAM CLEAR

Clears the contents of BOO KKEEPING.

HACK UP RAM CLEAR

FESICLEAR)
= RINCARCEL)

PRESS SERVICE BUTTON YO SELRCT
PRESS TEXT BUTTON TO EXEC

When clearing, bring “>” to “YES” by using the SERVICE button and press the TEST
button. To have the MENU MO DE return to the screen, bring “-” to “NO” and press
the TEST button. When clearing has been finished, “CO \/IPLETED” wiil be dlsnlaved
Pressing the TEST button will have the MENU MO DE return to the screen. The

above can also be performed by using 1P side LEVER (up/down) and PUNCH button.

ALL INITITALIZE
In this TEST mode, the contents of all settings are initialized.

ALL HNITIALIZE

YEI{CIEARY
—  NO(CANCEL}

PRESS SERVICE BURTOM TO SELECT
PRESS TEXT BUTTOM T3 EXEC

When iniualizing, bring the arrow “>” to “YES” by using the SERVICE button and
press the TEST button. To have the MENU return to the screen, bring “” to “NO”

and press the TEST button. When initialization has been finished, “COMPLETE” will
be displayed. Pressing the TEST button will have the MENU return to the screen. The
above can also be perf{)rmed bv using 1P side LEVER (up/down) and PUNGCH button.
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REPLACMENT OF THE FLUORESCENT LAMP

', When performing work, be sure to turn power off. Working on the machine with power on can

|
. . A . i

cause an electric shock or short circuit accident.
|

- The fluorescent lamp, which gets very hot, can cause burns. Be very careful when replacing ||
WARNING! |} the fluorescent lamp.

To perform work safely and securely, be sure to prepare a step which is in a secure and stable
{83 |]Pposition. Using an unstable step can cause falls resulting in both personal injury and product
CAUTION! |} damage.

Remove the billboard holder and pull the billboard upward to remove and replace
the fluorescent lamp.

ILLBOARD HOLDER ? g\
i
g | ! “S__TRUSS HEAD SCREW (3!
f z
: z i
FLUORESCENT LAMP 32W
To slide {} /’7(

b s




TROUBLESHOOTING

WARNING!

In order to prevent an electric shock, be sure to turn power off before performing work and

touching the interior of the machine.
Be careful so as not to damage wiring. Damaged wiring can cause an electric shock or short
circuit accident.

For troubleshooting, first check the connection of the wiring connectors.

PROBLEM

CAUSE

COUNTER MEASU

When the main SW is turned
ON, the machine is not activated.

The cord 1s not plugged in.
Incorrect power source/voltage.

Primary or secondary fuse
blown.

Firmly insert the plug into the outlet.
Make sure that the power supply
voltages are correct.

First, remove the cause of
overcurrent, then replace the fuse.
Primary Fuse: 7A 250V Fast Blo




The items listed below will assist in trdubleshooting when a problem occurs. As a first step, check
all wiring connector connections and verify AC power to the machine.

TABLE 1: TROUBLESHOOTING

PROBLEM

CAUSE

COUNTER MEASURE

MONITOR screen is blackened
and the fluorescent lamp does
not light up.

Primary or secondary fuse
blown.

First, remove the cause of
overcurrent, then replace the fuse.
Primary Fuse: 7A 250V Fast Blo

MONITOR screen is all blue.

Defective connections between
boards.

M ake sure of correct connections
between boards.

The color of image on
MONITOR screen is incorrect.

Incorrect monitor adjustment.
RGB connections are mixed up.

M ake appropriate adjustments.
Reconnect RGB cables correctly.

The on-screen image of the
monitor sways or shrinks.

The power source and voltage
are not correct.

Make sure that the power supply
voltages are correct.

During game play, when
controller switch is moved, no
response onscreen.

SW malfunctioning,

Replace SW.

Marquee lamp doesn’t light up.

Fluorescent lamp needs
replacement.
The connector is disconnected.

Primary fuse is blown.

Replace lamp.

Check connector connections in the
marquee.
Replace fuse.

Sound is not emitted.

Sound volume adjustment is not
correct.

Malfunctioning of sound board
and/or memory .

Adjust the service panel volume
control knob.

Perform the SOUND TEST.
Replace secondary fuse.

Game makes sounds, but has no
picture.

Secondary fuse blown.

Replace the secondary fuse.




' In order to prevent an electric shock, be sure to turn power off before performing work and
e touching interior parts of the machine.
RNING! Be careful so as not to damage wiring and cause an electric shock or short circuit.

Do not expose the game board without good reason. In this product, setting changes are made
during the test mode. The game board need not be operated. Use the game board as is, with
the settings made at the time of shipment.

CAUTION!

TAKING OUT THE SHIELD CASE ASSEMBLY
When a problem occurs on the game board, remove the shield case assembly for
return to the factory by using the following procedure:

Turn the main switch off.

The shield case is inside the cabinet, accessible from the locked door on the right
side.

Remove two tamperproof screws using the tool provided to you. Unlock the side
door and remove.

Remove connectors to filter board on shield case assembly and remove 4 wood
screws that secure the shield case to the cabinet. Remove the shield case from
the cabinet, and exercise care not to drop the shield case when doing so.

Place shield case securely in the re-useable box provided to you with the game.

A Do not open the shield case for any reason. Any inspection or
A repairs to the game board must be performed at the Sega
cautiont || facility only. Removing the game board from the shield case
may cause your factory warranty to be voided.




FOR REFERENCE ONLY

COMPOSITION OF GAME BOARD

PART No. DESCRIPTION

GAME BD (D+@+(®) [833~12712|GAME BD YIRTUA FIGHTER 3

cPlBD @ 837-11858 | MODELY CPU BD COM
YIDEO BD @ (83711859 |MODELY VIDEC BD COM

ROM BD 3 834-12821 |ROM BD YIRTUA FIGHTER 3




GAME BOARD
SERVICE RECORD

This page is provided for your use in tracking repairs or replacements of your Sega game PCBs and
assemblies. This information can help provide a service history for your game should it ever be sold
or transferred.

DATE BOARD ASSY NQ. PCB SERIAL NO. RMA NO.
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HANDLING THE COIN JAM

Even when the RE button is pressed, if the coin is not rejected, open the coin chute door and open the selector
gate. After removing the jamuned coin, put a normal coin in and check to see that the selector correctly functions.

CLEANING THE COIN SELECTOR

1) Tumn the power for the machine OFF.
Open the coin chute door.

]
et

Open the gate and dust off by using
a soft brush (made of wool, etc.).

3) Remove stain by wiping with a soft
cloth which contains water or
chemicals detergent.

4) Remove the CRADLE. When
removing the retaining ring (E ring),
b very careful so as not to bend the
shaft.

5) Remove stain from the shaft and
pillow portions by wiping off with a
soft cloth, etc.

6) After wiping off a per 5 above,
further apply a dry cloth, etc. to
cause the coin selector to dry
completely.

NOTE:

Absolutely do not apply machine oil, etc. to
the coin selector.

After cleaning the coin selector, insert a
regular coin in the normal working status
and ascertain that the selector correctiy
functions.

o
&34




PROJECTOR

CAUTION!

IMPORTANT!

CAUTION!

ADJUSTMENTS

Since the projector has been adjusted at the time of shipment, do not make any
further adjustments without good reason.

Fine adjustments are stored in the projector. Pressing the fine adjustment switch (Con-
vergence adjustment) results in entering the fine adjustments mode, and this may cause
the stored fine adjustment to be changed. During work other than for adjustment,
should you touch the fine adjustment switch by mistake, immediately turn off power by
using the main switch and then turn it back on again. If any distortion or color
deviation is found in the test mode, and adjustments are needed, use the specified
adjustment knob or perform the adjustments by using the remote control. Note that
projector models and makes may vary, and adjustment methods will differ dependent
on the manufacturer.

The projector is subject to color deviation due to convergence deviation caused by
geomagnetism at the installation location and peripheral magnetic field. After the
installation of machine, and before commencing operation, check for convergence
deviation and, if deviated, make necessary adjustments.

CLEANING THE SCREEN

Since the projector screen is highly susceptible to damage, pay careful attention to its
handling. When cleaning, refrain from using water or volatile chemicals.

When the screen surface becomes
dirty with dust, etc, clean it using a
soft cloth such as gauze. When water
and volatile chemicals such as ben-
zine, thinner, etc, spill onto the the
screen surface, it may be susceptibleto
damage, therefore, refrain from ex-
posing the surface to these liquids.
Also, since the screen surfaces are
casily susceptible to damage from
abrasion, avoid rubbing them with any
hard materials or using a duster.

NN ] F
CONTROL PANEL / J L /
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MITSUBISHI PROJECTOR

) MITSUBISHI PROJECTOR CONTROL PANEL

CONVERGENCE ADJUSTMENT SW

D v. pos % H. POS % RGAIN  ®GGAIN  (B)B-GAN
6) CONT 7) BRI 8vV-w OH-w
IOR-H-L Linearity adjustments in horizontal directions
(DB-yg-L | (red or blue] are made.
| STATIC CONVERGENCE ADJUSTMENT
{2 TEST Test mode on/off key
- @rm R/B shift key
Convergence Adjustment SW @ < Left shift key
© D> Right shift key
R ® < Lower shift key
——}-— D A Upper shift key
| U®POWER  Power button
. For the convergence adjustment mode, press the test mode on/off key.
. Ensure that “R” is displayed on the screen.
. Make adjustments so as to cause the red cross pattern to match with

the green cross pattern by using the left shift key (14), right shift key (15),
lower shift key (16), and upper shift key (17).

. By using the R/B shift key (13), cause the red adjustment “R” to shift to
blue adjustment “B” and make sure that “B” is displayed on the screen.

. In the same manner as above, make the blue cross pattern match with
the green cross pattern.
. After making adjustments, press the test mode on/off key to cancel the

convergence adjustment mode.



Although remote control buttons other than those specified below do not function
even if pressed during convergence adjustment, do not press them during adjustment

work to avoid causing a malfunction.
'f Operate the remote control towards the PTV screen. If directed other than toward

the screen, the remote control does not function.

BEFORE USING THE REMOTE CONTROL
First, make sure that the main switch on the projector’s control panel is ON

and the LED adjacent to the main switch is lit.

For convergence adjustment mode, press the test button. Ensure that “R” is
displayed on the screen.

Make adjustment so as to cause the red cross pattern to match with the green
cross pattern. When the red cross matches the green cross, the green cross
turns yellow or white.
Use the remote control buttons as shown below to move the red cross

(5) to the left |

(7) to the right

(2) Upward

(10) Downward
Use remote control buttons (6) to shift “R” to “B.” Make sure “B” is displayed
on the screen. Each time button (6) is pressed, red and blue adjustments are
shifted.
In the same manner, cause the blue cross to match with the green cross.
When the blue cross matches, the green cross will turn white.
After adjustments are made, press the test button to cancel the convercence
adjustment. B
When 2 minutes or more elapse in the convergence mode screen without any
action being taken, the on-screen adjustment mode wil l dlsappear )
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CONTROL PANEL GRAPHIC
MARQUEE GRAPHIC
INSTRUCTION GARPHIC
MONITOR SIDE GRAPHIC
GREEN BUTTON

RED BUTTON

YELLOW BUTTON
WHITE BUTTON
JOYSTICK

VALIDATOR

COIN DOOCR
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CMGG-00671
CMGG-00679
CMGG-00673
CMGG-00672
58-2610-13G
58-2610-10G
58-2610-15G
STVV-00225
50-7608-130
42-6969-00



POWER SUPPLY AUDIO AMP TRANSFORMER
400-5330 838-12796 4-49-8036
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BILL VALIDATOR
42-6969-00

VOLUME 5K POT
TEST
SERVICE BUTTONS
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YPM BUFFER BOARD
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YVertua Fighter 3 DELUXE MANUAL COMMENTS

SEGA has made every effort to ensure that this manual is accurate. If you find any errors or omis-
sions, or have other comments on the ¥éezaa Fighter 3 manual, please write them
below, detach, and deliver this page by FAX or mail to:

SEGA ENTERPRISES INC. (USA)
ATTN: Stephanie Voss

45133 Industrial Drive

Fremont, CA 94538 USA

FAX: (415) 802-1754

Comments:

Optional Identification Information:

Name:
Company:
Address:
City, State, Zip:
Phone:

FAX:
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ADDENDUM

This Procedure is to set the Virtua Fighter 3 for 4 Coins to start and 3
Coins to continue.

1) Setting Cash Code Dollar Bill Acceptor:
Dip switch settings

1 2 3456 78 OFF

It

Switches 1 and 2 must be set in the OFF position, remaining switches 3 - 8 per
this diagram.

2) Setting of Coinage and Coin to Credit:

Enter intoTest Mode by depressing Test Button on Service Panel through
the Coin Door. Use Service Button to scroll to “COIN ASSIGNMENTS” category
and press Test button to get into “COIN ASSIGNMENTS”.

COIN ASSIGNMENTS

COIN CHUTE TYPE COMMON
CREDIT TO 1P START 4 CREDIT (S)
1P CONTINUE 3 CREDIT (S)
CREDIT TO VS START 4 CREDIT (S)
VS CONTINUE 3 CREDIT (S)

COIN/CREDIT SETTING #1

COIN CHUTE #1 '
1 COIN 1 CREDIT

COIN/CREDIT SETTING #2

COIN CHUTE #2 1 COIN 1 CREDIT
MANUAL SETTING
EXIT |

SELECT WITH SERVICE BUTTON
AND PRESS TEST BUTTON

3) Setup complete, exit Test Mode
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DIP Switch Settings 2. ISOLATED PULSE INTERFACE ) oo
(INHIBIT LINE feature enabled)
] Raecs st . Set DIP Switch 8§ to OFF
mmmmm d position.
- - | Pulse/$ mmmﬂm ] ;
eseive OF
] Fast Pulse 50ms ON/A0ms OFF : : : : E E E D ON
- - 2 Pulse/3 | — INHIBIT LINE valid 12345678 /W
OFF 2. Connect bill validator to the
— - - - - - machine controller via ﬁ
- - 3 Pulse/3 7 ON merOomm.w® 6 Pin Power
12 3 45 Harness M
S PT# AMZ-XXX-12-06.
—
- - 4Pulse/S | pccepts § i INHIBIT LINE invalid /
Reserved The Pulse Output is a Uo:zo.m
1 2 Reserved Slow Pulse 50ms ON/300ms OFF free N/ O contact and polarity
Reserved of output connection does not
matter.
Pulse Output (NO! +2VP Suppl
1. ISOLATED PULSE INTERFACE R Voo

(INHIBIT LINE feature disabled)

6 Pin Power Harness
Ground PT# AMZ.XXX-1206 ,

Black (supplied with
biltvalidator)

1. Set DIP Switch 8 to ON
position.

J000000M] o

12345678

Pulse Qutput(Common) | i
Blue 6-pin Connector

! 3. Provide wiring of the INHIBIT LINE depending on machine controller lockout
j circuitry. See Fig. 1, Fig. 2 or Fig. 3 below.

|| Rt

If INHIBIT LINE wires are not connected properly the red light on the front of

2. C t bill validator to th
onnect bill validator to the bill validator goes ON and bill validator will not accept any bank note.

machine controller via

2

CashCode’s® 6 Pin Power :
Harness
PT# AMZ-XXX-12-06 Relay Contact
i A , CMOS Logic Open Collector
The Pulse Qutput is a bounce , Valid i Validator| | Equipment
free N/O contact and polarity alidator| | Equipment Validator| | Equipment = o +2v
of output wiring does not - +5V +(524) VDC ! ,
matter. Pin Pin lAﬂ 5 W
5 74HC. 3
6 /( 5 +12V 1 nf
Puise Output (NO) +12V Power Suppl PT# AMZ-XXX-1206 T2y 6 Q . ?
(supplied with 1 o 1 L
bill validator) 2 =
L 2 T
Pulse Output(C n} | u Fig.3
ulse Vulpul ommaon H .
Blue Fig. 1 Fig. 2




2uick Stant for Easy Tnstallation

Bring the Projection Television Monitor (PTV) and control Cabinet together, with a distance of 12
inches between them.

Using the wrench provided in the convenience kit, remove the two tamperproof screws on the right
side door of the control cabinet, unlock the door and remove.

Remove the two side access panels located on the lower control cabinet base.

Use the hex bolts and washers supplied to securethe game cabinet to the PTV in 4 places.

There are 4 BNC video cables that need to be connected from the VPM buffer board in the game
cabinet to the PTV. Observe that proper Red/Green/Blue/Sync connections are made for video.
The PTV has the main power wire that passes through the monitor pedestal to the game cabinet.
Insert this 3 pin male connector into the proper connector on the inner wall.

The PTV power is brought from the game cabinet to the
PTV by cable with a 3 pin white connector. Route this
cable through the PTV and connect.

Recheck the connections to ensure that no wires are
crossed or missing.

Replace side access panels on two sides and replace all
hardware and the main side door to the game cabinet.
Plug game power cord into the wall.

Setup is complete if the game is visible on the screen.
Perform assembly checks.

The manufacturers recommended coin setting is setting
#18.

Move the machine to the installation position.
Adjust all of the leg adjusters to make contact with
the floor. By using a wrench, make adjustments in
the height of the leg adjusters to ensure that the ma-
chine is level.

After making adjustments, fasten the leg adjuster
nut upwards to secure the height of the leg adjuster.
To test game settings, press the test button located
on the service panel. Refer to the owners manual
for further details.
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PRESS TEST BUTTON TO COUNTINUE

;

3

<
§

PUNCH
XK
QuARD
ESCArE
v
BOWN
CEFT
RIGHT
START

§ 3989 33%%

§3%588 § 8938 3433 ¢

COMNCHUTRYL
CoN CHuTE M7
SEVICE

TEST

B SERVICE

& TRST

FRESS SERVICEATEST AUTTOX TO K17

Memor}(“{’l Test
Selectmg

ut Test

e Memory Test on the test Sele ing the Input Test on the test mode

mode menu screen’causes the on- menu screen causes the screen (on which
board memory to be tested automati- each switch is tested) to be displayed. Press

y. The gameboard issatisfactoryif each switch. For the coin sw1tch est, insert
the dlSE O}é) beside each IC number acoin from the coin inlet with the coin chute

shows

door open. If the display beside each switch
indicates ON, the swifch and wiring con-
nections are satlsfactory

AT TN

PR SERICE SUTTON TO-SBLECT

JRIH VST BOTTO 10 8%

3. Output Test

4. Sound Test

In the Output Test mode, carry In the Test mode, selecting Sound Test

out the lamp test to ascer taln that causes the screen (On Wthh SOund_re-

each lamp lights up satisfactorily. lated board and wiriné connections are
tested) to be displayed.

RED
GREEN
BLUE
WHITE

rrrrrrrrrrrrrrrrrrrrr

Be sure to check if the sound is satisfac-
torily emitted from each speaker and
the sound volume is appropriate.

5. C.R.T. Test

In the Test mode menu, selectmg C.R.T. Test allows the
screen (on which the monitor is tested) to be displa
Although the monitor adjustments have been ma e at
the time of shipment from the factory, color deviation,
etc. may occur due to the effect catised by geomag-
netism, the locat1on bulldm%s steel frames and other
game machines on the periphery. B 'y watching the test
mode screen, dec1de w ther an ad ustment isneeded.
If it is necessary, adjust the momtor by referring to the
Monitor Ad]us ents section.







