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Battle shark
I. GAME INSPECTION

Battle Shark has been thoroughly tested and readied for operation
at the factory and should not require any special set-up
Erocedure. It 1s suggested that you examine the following upon
ecelving your game:

Plug-in connectors firmly seated

Terminals still connected at control panel, coln door, etc
No loose connectors or comﬁonents on p.c. boards ’ ]
Fuses installed firmly in holders

Coin mechanisms still operatin% correctly

No loose objects in the cabine

Check the monitor bracing: as the monitor is generally the sin?Ie
most heavy item in the cabinet, damage from shipping will usually
show there first. Check the cabinet for further damage.

IT problems do occur, or technical assistance is required, please
call our customer service department at (708) 520-9280.

I11. SPECIFICATIONS
The game 1s shipped ready for operation at 120VAC.

POWER _
line: 120V a.c, 60 Hz
consumption: 250 WATTS (approximate)

MONITOR
_ type: 19" COLOR, RASTER-SCAN
Inputs: RGB, COMPOSITE NEGATIVE SYNC

CABINET DIMENSIONS
height: 73.75
' width: 26
depth: 47

CAUTION_

For safe operation i1t i1s strongly recommended the cabinet be
properly grounded. The game iIs equipped with a three conductor
power cable. The round "third prong” will ground the game when
plugged into a grounded outlet. |If an adaptor is used, be
certain to attach the grounding lug or wire on the adaptor.



I111. GAME INSTALLATION

Observe the following precautions when installing the game:

Handle the game with care. It contains several relatively
fragile components - the circuit boards, glass panels and
Béggage tube (particularly the delicate tube neck and neck

Do NOT install the game in direct sunlight, or near a heat
source. Electronic failures increase exponentially with
erature, Direct sunlight can crack the smoked, tempered

E?QQS used In games.

Do not install the game iIn an area subjected to excessive dust
or moisture. The electrostatic fields generated by the CRT
attract dust like a magnet. An insulating layer of dust can
cause an electronic component to run hot, and moisture can

be detrimental or even dangerous.

1IV. GAME DESCRIPTION

You are in command of Battle Shark, the most gut-wrenchingly
dangerous fast-attack submarine ever cranked out by the twisted
minds at Deathfish Weanns Systems. Your mission 1s to carry out
a series of quick strike engagements with an enem¥ force that has
technological superiority and superior numbers. he Deathfish
Weapons engineers learned from eerrience that a relatively
quick, manueverable submarine with a really huge supply of
torpedos was the way to go.

The Battle Shark has the fastest crew in the fleet. They will
ready torpedos for fire as nearly as quickly as you can pull the
trigger, and can effect repairs to the ship even under battle
8??8&%'8?%- The periscope rattles whenever the ship sustains a

Additional fuel, armaments and ship repairs may be obtained by
hitting the spherical bonus targets that appear occasionally.
These are actually a set of three signal annunciators that show
up on the main screen when a supply ship 1s near. Enemy torﬁedos
may be destroyed in mid-path by one of Kour own torpedos. The
objective 1s to destroy as many enemK ships and submarines as
possible while working your way to the enemy base. You have to
blast several major chunks out of the large base ships to get
them to sink because_they have the damage control doors sealed
during combat situations.




V." TEST MODE

With the game off, turn on position 3 of dip switch A on the main
PC board. When the game is switched on, a cross hatch and color
bar pattern will appear on the screen. The cross-hatch pattern
can be used for ali?nment. Adjust the neck ring magnets until
colors overlap evenly all over the screen grid. The color bars
may be used to adjust RGB screen drives. See the monitor manual
included with the game for adjustment information. Lethal
potentials are present in the monitor electronics, use extreme

caution when making adjustments.

When the fire switch is pressed, the test mode screen changes to
the periscoBe adjustment screen. The "X" mark indicates joystick
position. each through the coin door to open the circuit board
drawer cover. Remove the cover and slide out the board to access
the X-Y control adjustment potentiometers. The controls may have
a removable cover held in place with a butterfly nut. Adjust the
potentiometers so the "X" mark on the screen reaches the limits
of the square border when the periscope controls are moved in
that direction. |If there i1s a side of the alignment square that

the "X" cannot reach, Battle Shark-will not be able to fire to
the edges of the screen.

When the fire switch Is pressed again, the screen comes up In
test mode 1. Test mode 1 i1s a switch, motor and lamp test.
Switch closure should be noted on the screen. Subsequent
pressing of the fire switch access the lamp and motor tests.

The test mode drops to the test mode 2 screen with an additional
fire switch closure. Test mode 2 runs checksum tests on the

ROM, bit-pattern tests on the RAM and sound processor tests, as
well as the additional switch tests not covered in mode 1 and the
current settings of the dip switch banks.



BATTLE SHARK

Option Switch Settings

DIP SWITCH A
FUNCTION —| __SETTING _ 1 —| 4 c 6 ; 8
MUST REMAIN
NONE IN "OFF OFF
POSITION
TEST NORMAL GAME OFF
MODE TEST MODE ON
ATTRACT ENABLE OFF
SOUND DISABLE ON
1 CN -1 PL
PLAY 2 CN - 1 PL SEF SEE
PRICING 3 CN - 1 PL OFF | ON
4 CN - 1 PL ON ON
SAME AS PLAY
CONTINUE 1 CN - CONT 8||\:|F 8|E||§
PLAY PRICING | 2 CN = CONT OFF | ON
3 CN = CONT ON ON
= FACTORYRECOMMENDED—SETFHNGS
DIP SWITCH B
__FUNCTION _1___ SETTING 1 2 3 4 5 6 7 8
B - MEDIUM
DIFFICULTY | & ERSY oN | OFF
LEVEL x¥ - HARD OFF | ON
D - HARDEST ON ON
- NORMAL
SPEED OF | B - '° o | SEE
SIGHT C - l OFF | ON
D - FAST ON ON
MUST REMAIN
NONE IN "OFF" OFF

POSITION

ol almA\VAE Y Y

WAl WL sl NTY ol n VN el min

CT LN C

—
K > I_A\JIUF\I NLUUNINILINULDY O

TNV O




PC BDARI> £DUE CCNE£CIDR

CPU BtwtD

PERI$LIfIE t8SEHJILY

! P4 ILK
a 5V X-y ADJ, 1QARS
é t...rwlll GND ¢ Bun4, FT aN CPU SLIDE>
3 s J JNL.J( |
3 GND
_ _ 0)
5 {12V +:SV
tsiF—m — — —— : TD PAGE_1 y
F AUDID .VCC RDAHT fIRE SVITCH
7 <+12V UNREG>
H BUC
- " a m GND —
0 ——iwl-i——— - - —— — — +—-J-—-—- +SV
L—— R —
[V N [ RS N | S —— .
| | | — ——rr—— | [ =
N _— — — ﬁ[Bu(
N 1l ——.&JJ.L..—-J 1. .N\NV'--U..SV
J3 B/.I(‘
p\
14 HP = ES 2 I-—— W B o
T~~~ ~ - —
, ||||||||
‘ PI3
— e I
| — v v w R —
Y 4 T T Ty
F— W I e e 3 — g
F m — — e
k= S S RENDTE toftTDR ADJUST JIJARJ,
L == INSIDE. RIGIT \IAU.
RIGIT
— — — ——— TD PAGE
t=-— — ——— TD PAGE | ,
D - : ¥ LETT
16 \BLK/\.IHT D PACE | l
. |
HTDIR, LAMP CLINTRaL : ; 111
1o TIm)o
6 Nl O
4
+12V
BLYY 7 | 1D coiN DOOR
9 | PAGE 3
k], DRAVN BYs UfFY [|DAID 3-111-'90




. 1
HEJVIU(

mN/1U( i
111D/11.JC |
i
" |
=-"JV |
fl 1
IiF’vEx surrr 1
3T PMES 22343
19T [ on o B | '
NEUTItAL "Dt
Glitt AUXPDYD
S\PPLY 11
CH$SIS GLUD  Glitt PI I
AUDID
ItH YEL/IUC
ot YII31U( Sy
YII.
g AUX POVD
SiRCYr | e,
+4 vDC
no/nu( p--——- ,
\IHT/ILU
EMENIOENCY UANS ’
11£L. t:IN, 'OYAC " I5\(/)VtQIb,fl3VI)_AI\\II'
VHT/IU3 | VKT > RD/IUC
—CiNg, —GIN-—— [
B DIIN/1U( I . wT/U
PIIH/IUC | VWCER MD'TIM
ASSOIILY
10 JIELAY
m/DC TD CPU *V
17 T —— R —— | —— i B e 2= CINE.TD.
PAGE Z
v

[IRA\IH 1Y« LIUFTY Alt) 3-11-10




n
»

»

PU
GRN/YEL GRN/YEL
ra PAGE 1 13 VOLUME ADJUST
~——BLU/ZYEL s (0 PANEL, INSIDE.
GRN/RED 14 COIN DLIR
IRN/GRN o DRN/GRN
RED/BLU | | RED/BLU LErl’ VOLUME 3
a sken | ABEU.CS so—m—— B
. SR R S ——— 1
_ BLK | BLK [] [O
- BRN/VHT . BRN/HT  SERVICE o tC i tO O
VHT/YEL . YEL.ZGRN LEE'T _COIN BLK
MHT/ZYEL HT/YEL RIGHT CDIN - JL
BLK 5 BU<
+12V BLU 7 BLU I..........................................................
BLU B COIN LIGHTS
‘ ‘ CDIN HETER
BLU/RED BLU/RED ' :
———————————— Br—_————————————— i _
GRN GRN \ PRE!IT ¥ 1
9 ' .

' | DRAWN BY DUFFY  |paTE: 3-16-90

REVISIN |DR§I\_’[5IB§RNUMBER°



BATTLE SHARK

Option Switch Settings

PRELHVIINARY

DIP SWITCH A
~ FUNCTION | SETTING—| _ w = | =32 —4a_]_-> 6 7 8
' MUST REMAIN :
NONE _IN OFF" OFF
1 ’ POSJTION
TEST *NORMAL GAME p OFF :
MODE TEST MODE ON |
ATTRACT *ENABLE OFF
SOUND DISABLE ON
1 CN = 1 PL =
PLAY |2 CN = 1 PL | 8§F SEE
PRICING 3 CN = 1 PL OFF ON
4 CN = 1 PL ON | ON
SAME AS PLAY
CONTINUE +1 CN = CONT : 8§F 8EE
PLAY PRICING | 2CN.= CONT OFF | ON
3 CN = CONT ] ON | ON
X A CTORY REGOMMENBED—SERTHNGS
. «DIP SWITCH B
_ . [ )
_ FUNCTION_4__ SETTING 1| —2fs_|_4_| s 6 7 8
B - MEDIUM | OFF | OFF |
DIFFICY TY. | a - EASY ON | OFF
LEVEL - | +C - HARD OFF | ON
D - HARDEST | oN | ON
A - NORMAL
SPEED-OF B - SEF SEE
SIGHT «C - OFF | ON
D - FAST ON | ON.
' -MUST REMAIN
. NONE IN "OFF"
| POSITION OFF
L FACTORY-REAOMMENPED—SE g
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