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rrorv To PLAY N0 SouQl $nPKeaapq
Operate Mr. Dol by means of the lever.

After dropping a block by use of the hammer, skillfully drop the unicorn into the hole. Then drgo
the block onto the unicorn and you can exterrninate it.

3. You can also exterminate the unicorn by dropping a block onto it while it is walking.

4. You can hit and t no.t over a uqicorn by use of the hammer in scenes 1 and 2.

5. Make good use of the skull blocks, and you can wipe out several unicorn at a time. When dropping
both skull blocks, the blocks between them will also drop at the same time.'

Only Mr. Do! can remove the ladder.

lf Mr. Do! has been trapped between two unicorns on the blocks, you can help him escape by

dropping a block with the hammer.

8. When three of the key blocks have been dropped, the door on the top level will open and a shield
will appear. lf you wipe it out the unicorns will chan$e to EXTRA.

9. You can exterminate EXTRA by hammering it or dropping Mr. Do! on it. When it has been wiped
out, a flag will be run up on the pole.

Another Mr. Dol will appear if you succeed in running up five flags, E X T R A on the pole.

The last unicorn in scenes 1 and 2,will change and split into the blue unicorns after 20 seconds -
after a further 25 seconds, the blue unicorns will split into double unicorns, and then after another
5 seconds these will bBcome eight - there will be no further increase.

Red unicorns will become green if Mr. Do! hits them four times with the hammer, and green uni-
corns will become blue when he hits them once with it.

ASSAULTING

When walking When in the hole

fE\. 500.-
Es 2,500 pts



II. VARIOlJS OPTIOilAL SITTII{GS

DESCBIPTIONS OF DIP SWITCHES

o Dap Switch A

l. Number of Mr' Do! Given (sw1, 2)

No. ot Mr. Do! sw1 sw2

3 OFF OFF

4 OFF ON

5 ON OFF

z ON ON

2. Game Style (sw3)

Stvle SW3

Table OFF

Upriqhl ON

3. Difficulty of EXTRA (SW4)

Diff icultY sw4
Easy OFF

Diff icult ON

4. SW5 is not used.

o Dip Switch B (Coin & Credit)

6. Diff iculty of the Games (SW7, 8)

r Positions of Dip Switches

MAtN CIRCUIT BOARD

Dip SW A PrP $W Bo*f;--
orrlYrr#r#llYr+''+l

Standard and Custom Price Settings

The game price set bY'a combina-
tion of dip SWs is disPlaYed on the

monitor when coin credit is 0.

a) When the settings for right
and left chutes are the same,

"1 coin - l credit","2 coins
3 credits", etc. are dis-

played.

b) When the settings for right
and left chutes are Provided
differently, their respective

contents can be displayed.

Diff icultv SW7 sw8
1 tBeginner) OFF OFF

2 OFF ON

3 ON OFF

4 (Advanced) ON ON

5. Automatic Renewal of Screen (SWO)

Automatic renertal SW6

Made OFF

Not made ON

t
1

I

Coin Credr'.
Lefl-side chute Right4ide chulP

sitl sw2 sw3 sw4 sw5 SW6 sv.7 sv,t6

I urr OFF OFF OFF OFF TJF T OFF OFF

.z OFF OFF OFF ON OFF OFF OFF ON

I ? OFF OFF ON OFF OFF OFF ON OFF

1 4 OFF OFF ON ON OFF OFF ON ON

1
E OFF ON OFF OFF OFF ON OFF OFF

2 OFF ON OFF ON OFF ON OFF ON

2 ? urr ON ON OFF OFF ON ON OFF

? 1 OFF ON ON ON OFF ON ON ON

s ON OFF OFF OFF ON OFF OFF OFF

4 I ON OFF OFF ON ON OFF OFF ON

I t ON OFF oti OFF ON OFF Ol'\ OFF

t 1 ON OFF ON ON ON OFF ON ON

I 1 ON ON OFF OFF ON ON OFF OFF

t I ON ON OFF ON ON ON OFF ON

t I Oti ON ON OFF ON ON Ot! OFF

Free Play ON ON oN' Ori ON ON ol! ON

-2-
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lll. l|0H T0 c0llBlJcT stLt-TtsTlHG

r This machine has a self-testor which locates any abnormalities with the machine should they occur.

lSelf-Testing Procedure] t

Turn power ON while pressing the push-button or either the 1st or the 2nd player side, and self'test-

ing will follow automaticallY.

[Self-Testing ltemsl

(1) RAM Test:
When normal "RAM OK" will appear on the screen, and the test will proceed to the next step.

When abnormal - "RAM [ " will appear, and the test will be zuspended.

lAbnor..l RAM No.

Ql ROM Test:
When normal "ROM OK" will appear on the screen, and the test will proceed to the next step.

When abnormal - "ROM tr . nn " will appear, and the test will be suspended.

ItI rAbnormal ROM data
ItIAbnormal ROM No.

(3) Sound OFF:
"SOUND OFF" will appear on the screen, and the sound that has been made to that time will stop,

then, the test will proceed to the next step. The machine is out of order if the sound does not stop or

the test does not proceed to tl'e next step.

(4) Switch Test:
Switch names are displayed on the left side of the screen, while input conditions will be displayed on

the right side. When the switch is ON, "0" is displayed for input, and when it is OFF, "1" is dis-

played. Conduct test while turning each switch ON-OFF - the test will advance to the next step after

a minute.

Switch nam6 lnout condition
2P DOWN

I EET

UP 0
RIGHT

1P DOWN

LEFT
UP

RIGHT
2P START
NOT USE O

2P JUMP

FIRE
1P START
NOT USED
1P JUMP

F IRE
NOT USE D
rlor usE D

Switch name lnout condition
COIN LEFT 1

COIN RIGHT
PAUSE 1

SE RV ICE I
TEST 1

TI LT 1

"0" will appear when pushing

the pushbutton on the lst
player's side.



IJ

Dip switch A I 0 1 1 0 1 I 1

B 1 1 1 I I 1 1 0

(5) TV Monitor Test:

Cross hatch pattern will appear on the entire screen. Monitor adjustment can be done by means of
the pattern.

r Self-testing will stop at this point. Turn ON power again when you want to rezume game or execute

self-test again.

* In,case you have found any abnormality as a result of the self-test, contact the dealer who sold the
machine to you.

-{-
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SOLDER SIOE

USE COLOR

AToutt o

SCeq<ta

SLAM S\{

PLAYER UP

2nd PLAYER RIGHT BT

2nd PLAYER DOV,'N

2nd PLAYER LEFT rur.

Grn,

Red

Grn.

Blue

Viht

Brk.

FOR USE WITH COIN METER

cotN sn

G}iD
(PIN 

=Bl

GND {TO PCWER SIJPPLY}

GND ('lst PLAYER & SELECT Sw)

+5v (TO POIVER SUPPLYI I
+5v (COIN COUNTERI

VERT. SYNCl
I TO MCNITOR

HOR. SYNC /

+'l2v (TO PO\\'E R SUPPLY)

PIM

cor-oR

8lk.

Blk.

Orr.

0rc.

Ora.

Brn.

ReC

Gr

E tt I lue

Brn.

lst PLAYER UP

1st PLAYER RIGHT

1st PLAYER DOVJN

1st PLAYER LEFT

UP RIGHT
JOYSTICK

SE LECT

THROlV

THROW {FOR C. TABLEI

sv,"couNTE R

SW'COUNTER

FOR
C.TAELE

Yel.

Y!l

2P

TO
MONITOR

CONNECTION

LAYERS SELECT

V{DEO RED

VIDEO GREEN

VIDEO BLUE
I

corJPosrT sYttc

GND

Ora. lst PLAYER

Red lst PLAYER

Red 2nd PLAYER

Yel. LEFT COIN

Brn. RIGHT COIN

NOTE:

CONNECTION FOR USE WITHOUT COIN METER

R

coM

COXNECT ZITTIER
?lN 32{ oR = 25

+5t
(PM -a)

EITHEB
PIli F2{

ue

n.

el

n.

1?

A. 1

8- -2

c' '3
D. .4

E 5

F I
H 7

. Jr rB

K g

L l0

M il
N 12

P 13

R 14

s l5

T r6

U 17

r8

W 19

X 20

Y 21

z 22

a 23

h 24

c ZJ

d 26

e .27 '

t .28

NC

NO

'*ffiis*Y,rh,



UNT\ERSAL Connector Pinout
(Intenral sound amplifi.er versions)

Ground I A Ground
Ground 2 B Ground
+5 Volts 3 c +5 Volts
+5 Volts 4 D +5 Volts

Vert Sync (+) D E Not Connected
Horiz Sync (+) 6 F Not Connected
Not Connected 7 H Not Connected

+12 Volts 8 J +12 Volts
Not Connected I K Not Connected
Not Connected 10 L Speaker (+)

Not Connected 11 M Speaker (-)
Not Connected 12 N Tilt Switch

lP Up 13 P 2P Up
Not Connected t4 R Not Connected

lP Right 15 s 2P Right
Not Connected 16 T Not Connected

lP Dovzr t7 U 2P Down
No! Connected 18 v Not Connected

lP L€ft 19 w 2P lreft
Not Connected 20 x Not Connected

lP Start 2l Y 2P Start
lP Push 1 22 z Video Red
2P Push 1 23 a Video Green

Coin 1 24 b Video Blue
Coin 2 25 c Comp SfarcG)

Not Connected 26 d Not Connected
Ground 27 e Ground
Ground 28 f Ground


