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I. GENERAL INFORMATION
INTRODUCTION

-

Guerilla War is a microprocessor based coin-operated electronic game
that makes extensive use of digital integrated circuitry and television
monitor concepts. This manual is designed for the use of maintenance
technicians who possess a general knowledge of solid-state circuitry and
videg monitor theory. Any individual NOT knowledgeable in these areas
SHOULD NOT attempt repair of the electronic portions of the game.

In addition to this manual and training in electronics, troubleshooting
and repair will be facilitated by access to general-type handtools, a
multimeter, a 50 or 100MHZ oscilloscope and a logic probe would be
helpful.

WARNING

Do not attempt to troubleshoot or repair the PCB if it is found to be
faulty or your warranty may be voided and repair charges will be more
costly. Always contact an authorized SNK distributor or the SHX Service

Manager to troublesheot your PCB problems.

Whenever you change parts or insert/disconnect the edge connector, always
check to make sure the power is off! After you are sure the power 15
off. wait approximately 1C seconds before proceeding to remove the edge
connector to allow time for the power supply to discharge.

Always use caution to stay clear of the high voltage sections to avoid
the possiblity of electrical shock.




HOW TO PLAY

41y

Guerrilla War is a 1 or 2 player survival shooting game. Play can be
simultaneous or either player can join in at any stage during play.

The rotary Joystick controls the hero's movement and 8-way fire direc-
titon. Press yellow button tc fire machine gun and press black button
to fire grenades and tn!get in and out of tank. Flavers may get into
enemie's tank when they.are destroyed. When certain enemies are killed
they change into bonus weapons. The dip switch adjusts the level of

difficulty in four stages.

ROTATE JOYSTICK FOR DIRECTION OF FIRE.

&S &

1-PLAYER 2-PLAYERS

&S &S & &
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1. OPERATION - S R

INSTALLATICN
Your game was shipped from the factory in ready-to-play condition. fﬁff

A brief inspection is suggested before the PCB is removed from the

~carton. If there is damage to the shipping carton, contact the freight -

carrier for claim purposes.

After the carton has been satisfactorily inspected, remove the FC
from the shipping carton.
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Examine the interior of the game for disconnected wires, cables or ~ =

harnesses. Make sure the electronic devices are securely mounted in
their sockets, etc. Record any problem and contact your customer
service representative for technical assistance.

PCB SPECIFICATIONS
Operating requirements

¥Yoltage +5.00 volts to 5.10 volts D.C., -5YDC, +12VDC.
Amperage 7.5 amps

Power 38.5 watts

Temperature 0° to 30°C or 32° to IDO°F

Humidity 95% relative

The 5 volt supply draws about 7.5 amps on this PCB design and the power
supply should be adjusted for maximum efficiency and reliability. When
the voltage is correct, both LEDs will be 1it. If only one LED is 1it

the 5 volt supply must be adjusted.

This machine should onty be adjusted by a QUALIFIED technician.
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OPTIONAL SETTINGS

DIP SW NO.1

[mem | eeecmocamon [1]2]s]4[s[e]7]e

COIN UP CONTINUE !jﬁ?
GAME STYLE =
STANDARD ON

BISPL AY NORMAL PICTURE E_EE__I
INVERSE PICTURE (on,
— (

*SECOND BONUS
**EVERY BONUS

=
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NUMBER OF HERD

T
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1 COIN 1 PLAY
2 COIN 1 PLAY
d COIN 1 PLAY
4 COIN 1 PLAY

1 COIN 6 PLAY

COIN 2 t COIN 4 PLAY -

1 COIN 3 PLAY
1 COIN 2 PLAY

COIN 1
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*Second Bonus ..... Credit one {HERD) evetﬁ 2nd bonus

**Evary Bonus ..... Credit one {HERD) at 1st and 2nd bonus only.
No further heros awarded.

=

'DIP SW NO.2

ITEM SPECIFICATION

LEVEL 1

LEVELOF  [WORMAL __ |ow|oe|  LeveL 2
DIFFICULTY  [HaRD  {oFF|oN])  LEvEL 3

| DFFICULT _~ [ONJON}  LEvEL 4

OFF |OFF | DEMO SOUND OFF
SOUND ' [on JorElokmo sounp on
MONITOR 'OFF JON | NEVER RESTART
SETTING STOP YIDEC DISPLAY

BONUS

POINTS 40,000/80,000
SETTING 50,000/100,000 -

1ST/2ND

NO BONUS

NOTE: Bold face suggests factory recommended settings.



DISPLAY TEST MODE

A. SELF ROM CHECK

n The memories are automatically self checked whenever power is applied. To
enter the test mode, hold the test switch on until PICTURE is displayed.
Press the test switch to continue the display tests or reapply power to

I EEEEEEEE

B. PICTURE 1 - CROSS HATCH

Adjust the monitor for a SQUARE
PATTERN throughout the display
and on the adgse of the monitor.

C. PICTURE 2- COLOR TEST

Assures that the correct colors ars 2 COLOR TEST

properly wired to the monitor.

RED GREEN BLUE

D. PICTURE 3 - CONTROL TEST

3 LEVER SWITCH

Insert coln and conflrm that the COIN
change from a 0 to 1. The service |
switch can aiso be checked hare. P1 PUSH2

COIN-
SERVICE

P2 PUSH2

As alever 'Tlr s:itr:h ttll.lr:s $n. Oon ::::a | 511 &;ART E EE SJMT 3
monitor will change to 1. Turning the

joystick dial clockwise increments F1 DOWN P2 DOWN @

the LEVER DIAL by one. Turning the P1 LEFT PZLEFT O

Joystick dial countar-clockwise P1 RIGHT P2 RIGHT 0

decrements the LEVER DIAL by one. P1 DIAL P2DIAL O

0

0

0

0
0
D
0
P1 PUSH1 O P2 PUSH1
0
D
0




E. PICTURE 4 - MODE CHECK

& MODE
Set desired mode by setting the DIP |
SWITCHES on the PCB. {Reafer to the
OPTIONAL SETTINGS.) When the switch ﬂip éﬁfﬁﬁgﬁﬁ D‘%P iﬁfﬁfgﬁg
t turns on, the number of that BIT will CONTENUE
change from 0 to 1. The actual moda will DISPLAY KORMAL

also be displayed. HERD 3

I COIN1 1PLAY 1 COINZ 6PLAY
LEVEL a

DEMO  SOUND ON

15T 8O0KUS 40,000P |
ZND  BONUS £0,000P EVERY

F. PICTURE 5 -7 FONT TEST

Confirm that the Characters are displayed
on the monitor. There are different

colors of characters that will be displayed
automatically.

Picture 6 Font 2
Picture 7 Background Check

FONT CHARACTER

= - & 5 1 . B b 0 1 1 -1

G. PICTURE 8 - SOUND CHECK

Set up the sound Code ["‘?"] to 41-7F,B81-

K
BF or CO-FF by moving the Joystick. The 8 SOUND CHEC

muslc, special effects or volce wlll actlvate SOUND CODE = 7
when you press 1st Playar Control Button

A. If you want to stop fthe sound, set the | 7
Code to OF and press 1st Player Control MUSIC 41

Button A. EFFECT 81-BF
| VOICE CO-FF
STOP OE




D. JOYSTICK ROTARY conneg'nous:

*NOTE: “"R"{Rotary} for proper cnnﬁ'é:tinn of the Harness.

D
®
Volume Control T’
{Pr&pﬂr "Iil’{;;;gn
Indicating LEDe
o ATO003UP0O2 -1 -
—— T
P2
13
{iC N 2)
ik
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E. LS30 - 24 JOYSTICK ASSEMBLY DIAGRAM

FIGURE 2

¥

HOWTO REMOVEKNOB OF JOYSTICK ASSEMBLY.

1. Insart "lingers” ol joystick lool under
knob Maks surs 10 afign lingers with
dots under kncb. Push up lo opan lop
cap.

2. Usa heax wrench 1o remdve shafl nul.

PARTS HO. PARTS NAME L S §
LSI0- 1 Knob e o3

A ﬂ.p o =

B Xnut {M3) B PSS

C Knocb (Main Body} N

D Faytanes
L330-2 Lever mask | S -
L530- 3 Maln guide AL A 4
LS30- 4 Micro Switch Plate . - - g
LS30- 5 Micrg Switch Lo T e
L$30-8 %0 C-Cllp ST -
LS30-7 Specar (B} T Ty
L530-8 Spacer (A} S
1530- § Washes {small) o IMTRT T
LS3-10 Shaly Holder U o
LS30-11  Shalt Holder Stand *  ~~e0 |
LS30-32 Washer {larps) T "‘V‘tﬂi
LSID-13 Speing TR iy *
LS3D-14 120 C-Cilp vy
LS30-15 Shafi
LS30-18 Siar Washar
LS30-17 Raotary Switch Instalintlon Piats {SUS)
LS30-18 Aotary Swikch
LS30-18H Harnass
L530-19 Aoiary Swiich Sloppar
LS30-20 Stand
L530-21 Steal Base
L530-22 Knob saiting 100l
1 530-24

Complste Assambly



MAIN HARNESS CONNECTIONS

CONNECTOR CR7E -56DA - 3.96E (HIROSE)
(1) - {28)

(A f)

Color Key: Stripe / Background

WIRE COLOR SOLDER SIDE |

i
l

PARTS SIDE WIRE COLOR

|
\
\
|
|
|
!
|
|
|
|
|

|
|

- Ground | Al 1]  Ground |  Black
_Ground  |BJ 2]  Ground [  Black
| +svwpc {cfp 3|  45vDC |  RED
____+svoc | bl 4}  +swDC | RED
 swc  |effs|]  svwDC | GREEN
~_+izvoc [ F| 8] +wvoc | MWL
_ xey  |wf@l 7|  kex | ]
 _lJh e8| coinCounteri |  BROWN
 LeftSpeaker- | L §10 | RightSpeaker+ |  White
___GREEN |  VideoGreen | N[ 12 Video Red r3 1IN
 GRAY/RENF |  VideoSync | Pl13|  VideoBlue | LIGHTBLUE
_ EEEEW | ServiceSwich | Rji4{ VideoGround |  BLACK
ue/psy QN | 7rsun  [UJ U] psun | SNy
it /o -SSP | 2PControl1UP | V[[18| 1P Control 1 UP | ™l - |y
— SRS | 2 Convorzoown | W[ 19 | 1P Gonvorzoovn | RN + Ve
o 2P Gonlrol 3 AIGHT | X | 20 | 1P Conirol 3 AIGHT | Jaeuamaey | y:foer
2P Control 4 LEFT. | V| 21 | 1P Controi 4 LErT | il 1 2.
2P Control 5 PUSH 134CZ | 22 | 1P Control 5§ PUSH 1 A< AN | 57crg?
2P Gontrol 8 PUSH Z9Ra | 23 | 17 Control 6 PUSH2F emesll | ~odf
b1
. lelesy
sy
 Ground  lef27|  Ground |  BLACK
 Ground | fJ28|  Ground | it
FIGURE 5
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CONTROL WIRING DIAGRAM
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