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THANK YOU FOR PURCHASING STREET FIGHTER : THE MOVIE™.
CAPCOM® INVITES YOU TO USE THE FOLLOWING MAILING ADDRESS,

TELEPHONE OR FAX NUMBER FOR PARTS OR SERVICE INFORMATION
CONCERNING THIS GAME:

CAPCOM® COIN-OP, INC.

ATTN: FIELD SERVICE - VIDEO PRODUCTS
3311 N. KENNICOTT ROAD

ARLINGTON HEIGHTS, ILLINOIS 60004
PHONE: (708) 797-6100

FAX: (708) 797-6306

THE SERIAL NUMBER OF YOUR GAME IS LOCATED ON THE PRINTED
CIRCUIT BOARD SET AND STARTS WITH THE PREFIX SFM (Ex. SFM10001).

PLEASE HAVE THIS SERIAL NUMBER AVAILABLE WHEN CONTACTING US
FOR SERVICE INFORMATION.

F B | WARNING

Federal law provides severe civil and
criminal penalties for the unauthorized
reproduction, distribution, or exhibition
of copyrighted audiovisual works and
video games.

The Federal Bureau of Investigation
investigates allegations of criminal
copyright infringement.

l Proprietary and confidentlal information, not to be disclosed or copled without the express permission of CAPCOM® COIN- OP, INC. J
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LIMITED PRODUCT WARRANTY
(APPLIES TO DOMESTIC SALES ONLY)

CAPCOM® (Seller), warrants only to the initial purchaser of its products, that the items listed below are free from
material and workmanship under normal use and service for the warranty periods specified:

A. Printed Circuit Boards: (90) days
B. Electronic and Mechanical Components: (90) days

No other part of Seller's products are warranted.
Warranty periods are effective from the initial date of shipment from seller to its authorized distributors.

Seller's sole liability shall be, at its option, to repair or replace products which are returned to Seller during the
warranty periods specified, provided:

A. Seller is notified promptly upon discovery by buyer that stated products are defective.
B. Such products are properly packaged and then returned, prepaid to Seller's designated plant.

This warranty does not apply to any parts damaged during shipment or handling, or due to improper installation or
alteration. In no event shall Seller be liable for any anticipated profits, loss of profits, loss of use, incidental or
consequential damages or any other losses incurred by the customer in connection with the purchase of a CAPCOM®
product.

WARRANTY DISCLAIMER

EXCEPT AS SPECIFICALLY PROVIDED IN A WRITTEN CONTRACT BETWEEN SELLER AND
PURCHASER, THERE ARE NO OTHER W ARRANTIES, EXPRESSED OR IMPLIED, INCLUDING ANY
IMPLIED WARRANTIES OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE.

IMPORTANT NOTICE

THIS SHIPMENT HAS BEEN CAREFULLY INSPECTED AND PROPERLY PACKAGED BEFORE LEAVING
THE FACTORY. WE CANNOT ASSUME RESPONSIBILITY FOR BREAKAGE THAT MAY OCCUR
DURING TRANSPORTATION OF THE GAME. IF THIS GAME IS DAMAGED UPON RECEIPT FROM THE
CARRIER, IMMEDIATELY NOTIFY THE CARRIER AND FILE A DAMAGE REPORT.

) [Proprlelsry and confldentlal Information, not to be disciased or copied witout the express permission of CAPCOM® COIN-OP, INC.]




CARCOMMS TS STREET FIGHTER: THE MOVIE™

KIT INSPECTION

The STREET FIGHTER: THE MOVIE™Xit is used to convert or update older video games to the newest version of this
popular game. Open the packing carton and remove the parts. Check that all parts are in the kit. If any parts are missing or
damaged, contact your distributor.

Kit Parts List

Part No. Description Qty.
GE2030 Joystick (4/8 way) 2
A-0016500 Complete Game PCB Set l
LBOC128 Label, Notice, FCC Compiiant 1
LB00131 Label, Game Features l
PMO0120-Kit Manual, Operator 1
SC00119-04 Screw #8 x 1/2 SLHWH “AB” ZC 6
160130 Switch, Push-button Micro, 1-Player, White l
160131 Switch, Push-button Micro, 2-Player, White 1
160133 Switch, Push-button Micro, Red 4
160134 Switch, Push-button Micro, Blue 4
160136 Switch, Push-button Micro, Green 4
AW00144 Marquee 1
AW00145-1 Overlay, Control Panel I
AW00146 Decal, 6-Button and Joystick 1
C00144-7 Cable Assy, JAMMA Auxiliary l
PMO00121 Template, control pane! Drill Hole 1
KITINSTALLATION
& WARNING: Preparation:
MAKESURE THATELECTRICALPOWER TOTHE GAME 1. Place the PM0O121 joystick and button template supplied
ISOFF PRIOR TO STARTING THE KIT INSTALLATION. in your kit over the control panel to determine where any new
holes should go. Center punch any needed new holes on the
control panel.
Old Component Removal
2 Cutout the new holes.
) Disconnect and remove the old printed circuit board(s)
from the cabinet. 3. If there is an additional control panel cover (such as
plastic or lexan) that will be utilized, cut any additional holes

2)  Remove or open the control panel, and disconnect and using the same template.
remove the buttons and joystick(s) from the control panel.
4. Plug up unused holes with a wood dowel (1-1/8"
3) Remove any covering from the control panel overlay, diameter) and sand any rough edges.
and then remove the control panel overlay.

[ Proprictary and coafidential information, not 10 be disclosed or copied without the express permission of CAPCOM® COIN-OP, INC, l Page i
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Control Panel Overlay Installation:

1. The contro! panel overlay in the kit is oversized to
accommodate most control panel sizes. Center the
overlay on the control panel, leaving some excess
material at the edges.

2. Remove the protective backing from the overlay
and press it down on the control panel, keeping it properly
aligned. Press it down firmly, smooth out any bubbles,
and press it over the edges.

3. Trim any excess from the overlay. Place the drill
hole template on top of the overlay, aligning it with the
joystick holes. Pierce through the overlay at each
control panel hole. Then, cut away overlay material
covering the joystick and button holes. Cut out holes for
the Player 1 and Player 2 Start buttons. Remove the
template and clean off the overlay.

4. Peel off the backings of the 6-button and joystick
decals AW00146, align over the control panel holes, and
press in place on the overiay.

Replace the control panel plastic. See Figure 1.

FIGURE 1
Overlay Installation

Plastic

Decal

Overlay

Control Panel

Marquee Installation

1.  Remove the marquee glass, old marquee overlay,
and the old cabinet graphics.

2. Install the new marquee graphics and replace the
glass.
o

Wiring and Harness Assembly
NOTE:

All switch wires used in this game must be wired to the
normally-open connection on the switches. Each switch
requires a ground wire on the common connector and
the appropriate control or switch wire on the normally-
open connector of the switch.

Buttons and Joysticks

1. Install all buttons and retaining rings on the control
panel as shown in Figure 2. Instail two RED buttons to
the immediate right of each joystick, install two BLUE
buttons to the right of the red ones, and install two
GREEN buttons to the right of the blue ones.

FIGURE?2
Control Panel Buttons and Switches

Control Panel
Sz & é@

Buttons

Retaining

\‘ . ~
Switches ‘ SR
—Z @

2. Notice that there are two white buttons. (See
Figure 3.) Instal} the PLAYER ONE button on the top
left-hand side of the control panel, and the PLAYER
TWO button on the top right-hand side of the control
panel. The WHITE buttons are START buttons.

FIGURE3
Function and Start Buttons

1 Player 2 Player

AN

rProprieury and confidential information, not to be disclosed or copied without the express permission of CAPCOM® COIN-OP, lNCJ
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3. Install the switches on the buttons as shown in Figure 2.
Orient the switches so that when a button is pressed, the red
contact on the switch is depressed.

4. Install the joysticks on the control panel as shown in
Figure 4.

FIGURE 4
Joystick Installation

PLAYER No. t PLAYER No. 2
Button wire color Button wire color
FIERCE White-Violet FIERCE  Violet-Black
SHORT White-Gray SHORT Violet-Gray

FORWARD  White-Black FORWARD Violet-White

The Black lead goes to the switches' ground connection, and
the red and green leads are for speaker connections.

6. Install the other ends of these wires into the game's
original JAMMA wiring hamess connector as shown in
Figure 6.

FIGURE 6
JAMMA Connector

VIO/BLK VIO/GRY VIO/WHT

L J
QOEEE 00
JmEm00
P I
5. Connect the FIERCE, SHORT, and FORWARD button WHTIVIO WHT/GRY WHT/BLK
switches to the JAMMA auxiliary cable shown in Figure 3. A f
Connect the JAMMA auxiliary cable leads (female spade) to [] T 0 0 L s o o o Tl L o [ e o o [ P [ [ [ D
the FIERCE. SHORT, and FORWARD control panel button vvivivivivivivivivivivivviv]viviviviviviviviviveiv]e)
switches as shown In the following chart. 1 28
FIGURESS
JAMMA Auxiliary cable
//’\\\ souL% PCB

gn

TO
JAMMA
CONNECTOR o ) .
Press the pins into pin locations b,c, and d, and 24, 25,
7 and 26, from the backs of the connector's pin openings.
Follow the wire colors shown in Figure 6.
7. Connect the remaining buttons and the joysticks
T0 to the original JAMMA harness according to the wiring
PUSH-BUTTON L
SWITCHES chart shown in this manual.

L Proprietary and coafidential information, not to be disclosed or copied without the express permission of CAPCOM® COIN-QP, INC. ]
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Printed Circuit Board These outputs connect directly to the left and right speakers.
I Mount the PCB to the cabinet in the space where the old The connectors are keyed. Be sure they are mounted correctly.
PCB was mounted. Mark and drill pilot holes. Attach the
PCB 3 i 1 / E

C standot'fs to the cabinet using wood screws and spacers. / I\ WARNING:
Do not overtighten the screws or the board may warp or crack.

Plugging the JAMMA connector in backwards will cause

Wire Harness damage to the PCB.
I Attach the kit wire harness connectors to the new PCB

as shown in Figure 6. Notice that the 3-pin connector goes to NOTE:

JP12.

This game requires a JAMMA standard wiring harness. If
your original game does not are use a JAMMA harness, you

FIGURE 6 should change to one.

Kit Wire Harness PCB Connections

Audio Level

Audio output level is changed by going to Test Mode
and adjusting Volume Level setting.

Label Instructions

There are two stick-on labels that come with the kit.
LB00128 is an FCC Compliance Notice Label. Peel off
the backing from the sticker and apply it to the back of
the game, as shown in Figure 7. LBO00131 is a Game
Features Label that goes on the monitor bezel or on the
control panel. Peel off the backing and apply the sticker

to either of the locations shown in Figure 7.

FIGURE7
Sticker Locations
12 nection wire color
Pin 1 - Player 1 RoundHouse Wht GAME FEATURES l
Pin 2 - Ground Bk (LOCATION Q ~—— Fcc
Pin 3 - Player 2 RoundHouse Vio OPTIONAL) HABEL
(See Pinout Table)
JP 5 Speaker connections wire color
Pinl-L(+) Red/Gry
Pin2-L{-) Red/Blk
Pin3-R(+) Gm/Gry
Pin4-R(-) GnvBk
(See Pinout Table) Py
i i

J1 and J2 are low-level stereo audio outputs. If used, they
require amplification or an amplifier board.

Page 4 L Proprietary and confidential information. not to be disclosed or copied without the express permission of CAPCOM® COIN-OP, INC. l




QAL 1°coIN-0oP, INC.

STREET FIGHTER : THE MOVIE™

TEST MODE

To enter the Test Mode. press the Test Button, located
just mside the coin door. When the Test Button is
pressed or DIP Switch 1 is flipped to the OFF position,
the screen displays the Main Service Menu.

NOTE
[t you used the DIP switch to enter the TEST MODE, you
will need to flip the DIP switch back to the ON position in
order to return to the game.

| GAME AUDITS MENU

| SYSYEM TESTS MENU

MAIN SERVICE MENU

The Main Service Menu allows you to enter into three
different areas.

OPERATOR ADJUSTABLES is used for customizing your
game for your location. Some of the features in Operator
Adjustables are number of coins per game, sounds on or off
when no one 1s playing, ditficulty settings, etc.

GAME AUDITS allow you to check your games’ overall
earnings, game times, game scores, etc. The Audits can be
reset through this menu as well.

SYSTEM TESTS verifies the operation of the hardware,
controls, and monitor through easy and automatic procedures
accessed through these menus.

To exit any of these tests and return the game to its normal
state, use any player joystick to highlight the line that says
EXIT and press any player start button.

COLOR KEY NOTE

For casy identification, all test screens have been color-coded.
[tems displayed in GREEN are the MENU ddes. This is the
name of the menu that 1s currently displayed. [tems
appearing in YELLOW are the menu’s instructions. The
BLUE utems are choices available in this menu. The WHITE
ttem is the selection that is currently highlighted. [f RED is
ever displayed, there is a problem with that item and it should
be corrected.

OPERATOR ADJUSTABLES

The Operator Adjustables section is accessed through the
main service menu. From the Main Service Menu, move any
player joystick down until the word OPERATOR
ADJUSTABLES MENU appears in white letters. Now
press any player start button, and the Operator Adjustables
Menu will appear on the screen.

STREET FIGHTER V1,00

JOYSTICK UP AND DOWR TO SELECT.
PRESS START TO CHOOSE

OPERATOR ADJUSTABLE MENU

EXIT ADJUSTABLES E

GAME MODE SELECTION

GAME RESETS

VOLUME SETTINGS

ATTRACT MODE SOUNDS

CREDITS SETTINGS -

VIGLENGE SETTINGS

SKILL LEVEL ADJUSTMENT

| HORIZONTAL SCREEN ADJUSTMENT

OPERATOR ADJUSTABLES MENU
There are many possible customizing procedures available
with the game. Below s a brief description of each adjustable
tunction and what the screen looks like when displayed.
Remember, to select an item trom any menu, use any player
joystick to highlight the item in white, and then press any
player start button.

L Proprietary and confidential information, not to be disclosed or copied witout the express permission of CAPCOM® COiN-OP, INC. I
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Game Mode Selection

This menu allows you to place the game in standard Coin
Mode, or choose free play.

GAME MODE SELECTION SCREEN

In COIN MODE, the game will only work if coins are
deposited into the game.

In FREE PLAY, coins are not needed for play and the

Start buttons are always active.

GAME RESETS

The Game Resets Menu will cancel or zero-out any custom
features or bookkeeping figures that are no longer wanted.

GAME RESETS SCREEN

RESET ALL TO FACTORY SETTINGS will change the
game back to the game wus pre-set when new. Anv custom
features, such as Free Play and Skill Levels, will be changed
back to the original settings set at the tactory.

RESET HIGH SCORES ONLY 1s used to erase all of the
high scores stored in memory.

RESET AUDITS ONLY is used when all of your bookkeeping
and statistics have been gathered trom the Audits section and
are no longer needed. If you like to gather all of your
accounting informaton each week or after each collection, it is
a good practice (o reset all of the audits so your coin count will
match the audit information.

ATTRACT MODE SOUNDS

This menu 1s used to adjust the sounds that are heard while the
game 1s 1s not being played.

STREET FIGHT Vl o0

4 "JOYS‘T!CK UP AND OOWN TO SELE
' PRESS START TO GHOOSE =

ATTRACT MODE SOUNDS
ALL ATTF!ACT MODE SOt NDS QFF

OCCASIONAL ATTRAGT MODE SOUNDS

AL ATTRACT MODE SOUNDS ON -

ATTRACT MODE SOUNDS MENU

ALL ATTRACT MODE SOUNDS OFF will not allow any
sounds to be played during the attract mode.

OCCASIONAL ATTRACT MODE SOUNDS plays sounds
about every ten to twelve times the attract mode is repeated.

ALL ATTRACT MODE SOUNDS will play sounds during
every attract cycle.

Page6 l?roprleuryandr fidential Information, not to be disci

d or copled witout the express permission of CAPCOM® COIN-OP, INC. ]




















































