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Technical Information
|1 Required power capacity

GND-Veo 5V 44 or more

GNDH + 12V)

* Sea the Wiring Diagram.
(20utput

R (red):-analog, positive G{gresn):analog, positve: B{blua):analog, positive SYNC:H-Y complexed, negative
{31The monitor should be vertically mnstalied
(4 J=a the volume knob o the PCB to adjust sound level Turn the knob clockwise for increased wolume.
{5Handle with care

Play Instruction

= 1 or 2 players can play at the same time.

+ Move your TWINBEE/WINBEE with the Bway joysbick, Use the SHOOT button to destroy the enamies in
the alr and on the ground. (Pressing the second fira button, if connected, funtions are the same)

= Keep the button pressed and releasze it to make a BIG SHOT.

= Destroy the enemies on the ground and pick up power-up items '.

STAR, _ _ Destroy the enemies in one go.
BELL . . Triple shol can be fired.
GWINBEE .. . Extra firing power, Capture It for ‘powerful beam.

« Special power up in 2player mode:

TWIN ATTACK, . . When the players get side by side, their bodies flash and a powerful beam is fired

BUMPING ATTACK. . . Each time one player bumps into the other in a vertical direction, a powerful
shot spreads in 5 ways.

GWINBEE ATTARCK, . If the two players colide with @ach other with GWINBEE between them, he
springs out and dastroy the enemies automatically.

* Shoot the clouds, and power-up bells come out. Shoot the bell to change its colar and pick it up at the
desired powerup: Yellow (Bonus points) —+White (Double shot)==Blue (Speed upl—+Green (Fallower)
—fted (Shield)—+Purple (Tail shield)—=Black (Speed down).

- When the color i chinged In two rounds, the bed turns into an enemy

= if arms are broken, get into the ambulance o have them repaired,

* Continuation |s avalable with the bonus poweraup feature by inserting additional coin and press START
button within 10 seconds of game over. You can restart with 1st ievel speed up. Triple shaot and Shieid
equippad. If more than 10 seconds has passed belora pressing START button, you will restart without
any power up features. (Buyin)

= There are 7 stages in all. The game s over when the second round is cleared.

f.}untrnl Panel Information

An Bway [oystick and & fire button per player are necessary. If the second fire button lor each player =
als0 connected, both buttons provide the same function

T a T A
3 = P =

SHOOT /MGSILE ey SHOOT /MISSILE
Bway BUTTON BWAY BUTTON
JOVSTICK IO¥STICK

Manual Test
[1HOW TO START

After switching on, press the TEST SWITCH on the PCB, and you will get the MEMU SCREEN of the
manual tast,
CCAUTION> DO NOT SWITCH ON WITH TEST SWITCH PRESSED, OR THE PROGRAM I THE EEPROM IS
WNITIALIZED TO DEFALLT :
(2HOW TO RETURN TO THE GAME MODE 1
Select T7. GAME MODE | on the MENLI SCREEN to return to the game mode.




[FITEMS AND HOW TO SELECT
Use JOYSTICK ta select the tem and prass START button to begin Press START again to return to the
MENU SCREEM

L. MASK ROM CHECK

2 SCHREEN CHECK

3. COLOR CHECK

4 1/0 CHECK

5. SOUND CHECH

6. COIN, GAME OPTIONS

7. GAME MODE

*in the 1 MASK ROM CHECK™, pressing START button does nol return to the MENU SCREEN during the
lirst hadf of the test

* In the "5, SOUND CHECK™, press PLAYER 2 START button to change sound coda. Press PLAYER | START
bution o return to the MENU SCREEMN

(416 COIN, GAME OPTIOMNS"
Use JOYSTICK 1o select opton and press START button to modity.

COIN, GAME OPTIONS
FREE PLAY MO b CYES/NODY
COINT 1 COIM 1 PLAY e COMN SWITCH NOUL SETTINGS
COINZ 1 COIN 1 PLAY  |---COMN SWITCH NO.2 SETTINGS ){“""" RACHAAT- 1)
1 CREDIT 3 sHIPS fresas 41/3/5/7 SHIPS}
DIFFICULTY NORMAL e CEASY /NORMAL/DIFFICULT/VERY DIFFICULT>
DEMD SOUND oM {r==r-SOUND IN ATTRACT MODE  <ON/OFF>
SOUND MOMNALRAL o SOUND OUTPUT  ¢MONAURAL /STERED)
MONITOR MNORMAL Feo SCREEN FLIP  <NORMAL/UPSIDE DOWN
FACTORY SETTINGS {== INIMALIZE TO DEFAULTS
SAVE e SAYE MODIFICATION
EXIT | Gk A RETURN TO MEMNU SCREEN
JOYSTICK=SELECT OPITION
START=MODIFY OPTION
G EONAMI 1881

—J

# When "SAVE" is selected, "SAVE COMPLETE" message appears

*if you "EXIT" without selecting "SAVE™ after modifying options, the message “SAVE NOT COMPLETED. BO

YOU WANT TOD SAVET appears. Selecting “YES" returns to the above screen with “SAVE COMPLETE®
message, and N0 to the MEMU screan
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CON| CREDIT | |COIN| _ CREDIT
1 1 i [ 1 1
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1 5 | 1 5
1 6 | 1 6
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4 q | 1
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WIRING DIAGRAM
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