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ROMSMRIminc. 

Invites You To Use 
OUR PHONE OR FAX NUMBER FOR 

SERVICE INFORMATION CONCERNING THIS GAME, OR ANY 
OTHER ROMSTAR GAME YOU NOW HAVE ON LOCATION. 

CALL US FOR PROMPT, COURTEOUS 
ANSWERS TO YOUR PROBLEMS. 

ROMSTAR, INC. 
22857 LOCKNESS AVENUE • TORRANCE, CALIFORNIA 90501 

TECH. DEPT. 	PHONE (213) 539-2744 
FAX (213) 539-3626 

*FACTORY SETTING PLEASE SET THE Fl DREAM PCB AS FOLLOWS: 

DESCRIPTION SETTING ADJUSTMENT POSITION DIP BANK 

CONTINUE MODE WITH OFF 8 B 

TEST MODE NORMAL 7 A 

VER. USA ON 7 B 

COIN 1 1 COIN 1 PLAY OFF/OFF/OFF 4/5/6 A 

COIN 2 1 COIN 1 PLAY OFF/OFF/OFF 1/2/3 A 

F1 POINT 12 POINTS OFF/OFF 4/5 B 

DIFFICULTY NORMAL OFF 6 B 

TYPE UPRIGHT ON 3 B 
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Installation Procedures 
Something To Think About 

Your final product will be a new game. 
You have made a wise decision to transform a game that has seen better days 

in the all important cash box into a new game. This is by far the most cost effective 
alternative to maximize the return of your initial investment. All you provide is the 
cabinet with a power supply and a monitor. Oh yes, you will need a touch of elbow 
grease. And that's it! We provide the rest. The end result is . . . a new game at a 
very low cost. 

Fact: Spend a little time on the cabinet's appearance (i.e. marquee, control panel 
and cabinet graphics). With a little paint, some wood putty and new lights, you will 
raise the profits of any game. . .especially with the introduction of a new game 
package. 

The new game look should always apply to the inside of your game as well 
as the outside. A few wire ties and shrink tubing on your harness; some fastening 
hardware on your subassemblies and a sweep with the or vacuum cleaner will en-
sure that unnecessary glitches do not occur. 

Remember: You are creating a new game. 
If you have any questions or just need some advice on any of your new game 

transformations, don't hesitate in giving a member of our technical staff a call. 

Let's Get Our Hands Dirty 

Preparing the Original Game for the New Game 

Remove the following: 
1. Main logic board(s) 4. Monitor Bezel 
2. Control panel 5. Marquee 
3. Monitor plexiglass 6. Graphics 

I would recommend painting your cabinet to give it a fresh new look. You may 
consider having an auto body shop take care of your painting needs. 

If your cabinet has wood grain sides; remove old graphics and adhesive (adhesive 
may be removed with lacquer thinner. 

If you intend to use your original plexiglass, be sure it is in mint condition or it 
should be replaced. 

Thoroughly clean out your cabinet. 
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Monitor Wires 

You will be connecting the wires designated for the RED, GREEN & BLUE video 
guns along with the SYNC & GROUND wires. 
NOTE. . .CONCERNING SYNC: 

Your new game only calls for one sync wire connection, this is called 
composite sync (horizontal and vertical tied together). This composite sync 
is also negative. Most monitors have supply positions for both negative 
and positive sync. You can check your monitor manual or call our technical 
department for assistance. 

Speaker Wires 

Find the two wires that are designated for the speaker and hook 'ern on up. 

Coln Door Wires 

I. 	Connect the designated wires to the coin switches and meter. (See tech tips) 
2. You can connect your door lamps to the unused —5V power supply. Some games 

have separate power outputs for the coin door lamps. 
3. Be sure to clean and lubricate your old coin mechanisms. Keep the money 

coming in. 

GUESS WHAT? 

You are almost done with the electrical connections of your new game. All you 
have left is the control panel wiring. But we are going to hold off on that for right 
now. We have a few other things we need to do first. So why don't you go ahead 
and get yourself a drink of water and stretch your legs. When you return, we can 
take a fresh look at your progress and then move forward. 

Smoke Test 
What Test? 

Don't worry. All this means is that you are ready to apply power to the system 
for the first time and you pray that there will be no smoke from a simple oversight. 

You are just about ready to power up the logic board. But first we need to recheck 
your work. 
1. Carefully inspect the game for loose power wires, exposed connections and extra 

fastening hardware. 
2. Make sure the logic board, monitor and power supply are securely fastened in 

place. 
3 Double check the connectors to be sure they are wired and connected properly. 
4 Set the dip switches on the logic board to the factory recommendations. (Refer 

to page 5.) Also, be sure you set the dip switches for "DEMO WITH SOUND". 
This will enable you to hear as well as see that your new P.C.B. is functional. 
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Control Panel Assembly 
1. Remove the buttons, joysticks and wire harness and put them aside for now. Do 

not remove the original panel overlay until the new holes have been drilled. 
2. Mark positions on the panel for the new holes. 

ROMSTAR supplies a clear 1/8" thick piece of plexiglass with every new 
game package to cover the control panel. We feel that your new game 
investment is well worth protecting. . . and the control panel is the first 
place to show wear and tear. 

• You will need to cut this piece to size. Use the control panel as a template. 
• Use a razor knife to score the plexiglass deeply. Then use a pair of pliers 

to break away the extra plexiglass. 
3. Now drill the holes in your panel that you have marked off for the buttons, 

joystick and bolts. 
Hint: For best results, use a chassis or sheet metal punch for button holes. 

4. Drill the same holes on your plexiglass panel protector. Once again use your panel 
as a template. 
Hint: To avoid chipping while you are drilling the holes, place the plexiglass 
securely on a soft wood surface and use a plexiglass drill bit and hole cutter. 

5. The holes are now all cut. Smooth them out on your panel and plexiglass with 
a fine toothed file. 

6. Remove the original graphics overlay from the panel. Clean up the panel and 
install your ROMSTAR graphics. 
Make It Easier: Peel the top half of the protective backing off of your graphics. 
Start from the center and smooth out your overlay. Make sure you have about 
an inch extra coming off the top. No bubbles please. Now peel off the bottom 
half and do the same as you did for the top. 

7. Adhere the instruction and function labels. 
8. Install the Plex Control Cover over your completed new game panel. 

Note: Be sure to bolt the plexiglass securely to the panel. 
9. Mount the joystick and the buttons to the panel and wire them up. (Use the 

existing Panel wiring if possible) 

Marquee Installation 
Using the original marquee as a template, Center your new game marquee graphics 

and score the new marquee deeply to fit the cabinet. Break off the excess with pliers. 
Note: when cutting marquee to size, check to make sure that you are cutting as 

little of the necessary art as possible (name, manufacturer, etc.) 

Be sure the light behind the marquee works. Everything should always work 
on a new game. 
Take your time ... Don't forget this is going to be a new game. 
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HORIZONTAL SYNC INPUT FROM PC B 
(OR COMPOSITE SYNC INPUT) 

HORIZONTAL SYNC OUTPUT TO MONITOR 
(OR COMPOSITE SYNC OUTPUT) 

VERTICAL SYNC INPUT FROM P C B 

VERTICAL SYNC OUTPUT TO MONITOR 

SOLDER TO 
EXISTING CHIP 

S V« 

NOT 
USED 

NOT USED 

GROUND 

FIG 2 

BENT PINS 

GND (PIN 7) 

FIG 1 

RED 1 0 

GREEN 2 0 

BLUE 3 

GND 4 0 

VERT 5 

HORIZ 6 

MPSA 56 

IN4148 

ZD201 

X202 
CUT TRACES --Y.  

X201 

Star Tech Tips 
We are grateful to Star Tech JournalTM for allowing us to publish the following excerpts from their journal. 

1. Monitor Sync 
If your monitor does not have dual polarity positions for sync, you may use one of the following methods 
to get your game going. 

CURE 1: Install a simple one I.C. Circuit on your logic board. This I.C. may be "piggy backed" on to another 
7404 series chip for power by bending up all but the two power pins so that they are parallel to the top 
surface of the new I.C. and then connecting the power pins only to the existing chip. (See Fig. 1) Next 
connect the sync wires as shown in Fig. 2. (Note: Figure 2 shows a hookup for either composite or 
separate syncs.) 

CURE 2: Used for Wells-Gardner Video-Sync boards with positive sync connections only. (Vertical mount 
board 85x1406. 

Cut the traces on the solder side of the board between input pins 5 & 6 to the unbanded (anode) ends of 
diodes X201 & X202. 
Add MPSA 56 transistor as follows: 

Collector to anode leads of diodes X201 & X202. Base to pins 5 & 6 of the video input connector. 
Emitter to cathode (banded) lead of zener diode ZD201. 

Insert a 1N4148 diode - cathode to the emitter of the MPSA56 and anode to the base. (See Fig. 3) 

FIG 3 
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DIP SW - Fl DREAM 
DIP SW A 

ITEM DESCRIPTION 1 2 3 4 5 6 7 8 

COIN 2 

1 COIN 	/ 1 CREDIT OFF OFF OFF 

I / 2 ON OFF OFF 

I / 3 OFF ON OFF 

1  / 4 ON ON OFF 

I / 6 OFF 	• OFF ON 

2 / 2 ON OFF ON 

3 / I OFF ON ON 

4 / I ON ON ON 

COIN I 

I COIN 	/ I CREDIT OFF OFF OFF 

1 / 2 ON OFF OFF 

I / 3 OFF ON OFF 

I / 4 ON ON OFF 

1 / 6 OFF OFF ON 

2 / I ON OFF ON 

3 / 1 OFF ON ON 

4 / I ON ON ON 

TEST 
MODE 

NORMAL OFF 

TEST ON 

SCREEN 
FUP 

NORMAL • OFF 

FLIP ON 

DIP SW B 

ITEM DESCRIPTION I 2 3 4 5 6 I 	7 I 	8 

NOT 
USED 

N/A 	 * OFF OFF 

. 
TYPE 

TABLE OFF 

UP RIGHT ON 

Fl POINT 

12 OFF OFF 

16 ON OFF 

- 	 18 OFF ON 

20 ON ON 

DIFFICULTY 

- 

NORMAL 	 * OFF 

DIFFICULT ON 

VERSION 
JAPAN ON 

USA ON 

CONTINUE 
PLAY 

ON OFF  
OFF 	 * ON 

DIP SW POSITION 

 

ON 

OFF 

 

   

KEY HOLE 

= DIP SW B 

1:=1 DIP SW A 

0 VOLUME 
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