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iINTRODUCTION

INTRODUCTION

This manual presents information and explanations on how to run software for, "HOUSE OF THE DEAD: 
SCARLET DAWN"

This manual is intended for the owners, personnel and managers in charge of operation of the product. Operate the 

keep it near the product or in a convenient place for easy reference when necessary.

Refer to Owner’s manual for information on installation, operation, maintenance, inspection, transportation, parts 
and wiring.

In the event that you cannot carry out the work in accordance with the instructions provided in this manual, or, 

purchase for this product.
Do not touch the internal system unless you are a technician.

Note: Descriptions herein contained may be subject to improvement changes without notice.



ii INTRODUCTION

For the safe usage of the product, the following pictographs are used:

"Caution: Electric shock"

"Caution: High temperature"

Indicates something you must not do when handling the product.

Indicates a "protective earth terminal."

Use of this product is unlikely to cause physical injuries or damage to property. However, points that require special 

Indicates an important detail when installing, operating, or maintaining/inspecting
the product.

appropriately.
Depending on the degree of severity, the terms of DANGER, WARNING, CAUTION, etc., are used. Be sure to 

injury or death.

hazardous situation which can result in death or serious injury.

hazardous situation which can result in personal injury and/or material damage.

 DESCRIPTION OF WARNING DISPLAYS

18A2e



iiiINTRODUCTION

Site maintenance personnel:

Individuals with experience in maintaining amusement equipment, vending machines, etc., working under the 
supervision of the owner/operator of this product to maintain machines within amusement facilities or similar 

Activities to be carried out by site maintenance personnel:

parts.

maintenance of amusement equipment. The individual should have either graduated from technical school or hold 

Procedures not described in this manual or marked as 'to be carried out by site 

out by personnel without the required knowledge and technical expertise. Work 

electrocution. 

18A3e
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GAME DESCRIPTION 1

 1 
1



2 GAME DESCRIPTION

MENU ITEMS

Controller Aims crosshair in the direction of the controller / moves the cursor.
Trigger

the selection screen.
Subtrigger (Sub trigger) / 
Select lever
P1 START button

P2 START button
Xtreme audio button
(Extreme audio)
REAR COVER EYE
MOTION SENSOR Emits surprise lights and sounds when the sensor is triggered.

1-2  OPERATING INSTRUCTIONS

1



GAME DESCRIPTION 3

Advertise

STORY MODE

MODE SELECT (See 1-4-2.)

STORY MODE GAMEPLAY SELECT PATH MODE GAMEPLAY

CONTINUE (See 1-4-5.) CONTINUE (See 1-4-5.)

GAME OVER

SELECT PATH MODE

ITEM SELECT (See 1-4-3.) ITEM SELECT (See 1-4-3.)

1



4 GAME DESCRIPTION

1-4-1  INSERTING CREDITS

Select and shoot which mode to play with the controller.

MENU ITEMS

STORY MODE
Recommended for new players.

SELECT PATH MODE

Note:  The game starts automatically in STORY MODE when MODE SELECT in GAME ASSIGNMENTS is set to 
OFF.

1-4  HOW TO PLAY

1



GAME DESCRIPTION 5

The player can select up to two items to use in the game.
Each item has its own characteristics and restrictions such as ammo.

Shoot "NO" with the controller to cancel the selection.

1



6 GAME DESCRIPTION

Note: Credits can be entered by inserting coins or using the Swipe card anytime during gameplay. 

1



GAME DESCRIPTION 7

1-4-5  CONTINUE

Note: Credits can be inserted by inserting coins or using the Swipe card. 

1



8 GAME DESCRIPTION

1-4-6  RANKING

After completing all the stages in the game, the player can enter their name into the rankings if their total points rank 
among the existing high scores.

the ranking screen.

The process is not performed during gameplay.
The process is performed when the game returns to the Advertise screen.

The following rankings are available.

1PLAYER AGENT RANKING
2PLAYERS AGENT RANKING

1



TEST MODE CONTROLS

Unlock the Control panel with the master key and then open it. There is a switch unit inside.
When doing this, ensure that the Control panel remains open until the Stay locks into place.
Lift up the Control panel to unlock the Stay, and then close the Control panel.
Note: Instructions are provided via illustrations without the Roof for the sake of convenience.

MENU ITEMS

TEST button

SERVICE button Enters Service credits. Coin meter does not increase.

Do not touch undesignated places. Touching undesignated places can cause an 

 2 

2-1  SWITCH UNIT

2



10 TEST MODE CONTROLS

MENU ITEMS

Subtrigger
Select lever
Trigger

2-2  CONTROLLER

CONTROLLER

2



GAME TEST MODE 11

Select menu items to conduct various tests or change game settings.

CONTROLS

screen.

MENU ITEMS

BOOKKEEPING
INPUT TEST
OUTPUT TEST
GAME ASSIGNMENTS
CONTROLLER 
ADJUSTMENT
OUTPUT ADJUSTMENT

BACKUP DATA CLEAR
SYSTEM TEST MODE

 3 

3



12 GAME TEST MODE

Checks each game data.

CONTROLS

MENU ITEMS

COIN 1
COIN 2
TOTAL COINS
COIN CREDITS
SERVICE CREDITS
TOTAL CREDITS

CREDITS.

3-2  BOOKKEEPING

3



GAME TEST MODE 13

CONTROLS

MENU ITEMS

NUMBER OF GAMES
FIRST PLAY
CONTINUE PLAY
MODE SELECT

Note: When MODE SELECT in GAME ASSIGNMENTS is set to OFF, 
MODE SELECT will not be displayed in the game and neither mode 
will be counted.

STORY MODE
SELECT PATH MODE
TOTAL TIME Total operation time
PLAY TIME
GAME TIME
AVERAGE PLAY TIME Average play time for one game
AVERAGE GAME TIME Average gameplay time for one game
LONGEST PLAY TIME Longest play time for one game
SHORTEST PLAY TIME Shortest play time for one game

3



14 GAME TEST MODE

Checks each input device.

CONTROLS

MENU ITEMS

CONTROLLER 
TRIGGER

It is working correctly if it switches from OFF to ON when the trigger of the 
controller is pulled.

CONTROLLER SELECT It is working correctly if it switches from OFF to ON when the select lever of the 
controller is operated.

CONTROLLER 
SUBTRIGGER controller is pulled.
CONTROLLER X

It is working correctly if the value changes when the crosshair is aimed at the 
screen and moved left or right.

CONTROLLER Y
It is working correctly if the value changes when the crosshair is aimed at the 
screen and moved up or down.

CONTROLLER SCREEN 
IN

It is working correctly if it is IN/OUT when the controller's crosshair is on/
outside of the screen respectively.

P1 START
pressed.

P2 START
pressed.

XTREME AUDIO
is pressed.

3-3  INPUT TEST

3



GAME TEST MODE 15

REAR COVER EYE

MOTION SENSOR

SERVICE
is pressed.

TEST
pressed.

3

REAR COVER EYE

CONTROLLER TRIGGER

CONTROLLER SELECT

REAR COVER EYE

P1 START P2 START
CONTROLLER TRIGGER

TEST

SERVICESERVICE



16 GAME TEST MODE

Checks each output device.

3-4  OUTPUT TEST

CONTROLS

screen.

3



GAME TEST MODE 17

MENU ITEMS

P1 START LAMP
P2 START LAMP
XTREME AUDIO LAMP
P1 CONTROLLER HOLDER 
LAMP

P2 CONTROLLER HOLDER 
LAMP

P1 CEILING LAMP

P2 CEILING LAMP

REAR COVER LAMP

REAR COVER EYE LAMP
FIGURE LAMP

COIN1 BLOCKER

COIN2 BLOCKER

3



18 GAME TEST MODE

3



GAME TEST MODE

CONTROLS

screen.

MENU ITEMS

LANGUAGE 
(INSTRUCTION ONLY)

GAME DIFFICULTY

LIFE
MAX LIFE

INITIAL LIFE

MODE SELECT

3



20 GAME TEST MODE

CONTINUE COUNTDOWN

SELECT COUNTDOWN

DRESS CODE

ROUTE MAP
after a Game Over. When set to OFF, the route map is not displayed. 

XTREME AUDIO

DEFAULT Set to the Explosion mode at the start of the game.
REVERSE

REAR COVER LAMP
The lamp pattern automatically changes each month when set to AUTO.

REAR COVER MOTION 
SENSOR

ON When the motion sensor is triggered, surprise lights and sounds 
are emitted.

AUTO Surprise lights and sounds are emitted at regular intervals 
without triggering the motion sensor.

OFF Set the Surprise lights and sounds to OFF.
SWIPE CARD TO PLAY Changes the display to the Swipe card credit when set to ON.

CONTROLLER SENSOR 
ID the motion sensor.

3



GAME TEST MODE 21

CONTROLS

Note: The values displayed outside (  ) are the current values, and the values displayed inside (  ) are the previous 

3



22 GAME TEST MODE

MENU ITEMS

PLAYER1
PLAYER2
TOP

Aim at the mark at the top of the screen with the controller, and pull the trigger to 

LEFT
Aim at the mark at the left end of the screen with the controller, and pull the trigger to 

CENTER
Aim at the mark at the center of the screen with the controller, and pull the trigger to 
determine the analog value.

RIGHT
Aim at the mark at the right end of the screen with the controller, and pull the trigger to 

BOTTOM

DEFAULT
CANCEL
CHECK

coordinates. The coordinates are calculated using the current correction values [values 

[OUT OF SCREEN]

3



GAME TEST MODE 23

 1

 2

3



24 GAME TEST MODE

 3 rear sight so that they make a straight line with the marker displayed at the top of the screen, and then pull 
the trigger. When doing this, hold the controller upright without tilting it.

3



GAME TEST MODE 25

 5 controller's front sight and rear sight so that they make a straight line with the marker displayed at the left 
side of the screen, and then pull the trigger. 
When doing this, hold the controller upright without tilting it.

 4

3



26 GAME TEST MODE

 6
 7 controller's front sight and rear sight so that they make a straight line with the marker displayed at the 

center of the screen, and then pull the trigger.
3



GAME TEST MODE 27

 8
 9 controller's front sight and rear sight so that they make a straight line with the marker displayed at the right 

side of the screen, and then pull the trigger.

10

3



28 GAME TEST MODE

11 controller's front sight and rear sight so that they make a straight line with the marker displayed at the 

3



GAME TEST MODE

12 displayed.

15

13
14

3



30 GAME TEST MODE

CONTROLS

3



GAME TEST MODE 31

MENU ITEMS

SPEAKER TEST Checks output devices of the speaker.
FRONT LEFT SPEAKER When ON, the speaker is normal if a sound is emitted from front left 

speaker.
FRONT RIGHT SPEAKER When ON, the speaker is normal if a sound is emitted from front right 

speaker.
REAR LEFT SPEAKER When ON, the speaker is normal if a sound is emitted from rear left 

speaker.
REAR RIGHT SPEAKER When ON, the speaker is normal if a sound is emitted from rear right 

speaker.
CENTER SPEAKER When ON, the speaker is normal if a sound is emitted from center speaker.
WOOFER SPEAKER When ON, the speaker is normal if a sound is emitted from right woofer.
XTREME AUDIO SPEAKER When ON, the speaker is normal if a sound is emitted from left woofer.
GIMMICK OUTPUT TEST Checks gimmick output devices.
SEAT VIBRATION
STEP VIBRATION
AIR GIMMICK When ON, the air gimmick is normal if it emits the air.
P1/P2 CONTROLLER 
VIBRATION

Checks the speaker of the controller.

With a LASERGUN/GRENADE, their respective sounds are emitted one 

ALL SOUND VOLUME

Note:  SEAT VIBRATION, STEP VIBRATION, AIR GIMMICK, P1 
CONTROLLER VIBRATION and P2 CONTROLLER VIBRATION 

ADVERTISE SOUND 
VOLUME volume.

SENSOR VOICE VOLUME
the volume.

WOOFER VOLUME

GIMMICK
SEAT VIBRATION

STEP VIBRATION

AIR GIMMICK

P1/P2 CONTROLLER 
VIBRATION

3



32 GAME TEST MODE

3



GAME TEST MODE 33

Deletes various game data.

CONTROLS

3-8  BACKUP DATA CLEAR

3



34 SYSTEM TEST MODE

Note: The speaker test in SYSTEM TEST MODE is displayed in gray and cannot be selected.

 4 

4-2  SPEAKER TEST

Select each item in "Clock setting" and change the current year, month, day and time.

4-1  CLOCK SETTING

4
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result.

or result in permanent damages.

any static electricity is discharged.

result in breakdown or parts damage.

 5 ERROR DISPLAY

5



36 ERROR DISPLAY
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0917 Display USB Flash Drive Remain Error
Cause
Measures

3001 Display Controller Board Not Found
Cause Network communication with the controller failed
Measures

6401 Display
Cause
Measures

Display LED Board Not Found
Cause
Measures

5-1  ERROR DISPLAY

5-2  WARNING DISPLAY

5



LIST OF THIRD-PARTY RIGHTS

HarfBuzz
___________________________________________________________________________

software and its documentation for any purpose, provided that the

all copies of this software.

INCLUDING,

HEREUNDER IS

ICU
___________________________________________________________________________

All rights reserved.

permission notice appear in supporting documentation.

TORTIOUS ACTION, ARISING OUT OF OR IN CONNECTION WITH THE USE OR 

advertising or otherwise to promote the sale, use or other dealings in this Software without 
prior written authorization of the copyright holder.

All trademarks and registered trademarks mentioned herein are the property of their respective 
owners.

www.unicode.org/cldr/data/ External Link.

in http://www.unicode.org/copyright.html External Link.

TORTIOUS ACTION, ARISING OUT OF OR IN CONNECTION WITH THE USE OR 

advertising or otherwise to promote the sale, use or other dealings in these Data Files or 
Software without prior written authorization of the copyright holder.

Unicode and the Unicode logo are trademarks of Unicode, Inc. in the United States and other 
countries. All third party trademarks referenced herein are the property of their respective 
owners.

 #
 # The BSD License

 #
 # All rights reserved.
 # 

permitted provided that the following conditions are met:
 # 

and the following disclaimer.

conditions and the following disclaimer in the documentation and/or other materials provided 

 # 
 #

 #
 # 

 #

 #

37



 #

 #
 # /*

 #  * All rights reserved.
 #  *

 #  * are met:
 #  *

 #  *   notice, this list of conditions and the following disclaimer.

 #  *   notice, this list of conditions and the following disclaimer in
 #  *   the documentation and/or other materials provided with the

 #  *

CONTRIBUTORS

NOT

FITNESS

GOODS OR

CONTRACT,

 #  */
 #
 # /*

 #  *                  Institute of Information Science, Academia Sinica.
 #  * All rights reserved.
 #  *

 #  * are met:
 #  *

 #  *   notice, this list of conditions and the following disclaimer.

 #  *   notice, this list of conditions and the following disclaimer in
 #  *   the documentation and/or other materials provided with the

 #  *   prior written permission.
 #  *

CONTRIBUTORS

NOT

FITNESS

GOODS OR

CONTRACT,

 #  */
 #

 #

 #
 #

 #

 # and Technology.  All Rights Reserved.

 #

 # paragraphs.
 #

 # the copyright holders, disclaims all warranties with regard to this

 # any special, indirect or consequential damages or any damages

 # action of contract, negligence or other tortuous action, arising out
 # of or in connection with the use or performance of this software.
 #
 # A large portion of the dictionary entries
 # originate from ICOT Free Software.  The following conditions for ICOT
 # Free Software applies to the current dictionary as well.
 #

 # in the same form as set out herein and that such intended

 # contravene any of the laws and regulations of the countries having

 #

 #

 # research and development conducted during the project and is provided

 # program is provided without any warranty whatsoever, whether express,
 # implied, statutory or otherwise.  The term "warranty" used herein

 # the program and the nonexistence of any infringement or violation of
 # any right of any third party.
 #

 # have agreed and understood, that there is no warranty whatsoever for
 # the program and, accordingly, the entire risk arising from or

 # 
 # Therefore, neither ICOT, the copyright holder, or any other
 # organization that participated in or was otherwise related to the

 # damages, including, without limitation, general, special, incidental
 # and consequential damages, arising out of or otherwise in connection

 # production of secondary products from the program.
 #
 # In the case where the program, whether in its original form or

 # any person, organization or entity other than ICOT, unless it makes or

 #

   this RFC, under the memorandum of understanding with the IETF,
   currently ICANN, may act in accordance with all competent court

38



___________________________________________________________________________

are met:

notice, this list of conditions and the following disclaimer.

notice, this list of conditions and the following disclaimer in the

CONTRIBUTORS

FOR

FOUNDATION

USE,

USE

___________________________________________________________________________

Introduction

  some of them may contain, in addition to the FreeType font engine,

  which do not  fall under their own explicit  license.  The license

  and  use of  free  software in  commercial  and freeware  products
  alike.  As a consequence, its main points are that:

      it, or  only parts of it,  in a program,  you must acknowledge
      somewhere  in  your  documentation  that  you  have  used  the

  Finally,  many  people  asked  us  for  a  preferred  form  for  a
  credit/disclaimer to use in compliance with this license.  We thus
  encourage you to use the following text:

   """

   """

  actually use.

Legal Terms

  `using' is a generic term including compiling the project's source

  This  program is  referred to  as  `a program  using the  FreeType
  engine'.

  this license, you must contact us to verify this.

HOLDERS

  authorize others  to exercise  some or all  of the  rights granted

      documentation.   The  copyright   notices  of  the  unaltered,

      documentation, though this isn't mandatory.

  to us.

  the name of the  other for commercial, advertising, or promotional

  following phrases to refer  to this software in your documentation

  As  you have  not signed  this license,  you are  not  required to

  material, only  this license, or  another one contracted  with the

  of this license.



  There are two mailing lists related to FreeType:

      Discusses general use and applications of FreeType, as well as

      If  you are looking  for support,  start in  this list  if you
      haven't found anything to help you in the documentation.

    http://www.freetype.org

Opus
___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

Company Ltd. All rights reserved.

___________________________________________________________________________

___________________________________________________________________________

___________________________________________________________________________

Werner Boellmann,
Dean Camera,

Brian Dean,

Wouter van Gulik,
Bjoern Haase,
Steinar Haugen,

Carlos Lamas,

Artur Lipowski,

Rich Neswold,
Colin O'Flynn,

Theodore A. Roth,

Anatoly Sokolov,

Stefan Swanepoel,
Helmut Wallner,
Eric B. Weddington,

Atmel Corporation,

The Regents of the University of California.
All rights reserved.

      notice, this list of conditions and the following disclaimer.

      notice, this list of conditions and the following disclaimer in
      the documentation and/or other materials provided with the

    * Neither the name of the copyright holders nor the names of

CONTRIBUTORS "AS IS"

TO, THE

CONTRIBUTORS BE

BUSINESS

WHETHER IN

OF THE

___________________________________________________________________________

Bjoern Haase,
Steinar Haugen,

Artur Lipowski,

Colin O'Flynn,

Theodore A. Roth,

Anatoly Sokolov,

Stefan Swanepoel,
Eric B. Weddington,

The Regents of the University of California.
All rights reserved.

      notice, this list of conditions and the following disclaimer.

      notice, this list of conditions and the following disclaimer in
      the documentation and/or other materials provided with the

    * Neither the name of the copyright holders nor the names of

CONTRIBUTORS "AS IS"

TO, THE

CONTRIBUTORS BE

40



BUSINESS

WHETHER IN

OF THE

___________________________________________________________________________

All rights reserved.

notice and this permission notice appear in all copies.

TORT OR

OR THE USE
OR OTHER DEALINGS IN THE SOFTWARE.

Except as contained in this notice, the name of a copyright holder shall not

in this Software without prior written authorization of the copyright holder.

OpenSSL
___________________________________________________________________________

  LICENSE ISSUES

  the OpenSSL License and the original SSLeay license apply to the toolkit.

  Open Source licenses. In case of any license issues related to OpenSSL

  OpenSSL License

 *

 * are met:
 *

 *    notice, this list of conditions and the following disclaimer. 
 *

 *    notice, this list of conditions and the following disclaimer in
 *    the documentation and/or other materials provided with the

 *

 *    software must display the following acknowledgment:

 *

 *    endorse or promote products derived from this software without
 *    prior written permission. For written permission, please contact

 *

 *    nor may "OpenSSL" appear in their names without prior written

 *

 *    acknowledgment:

 *

THE

CONTRACT,

 *

 *
 */

 Original SSLeay License

 * All rights reserved.
 *
 * This package is an SSL implementation written

 * The implementation was written so as to conform with Netscapes SSL.
 * 

 * the following conditions are aheared to.  The following conditions

 * 

 * 

 * are met:

 *    notice, this list of conditions and the following disclaimer.

 *    notice, this list of conditions and the following disclaimer in the

 *    must display the following acknowledgement:

 * 

THE

LIABLE

SUBSTITUTE GOODS

CONTRACT, STRICT

OF

 * 

 */

41



___________________________________________________________________________

All rights reserved.

   this list of conditions and the following disclaimer.

   this list of conditions and the following disclaimer in the documentation

CONTRIBUTORS "AS IS"

TO, THE

CONTRIBUTORS BE

BUSINESS

WHETHER IN

OF THE

___________________________________________________________________________

in the Software without restriction, including without limitation the rights

copies of the Software, and to permit persons to whom the Software is

SHALL THE

OTHER

OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER 
DEALINGS IN
THE SOFTWARE.

42
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