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WARNING
GTI CLUB™ IS AN ORIGINAL GAME DEVELOPED BY KONAMI CO. LTD
KONANMI CO. L'TD RESERVES ALL THE COPYRIGHTS, TRADEMARKS AND OTHER INDUSTRIAL
PROPERTY RIGHTS WITH RESPECT TO THIS GAMIE
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the time of publication, KONAM! CO. Lid reserve the right to make changes and
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This equipment has been manufactured in accordance with the European Community
Directive, and as such bears the CE marking. Any changes or modifications made to
this equipment must be in accordance with the European Community Directive. If you
make unauthorised changes to this equipment, you contravene the European
Community Directive.

Under some conditions of extreme extemnal interference, e.g. Radio Transmissions,
Electrostatic Discharge or Mains Transients, may cause degradation of performance.
However the equipment will recover normal performance once the source of interference
has ceased or been removed.

Certain component parts of this equipment are critical to ensure conformance to the
European Community Directive, and therefore must only be replaced with parts as those
specified.
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\ O About this product

Thank you for purchasing this Konami product. This manual explains how
to operate your gaming machine correctly.

A ;

Failure to operate the machine correctly could result in malfunction or
accidents, so please read this manual carefully before commencing
operation. Be sure to operate the machine as described in this manual.
Please ensure this manual is always kept with the machine.

« The specifications of this product are subject to change without notice for reasons such
as improving the performance

« The contents of this game, its main data and design are protected by copyright law
industrial property law.

« Unauthorised reproduction of this document or any of its contents is strictly forbidden.

© 1996 KONAMI ALL RIGHTS RESERVED




O Precautions for use

In this manual, the precautions will be followed without fail in order to
prevent damage to persons to install, use or maintain “GTI CLUB™" or other
persons or to properties are shown as follows.

| " Be sure to read the following

+ The following suggestions show the degree of danger and damage
caused when the product is used improperly with the suggestions disregarded.

& WARNING!

Indicates a situation where disregarding the
suggestions could result in death or serious injury.

& CAUTION!

Indicates a situation where disregarding the
suggestions could result in injury or product damage

+ The following graphic suggestions describe the types of precautions to
be followed.

A indicates a matter of which care should be taken

® Indicates a matter which is forbidden

% Indicates a matter which should be performed without fail



» Setting Up & Warning!

« Be sure to consult your nearest dealer when setting up, moving or transporting this product.

» This product should not be set up, moved or transported by anyone other than industry
specialists. Doing so could result in injury or product damage.

» When setting up this product, fasten the game machine securely with all the adjusters.
if the game machine is not fastened securely, injury or accidents could be caused by
the machine rocking.

» When seftting up this product, take care that no undue force is applied to the
connecting sections of the game machine. Failure to do so could cause injury,
accidents or product damage.

* This product is an indoor game machine. Never set up the game machine outside.
» Setting up this product outside could result in accidents or equipment faiiure.

+ Do not set up the game machine near emergency exits.
» Doing so could block exits in time of emergency and could result in death or
serious injury.

O
O

« Do not set up the game machine: ®
... in a place exposed to rain or o moisture
... in a place exposed to direct sunlight
... in a place exposed to direct heat from air-conditioning and heating equipment etc.
... near hazardous flammable substances such as thinners and kerosene
... on an inclined or uneven floor
... near fire extinguishing equipment
... in a place exposed to strong vibration
... in a place exposed to excessive dust
.. near equipment generating strong magnetism or electric waves'

» Do not place containers holding chemicals or water on or near the game machine.
» Electric shock or damage could be caused by water or foreign matter entering the
inside of the machine.

+ Do not place items near the ventilating holes.
» Doing so could cause the intemal temperature to rise excessively, resulting in
equipment damage.

» Do not bend the power cord by force or place heavy objects on it.
» Doing so could result in electric leakage or fire.

* Never plug or unplug the power cord with wet hands.
» Doing so could result in electric shock.

« Never unplug by pulling the power cord
» Doing so could damage the cord, resulting in electrical leakage or fire.

000 O

» Use an earthing band or similar means of discharging static electricity when adjusting the PCB
DIP switches.
» If not discharged, static electricity could damage the electronic components on the
board.

' Check with EMC guidelines on siting this equipmen(. All machines should now bear the CEE mark for
approval. This mark states that all enussions arc within those specified by the regnlatory body.



* Setting Up & Caution!

- Be sure to use indoor wiring for within the specified voltage range. For extension cord, use
indoor wiring of the specified rating or mare.
» Failure to do so could result in fire or equipment failure.

* Never plug more than one cord at a time into the electrical receptacle. ®
» Doing so could result in fire or electric shock.

« Do not lay the power cord and the communication cable where people walk through. You ®
may tread or stumble over them.
» You may stumble down and get injured, or damage the cord or cable. »

« Do not place heavy objects on or pull on the pipe connecting the projector unit and drive ®
unit. Also do not use the game machine with the pipe removed and the wiring exposed.
» Doing so could result in equipment failure.

« Make sure the machine has been earthed properly before using the machine.
« Clearances of 100mm (3.94in) or more should be created between the game machine and

walls.
* Operation & Warning!

« Do not use this product anywhere other than industrial areas. ®
» Use in a residential area or an area next to a residential area could affect signal
reception of radios, television sets, telephones, etc.

« If there is any abnormality such as smoke, bad smell or abnormal noise being emitted from .
the machine, immediately unplug the power cord and stop operating the machine. %
» Using the machine in abnormal conditions could result in fire or accidents

In case of abnormality:
1 - Tum off the power
2 - Unplug the power cord
3 - Contact your nearest dealer

« Do not leave the power cord plugged improperly or covered with dust. ®
» Doing so could result in electrical shock or fire, so inspect the power cord

periodically.

« Never disassemble, repair or modify any section other than those specified in this manual. ®
» Doing so could result in fire, malfunction or equipment failure.



« Operation C Caution!

 The following users should not play the game: ®
» Doing so could cause accidents or iliness.

« Those under the influence of alcohol « Those suffering from or being treated for arm
or wrist ailments

« Do not plug or unplug the power cord with wet hands. ®
» Doing so could result in electric shock.

« When handling the power cord, take care of the following: ®
» Improper handling could result in fire or electric shock. :

» Do not damage the power cord » Do not modify the power cord

« Do not bend the power cord excessively +» Do not twist the power cord

« Do not heat the power cord « Do not pull the power cord

+» Do not bind the power cord « Do not tread on the power cord

« Do not sandwich the power cord » Do not drive a nail into the power cord.

« If the power cord or power plug becomes damaged, stop using the machine immediately.
» Using a damaged power cord or power plug could result in fire or electrical shock.

+» Do not place items or heavy loads on or provide a strong impact to the moulding. ®
» Doing so could cause the object on the machine to fall off or could damage the
machine, resulting in injury.

« Inspection and cleaning C Warningt!
* Be sure to tum off the power and unplug the power cord from the receptacle before %
inspecting or cleaning the machine. i

» Failure to do so could result in electrical shock.

* When replacing parts, be sure to use parts of the correct specifications. Never use parts
other than the specified ones.
» Using improper parts could result in fire or equipment failure,

%,

* Never disassemble, repair or modify any section other than those specified in this manuat.
» Doing so could result in fire, malfunction or equipment failure.

%,

* To clean the game machine, wipe it with a soft cloth dampened in a neutral detergent and
wrung out.
» Using organic solvents such as thinners may corrode the materials.
» Electrical shock or equipment failure could be caused by water entering the inside of
the machine.



* Moving and Transportation f Caution!

* The game machine contains electronic and precision components which are sensitive to ®
vibration and impact. Great care therefore should be taken when moving and transporting
the game machine. Be sure not to let the machine tip over.

» Fully raise all the adjusters before moving the game machine and move it utilising the @
casters. Be sure to tum off the power and unplug the power cord from the receptacles before .

moving the game machine.
» Failure to do so could resuit in accidents, damage or equipment failure.

g Precautions in Handling g

« When setting up, handling, inspecting, maintaining, moving or transporting this product, foliow
the procedures and instructions set forth in this manual and perform such work safely.

« Do not remove labels of * Waming “, “ Caution “, etc. attached to the product.

« Do not set up, handle, maintain, move or transport this product under conditions specified in
any of the previous sections.

« |f a new owner is to have this product as a result of transfer, etc. be sure to give this manual to
the new owner.



1.1 Machine Installation

The machine is supplied fully assembled but it is recommended that the
following checks are carried out prior to power-up:

1. Remove the back door of the unit ensuring that all connectors are firmly in
place.

2. Remove the installation Kit, containing manuals and spare parts, and store in a
safe place.

3. Ensure all mechanical connections are secure.

4, If you wish to link machines, read the networking information in section 3.1

5. The machine is now ready to power up.

1.2 Machine Specification

Dimensions: 72cmx98cmx 193 cm
Weight: 170 kg

Voltage: 230 VA.C.

Frequency: 50 Hz

Power: 300 W




1.3 Service Panel

You will find the service panel when the maintenance door is opened with the
attached maintenance key.

Figure 4 Service Panel Detail
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How to play

This machine simulates a driving game in which eight small rally cars ( one of which is to

be selected by the player and the other rival cars ) compete against each other through a virtual
urban area, as if the player is racing through a beautiful resort town in southern France.

This machine allows the player to enjoy a thrilling driving game while controlling his car,

complete with realistic “quick tum" & “ drift driving “ using the handbrake lever. The machine can
also be linked up to a maximum of 4 networks, increasing the realism and enjoyment for the

player.

* How to play

Insert a cain into the slot to start the game. ( In free play mode push the VIEW SHIFT
button to start the game ).

The Network Entry Screen appears. If a coin is put in another machine which is
connected this machine through the network, during this period, the network race starts
automatically.

@ If the machine is not connected to the network or it is impossible for the player to play

because someone else is playing the game, proceed to the operation in the following
itemn 3 after a coin is inserted
Select the player car on the Machine Select Screen. Select desired car by turning the
steering wheetl and the stepping on the accelerator.
The screen changes to the Game Select Screen. Then, make the game mode selection
from the following modes. Select the desired mode by turning the steering wheel and
stepping on the accelerator.
» Beginners Mode ................... A parl of the urban area in the map of entire
courses is made into a circuit, where the player
plays a circuit race.
« Advanced mode ........cccceeeeenes All the roads are made open, and the player
plays circuit race whilst looking for the shortest
and fastest route. This mode is for an expert
player.
« Super - Advanced mode ....... The player plays the circuit race in the reverse
course to that of advanced mode. This mode is for a
super-expert player who wants to challenge an
extremely difficult course where a labyrinth of roads is

running.

« Special mode .......cccceenvereennnnn. This mode can only be selected when in network play.
The player can enjoy a car racing “ Tag “ in a closed
urban area.

When the selection from the above modes is over, the game staris. The game begins
when the countdown has ended on the screen.
The basic control is performed by the following equipment:

» Steering wheel ..................... Running direction can be controlled by turning the wheel
right or left.

« Accelerator ... Depressing the pedal accelerates and releasing the
pedal decelerates the car speed.

*Brake ..oooccoiiiiiii Depressing the pedal brakes the car.

*Hand brake .......cccccoceeeiiiin When it is pulled up, the rear wheels are iocked and

skidding for “ Quick Turn *

« Shift Operation .....cccco..ooooe Manual operation (MT) or automatic operation (AT) can
be selected. Switching over to M1 or AT can be



performed by pressing the button at any time during
p'ay.

* View Shift .....cccooeeveiiiveiiees Pressing the VIEW SHIFT button enables the player to
select three different kinds of view, at any time during
play - Rear View / Distant View / Driver's View
In special mode, the “ Super Distant View “is
exclusively set and the player can not select any other
views than this.

7. The rules for each mode are as follows.

« Beginner's / Advanced / Super-advanced modes

The remaining play time is added whenever the player’'s car passes each check point in

the course. The game ends either when the player's car has run the whole pre-set

course or when the play time is up.

The ranking, entire route travelled and the point reached at that time are displayed on

the map when the game is over.

When the player's car has run the whole distance in the race, the entire route travelled

by the player’s car is replayed on the screen, and the ranking, total lap time and course

record are displayed. Name entry is possible only when the player has renewed the
course record.

« Special mode

A “ Bomb Mark “ is attached to only one of the participant cars, which becomes the

“tagger” in tag. When the “tagger” bumps any one of the competitors cars, the “ Bomb

Mark “ is handed over to the bumped car. The player who has the “ Bomb Mark “ on his

car at the time when the (imited time is up loses the game.

+ Buy in during game

In GTI CLUB™, no buy in is aliowed.

* Player car

One “ Player's Car “ can be selected out of the total five cars including four small cars
and premium car (super car).

There is no difference in performance among the small cars, but the premium car has
greater acceleration performance. The play fee may be set higher only for the premium
car,

+ Rival cars

The “ Rival Cars “ are composed of the smalf cars which have not been selected (
except the premium car) and an additional four rival cars.

10



3 Networking game machines and PCB settings

3.1 How to network the game machines

The specification of GTI CLUB™ allows up to four game machines to connected so that
players can enjoy ‘versus' games. To network, connect the networking cord supplied with
each game machine to the network pin jack of the projector unit after setting up the
game machines (see previous section).

A i

* When using the game machine independently, do not connect anything to the pin jack.
* Game machines are linked together in a chain with the network cords. Do not connect
anything to the first and last pin jacks in the chain

* When networking game machines, set the PCB main board dip switch “network [ID”
while referring to “DIP SWITCH SETTINGS" on page 15

* Networking four machines

Player 1 Player 2 Player 3 Player 4
e | [¢92 ] Lo ]
r \ J\ J X

Do not connect anything to the pin jacks at the both ends of the first and last
machines

@

[?]




3.2 PCB start-up check (self test)

* When the power switch is tumed ON after the installation of the machine, the
performance of the PCB is checked automatically. The result is displayed on the screen.

A

* Be sure to perform the self test before using the machine. If an abnormality persists or
the machine does not operate properly, turn OFF the power switch immediately to stop
operating the machine

« Result of Test

if test is OK,
* The position of steering wheel is corrected automatically.

If any abnormality is detected,

“BAD" appears on the screen, and the checking is repeated.

If “24G BAD" is displayed, once tum OFF the power switch and then tum it ON again
whilst depressing the test switch button on the service panel.
The content of setting in manual test and the course record return to those having been
set at the time of shipment.

After the machine is installed, or PCB is repaired or replaced, once retumn the content of
setting to those having been set at the time of shipment by tumning ON the power switch
while depressing the test switch of the service panel. If the abnormality indication still
appears or the machine does not operate normally, tum OFF the power switch
immediately to stop operating the machine.



3.3

on

on

on

Correcting the positions of the steering wheel etc.

« After the self test, the positions of the following equipment are corrected
automatically - Steering Wheel / Hand Brake / Accelerator / Brake

At this time, the message “ DO NOT TOUCH THE CONTROL DEVICE WHEN THE
MACHINE IS BEING INITIALISED. “ appears on the screen. Refrain from touching the
steering wheel, handbrake, accelerator or brake as fong as this message appears.

The steering wheel turns a few times to the left or right automatically.

» Result of position check

If the result is OK,
» When the position check is over, the operation mode returns automatically to the game
mode.

If the result is abnormali
The result of check is displayed as follows on the screen.

« Steering wheel abnormal, the message “ Device Error (STEERING WHEEL) “ appears

on the screen.

What to do The steering wheel control exceeds the correctable range or the steering
wheel reaction device is out of order. Make the adjustable by referring to
“4.3 Adjusting the potentiometer “ on pages 33 & 34

* Hand brake abnormal, the message “ Device Error (HAND BRAKE) “ appears on the
screen .
What to do The hand brake control exceeds the correctable range.
Make the adjustment by referring to “4.3 Adjusting the potentiometer “
pages 37, 38 & 39

« Accelerator abnormal, the message “ Device Emor (ACCEL) “ appears on the screen.

What to do The accelerator control exceeds the comrectable range.
Make the adjustment by referring to “4.3 Adjusting the potentiometer *
pages 35 & 36

« Brake abnormali, the message “ Device Error (BRAKE) “ appears on the screen.

What to do The accelerator contro! exceeds the correctable range.
Make the adjustment by referring to “4.3 Adjusting the potentiometer *
pages 35 & 36

When any of the above signs appear, push the test switch on the service panel to go to
the manual test mode.

Then choose “I/O CHECK" to check the device which shows the error. In case the
DEVICE ERROR is still displayed after the readjustment, there may be something wrong
with it. Turn the power off immediately.

If the “ GAME MODE “ is selected on the “ MAIN MENU “ screen, whilst the controls are
in a faulty condition, the game will not play properly.

If an error sign is displayed, or the device doesn't work correctly turn off the power
switch immediately.



3.4

Adjusting the game environment (manual test)

Manually check and change the settings for the screen display and game contents.
* To start the manual test mode

1. Tum on power switch

2. Press the test switch on the service panel during the game demo mode.?
If you are working with networked machines, you must have all four machines in demo
mode before the test switch will take effect.

3. The unit is now in the manual test mode and the main menu is displayed on screen.

* To quit the manual test mode

1. Choose the * GAME MODE * from the main menu using the shift lever.
2. Push the * VIEW “ shift switch.

The game then retums to normal game mode.

‘Main Menu :

- MAINMENU - -

v - JOCHECK - - IR - Check each controller, page 18
.-. -SCREEN CHECK - BRI - Adjust screen distortion, page 19
) COLOR CHECK ' - Adjust color, page 19
MASK ROM CHECK R - Check mask ROM, page 19
NETWORK CHECK - Check network, page 20
- DIP SWITCH CHECK - Set DIP switches, page 22
C.G. BOARD CHECK - Check CG board functions, page 22
SOUND OPTIONS - Adjust sound volume, etc, page 23
GAME OPTIONS - Set difficulty etc., page 23
COIN OPTIONS - - Coln settings, page 24
NETWORKING CONFIGURATION - - Network settings, page 25
GAME MODE Bl - Retum to game mode

GEAR SHIFT UP/DOWN = SELECT ITEM
- PUSH VIEW SHIFT SWITCH = DO CHECK

« Selecting each mode
How to select each mode from menu
Select = Move the shift lever up or down

Set = Push the VIEW shift switch

After selecting a mode, refer to the page on which that mode is described in details.

% Turning ON the power whilst depressing the test switch will return all manual settings (o their factory
preset selting, /



3.5 Mode descriptions

« The original factory settings are displayed in green; the changed settings are displayed
in red.

« After completion of the setting change, select “ SAVE AND EXIT “ and push the VIEW
shift switch. Then , the settings are saved automatically and the screen returns to the

main menu.
« If “EXIT " is selected after the completion of setting change, the following message
will appear:- “YOU DID NOT SAVE. DO YOU WANT TO SAVE? YES/NO *

< If “YES “is selected, the message “ NOW SAVING “ will appear, the changed settings
will be saved and you will be retumed to the main menu.

< If “NO “is selected, the message “ NO MODIFICATION “ will appear and the changed
settings will not be saved.

« If “ FACTORY SETTINGS" is selected and the VIEW shift switch is pressed, all
the settings will return to the original settings that have been made at the time of
shipment.

-~ o}/QO CHECK
« The check mode for the controls.

To return to the main menu screen, move up the gear shift lever while pushing the VIEW

shift switch.
¢ . VOCHECK

Shows the value for the VIEW SHIFT SWlTCH OFF COIN MECH SWITCH OFF
steering wheel in decimal GEAR SHIFT SWITCH -~  SERVICE SWITCH OFF
(HEX) —\ AT/MT SHIFT SWITCH OFF TEST SWITCH OFF
Shows the value for the - R left centre right .
Hand brake in decimal STEERING WHEEL e e R . \__ The marker position changes to
(HEX) N -+00000 (00000) T min max - - L. show the input value.

HAND BRAKE [ e ’

00000 (00000) min max
Shows the value for the ACCEL S — Y
Accelerat i
d::;‘eal;a(ﬁg()edal " ~/ gggcgge(oooom . ;11'2 _____ N T _a)i Check the steering wheel reaction

device. The steering wheel tums
automatically clockwise and

00000 (00000)
Shows the value for the J - o counterclock-wise during checking
Brake In decimal (HEX) ) OLD’VIEW SHlFT SWITCH & GEAR SHIFT DOWN = Make sure the * | * moves accordin

7 ACTIVE STEERING WHEEL TEST ord
HOLD VIEW SHIFT SWITGH & GEAR SHIFT UP = e et tasah the

EXIT steering wheel during this proce

- If the steering wheel or the accelerator is not properly adjusted, make the necessary
adjustments while referring to “ 4.3 Replacing and adjusting the potentiometer “ on pages
33t0 39



* Screen Check

» Adjust the focus, distortion of the screen while watching the grill on the screen. Use
projector control PCB (See page 46.) to make the adjustment. To returmn to the main
menu, push the VIEW shift switch

» Color.Check . .

» Make the adjustment using the projector control PCB (mounted behind the access plate
on the projector unit), so that the colours of the colour bar should be displayed in discrete
gradation. To retumn to the main menu, push the VIEW shift switch.

- o Mask ROM check

- Mask ROMs are checked one by one, and when no abnormality is found, “ OK “is
displayed. If any abnormality if found, “ BAD “ is displayed. To start checking, push the
AT / MT shift switch. To retumn to the main menu, push the VIEW shift switch.

16



o Network Check

- Turn all machines that are connected with the network cables to this mode, observe the
screen for at least one minute. The machines should satisfy the following three
conditions.

To retum to the main menu, push the VIEW shift switch.

A

« If any of the three conditions are incorrect, it indicates possible communication malfunction.

Take measures while referring to * 3.6 Network abnormality counter measures * on page 26. If
the same symptom persists in spite of taking measures or a problem occurs that is not covered
by this manual, tum off the power switch immediately and do not operate the machine.

« Network Check screen

Shows the “ Network ID “ of the connected game
machine. (1-4)

This BOARDADIs3 . -

. "~ ERROR . DOWN STATUS ~
- 1D No.1 0 . 0. 'DNC  ~ “ DNC “ (did not connect) appears if network
.IDNe2 . ©0- - 0 DNC connection is not made
IDNo3 : 0O 0 ] .
IDNo4 O "0 DNC

PUSH VIEW SHIFT SWITCH = EXIT

* Check ltems

 Check that the * | “ mark in the STATUS column is moving from the left to the right at
a fixed speed

V Check that the value in the ERROR column is below * 10 * after one minute
V Check that the value in the DOWN column does not change from “ 0 *




« Screen display when game machines are networked

+ Two game machines are networked

Screen for player 2

'NE.TW;OBK .‘CHEc.KT p—

Screen for player 1

+ Four game machines are networked

Screen for player 1 Screen for player 2

NETWORK:CHECK:

“NETWORK GHECK

: N_E_TWQRK»CHECK .

This BOARD-!D is4

o ERROR 'DOWN STATUS .
L IDNet 0.0 0 |
SoDNe2 0. L0 |
“IDNe3 - .0 0
l(lDNo4. .00 |

, . ‘This BOARD-IDis 3 -

ERROR DOWN S

D No1 e 0 -

1D No.2- - I
IDNo3 -0'~ .
ID No4 -.0,

PUSH VIEW SHIFT SWITCH = EXIT

PUSH VIEW SHIFT SWITCH=EXIT



« DIP Switch Settings

« The DIP switch setting mode

When changing the dip swifch settings, set the DIP switch by referring to the chart
below.
To retum to the main menu, push the VIEW shift switch.

A

« Be sure to tum OFF the power switch before setting the DIP switch
« Generation of static electricity may cause breakage of electronic parts on the PCB. Be sure to
eliminate static electricity by means of the earthing band. :

* DIP switch setting chart

« Main board (upper PCB ) DIP switch « Set all the DIP switches on the CG
board to OFF
SETTING 1 2 | 3 4
First machine OFF | OFF

NETWORK ID | Second machine ON OFF

Third machine OFF | ON

Fourth machine ON ON

Not in use ( Be sure to set it OFF.) OFF | OFF

« When setting DIP switch of networking game machines, number each switch in the
sequence of the small number (Eg. When networking two game machines, set the
network ID of the one machine to 1 and the other to 2.)

* The DIP switch on the PCB can be shifted easily by utilising a thin flatblade screwdriver
or a ball point pen.

+ CG Board Check

* The CG board function check mode.
Observe the screen in this mode to check whether the CG board is functioning correctly.
To return fo the main meny, push the VIEW shift switch

Two toruses (doughnut-shape bodies)
are rotating

Two "A&B Product” logos displayed in
front of the torusus are flickering
alternating.

Two backgrounds are displayed at the
back of the rotating toruses.




Turns the demo sound On or OFF
+ ALL THE TIME - Sound always ON

« COMPLETELY OFF - Sound always off

Adjusts the volume from 0 (min) to 30 (max)

right speaker, this is repeated twice.

Tums the BGM during the game ON or OFF
Note: This is only for the BackGround Music during the
game mode.

'FACTORY SETTINGS

SSAVE and EXIT.

o

of shipment

- The following screen appears when this mode is selected.

« When connecting the machines to the network communication, be sure to set all the PCBs to
the same configuration.

Time limits of special modes:
100, 120, 140, 160, 180, 200, 220, 240

Difficulty Level settings
EASIEST < HARDEST

-Normal rac L L9 Sets circulation frequency (2, 3, 4 times)
:Hard Race. - : 3.
‘Very Hard race.” iz ium’ Sets Force of Steering wheel reaction device
S k o : LIGHT « VERY HEAVY

Ma r'level™-’ ! Medi Switches the speedometer display KM/H or MPH
“Speed Meter Display. -

-Game Joining Perio : ~ 4,8, 12, 16 seconds

Course Record Saving - : -

Bonus credit for Winner " Disable - \\ Record the course record. When * Disabled “ is
-FACTORY SETTINGS selected, the course record is not recorded nor

SAVE and EXIT - initialised.
EXIT - 07 .
e . When * Enable * is selected. 1 credit is added to
"GEAR-SHIFT OWN ( the top ranking machine in the network.

_PUSH VIEW SHIFT SWITCH

- If the setting of circulation frequency for a course is changed and saved the course record is re-
initialised.

- ONCE EVERY 4 CYCLES - Sound ON every 4 cycles

You will hear a do-re-mi musical scale from the left then the

Returns all the settings to the factory settings at the time



"* "« Coin Options -

« The following screen appears when this mode is selected.

A

Note: The coin setting options are not displayed if the FREE PLAY option is enabled.

COIN OPTIONS Always keep set to INDEPENDENT

Free Play . NO / Sets the relation between the number of coins and
/ the number of credits. -

Coin Mechanism - INDEPENDENT

ggnmistjlrg'}ssréd T . ;? g:’e'g; L .Cr(‘edn_t NN Sets the number of additional coins for the selection of the
e o premium car (super car).

FACTORYSETTINGS =~ .~ ... ...

SAVE and EXIT-. DR\ Retums all the settings to the factory settings at time of

GEAR SHIFT UP/DOWN * =SELECTOPTION
PUSH VIEW SHIFT SWITCH = MODIFY SETTING _

« The relationship between the number of coins and the number of credits

SETTING | 1 | 2 | 3| 4| 5| 6|7 | 8] 9 |10|11{12]|13 14| 15| 16
COINS 11111111y 1{1l21212]13|3|3|4]|4]34

CREDITS | 1 {2 | 3| 4| 5|67 (113|851 |214]1]|3]|65

SETTING |17 {18 {19 |20 | 21| 22|23 |24 | 26|26 |27 | 28129 |30} 31} 32
COINS §1516|617]|7|8|8]|9 j10|11[12]13|14]|15] 16

CREDITS | 1|2 |1 |81 {21131 ]|1]11}{1]1]1]1]1

« The number of additional coins for the premium car

SETTING | 1 | 2 [ 3 {4 (15| 6|7 |89 [10]11112]|13114{15] 16
COINS 1121314567 ]8|]9}|10]11]12|[13 (1415 16




"< '+ » Networking Configuration -

This mode automatically unifies the remaining machines in the network.

Setting Auto Setting
U Y U U
Player 1 Player 2 Player 3 Player 4

+ Setting modes which can be unified are as follows:

“ SOUND OPTIONS “ See page 23
“ GAME OPTIONS “ See page 23
“COIN OPTIONS “ See page 24

* How to unify the settings

1. Since the machine modes are unified in network communication function, check
whether the network communication is working correctly, using the “ Network Check *
mode.

2. All the machines which are connected to the network are displayed on the * Main
Menu “ screen for the manual test.

3. Set “ Sound Options *, “ Game Options * & * Coin Options “ on just one of the
machines in the network.

4. When the setting has finished, select the “ Network Configuration “ from the * Main
Menu “ screen, on the one machine that has just been set in action 3.

Push VIEW shift switch

5. Make sure that other machines connected to the network have entered into the

*“ Network Configuration “ mode.

6. The game is started automatically when the AT/MT shift switch Is pushed. if the VIEW
shift switch is pushed at this time, the screen retums to the “ Main Menu *

7. When the network communication setting is over, the screen retums automatically to
the “ Main Menu

« if the network communication setting has not been made normally by the above steps 5
to 7, make the same setting by manually operating the individual machines.

7?7



3.6 Network abnormality counter measures.

If the * NETWORK ERROR " message appears, or if any item responds incorrectly in the
network communication check described on pages 20 & 21, or the projector disptays
differ from the specified ones, take the following measures.

A

« If the same symptom persists in spite of taking measures or a problem not covered by this
manual occurs, immediately tum off the power and do not operate the machine.

Symptom 1. The “ NETWORK ERROR *“ message appears on the screen after the
power is turned on.

. NETWORK‘ERROR : Shows the “ Network ID * of the game

: L i machine (1to 4)
CHECK PLAYER MACHINE NUMBER

IN THE NETWORK OR

CHECK NETWORK CABLES

THIS MACHINE'S CAR No. 1

+ Possible causes and measures to be taken

Possible causes

Measures

* The main DIP switch “ Network ID *
settings are improper

« Set DIP switches properly

» One of the networking cables has
become disconnected form the machine

* Properly connect the network cables and
make sure the pins are free from dirt &
dust

* A network cable is connected between
the pin jacks of the first and last machines

» Disconnect the network cable from those
pin jacks




Symptom 2. The * NETWORK ERROR “ message appears on the screen during playing

-+ NETWORK ERROR

* Possible causes and measures to be taken

Possible causes

Measures

- One of the networking cords has been
disconnected during play

» 1. Turn OFF the power
2. Re - connect the network cord
3. Turn ON the power

- One the networking cords has been
damaged and could be broken internally

+ Replace the networking cord with the
spare network cord supplied.”

« The test switch (on the service panel) of
one of the networked machines has been
pushed

+ 1. Turn OFF the power
2. Close the maintenance door
3. Tum ON the power

« Any of the machines which are
connected through the network have
different game option settings. ( In manual
test)

« Enter the manual test mode and set the
same game options among all the
machines.

TV ou cin abeo tse commier pidl sold video cable ¢ 730 SO vy o leneth of 2 or fess




4 Maintenance and annex

4.1 Replacing the coin acceptor

A

« Be sure to tum off the power switch and remove the power cord plug from the receptacle before
replacing the coin selector.

1.
Open the maintenance door.

2.
Locate the coin acceptor as shown.

3.
Remove the 10way IDC connector as
illustrated. Please take care to only
apply force to the connector and not the
grey ribbon cable.
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4.

Locate the retaining bar clip as shown
This secures the retaining bar, holding the
acceptor info the coin bracket.

5.

Lift the clip ‘clockwise’ about its pivot.
This will release the retaining bar.

6.

Remove the retaining bar, freeing the
coin acceptor.




7.

Push the coin acceptor sideways to
release it from its holding bracket.

Take care not fo apply unnecessary force when
trying to free the acceptor.

8.
Re-assembie with new acceptor in reverse
order.

4.2 Replacing the fluorescent light

* Be sure to turn off the power switch and remove power cord before replacing the
fluorescent light.

* The fluorescent light will be hot after use. Wait until it cools before replacing the unit
with a newer one.

* Always exercise extreme caution when operating on mains wiring, ensure the power is
disconnected before carrying out this procedure.

1.
Remove the fixing screws from the topside
of the light unit.




2.
Slide the front perspex down, to gain access
to the fluorescent tube.

3.

Remove the sockets on either end of the
fluorescent tube by sliding them off.

The tube can then be removed from the
retaining clips.

If the starter needs replacing, replace it
with one of a similar type.

Note the wattage rating printed on the side
of the starter unit.

4.
Assembly is the reverse of the above procedure



4.3 Replacing and adjusting the potentiometer

A

* Be sure to turn OFF the power switch and remove the power cord plug from the
receptacle before replacing the potentiometer

1.

Loosen the fixing screws on the shaft of the
steering assembly. If these screws are not
easily accessible, tum the steering wheel.

~

e

PR &

2.

Remove the hexagon nut fastening the
potentiometer to the bracket.

Hexagon Nut
Spring Washer

Flat Washer —————1 09 \

\ Bracket \_ Potentiometer




3.
Attach a new potentiometer to the fixing bracket

4.

De-solder the wiring from the faulty potentiometer
and solder it to the replacement.

See page 49

7.
Check the wiring, before commencing further.

8.
Using a flat blade screwdriver, adjust
the potentiometer shaft as shown.

9.

Mount the bracket on the main assembly
using the 2 fixing screws.

Note: When the fixing screws are tightened up,
it is normal that the bracket still has some play.
It cannot be fixed tightly.

10.
Tighten the grub screw on the steering shaft.

11.

Carry out the test procedure as described in “ 3.2 PCB Start up check (self test) “ on

page 16
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* How to replace the pedal unit potentiometers

A

* Be sure to turn off the power switch and remove the power cord plug from the
receptacle before replacing the potentiometers

1.
Remove the lower maintenance door from the

rear of the unit.

2.
Disconnect the pedal loom from the main foom.

3.

Remove the fixing nuts and earth via the rear of ,
the unit, then remove the pedal assembly from SCRE
the front of the unit. '

3. 74 8
Loosen the grub screws on the potentiometer 4 /
shafts and remove both gears.

4.
Remove the hexagon nut fastening the
potentiometer to the pedal assembly.

+ How to adjust the pedal unit potentiometers

5.
Attach a new potentiometer to the pedal assembly.



6.
Desolder the loom from the faulty potentiometer
and resolder it to the replacement.

See page 49
R u
Replace the gear on the potentiometer shaft, do o “;u

not tighten the grub screw.

8.
Without moving the pedal, adjust the potentiometer
with a flat blade screwdriver.

Figure 1 Brake Potentiometer
Adjustment Method setting

« Accelerator - Fully fumn the potentiometer
counter clockwise and then tum it back by
about 10°

« Brake - Fully turn the potentiometer clockwise
and then tum it back by about 10°

9.

When the potentiometers have been
carefully adjusted, tighten the grub screws
on the gear shaft.

Figure 2 Accelerator potentiometer
10. setting
Make sure all fixings are secure and replace the
maintenance door.

11.
Carry out the procedure described in “3.2 PCB Start-up check (self test) “ on page 15



* How to replace the hand brake potentiometer

* Be sure to turn OFF the power switch and pull out the power plug before replacing the
control.
* Since the hand brake is heavy, use due care when handling it.

1.
Remove the front play panel, disconnecting
the loom and earth link in the process.

2,
Replace the potentiometer as per the
instructions for the pedal unit.




4.4 Replacing the gear shift unit switch

» How to replace the gear shift unit microswitch

A

* Be sure to turn off the power switch and remove the power cord plug from the
receptacle before replacing the potentiometers

1. .
Remove the play panel assembly, taking care to disconnect the wiring loom and earth

wire.

2.
Remove the 4 screws fastening the
gear shift unit and take out the assembly.

3.
Disconnect the loom connector from the main loom.
Determine which is the faulty microswitch and remove it.

4.
Desolder the wiring from the faulty microswitch and
resolder it to the replacement.

5.

When installing an new microswitch, take care to ensure
the microswitch is positioned correctly.

Use the following as a guide:




4.5 Replacing and adjusting the timing belt

* How to replace the timing belt

A

« Be sure to turn OFF the power switch and remove the power cord plug from the
receptacle before replacing the potentiometers

1.
Remove the play panel from the unit as described in section 4.4

2.

Loosen the 3 motor bracket fixing screws
and the adjuster bolts and remove the
timing belt.




* How to adjust the timing belt

4.

Loosen the 3 motor bracket fixing screws
and adjust the timing belt tension by turning
the adjuster bolt.

o
Pt
The sag of the belt

should be 1.6mm

for a weight 0.5Kg

Figure 3 Timing belt sag



4.6 Adjusting the monitor

 The monitor has aiready been adjusted at the time of shipment, but it may be readjusted as

desired.

« The interior of the monitor contains high voltage electricity, so take great care not to touch it

* Monitor Adjustment PCB

The monitor adjustment PCB is located inside the monitor maintenance door of the main unit. (
Loosen the 6 screws and remove panel )




4.7 Potentiometer wiring information

When replacing the potentiometers in the game machine pay attention to the following
colour codes used.

Potentiometer 1 2 3
Steering | BLACK/ PINK RED BLACK
Accelerator BLACK/ WHITE RED/ BLACK PINK/ BLUE
Brake BLACK/WHITE RED/BLUE PINK7 BLUE
Hand Brake PINK/BLACK YELLOW BLACK/ GREEN

When soldering the potentiometers the following points should be observed:

1. Excess heat can damage the potentiometer.
2. All wiring should be insulated using silicone sleeving or heatshrink tube.
3. Check all joints that have been made, they should appear shiny and have a

good mechanical bond with both surfaces.

4. Poor soldering can cause intermittent faults with the controls, if in doubt leave
any repairs to an appropriately skilled operative.
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Appendix A - Coin settings

- The credit board settings need to be changed in accordance with the currency of each
country.

Set dil switches (DIL 1) sw-1 to sw-5 according to the options found in the reievant price
of play table on the following pages.

Set dif switches (DIL 2) sw-1 to sw-4, which are located under the {C socket as shown in
the table below. Sw-4 must always be set to ‘off’ as the game board only operates in common
mode. Care must be taken when removing the IC from its socket so as not to damage its leadout
pins. After setting the switches replace the IC in its socket with the package ident mark adjacent

to the board edge.

+ Be sure to turn the power OFF before setting the DIP switches.

* The position of the coin selector DIP switches.

The coin selector DIP switches are provided inside the maintenance door. See page 10

:
4

J
i
%
3
]
i}
i
4
i

DIP Switch 1
* Setting DIP switches 2
SW | SW | SW | sw COIN SETTINGS COIN COIN COIN COIN | COIN
1 2 3 4 1 2 3 4 6
OFF | OFF OFF ON__ | UK ONLY 100 50 20 10 200

19



« Setting DIP switches 1

Playsettings for UK Kling V3.1
UNITED KINGDOM: ]
Coin 4 Coin 3 Coin 2 Coin 1 Coin 6
Credits given against coin input
10 20 50 100 200 Dipswi

Per game

10 1.00 2.00 5.00 10.00 20.00 Std 0 0 0 0 0
10 1.00 2.00 6.00 12.00 24.00 Bonus 1 01 o0lolo
20 0.50 1.00 2.50 5.00 10.00 Std 011 0jlolo
20 0.50 1.00 3.00 7.00 14.00 Bonus 1 1 0ojlof|o
30 0.33 0.67 1.67 3.33 6.67 Std 0jo i 0] o0
30 0.33 0.67 2.00 5.00 10.00 Bonus 1 0 i1 0] o0
40 0.25 0.50 1.25 250 5.00 Std 011 1 00
40 0.25 0.50 1.25 3.00 7.00 Bonus 111 1 0] o
50 0.20 0.40 1.00 2.00 4.00 Std ololol1 Q
50 0.20 0.40 1.00 200 5.00 Bonus 1 01011 0
60 0.17 033 0.83 1.67 3.33 Std 0 1 0|1 0
60 0.17 033 0.83 1.67 4.00 Bonus 1 1 0| 1 0
80 0.13 0.20 0.63 1.25 2.50 Std 041011 1 0
100 .10 0.20 0.50 1.00 2.00 Std 1 0 1 1 0
100 0.10 0.20 0.50 1.00 3.00 Bonus Y 1 1 1 0
120 0.08 0.13 0.42 0.83 1.67 Std 1 1 1 1 0
150 0.07 0.10 0.33 0.67 1.33 Std Q Q Q Q 1
200 0.05 0.08 0.25 0.50 1.00 Std 1 0 0 0 1
250 0.04 0.07 0.20 0.40 0.80 Std 0 1 0o 1
300 0.03 0.06 0.17 0.33 0.67 Std 1 1 0{o0 1
350 0.03 0.05 0.14 0.28 0.57 Std 0{o0}1 0 1
400 0.03 0.04 0.13 0.25 0.50 Std 1 0 1 0 1
450 0.02 0.04 0.11 0.22 0.44 Std 0] 1 1 0] 1
500 0.02 0.04 0.10 0.20 0.40 Std 1 1 1 0 1
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Appendix B - List of main parts

* Replacement part numbers

No. Part name Part code | Quantity Remarks
1 Monitor surround vac-form 541846 1
2 Monitor - Wells Gardner 10204 1
3 Mains Filter 80084 1
4 Steering Unit Assembly 381845 1
S5 | Steering wheel 21241 1
6 | Gear Shift Unit Assembly 31665 1
7 Pedal Unit Assembly 381967 1
8 | Handbrake Unit Assembly 381966 1
9 | PCB (Main) 11331 1
10 | Coin Acceptor Door and Coinbox | 50609 1
Door (1 Item)
11 | Coin Box 1
12 | Coin Selector 50661 1 UK version
13 | Coin Counter 50003 1 12v Meter
14 | Service Panel swilch 45A020 2
15 | Switch Mode PSU 14031 1 5v Logic Supply
16 | Switch Mode PSU 14032 1 12v Logic Supply
17 | Switch Mode PSU 14033 1 12v Motor Supply
18 | PCB ( Steering) 11317 1
19 | Speaker 56006 2
20 | View shift switch 22479 1
21 | AT/ MT switch 22487 1
22 | Mains Power switch 45A020 1
23 | Mains Isolation switch 45A001 1
24 | Mains Power Cord 162189 1




« Steering Assembly - Part No : 381845

1. Motor

4. Timing Belt
12. Steering gear

3. Potentiometer

13. Motor gear

Rracket
No. Part name Part code | Quantity Remarks
1 Motor 51032 1
2 Bearing 31649 2
3 Potentiometer 42100 1
4 | Timing Belt 31663 1
5 Steering Base 203634 1
6 | Steering wheel Shatft 203638 1
7 Motor Support Bracket 203635 1
8 Steering Support Bracket 203639 1
9 Potentiometer Bracket 203834 1
10 i Shaft Stopper 541971 1
11 | Shaft Cam 203642 1
12 | Steering Gear 31704 1
13 | Motor Gear 31703 1




* Handbrake Assembly - Part No: 381966

5

@

=)

No. Part name Part code | Quantity Remarks

1 Handbrake Bracket 203897 1
_ 2 | Handbrake Bjock 203898 1

3 Potentiometer 42100 1

4 | Coil Spring 31702 1

5 | Handbrake Pivot 203901 1

6 | Grip 542098 1

7 Gear Quad 31652 1 Fits onto shaft cam.
8 Bottom base 203903 1

9 | Stopper 541878 1

10 | Hand Brake Lever 204029 1

11 | GearC 31651 1 Fits on potentiometer




* Pedal Assembly - Part No:

381967

4. Suspension

Spring
1. Pedal Stopper
3. Gear quad
S. Potentiometer
2. Gear C
No. Part name Part code | Quantity Remarks
1 Pedal Stopper 541878 2
2 |[GearC 31651 2 Fits on potentiometer
3 Gear Quad 31652 2 Fits on pedal asm.
4 Suspension spring 31683 2
5 Potentiometer 42100 2
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