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L. GAME INSEECTION

Chase E.Q. has been thoroughly tested and readied for opecation at Ethe
factory and should not rfeguire any gpecial get-up procedure. However
it is suggested that upon receiving your game you examine the
following to further Ansure Lhe game i3 An proper worhing condition:

CHECK :

Plug-in connectord are firmly seated.

All player control connections are complete.

No loose components on p.¢. beard.

Fuses are installed firmly in holders.

Coin mechanlems ace operating properly.

Mo loose foriegn objecte in cabinet {screws, componenta, etc.)
which may cause shorting and result in damage to the game.
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If problems d¢c occut of technical assistance Ls requited, please call
our customer sarvice department at 313/520-9140.

1i. POMER ERECUIREMENTS

The game i= chipped ready [or ocperation at L2BVAC, &PHz with a power
consumption of appromimately I58 watts.

CAO0TICON

FOR SAFE OPERATION IT 18 BTRONGLY RECOMMENDED THE CABINET BE PROPERLY
GROUNDED. THIS GAME IS EQUIPFED WITE A THREE CONDUCTOR POWEER CABLE.
THE THIRD PROWG (round in shape) WILL AUTOMATICALLY GROUND THE GAME
WHEN PLIGGED INTD A FROFERLY GROUNDED THREE PRONG RECEPTICAL. IF IT
BECOMES NECESSARY TO UBE AN ADAFTOR, THE GROUNRDING LUG OR WIEE ON THE
ADAPTOR RUOST BEE FPROFPERLY GROUNDED TO ASSURE SAFE OFERATION.
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111. GAME INSTALLATION
The following precautions should be followed when inetalling the game:

* Handle the game with care &80 A& not to damage the fragile picture
tube .

* Do NOT (nstall the game in direct sunlight or near & heat oource.
Doing S0 might cause the internal temperature of the game to exceed
it's maximum operating temperature and could result in damage to

the game’s components.
* Do not install the game in excessively dusty ot dasp environments,.
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IV. PLAY INSTRUCTIONS

* The player is driving an un-macked patrol car and nust chage and
apprehend various criminals according to headguarter radioc contact.

* CHASE HQ is different from previous driving games in that the player
muat do more than win &4 race. He mubt locate the target vehicle,
catch up to it, and put it out of commission by repeatedly smashing
ints it.

* The distance from the suspect car and player car Ls shown on the map
at the right side of the scresn,

* When the player has caoght op to the Euspect car, the dome light is
placed on the patrol car, the piren is sounded and the timer im
extended an additiomal 68 seconds.

* During the extended time period, the player most continoously crash

into the target vehlicle until the damage meter on the left side of
the screen has indicated the wvehicle is immobilized.

* The player ig given 2 burste of turbo charge in each round which is
activated by the ahift knob button. The game ends when the timer
reaches zerc or the player has cleared all five rounds.

* The player may continue the game with CHASE B.Q.'s optional
"Coentinue Flay" [eature.

EXPLANATION OF ROUNDS:
Round 1.....White Bports Car
Round 2.....Yellow Bporte Car
Round 3.....Bllver Sports Car
Round 4.....Blue Sports Car
Round 5.....Reported as Unknownl

PLAY HINTS

* Avoid contact with wehicles other than the suspect care. Contact
with other care or running off the course will result in the loam of
crucial time,

* Bump the criminal's car from inside the curves. Bumping from
outside will cause the player’'s car to apin out.

* When Nancy at Chase Headguarters announces that time i running ouwt,
the player has 18 seconds to overtake the criminal. Save your Turbo
Charge and ume it here.

* Crash the puspect car on the @ldes cather than the rear end as
craghing from the side causes more damage.
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Y. SELE-TEST MOLE

Te pnter the Salf-Test Mode, locate Dip Switch Bank A on the Loglc P.C.
Board and slide switch #3 to the ON position.

* The firet test screen displays a menu and asks you to UEe the steering
wheel to selsct elther the C.R.T. TEST or the [INFPUT TEET. Once you
have made a selection. prese the START button to begin the test.

* When the C.E.T. TEST 1& selected, the screen displays a crosshatch and
a color bar to aspist in adjusting or testing the coler moniter.

* When the I[NPUT TEST 1& sBelected, the screen diuplaye the following:

Il 8 FPUT TEET

COIN A: OFF CoiN B: OFF
BERVICE: OFF ETART: QFF
LOWGEAR: OFF TURBCO: OFF

HIGHGEAE : OFF STEEHIRG: B

ACCELE: CFF HRAEE: OFF

B 76 5 4 3 2 1

DITFRSEW A: HH A BB BHH

B: B H H HHEHH
SOUNDCDDE: 67 TURBD

RAM OK ! .

PUSR TURBO SWITCH TO RETURK
TO MENU MCODE.

* When testing the ewitches for COINS, SERVICE. LOWGEAR, BRAEE, etc.,
slmply press the switch and the display for that switch ghould change
from OFF to ON.

* When testing the STEERING, the display of @ should count up hexa-
decimally when turning it right (68 hex) and count down hexadecimal 1y
wnan turning it left {FFBE hex).

* Whe using the BOURDCODE display to test game sounde. turn the steering
whael right or left te melect & sound and presa the START obutton to
tenmt the output of that sound.

* The display for DIPSW A and DIPSW B indicate the pesition of the dip
Ewibtches. H = OFF L = ON

* The RAM test will display OK if no sbnormal condicions are detected.
1f the test program senses an abnormal condition, this display will
indicate an ERROR,



V1. SERYICING

To service the Coler Menitor, Tranaformer, Foot Pedal and Fuses, remove the
back door. If it becomesE necessary to remove the color monitor, you muEt
fieet temove the speaker panel Lo provide the clearance needed,

To remcve the soniter berel - grab the bezel at the top and pull toward you
until the bezel (s perpendicular to the front of the cabinet. Then care-
fully alide the bezel oat.

To re=-ingtall the bezel - holding the bezel perpendicular to the front of
the cabinet, carefully slide the bottom of the bezel into the cavity under
the monitor screen. Then 1ift the top of the begel up and over the moniter.

To service the Loglc P.C. Board, locate the two locking brackete on the
ingide of the front panel and rotate them to unlock the Contro]l Panel
Dravet. Then pull the CTontrol Panel Drawer forward to expose the Power
Supply and the Logic P.C. and Filter Board Assembly.




DIP _SWITCE SETTINGS

The following opticon switch Eettings were designed to allow the customizing
of CHASE H,0.'s various game features to pulit different environments,
ueed wisely, the flexibility they offer can maximize game pecformance and

increase potential earningse.

Whan

DIF SWITCH A —
| FUORCTION |  SETTING 1 i 3 4 -] [ 1 8 __
HUST REMAIM
HOME IN “OFF" OFF OFF
POSITION
SELF-TEST HORHAL GAME oFr
NODE TEST MODE oN
ATTRACT ENABLED oFF
SOUNDS DTSABLED ON
1 CO = 1 FL OFF oFF
PLAY PRICING 3100 =1FPFL ON OFF
COIN A 2 Ch =1 PL OFF ON
4 CO = 1 FL OR oN
1 ¢O=1 PL oFF OFF
FLAY PRICING 3co= 1 PL ON OFF
COIN B 2 C0 =1 PL OFF OoN
4 CO0 =1 FL ON oN




IF SHITCH B

fUliCT1ION SETTING 1 2 3 4 g & ¥ A |
MED T UM oFe o
b1 EFICULTY EASY ON GET
LEVEL BARD OFF | oY
HARDEST oM 3
| .
| 60 SEC ore | orr
TIHE R T8 SEC ()] )
SETTIHG 6% SEC OFF (4] ]
"« 5% GEC o | om
HUMRER GF 3 oOFF
TURBOS ) ¥l
DISCOUNTED ENABLED * OFF
CONTIN. FLAY DISADLED 4]
CLEAR DAMAGE | YES OFF
Ol CONTINUE HO w# oM
CONTINUE EWABLED | opy
FEMATURE DISABLED on

* WAEN THE "DISCOUNTED CONTINUE PLAT" OPTION IS ENADLED, THE PLAYER PAYS TNO
FULL AMOUNT FOR THE FIRST GAMF AND TREN 5 ALLOWED TO CONTIMUE BY INRSERTIRLG
anRLyY 1 COIH, FOR EXAMFLE, TF THE GAME IS8 PRICED AT 2 COIRE FER 1 PLAY AND
THE “DISCOUNTED COSTIWUE FLAY® OPIION IS EMABLED, THE PLAYER MUST IHSERT 2
Mok oA BIS FIRST GAME AND THEN GALY ) COIN TO COBTINUE HIS GARF.

e WIEN THE “CLEAR DAMAGHE ON COSTINUE® (PTICH IS BET AT "WO", ANT DAMACE 7O
THE CRIMIMAL'S CAR WILL EE CARRIED OVER ISTO THE CONTINUEL GAME,



1\‘

7\
O O o

S —
( a/j
Light Display Panel | |

—EEY HO. LESCHRIZLION

1 ¢® WATT BULE

4 STANDARD LIGHT BULB SOCEET

3 4" SPEAKER




Control Panel Drawer

DESCRIPTION

FILTER PCB

AUX[LARY POWER SUPPLY

FLASARING DISPLAY PCB

MAIN LOGIC P.C. BOAZDS




0 Shift Lever Assembly

-EEY NOU. DESCRIPTLION

1 BIMPER MOUNRTING BRACEKET ASSEMBLY
2 BOLE PLDG (MPG. PART NO. B@@-522-980)

[ 3 SHIFTER HANDLE (MFG. PART RO. B@R-5@3-pag)
4 PUSHRUTTON RED (MFG. PART BO. 800-705-200)
5 SCREW, 1#-37 x 1/4" TAMPER RESISTANT
B SWITCH ACTUATOR CAM (MFG. PART RO. BEE-104-800)
T BCREW, 18-32 x 7/16" TAMPER RESISTANT W/HEEX NUT
] CARRTAGE BOLT, 18-24 x 1 1/4% W/HEX NOT
9 SRAF SWITCH (NFG. FART WNO. B2@-T@6-2@R)
18 TIE DOWN SUFPPORT (MPG. PART WO, BEA-123-900)
11 SHIFTER PIVOT HUB (MFG. PART RO, 808-37@3-p08)
12 SHIFTER SPRING (MFG. PART WO, #37-002-000)
13 SHIFTER EIDE BRACKET (MFC. PART NO. LEFT A-BRE-187-R880)

{NPG. PART NO. RIGHT A-808-108-009)
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STEERING WBEEL ASHEMBL]

EEY SC. DESCRIPTION
1 UPPER P.C.B. MTC. BRACKET ([MFG. PART NO, 10@8-124-000)
2 PINION SHAFT (WFG, PART NO. 18@-3R2-008)

3 PINION ESHAFT (MPG. PART NO. 10@-102-peQ)

4 GEAR MTG, BRACEET (MPG. PAAT wO, 10@-122-000)

5 GEAR & OPTICS WTG. BRACKET (MPG. PART NO. 108-123-0049)
'3 BUMPER WITE SHAPT (MFG, PART NO. TO@-206-900)

7 STEERING WHEEL (MFG. PART NO, B59-325-08)

g STEERING MAIN EHAFT (MPG. PART NO. 120-384-800)

9 GEAR, 32-6@ W/0 HUB (MFG. PART N0, 0871-014-108)

18 STOP BRACKET (MPG. PART NO. 1990-127-000)

11 |' SPRING WTG. PLATE (MPG. PART O, 100-133-048)

12 CENTERING SPRING (MFG. PART NO. 0837-081-200)

13 LOWER FCE WTG. PLATE (MFG. PART NO, l0@-155-0F0)

14 SENSOR MTG. PIN (MFG. PART NO. 10@-156)

15 CENTER OPTIC SENSOR PCB (MPG, PART NO. TRd-431-000)
16 om CEWTER PLAG STRIP (MPG, PART wWO. 1#P-1I9-0D8)

18 GEAR, 32-36 (MFG. PART WO. BET1-097-200)

1% TRACK BALL DISC (MFG. PART NO. 052-027-480)

28 LEFT/RIGAT OPTIC SENSOR POB (MPG. PART MO, 700-05-009)

%]




Power Chassis & Gas Pedal



PUMEN CBASETS & GAS PEDAL

LEY NG, : _OESCRIPTION
1 EFRING (NPC.. FART W0 S7F-A0Ll-#F)
2 RUBBER STOPFER  (MPG. PART MO  S0-2817-08)
3 H-._’ (MPG. PART NO. SP-8B19%-88)
i AICRO-SWITCH F/PEDAL {MFG. PART RO. 58-8018-00)
- ACTUATOR BWNITCH (WPG. PAET B0, 58-E214-40)
6 SIDE PLATE (MPG. PART NO. S#-8013-82
7 CROBSBAR {(MPG,. PART NO,., S0-8015-08)
a ISOLATION TRANSFORMER
§ BNITCRINC POWNER SUFFLY (MIN. RATING = 18 ANP, 53 WATTS)
18 1S AMP AC LINE PILTER
11 TERMINAL BLOCKS
12 AUXILARY POWER TRANSPORAER
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