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® 700m DASH

® LONG JUMP

® JAVELIN THROW
® 770m HURDLES

® HAMMER THROW

® HIGH JUMP




LI_[*'UI{ MORE EXCITING PLAY. FOR MORE LEXCELLENT INCOME. —‘

1) The biggest feature of this game is that i1 can be plaved by four people simm]

taneously. This guarantess exciling play as well as excellent income.

(73 _Hij.{h_ BUOFes af two hondred people and the best records of three plavers 1n each

Zame will Be Lept for a long peried of Cime even after the power is turned off.
Accordingly plavers can confirm improvement of their own skills by comparing
with past records. This serves Lo prolong their interest in the game.

GBI KEY SWITOHES are required to have the [ollowing characteristics,

o Capability of guick repetilion

= Light key touch

» Baletly for MNngertips

s llong 1i1fe

o Olickineg sound which makes the game more exciling

L necessary, Konami can supply such kev awitches.

[ 41 In order 1o keep the game
! e rI; *:. v plaved by two or more plavers,
RUN 1P 21 510 41 RN Lot it A
L e e © the following disposition is
) - - )
| lﬂL‘-'Ih H}?‘ recormmentdod.

For PLAYERZ&4 For PLAYER1AC® 'kere are two HITN BIPTTONS
s that the playver mayv use
e1ther his-her cither right

or laft hand.

Be careful encugh when handling the PaO. Hoards in order to avoid DANGER

and-or DAMAGE. \

(7) Whatever kind of maintenance should he started after pulling the power cord aff

the AUC-line outlet.

(2} Confirm the right side and the other zide of the cardedge cormectar.

(Z) Electro static is apt 1o deslroy circult components, especially OMOS 10, So¢ he

careful when it touches your fingers or a circuil tester. Yal-VYul cannot he used.
(4) There is a battery(button type) on the P.C0. Board 1o keep the plavers’ data even
during hlackout .

Be careful not te short it.




Technical Information

(1) Hanking data should be initiated as fullows.
1) POWER OFF &) Contirm that all ranking displays
2) Take out the P.{. Board. show "10000°

2] Turn on the Sth of DIF SWITUOL No.2. ?E' gUL:-'tTE-R G:;'I" b
4) Set the P.C. Board. 8) Take out the P.C. Board.

7)) Turn off the 5th of DIF SWITCH No.2.

5) POWER ON 10) Set the P.C. Board.
(Z) Reguired Power Capaci Ly
1) GND-VOC 5V 5A or more 2) GND-( t12) 12V 2A or mare
(3} Output -
Rired) analog, positive
d{green) analog, positive —1 —
B{blue) analog, positive ' ~L
=yne. H=V complexed, negatiwve W.JT
(4) Wiring of the key Bwitch "RUNY H v

Wiring should be done with the left one of the twoe RUN kevs ax RIUNY and the
right one as HUNZ.
Refer wiring IMagram.
(%) Adjusting Volume
Turn the volume right and it hecomes |ouder.

| PLAY INSTRUCTION |

= Tap (RUN) , and the player will run, * Keep pressing (JUMP) , and the angle
* Push (JUMLIE) |, and the plaver will jump will go higher.
or throw. * The game will be over when vou cannot

reach QUUALIFY.
1] 100m DASH
* You will be disqualified by flying Z times! # Keep tapping (BUN) !

- !

20 LONKG JUMP
" TEP . and then ]'."USh . # The angle iz determined b!,.' how long vou
press (J UMF
5, JAVELIN TIIROW
# Aceelerate the plaver wilhm_ * Press (:I:IE and releage it at ithe desired
angle.

|4, 100m HURDLE

# Keep tapping (RUUN) and then push , and the plaver will jump.

(5] HAMMER THROW

* F‘ushm and start! « Preas @'M__P} al the right moment. and relcase it at the
desired angle.

¢ Be careful not to make the angle too high.

6] HIGH JUMI

* Push once amd start. *= FOUL is limited to 5 times,

« Only in HIGH JUMI*, wou can change the angle hy pushing as often as you
like.
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Hyper Sports / Track And Field Pinouts
(Fonami ZP/ 4P sports games)

* = Used only in 4-player Table-top (Cocktail?) cabinet.
In 4P mode, =zcreen iz flipped for players 3 and 4

SOLDER 3TIDE PARTSE S3IDE
——HNZ-- 1 +1z v

Speaker out 2 Speaker out

* 4P Run 2 3 * 4P Jump

* JF Run Z e * 3P Jump

1P Etart 3 ZP Start

ZB Jump & * 3F RPun 1

2F Run Z K AERVICE

1P Jump 8 1F Run 2

1F Bun 1 9 4F dtart

COTN 1 10 COIN 2

4P Start 11  ¢CoOIN COUNTER 1
2P Run 1 1= COTIN COUNTER X
=EREEN< 13 =BLUE<

~RED= 14 Y NC

-——NC-- 15 * 4P Pun 1

izl D 1le GHD

=ND 17 =ND

+5 v 18 +5 v

So the game needs 4 start buttons and 2 sets of 3 buttons

for play (JUMP, RUN 1, RUN Z2), Assuming dips are set for upright
cabinet. If there's more than £ players, players take turns

at controls.



