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INTRODUCTION 

1l1ank you for purchasing our RA VE RACER. 

This operation manual describes how to safely carry out operation, in,stallation, transportation, 
and maintenance of the RA VE RACER. 

To ogerate the RAVE RACER correctly and safely, be sure to read the operation manual care­
fully before staning installation and operation. 

The operation manual is intended for the use by the operator at an amusement arcade. In the 
operation manual however, the procedural items where -ALLOWED FOR QUALIFIED , . 
TECHNICIAN ONL Y- appears shall be carried out by a qualified lechnician only. 

• The qualified technician in the operation manual means: 
, 

• 

The technician who graduated from university, collage, or finished senior high school. and 
qualified of mechanics or electronics, or who are equivalent to those persons in knowledge 
and experience, and who does daily maintenance, operation controls, and repairs of amuse­
ment machines. 

If the owner of this machine is to ask a third pany to operate, install, transport l ndle, andlor 
maintain the machine, it is owner's responsibility for the third party that the .1 II read the 
operation manual thoroughly and strictly observe the safety precautions state n the operation 
manual. J 

Keep the. operation manual close to the machine and re~n it for future reference so that it can be 
refened to whenever necessary . 

• If you resale the machine, be sure to include the operation manual in the package . 

. For information on the machine itself, reparation of the machine, or associated p in-
cluding consumables: contact the dealer from whom you have purehased the machine. 

'. 
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1. SAFETY PRECAUTIONS 

1.1 EXPLANATION OF THE CAUTION SYMBOL &. 

1.2 

The meaning of the caution symbol &. used for 

manual is described below. 

the operation 

• Caution symbol &. : This symbol is used to indicate potential danger, and is a 

specific, general caution, warning, or danger notification 

EXPLANATION OF SIGNAL WORDS 

(&. DANGER, &. WARNING, &. CAUTION) 

The signal words (&. DANGER, &. WARNING, &. CAUTION) used for 

the operation manual indicate the possibility that the danger will resuh i 

bodi ly harm or damage to propeny. 

The risk level for each is as described below: 

, &. DANGER . 

&. WARNING 

. &. CAUTION 

: This indicates that if mistakes are made in handling, a dan 

ous condition will result that could cause death or serious 

injury to the operator, and that the urgency of the warning 

very high. 

: This indicates that if mistakcs are made in handling, a dan 

ous condition ·",ilI result that could cause death or serious 

injury to the operator .. 

: This indicates that if mistakes are made in handling, a con. 

tions will result thal could cause minor injury to.the operat 

or light damage to the achine. 

NOTE: Classification Of Injury or Oamage 

Serious Injury 

Minor Injury 

: Injuries such as loss of sight, sc '1, bums (high·temperature, 10\ 

temperature), electric shock, p'~en bones, poisoning that have 

lasting effects, and which.r.e.qui ospitalizationor long-term 

doctor visits, 

: injuries that do not require hOSI la lization or tong-leon doctor 

visits. (Injuries not listed a .J 

Property Damage : Large damage to buildings, pro ny, or pets. 

-1-
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1.3 SAFETY PRECAUTIONS FOR OPERATION 

1.3.1 Prohibilion of play games 

The following persons arc prohibiled 10 play Ihe game wilh Ihe machine. The manager or 

Ihe allendam of Ihe machine shall be responsible for lhe machine nOllo be played by Ihe 

persons lhose specified below . 

. ' Who are nOI in good heallh 

Who are injured and cannOI play lhe game wilh ease 

Who are drunken 

1.3.2 NOles on operalion 

& WARNING 

• Use lhe pans specified by NAMeO as consumables and repair pans (including boils 

and nUls). 

• Slart operaling Ihe machine afler you have checked for sure Ihat Ihe machine is inslalled 

correclly (all condilions described under 4. "INSTALLATION" shall meellhe specifi· 

calions). 

Use Ihe machine wilh Ihe raled power supply vollage as closely as possible for beller 

operating conditions though the machine can tolerate a power voltage widi'in a range of 

±IO% of Ihe raled value. . 

Connecl the machine 10 Ihe ground to avoid electric leakage when Ihe machine breaks 

down. 

& CAUTION 

• StOP using lhe machine immediate;y if lhe machine fails to oper .. te or has received a 

damage. . 

• Hold lhe plug. not lhe power cord to pull out lhe cord plug from lhe out eL 

-2-
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1.4 SAFETY PRECAUTIONS FOR INSTALLATION 

- ALLOWED FOR QUAL[FIED TECHNIC[AN ONL Y-

ill. WARNING 

Never tum on the main power switch of the machine until the machine has been in­

stalled correctly and completely (until all conditions described under 4. "INSTALLA­

TION" meet the specifications). 

• Connect the' machine to the ground to avoid electric leakage when the machine breaks 

down. 

NOTES: 

Allow a space of 30 cm or more between the machine and other surrounding objet 

such as walls or other equipment . 

When you install two machines closely together, you don't need to make a space 

between them. 

3 m 4 Oem 

3 0 em 

5 0 em 

2m20CD 

1m 

. • ... f" 



1.5 SAFETY PRECAUTIONS FOR MOVLNG AND TRANSPORTATION 

-ALLOWED FOR QUALIFIED TECHNICIAN ONL Y-

6. WARNING 

• The RA VE RACER has casters. Move the machine with extreme care when it is On a 

slope. 

• Firmly hold .the machine when loaded on a truck for transportation so that it will not 

move by acceleration or deceleration. 

1.6 SAFETY PRECAUTIONS FOR MAINTENANCE 

(TROUBLESHOOTING AND REPAIR) 

-ALLOWED FOR QUALfFIED TECHNICIAN ONL Y-

&. WARNINc" ----------, 

• Never modify the machine without authorization. There can be unexpectable danger 

with the machine if modified. 

Use the parts specified by NAMCO as consumables and repair partS (including volts 

and nuts). 

• .Cut off the main power supply for maintenance (trouble.shooting and repair)Jo avoid 

~ electric shock hazard to the technician or any olher p&rsons. . 

Contact the dealer for further operations when you do any other work on the machine 

than it is described in the operation manual . 

• A high voltage exists in the power supply board and the inside of t e monitor. and such 

parts can remain at high temperatures even when the main power switch is turned off. 

To avoid electric shock hazard or a bum. be careful'not to touch them accidentally. 

• Be sure to tum off the main power switch for parts replacement. an 

disconnecdon of connectors. 

&. CAUTION 

nnectlon and 

• Hold the plug; not the power cord to pull out the cord plug from t tiel. 

" , 

'. 



• 

• 

2 SPECIFICATION 

(1) Power requ.irements: 

(2) Power consumption: 

(3) Accessories: 

/-_......: . .:.... • __ --.::2. 

o 
o M.b 

r'\ . 

~~ Ilfl~IlflJ§:' I!1I[]'II;e:!lf~1f~~~ []It======ll 

VISTA FRONTALK 

-5-

220 VAC :!: 10% 

15() W (when operated at 220 

Operation manual (this manua 

Projector manual ••.•••••••• 

Power plug ....•..•..•••.••. 

l 
.. - - ----- .,....,\\, 

• 
• 

• 
• 
• 

' . 
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• 

VISTA LATRRALI 

' . . 
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3 COMPONENTS (NAME OF PARTS) 

Sing Assy 

Steering wheel Assy 

Projector Assy Gear shif't Assy 

• Seat Assy 

• • 

Pedal. ABsy, • 

Control Boar Assy Rac k ABBY 

cain ABsy 

Base ,ABBY 

! 
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4. INSTALLA nON -ALLOWED FOR QUALIFIED TECHNICIAN ONL y_ 

4.1 NOTES ON INSTALLATION 

ill WARNING 

Do nollum on Ihe power unlil you complele Ihe inslallalion of Ihe machine . 

• Connecllhe machine 10 Ihe ground 10 avoid clccmc leakage when Ihe machine breaks 

down. 

.& CAUTION 

Assemble or disassemble Ihe machine by lhe appropriale number of persons . 

4.1.1 The place where inslallalion is prohibiled 

The machine shall be used indoors. Do nOI ins1311 il in a place or undercondilions lisll 

below. 

OUldoors 

where subjcCIIO direcI sunlighl. high humidilY , dusI , or rain 
~ 

where close to a healing apparatus, or'very hot or cold place 

where lhe machine can be an obslacle for Ihe way 10 emergency exil or where a fire 

eXlinguishing equipmem is inslalled. 

where subjecI 10 vibralion or where lhe floor is nO! sleady and rigid 

- . -

-7-



4.1.2 Conditions of installation 

ill CAUTION 

Make a play space below or more available. If the play space is too small, one player 

may touch the other when they are playing or when one gelS up or gets down. 

NOTE: 

Make a space of 50 cm or more between the rear of the machine and the wall or 

between the machine and the other equipment so thaI a technician can remove the 

i?ack cover at the rear of the main unit (the main unit assembly and the signboard 

assembly) for maintenance purposes. . 

3m4 Oem 

3 0 aD 3 Oem 

SOcm 

2m20cm 

1m 

Figure 4 
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4 . 2 ASSEMIlLY 

4. 2 . 1 COIN ASSEMBLY 

STUD DOLT 

- - - 1 

( 
l.... 
I '. 

" 
I 

! 

.~ 
I " I " 10 

, , 
" "-, "'-

' . "-
"-

CONNl!CTOR 

- Pullout · the connector and coonet them. to the coin MSY 

" -.. 
" -.. 

'i, 

BOLT 

"- -.. 
".;: 

I 

I'~ I 
,_I ~ J 

... ..... \ 

, 

- To f'ix the coin box to the left cabinet through two stud bolt and the bo11 
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4. 2.2 Bracket AsscmblY~ 

Fix the bracket (1) with 4 bolts (M6X20) . Be sure that botton side 

of the bracket touches the .floor .. 

Fix the brachet (2) with 6 bolts (M8X20) • 

o 

:1 

... ~ " 

," ." . . 
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4.2.3 PLASTIC COVER ASSI!MBLING 

. . 

SCREWS 

' . 

SLOT 

Fix :the plastic cover; . . to be assure to have insert the slot in tfle Sel' 

that ,.ou find on the. -cabinet 

-11-
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4 . 3 ATIACHlNG THE SIGN ASSY 

Lt NOTE: The sign Assy weighs about 23 kg. The sign Assy is installed at a high 

location and is unstable. so this work should be perfonned by at least 

!WO people in order to prevent accidents. 

(I) Place the sign Assy on top 

of the projector Assy. 

(2) Lift up the right side of the 

sign Assy (when facing the 

sign) and c;onnect the con-

nector on the sign Assy to 

the projector Assy. 

(3) Tighten the tvo Bolt . 

Bolt (X 2) 

T 

-12-
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4.4 SETfiJ'/G THE Lu'iK SWITCH AND CONNECTING THE LINK CABLE 

Up 10 4 selS (8 seals) can be conneCled logelher. 

NOTE: 
• Each sel musl be connecled 10 a separa .. AC oUllel. 

[Preparation) 

(I) Tum off Ihe power switch 
in the cord box al the rear 
of the malO unil. 

(2) Detach the jack cover 

(3) Selthe link swilch 10 "ex· 
IOmal" (be sure 10 SCI il to 
"inlemal" when you don't 
connect this unit to another 

one). 

(4) Using Ihe supplied link 
cable, conneCllhe [IN) 
connector of one unit to the 
[OUT) conneClOr of anolher 

· one. 

(5) Auach Ihe jack cover by lightening the 
IWO cup screws Be careful 
with the cable nol to be caughl by Ihe jack 
cover. As spown . pass the 

. link cable through the long hole at the 
bouom. The long hole at the top will not 

be used. 

(6) Tum on the power 10 each unil. and check. 
!he link function on Ihe GAME OPTIONS 
Screen in the lest mode. 

(7) Set the game difficullY levels, the number 
oflaps. the CPU number. and Ihe car type 

as specified. 

NO'tE.: 

0 

- . - -
• If you have made. l"e seuing other Ihan those specifie 

normall)". 

-13-
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Power Switch 

Cord ·Box 

%@ r" 

~ 0 
z@ 

\ Link 

e game cannot be pia: 



{Connection examples between units} 

([) For 2 unils 

@ @ @ @ 

OUT I,N O,UT IN. 

I I 

® For 3 unils 

@ @ @@ 
OUT IN O,UT IN 

I I I 

• Q) For 4 unils 

@@ @ @ 
OUT IN OUT IN 

L J 

. 

• 

-14-
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5.2 ADJUSTMeNT 

5 . 2 .1 Tuming on powe ... 

After complcling Ihe inslallation, tum on lhe machine by scuing (he power swiech 10 

"ON". TI,e power swilch is localed in Ihe cord Oox. 

5.2.2 Adjuslmenl swilches 

TIle adjuslment swilches arc localed l>chilld Ihe door of Ihe coin assembly. 

(I) Service swilch 

By pressing (ltc service switch, the credit number can be incremented without activat_ 

ing the coin CQunler. 

(2) Tesl swilch 

By turning Ihe leSI switch to "ON" sets lhe machine in the {eSI mode. 

!n Ihe leSI mode. game COSI selling can l>c changed and leSI for each funclion can be 

pcrfomled. 

(3) Demagnctiting swilch 

Test switch 

By holding down Ihe demagnetizing switch for about 10 seconds. (he monitor can be 

dcmagnc::tiz.cd and co lor impurity If eX ists on Ihe Screen will be removed. Depending 

on Ihe foca lion of the machine or 'he condil ions of the building. there may be color 

Impuril'Y on the monilor sere'cn caused by ICrreSlrTal magnetism . 

TEST SERVICE 

LEfT€> 0 

Service a ..... 1. tch 
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5.3 TEST MODE 

= 

(I) Selthe leSI swi leh 10 '·ON··. and 'he "MENU Screen" appears on lhe monilor. 

(2) Tum Ihe sleeri ng wheel in eilher direclion 10 selecl Ihe desired leSI ilem. The color of 

seicclcd ilem changes. 

(3) Slep on the acceleralor pedal (right pedal) to enter the selecled Icst ilem. and Ihe fol. 

lowing pages mentions how to adjusl for each leSt item. 

(4) Every ti!!,e when completing the adjuslment for a test item. select "EXlT" from the 

MENU, and slep on Ihe accelerator pedal . (If you arc using the SWITCH TEST 

Screen on page 22 ,simultaneously slep on both the accelerator and Ihe brake pedals. 

The MENU will appear again. 

(5) After camp Ie ling the adjustment of all lest items. sel the lesl switch to "OFF" . 

The game screen will appear. 

NO le Ihalthe tesl swilch shall be sel to "OFF" normally. 

MENU 

CHECK Used 10 leSllhe canuol functions. 

COIN OPTIONS ---t--<!21) Used iO sel lhc game cost. elc. 

, GAME OPT IONS ....:::....0:> Used [0 sel the game options~ 

liD TEST ---11--«> Used 10 lesl each swilch. 

MONITOR TEST --+--<lsl) Used 10 adjust the monilor function. 

SOUND TEST --f--<lDUsed to adjust the sound volume. 

ADS DATA ---t--<l~lfsed to display tho collected game data. 

' . . 

OTIlERS --1--(ll)6 Used to test tho game PC board, and also 10 reset the seninQs to initial 

status. . . 

STEP ON THB GAS 

MENUScr •• n 

.' 

-18-
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5.3.1 Tesling conlrol [uncI ions (CHECK Scrcen) 

Selecl ilem (I) "CHECK" from the MENU Screen, and slep On Ihe acceleralor pedal. 

nle CHECK Screen below will appear. 

• 

CHECK 

FEEDOACK STEERING ON ---+- la) selting Ihe leed back. 

STEERING MOTER TEST OFF ---~ Ib) Testing 'he leed back. 

VIEW SW 
STEERING 
SIIIFT 

EXIT 

(This wm appear when (a) is set ON.) 

OPF Ic) Viewpoin' change swilch. 

10000 - - Id) s'eering wheel 

CENTER SWITCHI OFF - - Ie) Gearshift 

SWITCH2 OFF 

, 
CHECK Screen 

(a) This ilem selS Ihe feed back. 

Normally, ScI Ihis ilem to "ON" . 

(b) This ilem leSlS Ihe feed back, and il appears by selling ilem (a> 10 "ON". 

nle following describes Ihe lesl procedure. 
. . 

I . Turn the sleering wheel 10 set ilem (a> 10 "ON", and release your hands from the 

steering wheel. 

2. Slep on Ihe accelerator pedal once, and Ihe feed back motor will turn in lefl or 

right direction. 

3. Step on the accelerator pedal again. The steering wheel will be set in the center 

position, and the motor will SlOp . 

NOTE: 

• Do not touch the steering wheel untillhe mOlor SlOpS complelely. 

(c) This ilem is 10 be sel "ON" when pressing Ihe viewpoinl change bUllon. II is 10 be 

"OFF' when release Ihe viewpoinl change bUllon. 

(d> This ilem is 10 be incremenled 10 + when turning the steering wheel to the righl. It i, 

10 be decremented 10 - when Iurning the sleering wheel 10 the left. 

(e> This item shows the position of the gear shift, and setting of the two swilches. 

By moving Ihe gear shift far away from you, switch I will be sel to "ON" and 

"DOWN" will appear. 

By moving4he gear shift loward you, swilch"t"will be sel to ''ON::and "UP" will 

appear. 

Select "EXIT' and slep on Ihe acceleralor pedal, and Ihe MENU Screen will appear 

- 19-.! 
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5.3 . 2 Setting game COSIS. etc. (COIN OPTIONS Screen) 

Select item (1) "COIN OPTIONS" from the 
MENU Screen. and game cost. e tc. can be 

• 

set. Select the desired item by turning the 
steering wheel. and step on the accelerator 
pedal. The color of selected item changes. 

Setting of each item can be changed by 
turning the. steering·wheel. When the desired 
setting is made. step on the accelerator pedal 
again. (See Table 1.) 

Upon completion of all the settings. select 
"EXIT' and step on the accelerator pedal. 

The MENU Screen will appear. 

COIN OPTIONS . 
GAME COST 

I COINS 1 CR EDIT 

COI Nl MECH VALUE 
1 CO IN AS 1 COIN 

COIN2 MECH VALUe 
1 COIN AS 1 COIN 

FREE PLAY 
OPF 

EXIT 

corN OPTfONS Screen 

Table 1 COIN OPTfONS Setting 

aJ 

, bl 

, cI 

dl . , . , 

[<I: standard setting] 

hem - ~ 

Descriprion 

(al Game cost sening The number of coins required I coin <J 
for I game (credit) to 

9 coins 

(b) Sening for coin I Mcch The count number when insening I coin <I 
a coin to 

9 coins 

Setting for coin 2 Mech Not used Not used 

I(d) Free play Free play for the game to stan by OFF (not available) <J 
slepping on the accelerator pedal ON (available) 

-20-
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5.3.3 Selling game op!ions (GAME OPTIONS Screen) 

Sclec! i!em Q) "GAME OPTIONS" from !he MENU Screen, and sellings and difficul!y 
levels of games can be scI. 

Tum !he steering wheel to select the desired item to change, and s tep on the accelerator 
pedal. Tum the stee ring wheel to change the settin g of the selected item, and step on the 
accelerator pedal again to set the desired selling. (See Table 2.) 

Selecting "NEXT PAGE" and slepping on lhe accelerator pedal wiJl display page 2. 
Selecting "NEXT PAGE" and stepping on the accelerator pedal again will set the display 
back to page I. 

Upon completion of all the settings, select "EXIT' and step on the accelerator pedal. 
The MENU Screen will appear. 

(g) 
(h) 
(j) 
(j) 

'. 

GAME OPTIONS (1/2) 

CPU NUMBER 3 

LINK ON 4 

CAR TYPE 3 

DIFFICULTY 
LlNKBD PLAY D 
SOLO PLAY D 
TIME TRIALS D 

LAPS 
LINKED PLAY SOLOPLAY 

RR SHORT 3 . NOVI CB 3 
CITY 3 INTERMEDIATB 3 
MOUNTAIN 3 ADVANCBD 3 
MOUNTAIN EX 3 PROFBSS IONAL 3 . . 

NBIT PAGB -

EX IT 

GAME OPTIONS Screen 

-21-
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(b) 

(c) 

(d) 
(e) 
(f) 

(k) 
(J) 

trI 
(n) 
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Table 2 GAME OPTIONS Selling 

Item Description 

(a) CPU number Do not assign the same number to two or morc 
machines being connected. (Assign number 1, number 
2. and so on from the left when you are facing [0 the 
screen.) 

(b) Link function teSt The number of seats connected is displayed. 
When setting only ,I seat alone, "OFF" is displayed. 

(c) Car type I BLUE (Assign number I, number 2, and so 
2 YELLOW on from the left when you are facing 
3 RED to the scr~en . ) 

, ' 
4 GREEN 
5 BLUE 
6 YELLOW 
7 RED '. 

#oame duration for linked play 

8 GREEN 

A (long) to H (short) (D: Standard seuing] 

(e) Game duration for one player·play. A (long) to H (short) (D: Standard seuing] 

(I) Game duration for one playerm A (long) to H (short) (D: Standard seuing] 

(g) Specified number of laps for 3 to 6 (3: Standard seuing] 
linked/RIDGE RACER SHORT 

(h) Specified number of laps for 3 to 6 (3: Standard seuing/ 
. linked/CITY . . 

(i) Specified number of laps for 3 to 6 (3: Standard seuing] 
linked/MOUNTAIN 

(j) Specified number of laps for 3 to 6 (3: Standard seuing] 
linked/MOUNTAIN EXPERT 

(1<) Specified number of laps for 3 to 6 (3: Standard seuing] 
one player/beginoers class 

(I'tipecified number of laps for 3 to 6 (3: Standard seuing] 
ne player/middle class 

-
(m) Specified number of laps for 3 to 6 (3: Standard seuing] 

one player/advanced class 

(n) Specified number of laps for 3 to 6 [3: Standard seuing] 
one player/most advanced class 

NOTES: 

• The rank and the number of laps shall be set the same r all machines being con-
nected. 

• Assign CPU number 119 the far left seat when you a \ ing to the screen. Th~n, 
assignCPU numbers 2, 3, 4 am) so on in order to the , seat on the righ t':'" The last 

CPU number shall be equal to the number of connect a ts. 
-· Games cannot be played normally if any CPU number tgnment other than this 

way has been made. 

• If you made incorrect seuing, reset the CPU numbers ferring to the CPU 
number seuing status displayed on the screen. 

-22-
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GAME OPT IONS [212] 

SPEED KMlH 

SOUND IN ATTRACT ON 

ATTRACT DISPLAY 
EXTRA LAPS 01'1' 
EASY SETTING OFF 

HI-SCORE INIT NO 

FEEDBACK STEERING OFF 

EXTRA MODE OFr 

NEXT PAGE 

EXIT 
" 

GAME OPTIONS Screen 

Table 3 GAME OPTIONS Setting 

hem Oescnplion 

(0) 

(P) 

(Q) 
( r) 

(5) 

(t) 

(u) 

[<l' Standard seuin o] 0 

(o) Unit of speed km/h (kilomelcrs) (Do nOI change the selling. -<J 
mph (m iles) 

(p) Sound for 3uraclion ON (Enabled) <J 

(q) 

(r) 

(s) 

(t) 

(u) 

OFF (Disabled) 

Display for auraclion ON (Enabled) 
[Display for extended number OFF (Disabled) <l 
of lapsl 

" 

Display for anrnction ON (Enabled) 
[Display for EASY selling] OFF (Disabled) <l 

InitiaJiulion for high scores ON (Enabled) 
OFF (Disabled) 

Seuing (or the feed back. ON (Enabled) 
OFF (Disabled) <l 

Extrnlap mode (') ON (Enabled) 
OFF (Disabled) <l 

• Note on (u) Extra lap mode 

When you set (u) Extra lap- mooe to "0 

In this case, the game time duration seui 
"n ") will be fixed, When seuing this item 
standard seuings, 
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Display wlil not be normal if changed.) 

(Even when you set this 10 "ON", 
there will be no display if the number 
of specific laps has not been increased.) 

(Even when you set this to "ON", 
therc'wiU be no display if the time duration 
of the game has not beeD increased.) 

(When setting this [0 "ON", 
the record time of aJI courses will be 
inilialized.) 

(Do not change this seuing when you have 
completed the sctting on me CHECK page.) 

(When setting this to "ON''', 
all the games wiU be set in extra lap mode.) 

c number of laps will be set 12, 

d the specified lap seuing (items "d" to 
.. FF", these seuings will be reset to 



5.3.4 Testing switches (1/0 TEST Screen) 

• 

Select item (4) "1/0 TEST" from the MENU Screen. and the following 110 TEST Screen 
will appear. 

110 TEST 

01 P2 .12345678' 
OlP3 [2345678 

LINK ON 2 

STEER I NG MOTER TEST OPP 

LAMP TEST OPF 

SWITCH TEST 

EXIT 

I/O TEST Screen 

(a) Option switch (SW2 on CPU· PCB) 
Ib) Oplion switch (SW3 on CPU·PCB) 

Ie) Link funelion lesl 

Id) Feed back Ie 51 

Ie) Lamp lesl 

If) Swileh lesl , 

(a) This item s~ows Ihe selling of oplion Oil' switch 2 on the game PC I?oard (SW2 on 
- CPU·PCB). If the numbers appear in red. Ihe corresponding switch elements are SCI 

to "ON". Setting is made nonnal when all swilch elemenls are set 10 "OFF". 

(b) This ilem shows Ihe selling of option Oil' swilch 3 on the game PC board (SW3 on 
CPU·PCB). If the numbers appear in red, Ihe corresponding switch elements are set 
to "ON". Selling is made nonnal when all switch elements are set to "OFF' . 

. (c) This item shows the number of seats being installed. 
" 

When operating with one seat alone, "OFF' appears . 

• (d) This item is used to test the feed back. To t<;St, perfonn the foUowing steps. 

1. Tum the steering wheel to set item (d) to "ON", and release your hands from the 
steering ,,!heel. 

2. Step on the accelerator pedal once, and the feed back motor wiU tum in left or 
right direction. 

3. Step on the accelerator pedal again. The steering wheel will be set in the center 
position, and the motor wiU stop. 

NOTE: 

r Do not to~ch the sleering wheel until-IRe· motor stops completely. 

* This item does not appear if the feed back has not been set to "0 
Screen or on the GAME OPTIONS Screen. 

(e) TIlis item is used to te~tlhe lamp. Tum the steering wheel to sel th 
and Ihe lamp lights up. 

m This ilem is used to lest the swilches. (See Ihe nexl page .) 

eCHECK 

m to "ON", 

Select "EXIT" and slep on the accelerator pedal. and Ihe MENU Screen will appear. 
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5.3.5 Tesling swilchcs (SWITCH TEST Screen) 

Select (f) "SWITCH TEST' from Ihe VO TEST Screen. and Ihe following screen will 
appear. 

I/O TEST 

SWITCH TEST 

STEERING 
GAS 
BRAKE 

10000 
10000 
10000 

-I- la) Sleering wheel 
-I- Ib) Acceleralor 
- i- Ie) Brake 

SH I IT CENTER SWITCHI OFF - - Id) Gear shi~ 
SWITCH2 OPF 

SBRVICE OFF 
COIN OFF 
VIEW OFP 

-i- Ie) Service swilch 
. - i- If) Coin swilch 
'-1- Ig) Viewpoint change swilch 

BXIT=STEP ON THE GAS AND BRAKE 

SWITCH TEST Screen 

(a) This ilem is 10 be incremented 10 + when lurning the sleering wheel 10 Ihe right. It is 
to be decrememed to - when cu'-minfl' the steering wheel to the left. When the steering 
wheel is set al Ihe cenler, the figu is about 0000 (it is normal Ihal Ihe lowesl I digil 
changes). This selling is normal en "OK" appears 10 the righl of the displayed 
figure just before the steering wheel is fuUy turned. 

(b) Slepping on the accelerator pedal increases the number (+). When releasing the 
accelerator, the figure is about 0000 (it is normal that the lowest I digit changes). 
This selting is normal when "OK" appears to the right of the displayed figure jusl 
before the acceleralor pedal is fully depressed . . . 

(c) Stepping on the brake pedal increases the number (+). When releasing the brake, the 
figure is about 0000 (it is normal that the lowest I digit changes). This selting is 
normal when "OK" appears to the right of the displayed fjgure just before tbe brake 
pedal is fuUy depressed. -

(d) This item shows the gear shift positions (CENTER, UP, and DOWN), and the sta­
tuses of two switches. 

By moving the gear shift far away from you, switch I will be sct to "ON" and 
"DOWN" will appear. 

By moving the gear shift toward you, s .;. h 2 will be set 10 "ON" and "UP" will 
- appear. 

(e) This item is set to "ON" when the serv ic witch behind the coin door is pressed. 

(f) This item is set to "ON" when the coin s lch is set to "ON". . . 
(g) 111is item is set to "ON" when lhe viewpoint change bunon is pressed. 

Upon complolion of the swilch tcst. simultaneously depress thc accelcrator and brake 
pedals. Then. the 1I0 TEST Scrcen will appear. 

~25-
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5.3.6 Adjusting monitor (MONITOR TEST Screen) 

Select item (5) '"MONITOR TEST"' from the MENU Screen, and tlle items for monitor 

adjustment will appear. Stepping on the accelerator pedal changes the display from One 

item to another. Step on the brake pedal to go back to the MENU Screen. 

5.3.7 Sound volume adjustment, etc. (SOUND TEST Screen) 

Select item (6) "SOUND TEST" from the MENU Screen to adjust the sound volume. 

The following SOUND TEST Screen will appear on the monitor. 

SOUND TEST " 

VOLUME (L) 20 --{a) Sound volume of the loudspeaker on the fell 

VOLUME (R) 20 -~b) Sound volume o(the loudspeaker on Ihe righl 

STEREO CHECK -~c) Stereo check 

REQUEST SONG NO. 00 --{d) Music request 

MESSAGE -~e) Message display 

EXIT 

SOUND TEST Screen 

(I) Tum the steering wheel and step on the accelerator pedal while item (a) or (b) is 

blinking in red. Then, tlle figure on tlle right will start to blink. Tum the steering 

wheel to tlle right, and tlle number increases. Tum the steering wheel to tlle lefr, and 

ule number decreases. Sound volume can be set in 64 steps from "00" (at minimum) 

to "3F" (at maximum). It is factory-set to "20". When you reach the desired sound 

volume level, step on the accelerator pedal. 

(2) Select item (c) and step on the accelerator pedal. Sound can be heard from the left 

loud speaker, the right loudspeaker, and then both the left and right loudspeakers in 

that order. At the same time, item (ej for the message display shows "LEFT", 

"RlGHT', and then "CENTER", respectively. 

(3) Select item (d) and step on the accelerator pedal. A music or an effect sound will be 

output however, the sound stops automatically in 4 seconds. 'Then, step on the brake 

pedal. 

Select "EXIT" and step on the accelerator pedal. Then , Ihe ME 

appear. 

-26-
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5.3.8 Displaying game data (ADS DATA Screen) 

Select item (7) "ADS DATA" from the MENU Screen. and the following ADS data 

screen will appear. (See Table 4.) 

Select "EXIT" and step on the accelerator pedal. Then. thc MENU Screen will appear. 

ADS DATA [l!2] 

ON TIME OOOIlOOMOOS 
PLAY TIMB OOOIlOOMOOS 

IP PLAY OOOIlOOMOOS 
IT PLAY 0001l00M005 
LINK PLAY OOOHOOMOOS 

TOTAL PLAY 0000000 
AVARAGE TIME OOMOOS 

IP PLAY 
IT PLAY 
LINK PLAY 
TOTAL 

AT MT 
000000 000000 
000000 000000 
000000 000000 

0000000 0000000 

ADS CLEAR NO 
ADS USB NO 

NEXT PAGE 

EXIT 

TOTAL 
0000000 
0000000 
0000000 

--Hi) 
-+-ijl 

ADS DATA Screen 

Table 4 ADS DATA 

Item 
Description 

(a) TotaJ power-on time duration Shows the total power-on time duration (rom power-on to now. 

(b) Total play time duration 

(e) Play time duration (or 

one player play 

Cd) Game lime duration (or IT 

(e) Play time duration (or linked play 

(f) Total number of times of play 

(g) Play lime duration average 

(h) Number of plays per game type 

Shows the accumulated play lime duration. 

Shows the accumulated play time duration (or one player play 

(CJtccpt (or TIl. 

Shows the al::cwnulated play time duralion (or IT. 

Shows the accumulated play time duration for linked play. 

Showslhc total number of limes of play. 

Shows the average play time duration per play. 

Shows the play times per game type (one player/IT/linked) 

and per selected gear shift type (ATIMT). separately. 

~------------------+-~---
-

(0 [nitiaJiulion or data YES (Initiali (When sel to "YES", 

N&tNot initia. .) <i the collected game data will be rescl.) 

~--~~~--------~
--

(j) Use of ADS YES (Enabled) (When set to "YES". 

NO (Disabled) . <J the game dala will be collected.) 

-27-
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ADS DATA (212) 

• 

IP 

NOVICE 
INTERMEDIATE 
ADVANCED 
PROFESS IOIlAL 

IT 

NOVICE 
INTERMEDIATE 
ADVANCED 
PROFESS IONAL 

NEXT PAGE 

EXIT 

LAP TIME TOTAL TIME 
OOMOOSOOOO OOMOOSOOOO - ~~ OOMOOSOOOO OOMOOSOOOO -
OOMOOSOOOO OOMOOSOOOO - ~ 
OOMOOSOOOO OOMOOSOOOO - f-in) 

LAP TIMB TOTAL TIME 
OOMOOSOOOO OOMOOSOOOO - ~o) 
OOMOOSOOOO OOMOOSOOOO - Hp) 
OOMOOSOOOO OOMOOSOOOO - ~Q) OOMOOSOOOO OOMOOSOOOO - %) 

. 

ADS DATA Screen 

Table 5 ADS DATA -
hem Description 

) Record time for one playcrlbeginners' class Shows the record of the lap time and the total time. 

I Record lime for one player/middle class Shows the record of the lap lime and the total time. 

I) Re~ord time (or one player/advanced class Shows the record of the lap lime and the lotal time. 

) Record lime for one player/most advanced class Shows the record of the lap time and the total time. 

IR lime forTrJbeginners' class Shows the record of the lap time and the total time. 

I Record time for lTlmiddle class Shows the record of the lap time and lhe total time. 

I Record time for IT/advanced class Shows the record of the lap time and the tQtai lime. 

Record time (or IT/moSt advanced class Shows the record of lhe lap lime and the l ..me. 

Select "EXIT" and step on the accelerator pedal. Then, the MENU Screen w ' appear. 
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5.3.9 Others (OTHERS Screen) 

Select item (8) "OTHERS" from the MENU Screen, and the following OTHERS Screen 

will appear. 

• 

OTHERS 

RAVERACBR 11\0 I NONE - -(a) Version display 

. STEERING MOTOR ON 
DATE:OS/22/95 Lt, 

BOARD TEST -I,b) PC board test 

~EPROM CLEAR NO - -(c) EEPROM initialization . 

BXIT 

OTHERS Screen 

(aJ Version display 

This item shows the game name, the cabinet name, setting status of the feed back, and 

the manufacturing date. 

(b) PC board test 

This item is used to test the PC board. 

(c) EEPROM initialization 

This item resets all senings, record times, etc. to the ' ·tial values when set to 

"YES" and step on the accelerator pedal. 

Select"EXlT" and step on the accelerator pedal. Then, the MENU Screen will 

appear. 

-29-
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5 .• 1 ADJUSTMENT ON PARTS REPLACEMENT (LNITIALIZATION) 

NOTE: 

The rollowing steps or adjustments are required when the game PC board. the ROM. 
the steering wheel assembly. the pedal assembly. and/or the volume controls are 
replaced. Otherwise. the game cannOt be played normally. 

(I) Release your rOOt rrom either the accelerator or the brake . 

(2) Position the steenng wheel at its center (be straight when viewed from the front). and 
release your hands. 

(3) Open the coin door. 

(4) While holding down the service switch behind the coin door, set the test switch to 
"ON". Then, the following ADJUST Screen will appear on the monitor. 

• 

. 

, 

ADJUST 

STEERING 0000 

GAS 0000 

BRAKE 0000 

ADJUST Screen 

Press again the service switch, 

Initialization is successfully complete when the figures next to "STEERING", "GAS", 
and "BRAKE" are set about "0000", 

(6) Set the test switch to "OFF', and the game screen will be restored. 
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!'. 5 CHECK 

Check ilems before slarti ng operalion 

(I) InSlallalion check 

CD Are Ihe level adjuslers fixed firmly? 

® Are Ihe screws 
bly and Ihe' seal assembly? 

securely hold Ihe main unil assem· 

(2) Operalion check (SCI Ihe power swilch 10 "ON" and perform Ihe checks wilh Ihe 

machine being powered.) 

CD Is Ihe sound OUlpUI normal? 

® Are Ihe fluorescent lamps and olher lamps IiI? 

Q) Is Ihe video screen normal? 

o Does Ihe car sw ing when luming Ihe sleering wheel? 

® Does the acceleralor funclion normally? 

® Does Ihe brake funclion normally? 

(j) Does Ihe gear shi fl mechanism funclion normal ly? 

Be sure 10 check alllhe ilems above . 

-31-
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'" 6 DAILY MAINTENANCE 

& DANGER: WIlen performing daily maintenance. make sure that the power plug to 

this game has been removed and that the power has been turned OFF. so 

that the person performing the maintenance or other persons are not 

injured or receive e1ecaic shock. 

& DANGER: When performing work that is not described in this manual. contact the 

service center Iisled on Ihe back cover of this manual. and receive 

instructions or answers 10 questions from the service center. 

6 •. 1 REPLACING TIlE FUSE 

• The fuse is located in the rear panel of" the projector assy .. 

Replace the fuse vith specified fuse: 

For 220 V power supply: Glass-tube Cuse 250 V,S A 

0 0 

• D 'eJ 
0 0 

Fuse h older 
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6.:1 REMOVING TIlE GAME PC BOARDS 

( 1) Open the maintenance door 
( 2 ) Remove the r ack assy 

• 

• 

• 
• 

• 

Rack assy 

6.3 DETACHING TIlE RACK ASS'" 

(1) Detach the rear cover 

- , 

(2) Remove the screw used to hold the rack aBsy with control board aBsy. 
(3) Remove the cormector (one connector) {'rom the cooling fan. 
(4) Sl1gbtly pullout rack aBsy towards you • 
(5) Disconnect the BKI PCB connector (two connector). and remove the 

cup screw (114 X 10) used to hoLd the groundi.ng wire at the door of: 

the rack aBSY. ( 'Be care~ not to lose the inner-toothed washer. ) 
(6) D1Bconnect the I/O PCB connectors (f:our connectors). 
(7) Detach the rack _. 
(8) To attach the rack -aBsy.revarsely perf:ocu the above steps. 

Lockin support Cooling fan 

Shield Case-door Main PCB 
Connector 

Rack assy 

VOPCB 
EMI PCB 

Cup screw M4 X 10) 

Grounding wire 

Inner·toothed washer (M4) 

-33-
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7 PART LI ST 

7.1 SEAT ASSY 

® 

: • CD--I 

--------® 
f-7\ --\!J-"-'-

• -- - --. 

II. PART NAME Q.TY PART NUMBER . 
1 SEilT WOOD DASE 1 450-410 . 

2 SEIIT PL1ISTIC 1 450-411 

3 DACK PL1ISTIC 1 450-412 - . 
4 COVER PLASTIC - 1 45D--413 

5 SPEAKER 2 450-414 

6 SPEAKER GRILL 1 450-415 

. :lM~~NG . B~ ":. 
: . . , ' . . 

· .. 7 .. 00 2 ' : 450-41~' : : .. ~.: .:'': . . . : . : i:~ : . '. . 
8 DAIl KNOD 1 .' . 

450-417 
, 

.- " -- .... 



7.2 CONTROL l' ANEL IISSY 

\ 

• 
.-

• 
N. PIIRT NIIKK Q.n PIIRT NUMBER 

1 START PUSH DUTTON 1 450-420 

2 • .!;I,1.1Q;KW PUSWDUTTON- 1 450-421 . _._ .- -
- . 

3 STICKRR 1 1 450-422 

4 STICKKR 2 1 450-423 -
5 PIINRR COVKi!' 1 - 45O-Jl24 

. 
, , . 
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7.3 STEERING ASSY 

N. PART NAME Q; TY . PART NUMBEH 

, MA!N SHAFT 
, 463-711 E .' 

2 MOTOR BRACKET 1 463-713E 

3 PILLOW BLOCK 2 463-028E 

4 STEERING PULLEY P130-15 1 463-407E 

5 TIMING BELT 513-15 1 463-408E 
. 

6 MOTOR PULLEY P26-15 1 463-409E -
l 7 MOTOR 1 463-410E 
I 

f 
8 COLLAR 2 463-411E , 

9 STOPPER BLOCK 1 463-412E , 

10 RUBBER STOP CIUNDER 1 463-413E 

! 
1 CENTER CAP 1 463-414E 

12 NAMCO LOGO STICKER 1 295-011 

13 , S Te.t.RltIG \,'rlE. cL 1 4bJ-41SE 

6 5 

, ( 
" 

3 

• 
'. 

~--- .. ,/ 
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7.4 SI GN ASSY 

• 

• 
N. PART IIAMR 

1 SIDE COVER 

2 SIGN 
. 

3 FLUORESCENT LAMP 

4 SIGN PANEL 

. R·n 
2 

1 

'1 - -
1 
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PART NUMBER 

450-430 

450--431 

-
450--432 

450--433 
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GEAR SliIFT ASSY 

-0 

3 

--

-$ '-

N. PART NAME - - . 
1 SIDE LEVER 

2 MICROSllITCJ! 

3 ~P RING + LEVER 

4 '\sToPPER RUDBER 
'. 

S CEIfTER ' BOSS 

, 

.. 

, 

.; 
I 

I 
i 

" . 
I 
, 

-
.-; :) 

t=I 

0 0 
0 

.q-

. 
~.TY 

, 1 

1 

1 

2 

.. 
• 1 

PART NUlIBER 
.. 

450-440 

450-441 

450-442 

450-443 

450-444 

2 

, 

" , 

• 

• 



7 . 6 PEDAL ASSY 

• 
r-+-~' !-4r---~~~~'~~C_ 

'. , : 0 ru~ v-"';" -U~ 'W 0 

l~.~~. ~:I -l V k .;;l-\~\, rio 1/ 

, 

• .. , ', .. . =13'8 
fto. • ... - -' 1(",s or rarlS Q:tt . 'art! 11:0. 110, ' !lUll or 'Ifts Q'\1 Part' Ko. 

1 f~'o~p.-""'IO·m'-oo •... f ., .150-001 1:1 'Brake spring .• 1 350.012 

, 1:.1i.:S-i d. • " ., . i 350-OOZ f-!-1 ~3 ~S=Dlr.i!!n~a:1!. D '~l.~t~. __ +-.!.l +3~5~0::.. 0~1!.;3H 

3 .R i 9 ht Side . r . 150-003 • . '/-,1.:,4f,." S~D'.~C e~.::.:._""~;,,,· ----I-~ 13~510::. • .II. O'l!.:4'_1 

, Toothed DiQnon ~aea . 2 350-001 15 1 Not used; 
i pdt'eili! i ollie to r ' 2 3.5~,~. t-:l:-6t.·+'·A;:"lf=ce:-'l::-:"e"'r""a~'-0-r-pe-d-a":'"l-l-"71+S"'0":'". ::-01~6:-t 
f- ""p.ed~...-:-i;rs~ .... - ' .. : ~.- -350-1)06 " .f( ~i:j"-nectinil plate _1 50.017 

1 -Pot<!nt.loIDHer Dlai: "2' '~50::OO1 \' : -18 Brass' ax; l 1 50.018 

II I nl • • H. n_.. ' 1"~~n: nOf • '19IA" .. 1 CIIIl"W·:..J-'-4~~·n.J.:n~ •• ~,n 
9 bra ke pedal . l ' 350.009 ,n I ...... , 'd!r "'n)g..j.n_.Ljl1~~<n:Jl-'!n'nlLj 

1m .• 1 h~n. nH ,,1._.. ""' !ten no. 

111 .h. 1 350.011 - . 
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