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Flease take;a few uinutee to read the manual befr're turning
trn yc'ur t'tse ,gelme. Th*fiinual cc,ntains the set up inforrnation
and dip switrh in f *rmat ic,n' yBLi wi I I need tn aperate y,rur garne
pr oper I y.

'!
This machine is suitable for indasr use,rnly' Alsc' pleaqe
avsid places c,f high hurmidity .rr exteEsive temperatures.

Ta ensure that this.machine functic,ns prc,perly, it mr-rst be
,:Bnnei:ted directly tc, a wal L ar p':'wer auttlet r arld firlrt tc, an
evitensien outlet, with Othef machinet running c,f t ,:,f it. The
machine wiIl n'rt run prgp€lrty.if t-!ze sitpl.Iy v'rltage is l,rw
unless the preper solenrrid tai:s agL trdeU. This is oLttl ined
later in the manual.

When working on the machiney make. sutre the !. ine cc'rd is
remr,ved f r,rm the ac sc'cl*et.

The qlame has been pr$gramerd f,:r titketr replay and free play
awards. Alsc' a sc,ftware test c,f the switchesr lamps and
sc,lenoids has been provided, please see dip switch opt ic'ns.



HTLL CLIMBER

SET.UP

AFTER INSPECTTNG FOR DAMAGE AND UNCRATING YOUR HILL CLIMBER
YOU WILL HAVE TO DO A LITTLE SET-UP. OPEN THE CASH BOX
AND REMOVE THE HARDWARE.

FTRST ATTACH THE BOTTOM STEP PIATE. DO THIS BY SLIDING
THE STEP PLATE ON THE BOTTOM FRONT OF THE CABINET WITH
THE BRACKETS POTNTING TO THE FRONT OF THE CABINET. ALIGN
THE HOLES IN THE BRACKETS WITH THE HOLES ON THE CABINET.
USING THE 4 WASHERS AND BOLTS, SCREW THE FOOT STEP

B" lrs
eac h

v/ woc Le.s
EiJz

SIDE BRACKETS TO THE CABINET.
CABINET STABILITY, WHEN PLAYING THE GAME.

NEXT, THE STEERING WHEEL MUST BE INSTALLED ON THE SHAFT.
FIRST PUT THE KEY ON THE SHAFT AND ALIGN THE STEERTNG
WHEEL TO THE KEY. PUSH THE STEERING WHEEL ON THE SHAFT.
NEXT, ATTACH THE STEER]NG WHEEL TO THE SHAFT WITH THE NUT
AND LOCK WASHER. USE THE THREADS ON THE CENTER OF THE SHAFT.
TIGHTEN THE NUT.
NEXT, INSTALL THE STEERING WHEEL CAP OVER THE CENTER OF THE
STEERTNG WHEEL. USE THE TAMPER PROOF SCREW TO HOLD IT ON.

OPEN THE UPPER REAR PART OF THE CABINET AND INSERT
BALL TN PLAYFIELD. THERE IS A SMALL ACCESS HOLE IN
REAR OF THE MECHANISM.

IT TS VERY TMPORTANT THAT THIS GAME IS LEVEL. IF NOT BALL
LTFT PROBLEMS AND PLAY WTLL BE AFFECTED. THEREFORE INSTALL
THE LEG LEVELERS AND LEVEL THE GAME.

THE
THE



HTLL CLIMBER

OPTIONS

THIS GAME HAS A COUPLE OF OPTIONS THAT ARE OPERATOR
INSTALLED IF YOU WANT.

THERE IS THE OPTION ,OF A "MARS'' LITE. THIS IS A
ROTATING LAMP THAT COMES ON WHEN TICKETS ARE EARNED
AND DISPENSED. THE WIRING TS TN THE UPPER CABINET NEAR
THE FLUORESCENT LIGHT.

COIN AND TICKET METER WTRTNG IS PROVTDED. IT IS LOCATED
ON A 4 POSITION CONNECTOR NEAR THE COIN DOOR. THE L2 VAC
METERS CAN BE BOUGHT FROM WICO. USE IN4OO4 diOdc
REVERSED BIASED ACROSS THE METERS OR DAMAGE TO THE OUTPUT
TRANSISTORS COULD RESULT.

TILT WIRES ARE PROVIDED. THEY ARE LOCATED UP NEAR THE
PLAYFIELD ON THE RIGHT SIDE OF THE CABINET.
IF THE LOCATION IS ABUSIVE THEN INSTALL A PIN BALL
STYLE TILT MECHANISM. EVERY TILT AND THE PLAYER LOSES
A BALL.

1)

2')

3)
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HILL I]LIMFEFI
VEFJS I CIN :. C)

-r 
n\ r-r.-l

t)\ii\ :'4

trHECt{SUF,tS., .
PR0GRA|'4: ODTIEH 4/:,g*,9/g?
SOUND0 : 4trDAH 3/I/92
S0UND1 : 3lEEH 3/L/9?

' (n,:t used) I 0N i 0N i ON i II

t----------l-----i-----i-----i-----l-----l

I NUHBER
iCIF
i BALLS
I FER
! GAME
I
I
I
I

i DBUBLE BBNUS ON THE
I LAST BALL

i COIN ADJUST
I
I
I
I
I
I
I
I
I
I
I
I
I
I

1 BALL i OFF i OFF I CIFF i

2 BALLS I ON i OFF i OFF i

3 EALLS i OFF I ON I OFF i

4 BALLS r Olr i ON I CIFF i

5 BALL5 ] OFF I OFF i ON i

(n,:t used ) i ON i OFF I CIN i

(net used) I OFF I ON i 0N i

DISABLED I OFF i

ENAELED i ON i

1 |]OIN 1 EF.:EDIT ! OFF I OFF i OFF i i

1 I]CIIN I ']REDITS i ON i OFF I OFF i i

I |::0INS l rlFlEDrT r OFF I ON I CIFF I i

3 C0INS I rIF;EDIT I ON I ON | oFF I i

3 EOINS ? CREDITS I OFF i OFF i ON I i

(n,rt used ) I ON I OFF I ON i

(nc,t used ) i OFF i CIN i ON I

FFTEEPLAY loN toN ioN i i

i ATTPAtrT HODE sCIUNDS NOFIHAL I OFF I

' NO ATTRAI:TT MODE SOUNDS I ON II
!----------l-----i
I



i FREEEAI'IE AWAFID
i (SEE NOTE 1 )

I TEST MODE
I
I

I
I

iTII::F:ET
i F,EF.:

i FOINTS
I
I

I
I
I
I

i F.:EFLAY MODE
I
I

i REPLAY
I FEFj
i FCIINTS
I
I
I
I
I
I

I MCIDE SELEI:T
I TIf:I"iETS OE: REFLAY

i MAX EREDIT LIMIT
I
I

DISABLED i OFF i

ENABLED i ON !

OFF ! OFF i

ENABLED i ON I

1 TIE}'|ET FCIR EVERY 4 PTS i ON i OFF i OFF i

1 TII]I':ET FOFI EVERY 5 FTS I OFF i ON i CIFF i

1 TIIF:ET FOFI EVERY 6 FTS I ON i ON i OFF i

1 TII::I-IET FOR EVERY 7 FTS i OFF ! OFF I CIN I

1 TIi]}r;ET FOR EVERY B PTS I ON i OFF i ON i

1 TII::}.IET FOR EVERY lC) FTS i OFF i ON I ON I

1 TIIF:ET FOF; EVEEY IO FTS i ON i ON i CIN i

i TITJFIET I'IODE I TIEFiET FOR EVEFIY 3 PTS I OFF i OFF I OFF i

1 F;EF'LAY FCIR ?O POINTS i OFF i OFF I OFF I

1 REFLAY FBR 30 POINTS i ON i OFF i OFF I

1 REFLAV FCIFI 4C) POINTS i CIFF i ON i OFF i

1 FIEFLAY FOE 5tI POINTS I ON i ON I OFF I

1 REPLAY FOFJ 6C' FOINTS I OFF I CIFF I ON I

1 REFLAY FCIFI 7C) PCIINTS i ON i OFF i ON I

1 REFLAY FOFI gC) PCIINTS i OFF i ON i ON I

(n':t used.l ioN loN roN r

TII:F:ET MODE i BFF i I

REFLAY F4ODE i CIN i I

NOF.:MAL I OFF i

LIMIT I"IAX I::F;EDITS AT 1: i ON I

i----------r-----t
NUTE 1r Freegame award ig f c,r the twn player garne nn1y. . . .

When the Freegarne award is enabled, Fleplay M,rde and Ti,:l':et Pl,rde
are Digabled.

A Freegarne will be awarded tc, the player with the highest s':Bre
at the end ,rf the game. Displays wilI flash the winner ft'r 5 sec,rnds

NOTE 3: TiIt switch is active dur ing garne play, and a bal.I is deducted when
the tilt switch is activated.

AUDITS:

O1= AC:TM IIOINS
tl2= TOTAL EOINS INSERTED
cr3= T0TAL TIr::FiETS
04= AVEEAEE NUMBER OF TICI{ETS PER I3AHE
05= NUMBER CIF TIMES TOF EXIT REAT:HED
Ct6=

ERROR I]ODES:

t]1= SOFTWARE ERROR (f,FJEATED MCIRE HODULES THAN ALLOtrATED)
O2= SOFTT.IAFIE ERROFI (NO I{CIDULES FOUND TCI EXTEFIH)
tJ3=
(t4=
O5= SBFTWARE EFIFIBE (MODULE STOP I:ONMAND)
O6=
lt7=



******.**.*****.*******************.*'F.r.*.*.*.*.*.F***.*.*.***.**.*.*****.*.**.*****.**.***f *+*r**
"* TEST FIOUTINES: *
****,r*********************.*.F.*.*.F*.*.*.**.F*.*.*.*.F.**.F*.*.**.**.*****.*.F**.**.F****.*.*.******t*

TEST 1= DISPLAY TEST
display cycles fr*m Ct-9 then repeats

TEST l= S!.JITE:H TEST
displays shc'rted switch number

Ol = (J1- 9) TIEHET SWITEH
0t = (J1-1Cr) rIOIN l SWITEH
t)3 = (J1- 6) COIN 2 SWITCH
CI4 = (J1- 4) BALL LIFT SWITtrH
O5 = tJl- B) START SWITtrH PLAYER I
06, = (J1- 7) START SWITCH FLAYER l
T)7 = (J4- 4) FALL EXIT LEVEL 1

CIB = TJ4- 5) BALL EXIT LEVEL I
O9 = (J4- ?) BALL EXIT LEVEL 3
l(t = (J4- 7) FALL EXIT LEVEL 4
11 = (:J4- 3) BALL EXIT LEVEL 5
lt = (J4- g) BALL EXIT LEVEL 6
13 = (J4- 1) BALL EXIT LEVEL 7
14 = (J4- 9) EALL EXIT TOP LEVEL
15 = (J1-10) AUDIT SWITEH ADVANEE
1€, = (Jt-9) AUDIT SWITCH TILEAFI
L7 = (J1-4) TILT SWITEH
TEST 3= LAHP TEST
pI ayer I start button on = ex its to nev;t test
player I start burtt,rn af f = haltg at current I arnp ,rutputt

1:'n = advanreg tc, ney:t lamp C'LrtpLrt

t-r1 = (J9-9) FLAYER I START SWITEH LAl"lP
CIT = (:J9-1C}) PLAYER T STAFIT SWITEH LAIIP
TEST 4= METEETSCILENOID TEST
aut nmat i,: al I y c yc I es t hr *ugh m'rt c'r and rnet er s

t)l = (JB-l) EALL LIFT SOLEN0ID
Clt = (J9-1) FI0TATINT3 LAHP
O3 = (t:J5-3) COIN METER
CI4 = (I::J5-5} TIf,F:ET ]'IETEFJ

TEST 5= SOUND TEST
autc,mat ical I y cyc I es thrc,ugh al 1 s,:unds

CrCt = COUNTRY MUSIE
C)l = ENDING MUSItr IF THERE IS A WINNEF;
CI2 = ENDINI3 I'{USIC IF THERE IS NO I"IINNER
(t3 = ALL SOUND CIFF
O4 = RE'SISTER RING
CI5 = PEEL OUT
OE = IDLINB
Q7 = SI|IDDING
OB = ENEINE REV
CIg = |]FIOWD EHEER
l(t = "HILL CILHBER" VOIEE
1I = "WINNER" V0ICE
12 = 'IJUST I'IISSED" VOICE
13 = "TF|Y AI3AIN'' VBII]E
14 = "GET YOUR HANDS BFF THAT WHEEL" VOICE
15 = "OH. . NO, I'IAN" VOICE
16 = "YOU ISOT REAL ELOSE" V0ICE
1 7 = rr M,T,rrrFrTrrr,rfir.iF.lqTtrF, Ttr,l lr-'!" rr



B
,u

L;fr
S

ol g^.t 4

IA
P

 F
ot Lo* liaq.

H
, ll

B
lk -on,Ir

. lr /.g {;o t!
Lcap 

/j.

P
o*, , S

"pl3

-..--_'l 
w

_b.I__-_.

ffii-
-:l rrf4ararr 1j7

ofIF
ne 

I

t 
tn n.V

.6.



C
 l,n, b,,"

P
/g I sr/act

+
5y'

J-Y
-9

J -./ -5
J.Y

-I
J -.r-)
J r.r-J
J -.r- F
J-rr-'
J- n'q

LIO
 E

C
,

J-c-1

J-q-lo

J-L.I
J-r-3
J-C

-
J-.

J-s- '
J -l'

(.!
w

- B
tn

)t'P
 

?I 
i.{r

il' 
; 

\p 
: 

: 
ii!.

;+
+

 
+

+
 --'+

II't

-liTlt

!ilfilli oI?

\t tro o*
I 

tl 
,

llrl
?1t)

{,-'-'t-- 
1"-i----T

^-i-'"-

=
%

ri .,ll 
:

"lLrtl

-,t-5

J-l-7

J-t- |
l- t-nt
J-I'L
J-t'l
J-r- 8
J- t- t0
-t-q

t]t-.,

o'?c P
.a.4 0.

D
tT

t/.1
B

4

T
o be e tJ",! 

A
S

 opet'olar
vthcn 

,tceG
ssq"x.

\,"dM
\.

iA
A

.l
t, 

1 
, 

r
-1 

-,

Lou
T

rc-ket
2 om

l

C
Q

tn
O

.ot
J;las

L ott
T

icLct
S

vitch

*

er-6,,L

B
IL



D3 148
Rl3 10012

11

17

15

1+

13

R1l 100

R15 100

R14 100

R10 100

R9 100

R12 100

TO SEGMENT C OF DIGITS 1-6

TO SEGMENT B OF DIGITS I-6

T0 SEGIYIENT A 0F DIGITS 1-6

TO SEGMENT F OF DIGITS 1-6

TO SEGMENT E OF DIGITS 1-6

TO SEGMENT D OF DIGITS 1-6

TO SEGMENT G OF DIGITS I-6

CLOCK

DATA

STROBE

G
SIE

D2

D1

R6
4.7K

sn$ 0r
@.
€
0l
6
(5
@
o
6
G

l{.c.
r.c.

U2
ULN-2004

A

_(?)_
FI IB

(s)1,.,X, l(rs)

r,5r | [, k*,
MAN864O

TO PIN 9 OF DIGIT I

TO PIN 9 OF DICIT 3

TO PIN 9 OF DIGIT 5

TO PIN 9 OF' DIGIT 6

TO PIN 9 OF DIGIT 2

TO PIN 9 OF DIGIT 4

xEv (lrD-
q,ofuTTl--.'.*il-

+12VDC

c1
100
25V

NOTES:

-ALL RESISTOR VALUES ARE IN
oHMS. 1/4W, 52. UNLESS
OT}€RWISE SPECIFIED.

-ALL CAPACITOR VALUES ARE
IN MICROF'ARADS. t,tr.ILESS

OTI-ERWISE SPECIFIED.
-C3 AIO C5 ARE O.I BYPASS
CAPACITORS.

-ALL lOO O{TS RESISTORS ARE
1/2 WATTS.

R7
150K

+12V

u3b

!e.
22

16V

c+
0.1

+12V

QI
da
0r
6
0tq
6
6
6

4538 6 DICIT DISPTAY BOARD



HiIt Climber Adjustments

t.le cantt stress enough the irnportance of a level garncl. Please
before you adiust anything Ievel the game.

You may notice that sometimes the ball does not land ':'n the
first rail on the first launch. If this happens occasionally
it is normal, and should be left alone. If you notice the
ball does net have enough height then most likely one of twr:
things hag occurred. Low line voltage, or the ball is hitting
something trhen launched. Measure the ac line valtage, verify
it is low. If low, unplug the coil from the red and black
wires and use the plug with the black/red and black wires. If
the ball is hitting something.' Start a game and try to
observe what is in the r,ray. If the ball is hitting the side
bend the Left or right guide out of the way. If the ball is
hitting the top scocp and not landing on the top rail then
make sure the ball is seating on the plunger, If nc,t, adiust
the plunger bracket, bend it forward or back sc ball seats.
If the ball hits the top of the scoop and doeE not qet
directed tc' the ramp then the scoop needs adjLtstment. Ts dc,
this use a pair of pl iers. Try to adiust the scoop as shovrn.

t; /7._ I
lrr ly

during normal garne play if an error in the switches is
detected. The error could be a open or stuck switch. Put
the unit into switch test. Putting on dip Ewitch 3 of bank B,
regetting the game gets you into test. By pressing the player
I button you advance through the teEts. See the test routine
section folnore info. A gtuck switch will be displayed,
(disconnect ticket dispenser or it will appear as a stuck
switch). A open switch will have trouble reading the batl
when it rolls over it. Adjust the switches as necessary.

The playfield unit is lubricated at the factc'ry. The black
powder is graphite, the silver paste is a lubricant. You
should check the lubrication if binding is felt in the
steer ing or every 4 to 6 months.
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