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BITMAP RAM (ONCE ONLY} ~
BITMAP HARM T OW HALE (LOCPING)
7 BITrAAD AAL TOP HALF {LOQOPING]
UTION DRIECT HAK (| COPING)
COLOR RARK (LOOPING)
BLL VIDEQ KAM (LODPING)

ALL HAM (RI-STANT)
EXIT RAM TESTS

TOSLLECT, MOVE JOYSTICK UP Oh DO
THEN PRESS RED PLACE BUTTOH

- Figure 27 RAMM\M@@_

COmpleteROM Test o
The ROM test: stf&en i:rsﬂowﬂ «’r Famnm 2-8 “The 0K

lect screem, ..

Rampan Universal |

information appears. I£:the game has_no ROM ereors, MOtiO.ﬂ Object Test

you sce the mgssagc AlL ROMS aro 0#. %

Flgurc 2-9 Playﬂeld Test Screen

circuit, Press the red PLACE button 10 go 10 the {cst s¢

The'tnatioh oln«.«.t test screen, shown in Figure 2.1C

If the; ganG’ Mcwhaﬂ W é“"‘s i RdM test tests the movement and color of various game objects.

sereen will cm%! : dg,nd&enog Igforation is
complete, Prissstho rec; PEACE btiori:sévetal times 1o
pasz':dhe ROM' enbis. mrg@w &)Tdtljﬁl ﬁkIes u few
seconds W onaa

'l‘able 2-4 When to Run 1he RAM Tests

See 'I‘able 2e 6 lor llm lom;lons of lhe ROM errors.

:::.::nthe red PI.ACE button 1o n?lg.un 10 lhc tesl select M bie e ngor'fm wnﬁ ?:a
mneld is ematc or v . Bitmap RAM® *+ 'SH&‘.:!:;'IOH.
!rf] W'fﬂng -y . and |
Pla eld TeSt Motion objects ure not Motion object  * 5N, 6N
This test, shown in Figure 29, checks the condition of wurking properly or - RAM
the bitmaps in the game. If you see an crror on the game play is ematic.
screen, this indicates an estor with the bitmap display Colors luok wrong, | Color RAM 4H

Bitmap RAM (once only) fsa rhomugb tost, and rtakes about

OK-11 BAFE 0K 1 minule to run. 1he "balf” wsts are significanty faster, bu!
20K-H 1ADF v 20Kl F. may not find all types of erroes. -
AK-H EALF 40K-L ' B by o
uuk-H W HYK-L .
COK 1 LEXF UK
Table 2-5 Bad RAM Locations by
AL KOS AHE GK Error Address
’ o d RAM - .
Type of RAM Address Location  Data Bits
bl i) f:: t—_'. I-‘ I :,: !'(’.: AAC ’:1 [-I‘; AN phyndd m— mw g 58
21FFFF 2 10H q=7
" 9H . B=11
Sl 8H 12-15
IS LD ALY BULICH ;
i ETUBN TO AR Motlon Objeax 3E0000 to oN 0-7
RAM 3EJFEF . SN 8-13
¥igure 2-8 Completc ROM Test Screen ' Colot RAM K0000 10 aut 515
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Table 2-3 Coin Option Settings

__Option

Free Play
Discount to Continue

Game Cost

Bonus for Quantity Buy-ia

Right Mech value

Left Mech Value

Yes
Yos

Nov
No v

1 coin 1 ¢redit v
2 coins 1 credit

8 cuins | credit

Nooe v

2 coins give 1 (extra coin)
3 colns give 1 (extra coin)
3 coins give 2 (¢xtra coins)
4 coins give 1 (extm coin)
1 cvins give 2 (extra ooins)
4 coins give 3 (uxtra coins)
5 <oins give 1 (extra coin)
9 eoins give 2 (extra coins)
5 coins give 3 (extra coins)
G coins give 1 (cxtra coin)
6 coins give 2 (extra coing)
6 coing give 3 (extra coins)
7 coing give 1 (extra coin)
7 coins give 2 (extra coins)
7 coins give: 3 (exitr coins)
8 coins give 1 (extra coin)
8 cuins give 2 (extra coins)
8 coins give 3 (extra coins)
9 coins give 1 (extra coin)
9 coins give 2 (axtra coins)
9 eolns give 3 (extra coins)

1 ¢oin counts 25 1 coin ¢

. 8 coins count as 1 coin

1 ¢oin ¢ounts as 1 ¢oin v

& coins count ay | coin

v Manufacturer’s recommended settings. These settings are sbown in green on tbé scroen.

=

Explanation
Set this to "Yes" for demonstrating the gnmc i, Sy
Lets you offer a reduced price per credit when play;:rs“wanl
o continue a game. ‘
Sets the number of ¢oins required for one credit.. ’ %

-

M,

Lets you choose various levels of bonus coins or no bonus.

1% the number of ¢oins #ach coin coums as in t.hc
right coin mechanism,

1s the number ol ¢coins each coin counts as in the
left coin mechanism.

S—

PRESS
LEFT MLACE SV

ITEY KOTATE

5 B TTONS AND MOVE MIYSTICK

MIGHT PLACE Sy
HIGHT RGIATE SW

LERT
RIGHT
up
cov

AR LD P! At i

VOR R TR A

y RN

Figure 2-6 Controls Test Screen
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¢hange, check the connectors and harnesses for that
direction of movement.

Complete RAM Test

Use this selection screen, shown in Pigure 2.7, to
choose which RAM test you want to perform. Use the
different tests according to Table 24,

If you get an emvor in any of the RAM tests, see Table
2-5 for mote information. If you have scrious RAM
problems, you may see only a colored screen.

Press the red PLACE button to leave the individual
RAM test and return 1o the RAM test menu screen.

Press the red PLACE button once more to réturn to the
test select screen.
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DAMPART

Einbau des Rampart-Kit in Universal-Gehiuse

Beim Einbau des Rampart-Kit in Universal-Gehduse
miissen am Jamma-Stecker zwei Briicken gelegt werden.
Sie bewirken, daf die ROTATE-Funktion auf die
Spieler-Taste 2 gelegt wird. Dazu werden Start-Taste
und Spieler-Taste 2 paraleligeschaltet

Loten Sie hierzu die eine Briicke zwischen Stift 17 und
23. die zweite Stift U und b. Siehe auch Handbuch Seite
1-4 bzw 1-5.
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