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088888l  1YPER OLYMPIC'84 VIDEO GAMES

OPERATORS

This game is distributed as "HYPER SPORTS"
all over the world except Japan.

HYPER SPORTS VIDEO GAMES

~ Ksonami.

B  WARNING
TN =AU e TR (O =AY 2 B (DS, BEBCRRLEALUSFILEETED.
FEEHE. THMEHE. TOROEERNZ. DX SRS rAmEL THEYET.

THYPER OLMPIC "84 (HYPER SPORTS). is an original game developed by Konami Industry
Co., Ltd.. Konami industry Co., Ltd. reserves all the copyrights, trademarks and other industrial

property rights with respect to this game

HYPER OLYMPIC'84™ & HYPER SPORTS™ [Gonaml. are the trademarks of Konami Industry Co., Ltd(c, Konami 1984 All right reserved.
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Technical Information
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(1) Requiret Power Capacity
GND-Vce 5V 7A or more
GND-(+12V) 12V 2A or more

(2) Out put

" S
R(red) analog, positive 1
Gi{green) analog, positive 1
B(blue) analog, positive TN LI
Sync. H—V complexed, negative 7 v

(3) Adjusting Volume
Turn the volume right and it becomes louder.

(4) Handle with care.

(5) There is abattery(button type) on the P.C. Board to keep the
players’ data even during blackout. Be careful not to short it.

(6) Ranking data should be initiated as follows.
1) POWER OFF
2} Take out the P.C. Board.
3) Turn on the 4th of DIP SWITCH No.2.
4) Set the P.C. Board.
5) POWER ON
6) Confirm that all ranking displays show 10000'.
7) POWER OFF
8) Take out the P.C. Board.
9) Turn off the 4th of DIP SWITCH No.2.
12) Set the P.C. Board.
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HYPER SPORTS PLAY INSTRUCTION
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1.SWIMMING

*Keep tapping the RUN button and build speed!!

*Push the JUMP button and breathe in as soon as the BREA
TH sign appears.

You will drink water if you mistime your breathing.

2.SKEET SHOOTING
*Shoot at each target by pushing either the right or the left
RUN button!
*Shoot the moment the tafget comes into the aim!
This is where you show your reflex and skill!!

3.LONG HORSE

*Push the RUN button and start. Jump with good timing by
pressing the JUMP button at the right moment!

*Keep on tapping the RUN button:----- !

Roll in the air as many times as you can and then try the be
st pose of landing!!

4.ARCHERY

*Watch out for a shift of wind!

*Push the JUMP button with good timing and shoot!

The angle is determined by how long you keep pressing the
JUMP button!

5.TRIPLE JUMP
*Build sufficient speed by pushing the RUN button and then p
ress the JUMP button and take off.
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DIP 1 SW SET
1. 312 1 A10vF Bk
1. Coin 1 switch set
SW /| 4 | 3 2 [ 1 [CONPLAY
OFF | OFF |OFF | OFF
OFF | ON
ON |OFF
.| |OoN|ON
'OFF | ON |OFF |OFF
| OFF | ON
ON |OFF
ON |ON |
ON | OFF |OFF | OFF
OFF | ON
ON |OFF
: JONTON|
" ON| ON |OFF | OFF
| OFF . ON
| ON OFF ,
| ON . ON | FREE PLAY |

mm[—*\lmmhmmd

B W[W[ W[N] N = == = =

Wi= &=y

*Watch the motion carefully and make him hop, skip and ju
mp by pushing the JUMP button rhythmically!!

6.WEIGHT LIFTING

*keep pushing the RUN button and fill the player with energy!
*When the barbell flashes, press the JUMP button and iift it
at a breath, and then hold it up by consistantly tapping the

RUN putton!
7.POLE VAULT

*Push the RUN button and start. Grasp the player's movement!
*Press the JUMP button and thrust the pole onto the ground!
Be careful of the timing when releasing the pole!
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2. Coin 2 switch set
sw| 8 | 7 | 6 | 5 CON|PLAY
z OFF | OFF |OFF |OFF | 1
o OFF | ON
ON | OFF
ON | ON
OFF | ON |OFF | OFF
OFF | ON
ON | OFF
, ON | ON
ON | OFF |OFF | OFF
| OFF | ON
ON OFF
“ON | ON
ON | ON  OFF | OFF
OFF | ON
ON|OFF 4 3
_ON | ON | INVALIDITY |
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(ATTENTION) FREE PLAY;You can play games without coin.
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DIP 2 SW SET
1. SETTING OF THE LAST RATTERN
THE LAST PATTERN

swl o+
OFF __‘_ TINI—MET T =LA — Game over “after the 7'th pattern over
| O + ON 7N/ iRiTOsE Continuing a game after the 7'th pattern over
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2. CHANGE OF TABLE OR UPLIGHT

sw| 2 917 BRI ~0— USING CONTROL
~CFF F—7ib _ ‘ 1~4AR using control for 1~4 player
O ON T T~ ‘ 1. 2ANADH UP LIGHT | using control for ior2 player only
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3. MUSIC IN ATTRACTIVE MODE

sw. 3 TEPDG i MUSIC IN ATTRACTIVE MODE |
OFF IHE ) No music
O a ON. j. .. B o e music .
4. 5UFVTIMRE @REABCED 4. SETING RANKING DATA (EFFECT AT POWER ON)
st__!iél_ ‘ s B= P 1l MODE
O | OFF | F—IRENOFEN i s _ DATA REMAINED
bl oM e df\“ca)f 973‘%_%811?6 o i A_EI_ DATA INITIALIZED |
.= 5 DlFFiCULTY OF THE GAME
LTI I 0 - I WL
| OFF | OFF = OFF | OFF |8LL | EASY
| ol on T
O | | ON | OFF | @@ | NORMAL
. | g —
[ .. oM | o |  F
| OFF ON OFF | OFF N
_ JOFF | ON |+ OSBRI
; | ON_ | OFF . CO—LOBER. TFECEOTPNT LA V- DI EDY
| i ) | ~ON ON B - THRELTHVET, HEOTZORFOLANILTESI TR0,
! ON | OFF | OFF | OFF s - SUETYBUBHBDEEE. ROBELELETHOTTE.
: OFF ON ' .
" ON | OFF — i1y — 3 (ISHOWS NOMAL SETTING
! T o e — The level of difficulty of this game was set as it is by
; R —ﬁ"".[‘ . TS | — KONAMI, on the ground of meeting the average playe!'s
| B . s e skill
| OFF ON | Therefore the level should remain as it is, and if there s-
' ON OFF ) hould be a necessity to alter it, it should be done with
~ON ON | #LLY | DIFFICULT | enough consideration.
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