

















DIAGNOSTIC TESTS
Use either joystick to select the Diagnostic Menu and any button to open it. Then, use either joystick to
move the cursor up and down the menu and any button to open a highlighted option.

To exit the Diagnostic Menu, use either joystick to select RETURN TO MAIN MENU and press any
button.

DIAGNOSTIC MENU

Switch Test
The Switch Test allows the operator to test the switches on the control panel and in the coin door.

Use either joystick to highlight the Switch Test and any button to begin the test.

During the Switch Test the top of the screen shows the control panel switches while the bottom of the
screen shows the coin door switches. Press a control panel or coin door switch and the switch location
on the screen lights. Release the switch and the screen returns to normal.

To exit the Switch Test, press both Start buttons together. ‘
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DIP Switch Test
The DIP Switch Test allows the operator to check or change the position of the DIP Switches on the CPU
Board.

Use either joystick to select the DIP Switch Test. Press any button to access the DIP Switch Setting
Tables. The screen displays the current settings. To change a setting, slide the switch to the desired
position. Check the screen to verify the new setting. In some cases, setting a function to OFF actually
enables the function. For example, setting DIP Switch Coinage to Off enables DIP Switch Coinage.

Press any button to return to the Diagnostic Menu.

DIP Switch 1 Setting Table

SW. 8 SW.7 | SW.6 [ SW.5 | SW.4 | SW.3 | SW.2 SW. 1
Coinage
DIP Switch Off*
CMOS On
Coin Settings
USA 1 Ger. 1 Fr. 1 Off* Off* Off*
USA2 Ger. 2 Fr. 2 On Off Off
USA3 Ger. 3 Fr.3 Oft On Off
USA 4 Ger. 4 Fr. 4 On On Off
USAECA Ger.ECA Fr.ECA Oft Off On
N/U N/U N/U On Off On
N/U N/U N/U Oft On On
Free Play Free Play Free Play | On On On
Country
USA Off* Off*
Germany On Off
France Off On
Not Used On On
1 Count/Coin Off*
Totalizer On
Test Switch
Game Mode Off*
Test Mode On

DIP Switch 2 Setting Table
SW. 8 SW.7 | SW.6 | SW.5 [ SW.4 | SW.3 | SW.2 | SW.1
Violence On Off*
On
Blood In Game Off*
On
Not Used Off*
On
Attract Sounds On Off*
On

Not Used Off*
On

Dollar Bilf Validator
Not Installed Off*
Installed On
Do Power Up Test Off*
Skip Power Up Test On

Not Used Off*
On

* Indicates factory setting.
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CPU Board Test
The CPU Board Test, much like the Start-up Test, allows the operator to check the RAMS and the

ROMS.

Select the CPU Board Test with either joystick. Press any button to start the test.

When this test is activated, a "rug" pattern appears on the screen. The screen then changes to show the
layout of the RAMS and ROMS. A chip location that is shown as black with a white outline is used. A
chip location that is shown as gray with a white outline is not used. During the test, chips are good if they
turn green and faulty if they turn red. Turn to page 1-4 for the exact chip location.

The test pauses if a faulty RAM or ROM is detected. Press any button to continue the test.

Sound Board Test
This test allows the operator to listen to some of the sounds this game is capable of producing.

Use either joystick to select the test, then press any button to open the menu. The screen displays two
test options. Use either joystick to select an option and any button to begin the test.

SOUND TEST MENU

GENERAL TEST analyzes the sound circuitry. The screen shows a list of error codes. A successful test
causes a single "tone" to sound. Detection of a fault causes a series of tones or no tone at all to sound.
Press any button to return to the Sound Test Menu.

PLAY SOUNDS tests synthesized and digitized sounds from the CPU/Sound board. Advance to the next
sound with any button. Use either joystick to end the test.

Select RETURN TO MAIN MENU or BACK TO DIAGNOSTIC MENU and press any button.
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Monitor Patterns
The Monitor Patterns Test provides a menu for testing the monitor.

Select the test with either joystick. Press any button to open the test menu. Once the menu is open, use
either joystick to select an option, and any button to begin it. Press any button again to return to the
Monitor Patterns Menu.

MONITOR PATTERNS MENU

The RED, GREEN and BLUE SCREEN tests fill the screen with either red, green or blue. Press any
button to return to the Monitor Patterns Menu.

The COLOR BARS test fills the screen with several shades of colors to help with red, green and blue
level adjustments. Each color should appear sharp and clear. Press any button to return to the Monitor
Patterns Menu.

The CROSSHATCH PATTERNS test fills the screen with a grid and a series of dots. The grid and the
dots should be clear. The dots should be round. Press any button to return to the Monitor Patterns
Menu.

if any of the tests show a need for adjustment, use the proper knobs on the Monitor Controls board. The
Monitor Controls board is located just inside the control panel opening, beneath the monitor.

To exit this test, use either joystick to select RETURN TO MAIN MENU or BACK TO DIAGNOSTIC
MENU, then press any button.

Burn-in Test
The Burn-in Test continually repeats the CPU Board Test. Use this test to find intermittent CPU Board
problems. The Audit Table specifies the number of Burn-in cycles that have been successfully completed.

Use either joystick to select the test, then press any button to activate it. When the Burn-in Test detects
an error the test stops and an error message is displayed on the screen.

To exit this test, switch the game off, then on again.

1-15



COIN BOOKKEEPING

The Coin Bookkeeping Table records the coin box totals and the game play counters.

Use either joystick to select the Coin Bookkeeping Menu, then press any button to open it.

COIN BOOKKEEPING TABLE

TOTAL COLLECTION TABLE

To exit Coin Bookkeeping, use either joystick to select RETURN TO MAIN MENU and press any button.



GAME AUDITS

Use joystick to select the Game Audits Menu, then press any button to open it. Page through the
available audits by selecting NEXT AUDIT PAGE or LAST AUDIT PAGE. Select RETURN TO MAIN
MENU and press any button to exit Game Audits. Game audits cannot be set. They can only be
cleared.

PAGE 2 OF AUDIT TABLE
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GAME ADJUSTMENTS
The Game Adjustments allow the operator to customize the game.

Use either joystick to select the Game Adjustments Menu. Press any button to open the menu.

The Game Adjustments Menu offers several options. Each option has several choices. Use either
joystick to select an option, then press any button to open the option. The next menu screen provides a
setting value. Use either joystick to change the setting value and press any button to lock it in.

To exit the Adjustments Menu, use either joystick to select RETURN TO MAIN MENU, and press any

button.
NOTE
Adjustment values set by DIP SWITCH, override adjustment values set by the menu system.

GAME ADJUSTMENT MENU

Game Adjustments

Standard Pricing
Standard pricing allow the operator to choose any of the "standard" selections from the Standard Pricing

Table. See page 1-20.

Modify the setting value with either joystick. Press any button to lock in the new value and return to the
Adjustments Menu.

Custom Multipliers
Customize the internal coin chute multipliers for each chute.

Custom Pricing

Custom pricing allows the operator to install pricing other than that of the Standard Pricing Table.
Custom pricing also allows the operator to select the maximum amount of credits per game, the amount
of credits required to start a game, and the amount of credits required to continue a game. This option is
being adjusted from the DIP Switch settings. See page 1-21.

Modify the setting value with either joystick. Press any button to lock in a new value and return to the
Adjustment Menu.
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Game Adjustments Continued...

Free Play

This option selects free play. The setting choices for this adjustment are:
- No
-Yes
- Factory Setting: No

Computer Difficulty

This option determines how tough the computer opponents are. The setting choices for this adjustment
are:

- (1) Extra Easy

- (2) Easy

- (3) Medium

- (4) Hard

- (5) Extra Hard

- Factory Setting: Medium



STANDARD PRICING TABLE

Name Setting - Coin/Credit Coin 1 Coin 3 Coin 2 Coin 4 Bills
USA 1 1/25¢ (2 to Start, 2 to Continue) 25¢ 25¢ $1.00
USA 2 1/25¢ (2 to Start, 1 to Continue) | 25¢ 25¢ $1.00
USA3 1/25¢ (1 to Start, 1 to Continue) | 25¢ 25¢ $1.00
USA 4 1/50¢, 3/$1.00 (1 to Start, 1 to Continue) | 25¢ 25¢ $1.00
USAS5 1/50¢, 4/31.00 (2 to Start, 1 to Continue) | 25¢ 25¢ $1.00
USA 6 1/50¢ (1 to Start, 1 to Continue) 25¢ 25¢ $1.00
USA7 1/50¢, 3/31.00 (1 to Start, 1 to Continue) 25¢ 25¢ $1.00
USA 8 1/50¢, 4/$1.00 (2 to Start, 2 to Continue) 25¢ 25¢ $1.00
USA 9 1/25¢ (3 to Start, 2 to Continue) | 25¢ 25¢ $1.00
USA 10 1/25¢ (3 to Start, 3 to Continue) 25¢ 25¢ $1.00
USA ECA 1/25¢, 4/$1.00 (2 to Start, 2 to Continue) $1.00 10¢ 25¢ 5¢ $1.00
German 1 1/1DM, 6/5DM 1DM 5DM
German 2 1/1DM, 7/5DM 1DM 5DM
German 3 1/1DM, 8/5DM 1DM 5DM
German 4 1/1DM, 5/5DM 1DM 5DM
German 5 1/1DM, 6/5DM 1DM 5DM
German ECA 1/1DM, 2/2DM, 6/5DM 5DM 1DM 2DM
France 1 2/5F, 5/10F 5F 10F
France 2 2/5F, 4/110F 5F 10F
France 3 1/5F, 3/10F 5F 10F
France 4 1/5F, 2/10F 5F 10F
France 5 2/5F, 5/10F, 11/2 x 10F 5F 10F
France 6 2/5F, 4/10F, 9/2 x 10F 5F 10F
France 7 1/5F, 3/10F, 7/2 x 10F 5F 10F
France 8 1/5F, 2/10F, 5/2 x 10F 5F 10F
France 9 1/3 x 1F, 2/5F 1F 5F
France 10 1/2 x 1\F, 3/5F 1F 5F
France 11 1/3 x 1F, 2/5F, 5/2 x 5F 1F 5F
France 12 1/2 x 1F, 3/5F, 7/2 x 5F 1F 5F
France ECA 1/3 x 1F, 2/5F, 5/2 x 5F 1F 10F 5F
Canada 1/2 x 25¢, 3/$1.00 25¢ $1.00 $1.00
Swiss 1 1/1F, 6/5F 1F 5F
Swiss 2 1/1F, 7/5F 1F 5F
Swiss 3 1/1F, 8/5F 1F 5F
italy 1/500 lire 500 lire 500 lire
UK 1 ECA 1/50P, 3/£1 £1 20P 50P 10P
UK 2 ECA 1/50P, 2/£1 £1 20P 50P 10P
UK 3 ECA 1/30P, 2/50P, 5/£1 £1 20P 50P 10P
UK 4 1/50P, 3/£1 £1 50P
UK 5 1/50P, 2/£1 £1 50P
Spain 1 1/100 peseta, 6/500 peseta 100 peseta 500 peseta
Spain 2 1/100 peseta, 5/500 peseta 100 peseta 500 peseta
Australia 1 1/3 x 20¢, 2/$1.00 20¢ $1.00
Australia 2 1/5 x 20¢, 1/$1.00 20¢ $1.00
Japan 1 1/100 yen 100 yen 100 yen
Japan 2 2/100 yen 100 yen 100 yen
Austria 1 1/5 schilling, 2/10 schilling 5 schilling 10 schilling
Austria 2 1/2 x 5 schilling, 3/2 x 10 schilling 5 schilling 10 schilling
Belgium 1 1/20F 20F 20F
Belgium 2 3/20F 20F 20F
Belgium 3 2/20F 20F 20F
Belgium ECA 1/20F 50F 5F 20F
Sweden 1/3 x 1 krona , 2/5 krona 1 krona 5 krona
New Zealand 1 1/3 x 20¢ 20¢ 20¢
New Zealand 2 | 1/2 x 20¢ 20¢ 20¢
Netherlands 1/1 guilder, 3/2.5 guilder 1 guilder 2.5 guilder
Finland 1/1 markka 1 markka 1 markka
Norway 1/2 x 1 krone, 3/5 x 1 krone 1 krone 1 krone
Denmark 1/2 x 1 krone, 3/5 krone, 7/2 x 5 krone 1 krone 5 krone
Antilles 1/25¢, 4/1 guilder 25¢ 1 guilder
Hungary 1/2 x 10 forint, 3/2 x 20 forint 10 forint 20 forint
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1)

2)

3)
4)
5)
6)
7)

8)

9)

CUSTOM PRICING

CUSTOM PRICING MENU

Coins inserted accumulate units. This adjustment specifies the number of units given for each coin in
the fourth chute (see "Units/Credit").

Coins inserted accumulate units. This adjustment specifies the number of units given for each bill
validated (see "Units/Credits").

This is the number of coin units required to buy one credit.

There is one bonus credit awarded after this many coin units have accumulated.
This is the minimum number of units required before any credits are awarded.
Each player needs this many credits to begin a game.

Each player needs this many credits to continue a game.

The detailed bookkeeping screen shows total collection based on this many coins per dollar. (Set to
zero to disable the display of money totals.)

This is the limit for the credit counter. Additional coins inserted will be lost (factory setting: 30).
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UTILITIES
The Utilities Menu allows the operator to clear the game's bookkeeping memory.

Use either joystick to select the Utilities Menu, then press any button.

Use either joystick to select a utility. Press any button to activate the selection.

UTILITIES MENU

Once the selection is made, a dialogue box appears, and the operator can choose to reset the utility.

For example:

CLEAR COIN COUNTERS?
ARE YOU SURE?

YES
NO

Use either joystick to choose a setting value. Press any button to lock in the new setting value.

To exit the Utilities Menu, use either joystick to select RETURN TO MAIN MENU, then press any button.
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HARDWARE INFO

The Hardware Information screen gives the date the game was manufactured and the game's serial
number.

HARDWARE INFO
MIDWAY MANUFACTURING COMPANY

WOLF UNIT
SERIAL NUMBER: XXXXXXXX
DATE OF MANUFACTURE: XX/XX/XXXX

Press any button to exit this screen and return to the Main Menu.
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VOLUME ADJUST
The Volume Adjust feature allows the operator to determine the sound and music level of the game.

The volume level can be adjusted from either the Attract Mode or the Menu System. Press the Volume
Up button to raise the volume level and the Volume Down button to lower the volume level. Either
joystick can also be used to raise or low the volume level. The current volume level is shown with a red

bar.

Press any button to return to the Main Menu.

VOLUME ADJUST
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TROUBLESHOOTING

PROBLEM

1)

2)

3)

4)

5)

6)

7)

8)

No picture or distorted picture.

Turn game On and nothing happens.

No sound.

No general illumination.

Press Start button and nothing happens.

No credit given for number of coins inserted.

Too many credits for number of coins inserted.

Game stays in test mode.

POSSIBLE SOLUTION

1)

2)

3)

4)

5)

7)

8)

1-25

Check for faulty video board or monitor.
Check for disconnected video signal cable.

Check line fuse. Check for +5Vdc at pins C,
D, 3 and 4 of the JAMMA connector.

Check the speaker and the speaker
connection to pin L and 10 on the JAMMA
connector. Check volume control setting.
Check for +12Vdc at pins F and 6 on the
JAMMA connector. Check for -5Vdc at pins E
and 5 on the JAMMA connector.

Check the 1A, S.B. fuse in the AC power pack
assembly.

Check for open wires between the button and
the CPU board. Check for contamination on
CPU board pins or the Start button switch
blade contacts. Check for proper ground.

Check DIP switch coin settings. Check for
contamination on the coin switch contacts.
Check for an open wire between Coin Switch
1 and pin 16 on the JAMMA connector or Coin
Switch 2 and pin T of the JAMMA connector.

Check the game pricing settings. Check for a
short between pins T & 16 on the JAMMA
connector.

Check that the switch #8 of DIP switch bank
#2 is set to off.



NOTES
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SECTION
TWO

CABINET WIRING

NOTE
PRINTED CIRCUIT BOARD ASSEMBLY SCHEMATICS ARE NO LONGER AVAILABLE.




JAMMA Chart

FUNCTION WIRE COLOR PIN PIN | WIRE COLOR | FUNCTION
Ground Black A 1 Black Ground
Ground Black B 2 Black Ground
+5VDC Red C 3 Red +5VDC
+5VDC Red D 4 Red +5VDC
-5vDC Yellow E 5 Yellow -5VDC
+12VDC Orange _ F 6 Orange +12VDC
Key H 7 Key
Coin Counter 2 Brown-Red J 8 Brown Coin Counter 1
N/C K 9 N/C
Speaker- Brown-Gray L 10 Red-Gray Speaker +
N/C M 11 N/C
Video Green Green N 12 Red Video Red
Video Sync White P 13 Brown Video Blue
Service Credits | White-Gray R 14 shield Video Ground
Slam Tilt Black-Green S 15 Black-Blue Test
Coin 2 Black-Red T 16 Black-Brown Coin 1
2 Start Violet-White U 17 White 1 Start
2Up Violet-Black \ 18 White-Black 1 Up
2 Down Violet-Brown w 19 White-Brown 1 Down
2 Left Violet-Red X 20 White-Red 1 Left
2 Right Violet-Orange Y 21 White-Orange | 1 Right
2 High Punch Violet-Yellow Z 22 | White-Yellow 1 High Punch |
2 Block Violet-Green a 23 White-Green 1 Block
2 High Kick "] Violet-Blue b 24 White-Blue 1 High Kick
Not Used Violet c 25 White-Violet Not Used
N/C d 26 N/C
N/C e 27 N/C
Ground Black f 28 Black Ground
SOLDER SIDE COMPONENT SIDE




INTERBOARD WIRING

N/C GND |5
N§C =5V 1] 2
X 3| CPU/SOUND BOARD
N/C_T5v 1 5
S A—18968—40039
A
BILL iN BLK-WHT _|[5 ]
COIN BLK—YEL ¢
KEY 5
+12v ORG . P9
5V RED 3
CON 3 BLK—0RG 3
GND BLK :
N/C
KEY 30
N/C 3
N/C &
/g ! P10
INTERLOCK _BLK—GRY. :
+VOLUME __ORG—GRN 5
—VOLUME __ORG—RED >
N/C :
N/ 5
4 SWITCH D _GRY=VIO I
4 SWITCH C_GRY—BLU I
4 SWITCH B GRY=GRN_[] 13
4 SWITCH A _GRY—YEL I
4 RIGHT ____GRY=ORC__[] 1
7 LErT CRY=RED |14
2 DOWN___GRY-BRN [, P11
7P CRY=BLK [ 5
< START __GRY-WHT || 4
N/C 8 PLAYER 4
N/C A
N/C p
N/C 5
N/C :
N/C 5
3 SWITCH D BLU—VID I
3 SWITCH ¢ BLU 3
3 SWITCH B BLU-GRN__[] 15
3 SWITCH A BLU—YEL ¥
3 RIGHT __BLU=ORG || 10
SLEFT BLU=RED [ g b1
I DOWN__BLU-BRY g
TP BLU=BLK
3 START BLU—WHT Z-, PLAYER 3
N/C 0
N/C .
N/C 3
N/C 2
q'l
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COIN SWITCH AND METER WIRING

OPTION 1
COIN SWITCH 1 C/ -
+5V
COIN SWITCH 2 - METER A
JAMMA PIN 16
GROUND - JAMMA PIN 8
— -
OPTION 2
COIN SWITCH 1 J -
JAMMA PIN 16 +5V
COIN
COIN SWITCH 2 SWITCH
- 1 T
JAMMA PIN T ETER
GROUND - JAMMA PIN 8
i
11 WRONG WAY !!

Do not connect the coin switches in this manner. This
circuit is INCORRECT, and will cause twice as many

credits per coin.

COIN SWITCH 1

COIN SWITCH 2 j

p JAMMA PIN 16

GROUND

B JAMMA PIN T
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NOTES
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Control Panel Wire Color List

PLAYER ONE PLAYER TWO
FUNCTION WIRE COLOR FUNCTION WIRE COLOR
Start White Start Violet-White
Up White-Black Up Violet-Black
Down White-Brown Down Violet-Brown
Left White-Red Left Violet-Red
Right White-Orange Right Violet-Orange
High Punch White-Yellow High Punch Violet-Yellow
Block White-Green Block Violet-Green
High Kick White-Blue High Kick Violet-Blue
Low Punch Blue-Black Low Punch Blue-Yellow
Low Kick Blue-Brown Low Kick Blue-Green
Run (Speed) Blue-Red Run (Speed) Blue




WARNINGS & NOTICES

WARNING .

USE OF NON-MIDWAY PARTS OR CIRCUIT MODIFICATIONS MAY CAUSE SERIOUS INJURY OR
EQUIPMENT DAMAGE! USE ONLY MIDWAY AUTHORIZED PARTS.

* For safety and reliability, substitute parts and modifications are not recommended.

* Substitute parts or modifications may void FCC type acceptance.

* This game is protected by federal copyright, trademark and patent laws. Unauthorized modifications
may be illegal under federal law. This also applies to MIDWAY logos, designs, publications and
assemblies. Moreover, facsimiles of MIDWAY equipment (or any feature thereof) may be illegal under
federal law, regardiess of whether or not such facsimiles are manufactured with MIDWAY components.

WARNING

NOTE: This equipment has been tested and found to comply with the limits for a Class A digital device,
pursuant to Part 15 of the FCC Rules. These limits are designed to provide reasonable protection against
harmful interference when the equipment is operated in a commercial environment. This equipment
generated, uses and can radiate radio frequency energy and if not installed and used in accordance with
the instruction manual, may cause harmful interference to radio communications. Operation of this
equipment in a residential area is likely to cause harmful interference in which case the user will be
required to correct the interference at his own expense.

NOTICE - FCC WARNING STICKER

I. THIS KIT WAS TESTED IN A MIDWAY UNIVERSAL VIDEO CABINET AND A
DYNAMO HS-5 CABINET, AND FOUND TO COMPLY WITH FCC PART 15
CLASS A REQUIREMENTS. IF INSTALLED IN A MIDWAY UNIVERSAL VIDEO
CABINET, OR A DYNAMO HS-5 CABINET, THE FCC STICKER (16-9306)
SUPPLIED IS TO BE PLACED ON THE REAR OF THE CABINET.

II. INSTALLATION OF THIS KIT INTO ANY OTHER PRODUCT DOES NOT
GUARANTY COMPLIANCE WITH THE FCC_REQUIREMENTS. YOU ARE
SOLELY RESPONSIBLE, AND MIDWAY WILL HAVE NO RESPONSIBILITY, FOR
FCC COMPLIANCE FOR INSTALLATIONS IN OTHER PRODUCTS. THE FCC
WARNING STICKER SUPPLIED SHOULD NOT BE INSTALLED ON THE
CONVERTED PRODUCT UNTIL FCC COMPLIANCE IS VERIFIED

WARNING
Prevent shock hazard and assure proper game operation. Only plug this game into a properly grounded
outlet. Do not use a cheater plug to defeat the power cord's grounding pin. Do not cut off the ground pin.

NOTICE

No part of this publication may be reproduced by any mechanical, photographic, or electronic process, or
in the form of a phonographic recording, nor may be transmitted, or otherwise copied for public or private
use, without permission from the publisher.

Entire contents of this manual copyright © 1995 MIDWAY Manufacturing Company, INC. All Rights
Reserved.
DYNAMO HS-5 IS A TRADEMARK OF DYNAMO CORPORATION.

FOR SERVICE: CALL YOUR AUTHORIZED MIDWAY DISTRIBUTOR.

MIDWAY MANUFACTURING COMPANY
3401 N. CALIFORNIA AVE.
CHICAGO, IL. 60618





