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SELF-TEST PROCEDURE

IMPORTANT NOTE TO OPERATORS
If the game's service manual, the TV monitor manual, or the schematic
sheets wera not included with the game when you unpacked it, con-
tact your distributor to get free copies. (All Atari manuals for coin-
operated games also include complete illustrated parts lists.)

Results if Test Fails

Results il
Instruction Tes! Passes
1. Set self-test After about 3
switch to on posi- seconds, the TV
tion (see Figure 5). manitor displays the
picture below.

CENTER COIN MECH
MULTIPLIER {LEFT
MECH OF A 2MECH DOOR)

RIGHT COIN MECH

MULTIPLIER
SWITCH SWITCH
TOGGLE1 TOGGLE 8

SWITCH SWITCH
AT P10 AT M10
(TOP ONE) (BOTTOM ONE)

DISPLAY OF COMPLETE

CHARACTER SET
2. Activate slam Az switch activates,
swilch, all control you'll hear a low beep

panel switches and As switch deactivates,
coin door switches. you'll hear a high
When satished with beep,

test, sat self-test

switch 1o off posi-

tion

3. Sounds Test (Optional)

You may test the hardware generaled sounds by starfling a game

and proceeding as follows:

Engine Rumble (Idle): Should be heard as so0n as star bullon 15

pushed.

Engine Rumble (Active): Pushing both control handles forward
should cause an increase In pitch, Releasing control handies

should cause engine rumble 1o return o0 idle
Loud Shot: Press the fire bulton,

Loud Explosion: Heard when you gel hit, indicated by cracked

windshield

Soft Explosion: Iz heard when you it an enemy tank or another

object.

RAM FAILURE i3 indicated by a sequence of 1 to 10 tones. You will hear a short low
tone lor each good RAM chip, and a long high tone for a faillng RAM chip, The tesl
stops with the first failing RAM-chip pair (example. J2 and H2 are a pair). To rastart the
sequence, prass the resel pushbutlon on the Battiezone™ Analog Vector-Genarator
PCB, or set the sell-test switch to off, then again to the on position. Identify the bad
RAM chip with the table below. Example: four short low tones followed by a long high
tone indicates fallure of RAM at location B2

Long High Tone Bad RAM Chip Location
1st J2
2nd H2
drd A2
dath A1
5th B2
Gth B1
7th c2
Bth ¥ |
9th D2
10th D1

ROM/PROM FAILURE is indicated by two columns of numbers on the left side of the
screan, The number in the left column indicates the location of the failing
ROM/PROMI(s). Identify the bad ROM/PROM with the table immediately below

Ignore the hexadecimal numbers in the right column.

Displayed No. Failing ROM Failing PROM
0 Bica* B/C3", E3

A3 Ad, FiH3
E1

FIH1
J1
K1

/M1

N1 - -

*If ROM or PROM BIC3 Is bad, you will hear a continuous low tone, and the program

may be unable to display a screen image.

**If ROM N1 is bad, program will be unable to produce tones in RAM test

MATH BOX FAILURE |5 indicated by a single letier displayed in the upper nght comer
of the display. Math-box fallure is explained in the Signature Analysis Procedurs, on
the game schematic Sheet 1. Side B. Identify the lailure with the table balow

=~ 00 " B W A =

Displayed Letter Fallure
T Time out error
H Data error—high byte
L Data arror—low byte

You will not hear a low or high beep far tha defective switch

0

SELT-TEST

Game Option Settings BTCH b
To change toggle positions on tha switch assemblies, you need CLOCKWISE
not remove the game PCB. The switches, usually colored blue, are
easlly accessible when the Battlezone Analog Vector-Generator VOLUME CONTROL
PCB is mounted in place,
When changing the options, venty proper results on the TV
monitor display by performing the self-test. Note thal changing an
option on any of the following eight toggles will cause an imme-
diate change on the TV monitor screen during the saif-test
SAFETY
Toggle Settings of - Toggle Switch on Battlezons PCB  (at M10) INTEREGH
(BOTTOM switch when PCB is in game)
8 7 6 5 4 3 2 1 Option
on On Game starts with 2 tanks
On o Game starts with 3 tanks $
Off On Game starts with 4 tanks
Off Off Game starts with 5 tanks
COn On Missile appears after 5,000 points
On off Missile appears after 10,000 pointa §
ot on Missila appears after 20,000 points
oH of Missile appears after 30,000 points
On On Mo bonua tank
On Ofi Bonus tank at 15,000 and 100,000 points  §
oM On Bonus tank at 25,000 and 100,000 points
Off Off Bonus tank at 50,000 and 100,000 points
On Cn English language $§
Off On French language
On Oft German language
OR oH Spanish language

TM 166
15t printing

Game Price Settings

The white block below contains the manufacturer's suggested
settings. All numbers 1 thru B are toggle sattings on the B-toggle

switch &t location P10, on the Battlezona™ Analog Vector-Gene-
rator PCB (the top switch assambly).

u 5
50¢ PER PLAY: .
Bonus 5756 = 2 plays
No bonus $1.00 = 3 plays $1.00 = 3 plays
B T & 5 8 T 8 5 8 7 -] 5
Straight On On On On On OH Off On On On O On
L O ®
4 3 2 1 4 3 2 1 4 3 2 1
On On OH OH On On Off O On On OH OH
8 T L] 5 8 T 8 5 8 T [} 5
25¢/51.00 on on On On fon ot ot on |[(@)on On O On
Door or
2551250/51.00 ®4 3 2 1 @ 4 3 2 1 @ 4 3 2 1
Door On O On O On OH O oOff On Of O Of
25C PER PLAY:
Bonus Bonus
Mo bonus $.50 = 3 plays $1.00 = 5 plays
B T B 5 8 7 8 5 B 7 & 5
Straight On On On On On On O On On OH On On
25¢ Door 7
@ 4 3 2 1 @ 4 3 2 1 O 4 3 2 1
On On Off On On On OK On On On OH On
B 7 6 5 8 7 & 5 a T 6 5
25%151.00 On On On On On On OH On On OH ©On On
Door or
2501254151.00 @ 4 3 2 1 @ 4 3 . 1 @ 4 3 2 1
Door On Of O ©On On OH Off On On OH O On

Circled numbers refer to coin-door labels you
should use with each situation.

Mote: Battlezone cannot be set for a 2-coln minimum.

For your information, wa have delined below the switch set-
tings for those options redating to game price, coin meachanism
multiphers, and bonus play. This information 15 useful in case you

nesd 1o temporanly set tha Battiazona™ game on fres play. or if
you have German coin mechanisms in your door,

Toggle Settings of 8-Toggle Swiich on Batilezona
PCB fat P10). TOP switch when PCB is in game

T L]

5 4

2

Option

¥ ¥ =¥

on

Q9

ot

on On

Ot ot

On
On
Ot
oft

On
Off

On
Off
On
Off

On
On
Of
Ot

On
Oft
On
O

Free play

1 coin® for 2 plays

1 cain® for 1 play
2coms” for 1play §

Right coin mech x
Right coin mech x
Right coin mech x
Right coin mech x

o B ==

Center coin mach x 1§ (Both these setfings affect
Center coin mach = 2 the left mech in a 2mech
door)

Mo bonus coins
For avery 2 coins”™ inserted, game logic adds 1 more

comn

For avery 4 coins™ inserted, game logic adds 1 more
coin®

For avery 4 coins® inserled, game logic adds 2 more
coins® §

For every 5 coinzs”® inserted, game logic adds 1 mora
-
coin

BATTLEZONE ANALOG
VECTOR-GENERATOR PCB

OPERATOR

OPTION SWITCH

“In the U.5., & "coin" is delined as 25¢ In Germany & "coin" 15

1 0M.

§ Manufacturer's suggested sellings

A @8 2coins = 1 play
&

“ @@ 3coins = 2 plays

To achieve bonus plays, all cains must be inserted before pushing . ' . ' 4 coms = J pays
o .. 2 coins = 1 play

0
A @@ 2coins =1 play

L]
A @ 1coin = 1 play

Lo .l' 2 coins = 1 play
‘ . ’ . 4 coins = 3 plays

A o §1 coin = 3 plays

wsan H Anik

ﬂ)h . ] 1-:|?-irln = 1 play
e 2 play minimum

i 2 plays

MNote Bartterons camnof be et fov & Fooin
mminmam Thavelors do nol ERCh ihe above
mbel no 6 on the Berfarons com ooy

)lk "Write m the
ADCVOOENE Dhrase)

ATARI

Coin Counter Option Settings

[These toggles determine which coin mechanisms activate which counters]

Toggle Settings of 4Toggle
Switch on Game PCB (at L11)
4 3 2 1 For Games Having These Coin Doors; Option
On On Thai 1 Baht/1 Baht, German 1 DM!1 DM, U.S, 250/ All 3 coin mechanisms are
25¢, Belgian or French 5 Fr/S Fr, Swiss or French same denomination; all
1 Frl Fr, US 258/1258/25¢, Japanase Y 100/Y 100, raégisier on one coin
Swedish 1 K1 Kr, LLK, 10 P10 P, Australian 208/ counter.
205, or Itaban 100 L10O L
ot On German 2 DM/1 DM, German 1 DM/S DM, U.S. 2581 Laft and centar machanisms
258131, or U5 254551 ara same denomination;
nght mach (s another
E § denomination Requires two
2 = coin counters,
B =]
< x Cn oH No coin door 18 currently designed for ihis config- Left mech 1s one denomina:
urafion. tion; center and right meach
are another danomination.
Requires hwo coin counters.
Ot Off German 1 DM/2 DMIS DM, Laft, center and nght mechs
ara 3 different danomina-
tions, Requiras three coln
counters,




