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1. Perform the CAT Box preliminary set-up.
SRR T Data Bos Testing the Player Inputs
o LR LS itch follows:
Sheet 1, Side B 2. Set the CAT Box switches as follows
\ - / vo R gd R 1. Perform the CAT Box Preliminary Set-up. a. DBUS SOURCE to DATA From MPU
; T pu vev iy f 0 W0 d Y b. BYTES to 1 Address Bus men
ss1 mient 6) R — o] Y——pee7 ' ‘ (Grart?] 2. Set the CAT Box switches as follows: ¢. R'W to WRITE \ Sheet 1, Side B y, |33 cos
e b . P P b g ; a70 a. DBUS SOURCE to DATA d. Key in address or press ADDRESS INCR +svV 2
sei eer (B Sy B b [ ° e b. BYTES to 1 e. Press DATA SET e +i2v
L il I uf, %9 N c. RW to It?OEAD f. Key in data an . =2 il
R4 ol 0 v/ = DIRI—A 19 _ caT " . LA | UDIo 1
=1 mown (B S s 1 i com r [} RIZ0nn e 7 = d. Key in address 0C00 (self-test switch g }S:et RIWh M(?(;DE to PULSE, then to OFF. = 2pls ces ms o)
a7 0 A vl7 o4 e VBLANK — A 7 ose only) or 0C01 (all others). h. For each address, repeat sequence _=0| 37 | =] s 22 o
=g I ] S e me Se b T[T e. RIW MODE to STATIC starting at Step d. N R — ek
.|_i_ A5'¢ Er.’vl; seLF TEST|I3 i A m 0 i RRa — <= 0 N
i R i . ) N 3. Activate the following player input switch- ADDRESS DATA RESULTS To/From MPU o] e b
vsv 88 8 b el — ST ) 5|8 v[*—ose es, one at a time, while monitoring the 100F 00 Data i s
r L sramT1 M =i, s < g DATA DISPLAY: Sheet 1, Side B g |
L G ]l TIS C A R- ht 100F 03 \ / D7 _6. o7 7 .q_
e START 2 NV I a. o[n g 1000 55 i e
i ey e L1 11111 sl b. Coin Left . | L
s[, o o c. SLAM 1001 AF Pure tone is heard from channel 1 output. i ol =
) e =~  vf-os=s BRRREE 4 FIRE 1001 00 Channel 1 output is turned off. oe _zloe Til=
;='.:q g 2 A = 4 cm= =g " - g V 3 8 g 8 R e- START 1 1002 55 [ _ﬁs% oz Pz *:‘2‘ Aubio2
ssz Lest (@ R 2.4 " R e 7o = N f START 2 1003 AF Pure tone is heard from channel 2 output. o1 o B[S
e VOl I LI s A vlo_ ces ' 1003 00 Channel 2 output is turned off. op ——|ow PRl
i e o= Emale il Sy 4. The DATA DISPLAY will ch it th e = T
meo 1 ‘%A vH2- osg = =S 2> v Z—oa=z ’ sw‘iatches ars: SHErEHn ero c;rlange ' = 1005 AF Pure tone is heard from channel 3 output. =
vezoe @ s & o it e v ] L2 0 P g properly. 1005 00  Channel 3 output is turned off.
. RS 0TiT ., 52 0 v om 1006 55
= e e N 1007 AF  Pure tone is heard from channel 4 output.
= 2|4 v*— cag 1007 00 Channel 4 output is turned off.
TRB® S = F_ s
TRB I ]u T'5
ABZ NG
TRA®
. . = TRAI
Option Input Circuitr TRAZ 2 . o om
P P y ot {1 Denotes a test point D2 Video Output Circuitry = -.. ===
Ls32
L +5V C’;
_ mo Q- -
ua i RS REETE: o b i a1
l = ae= {=] ; Y - RAMAB%A3W " Y uuwdo . {°>7§
— (=8
SRSRRRRRINRORIIN Coin Counter el By
i : H ) R4 e S RAMA¢—| AP =37
1 M8 Clrc I r i =) [ k|| ik ]9 Y
2 From WPy PUipUR CReultry e S v T e T ;
r us 2 oB2 — I3 D3P /e B p y ' Y
: Ak Sheet 1, Side B _3_’; vt DBl — 12 D=2 c; 2 ‘:‘;‘5'752 ': |3Aq|2 % < :S::z:t 135;:'4
e \ / s & DBg I DI p~— A8 5
4 A o 12 _ll—l_f 13 @S i i
3 !l] % oBs +=v Tl 1= e s oo RIOI ¢ RIOZ
S5 21a l;é_ g .ae = 5 45 elz l;\\qz 2zo0 S %56
e :J/SW a = 55 C_,Y = i OUT¢;4061_52‘59 yzm ak (3 a2 lé‘r +5v L::g i COLDRB_-@ SouEmB; [BeLm)
71 o—o42 | TIS ' MIOQ7 1 - H L= 8 [ .
T :71 ABY SwED o A 5 —— e 7 _EZ;‘ The video output circuit receives motion object, playfield, ad- HELAMC N 8
= - | L az—2c @4 — B Lanz dress and data inputs and produces a video output to be dis- VAR e ST ey = i R e SRR
= e | o —Zla  oole 225 == played on the game monitor. In order to read out of the color s
z 0/° s } @ P40 Smar i RAM, GRYO0 and GRY1 from the motion object circuitry are mul- e — _ e % =
.= e ABSTA e ﬁm §E K o se Z1com N tiplexed with AREAO and AREA1 from the playfield circuit by E8. =A - s el ) corom 1 (re0)
I e ul M1 IE gu e "O“‘cﬁj PiepL The output, selected by GRY0 or GRY1, is RAMAO-RAMAS ot fid P20 Rt
- [ERE] % 7 e rEseT i —h ; (RAM ADDRESS). o a[EA E _y
8l 5 {2 Sia - ot | o7 e areA —2cz - L =ws — : @ VIDEOS ouT
e SO B - = I o | <7 ; RAMAO-RAMAG3 are applied to color RAM C8. The colors red, e v — Bwz — _—
e A B Sz % =t [ {;jco,u green, blue and an alternate color bit are outputs. The three col- g o RICT s ol
i S 2le 1 _oe@ e Tl or bits are latched by A8 as the game video in the three basic 6‘“‘;_.2,229 R i s —Q
= ndihn 1A P —— . i 15 - colors (or shades of gray in a black and white monitor). When ABg Pl o
5 g & < = jel o 1 the alternate color bit (C8 pin 11) is active, an alternate shade of Hea by
. f o —s = z - blue or green is available. I .3k
L e oin ( = > = |
i T ) O ¢ S itch SweD _STO/O—i The following conditions, along with- the various combina- %fﬁfj .
Dib 2w tions of COLOR 1 (red), COLOR 2 (green) and COLOR 3 (blue), 3 *
eStlng the ptlon WItc s provide 6 extra colors for a total of 14. o
1. Perform the CAT Box preliminary set-up. Hevoe 2 - 5*{‘*\"'6 =220
1. If A8 pin 11 is low, transistor Q5 conducts and draws cur- T=voe L1B7 1z @ CoMP SvNC
H . - L] - £ LSOB -
2. Set the CAT Box switches as follows: COln Counter Output CIfCUlt :ent ;r%néfgégR 3. th\fe result is a pale blue when COLOR R
a. DBUS SOURCE to DATA ISR TiLs SRl L —Ovio e=r
b. BYTES to 1 This circuit consists of coin counter drivers Q6, Q7, and Q8 and data latch i B EpInT A W I P o S ECHETR .
c. RW to READ " . rent from COLOR 2. The result is a pale green when COL-
d. e i add 0800 (N9) or 0801 (N8 M10. The circuit is addressed by the MPU on AB0-AB2 and written by the MPU OR 1 and COLOR 3 are off
B Ao i (N9) or (N8§) on data line DB7. When the input to a driver is clocked high, its collector goes )
e. RIW MODE to STATIC low grounding the return of the coin counter in the coin door. |
3. Activate the switch while monitoring the DATA DISPLAY. The
DATA DISPLAY will change if the switch is operating properly. -
g L3
NOTICE TO ALL PERSONS RECEIVING THIS DRAWING 100 AUH
CONFIDENTIAL: Reproduction forbidden without the
specific written permission of Atari, Inc., Sunnyvale, CA. + 83
LB Rl Bpllilp sl B B Rl v =
right in, or license to use, the subject matter of the draw- M' s ™ C' : 4 |®
ing or any design or technical information shown thereon, InI-Trak Ball "Cl."try ] . [ From MPU _7| All
o i o P, R T8 B High Score Memory Circuitry Adaress Biss JPedan), Jowe o
fi;]:ens%notri;httttou‘;Epruorquecelth?s E(r);pw?rr\t? Iis gsranted 0{ Sheet 1’ Slde B ’i'riz b LSV !!':::oll ceda
wi?hsgr :A?ﬁttg]ap:rrmisii?)?\ #(r;rlr?st?\e )éo%lo(g?ioangreemen \ / ) s [inacon |+ 1,50V
= >
The High Score Memory circuit stores the ABS Lz T, 0o s0v . 9 PREE 8‘ S
® STEE“CL‘E“L,, ,51, [,O]q L three best scores and other pertinent informa- ’:Z; p | o o of o il & ﬁ i
PiRIng g PO i tion. These scores are saved even if power is ABZ —isv § § §<0_
ATARI é L oIRI R LI removed from the game. The High Score Mem- AB I | :
zlolele L sloos=e (2 ory circuit consists of an erasable reprogram- AP N
A o 7 mable ROM ES5, latches E4, H4, J4, buffer H5
. o Fe < [EN 7= L and timer A11. N
Sheet 2, Slde B | HoRe I3 ':’I"ZL?—" Re4 {>c =1 v P RI34 '———TRrB2 WETES ___<
L«NVT o E2 e R Iggé A11 produces a 0-15V square wave at a 1V Ls=22
= Horiz o) =as ol vz rate. This signal, when + 15V, forward biases 21 .
| B b e S
™ ™ @ﬁ 5{;'@, 2 LU Y diode CR5 and allows capacitor C86 to charge ] > [=
Centl ede RS R =22 0 v sERmeE] 101 to —29V. When the signal is 0V, CR5 is cutoff 3| Lezaa
. 25e »4 — L L and CR4 is forward-biased which causes C84 =
2 Hoi= ekl {>° A 1z 4 1z 2
R s Ao T la L to develop a charge. C84 charges to approxi- =
oz=lB N j—jj. i S E G P uaudl=oi [ mately —28V. This is the potential required for )
LveERT z¢; 153\,6;‘ = - : f_g-lr.'d»@q, c.{< il c oD , EAROM CO to operate. 9 % 1S 28
it l'-_-IO'o FLIP K B[ k3|2la |7 o ' =) al| Ve | 9
. . . =2 VERT pxr|/7 = {>° C'I EAcHOTROL 24 ]q ~ a n Pcsz R}
Joysﬂck Circuitry S s o Bt The MPU addresses the EAROM (ABO-ABS5) o e BN N T e LF
Nail C“C‘:’-‘f =33 ’ g :—Eﬁé when a low EAADDR gates WRITE2 at gate A4. A o== Soga ole o e Sl
ini- ™ (O i e e The trailing edge of the gated pulse latches the 12|=17S Ghe el ST
Mini-Trak Ball™ Circuitry A R address information to the EAROM E5 via J4. - ° s - =
= . 33 L em Data is latched by H4 at the same time. The DBl Blo ofz =
Player Inpl"It CIfCUltry s EAROM mode (read, write or erase) is deter- _ 4 :3_‘ cx
. . . mined by DB0-DB3 at latch E4. A low EACON- O = =
Video Output Circuitry TROL gates WRITE2 at gate A4. The trailing 7
. . . edge of this gated pulse latches the data into -
Audio Output Circuitry the EAROM ES5 via latch Ha. A
- ] [ H H H ™
Coin Counter Output Circuitry Testing the Mini-Trak Ball™ Inputs Data_is read from the EAROM when L
. : . - EAREAD on pin 1 of buffer H4 goes low. /DB_, 7] °< 1
Opt|0n |nput leCUltry 1. Perform the CAT Box Preliminary Set-up. oee o] Ha b9
: = H 2. Set the CAT Box switches as follows: ' . = TR
High Score Memory Circuitr - =
g y y a. DBUS SOURCE to DATA . = 2
. b. BYTES to 1 ol = =
Section of 037421-01 B c. RIW to READ | _ o= B
d. Key in address 0COO (vertical) or 0C02 (horizontal) ]’"
p——— e. RIW MODE to PULSE
3. Spin the TRAK Ball™ while monitoring the DATA DISPLAY. The
DATA DISPLAY will change if the TRAK Ball input is operating
properly.
o A Warner Communications Company

Sheet 2, Side B
DP-188-02 1st printing
Centipede/Cocktail



