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CTRLD (Counter load enable) - Latched microprocessor output
that, when low, permits microprocessor to read switch data
through counters K8 and K9 when data buffer L9 is enabled with
low TNO. When CTRLD is high, counters K8 and K9 count up or
tsv—r— 5 down by the rate of movement indicated by Trak Ball.
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- VC (Trak Ball Vertical Clock) - Clock output of multiplexer D9 that VTB CLKX (Vertical Trak Ball Clock) - Player 1 or player 2 vertical
- originates in the vertical steering PCB of the Trak Ball, used to Trak Ball clock input to game PCB from vertical steering PCB of M SYNC —2
clock flip-flop J8 and counter K8. If VC leads VD, then K8 counts Trak Ball. Player 2 input is used only in Cocktail game, and game _ N 2
down. If it lags HD, then K8 counts up. PCB must have -02 or higher Program Memory Installed. OUTO - Address decode that, when it goes low, latches 4H —Dﬁ—ﬁ
HTB CLKI microprocessor-buffered data bits DBO thru DB6 at the output of o 0
latch F9.
VD (Trak Ball Vertical Direction ) - Direction output of multiplexer VTB DIRX (Vertical Trak Ball Direction) - Player 1 or player 2 ver-
D9 that originates in vertical steering PCB of Trak Ball. See VC tical Trak Ball direction input to game PCB from vertical steering S
description. PCB of Trak Ball. Player 2 input is used only in Cocktail game, " ‘ ELie
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HC (Trak Ball Horizontal Clock) - Clock output multiplexer D9 - 3o "
that originates in the horizontal steering PCFI)':” of the ‘1)'rak Ball, INO - Address decode that, when low, enables buffer L9 for data :: o FI afle AAIK {\_!E‘ T e
used to clock flip-flop J8 and counter K9. If HC leads HD, then K9 input to the microprocessor of COIN switches, START switches, BD4 4lae ™ e ARR
- counts down. If it leads HD, then K9 counts up. player 2 FIRE switches (for Cocktail game only), or Trak Ball rate a] atn s mes 1
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HTBCLKX (Horizontal Trak Ball Clock) - Player 1 or player 2 . — W e l“?-
horizontal Trak Ball clock input to game PCB from horizontal o il s L T1 T
steering PCB of Trak Ball. Player 2 input is used only in a RESET ' P - =
Cocktail game, and game PCB must have -02 or higher Program
Memory installed. 20
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HTBDIRX (Horizontal Trak Ball Direction) - Player 1 or player 2
horizontal Trak Ball direction input to game PCB from horizontal
steering PCB of Trak Ball. Player 2 input is used only in a
Cocktail game, and game PCB must have -02 or higher Program ey
Memory installed. -
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POKEY (POKEY chip enable) - Address decode that, when low, . E AUDIOA
enables custom I/O POKEY chip N/P8/9 for data input or output. BAY _3_3 " A3
The POKEY chip works in conjunction with the microprocessor. BA2 ; Az w1
It is_the input port for DIP switch R8 and the audio output port. BA | Sial R70
BR/W determines the direction of data flow as addressed by BAO BAY LN "_'Y\o/é'—
thru BAS. Poxkey LM324
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IN1 - Address decode that, when low, enables buffer M9 for data — N LiSse
input to the microprocessor of TEST, SLAM, FIRE switches, and >a
Trak Ball vertical and horizontal rate of turn.
IN2 - Address decode that, when low, enables buffer P10 for data
input to the microprocessor of switch settings of DIP switch . o
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