Coin and Player Input Circuitry
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SLAM, COINL, COINC, COINR, SELF-TEST, DIAG. STEP PS1 (POWER 2 - @? R
STONE), PS2, PS3 and PS4 inputs are read by the MPU when INO goes low. j
Switches to be read are selected by ABO from the MPU. When ABO is low, ) ﬁ -
SELF-TEST, V BLANK from the sync generator and DIAG STEP are read by the VSYNe 2
MPU on DB4 and DB5. When ABO goes high, SLAM, COINL, COINC, COINR,
PS1, PS2, PS3 and PS4 are read by the MPU on DBO0-DB?7.
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The game option switches are read by the MPU when SWRD (Switch Read L gi w5 mili @JZ(’AUD[OZ
Enable) is low. The Switch toggles to be read are selected by ABO from the MPU. 01 —3%lo  pylE Y5V
When ABO is high, switch toggles 9, 10, 11, and 12 on J2 and M2 are read on DBO- LD@ 38Bloe  pold
DB7. When ABO is low switch toggles 13, 14, 15 and 16 on J2 and M2 are read on T
DBO0-DB7. Toggle inputs are “on” when pulled to ground. =
Coin Counter Output Circuitry
CONFIBENTIAL: ‘Reprocustion. forbiddan without the 4) Position the CAT™ Box switches as follows: +ev e
Fhls drawing 1 orly condidonal ssisd, and neithe SIGNATURE ANALYSIS CONTROL %gi‘* A';r:m M;U
e T . : START: _I” 82 R gt Shy
Signature Analysis Procedure STOP: - P o (F E BARN Sheet 1, Side B
mereof?Exgept for m%nufacture by vendorg‘of Atar)il,.l[:\c., CLOCK: _I Lso4 ggg g N 1K \ /
and for manufacture under the corporation’s written = lCS&?OOI X 4PL
gt s ol et Tl READ/WRITE CONTROL d 1 ra J20
with or written permission from the corporation. BYTES: 1024 POT | Fl__‘\ _I_ 8 . - ’\Ns 7 tLeba
® : DBUS: ADDR I i« css AS Pé ST pes
1) Remove the following: ERROR DATA DISPLAY: GAME ! ] 45 Y U, yvs [JjLsos
® The electrical power from the Warlords™ game. R/W: WRITE ' T = <ol 20
® The game PCB from the cabinet. Attach extend.er R/W MODE: OFF s POT2 % T 10 R LSPZ«SSQI B A E«] LED 2
cables between the PCB and the game wiring dia- TESTER CONTROL Cor?trol ) | Iﬁss L |As PI h Qs f R4 [g;] BB
. gram. TESTER MODE: RIW [ L LM339 X 4PL D a4 J 220
Sheet 2, S|de B ® The MPU Chlp at location C2 from the game PCB. TESTER SELF TEST: OFF Panel - @ /r\?/z/e\’ ¢ AB 2 e Q3L Y 05/\ ™ [E; COIN
Using a thin piece of wire (28 AWG), jumper pin 37 K Lceo sl 5 ‘ AB I e oz: A ) :{4:_] | CREF L
to pin 39 on the MPU socket. In order to obtain reliable signatures from the Warlords™ ! T 1j AR S P &Y o3 i -
™ PCB, the Playfield RAM must be addressed and a specific 8 L +5V o Tt @ C?_Tj E] CoIN
WA R LO R DS 2) Connect the following: pattern “written” into the memory. PO [o; S T s _RESET—]IS T [ '
IK -, .
® The CAT™ Box flex cable to the Warlords™ PCB 5) Apply power to the Warlords™ game. Turn the CAT™ | Iae. |28 P3 a4 sjLom
test edge connector. Box ON/OFF switch to ON. | ol +12v ’_i?_i]
® The three BNC to E-Z clip cables (supplied with - 22?;144 1
the CAT™ Box) to the SIGNATURE ANALYSIS 6) On the ADDRESS/SIGNATURE keypad enter 0400. - X3k = f oo ‘2
CONTROL START, STOP and CLOCK BNC jacks 7) Toggle the RIW MODE switch to momentary SINGLE. ara.agge 18K o e
on the CAT™ Box. : : | "
® The black E-Z clips on the three cables to a 8) g:act;the TESTER CONTROL, TESTER MODE switch to a8 e qo%fcs
H H : round lug on the PCB. ’ RO vl
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Pot Reading and Audio Circuitry to the PCB at L6 pin 2. sl v
Option lnput CirCUitry 3) The red E-Z clip on the clock cable will be moved from If the signature to be taken is connected to the 4H R .
. . . 4H to 6MHz and back throughout the actual signature clock (P4 pin 11), the ADDRESS/SIGNATURE will in- I ,50v This circuit consists of coin counter drivers Q3, Q4, and Q5 and data latch
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i i signature is located on the schematic sheet above If the ADDRESS/SIGNATURE display is incorrect, on data line DB7. When the input to a driver is clocked high, its collector goes
S|gnatu re AnaIYSIs Procedure the signal. Note the example below: press TESTER RESET. If the display is still incorrect, low grounding the return of the coin counter in the coin door.
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