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SLAM, COINL, COINC, COINR, SELF-TEST, DIAG. STEP PS1 (POWER . e L e
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, Np !
SELF-TEST, V BLANK from the sync generator and DIAG STEP are read by the VSYNC 4@ V SYNC
MPU on DB4 and DB5. When ABO goes high, SLAM, COINL, COINC, COINR,
PS1, PS2, PS3 and PS4 are read by the MPU on DBO-DB?7.
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The game option switches are read by the MPU when SWRD (Switch Read SWRD 03 qiiig r;:::
Enable) is low. The Switch toggles to be read are selected by ABO from the MPU. gf sl s -
When ABO is high, switch toggles 9, 10, 11, and 12 on J2 and M2 are read on DBO- 0p—33e  polid
DB7. When ABO is low switch toggles 13, 14, 15 and 16 on J2 and M2 are read on N [
DBO0-DB7. Toggle inputs are “on” when pulled to ground. l
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4H to 6MHz and back throughout the actual signature
analysis. The clock signal and slope for each
signature is located on the schematic sheet above
the signal. Note the example below:
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clock (P4 pin 11), the ADDRESS/SIGNATURE will in-
dicate C6C3.

If the ADDRESS/SIGNATURE display is incorrect,
press TESTER RESET. If the display is still incorrect,
return to step 2 and check the Cat™ Box connections
to the game PCB.

9) Connect the data probe supplied with the CAT™ Box
to the DATA PROBE, DATA BNC. The data probe has
a black alligator clip attached to it. Connect this
alligator clip to a ground lug on the PCB.

The Warlords™ game PCB is now set up to provide proper
signatures.
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This circuit consists of coin counter drivers Q3, Q4, and Q5 and data latch
P9. The circuit is addressed by the MPU on ABO-AB2 and written by the MPU
on data line DB7. When the input to a driver is clocked high, its collector goes
low grounding the return of the coin counter in the coin door.




