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Owner's Manual
Addendum

Part Number B-701-00020-00 Rev.C

A Word About Compatibility...

The edge connector on the game circuit board is not directly compatible with the JAMMA
standard pinout. All functions on the game circuit card are accurately detailed in the owner's
manual.

Adapting the game to the JAMMA standard pinout requires the use of the included adapter
board. The pinouts of the adapter board and harness are indicated on the following page

ATAXX Kit Parts List

Part Number Qty. Description
A-210-00029-00 1 ATAXX Circuit Panel
A 030-00 1 JAMMA Interface
-301-00153- 1 Harness, Kit
B-603-00019-00 Marquee Graphics
B-604-00028-01 Control Panel Graphics
B-701-00018-00 1 Owner's Manual

B-701-00020-00 Owner's Manual Addendum
C-741-00003-00 Joystick, Digital
C-703-00007-00 Pushbutton, Red
C-703-00008-00 Pushbutton, Blue
A-110-00007-00 Service Switch
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ATAXX" JAMMA Adapter Board Connector/Harness

Solder Side J1 Component Side
(GND) Black A 1 (GND) Black
(GND) Black B |2 (GND) Black
(+5VDC) Red cls3 (+5VDC) Red
4+5VDC) Red p|a (+5VDC) Rod
E|S
(+12VDC) Orange F 6 (+12vDC) Orange
Key H T Key
J|s
K|9
{(Speaker -) White/Black L |10 (Speaker_+) White/Violet
M |11
Green N |12 (Video Red) Red
—  (deoSind)Grey ] p |13 | (kcoBualBue
GmiYlo R |14 Black
s |15
(Coin Switch #2) Bramht T |16 (Coin Switch #1) Grey/Red
u (17
(2P Control Up) Green v |18 (1P Control Up) Blue
(2 P Control Down) Blue w |19 (1P Control Down) Green
(2P Control Left) Violet X |20 (1P Control Left) Yellow
(2P Control Right) Yellow Y |21 (1P Conlrol Right) Violet
 (Blue’Salect' Bulton) ByWhl] 7 | 9o (Red ‘Select” Button) Red/Blk
o (BlueJoin'Button) WhiBlue | A p | 23 (Red *Join" Bution) Whi/Red
BB |24
cc|2s
DD | 26
(GND) Black EE |27 (GND) Black.
'Y, -1 S— L Y} (EhE) Brack

Plug adapter board onto edge connector of main circuit board. Adapter
board edge connector is now game 1/O (standard JAMMA). Plug harness
onto adapter board and connect wires as indicated above.

© 1990 The Leland Corporation. ATAXX™ is a irademark of The Leland Corporation.
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Ataxx Game Play

Ataxx is a thought-provoking, highly interactive 1- or 2-player
strategy game based on a 7-by-7 tiled playing grid. The player
attempts to secure a greater number of tiles than his opponent by
moving his pieces in a manner similar to checkers.

When the game begins, each player starts with his pieces occupy-
ing one corner of the board. On any move, the player selects one
of his pieces and moves it to any vacant tile no more than two
squares away from his starting place. Unlike checkers, when the
player moves his piece to an adjacent tile, a duplicate piece re-
mains in the starting position to fill that tile.

If a player should move more than one tile away, he will leave the
starting tile vacai i can be ed by his oppo-
nent.

When the player moves his piece to a new tile which is adjacent to
his opponent, the player will vanquish his opponent's piece(s) and
occupy its tile. If the player has no valid move available, he
forfeits his turn. If his personal clock expires, he loses the game.

The personal clock (initialized to 100 units) works much the same
as a chess clock and runs only when it is the player's turn. When
the clock gets down to 25 units of time remaining, an “Insert Coin
message will flash on the screen, permitting the player to buy an
additional 100 units of time.

The Red player makes the first move, followed by a move by the
Blue player. The game continues until no valid moves remain. At
the end, the player with the greater number of tiles occupied wins.
A message announcing the winner will flash in the status box on
the play screen. This screen will then fade to another screen
depicting the results of the game and how it has affected the
player’s rating and classification. A continuation prompt will then
appear.

If a single player elects to continue, any time remaining from his
previous game will be carried forward and a new game board will
appear (if he won earlier— if he lost, the same game board will re-
appear). If he won, his subsequent computer opponent will be one
level of difficulty higher than his previous level; the opposite is true
if he lost. This sequence will continue until the player has played
all available screens.

If two players elect to continue, any left over time from the previous
game will be carried forward. The loser of the previous game may
then select a new game board by rolling his track ball to cycle
through the screens. A new game board may be chosen using the
“Select” button.

A player's performance is rated the same way as in chess, with
five distinct classification levels: Champion, Ace, Expert, Fighter,
and Reserve. These ratings are based on the number of points
gained in each round of play. The High-Score list will consist of
those top-ranked players and will display initials, rating, and clas-
sification.




Features Information

Two sets of player controls beckon new players to join the
game. Individual scores are kept for each player. New
players can enter their initials and have their outstanding
scores appear on the rating classification board.

Normal operating checks are made easy with complete di-
agnostic screens. All player controls and both coin mecha-
nisms are easily tested.

Other features of Ataxx include:

21 different game boards.

One or two-players.

Player's personal clock time length adjustable through
game set-up menu.

Prompts to purchase additional time throughout game.

When playing against the computer, the level of difficulty
changes depending upon the skill of the player.

Five levels of computer "skill" versus players are tabulated
on the "Al" (Artificial Intelligence) Statistics screen.




Assembly Instructions

1. Remove all parts from the shipping containers and check
for damage. Notify your distributor (and the shipper) imme-
diately if you find any parts broken.

2. Keys for the coin doors are taped in the coin return slots.
Inside the coin door you'll find the rear panel keys attached
to the door with a clip (see page 13). The AC power cord
will be found inside the rear panel. Close the rear compart-
ment before turning on the game.

3. Lift the monitor plexi and clean or dust any debris that
may have settled on the monitor during shipping. This
would also be a good time to gently wipe down the inside of
the monitor plexi as well. Use only a soft, dry cloth to wipe
the plexi to prevent scratching.

To lift the monitor plexi, reach through the upper coin mech
door and an inner panel opening to unlatch the player
control panel. Latch locations are shown below. Swing the
panel as shown. With the player controls accessible, you
can see the bottom edge bracket. Slide the plexi up until the
bottom edge of the plexi clears the bracket, then lift out.
Re-install in the reverse order.

4. Plug in the game and verify proper operation by going
through the built-in diagnostic screens (see page 13). .
Check coin mechanism operation by feeding each one with
a few coins.

5. This is also a good time to check your coins-per-credit
and game play time settings. "Ataxx" is shipped with most
adjustments set in the middle of their range.

Access to fluorescent bulb is by
removing the top plexi retainer
screws and retainer. Lift plexi
straight up and out. Re-
assemble in reverse order.

For control access reach
through coin door, unlatch
both sides, swing control panel

up and forward. 8 —1——0On/Off rocker switch on rear panel.

.~ Power supply and main circuit board

Panel latch ./ located inside, behind lockable rear
4 panel.
e /
Panel hinge =
Inner panel
opening

Panel latch



Maintenance and Upkeep

Maintaining your ATAXX game is of utmost importance in
order to enjoy good, steady earnings. A dirty cabinet,
sticky coin mech, or poorly adjusted player controls are all
suspect when a significant drop in revenue is noticed.

The following are recommended procedures to follow when
servicing your machine:

Every Collection—
Make sure that the cabinet and especially the control panel
and glass are clean and free of gum, grease, and dirt.

Play the game. Check the trackballs and buttons for proper
adjustment and response (see the buttons and controls test
in the Diagnostics sections).

NOTE: Be sure to adjust, clean, or replace any marginal
switches.

Clean and adjust the monitor to insure that the picture is
‘rich" and inviting.

Once a Month—
Check the inside of the cabinet for dirt and dust.
HINT: Carry a portable “Dustbuster”-type vacuum.

Confirm proper adjustment of game volume, brightness,
and contrast controls.

Use diagnostic screens to help you adjust color or
horizontal/vertical size and position if required.

Check the screen corners for "rainbows" or color *fringing.
This can indicate a need for degaussing.

Look for proper fluorescent lamp operation. The reduced
brightness caused by one inoperative bulb is highly notice-
able. Also, check coin slot lamps.

At first these steps may seem annoying or excessive, but
when viewed with respect to the income generated by a
clean, well-maintained machine (as opposed to income lost
by a dirty, “trashed” game), the benefit of spending a few
extra minutes will be seen as a wise investment.



Troubleshooting
A Note About Power
DC Power

The microprocessor in this machine operates most efficiently
when the power supply is providing a steady +5.00 VDC to
5.05 VDC. When checking the DC power, always put your
leads across the +5 VDC test points on the board and be
sure that the +5 volt supply is between +5.00 VDC and
+5.05 VDC. Also, be sure that there is less than .005 volts
AC riding on the +5 volt line. If you do find AC on the DC
line, inspect the filter capacitor or the rectifier on the power
supply. Low voltage and AC on the DC lines are the main
causes of the following problems:

¢ “Garbage" on the monitor screen
* Computer freeze-up
* A variety of seemingly unrelated problems

AC Power

Connect this game only to a grounded three-wire outlet
which provides between 108 and 132 volts AC. If you have
only a two-wire outlet, we recommend that you hire a li-
censed electrician to install a grounded outlet. This will
reduce the possibility of a player receiving a shock. The
possibility exists that players may receive an electrical shock
if this system is not properly grounded.

Our Service Department

For parts, service, and technical information, first contact
your authorized Leland Corporation Distributor. If additional
technical aid is required, please contact the Leland Corpo-
ration Technical Support Department at (619) 562-7000,
Monday through Friday, 8:00 a.m. to 5:00 p.m. Pacific
Standard Time. K

To provide you with the quickest possible response to your
questions, please have the following information ready when
you call:

Your game name and serial number

Any reference materials and a list of observations
NOTE: Schematics for this game are available in the form of

a service manual. Contact our Customer Service depart-
ment and order publication number B-703-00008-00.



Troubleshooting Flow Chart
Don't Touch That Switch!

Before you reach for the power switch; take a look at the
game. Open it and check for loose wires, bad connec-
tions, or burned spots. Also look for spilled fluids or signs
of vandalism. These quick checks could save you a lot of
time.

Once you've eliminated the obvious, it's time to do some
detective work.

Never take anything for granted. This is easy to do if you're
in a hurry. Locating a broken wire or loose connection at the
beginning could save you many expensive hours looking in
the wrong place.

Check Fuses and
Power Connections

Good Picture

CoinlUp -
Start Game &
Listen for Sounds.

[ ooms |

Turn Up Screen
Brightness On
Monitor.

I

Garbage No Sound

Check Speakers,
Connections.
Adjust Volume.

Check for Closed
Switches on Coin
Door & Control
Panel. Also Check
for Loose ICs/Bent
Pins.

i No
No Video - Brightness
Power Supply g
Check Wires & Check Monitor
Connectors From Power, Fuses &
PCB 1 to Monitor. Connectors. Check
Don't Overiook Picture Tube for

Ground. Damage.




Troubleshooting Tips

General Troubleshooting
Monitor screen filled with “garbage’-

Press reset switch on main circuit board-(see figure at
right).

Verify proper adjustment of monitor sync controls.
Check power supply voltages.

Check closed switches on the control panel or coin
door.

Look for loose connections on connectors VID1, VID2,
M1 and M2. Examine J1 Pins 16-18, 20-22.

Measure the voltage on Pins 1 & 10 on Connector J1.
If the voltage is less than +5 VDC, check the switch-
ing power supply and its voltage adjustment.

¢ Check for loose connections.
e Low +12 VDC supply.
¢ Defective speaker or volume pot,

[No control or function switches (includes coin 9
switches)—

00

Check-all connections (especially ground).

Check wire continuity between board and switch .
Look for closed or broken switches.
Check the input buffers (see “Buffers” below).

LTI

Main Circuit Board

Monitor Troubleshooting
No picture—

* Proceed carefully, high voltages present.

e Check all power connections including isolation trans-
former. X

* Examine the picture tube filament, verify that it is on.

¢ Listen for the sound of the horizontal oscillator/flyback
(a high pitched squeal).

Sync problems—

* Check sync and ground connections (see wiring dia-
grams on Pages 18 - 20).
e Check sync polarity.

* Check the video output buffer.

Buffers

An input or output (1/O) buffer is the component that pro- Important Note: Any unauthor-
duces/receives the signals required to connect the game ized board repair or attempted
computer to the outside world. Static discharges and other repair will void your warranty!
forms of electronic “stress" encounter the buffers first. For Refer to the Leland Corporation
these reasons the /O buffers sometimes fail (while protect- Limited Warranty statement at the
ing the more delicate electronics). An oscilloscope is rec- back of this manual for restric-
ommended to verify proper 1/O function. il tions and or limitations.




"X" Indicates corner of screen
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Indicates misadjusted contrast.

Video Alignment Screens

The picture on the video monitor is
the most important and most ne-
glected part of any game. It has
been proven that a dirty, mis-
aligned, or unfocused screen is the
biggest cause for reduced collec-
tions— players will simply walk
away if the game is not operating
properly.

Making the effort.to go through the
following adjustment screens can
make a big difference in revenues.
Use all three screens to adjust your
picture and then go to the Back-
ground Screens section to make the
game look “rich.”

Cross Hatch Screen

Use the cross hatch screen to
adjust focus, alignment, size, and
contrast. Wavy horizontal lines
denote misadjusted contrast. The
screen's background should be
black and the lines solid white.

The four "x" marks will be in the
screen corners when vertical and
horizontal size and position adjust-
ments are correct.

If the crosshatch squares are rec-
tangular, use the size controls to
make them square, then the position
adjustments to put the "x"s in the
corners.

Adjust the screen or brightness
control so that the green color bar
shows green in the center and tapers
to black on the ends.

Use the red cutoff control to adjust
the red color bar to the same inten-
sity as the green color bar.

Use the blue cutoff control to make
the gray color bar appear gray (not
brownish).

Adjust the red and green drive
controls slightly to make the white
blocks white.



AUDIO SUBSYSTEM TEST

TESTING AUDIO PROMS

AUDIO PROMS 0K AUDIO RAM 0K

COMMUNICATIONS TEST PASSES

8BITDACTES] (TONES)

0-2 CHANNEL

10BIT DACTEST (2 SEC TONES)

DAC INTERACTION TEST (3 TONE PULSES)
0-2 CHANNEL

MUSICTEST (ATAY THEME)

PRESS SELECT BUTTON TOEND

VIEW BACKGROUND SCREENS

PRESS JOIN BUTTON FOR NEXT SCREEN
"PRESS SELECT BUTTON TO BXIT

¥30STATIC

‘GAME SET UP

CHOOSE FUNCTION WITH JOIN BUTTON
ENTER FUNCTION WITH SELECT BUTTON

«++0 COIN SETS FREEPLAY +++
COIN MECH SETTING

1COIN FOR
1 CREDIT

GAMEPLAYTIME. . . . ... 200
ATTRACT MODE SOUND. . . . YES

RETURN TO MAIN MENU

Audio Subsystem Test

The sounds are the second most
important feature of any game. The
volume of the game’s sound, for
the most part, is dictated by the lo-
cation. However, the quality of the
sound is a function of the program.
This test will help you in your quest
to find “odd” sounds or to remedy
the lack of certain sounds.

Background Screens

In this test, the background
screens are shown while the
EPROMS containing the information
for these screens are displayed at
the right side of the screen. This
test is not only helpful when looking
for glitches, but may also be
viewed as a visual test of the colors
and picture clarity after the Video
Alignment test has been completed.

Game Set-up

This section is vital to the condition
of your cashbox. When used in
conjunction with the Bookkeeping
section of the Diagnostics package
the Game Set-up function will keep
your game on the top of your earn-
ers list. The coins-per-credit set-
tings range from 1 coin/1 credit to
20 coins/20 credits. Game play
time can be adjusted from 1to 4
minutes in 30 second increments.
Difficulty level range is 1 to 8. Use
*Join" button to move highlight to
desired function, use the "Select’
button to step through choices.



GAME STATISTICS
CHOOSE FUNCTION WITH JOIN BUTTON
ENTER FUNCTION WITH SELECT BUTTON
1 PLAYER
0

[RED]
0

RESET GAME STATISTICS

ERASE HALL OF FAME ON EXIT - NO
DISPLAY Al RECORDS.

RETURN TO MAIN MENU

Al RECORD STATISTICS

0P
RATING
BEATEN

RATING  WINS
] 0 [
0 0 0
0 [

PRESS SELECT BUTTON TO EXIT

2PLAYER
[]

[BLUE]

AVG.
RATING
BEATEN

0

0

0

RATING
PLAYED

Game Statistics

This section lets you know how well
you've done in setting your game

for maximum earning power.

lligence Statistics

This screen compares the five
levels of computer "skill" versus the
human opponents played against.
This information can help you

determine if the game difficulty level
and play time are set properly for a
particular location.




Cabinet Wiring Diagram

AC Power DC Power
108 - 132 VAC +5VDC @ 11A
2.5 AMax +12VDC @ 2A
-5VDC @ 1A
Coin
Lamps
Switching
Power Supply
Monitor pct pc2 .
J1-C— Red -
J1-A—Black:
GND|
wht |
i J14 —Black—] — Black
-5 Yellow
J1-B—Black—] =
J1-4 — Red —| G
J1-2 —Black—|
*' J1-6 — Orange—{ AC
i AC
¢ L
ES
I_D_l £ €
+ 255
Isolation Interlock -
Transformer Sulich : E
&
AC Power 5 §
Enclosure s
(see diagram
on page 19)
Wht
n h
Switch
Ground braid
to metal
parts



AC Power Enclosure Wiring Diagram

Inside
Terminal
Block

Power Supply

Violet

Connector
AC1

AC Filter

Use 5A
Slow-Blow
(Type 313)
fuse only

Ground braid to
metal parts Line Cord Plugs Into AC
Filter Receptical




iring

Wi

Playe Con rol

RP3

RP2

ackball
Red)

\/

|| m1234

\w\ \\

[elelol~]-[ee]x]o|s[=l]
[-[[~elelzlole]a o]

~ [ | [« |0 [© |~ o [0

7
2
3
4
5
6
7
8
9

LO——— Green

MOo— Ble
O—— Violet
O——— Yeliow
O—— Red

-23 ————— Black

‘W }——— White/Red ——
—— Red/Black

BT1

BP4

lue)

Joir

\ /
[lfel] & [Hslol]

W4

EEFRERERER-R]
T EREREEREE]

123456.,/89_

_123456789_

24 O—— Black
O—— whi /B
O—



J1 Connector

bCi-2 (GND) Black Al1 Black (GND) DC15
Sers (GND) Black B |2 Black (GND) DC1-11
861 (+5VDC) Red cls Red (+5VDC) BP15
Bots " (+5VDC) Red pla Red (+5VDC) DC1-10
i
Fle Orange (+12VDC) DCi-12
Key| H | 7 |Key
oty Yeliow Jls
Violet
Red | RP13 K|S9
Tack | iy Green L |10
Blue
RP1-2 e M |11
ellow
BP1-4 N |12
Violet
awe | BP13 e P |13
Track | gy g Green R |1a
Blue
sate (Blue Select) Blue/Whits S
BP1-9 - il W 5 Red (Video R) VID1-1
8P1-7 (Blue Join) White/Blue u |17 . Blue (Video B) VD13
ABia (Red Select) Red/Black v |18 Green (Video G) —
iy (Red Join) White/Red w |19
sAvi2 (Service) Green/Yeliow x | 20 White (V Sync -) VD15
y |21 Gray (H Sync - VID14
CNi-2 (Coin 2) Orange z |22 Black (Video GND) 516
CN1-1 (Coin 1) Yellow/Black Aa |23 Black (Red PLGND)  ppy.g
BB |24 Black (Blue PL GND) gpy.g
cc|2s Black (Coin GND) SRV-1
DD | 26
EE|'27
SPK1-1 (Speaker -) Black FF | 28 White/Violet (Speaker +) gpicy_




Male Molex Connectors
Typical Pin-Out

et
QR
v v
JO O O
LR
20 Q1
= Wire End
Wire End
Wire End Wire End
Wire End
Gmvvel Whuvi
‘Wire End NU ’ﬁ © / Wi
T Black l Black
Orange 2
f
YellowBlack 8 // 1 8 //

VID 1 /

0010
FO050

00
«O-0
-0-0

See main board layout for board
connector locations



Speaker, Switches Wiring Diagram

SPK1

J1-FFO= Black

4128 0~ Wht/Vio :Q

CN2

cN1
3)
2]

J1-Z O——O0range
J1-AA O——Ylo/Blk-
Service

Coin Switch #1

SPK2 SPK3 SPK4

Black
Wht/Vio - r

Coin Switch #2

Speaker

Gray

Switch vm_ 2 VOL1

L Black

10hm 5W

Volume
Control

o—Gm/V
Black
Wht/Vio
Gray
8 Ohm
10W

J1-250—— Black

SRV1

SRV2

J1-XO— Grn/Ylo :@

Wiring Diagrams

DC Power
DC1
(2]

J1-C o—— Red
J1-A p0——— Black

J1-1 0—— Black —] 5|
J1-B O—— Black —| 8]

J1-4 O— Red
J1-2 O—— Black
J1-6 O—— Orange 12

Video

J1-160—— Red
J1-18 p—— Green
J1-170—— Biue
J1-21 0—— Gray
J1-20 0——— White
J1-220—— Black

=
S

DC2
1 +5VDC
2 Ground
E‘— Ground

7

8 Ground
10 +5VDC
11 E Ground
12 +12VDC

to switching
power supply
terminals

VID 2 M2 (to monitor)
Video (Red)
2 2| video (Green)
Video (Blue):_ M1 (to monitor)
4 ~ - Video (H Sync - Neg)
5 Video (V Sync - Neg)
3 Ground




lllus a ed Parts L st

escen

arp xture
marq. se retainer £-999-00000 N0

B-405 00016-00

marg lee g ashic
B-60: -000° 6-00 &

pet  gn
00N 00

monitor
980-000! 8-00

r bezel

00001-00

trac<bal. ed ~
C-7.3.07901-00

outon white
03 00010-00

ctbu'ton red
3.0117)7-00

Joo
ectan

ab
assembly
B-101-000

joi1 b itton white

C-703-000° 0-00

marquee plexi
B-204-00005-0

speaker
C-701-00000-

or p ex.

]
/ o0 NNk

trackball blue
-743-00002 00

ont
r-eal only)
409-0000

[———— cot fral pana

‘aphics
604-00028-00

\ lect lue

703 28

00



Illustrated Parts

t (cont'd)

rocker switch
-707-00000-00

switching power supply -5
A-101-00006-00

fuse, slow-blow, 5 amp
C-901-00000-00

fuse holder
C-903-00000-00

ac power enclosure B
A-110:

e

ac power cord 7
D-550-00001-00

safety interlock switch
C-709-00002-00

main circuit board
A-210-00023-00

Jisolation transformer
C-710-00001-00

905-00002
lac main power harness cntrl panel harness player blue [l main harness ac power harness
A-301-00130-00 A-301-00128-00 A-301-00132-00 A-301-00129-00
dc power harness volume control assembly
|A-301-00122-00 |A-110-00002-00 A-301-00125-00

power supply harness speaker harness volume control harness

A-301-00131-00 A-301-00123-00 A-301-00126-00
monitor gnd harness cntrl panel harness player red gnd volume harness ac line filter
A-301-00139-00 A-301-00127-00 A-301-00138-00





