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e warrants that its printed-circuit boards and parts thereon are free from defects
% mserl and workmanship under normal use and service for a period of ninety
W days from date of shipment. Seller warrants that its video displays and laser-
Wieo disc players (in games SUEEEEEI with dr'ﬁlays and video-disc players) are free
o defects in material and workmanship under normal use and service for a peri-
of thrty (30) days from date of shipment. None of the Seller's other products or
| paess thereof are warranted. :
& = products described in this manual fail to conform to this warranty, Seller's sole
Saniey shall be, at its option, to repair, replace, or credit Buyer's account for such
- seocuces which are returned to Seller during said-warranty period, provided:
20 Seller is promptly notified in writing upon discovery by Buyer that said
products are defective;
b} Such products are returned prepaid to Seller’s plant; and

¢} Seller's examination of said products discloses to Seller’s satisfaction that
such alleged defects existed and were not caused by accident, misuse, ne-

glect, alteration, improper repair, installation, or improper testing.
in no event shall Seller be liable for loss-of profits, loss of use, incidental or conse-

- guential damages.

"

Except for any express warranty set forth in a written contract between Seller and

of all other warranties expressed or implied, including the implied warranties of
merchantability and fitness for a particular purpose, and of all other obligations or
liabilities on the Seller's part, and it neither assumes nor authorizes any other per-
son fo assume for the Seller any other liabilities in connection with the sale of pro d-
ucts by Seller. -

The use of any non-Atari parts ma}r}oid your warranty, according to the
terms of the warranty. The use of any non-Atari parts may also adversely
affect the safety of your game and cause injury to you and others. Be
very cautious in using non-Atari-supplied components with our games,
in order to ensure your safety.

Atari distributors are independent, being privately owned and operated.
In their judgment they may sell parts or accessories other than Atari parts
or accessories. Atari Games Corporation cannot be responsible for the
auality, suitability or safety of any non-Atari part or any modification in-
cluding labor which is performed by such distributor.

Buyer which contract supersedes the terms berein, this warranty is expressed in lieu -
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Safety Summary

The following safety precautions apply to all game op-
erarors and service personnel. Specific warnings and
cautions will be found in this manual whenever they
apply.

WARNING

Properly Ground the Game. Players may receive an
electrical shock if this game is not properly grounded!
To avoid electrical shock, do not plug in the game un-
tl it has been inspected and properly grounded. This
game should only be plugged into a grounded three-
wire outlet. If you have only a two-wire outlet, we
recommend you hire a licensed electrician to install a
three-wire grounded outlet. If the control panel is not
properly grounded, players may receive an electrical
shock! After servicing any part on the control panel,
check that the grounding wire is firmly secured to the
inside of the control panel. After you have checked
this, lock up the game.

AC Power Connection. Before you plug in the game,
be sure that the game's power supply can accept the
AC line voltage in your location. The line voltage re-
quiremenis are listed in the first chapter of this mamual

Disconnect Power During Repairs. To avoid electri-
cal shock, disconnect the game from the AC power
before removing or repairing any part of the game. If
you remove or repair the video display, be very care-
ful to avoid electrical shock. High voltages continue to
exist even after power is disconnected in the display
circuitry and the cathode-ray tube (CRT). Do not touch
the internal parts of the display with your hands or
with metal objects! Always discharge the high voltage
from the CRT before servicing it. Do this after you dis-
connect it from the power source. First, attach one
end of a large, well-insulated, 18-gauge jumper wire to
ground. Then momentarily touch the free end of the
grounded jumper wire to the CRT anode by sliding the
wire under the anode cap. Wait two minutes and do
this again.

Use Only Atari Parts. To maintain the safety of your
Amari game, use only Atari parts when you repair it
Using non-Atari parts or modifying the game circuitry
may be dangerous, and could injure you and your
players.

Handle the CRT With Care. If vou drop the CRT and
it breaks, it may implode! Shanered glass from the =
plosion can fly six feet or more.

iv

Use the Proper Fuses. To avesS sfectmall SSock. use
replacement fuses which are specEes S e tas s
for this game. Replacement fuses mes Sies Shase =
placed in fuse type, voltage rating. 2o OOt St
In addition, the fuse cover must be in plsce S

game operation.
CAUTION

Properly Attach All Connectors, Make sure that the
connectors on each printed circuit board (PCB) ars
properly plugged in. The connectors are keyed to fit
only one way. If they do not slip on easily, do not
force them. If you reverse a connector, it may damage
your game and void your warranty.

Ensure the Proper AC Line Frequency. Video
games manufactured for operation on 60 Hz line pow-
er (used in the United States) must not be operated in
countries with 50 Hz line power (used in Europe). If a
60 Hz machine operates on 50 Hz line power, the flu-
orescent line ballast transformer will overhear and
cause a potential fire hazard. Check the product iden-
tification label on your machine for the line frequency
required,

ABOUT NOTES, CAUTIONS, AND
WARNINGS

In Atari publications, notes, cautions and warnings
have the following meaning:

WARNING — Players and/or technicians can be killed
or injured if instructions are not follow=d.

CAUTION — Equipment and/or pars can be damaged
or destroyed if instructions are not followed. You will
void the warranty on Atan printed-circait boasds, pams
thereon, and video displays if equipment or pams =ne
damaged or destroyed due to fikere of & g
stnictions.

NOTE — A highlighted picce of isformuson.
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How to Use This Manual

7= manual describes the procedure for converting an

sxisting Cyberball game into a Tournament Cyberball

2072 game. The manual includes the following infor-

mation:

« Inspecting the Tournament Cyberball 2072
Gt parts

* Preparing the Cyberball cabinet for conversion

= Installing the Tournament Cyberball 2072 kit parts

This manual provides only the conversion procedures.

'“t:l'fﬂ]"ﬂ'l the conversion successfully, you will also
ne=d to refer to the Cyberball Operators Manual, part
20. TM-326, included with the existing game.

CAUTION

This conversion entails lengthy modifica-
tion of the Game PCB. Only qualified tech-
nicians should attempt to perform this
modification. If you do not have the neces-
sary skills and tools needed for this job,
seek qualified assistance from your Atari
Games distributor. Atari Games is not re-
sponsible for any damage resulting from
installation of this kit.

First check all the parts in your kit against the parts list
in Table 1-1. The following instructions will take you
through a step-by-step procedure to convert the game
PCB.

WARNING
To avoid electrical shock, unplug the video
game cabinet during the conversion. After
inspection, plug it only into a grounded
3-wire outlet,

Tﬂﬂls Required

Chip extractor tool = Soldering iron

= Phillips screwdriver s Wire stripper
= 1/8inch hex driver ¢ Diagonal cutters
* X-ACTO' knife * IC extracting tool
= Eooenpyl alcohol » Solder sucker

TR

e

Table 1-1 Kit Contents

Item

MOROM (Motion Object ROM) PCB |
Assy .
Cyberball 2072 EFROM Kit Assy
Score Board Attraction Plex
Artraction Shield Decal
Instruction Panel Decal

Two Control Panel Decals |
Twa Side Panel Decals
Two Left Coinage Decals
Two Right Coinage Decals

ooooooodo Q g
bl

Inspecting the Kit

The parts listed in Table 1-1 are included in the Tour-
nament Cyberball 2072 conversion kit. Verify that you
have received all the parts. If any part is missing or
damaged, please contact your distributor and provide
the following information:

1. Tournament Cyberball 2072 kit serial number.

2. Part number and description of any missing or dam-
aged parts.

3. Date received.

Preparing the Existing
Game for Conversion

1. Tum off power to the game and unplug it.

2. Remove the existing control panel and detach the
control panel harmesses connected to the printed-
circuit board (PCB). Refer to Removing the Control
Panel in Chapter 4 of the Cyberball Operators Man-
ual for additional instructions.

2. Remove any side panel decals from the cabinet.

3. Remove the coin door graphic, and carefully re-
move any adhesive from the area.

4. Wipe down the cabinet as necessary.
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Conversion Instructions

The following sections describe the procedures in the
sequence recommended for performing the game con-
version,

NOTE
The following conversion should be per-
formed only by qualified service parsonnel.

Remove the Game PCB

B Remove the game PCB as described in the Cyber-
ball Operators Manual in the section Removing the
Game PCB in Chapter 4. You will be adding and re-
placing chips on the game board. See Figure 1-1.

CAUTION
Do not unplug or plug in the Cyberball
game PCB while the power is on. You
could seriously damage the PCB.

SLAPSTIC Modification

1. Remove the PAL ar location 1N,

2. De-solder the following locations: 1N, 2N, 3M, and
3K/L. Inspect all the traces and repair any broken
traces before you continue.

3. Add 20-pin sockets at 1N and 2N,

4. Add 28-pin sockets at 3M and 3K/L Note thart this
kit contains two extra sockets for spare use.
Twelve 28-pin sockets are provided, but you
should only need to use 10 of them for the conver-
sion.

5. Remove the ROMs in these socket locations: 1M,
1K/, 1C/D, 3C/D, 1B, 3B, 8L/M, 9L/M, 10L/M,
11L/M, 15N, 16N, and 3/4].

ROM Update
6. Install the new pars listed in Table 1-2.

Motion Object Modification

7. Lift pin 8 of both 1LS374s at locations 9/10A and
10A.

8. A 15-inch strip of wire is attached to the MOROM
PCB. Ten inches of this wire should be cut off to

Tomemoemens Cyvberball 2072 Kit

be used in modiyine the gzme PCB. Using modifi-
cation wire, connect pan 30 of B/9A to pin 8 of
both 9/10A and 104

9. Connect pin9 on 9% I0A o sn S on 10A.

10. Remove and save the ROMSs 31 11A 11C, 15/16A,
and 15/16C. These ROMs =il be installed in the
MOROM board later.

11, Using 28-pin sockets in youor &, mseall two sockets
in each of the following locarons: 114, 11C,
15/164, and 15/16C.

12. Install the ROMs listed in Tzhle 1-2 on the game
board.

13. Connect the wire from the MOROM PCB 1o pin 9
of 10A to TF1 on the game board.

Table 1-2 ROMs To Be Installed

Installed? New Part No. Location Checksom

Main Progranc
m 136073-1031 1IN SCBB
a 137412-116 N —_—
a 136073-1007 M OOFF
a 136073-1008 1K/L 25FE
u| 136073-1009 3M 2CDF
o 136073-1010 3E/L CADE
o 136073-1011 3CD SEFF
] 136073-1012 1B 73FE
o 136073-1013 1¢/D E4DF
o 136073-1014 3B GBDE
a 137399-300 3/4) ety
(2816 EEFROM)
Playfield:
n] 136073-1015 9L/M 9E41
] 136073-1016 BL/M 2093
o 136073-1017 C11L/M CEES
a 136073-1018 10L/M 55DC
Alpbanumerics:
] 136073-1019 I5N 5264
| 136075-1020 16N E5F2
Chips on MOROM Board:

136071-1032 ATED BIG

13680711053 ANl 85EE

13607131034 AFD 0757
= 13606£-1350" AID 1080
a 136064-13151" ALl CAC4
8] 136064-1152 ALZ2 EFIC
a 1360641153 ALS 2F17

Chip on SAC Audio Board:

a 136073-1030 2F ETFF

* These are the old ROMs that you saved after remoti
them in steb 10,




"‘EI Y =

. - P P
o e e |
Fega| mr d [ mr o0 peeijoe] |
’_ Bamy 3 : ,.._'LILB’_.:_"_!..JEJM., :
e e et i 2|
"'....‘.“--, £l 53 h—-—ﬁ?-ﬁ'; [&g,,j,. 2 1.
i

._.._I:[&

- ﬂ‘tf‘“‘ﬂ"“"’—tr“"—:r""r‘“’-crm-ﬁ

LA

R ey (M U, e e,
: T nn O i i1
Modified 2 e [ e i (W sm sl
o= .-Mm’---g.ﬂ {2 B e 4

+ 3 E =
- 2
E_l.g:_u_{ LASrY .um_ 202 L51% .,._..._.f tu é

QUL LT 1T S _mmm_.fn'ﬁi-

£ 38w T

i
JTOTETD

% i Bis -m Wiy

Me s M A == } L3 3D e o
Iz | 1& |§ :r[_.._ e rpey A0 el gdh _A3TsA-g0r o s T
i PlE g | H i ——3 R S S = e _;1:1#‘-- "
= L

' t" s 2 [T L
%-j L.- :-.| I_"_TQ- _"!L.ta_, - ....{ L Etram m{:_? }ﬂﬂﬁ

—i i

E
o
’J
E

g |

s L ST
el nk .
S e g
|__-:|_:I! tan ¥ P T nEfea “rry  Cmae |G
inbe 5 o 1 &@_ e i e L YR =
’ i ¥ R LR -
i e S e & s Tl s P nacomes Mottt s (B
T AR: m: |r n L e -ur:b-m a;.- g =l
8 | e 2 e v r:'—-z i | i o o |
= ™ - - » L = 2 g BE |

A = Add new part into previously-empty location
R = Replace old part with a new one in this socket

Figure 1-1 Installing the ICs into the Cyberball Game PCB



Installation

14. Install the MOROM board on the main board in the
empty locations where you previously installed
double sockets,

15. Install the audio ROM art 2F on the SAC Audio
board.

You have completed the conversion. You should now
re-install the main and SAC Audio boards in your game.
Check the controls and graphics in the self-test proce-
dure.

Toumament Cyberball 2072 Kit

Reinstall the Game PCB
B Reinstall the game PCB in the cabinet.

Install the Kit Decals

See Figures 1-3 and 14 for placement of all kit decals.
Wet one side panel of the cabinet with slightly soapy
water. Then position the decal as desired. Remove any
wrinkles in the decal using 2 squesgee. Repeat for the
other decals.

Cyberball Game PCE

/ —

/

Pin 10 @ &84

1
/ |
Pin 9 & 104

Pin 3 & 10A
Pin 8 & 8104

Pin 8 @ 81104

Figure 1-2 Detail of Game PCB Modifications

1-4
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ﬁ!m
Decal Dacal 0

Figure 1-3 Applying the Kit Decals—Front View
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Toumament Cyberball 2072 Kit

Figure 1-4 Applying the Kit Decals—Rear View




After Power-Up

mament Cyberball 2072 kit tests itself and pro-
=2l and audible indications of the condition of
circuitry and controls. Self-test information is
=w=c on the screen and through the sound system.
s siiional equipment is required.

sugeest that you perform the self-test when you
S== ==t up the game, each time you collect the money,
& wnen you suspect game failure.
The seli-test screens provide information about the
game circuits and controls. Refer to Chapter 2 for infor-
mation on all of the available self-tests. Note that the
contest option on the Game Options screen is no
longer available,

Adjusting the Video Display

Tou can make the following adjustments to the video

dizplay:

B Adjust horizontal and vertical hold until the picture
does not fip or tear.

B Adjust horizontal and vertical centering until the pic-
ture is centered on the screen.

B Adjust horizontal and vertical size until all four cor-
ners are just visible on the screen.

B Adjust brightness so that all color bars are visible
but the background is not.

Refer o the Cyberball Operators Manual for more in-
formation about the video display.

Setting the Coin and Game
Options

The Tournament Cyberball 2072 coin and game op-
tions are set in the Self-Test. Refer to Chapter 2 for the
recommended option settings and how to set the op-
oons

Game Play

Tournament Cyberball 2072 rules are similar to football
rules, but players must keep the ball from exploding. If
the ball explodes, possession turns over. The ball status
display shows whether the ball is cool, warm, hot, or
critical. A eritical ball will explode if it is not defused.
The player can defuse the ball by moving it over the
S0-vard line or the goal line.

On the line of scrimmage, the robot that the player
controls is a slightly different color from the others.
Each player controls one robot on his team. By press-
g a piayer button before the ball is hiked, the player
e=n control a different robor,

Mew Players: For even more fun, two new players

have been added to the game. The Power Back has the
option to pass or hand off the ball again if so desired.
This player will keep the defense on its toes. The other
new player is the Outside Linebacker. With the ability
for great pass coverage, look out for interceptions!

Beat-the-Coach: To simulate the
excitement of playing against a live
opponent, a beat-the-coach feature
has been added. In advanced level
games (vs. computer only), players
are asked which coach they want to
compete against. Each coach has a
win/loss record displayed. This record
is updated as actual players win and lose against these
coaches,

Game Breakers: An alternative to playing against a
computer team is the new special challenge game.
Players are presented with a list of situations to exe-
cute. In reward, players win big bucks and advance to
higher levels. Like a "rwo-minute® drill, this mode tests
the skill of players under pressure situ-
ations,

& A complete Tournament Cyberball
2072 game has six three-min-
ute periods. Every player buy-
ing into the game adds more
tme for everyone, The more peo-

ple that play, the more time every-
one gets per period. If a game ends in a tie, there's a
sudden-death period to settle the score. The first team
to score is declared the winner.

Auto-Challenge: If one or two players are playing
against the computer on one monitor and a new player
starts a game on the other monitor, the first players are
automatically challenged by the newcomer. The origi-
nal players can choose to accept or decline the chal-
lenge. With the Atari buy-in-anytime feature, new play-
ers and teammates can enter the action anytime during
the game.

Player Choices: Players can select offensive and de-
fensive plays, time-outs, and replace weak or demal-
ished players.

The new Toumnament Cyberball 2072 has approximate-
ly 250 offensive and defensive plays to choose from,
The offensive player can choose a run-
ning play, option play, pass play,
or a time-out. After the player se-
lects the type of play, a choice of
four patterns appears. The comput-
er chooses these four patterns
based on the current ball status and
yards to the defuse line or to the goal line.

Meanwhile, the defensive player can choose a short,

1-7
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medium, or long defense. The computer also presents
four patterns for the player to choose from.

If a Tournament Cyberball 2072 robot is damaged dur-
ing the action by tackles or exploding shrapnel, the
player can replace it with a better robot bought with
team “funds,” which are awarded for good perfor-
mance. Two stages of breakdown identify damage to a
robot. A smoking robot is the first warning that a robot
is fatigued. A robot with smoke and fire means that a
fumble will occur if tackled.

Special offers for player purchases and upgrades:
In "advanced” skill level games, new features have
been added to allow for multiple upgrades and pur-
chases during the game. At halftime, players may
spend any portion of their team funds to upgrade their
players. Even multiple upgrades of any one player are
possible. Also, at the end of the first, second, fourth,
and fifth periods, the trailing team will have the option-
to use game credits (or deposit a credit at that time) o
purchase top-level offensive players or stronger defen-
sive lineups. This is intended to give the trailing team
the chance to be more competitive.

1-8
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High Score Tables: Thres unigque high score tables are
used in Tourmnament Cyberball 2072 In head-to-head
games, scores of the “Biggest Blow-Outs” show the
most lopsided victories to date. For games versus the
computer, top scores versus each of the four coaches
are posted. And in “Game Breakers,” top money win-
ners are recorded within this special challenge format,

End-of-Game Statistics: Upon completing a game and
display of the High Score Table, 2 game “Stat Summa-
1y” is shown. It posts the statistical performance com-
monly evaluated in today’s football, such as total yards,
passing yards, running yards, completion percentage,
and interceptions.

These new features last only for one game level each.

Maintenance

Chapter 3 of the Cyberball Operators Manual (TM-326)
provides detailed preventive and corrective mainte-
nance procedures. Refer to that manual for recom-
mended maintenance procedures.




SELE-TEST

The Tournament Cyberball 2072™ game tests itself and
provides visual and audible indications of the condi-
tion of the game circuitry and controls. Self-test infor-
mation is displayed on the screen and through the
sound system. No additional
equipment is required.
We suggest that you perform
a self-test when you first set
o up the game, each time yvou
gm. collect the money, or when
you suspect game failure,

The self-test screens provide
information about the game
circuits and controls. To go
into self-test, turn on the self-
test switch located on the SAC
audio board behind the right
coin door. If you turmn on the self-
test switch, and then turn on the
game power, the game performs
the RAM, ROM, and communica-
tons tests and then the switch
test screen appears. If you
turn on the self-test switch af-
ter the game power has been
turned on, the self-test begins
with the switch test,

To leave the self-test, turn off
the self-test switch, and then
exit the screen by pressing any
right player button. To exit the
switch test screen, press any left and
any right player button together.



Self-Test Toornement Cyberball 2072 Kit

NOTE VIDEG—LEFT RAM BAD

You can perform the self-test two ways. If
you turn on the self-test switch first, and
then the powsr switch, the self-test starts
with the RAM, ROM, and Communica-
tions tesis.

If vou turn on the power first, then the
self-test switch, the self-test begins with
the switch test,

RAM, ROM, and
Communications Tests

In addition to the usual RAM and ROM tests, a com- Figure 2-1 RAM or Communications
munications test has been added for Tournament Cy- Error Message

berball 2072's dual microprocessor which checks the =

communications berween the dual microprocessors, P1 Table 2-2 ROM Error I lons

and P2. If the game has an error in RAM, program

ROM, or communications you will see information :
about the error displayed on the screen as shown in Wocea o ¥
Figure 2-1 and 2-2, prmor.. Address I.om::rnmﬁme::;ﬂ'
. S 000000 =1M L=1K/L

If the test finds no RAM or communications errors, El ' L dEa
then after a 30-second delay, the self-test goes to the PL Lt e L=3K/L.
ROM test without displaying a message. If the game Pz 000000 =3C/D =18 -
has no ROM errors, then you will not see any message P2 020000 [=1C/D L=3B

ither.
V- X * The error i fdenitified as an wgper or fwer error (U or L) on the
If you have an error in any of these tests and you see screen, after the word emor
a message, you can move to the next test by pressing o

the right player button.

If you have a RAM or communications error, check ror, but the screens show no messages, look at Table
Table 2-1 for the location of the problem. If you have 3.2 for information about the locations of various
a ROM error, see Table 2-2 for information about the ROM functions.

location of the error. If you think you have a ROM er-

Table 2-1 RAM and Communication Error Locations

Error Messagel T _Displ:ynackgwmd Location
P22—Working RAM Bad Red iE, 4F
Video—Left RAM Bad iy - Green O 11K
Video—Right RAM Bad . Green 8K, 10K
Color RAM—Left Bad o Black 21M, 22M .
Color RAM—Right Bad - Black 25M, 26M .
P22—Common RAM Bad ' Blue 4E, 4F
P2*—Detects Communications Error? Purple e |
P12—Working RAM Bad Red iE4F -
P12—Common RAM Bad Blue {E,4F
P12—Detects Communications Errord Purple S s

1 Jf two errors are detected, for instance, P2 finds the common RAM bad and F1 finds a communications error, then the screem may be split

or may bave only one color. However, both messages will appear, no matier what the display background is.. -
2 Pt and P2 are the dual microprocessors. = “*%
3 “Detects Communications Error™ applies to communications problems otber than the common RAM being bad. 1 i

2-2
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Figure 2-2 ROM Error Message

Switch Test

The swarch test is shown in Figure 2-3. Use this test to
weck the controls. As you press the buttons and move
e wovsticks, the zeros on the screen should change to
cme=s If they do not, follow the maintenance and re-
s procedures for the controls in Chapter 3 of this
==nual. Press any right and any left player button to-
g=ther to move to the next screen.

RIGHT SCREEN
SWITCH TEST
PRESS SWITCHES

AND MOVE JOYSTICKS
TOSEE A 1 APPEAR

LEFT RIGHT
1] a
i1 0 0 o
1] b
JOYSTICK JOYSTICK

0 o
BUTTONS BUTTONS

PRESS RIGHT ANDLEFT PLAYER BUTTONS
FORNEXT TEST

Figure 2-3 Switch Test Screen
Coin Options

Check and select the coin optons on this screen. The
screen is shown in Figure 2-4.

To move through the coin options, push the left joy-
stick up or down. You can change the coin option
shown in green. The factory default settings are shown
in blue: To change an option setting, move the left
joystick right or left.

If you change an option, but then want to change it
back to the previous setting, press either left player

Self-Test

-COIN OPTIOHS

GAME PRICE
1 COIN
MULTIPLIER
1
BOMUS ADDER
HONE

LEFT PLAYER EUTTON

RESTORES ORIGINAL SETTING
RIGHT PLAYER BUTTON

TGO SAVE THIS SETTING ANDEXIT

Figure 2-4 Coin Options Screen

button. To save the new settings and exit from the
screen, press either right player button,

If you want to exit the self-test, turn off the self-test
switch, and press any right player button to exit the
screen. All your changes are saved and you return to
the attract mode.

The coin options are explained below. The settings,

with defaults, are shown in Table 2-3,

B Game Price is the number of coins required for one
credir,

B Multiplier is the number of coins each coin counts
as in the coin mechanisms. For example, if you se-
lect 2, then each coin counts as two coins.

B Bonus Adder lets you choose bonus coins, no
bonus, or free play.

Table 2-3 Coin Option Settings
Option Settings
Game Price One coin #+ :
Two coins
Three coins
i Four coins
Multiplier 1+ 2 3 45 6 7.8

2 coins give 1 extra coin
4 coins give 1 extra coin
4 coins give 2 extra coins
5 coins give 1 extra coin
3 coins give 1 extra coin
Free Play (for demonstration mode)
+ Manufaciurer’s recommended settings

Game Options
Check and select the game options on these screens.
The screens are shown in Figures 2-5, 2-6, and 2-7.

23



Self-Test

To move through the game options, push the left joy-
stick up or down. You can change the coin option
shown in green. The factory default settings are shown

GAME OPTIONS
ELEAR HIGH SCORE TABLE
18]
RESTOHRE FACTORY OPTIONS

FAST
TIME OUTS PER PERIOD

1
RRONE PLAYERS INTELLIGENCE
SMART
GAME BEREAKERS DIEFICULTY
FMEDIUM
REGION
INTERNATIONAL
TOURNAMENT RODE
HNO
AUTOD HIGH-SCORE-TABLE HESET
YES

LEET PLAYER BUTTON

RESTORES ORIGINAL SETTING
RIGHT PLAYER BUTTON

TO SAVE THIS SETTING AND EXIT

Figure 2-5 Game Options Screen

Table 2-4 Regions

Towmament Cyberball 2072 Kit

in blue. To change an option seting, move the left joy-
stick right or left.

If you change an option setting. but then want to
change it back to the previous setting, press either left
player button. To save the new settings and exit from
the screen, press any right player bumon.

If you want to exit the selftest mm off the self-test
switch, and press any right player buon to exit the
screen. All your changes are saved and vou return to
the attract mode,

NOTE
Not all of the options are shown when you
enter this screen. The word More shows
at the top or bottom of the screen to indi-
cate more options. Use the lsft joystick to
scrofl through the options.

The game options are explained below. The settings,
with defaults, are shown in Table 2-5.

Table 2-5 Game Option Settings

ICBL WEST

San Francisco Crush
Phoenix Flash

Seattle Thunder

San Diego Machine
Honolulu Invasion
Los Angeles Lightning

ICBL CENTRAL
Kansas City Crush
Denver Flash
Chicago Thunder
Dallas Machine
Pitisburgh Tnvasion
New Orleans Lightning
ICBL EAST

Washingion Crush
Philadelphia Flash
New York Thunder
Miami Machine i
New England Invasion
Atlanta Lightning

ICBL INTERNATIONAL
California Crush
Tokyo Flash

| Moscow Machine

| Betlin Invasion

London Lightning

Option Settings

Clear High Score Table No + Yes

Restore Factory Options Yes No +

Clock Speed Very slow  Slow |
Fast + Very Fast

Timer Bar Speeds Very Slow Slow :

: Fast + Very Fast

Time-Quts Per Period i+ Zhm

Drone Players’ Intelligence  Average Smart 4
Very Smart S

Game Breakers Difficalty  Easy Medium +
Hard

Region Eternational 4 West
Central East

Tournament Mode No# Yes |

Auto High-Score-Table Reset  No Yes+

+ Manufacurer’s recommenced spitings
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W Clear High Score Table clears the high score table, if
ir is ser o yes.

W Restore Factory Options allows you to set all the
game options to the factory options by choosing
yes. If vou want to use your own settings, be sure to
set this 10 no.

B Clock Speed sets the amount of time the players re-
ceive per play period.

B Timer Bar Speeds controls the amount of time given
on the timer bar shown on the play selection screen.




" Intelligence controls the responsive-
toe defensive players on the field. You can
=, smart, or very smart. The higher the
level, the faster the defense reacts. This
pes not affect the length of play time.

J . Seeskers Difficulty controls the difficulty of
B s come [ype.
selects region of teams.

seril Mode allows you to turn on or off spe-
= offers for tournament play.

Fiigh-Score-Table Reset automatically clears the
S =core fable if 2,000 games have been played,
e & 2t least 200 games have been played since the
2= plaver entered the high score rable,

Statistics Screens

LUse the informaton shown on the two statistics
scee==ns and on the histogram screen to keep track of
o game use. Record the information on the Tourna-
e Cvberball 2072 statistics page in the back of this

™

The information shown on the two statistics screens
Lse= Figures 2-6 and 2-7) is accumulated from the last
e the statistics were reser.

A: the bottom of the first statistics screen are several
umes and dates. These are the program version dares.
I vou are having problems with your game, you may
need to give Atari Games Customer Service this infor-
m=Eton.

You can reset the statistics when you are on the sec-
ond statistics screen by moving the left joystck and
pressing any left player button.

STATISTICS 1

LEFT SCREEN, LEFT MECH COINS
LEFT SCHREEN, RT MECH COINS
BT SCHEEN, LEFT MECH COINS
RT SCREEN, AT MECH COINS

TOTAL GAMES :

O PLYR MIN

1 PLYR MIN

2PLYR MIN

3 PLYR MIN

4 PLYR MIN

ERROR COUNT

TOTAL CREDITS
AVG TIME FER CREDIT:

0P SYS MAIN
G 2:45:16 27 AUG 1988 12:45:16
12:45-16 27 AUG 1988 12:45:16
PRESS RIGHT PLAYER BUTTON
FOR MEXT SCREEN

Figure 2-6 First Statistics Screen

Self-Test

First Statistics Screen

The first statistics screen shows the following informa-

tion:

B feft/Right Screen, Left/Right Mech Coins show the
number of coins counted in each of the game's four
coin mechanisms.

B Total Games shows the number of unique games
played. A unique game is counted from the first
player starting to the last player quitting, regardless
of how many times the game was continued, or
how many people played.

B O Plyr Min is the number of minutes the game was
idle.

B 1/2/3/4 Plyr Min are the number of minutes the
game was played by one, two, three, or four play-
ers, respectively.

B Error Count shows the number of errors counted in
the erasable memory. If you have a count of more
than 75, you should have your game serviced by a
qualified service technician,

B Toial Crediis is calculated by muliplying the coins
by the credit setting you chose in Game Price.

B Avg Time Per Credit is the average amount of time
in seconds that each credit gave,

Second Statistics Screen

The second statistics screen shows the following statis-
tics both as the amount and as a percentage of the to-

tal games played.
B Comifpr Coack Gamtes is the number of games played
under the beat-the-coach format.

B Game Breakers is the number of games played un-
der this unique format.

STATISTICS 2
PERCENT

COMP COACH GAMES

HUMAN-HURMAN GAMES

GAMEBREAKERS

1 PERIOD GAMES

2 PERICD GAMES

3 PERIOD GAMES

4 PERIOD GAMES

5 PERIOD GAMES
& PERIOD GAMES
7 RLUS PERIOD GAMES

MOVE LEFT JOYSTICK AND PRESS
LEFT PLAYER BUTTON TO CLEAR STATISTICS
PRESS RIGHT PLAYER BUTTON
FOR HISTOGRAMS

Figure 2-7 Second Statistics Screen

K
W



Self-Test

The rest of the statistics on this screen are for games

played by players against each other.

B ! Period Games is the number of games in which all
the players played for only one period of the com-
plete six-period Tournament Cyberball 2072 game.

B 2/3/4/5/6 Period Games show the number of games
in which all the players played for two to six peri-
ods.

B 7 Plus Period Games shows the number of games in
which all the players played for seven or more peri-
ods. This means that the players completed at least
one Tournament Cyberball 2072 game and started
another,

Histogram Screen

The histogram screen shows the length of game play
and the number of games played. The screen is shown
in Figure 2-8. Write these numbers on the Tournament
Cyberball 2072 statistics sheet in the back of this man-
ual to assist in maximizing your profit.

HISTOGRAM OF TIME PER CREDIT

L1}
o
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400 LR
MOVE LEET JOYSTICK AMD PRESS
LEET PLAYER BUTTON TO CLEAR HISTOGRAM
PHESS HIGHT PLAYER BUTTOM
FOR MEXT TEST

Figure 2-8 Histogram Screen
Playfield Scrolling Test

You can test the playfield scrolling circuitry in this
screen. Use the left joystick to move left, right, up, and
down. The screen is shown in Figure 2-9

Exit the screen by pressing any right player button.

Motion Object Test

The motion object test screen is shown in Figure 2-10.
This tests the movement and color of various game
objects.

Choose a stack with the left player button. Use the left
joystick to move the stack. Press the left player button
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EHTI FLAVERTEOTTE
FOE o HENTATES T

Figure 2-9 Playfield Scrolling Test
to move [o the next stack.
Exit the screen by pressing any right player button.

Alphanumerics Test

The alphanumerics test checks the condition of the al-
phanumerics in the game. The screen is shown in Fig-
ure 2-11.

RIGHT sC
mOTICN OEJECT TERT REEN

o
Fil 2
RUSISOOTHL OO
VERTICHLI BZOD
S1EZE: L]
COLDS FALETTE: O
FRESS RIGHT PLAVER EUTTON
FOR NENT TESTY

Figure 2-10 Motion Object Test
If you see an error on the screen, check the EPROMS
at 15 and 16N,
Press any right player button to go to the next test.

Color Test

This test indicates the condition of the left and right
video display color circuits. The screen is shown in
Figure 2-12.

The left side of both screens should be black and
change to grey in the middle. To the right of the grey




rill_l}ll SCREEN

« DITAAERTANL * il w
- I:I'I'..L-‘nk.’ﬂt!:n = s

PE R R g rﬁ.

-
= PR
=L ! [ >«;rs'r

0125456789
OISS3=3180:
01235456789
OlEc>ESov8v:

FPRESS RIGHTY nm}:n EUTTOO
; tln MENT EST

Figure 2-11 Alphanumerics Test

“=play manual included with the game for adjust-
o

Ext the screen by pressing any right player button.

Color Purity Test

The color purity test has five screens. The first screen
= shown in Figure 2-13.

These screens show the condition of the color purity
circuit in the video display. Each screen should display
2 rectangle of color, with no curving at the corners
and no lines in the display. The screens are red, green,
blue, white, and gray.

COLORET

Figure 2-12 Color Test

Self-Test

If the screens are not correct, see the video display
manual included with the game for adjustments,

Exit each screen by pressing any right player button.

Figure 2-13 Color Purity Test

Convergence Test

The convergence test is shown in Figure 2-14. This test
has three screens. The first is white, the second is pur-
ple, and the last is green.

Check the following on the screens:

® The grid lines should be straight within 3.0 mm and
the lines should not pincushion or barrel.

B The convergence of the lines on the violet and
white screens should be within 2.0 mm.

If these sereens do not meet these criteria, see the
video display manual for suggested adjustments,

Exit the screen by pressing any right player button.

Sound Test

The sound test indicates the condition of the music
and sound effects circuits on the SAC PCB. (This board
replaces the Stand-Alone Audio Board used in previ-
ous games.) The sound test screen is shown in Figure
2-15. The sound microprocessor resets at the begin-
ning of the test. You will hear the first sound three sec-
onds after the test stars,

After the microprocessor is reset and you hear the first
sound, the number of game sounds and the sound
CPU status information appear. If the CPU is good, the
word “Good” appears. If you get an error message at
any point in the sound test, see Table 2-6 for more in-
formation.
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RIGHT SCREEN
SOUND TEST

CURRENTCOINVALUE 000G
NUMBER OF SOUNDS 223
SOLND CPU STATUS GOOD

SOLUMND 4 MUSIC CHIP TEST

PRESS LEFT PLAYER BUTTON
TQ HEAR SOUNDS

MOVE LEFT JOYSTICK
TO SELECT SOUND
FRESS RIGHT PLAYER BUTTON

ea
"I

: SHEANAE TE] i OOT
AEBE IPRES" m'i_m.li&‘h bﬁ'ﬂ FOR NEXT TEST
R L L FORINEN T LWES Y11 | ];
Figure 2-14 Convergence Test Figure 2-15 Sound Test
The test cycles through the following tests: Use the left joystick and the left player buttons to se-
B Music Chip Test lect sounds and listen to them. To leave the self-test,
B Sampled Audio Test switch off the self-test switch, and then press any right
B SCOM Reset Test player button to return to the atiract mode.
Table 2-6 Faulty Sound RAM and ROM Locations
Location on
Error Message SAC PCB Cause or Comment
Music Chip Time Out 4H
Sound CPU Interrupt Error 2D, 1E, 6K
Sound CPU RAM 1 Emror 2H
Sound CPU ROM 1 Error 2F If you see this when you enter the sound ==t the sound processor cannot
proceed any: further. Press any right player button o exit the test.
Communications Error #]1 1D Counts the number of errors cazsed by the SAC PCB or Game PCB. This |
means that the SCOM chip (past ao. 157526-001) on one of these boards is
bad.
CAUTION
The SCOM chip is 2 CMOS IC and is smtic-sensitive, If you do not
handle it properly, you czn permanently damage this chip. See the
section Replacing Static-Sensitive Devices, in Chapter 3 of this man-
ual; for more information. l
Communications Error #2 Probably the SAC PCB is disconnected from the Game PCB, or the chip at '
1D is not inserted into its socket. ]
Sound Processor Not A major problem with the SAC PCB. If you cannot enter the self-test, the
Responding harness may be disconnecied between the SAC PCB and the Game FCB.




\RTS LISTS

se=r provides information you need to order
your ki

g Lsts (except for the PCB parts list) are ar-
== aiphanumerically by Atari part number. All
- ge=fix numbers, which are assemblies, come first.
== s== pant numbers with six numbers followed by a
Seten (000598- through 201000-). Ending the list are
e sumbers with a two-number designation followed
S 2 Byphen (00- through 99-).

e PCB pans list is arranged in alphabetical order by

> AND SCHEMATIC

component. Within each section the parts are arranged
numerically by part number.

When you order parts, give the part number, part
name, the number of this manual, and the serial num-
ber of your kit. With this information, we can fill your
order rapidly and correctly. We hope this will create
less downtime and more profit from your kit.

Atari Games Customer Service telephone numbers are
listed on the inside front cover of this manual.

Figure 3-1 Tournament Cyberball 2072 Kit

150025-028  Wire Wrap Wire - 15-inch strip TP1

A047410-01 A
Parts List
Part No. Description Part No. Description
AD47144-01  MOROM PCB Assy, consisting of the follow- AD47413-01  Cyberball 2072 EPROM Kit Assy
ing parts; (See Figure 3-2)
136071-1009  IC, EPROM, OPT, 250 ns  AHD 046158-01 Score Board Attraction Plex
136071-1010  IC, EPROM, OFT, 250 ns  AH1 047176-01 Attraction Shield Decal
136071-1011 IC, EPROM, OPT, 250 ns  AHZ 047174-01 Instruction Panel Decal
136071-1012  IC, EFROM, OPT, 250 ns AH3 04717501 Control Panel Decal (Twao)
137327-001  IC, 74F00 ul 047171-01 Side Panel Decal (Twa)
179175-028  Socket Term. Carrier Assy  AD Al A2 A3 047184-01 Left Coinage Decal (Two)
122002-104  Capacitor, .14, 50V, Ceramic C1-8 (047184-02  Right Coinage Decal (Two)
110027-102 Resistor, 1 KQ, 5%, 1/8W Rl T™M-340 Tournament Cyberball 2072 Kit Installation
110027-221  Resistor, 220 £2, 5%, /AW R2 Instructions
179257-028  Socker, 28 pin, .G00” AHO-3, ALO-3
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Figure 3-2 Tournament Cyberball 2072 EPROM Kit Assy
A047413-01 A

Parts List

Designator Description Part No.
1B IC, EPROM, 300 ns 1360731012
1C/D IC, EPROM, 300 ns 136073-1013
1K/L IC, EPROM, 300 ns 1360731008
M IC, EPROM, 300 ns 1360731007
1IN IC, GAL, 250 ns 136073-1031
2F I, EFROM, 300 ns (used on the Audio Bossd) 1360731029
2N IC, SLAPSTIC 137412-116
3/4] IC, EPROM, 28C16-45PC. 450 ns 137545450
3B IC, EPROM, 300 ns 1360731014
3C/D IC, EPROM, 300 ns 136073-1011
3K/L IC, EPROM, 300 ns 136073-1010
am IC, EFROM, 300 ns 1360731009
8L/M IC, EPROM, OPT, 250 ns 130073-1016
gL/M 1C, EPROM, OPT, 250 ns 136073-1015
10L/M IC, EPROM, OPT, 250 ns 136073-1018
11L/M IC, EPROM, OPT, 250 ns 1360731017
15N IC, EPROM, OPT, 250 ns 136073-1019
16N IC, EFROM, OFT, 250 ns 136073-1020
11A (twol, 11C (wa), 15/164A (two),

157160 (two), 3M, 3K/, 2 spares 28-pin, .600" Socket 79257028
1N, 2N, spare 20-pin, 300" Socket FPO259-020
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Figure 3-3 MOROM PCB Schematic Diagram
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Figure 3-3 MOROM PCB Schematic Diagram, Continued







urnament Cyberball” 2072 Statistics Sheet

Statistics Screens -
First Statistics Screen Second Statistics Screen
g== Left Mech Coins Percent
eme=n. Right Mech Coins Computer Coach Games
wr==n1Left Mech Coins Human-Human Games
ceeen, Right Mech Coins
Game Breakers
1 Period Games
2 Period Games
3 Period Games
4 Period Games
5 Period Games
6 Period Games

Seconds
0-39
40-50
60-79
80-99

Number of Credits

100-119
120-139
140-159
160-179

180-199
200-219

G A

m
w

7 Plus Period Games

Histogram Screen

Seconds Number of Credits

220-239
240-259

260-279
280-299
300-319
320-339

340-359
360-379
380-399
400 & Up







