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NOTE

If reading through this manual does not lead to solving a certain
maintenance problem, call Tele-Help™ at the Atari Customer Service office
in your geographical area, as shown in one of the two maps below. Order all
parts from the California office.

WEST and CENTRAL U.S.A.

Parts for all Atari Customers. Sales and Service

Atari Coin-Op Customer Service
1344 Bordeaux Drive, Sunnyvale, CA 94086
Telex 17-11083

(Monday - Friday, 7:30 - 4:00 pm Pacific Time) LL-

oy From California, Alaska or Hawaii
& (408) 745-2900

o From anywhere else in this area
toli-free (800) 538-1611

EAST USA.

Sales and Service Only

Atari Inc.

New Jersey Customer Service Office
Cottontail Lane, Somerset, NJ 08873
Telex 37-9347

(Monday - Friday, 8:30 - 5:00 pm Eastern time)

= From New Jersey
(201) 469-5993

From anywhere else in this area
toll-free (800) 526-3849




A. New Parts

The Monte Carlo™ game has five new parts. If you
have worked on Atari games in the past, then you
should be aware of these important differences. The
new parts are:

® Color TV Monitor. Made especially to Atari
specifications, the 19-inch monitor has been
color-converged at the factory. All convergence
adjustments are cemented and locked in place,
to prevent accidental changes. This helps pro-
vide higher reliability for the service technician.

® [solation Transformer. The color TV monitor
chassis in this game does not contain an isola-
tion transformer. Atari has mounted an isola-
tion transformer on the floor of the cabinet to
protect operators. If you service this color TV
on a test bench, you must isolate the line
voltage! (See instructions on pages 16 and 17.)

Location Setup
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Figure 1 Overview of Game



® Foot Pedal Assembly. This redesigned control
will universally fit Monte Carlo and all future
games with foot pedal controls. It functions
more smoothly and quietly because the hinge
is built to tighter tolerances; the whole control
is also more compact and less expensive to
replace than the old style. In addition, the con-
trol’s switch actuator is stronger—it is now a
flat blade, not a thin wire.

® New Coin Door. This door will accomodate two
or three mechanisms, and up to four coin
counters. Its triple-arm locking bar provides
added security. For greater ease of access, the
self-test switch is now mounted on the door,
rather than inside the cabinet. Also, for simpler
maintenance the door’s coin mechanisms re-
quire no adjustments.

® Regulator/Audio Il PCB. This slightly rede-
signed printed-circuit board has two additional
voltage regulators for games using 2708
EPROM memory chips. The board’s new + 12V
and -5V regulators are both mounted on the
heat sink. Otherwise this board is the same as
past Regulator/Audio PCBs.

These new parts, as well as all other major parts
in the game, are illustrated in Figure 1. Throughout
this manual, wherever one of these new parts is
mentioned, you will see this symbol: w

B. Game Inspection

This new game is ready to play upon removal from
the shipping carton. However, your careful inspec-
tion is needed to supply the final touch of quality
control. Please follow these steps to help us insure
that your new game was delivered to you in good
condition.

NOTE

Do not plug the game in yet!

1. Examine the exterior of the game cabinet for
dents, chips, or broken parts.

2. Unlock and open the access panel of the
cabinet and inspect the interior of the game as
follows:

® Check that all plug-in connectors (on the
game harness) are firmly seated. Replug
any connectors found unplugged. DON'T
FORCE CONNECTORS TOGETHER. The
connectors are keyed so they only go on
in the proper orientation. A reversed edge
connector will damage a PCB.

Monte Carlo™

A— WARNING —

To avoid possible unpleasant electrical
shock, do not touch internal parts of the
TV monitor with your hands or metal ob-
jects held in your hands!

® Check that all plug-in integrated circuits
on the game PCB are firmly seated in their
sockets.

® Note the location of the game’s serial
number—it is printed on the special label
on the outside of the game cabinet. Verify
that the serial numbers also stamped on
the Game PCB, Regulator/Audio || PCB
and TV Monitor are all identical. A drawing
of the serial number locations is on the in-
side front cover of this manual. Please
mention this number whenever you call
your distributor for service.

® Check all major subassemblies such as
the power supply, control panel and TV
monitor for secure mounting. For the
safety of players, be certain that all green
ground wires are secured at their termina-
tions.

C. Game Installation

Figure 2 Installation Requirements
Power 125 watts

Temperature 0 to 38°C (32 to 100°F)
Humidity Not over 95% relative

Space Required 64 x99 cm (2574 x 39 in.)
Game Height 179 cm (7072 in.)

1. Voltage Selection

Before plugging in your game, make sure that the
voltage selection plug on the power supply (see
Figure 3) is correct for your location’s line voltage.
Check the wire color on the plug and see if it is cor-
rect per the list below.

Line Voltage Range Voltage Selection Plug Color

86-104 VAC (95) Black
100-125 VAC (110)  Orange
190-220 VAC (205)  Green
210-240 VAC (220) Red
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Figure 3 Power Supply

2. Interlock and Power On/Off
Switches

To minimize the hazard of electrical shock while
working on the inside of the game cabinet, two inter-
lock switches have been installed (see Figure 4).
One is located behind the access panel and one is
behind the coin door. These switches remove all AC
line power from the game circuitry when a door or
panel is opened. The power on/off switch is in-
stalled in a recessed area above the foot pedal.

Check for proper operation of the interlock
switches by performing the following steps:

® Unlock and open the access panel and the coin
door.

® Plug the AC line power cord into an AC outlet.
Close the access panel and coin door.

® Set the power on/off switch to the on position.
Within approximately 30 seconds the TV
monitor should display a picture.

® Slowly open the access panel. The TV monitor
picture should disappear when the panel is
opened approximately 2.5 cm (1 inch). Close
and lock the access panel and repeat this step
with the coin door.

® If the results of the previous step are satisfac-
tory, the interlock switches are operating pro-
perly. If the TV monitor doesn’t go off as
described, check to see if the corresponding in-
terlock switch is broken from its mounting or
stuck in the “on” position.

D. Self-Test
Procedure

This game will test itself and provide data to
demonstrate that the game’s circuitry and con-
trols are operating properly. The data is provided
on the TV monitor and the game speaker; no addi-
tional equipment is necessary.

Part of the self-test procedure includes a
display of the operator-selectable game options.
Therefore, we suggest you run the self-test pro-
cedure anytime you need to change the game’s
options.

To run the self-test, follow the instructions out-
lined in Figure 6.
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Figure 4 Interlock and Power On/Off Switches
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Figure 5 Location of Self-Test Switch, Volume Control and Option Switch
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Figure 6 Self-Test Procedure

Instruction

Result if Test Passes

Result if Test Fails

1. Set self-test switch to
on position (see Figure 5).

Game displays the following in
the lower right corner of the TV
monitor screen:

RAM 1 0K RAM 2 OK

ROM OK

RAM 1 Test: Screen shows ‘“garbage” {scrolling
sideways) and you hear a constantly repeated
series of 8 crashes and/or skids. Crash sound(s)
during any of the first four tones: bad RAM at L3
or its associated circuitry. Crash sound(s) dur-
ing any of the last four tones: bad RAM at K3 or
its associated circuitry. Crash sound during all
eight tones: address line problems. Self-test
will always stop here until you replace the prop-
er RAM.

Note: If self-test displays ‘“garbage” (the play-
field objects scroll sideways) and no series of
crash and skid sounds occurs, then PROM at
location J/K1 or ROM at location C1 is probably
bad. These chips contain the self-test program.

RAM 2 Test: RAM 2 OK message is replaced by
one of these messages:

BAD RAM 2 H or

BADRAM2 L or

BAD RAM 2 HL

“H” means a bad RAM at location K6. “L”
means a bad RAM at L6. Both letters H & L
displayed means both chips are bad.

ROM Test: ROM OK message is replaced by
BAD ROM, plus one or more of the letters A thru
H. See Figure 23 for location and part number of
bad ROM(s) that must be replaced.

2. Activate the switches

in all of the following con-

trols:

¢ Gas pedal

* 1st, 2nd, 3rd gears

* Track select button

¢ Start button

* Steering wheel (left and
right movement)

¢ All coin trip wires

¢ Slam switch

A very short skid sound is pro-
duced, and track select and start
buttons light up in unison when
each switch is opened and
closed. Note: activating the coin
trip wires during self-test will not
increment the coin counters, so
your accounting will still be
accurate.

No skid sound is produced, and track select/
start buttons don’t light up when control or
switch is activated. This indicates a bad switch,
loose harness wires or connectors, or a bad
steering PCB on the steering wheel control.
Note: If all of the switches produce no sound
but light the start and track select buttons, then
the speaker, its wiring, or the audio circuitry on
the Regulator/Audio Il or game PCB is bad. If all
of the switches being activated cause the track
select/start buttons to remain dark, then the
light-emitting diodes in these buttons have
burned out, or their wiring is loose.

3. Set the self-test switch
to off position. For
diagnostic procedures, see
schematic drawings.




Figure 7 Option Switch Settings

To change toggle positions on the switch assemblies, you need
not remove the game PCB. The switches, usually colored blue, are
easily accessible when the game PCB is mounted in place.

When changing the options, verify proper results on the TV
monitor display during self-test. A switch toggle in the on position
is indicated by a 1 for that switch on the TV monitor display. A

switch in the off position is indicated by the number 0 (see exam-
ple given at bottom of this figure).

All switch settings are displayed on the monitor exactly as you
view the corresponding switches on the game PCB, with toggles
#1 on the right and toggles #4 and #8 on the left.

Toggle Settings of 8-Toggle Switch on Game PCB
8 7 6 5 4 3 2

1 Option

Off
Off
On
On

Off Free play

On 1 coin* for 1 play
Off 1 coin* for 2 plays
On 2 coins* for 1 play

Off Off
On Off
Off On
On On

Bonus Level (bonus = 40 fuel units):
No bonus

Liberal

Moderate

Conservative

Off Off
On Off
Off On
On On

Time (always equals 90 fuel units):
1 minute per play

1¥2 minutes per play

2 minutes per play

2%2 minutes per play

Off Off
On Off
Off On
On On

English language
French language
Spanish language
German language

* Note: In the U.S. and Germany only, a “coin” is defined as 25¢ or 1 DM. If
your game also has $1, 2 DM or 5 DM mechanisms, you must set the center
and right coin mechanism multipliers as per your choice.

Toggle Settings of 4-Toggle Switch on Game PCB

4 3 2 1 Option

U Off Off Right coin mech x 1

N Off On Right coin mech x 4

U On Off Right coin mech x 5

S On On Right coin mech x 6

E

D Off Center coin mech x 1 (Both settings are for left
On Center coin mech x 2 mech, if a 2-mech door)

Self-test will display the following at the bottom of the screen (zeroes and ones may
vary from this example). The 0 = off,and 1 = on.

Toggle #8 ——, 0 0 1 0
0 0 0 1

~

Toggle #4

0 1 0 1
\
Toggle #1

Toggle #1



E. Game Play

Atari’s Monte Carlo™ is a one-player video game
that simulates driving in a grand prix race. Various
video-display phrases indicate score, time elapsed
(“FUEL”), speed, and which track was selected at
the beginning of the game (eight different ones
ranging from easy to hard). Players drive the grand
prix car thru the streets, while spectators observe
from the side. Bales of hay, cola stands, trees, and
bushes also line the roadway.

Four computer-controlled cars provide challenge:
they pass the player's car at high speed and may
cause it to skid or even crash. However, the com-
puter cars are not infallible and may also skid or
crash occasionally. Realistic engine revving,
screeching tires and crash sounds accompany
game play.

The Monte Carlo™ game has four possible modes
of operation: Attract, Ready-to-Play, Play, and Self-
Test. Self-test is a special mode for checking the
game switches and computer functions. You may
enter this mode at any time. When entered, all game
credits are cancelled and the high score today is
zeroed.

1. Attract Mode

The attract mode begins when power is applied to
the game, after a play mode, or after self-test. This
mode is continuous and is only interrupted when a
game is paid for and accepted or when in self-test.
In this mode, the TV monitor displays a simulated
game with the computer cars zipping by and the
player's car in the center of the screen. In addition,
this mode shows the last player's score, the high
score today for the current track being displayed,
and the score required for bonus play.

2. Ready-to-Play Mode

This mode begins when sufficient coins have
been accepted for a game. It ends when the START
pushbutton is pressed. When this mode begins, the
messages SELECT TRACK and PUSH START flash
at the bottom of the screen. At this point the player
may choose from eight tracks that vary in difficulty,

Monte Carlo™

by repeatedly pushing the TRACK SELECT pushbut-
ton (the numbers 1 thru 8 will appear in the lower
right corner of the screen). The monitor pictures are
otherwise the same as those shown in the attract
mode.

3. Play Mode

The play mode begins when the START push-
button is pressed. The mode ends when the player’s
fuel has run out, including any earned for bonus
play. After pressing the START button, the game will
set the player’s car behind the checkerboard start
line, 90 fuel units are granted, and the steering
wheel, gear shifter and accelerator are immediately
enabled. Note that regardless of the operator option
setting for game time, players will aiways be granted
90 fuel units, to make all Monte Carlo games appear
equal in game length.

As the player rounds the turns, he or she is per-
mitted to drive somewhat off the road without
crashing. However, this will cause a screeching
sound and will slow down the car. Touching an
obstacle on the side, such as a tree or bale of hay,
will, however, cause a crash. To continue, you must
straighten out the car, shift into first gear and ac-
celerate back onto the roadway.

Bottlenecks and hairpin curves in the road pro-
vide added challenge to the player, in addition to the
computer cars that constantly pass by. Scoring is
automatically calculated: each track has many in-
visible checkpoints that players must drive over, in
order to increment their scores.

When the fuel reaches “0”, the computer checks
the score and compares it with the bonus level
(operator-adjustable to three levels, or can be
eliminated entirely). If this score has been achieved,
then extra time of 40 fuel units is instantaneously
awarded. All colors are reversed: the dark road turns
light and the landscape turns dark. (Game play goes
on continuously while all this is happening.)

In addition, six beeps notify the player of achiev-
ing this bonus level. Only one bonus play per game
is granted, i.e., another bonus cannot be earned on
top of the first bonus.




All games require certain maintenance to keep
them in good working order. Clean, properly main-
tained games will attract players and earn more pro-
fits.

The most important maintenance item is running
the self-test every time you collect. money from the
cash box. Just looking at a game will not tell you if
the foot pedal, steering wheel or gear shifter con-
trols, LED switches or coin door switches are
broken, or if LEDs have burned out. The self-test will
inform you of any of these possible problems.

Second, you should regularly clean the outside of
the game and the coin mechanisms. In addition, you
will need to regularly lubricate the steering wheel,
foot pedal, and gear shifter—for details see this
chapter.

Maintenance and Repair
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Figure 8 Opening and Removing Parts from the Control Panel
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A. Cleaning

The exterior of the game cabinet and the metal
and acrylic surfaces may be cleaned with any non-
abrasive household cleaner. If desired, special coin
machine cleaners that leave no residue can be ob-
tained from your distributor. Do not dry-wipe any of
the acrylic panels, because any dust can scratch the
surface and result in fogging the plastic.

B. Fuse Replacement

This game contains six fuses—all on or near the
power supply assembly (not including the TV moni-
tor fuses). Replace fuses only with the same type as
listed in Chapter 3 of this manual: the single fuse
mounted on the floor of the cabinet and the five
fuses on the power supply are all described in
Figure 28. See the color TV monitor manual, TM-148,
for the monitor fuse data.

C. Opening the Control
Panel

Prior to repairing or replacing any item on the con-
trol panel or prior to removing the TV monitor,
unplug the game. Then open the coin door.

Reach through the opening and remove both sets
of carriage bolts, wing nuts, split lock washers, and
flat washers, located on the underside of the control
panel (see Figure 8).

Lift up on the control panel and swing it down
towards you. The three different types of controls
(steering wheel, gear shifter, and LED switches) on
this panel are now easily accessible for main-
tenance or repair. Figure 8 also provides details on
how to remove the three controls.

1. Steering Wheel Maintenance and
Repair
Lubrication

Depending on usage, your game’s steering wheel
will need lubrication approximately every 3 to 6
months. To do so, open the control panel as de-
scribed previously. Refer to Figure 9 and unplug the
harness connector on the small steering printed-
circuit board (PCB). Then remove the hex nut on the
end of the wheel, along with the large washer and
toothed wheel.

Monte Carlo™

Pull the steering wheel out of the control panel
(towards the floor).

Apply a light coat of Shell Alvania #EPRO lithium-
based lubricant (Atari part no. 78-1707) to the
friction-producing surfaces of both white bear-
ings—Figure 9 shows these areas in detail.

Then reassemble the steering wheel in the con-
trol panel, making sure the notches in the bearings,
housing, and toothed hub all match up. Be certain
that the hub can spin freely in the slot of the optical
coupler on the PCB! Carefully plug the connector
back onto the small PCB, but do not exert too much
pressure, or you will break the board. Close the con-
trol panel.

Repair

Probably the only repair this control would nor-
mally require is replacement of the steering PCB.
Simply remove the two small cross-recessed screws
and split lock washers that mount this board onto
the black housing (the toothed hub must be off first).
Replace the board, mount the hub, large washer and
hex nut back on the shaft, and then plug the harness
connector onto the PCB.

2. LED Switch Replacement

The light-emitting-diode (LED) switches on the
control panel have a very low failure rate. In case a
switch should ever be suspect, first test it per the
description that follows. To replace the switch, refer
to Figure 10.

® Remove the wires from the suspected switch.

® Set multimeter to ohms scale. Set ohms scale
to R x 1, then zero the meter.

® Connect multimeter leads to appropriate LED
switch contacts (see Figure 10 for designation
of switch contacts and meter lead placement).

® Check contacts (push and release the switch
button) for closed and open continuity.

@ |f the contacts do not operate sharply or always
remain closed or open, then replace the LED
switch as outlined in Figure 10.

3. Gear Shifter Maintenance and
Repair
Normal maintenance involves lubricating two
parts in the shifter every three to six months (this re-

quires removing the control). First open the control
panel as described previously in Figure 8. Then

13
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Steering PCB
Replacement

OPTICAL
COUPLER

LUBRICATE
HERE

LUBRICATE
HERE

Lubrication

COMMON

CONTACT ;  LIGHT-EMITTING

DIODE (L.E.D.)
CONTACTS
SWITCH
BUSHING
NORMALLY OPEN

(N.O.) CONTACT

NORMALLY
CLOSED
(N.C.) CONTACT

L.E.D SWITCH:

TO REMOVE TURN
COUNTERCLOCKWISE

SPACER

* Remove all wires from the faulty switch.
* Turn the switch counterclockwise while

holding the cone-shaped nut on the out- | N.O.
side of the control panel. o—
¢ Install a new switch using the reverse
procedure. SINGLE-POLE DOUBLE-THROW (SPDT)
* Reconnect the harness wires. SWITCH WITH INTERNAL LED

Figure 10 LED Switch Testing and Replacement
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LUBRICATE HERE

Figure 11

Monte Carlo™

LUBRICATE HERE

Gear Shifter Maintenance and Repair

unplug the “quick-disconnect” connectors on the
shifter’s three switches.

From the inside of the control panel, remove the
four flat and lock washers and four screws that
mount the gear shifter onto the panel and the gear-
numbers bezel. Then open up the shifter assembly
by removing the six split lock washers and screws
(see Figure 11).

Lubricate the spherical part of the handle and the
H-pattern recess of the black detent, as shown in
Figure 11. Use only Dow Corning silicone com-
pound #5 (Atari part no. 78-16002) on these surfaces.

Reassemble the gear shifter control and reinstall it
in the control panel. Reconnect the harness wires as
follows, making sure the right colors go to each
switch:

Black wires—one terminal on each switch
(doesn’t matter which terminal)

White/brown wire—1st gear

White/black wire—2nd gear

White/red wire—3rd gear

Repairs on the gear-shifter control would pro-

bably only involve replacement of switches. When
removing a switch, be careful not to lose the small

15
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s R

Disassemble in the order in-
dicated. (Circled numbers match
the steps in Section D.)

TS
3

Figure 12 TV Monitor Removal

rivet that sits above the white switch actuator. Note:
the flat head of the rivet must always face towards
the switch actuator.

If you should need to remove the television
monitor, follow steps 1 thru 4 as listed on this page.
Refer to Figure 12 above.

. 1. Open the access panel. Be sure the game is

D. l V MOI‘IItOl‘ unplugged from its wall outlet!
2. If Color Monitor: Unplug the harness connec-
Replacement tors as follows: one is a 2-pin connector in the
A—— WARNING

harness, the other is a 6-pin connector on the
High voltages may exist in any television

n monitor’s printed-circuit board.
unit, even with power disconnected. Use A

extreme caution and do not touch elec-

trical parts or the TV yoke area with your

DANGER —\

The color TV monitor does not contain an

hands or with metal objects in your
hands!

If you drop the TV monitor and it breaks, it
will implode! Shattered glass and the
yoke can fly 6 feet or more from the implo-
sion. Use care when replacing any TV
monitor.

isolation transformer on its chassis (it is
mounted instead on the floor of the
cabinet). When servicing the color
monitor on a test bench, you must isolate
the monitor from AC voltage with an
isolation transformer.

16




If B&W Monitor: Unplug the 12-pin harness con-
nector on the rear of the TV monitor chassis.

Be extremely careful and never touch the red
anode wire or the high-voltage tube on the rear
of the monitor! Then unscrew the green ground
wire that is attached to the TV monitor chassis.
Also unplug the harness connector for the
fluorescent light (located at the left side of the
cabinet’s rear opening).

Remove the wing nuts and washers underneath
the wood television shelf. (This hardware is at-
tached to the metal “L” brackets.)

Carefully slide the TV monitor chassis, still on
its wood shelf, out towards the rear of the game.
After replacing a monitor, be sure to run the
self-test.

To Change from Color to B& W Monitor: Buy the
larger cardboard bezel and install it. Buy the
black-and-white TV assembly and install it; plug
other 12-pin connector into its chassis. Re-
attach ground wire. Remove isolation trans-
former; buy shorting plug and install it where
transformer connector used to be. (B&W moni-
tor will not work if you leave transformer con-
nected.)

To Change from B&W to Color Monitor: Buy the
smalier cardboard bezel and install it. Buy the
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color TV assembly and install it; plug the other
2-pin and 6-pin connectors into it. Reattach
ground wire. Remove the small monitor shorting
plug. Buy the isolation transformer and install it;
plug its harness connectors together. The isola-
tion transformer is mandatory with the color
TV—for your own safety and for the safety of all
players.

E. Printed Circuit Board
Replacement

You may wish to remove the game printed circuit
board (PCB) or the Regulator/Audio Il PCB for ser-
vice or inspection. To do this, refer to Figure 13 and
proceed as follows:

1. Open the access panel.

2. Locate the securing screw and fiber washer that
hold down the PCB in its slots, and remove
them.

3. If you are removing the game PCB, first remove
the two tie wraps that fasten the edge connec-
tor to the game PCB. Then unplug the edge con-

REGULATOR/
AUDIO Il PCB

GAME PCB

Figure 13 PCB Replacement
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nector from the game PCB. If you are removing these controls, refer to the schematic drawings
the Regulator/Audio Il PCB, simply disconnect DP-149-01 and -02.
the five small harness connectors on this board.

4. Carefully slide either PCB straight out of its F FI T b
slots. Be careful not to twist the board, as this
may loosen connections or components. Re- ¢ uorescent ube
place or repair as required.

5. Reinstall the PCB, making sure that the connec- Replacement

tors are properly plugged in. Note that they are
keyed to fit on only one way, so if they don’t slip

on easily, don’t force them! A reversed connec- n WARNING n

tor will probably damage your game and will
void the warranty. i q " b di

6. Replace the securing screws and fiber washers bre);?(: i;o‘f,“? im:(l)czgz?eg;attjeédaglasg
e e P Ceactire | can fy 6 fector moro from the mplosion
lock the rear access panel. tLijsl;eecare when replacing any fluorescent

7. Check that the operation of the game is correct
by performing the self-test. This is especially To replace the white fluorescent tube behind the
important with any game when you replace a graphics attraction panel, follow this procedure (see

PCB. Normally the only adjustments on the Figure 14).
Monte Carlo™ game are option switch changes

(made on the 4- and 8-toggle DIP switches). 1. Remove the three Allen-head screws at the top
Unless you are a qualified technician, do not at- of the game. They secure the metal retainer for
tempt to turn the small knob on the Regulator/- the silk-screened panel. Remove the retainer
Audio Il PCB. For information pertaining to compietely.

Figure 14 Fluorescent Tube Replacement
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LUBRICATE HERE

FOOT PEDAL

.

LUBRICATE HERE

SPACER /

RUBBER STOP Q,

FENDER WASHER g}

Figure 15 Foot Pedal Maintenance and Repair

2. Tilt the top of the attraction panel towards you, G‘ FOOt PEdal Maln-

then lift it up and out of the bottom retainer.

3. Remove the two Y-shaped connectors from the tenance and Repail'

ends of the fluorescent tube. Now carefully

remove the tube from its clamps by pulling it , , .
towards you. The only maintenance required on this newly

designed foot pedal control is lubrication. Every 3 to
6 months, or whenever the pedal becomes squeaky,
you should apply a small amount of Dow Corning

4. Replace with a new tube. Do not snap the tube
in vigorously—you may break it, causing an im-

plosion! Molykote G-n paste to the wearing surfaces of the
5. Close up the game by following Section F in steel pin. Also apply this lubricant to the flat sur-
reverse order. faces around the pin holes on the pedal.
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See Figure 15 for details on how to remove the
pedal from the wood enclosure and exactly where to
lubricate it.

The most likely repair would be replacing the
switch; perhaps the spring or the blue tempered-
steel actuator may also break from abuse. Again,
refer to Figure 15 for details on how to replace these

@items.
H. Coin Door Repairs

The new Atari coin door has been totally rede-
signed, as described on page 3 of this manual. For

ease of maintenance, the coin door mechanisms re-
quire no adjustments. For plastic mechs, use only
hot soapy water to clean them: boiling water is not
needed nor even recommended, as this would
soften the plastic.

To remove any mechanisms, or to replace the
small lamps, switches or trip wires, follow the illus-
trations and instructions given in Figures 16 through
18. To obtain part numbers for ordering purposes,
refer to the detailed exploded drawing of the coin
door and parts list in Figure 30.

COIN MECHANISM

STUDS

Open coin door. To clean or replace a mechanism, locate
the black spring clip above the coin switch. Pull this clip
towards you, then swivel it up 90°.

Push the mechanism towards the right, then pull it out.

When reinserting the mechanism, be certain that no wires
get caught up in it. Align the mechanism between the top
and bottom pairs of vertical tabs in the inner door panel.

Push the part of the mechanism closest to you to the left,
so both of its round studs slip into the curved notches on
the inlet and return chutes.

Turn the black spring clip down again to secure the
mechanism in place.

SPRING CLIP

Figure 16 Removing Coin Mechanism
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COIN INLET CHUTE

LAMP BRACKET

® Remove the screw that secures the lamp and its “Z”
bracket to the coin inlet chute.

® Replace the burned-out bulb. Then mount the lamp hoider
bracket back on the coin inlet chute.

Figure 18 Coin Door Lamp Replacement

I. Game Operation

Monte Carlo™ is a microprocessor-controlled
game. The microprocessor is mounted on the game
PCB. The game PCB receives switch inputs from the
control panel, foot pedal and coin door. These in-
puts are processed by the game PCB and output to
the TV monitor, loudspeaker, Regulator/Audio Ii
PCB, and control panel.

The Regulator/Audio Il PCB performs two func-
tions: first, it regulates the + 10 VDC from the power
supply to +5 VDC, the 6.3 VAC is regulated to —5
VDC, and 25 VAC is regulated to + 12 VDC. Second,
it amplifies the audio output from the game PCB.
The +5 VDC from the Regulator/Audio Il PCB pro-

vides most logic power to the game PCB. The audio
output from the Regulator/Audio || PCB directly
drives the game speaker and is controlled by the
volume control, mounted inside the coin door.

The power supply is the source of all voltages in
the game. These voltages are protected by three
fuses (F3, F4, and F5) on the power supply chassis.
The primary winding of the power supply trans-
former is protected by the fuses F1 and F2 on the
power supply chassis.

Figures 19A thru 19C are the wiring diagrams that
show the electrical connections of the Monte Carlo
game. Figures 20A thru 20D are the schematic
diagrams of the Monte Carlo game.
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