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E. Setting the Option
Switches

Settings of the game price options are explained
in Table 1-1. Options preset at the factory are shown
by the <« symbols. However, you may change the
settings according to your individual needs.

To verify option switch settings, set the self-test
switch to the on position. Compare the information
on the screen to the option switch settings listed in
Table 1-1. Then set the self-test switch to the off
position.

Table 1-1 describes the switch settings for options
relating to game price, coin mechanism multipliers,
and bonus play. These switches are on the game
PCB at location 4C/D.

The multipliers (switches 4-6) determine the value
of the coin mechanisms to the game’s logic. A coin
mechanism is a device on the inside of the coin
door that inspects the coin to determine if the cor-
rect coin has been inserted. After this inspection,

Set-Up Procedures

the mechanism either accepts or rejects the coin.
The coin door has two coin mechanisms.

The basic unit of measurement is a coin worth
$.25 or 1 DM, which equals a multiplier of x1. For ex-
ample, if you have a 2 DM/1 DM coin door, you may
want to set the left multiplier at x2 and the right
multiplier at x1.

You may offer bonus play for certain combinations
of coins inserted. For example, with the game set at
$.25 per play, players who deposit four successive
$.25 coins before pressing the start switch can
receive a bonus play. The bonus feature encourages
players to insert more money than the minimum
$.25 required for one game.

Table 1-1 lists switch settings for price options.
The switches are on the game PCB at location 4C/D.
Refer to Figure 3-7 to remove the game PCB.

Table 11 Switch Settings for Price Options

Settings of 8-Toggle Switch on Quantum PCB (at 4C/D)
7 6 5 4 3 2

1 Option

Off On
On On
Off Off
On Oft

Off Off
On Off
Off On
On On

Off

Off Off
Off On

On On
Off Off
On Off
Oft On
On On

Free play

1 coin for 2 credits
1 coin for 1 credit <
2 coins for 1 credit

Right coin mechanism x 1 «
Right coin mechanism x 4
Right coin mechanism x 5
Right coin mechanism x 6

Left coin mechanism x 1 <«
Right coin mechanism x 2
Off No bonus coins <
Off For every 4 coins inserted, logic adds 1 more coin

Off For every 4 coins inserted, logic adds 2 more coins
On For every 5 coins inserted, logic adds 1 more coin
On For every 3 coins inserted, logic adds 1 more coin
On No bonus coins

On No bonus coins

-aManufacturer's recommended settings
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Self-Test Procedure

A. Comments on
Troubleshooting

When troubleshooting, first determine the symp-
tom(s) of the failure. After determining the symptom,
iook over the wiring diagram and determine what as-
semblies could cause the failure. Could it be caused
by the power supply, Regulator/Audio 1 printed-cir-
cuit board (PCB), or the video display?

The next step is to check all harness wires and
connectors to the suspected assembly. If you do not
find a harness or connector problem, substitute an
assembly known to be good for the suspected fail-
ing assembly. If the game functions properly, you
have successfully isolated the failure. If it doesn't,
repeat the procedure with another assembly.

When you have isolated the failing assembly, you
must troubleshoot that assembly and make the nec-
essary repairs. If the video display fails, we suggest
that a qualified video-display technician handle the
troubleshooting and repair.

Be sure to refer to The Book—A Guide to Elec-
tronic Game Operation and Servicing, published by
Atari, Inc., whenever you need help with the tech-
niques, tools, and terminology associated with coin-
operated electronic games.

To effectively troubleshoot a game PCB, learn as
much as you can about the PCB. The diagrams in
the Schematic Package (included with the game)
show the functions of the circuitry. Again, while
troubleshooting a PCB, first determine the symp-
tom of the failure, then locate the suspected area on
the schematic diagram.
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B. Performing the
Self-Test

RAM and ROM Tests:

RAM test occurs when you turn the game on. The
test passes if the 1-player start switch is not lighted.
If there is a failed RAM at location 2N, 2M, 3N, or
3M, the 1-player start switch will remain on. If there
is a failed RAM at location 5D, 5E, 6D, or 6E, the
1-player start switch will flash on and off.

If the vector RAM and program ROM tests pass,
the message RAM OK appears in the upper left cor-
ner of the screen.

ROM test occurs when you turn the game on, after
the RAM test passes. The ROM test passes if the
2-player start switch is not lighted. If there is a failed
ROM, the 2-player start switch will remain on. Table
2.1 lists the failed ROM and its location on the game
PCB.

Table 21 Locations of Failed ROM

Failed ROM Location
Number on Game PCB
0,2 2E
1,3 3E
4,6 2F
57 3F
8,10 2H/J
9,11 3H/J
12,14 2K
13,15 3K
16,18 2L
17,19 3L
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Select Function:

Wait at least 10 seconds after playing a game
before entering the Self-Test Mode. Set the self-test
switch to on to start the Self-Test. See Figure 1-2 for
the location of the self-test switch. (To exit the Self-
Test Mode, set the self-test switch to off.)

When Self-Test is started, the Self-Test Menu
shown in Figure 2-1 appears. Each time you press
the 1-player start switch, a different function is
highlighted. Press the 2-player start switch to select
a highlighted function.

SELF TEST MODE

CHOOSE FUNCTION

LTAITISTTICS
GRIDS AND CONTROL CHECKS

OFERATOR OFTIONS

FRESS ONE PLAYER BUTTON
TO ADVANLCE CHOTICE

PRESS TWO PLAYER BUTTON
TO CHOOSE FUNCTION

Figure 2-1 Self-Test Menu

Self-Test Procedure

Statistics:

Press the 2-player start switch when STATISTICS
is highlighted and the Game Statistics screen
shown in Figure 2-2 appears.

UNE PLAYER
T FLAYER
COIN COUNT
HIGH TIME
AVE TIME
HIGH RACK
AVE FALCK

HIH SLNORE
AR SEORE
(AR b

B

Figure 22 Game Statistics

To erase all statistics except the high-score table,
return to the Self-Test Menu by pressing the 1- or
2-player start switch. Select OPERATOR OPTIONS.
Set the STATISTICS option to RESET.

To erase the high-score table, set HIGH SCORES
to RESET. Resetting the high score table does not
clear credits. To clear credits, turn the game off and
then on. To return to the Self-Test Menu, set the self-
test switch off and then on.
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Self-Test Procedure Quantum

Grids and Control Checks: To see the Horizontal/Vertical Grid screen (Figure
To see the Diagonal Grid screen (Figure 2-3), return 2-4), press the 1- or 2-player start switch. To return to

to the Self-Test Menu and select GRIDS AND CON- the Self-Test Menu, set the self-test switch off and

TROL CHECKS. The game displays the first of four then on.

possible screens for this test.

Figure 2-4 Horizontal/Vertical Grid

Figure 2.3 Diagonal Grid

The outside grid lines should touch the sides and
This pattern is adjusted, set, and sealed at the fac- corners of the video display. Roll the Midi Trak-Ball™
tory, and not operator-adjustable. to change colors. Use this pattern for setting the
purity and convergence adjustments as described in

the color X-Y display manual.

2-4
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To see the Color Bar Pattern screen (Figure 2-5),
press the 1- or 2-player start switch. To return to the
Self-Test Menu, set the self-test switch off and then
on.

RED

YELLOW

ORANGE
GREEN

WHITE BLUE

BRIGHT
BLUE

TURQUOISE

PURPLE

Figure 2-5 Color Bar Pattern

This screen tests orange, yellow, red, white, pur-
ple, green, bright blue, turquoise, and blue for color
and intensity. Each group of vertical lines has the
brightest color on the left and the dimmest on the
right. Use this pattern for setting the tracking ad-
justments as described in the color X-Y video
display manual.

Self-Test Procedure

To see the Game Switches screen (Figure 2-6),
press the 1- or 2-player start switch. To return to the
Self-Test Menu, set the self-test switch off and then
on.

1-PLAYER 2-PLAYER
START START
LEFT COIN RIGHT COIN AUXILIARY
MECHANISM MECHANISM COIN SWITCH

TRAKBAL L

x QOaa vy ooio
DIP SWITCHES

Figure 26 Game Switches

This screen tests game switches. Push and re-
lease the 1- and 2-player start switches and the aux-
iliary coin switch. Activate the left and right coin
mechanisms, and roll the Midi Trak-Ball™. The cor-
responding 0 will change to 7 when the switches are
closed.

Option switch settings are shown at the bottom of
the screen. A 0 means the switch is off. A 1 means
the switch is on. Refer to Table 1-1 foran explanation
of option switches.
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Self-Test Procedure

Operator Options

To see the SELECT OPTIONS screen (Figure 2-7),
return to the Self-Test Menu and select OPERATOR
OPTIONS. To move to the next option, press the
1-player start switch. To select a new value, roll the
Midi Trak-Ball™ Press the 2-player start switch to
replace the old value with the new value. Table 2-2
lists game options, their possible settings, and
manufacturer's recommended settings.

SELECT DPTIDNS

PRIFGL, ONE PLAYCR BUTTUN
0 MOV TO WNEXT OPTIUN

PRESS T HLAYER BUTTON TO
REFLACE MLD VALUF WITH NCUW

POLL TRAKBALL FOR FPOSSIBLE VALLES

OFTION CURRENT NEW

DIFFICULTY LEVEL & a

Figure 2-7 Select Options

Quantum

Table 22 Game Options

Manufacturer's
Option Possible Settings Recommended
Setting
Difticulty Level 1,23,4,5 2
Language English, French, German, English
Spanish
Lives per Game 2,3,4,5 3
Signature On, off, reset On
High Scores Keep, reset Keep
Bonus 1 First bonus at 0, 10,000, 25,000
15,000, 20,000, 25,000,
30,000, 50,000
Bonus 2 Additional bonus every 0, 50,000
10,000, 15,000, 20,000,
25,000, 30,000
Statistics Keep, reset Keep
Cocktail Mode No, yes No
Coin Counters 1,2 1

The SIGNATURE option aliows the player with the
highest score to sign his name using the Midi Trak-
Ball™. His name and score are transferred into the
high-score table.

The entire high-score tabie is erased with the reset
option. However, you may erase all except the three
highest scores by turning the game off.

To end the Self-Test, set the self-test switch to off.



lilustrated Parts Lists

NOTICE TO ALL PERSONS RECEIVING THIS DRAWING
CONFIDENTIAL, Reproduction forbidden without the specitic
written permission of Atari, inc., Sunnyvale, CA. This drawing is
only conditionally issued, and neither receipt nor possession
thereof confers or transters any right in, or license 1o use, the
subject matter of the drawing or any design or technical informa-
tion shown thereon, nor any right to reproduce this drawing of
any part thereof. Except tor manufacture by vendors of Atari,
inc . and for manutacture under the corporation’s written license,
no night to reproduce this drawing is granted or the subject mat-
ter thereof unless by written agreement with or written permis-
sion from the corporation
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EMI Shield PCB Assembly

Ilustrated Parts Lists

Parts List
Designator Description Part No.
Capacitors
C1, C2 0.1 uF, +80, -20%, 50 V Ceramic-Disk Radial-Lead Capacitor 122002-104
C3, C4 0.01 uF, +80,-20%, 25V Ceramic-Disk Radial-Lead Capacitor 122005-103
C5 0.1 uF, +80,-20%, 50 V Ceramic-Disk Radial-Lead Capacitor 122002-104
C6-C8 0.01 uF, +80,-20%,25V Ceramic-Disk Radial-Lead Capacitor 122005-103
C9 0.1 uF, +80,-20%,50V Ceramic-Disk Radial-Lead Capacitor 122002-104
C10-C12 0.01 uF, +80, -20%, 25V Ceramic-Disk Radial-Lead Capacitor 122005-103
C13,C14 0.1 uF, +80,-20%, 50 V Ceramic-Disk Radial-Lead Capacitor 122002-104
C15 0.01 uF, +80,-20%,25V Ceramic-Disk Radial-Lead Capacitor 122005-103
C16 470 pF, +80, -20%, 100 V Ceramic-Disk Radial-Lead Capacitor 122016-041
Acceptable substitute is part no. 122013-471
Cc17 0.1 uF, +80,-20%, 50 V Ceramic-Disk Radial-Lead Capacitor 122002-104
Cci8 470 pF, + 80, -20%, 100 V Ceramic-Disk Radial-Lead Capacitor 122016-471
Acceptable substitute is part no. 122013-471
C19-C23 0.1 uF, +80,-20%, 50 V Ceramic-Disk Radiai-Lead Capacitor 122002-104
C24-C34 0.01 uF, +80,-20%,25V Ceramic-Disk Radial-Lead Capacitor 122005-103
C35 0.1 4F, +80, -20%, 50 V Ceramic-Disk Radial-Lead Capacitor 122002-104
C36 470 pF, +80, -20%, 100 V Ceramic-Disk Radial-Lead Capacitor 122016-471
Acceptable substitute is part no. 122013-471
C37 0.1 uF, +80,-20%,50 V Ceramic-Disk Radial-Lead Capacitor 122002-104
C38, C39 0.01 uF, +80,-20%, 25V Ceramic-Disk Radial-Lead Capacitor 122005-103
C40 0.1 uF, +80,-20%, 50 V Ceramic-Disk Radial-Lead Capacitor 122002-104
Connector
P20 44-Pin Card-Edge Connector Acceptable substitute is part no. 179073-044

179046-044
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