ATAXX"™

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-210-00028-00 1 ATAXX Circuit Panel
A-210-00030-00 1 JAMMA Interface
A-301-0015300 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-741-0000300 2 Joystick, Digital
C-703-00007-00 2 Pushbutton, Red
C-703-00008-00 2 Pushbutton, Blue
A-110-00007-00 1 Service Switch




ATAXX" JAMMA Adapter Board C tor/Harnes.
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Plug adapter board onto edge connector of main circuit board. Adapter
board edge connector is now game |/O (standard JAMMA). Plug harness
onto adapter board and connect wires as indicated above.
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Ataxx Game Play
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Assembly Instructions

1. Remove all parts from the shipping containers and check
for damage. Motify 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 atlached
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 wrning 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 scralching.

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 brackel. 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 verily 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 seltings. “Ataxx” is shipped with most
adjustments set in the middle of their range.

Access 1o fluorescent bulb is by
remaoving the top plexi retainer
screws and retainer. Lift plexi
straight up and oul. Re-
assemble in reverse order.

For control access reach
through coin door, unlaich
both sides, swing control panel
up and forward.

2| &—{—~On/Of rocker swilch on rear panel.

.~ Power supply and main circuil board

Panel latch | /' localed inside, behind lockable rear
£ panel.
Panel hinge —
Inner panel
opening



Maintenance and Upkeep

Maintaining your ATAXX game is of utmost importance in
order o enjoy good, steady earnings. A dirty cabinet,
slicky coin mech, or poorly adjusted player conltrols 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 bultons and conlrols test
in the Diagnostics sections).

NOTE: Be sure o adjust, clean, or replace any marginal
swilches,

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
horizontalivertical size and position if required.

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

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

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



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 thal there is less than .005 volls
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 outlel
which provides between 108 and 132 voits AC. If you have
only a two-wire cullel, we recommend that you hire a li-
censed electrician (o install a grounded outlel. This will
reduce the possibility of a player receiving a shock. The
possibility exists thal 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 g

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 ocbservations
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 swilch; 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 elirr'linalad the obvious, it's time to do some
detective work,

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




Troubleshooting Tips

General Troubleshooting
Monitor screen filled with “garbage™

F':e s resel switch on main circuit board-{see figure at

ent of monitor sync controls

MI and M2. Examine J1 Pins 16-18, 20-22
Measure the voltage on Pins 1 & 10 on

+12 VDC supply.
live speaker or volume pot

pecially ground)
vard and switch

Main Circuit Board

Proceed carefully, high voltages present.

Check all power connections including isolation trans-
former.

Examine the picture tube filament, verify that it is on.
Listen for the sound of the horizontal oscillatorflyback
(a high pitched squeal)

e wirng dia-

l_mpo_rtanr Nora:_ Any t...r'aurhr:.lr

repair will void your v

Refer to the Leland C 'p.varrora
Limited Warranly slalement at the
back of this manual for restric-
tions and or fim
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Video Alignment Screens

The piclure 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
fellowing adjustment screens can
make a big difference in revenues.
Use all three screens 1o adjust your
picture and then go o the Back-
ground Screens section to make the
game look “rich.”

Cross Hatch Screen

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

The four “x* marks will be in the
screen comers when vertical and
horizontal size and position adjust-
ments are corect.

If the crosshatch squares are rec-
tangular, use the size controls to
make them square, then the position
adjusiments to put the *x's in the
corners,

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

Use the red cutoff control 1o adjust
the red color bar to the same inten-
sity as the green color bar.

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

Adjust the red and green drive
controls slightly to make the while
blocks white,
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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-
calion. 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 locking
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 lo the condition
of your cashbox. When used in
conjunclion with the Bookkeeping
section of the Diagnostics package
the Game Set-up function will keep
your game on the top of your eam-
ers lisl. The coins-per-credil sel-
tings range from 1 coin/1 credit to
20 coins/20 credits. Game play
time can be adjusted from 110 4
minutes in 30 second increments.
Difficulty level range is 1 1o 8. Use
*Join® button to move highlight to
desired function, use the "Select’
button Lo step through choices.



5 you know how well
(you've done in setting r game
for maximum eaming power.

RESET GAME STATIETICS

ERASE WAL OF FAME O EXIT

Artificial Intelligence 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

PRESS SELECT BUTTON T8 BOT




Cabinet Wiring Diagram

AC Power DC Power

108 - 132 VAC +5VDC @ 11A

2.5 A Max +12VDC @ 2A
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AC Power Enclosure Wiring Diagram

Connector
AC1

AC Filter

Ground brald to %
metal paris Line Cord Plugs Into AC
Filter Receptical

fuse only



Playe Con rol Wiring
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J1 Connector
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Male Molex Connectors
Typical Pin-Out
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See main board layout for board
connector locations



Speaker, Switches Wiring Diagram

J1-160—— Red

SPK1  SPK2 SPK3 SPK4
NFFO- Black Black [ 2]
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+
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Wiring Diagrams
DC Power
Dc1 pec2
J1-C o—— Red 1) 7 +5VDC
J1-A 0——— Black [ 2] 2 Ground
11 o—— Black ——{5| [5}—— Ground g
e 1o switching
7 power supply
J1-8 0— Black ——{8] |8 Ground terminals
J1-4 O—— Red 10] 1o +5VDC
J1-2 O—— Black — k] Ground
J1-6 B—— Orange 12) +12VDC
Video
vID1 WVID2 M2 (1o monitor)

Video {Rad)
J1-18g——— Green Videa (Grean)
J1-17 g— Blue Videa {Bius) _ M1 (to monitor)

J1:21 O Gray
J1-20 0——— White
J1-22 0—— Black [

)

Videa {H Syme - Neg)
Vides (¥ Syne - Nag)

Ground
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lustrated Parts List {cont'd)

volume control harme
A-301-00126-00






