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NOTICE RE

NON-ATARI®*PARTS

WARNING

Use of non-Atari parts or modifications of
any Atari game circuilry may adversely af-
fect the safety of your game, and may
cause injury to you and your players.

You may void the game warranty (printed on the inside
back cover of this manual) if you do any of the following:

* Substitute non-Atari parts in the game.

* Modify or alter any circuits in the game by using kits
or parts notsupplied by Atari Games Corporation.

FCC COMPLIANCE

This equipment generates, uses, and can radiate radio fre-
quency energy, and if not installed and used in accor-
dance with the instruction manual, may cause interfer-
ence to radio communications. It has been tested and
found to comply with the limits for a Class A computing
device pursuant to Subpart J of Part 15 of Federal Com-
munications Commission (FCC) Rules, which are de-
signed to provide reasonable protection against such in-
terference when operated in a commercial environment.
Operation of this equipment in a residential area or modi-
fication to this equipment is likely to cause interference,
in which case the user, at his own expense, will be re-
quired to take whatever measures may be required to
correct the interference. If you suspect interference from
an Atari game at your location, check the following:

¢ All ground wires in the game are properly connected
as shown in the game wiring diagram.

* The power cord is properly plugged into a grounded
three-wire outlet.

¢ On games provided with an Electromagnetic Interfer-
ence (EMI) ground plane, be sure that the game print-
ed-circuit boards (PCBs) are properly installed on the
EMI ground plane and that the end board is securely
installed with all screws in place and tightened.

If you are still unable to solve the interference problem,
please contact Customer Service at Atari Games Corpora-
tion. See the inside front cover of this manual for service
in your area.




Authentic COPS
merchandise available for
special promotions and
redemption prizes.

Call Atari Games Customer Service at
(408) 434-3950 to place your order.

Use the ticket dispensing option on COPS
and redeem COPS merchandise!
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SAFETY SUMMARY

The following safety precautions apply to ail game oper-
ators 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-
til 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 rec-
ommend you hire a licensed electrician to install a
three-wire grounded outlet.

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 veltage re-
quirements are listed in the first chapter of this
manual.

Disconnect Power During Repairs. To avoid electri-
cal shock, disconnect the game from the AC power be-
fore removing or repairing any part of the game. If
you remove or repair the video display, be very careful
to avoid electrical shock. High voltages continue to ex-
ist even after power is disconnected in the display cir-
cuitry and the cathode-ray tubes (CRTs). Do not touch
the internal parts of the display with your hands or
with metal objects! Always discharge the high voltage
from the CRTs before servicing them. Do this after you
disconnect them 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 min-
utes and do this again,

Use Only Atari Parts. To maintain the safety of your
Atari 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.

iv

Handle the CRTs With Care. If you drop a CRT and
it breaks, it may implode! Shattered glass from the im-
plosion can fly six feet or more.

Use the Proper Fuses. To avoid electrical shock, use
replacement fuses which are specified in the parts list
for this game. Replacement fuses must match those re-
placed in fuse type, voltage rating, and current rating.
In addition, the fuse cover must be in place during
game operation.

CAUTION

Properly Attach All Connectors. Make sure that the
connectors on each printed circuit board (PCB) are
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 power (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 fluorescent
line ballast transformer will overheat and cause a po-
tential fire hazard. Check the product identification la-
bel on your machine for the line frequency required.

ABOUT NOTES, CAUTIONS, AND
WARNINGS

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

NOTE — A highlighted piece of information.
CAUTION — Equipment and/or parts can be damaged
or destroyed if instructions are not followed. You will
void the warranty on Atari printed-circuit boards, parts
thereon, and video displays if equipment or parts are
damaged or destroyed due to failure of following in-
structions.

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

Précautions de’Emploi Générales m




INTRODUCTION % COPS OPERATOR'S MANUAL

CONTENTS

1 Set-Up

How to Use This Manual . .................. 1-1
Operatingthe Game . .. .................... 1-2
Installation. . . ....... ... ... ... ... ... ... 1-2
Special Precautions . . .................. 1-2
Special Disassembly. . ... ............... 1-2
Inspectingthe Game . ..................... 1-3
Disc Installation and Handling . .............. 1-3
Unpackingthe Discs . .................. 1-3
Laser Disc Installation .................. 1-3
CD-ROM Disc Installation. . .. ............ 14
Laser DiscPlayer. . .................... 14
Handling LaserDises . .. ................ 1-4
Startup Messages . ... ....cv vt innn 14
Filteringand Cooling . . .................... 14
Controls and Switch Locations . .............. 1-5
Power On/Off Switch. . . ................ 1.5
Volume Control . .. .................... 1-5
Self-Test Switches. . ... ................. 1-5
CoinCounter................cvvuunnn. 15
Ticket Dispenser . . . ................... 1-5
Setting the Coin and Game Options . . ......... 15
GamePlay. ... ... .. ... ... 1-5
Introduction ......... ... ............. 1-5
Game PlayHints .. .. .................. 1-5
Game — Prolonging Life . .. ............. 1-5

2 Self-Test Modes

Introduction. . .. ..... . ..ottt 2-1
SelfTest Modes . .. ....... ... c.iruuununs 2-2
Test Ment . .......ov it iie e, 2-2
lampTest. ... ... ... ... ... . ... ... 2-2
Laser DiscPlayer Test . ................. 2-2
Ticket Test, . . . ... ....civiier i 2-2
CoinMeterTest . ...................... 2.2
Display Test . . .. ..., 2-3
Shake Motor Test. .. ................... 2-3
AudioTest. . ......... i 2-3
DAC/SteerTest. . .......covuunoo ... 2-3
SwitchTest ............¢c00iiiinnn.. 2-3
SetupMenu ............... ... . i, 2-3
AdjustCenter ... ..., ... . ....iviennn. 2-3
SetDifficulty. ............. ... ... 2-3
SetDemoSound ...................... 2-3
vi

AdjustVolume ............c..cvunnnnn. 2-3
GUD SEMP. . v v it 24
MonitorSetup . ... ..... ... 24
Credit OptiOnS . . . ... ..ottt it i inenans 24
SetPrice/Play . ..., 24
Discount.............oviiiunnrnennn 24
Display . . ... .. ... .. . e 24
TicketOption .............. ... .. 2-4
PromoItems .............¢cccuuvnnnnn. 24
Free PlayOptions . .................... 24

3 Troubleshooting &

Maintenance
Introduction. . .. ....... ... ... .. 31
Maintenance Procedures. . . .. ... ... . . oo 3-3
Introduction ......................... 33
Cleaning Procedure for Coin Mechanisms. ... 3-3
Troubleshooting Procedures. . .. ............. 33
RepairProcedures .. ..............cvvunnn 33
Introduction . .......... .. ... ... .., 33
Speakers . .. ... ... ... i 33
Attraction Panel LightBultb . ... ........... 34
System Logic Assemblies .. .............. 3-4
VideoDisplay ................. ..o ... 3-4
laser DiscPlayer. .. ................... 35

4 Parts llustrations

Part Ordering Information .. ................ 41
For figure and page numbers, see the list of
illustrations that follows.

5 Wiring Diagrams
Introduction. . .. ... ... ... ... .. ... ... 5-1

For figure and page numbers, see the list of
illustrations that follows.

Warranty

Inside back cover

EE N R BN IS I I B BN B B B B e B e 6




N N E BN BN BN B A R B BN B BN B O W "W =

Cops OPERATOR'S MANUAL € INTRODUCTION

ILLUSTRATIONS

Figure 4-1  Cabinet-Mounted Assemblies,

FrontView . .................. 4-2
Figure 4-2  Cabinet-Mounted Assembilies,

RearView............ccco.... 44
Figure 4-3 PCB Shelf Assembly ............ 4-6
Figure 44  Disc Players Shelf Assembly. . .. ... 4-7
Figure 4-5  Over/Under Coin Door Assembly. . . 4-8
Figure -6  Attraction Shield Assembly. ... ... 4-10
Figure 47  Display Shield Assembly ........ 4-11
Figure 48 Foot Pedal Assembly .. ......... 4-12
Figure 49  Control Panel Assembly......... 4-12
Figure 4-10 Fan/Power Bracket Assembly. . . .. 4-13
Figure 4-11 Power Supply Assembly. . ... .. .. 4-14
Figure 5-1  Cops Game Wiring Diagram ... ... 5-2
Figure 5-2  Power Supply Wiring Diagram . . . .. 5-8

Table 1-1

Table 2-1

Table 2-2

Table 3-1

TABLES

Game Specifications . ........... 1-2

Summary of Self-Test Switch

Functions . .. ......... .....-.. 2-2
Game Price Options ............ 2-4
General Troubleshooting . . .. ..... 32

vii

T T




N

CHAPTER

Set-Up

How 10 Ust THIS MANUAL

. HIS MANUAL IS written for operators
and service personnel. It provides in-
A formation for setting up, playing, test-
ing, and maintaining your Cops™ game.

Cops is a one-player game featuring realis-
tic cops-and-robbers drama and state-of-the-
art video animation.

Chapter 1 of this manual con-
tains set-up and game play infor-
mation, ¢ Chapter 2 contains a de-
scription of the test modes and
option settings. The test modes
are important in the Cops game.
Using the tests, you c¢an trouble-

shoot the laser disc player, the

boards, and the controls. You should regularly
do these tests to keep your game in peak con-
dition and at top earnings. ¢ Chapter 3 con-
tains a troubleshooting table, plus mainte-
nance and repair procedures for the game
components. If you have problems with your
game, use this chapter to trouble-

shoot and repair it. Be sure to per-
form the preventive maintenance

tasks to keep your game in good

condition. ¢ Chapter 4 contains
the illustrations and PCB parts
lists. # Chapter 5 contains the

wiring diagrams for the game and

the power supply.
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Operating the Game

To operate your game for maximum income, you
should regularly use the self-test to check the electron-
ics, controls and sound. By using the self-test regularly,
you can find and fix problems immediately. This lets
you keep your game in top condition,

Installation

This game is designed for indoor use only. The game
must NOT be installed outdoors or under the following
conditions:

= In areas directly exposed to sunlight, high humidity,
direct water contact, dust, high heat or extreme
cold.

* In locations that would present an obstacle in the
case of an emergency, i.e., near fire equipment or
emergency exits,

= On an unstable surface or subject to floor or other
vibration.

Special Precautions

* Do not subject the game to excess physical shock
when transporting or moving it. Do not transport
the game with a laser disc or CD-ROM loaded in
the player.

e The cabinet must be grounded with a securely con-
nected grounded plug.

e Be sure to switch the power OFF before replacing
any parts or connecting/disconnecting the electrical
connectors.

* DO NOT attempt to repair the printed-circuit
boards (PCB) yourself. This will void the warranty.
The PCBs contain sensitive components that could
easily be damaged by the small internal voltage of a
multi-meter. Always return the faulty PCB to your
distributor for repair.

» When unplugging the game from the electrical out-
let, grasp the plug, NOT the cable.

» Do not use any fuse that does not meet the speci-
fied rating.

* Make complete connections to all the PCBs and
other parts of the circuit. Insufficient insertion of ICs
and connectors will lead to unreliability and possi-
ble damage to the machine.

» The operating (ambient) temperature range is from
5°Cto35°C

Characteristic Specification

Input Current 3Ampsat 120V
4 Amps at 250 V, slow blow
102 to 132 VAC

Line Fuse Rating

Line Voltage

Temperature 37°1t0100° F (5° t0 38° C)
Humidity Not to exceed 95% relative
Width* 44 inches (111.8cm)
Depth* 86 inches (218.4 cm)
Height* 80 inches {203.2 cm)
Weight* 650 Ibs. (295 kg)
*Unboxed

Table 1-1 Game Specifications

The Cops game has 7 casters and 8 adjustable feet. To
secure the machine in place, all feet must be lowered
(unscrewed) so that the casters are at least 0.2-inch
above the floor.

When transporting or moving the machine, retract the
adjustable feet from the floor so that the weight of the
machine rests on the casters.

When the cabinet is in its new playing position, the
feet should be re-adjusted to secure the machine in
place.

When cleaning the monitor CRT face (which should be
done at regular intervals), use a soft cloth and glass
cleaner. Do not apply solvents such as thinners or
benzene.

Special Disassembly

Because of the unusual size of the Cops game, it may
be necessary to disassemble the game into two sections
so that it can pass through entrances of less than 44"
To do so, unbolt the roll bars. Then, in the coin box,
use a 7/16” wrench inserted through the openings at
the edges of the box. Here you will have access to the
connections to the central connecting plate that holds
the main unit and the seat assembly together. Discon-
nect the harness interconnects.

CAUTION
Do not disassemble or tip the game with
the CD-ROM or laser disc installed. You
could damage the players internally.

Reassemble in the reverse order.

LW
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Inspecting the Game

- WARNING
To avoid electrical shock, do not plug in
the cabinet until it has been properly in-
spected and set up for the line voltage in
your area.

This cabinet should be connected to a grounded, three-
wire outlet only. If you have two-wire outlets, we rec-
ommend that you hire a licensed electrician to install
grounded outlets. Players can receive an electrical
shock if the cabinet is not properly grounded.

Make note of the power consumption when you set up
this game so that you do not overload your electrical
circuit. See Table 1-1 for the power consumption and
the other important specifications of this game.

Inspect your Cops game carefully to ensure that the
game is complete and was delivered to you in good
condition. Inspect the cabinet and seat as follows:

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

2. Open the lower-rear access panels. Unlock and
open the coin door. Inspect the interior of the cabi-
net as follows:

a. Check that all plug-in connectors on the cabinet
harnesses are firmly plugged in. Do not force the
connectors together, The connectors are keyed
so they fit only in the proper orientation. A re-
versed connector can damage a printed-circuit
board (PCB). This will void your warranty.

b. Ensure that all plug-in integrated circuits on each
PCB are firmly plugged into their sockets.

c. Inspect the power cord for any cuts or dents in
the insulation.

d. Inspect the power supply. Make sure that the
correct fuses are installed. Check that the har-
ness is plugged in correctly. Check that the green
ground wires are connected.

e. Inspect other sub-assemblies, such as the video
displays, controls, printed-circuit boards, speak-
ers, laser disc player, and CD player. Make sure
that they are mounted securely and that the
ground wires are connected.

Disc Installation and
Handling

To avoid damage 1o the game, the laser and CD-ROM
discs are not shipped inside their players.

CAUTION

Do not operate the garne right after having
transported it from a cold location directly
to a warm location or in a roorn where the
temperature rises suddenly. Moisture may
condense in the operating section of the
unit.

WAIT FOR 2 HOURS before turning the
power on in the new location, or, to evapo-
rate the moisture rapidly, leave the game
turned on for at least an hour without the
discs loaded. If the game is operated with
moisture condensation, the laser disc play-
er may be damaged.

To install the discs, perform the following steps:

Unpacking the Discs

The factory does not install the CD-ROM disc and laser
disc in their players, to protect the player mechanisms.
Instead, the discs are stored in protective cardboard
sleeves in the left monitor access compartment (as
viewed when you are sitting in the seat),

Remove the two screws that secure the left monitor ac-
cess panel. Open the lock on the panel, and remove
the two discs. Once you have installed the discs, you
should store the cardboard sleeves in this compartment
for future use.

Laser Disc Installation

1. Remove the cabinet’s lower rear cover.
2. Turn on power to the game.

3, Press the open/close button on the right-hand side
of the large laser disc player. The tray will slide out.

4. Pick up the laser disc by its edges (the larger of the
two discs). Place the disc in the tray with the label
“Side One” facing up.

5. Press the open/close button on the laser disc player.

‘2 T e
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CD-ROM Disc Installation

1. Remove the cabinet's lower rear cover.
2. Turn on power to the game.

3. Press the open/close button on the right-hand side
of the small CD player. The tray will slide out.

4. Pick up the CD-ROM disc by its edges (the smaller
of the two discs). Place the disc in the tray with the
label “Side One” facing up.

5. Press the open/close button on the CD-ROM player.

6. If the tray does not open, turn off the power, turn it
back on again, and push the eject button imme-
diately.

Laser Disc Player

The laser disc player is the Model LDP-1450 manufac-
tured by Sony Corporation. This player is an industrial
version designed for long-term reliability and use.
However, problems can occur if the player is subjected
to condensation.

NOTE

The audio and video of the Cops game
CD-ROM and laser disc will not make
sense if played on a standard home audio
CD piayer or laser disc player. (The audio
and video will not be sequential.) However,
you will not damage the discs by playing
them in such equipment.

Handling Laser Discs

Always hold the discs by their edges and keep the
discs clean.

Do not stick paper or tape on the disc surface.

Do not expose the discs to direct sunlight or heat
sources (such as hot air ducts) or leave them in a
parked car in direct sunlight (where they will experi-
ence high temperatures).

Do not use solvents {(such as benzene or thinners) or
commercially available cleaners or anti-static sprays in-
tended for audio discs.

Startup Messages

After turning on the power and loading the discs, you
should see these four messages on the alphanumeric
display:

14

LDCOMO, 1 (laser disc communicate)
cCDCcoM O, 1

CHKSUM 2B6077

(compact disc communicate)

(The exact hexadecimal check-
sum number displayed will dif-
fer, depending on the revision of
the ROM software. However, the
checksum should always stay the
same for one disc. If a checksum
number is not displayed, you
may have a fault.)

INSERT COIN

The music should then begin playing. If these mes-
sages do not appear, you have a problem. See Chapter
3 of this manual for troubleshooting hints.

CAUTION

You can leave the two discs in their players
overnight, if you turn off the power to all
your games each night. However, do not
rmove, disassemble, or tip the Cops game
with the discs still loaded in their players.
You could damage the players internally.

Filtering and Cooling

The Cops game contains an axial fan that provides
cooling and air filtration. The air is drawn from inside
the cabinet and is filtered to prevent coarse dust parti-
cles from entering the cabinet. The air flow also pro-
vides cooling for the electronics and monitor.

After the cool air has entered the cabinet, it is filtered
to remove fine dust particles and is directed towards
the laser disc player on the lower shelf. By drawing fil-
tered air from the lower enclosure (which is only com-
plete when the rear service panel is in place), dust ac-
curnulation inside the laser disc player is kept to a
minimum.

CAUTION

To ensure proper operation of this game,
you should regularly check the condition of
the removable filter mesh. If the mesh has
dust or dirt on it, you should remove it,
wash it in soapy waler, let it dry, and rein-
stafl it
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Controls and Switch
Locations

All the controls are located on the back of the cabinet
or behind the coin doors. The following paragraphs de-
scribe these locations in more detail.

Power On/Off Switch

The power on/off switch is a toggle switch located on
the power entry module, above the cabinet’s lower rear
panel.

Volume Control

There is no volume adjustment knob on any PCB in
this game. Instead, volume is adjusted in the self-test
software. Refer to Chapter 2 of this manual for more
information.

Self-Test Switches

The self-test switches are mounted on a bracket located
on the inside left panel of the game cabinet. To per-
form the self-test, open the upper coin door and acti-
vate the appropriate self-test switches. Please refer to
Chapter 2 of this manual for more information.

Coin Counter

The coin counter is located below the coin box, inside
the coin door.

Ticket Dispenser

A ticket dispenser is optional, and may be purchased
separately. It is not supported by Atari Games. Contact
your distributor for available ticket dispensers.

Setting the Coin and
Game Options

The Cops coin and game options are set in the test
modes. Please refer to Chapter 2 for the recommended
settings a2nd the procedure for setting the options.

Game Play

This section describes the features and play of the Cops
game.

Introduction

Cops is a game featuring video action based on the hit
television series by the same name. Players choose play
options ranging from high-speed car chases to armed
confrontations, all set in Los Angeles,

Cops utilizes a proprietary new stop-motion animation
technique that provides realistic and life-like character
motion. In addition to state-of-the-art graphics, Cops
features an audio system that provides great stereo
sound to punctuate the high-impact game play.

Game Play Hints

Players should follow the instructions shown on the al-
phanumeric display. Cops is programmed for players to
be in a certain part of the lane and to take turns ac-
cordingly. The display will point with arrows if they are
off course. Failure to follow these instructions will
cause players to use fuel more rapidly and may not al-
low them to finish the course on the first coin.

The player’s foot should always be on the gas: the laser
will look slow and jerky if that is not done.

Generally, players should wait for the “bad guys” to
pull their guns and stop running before they can “kili”
them. With the exception of one sequence, only one
shot is necessary (if properly placed) to finish off a bad

guy.
Game Play — Prolonging Life

Player lose a life after sustaining three hits by gunfire.
However, the game then allows one more chance. If
the players experience three more hits, then the game
can be extended by inserting more coins. The number
of coins necessary to keep playing depends upon the
options set in the test modes. Refer to Chapter 2 for fur-
ther instructions.

It does not matter if players start from the shooting or
driving section. However, if players do poorly in the
driving section, they have to coin up again to complete
it. When shooting, they still get another chance.

On the originally shipped laser disc are four driving
scenes (two daytime and two nighttime) and eight
shooting scenes in regular play. At the end is a bonus
nighttime driving scene that players can coin-up as
many times as needed to get through.

The final shooting sequence is three shots only. The
play will end and the players will have to play the en-
tire game to reach that sequence again.

1-5
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) CHAPTER 2

Self-Test Modes

INTRODUCTION

-SE THE COPS™ self-test to
check the condition of the

_ game circuitry and controls.

You will see the self-test information on
the video display and hear the sound
test information through the speakers.
You do not need any additional equip-
ment to perform the self-test. Perform

the self-test when you first set up the

COPS

self-test and explains each of the tests.

game, each time you col-
lect the money, or when

you suspect game prob-

lems. This chapter de-

scribes the screens in the

The screen descriptions and explana-
tions are arranged in the order they ap-

pear in the self-test.
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Self-Test Modes

The game’s self-test switches are located behind the
coin door. They are used to check the different func-
tions of the game. There are three different self-test
modes: Test Menu, Setup Menu, and Credit Options.

* Test Menu checks the different functions of the
game. For example, the display test is used to
check the orange alphanumeric display.

e Set-up Menu initializes game settings such as the
audio level and game difficulty.

* Credit Options Menu sets such options as the num-
ber of coins per play and the free play option.

All tests and adjustments are carried out using the four
pushbutton switches located on a bracket inside the
coin door. Switch A is on top.

Switch A Scrolls up a menu

Switch B Scrolls down a menu

Switch C Executes test, locks in new settings
Service Enters/exits individual tests or the entire

test mode

Table 2-1 Summary of Self-Test Switch
Functions

To enter the self-test mode, press the switch marked
Service once. Press Switch A to scroll to the self-test
menu of your choice. Press Switch C to enter the self-
test menu. Press the Service Switch to exit from the
current menu. Pressing the Service Switch a second
time and holding it for several seconds exits the self-
test mode. This pattern is repeated for all tests and
settings.

Use Switches A and B to scroll up and down the se-
lected self-test menu. Press Switch C to select a menu
option.

Test Menu

Lamp Test

Pressing Switch A causes all display lamps to be light-
ed in sequence. The relevant lamp is identified on the
display. This test is not interruptible: once it has
begun, it must be completed before you will be al-
lowed to proceed to the next test. The following lamps
are lighted in this order:

2-2

Gun activate right

Vest hit 3

Vest hit 2

Gun activate left

Vest hit 1

Damage

Stop

Off Road Right 4

Off Road Right 3
. Off Road Right 2
. Off Road Right 1
12. Off Road Left 4
13. Off Road Left 3
14. Off Road Left 2
15. Off Road Left 1
16. Bullet Lamp 6
17. Bullet Lamp 5
18. Bullet Lamp 4
19. Bullet Lamp 3
20, Bullet Lamp 2
21, Bullet Lamp 1
22. Flash Red
23. Flash Blue
Press Switch A again to exit this test,

Laser Disc Player (LDP) Test

This test checks the laser disc player and provides a
report. This test will automatically sequence through a
series of still frames on the monitor. During this test
the display will read SEARCHING...... x. (The Xis a
digit that changes with each frame.)

W N N ke
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When the test is successfully completed, the display
will read ***PASSED *** Press Switch A to exit this
test.

Ticket Test

Pressing Switch C causes the ticket dispenser (f in-
stalled) to dispense one ticket. If the dispenser is not
working properly (or not installed), the words TICKET
JAMMED will appear on the display. Press Switch A to
exit this test.

Coin Meter Test

Pressing Switch C causes the coin meter to be pulsed
twice. Press Switch A to exit this test.
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Display Test

Pressing Switch C produces %s and Os flashing alter-
nately in each character of the alphanumeric display.
Make sure that each segment lights up. Press Switch A
to exit this test.

Shake Motor Test

Press Switch C to start the shake motor. Press Switch C
again to stop the shake motor. Press Switch A to exit
this test.

CAUTION
Do not test the shake motor for more than
five minutes continuously or you may dam-
age it.

Audio Test

NOTE
The audic boards, the CD player, and the
CD-ROM disc must be installed and con-
nected to the game to perform this test.

Repeatedly pressing Switch A during this test causes
sounds to be produced from all the loudspeakers in
the following order:

CHAN A Tone from the top left speaker; the
volume will go up and down.

CHAN B Static noise from the top right speaker

CHAN C Siren from the lower left speaker

CHAN D Music from the lower right speaker

CHAN LEFT  Tire sounds from the lower left speaker

CHAN RIGHT Tire sounds from the lower right
speaker

CHAN BEEP Beeps from the center speaker
Press Switch C to exit this test.

DAC/Steer Test

Pressing Switch C produces a two-digit code on the
display. Allow the steering wheel to center itself, and
adjust the set steering muiti-turn 5K potentiometer on
the Logic Control board until the display reads 80.
(This pot is located next to the U47 chip.)

The two-digit code should change from 00 to FC when
the steering wheel is rotated from left to right.

Press Switch C to lock in the settings.

NOTE
The Steering Test will not work correctly if
the DAC Set Test has not been successful-
fy completed.

Switch Test

This test checks the coin and gas pedal switches. To
enter this test mode, press Switch C. Each switch
pressed will then be identified on the display. Press
and hold the Service Switch for 3 seconds to exit this
test.

Setup Menu

Adjust Center

Pressing Switch C produces a still picture of a gun tar-
get on the monitor. Press Switch A to move the picture
left, or Switch B to move the picture right. You should
position the target in the center of the screen. Press
Switch C to lock in the new settings. Press Switch A to
exit this test.

Set Difficulty

Pressing Switch C shows the current game difficuity
setting on the display. Press Switch A to step through
the difficulty settings — easy, medium, and difficult.
Press Switch C to lock in the desired setting. Press
Switch A to exit this test.

Set Demo Sound (in Attract Mode)

Pressing Switch C shows you how frequently the at-
tract-mode audio is played. Pressing Switch A toggles
through the settings 1/1 (sound on continuously), 1/2,
1/4, and 1/8 (sound on every 8th attract sequence).
Press Switch C 1o lock in the new setting. Press Switch
A to exit this test.

Adjust Volume

Pressing Switch C shows the current volume setting on
the display. Press Switch B to increase, or Switch A to
decrease, the volume until the desired level is
achieved, Press Switch C to lock in the setting. Press
Switch A to exit this test.

CAUTION
Atari Games’ field testing has shown that
setting the volume too low will cause sub-
stantially reduced earnings.
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Gun Setup

Press Switch C. SHOOT CENTER appears on the video

display.

1. Using the gun, fire at the center cross to check the
sight alignment. The “bullet hole” may appear off-
center,

2. The display changes to TEST AIM. Shoot at an ob-
ject on the screen and check the *bullet hole”
alignment with the target. Estimate the distance and
direction of the shooting error.

3. Press Switch B and aim the gun the same distance
from and in the opposite direction of your estimat-
ed shooting error from the center of the target.

4. Repeat steps 2 and 3 until the shooting error is
minimized.

5. Press Switch C. SET UP COMPLETE appears on the
display.

6. Press Switch A to exit this test.

NOTE

It is normal for the gun to “scatter” a little
when shooting repeatedly at a target.

Monitor Setup

These test screens can be used to adjust the color lev-
els, purity, convergence and focus of the monitor. The
following test screens are provided:

* Red/green/blue/grey color scales
* Vertical and horizontal color bars
* Red/green/blue/white rasters

* White grid pattern

s 5till frames from the laser disc

Use Switch A to sequence through the test screens.
Press Switch C to complete the test. Press Switch A to
exit this test.

Credit Options

Set Price/Play

Pressing Switch C shows the current price per play set-
ting. Repeatedly press Switch A to select the price per
game — the numbers 1 through 8 will appear (repre-
senting the eight initial game options in Table 2-2).
Press Switch C to lock in the setting.

2-4

Discount

This option allows you to discount the price to contin-
ue a game. Pressing Switch A toggles between setting
the discount to continue the game on or off (Yes or
No). Refer to Table 2-2 for the price options available
with the discount set on. Press Switch C to lock in the
desired setting.

Option  Initial Game* Continued Game*
1 25¢ 25¢
2 50¢ 25¢
3v 75¢ 50¢
4 $1.00 50¢
5 $1.25 50¢
6 $1.50 75¢
K $1.75 75¢
8 $2.00 $1.00

v Manufacturer's recommended setting

*If the Discount to Continue option is turned off, then the
Initial Game prices apply to all garmes and you should
ignore the Continued Game column above.

Table 2-2 Game Price Options

Display (USA/Non-USA Coinage)

This option allows you to set the price display to U.S.
coinage {cents) or non-U.S. (British pence) coinage.

Ticket Option

This option lets you set the number of tickets to be
dispensed for every 10,000 points scored, The choices
range from 0 to 9 tickets. Use Switch A to select the
ticket option. Press Switch C to lock in the desired
setting.

Promo Items

This option allows you to display the message Promo-
tional Items are Available at this Location after the tick-
ets are vended. Press Switch A to set this option to yes
or no. Press Switch C 1o lock in the desired setting.
Press Switch C to lock in the desired setting.

Free Play Options

This option allows you 1o set the game for free play
(on or off). Use Switch A to select the free play option.
Press Switch C to lock in the desired setting. Press
Switch A to exit this test.
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INTRODUCTION

| HIS CHAPTER contains maintenance,
troubleshooting and repair proce-

dures for your Cops™ game. The
maintenance section gives information on clean-
ing the parts. The troubleshooting section con-
tains several tables to help determine the source
of a problem and the steps necessary to repair
it. The repair section contains the steps neces-
sary to remove and install the serviceable parts.

Together, these three sec-

tions provide a com-
plete guide to servic-

ing your Cops™ game,
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Problem Suggested Action

Coin Mechanism Problems

LRSS

Check the wiring connections to the coin mechanism.

Check the voltage to the + side of the mechanism.

Test the coin mechanism with the Controls Test screen in the seif-test.
Check the power distribution board fuses.

Gun or Steering Wheel Problems

S W

Use the Test Modes to check the functioning of the gun and steering wheel.
Check the harnesses and connectors.

If you took the control apart, have you reassembled it correctly?

Make sure all the parts of the control are in good order. Repair or replace
parts as needed.

Sound Problems

kA LN

Check the speaker volume setting: make sure the volume isn't zero!

Check the Sound Test in the Test Mode.

Check to make sure that the CD-ROM and laser disc are properly loaded in
their players.

Check the harness connections on the CD-ROM player.

Check the resistance of the speakers for 4 Ohms on all five speakers.

Video Display Problems
Screen is dark

Picture wavers or is too small

Attraction panel does not light

Picture is wavy

Picture is upside down or reversed

Convergence, purity or color problems
Picture is not centered

Only still picture appears

PNEO RN

N - N =

N —

Check to see that the game is plugged in and powered on.

Check the line fuse if no power is present.

Check the display brightness.

Check the soider connections on the line filter and the transformer.
Check the edge connector to the PCB.

Check the harnesses and connectors to the video display PCB.

Check the voltage levels to the video display PCB.

Run through the following checklist. If you answer no to any question, you
have a problem with the video display, not with the game circuitry. In this
case, refer to your video display service manual.

a. Do you have power to the video display?

b. Are the video display’s filaments lit?

c. Do you have the correct voltage to the video display?

Check the voltage levels to the video display PCB.
Check the B+ to the video display. (Refer to the video display manual.)

Check the bulb in the attraction panel.
Check the fuses on the power supply.

Check the connection of the monitor ground wire to the monitor.
Check the connections of the sync inputs.

if you replaced the monitor recently, check the horizontal or vertical yoke
wire connections to the video display. They may be switched.

Use the adjustment procedures in your video display manual.
Use the centering procedures in your video display manual.

The laser disc player is probably not communicating with the Logic PCB.
Check the connection to the laser disc player from the PCB.

Check for a blown fuse on the power supply PCB, and check for 5 Volts at
the laser disc player.

CD-ROM Problems
CD won't eject {tray won't open)

Turn the power off, then on again. Immediately thereafter push the eject
button.

Table 3-1 General Troubleshooting
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Maintenance
Procedures

Introduction

This section describes the maintenance procedures for all
of the major assemblies and components of the game. The
maintenance procedures should be performed regularly.
We recommend every 3—4 months.

WARNING

Before performing any maintenance or
repairs, please observe all of the following
safely precautions:

1. Turn the game’s power off.

2. Unplug the power cord from the electri-
cal socket.

3. Secure loose clothing such as ties and
long sleeves that could get caught with-
in the game. Secure long hair.

4. Remove all metal jewelry such as watch-
es and necklaces that could conduct
electricity from the game's power
sources.

Cleaning Procedure for Coin
Mechanisms

Regular use of the coin mechanism can result in a build-
up of residue and dirt. To clean the coin mechanism, per-
form the following steps (please refer to Figure 4-5 for
detailed part information on the coin door):

1. Open the upper coin door.

2. Open the gate on the door that covers the magnet.
Use the blade of a screwdriver to scrape away any
metal filings that have collected on the magnet.

3. Clean the loose dust and dirt from the coin mechanism
with a lint-free rag or a soft brush.

4. Clean the dirt and residue from the coin path with a
toothbrush. Hot, soapy water may be used to help dis-
solve dirt and residue.

5. Blow out all the loose dirt, and dry the coin mecha-
nism with compressed air.

6. Close the gate on the door covering the magnet.
Then close the upper coin door.

CAUTION
Never lubricate the coin mechanism with oil
or grease.

Troubleshooting
Procedures

You should pinpoint the cause of a malfunction by using
the test procedures described in Chapter 2. Any repairs,
other than minor procedures such as bulb replacement or
filter cleaning, should be referred to qualified service
personnel.

Repair Procedures

Introduction

This section describes the repair procedures for all of the
major assemblies and components of the game. Before
performing any repairs, use the tables in the Trouble-
shooting Procedures section to help discover the source
of the problem. The Maintenance Procedures section can
also be a good starting point for fixing many game prob-
lems before beginning what might be unnecessary repairs.

Speakers

Each game has five speakers: two Bose speakers mount-
ed on each side of the attraction panel, and three speak-
ers mounted at the bottom of the monitor shield. The
speakers provide the music and sounds for the game and
self-tests. Speaker failure can be the cause of distorted or
no sound. To replace the speakers, perform the follow-
ing removal and installation steps:

Replacing Upper Speakers
1. Open the (left or right) side access panel.
2. Disconnect the harness from the speaker.

3. Reach into the opening, and remove the two bolts
securing the Bose speaker to the cabinet.

4. Lift the Bose speaker up from the top of the game.

5. Replace and reinstall the speaker in reverse order.

Replacing Lower Speakers

1. Remove the six screws securing the speaker grille.
Remove the speaker grille by pulling it down and out;
then set it aside.
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2. Remove the four speaker mounting screws, and lift out
the speaker panel.

3. Disconnect the harness from the speaker.

4. Replace and reinstall the speaker in reverse order.

Attraction Panel Light Bulb

To replace the attraction panel light bulb, follow the
removal and installation steps that follow.

1. Remove the two screws securing the service panels on
either side of the attraction screen. Unlock the panel.

2. Attached to the wire harness you will find bayonet-
type bulb holders mounted in holes. Squeeze the
plastic holder with your thumb and forefinger and
withdraw the holder.

3. Remove the bulb from the holder by pulling it straight
out.

4. Install the bulb by inserting it firmly into the holder.
Squeeze the holder as before and replace it in its hole.

System Logic Assemblies

This section describes the repair and maintenance pro-
cedures for the major assemblies and components relat-
ed to the system’s logic and electronics. This includes the
printed-circuit boards (PCBs) and the power supply.
These components are housed in a slide-out drawer
undemeath the rear access panel. We recommend that this
procedure be performed by qualified service personnel
only.

Cops Game PCB Set

The Cops game PCB set is responsible for the display
graphics and game play. Failure of the game PCB set may
result in erratic or no game play. If this is the case, repair
or replace the game PCB set by following the removal and
installation steps below.

1. Make sure the power to the game is turned off.
Unlock the cabinet’s top rear door.

2. Remove the two Phillips-head screws that secure the
rear edge of the PCB shelf to the cabinet.

3. Disconnect the hamess connectors from the game PCB
set. (There are 5 connectors in all.)

4. Carefully slide the shelf that holds the PCB set toward
you, Shelf movement may be hindered by the har-
nesses, If this is the case, disconnect the harnesses.

5. Unfasten the screw and spacer that secure the game
PCB set to the shelf. Remove the game PCB set.

3-4

CAUTION
Before handling static-sensitive components,
properly ground yourself fo remove any stat-
ic charge buildup.

6. Re-install the game PCB set by following the previous
steps in the reverse order.

Power Supply

The power supply is responsible for providing power to
all of the game assemblies that require it. Failure of the
power supply may result in erratic game play or no
power at all. To remove the power supply assembly, per
form the following steps:

WARNING

The power supply can confain high volt-
ages even after the power is turned off. To
avoid injury, observe all of the safety pre-
cautions before working on the power sup-
ply. (Refer to the Introduction in the Mainte-
nance Procedures section.)

1. Unlock and remove the rear door of the cabinet.

2. Disconnect the wiring harnesses from the power
supply.

3. Unfasten the 2 screws that secure the power supply
assembly to the cabinet, and remove the power sup-
ply assembly.

4. Re-install the power supply assembly by following the
previous steps in the reverse order.

CAUTION
Before handling static-sensitive components,
properly ground yourself to remove any stat-
ic charge buildup.

Video Display

The display used is a high-impedance Hantarex Polo 33"
monitor. To repair, replace or make adjustments to this
display, follow the removal and installation steps below.

'
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WARNING

High Vollage
The video display contains lethal high voit-
ages. To avoid injury, do not service this dis-
play until you observe all precautions nec-
essary for working on high-voltage
equipment.

X-Radiation
This video display is designed to minimize
X-radiation. To avoid possible exposure to
soft X-radiation, never modify the high-volt-
age circuitry.

Implosion Hazard

The cathode-ray tube (CRT) may implode if
struck or dropped. The shattered glass from
the tube may cause injury up to six feet
away. Use care when handling the tube and
when removing it from the game cabinet.
Also, wear gloves to protect your hands from
the sheet-metal edges.

L.

Unfasten the 8 square-drive screws that secure the dis-
play shield frame to the cabinet and remove them.
Remove the frame.

Discharge the high-voltage from the cathode-ray tube
(CRT).

NOTE

A label adhered to the video display assem-
bly shows a circuit diagram. When the pow-
er is OFF, this circuit can be used to dis-
charge the high voltage contained in the
CRT fo ground.

a. Secure one end of a solid, 18-gauge wire to a
screwdriver with a well-insulated handle.

b. Secure the other end of the wire to an earth
ground.

c. Briefly touch the blade end of the screwdriver to
the CRT anode by sliding it under the anode cap.

d. Wait 2 minutes and repeat step Zc.

3. Disconnect all of the wire hamesses from the video
display.

4. Unfasten the square-drive screws that secure the light
housing assembly and remove it.

5. Unfasten the square-drive screws that secure the low-
er glass retainer. Remove the display shield and card-
board bezels.

6. Unfasten the 4 flat-washers and nuts that secure the
video display chassis to the cabinet monitor mount-
ing brackets.

7. Remove the video display assembly from the cabinet.
Due to the large size of the display, this procedure may
require two people.

CAUTION

Do not attempt to remove the video display
without its chassis.

8. Install the new video display by following the previ-
ous steps (excluding Step 2) in their reverse order.

9. If necessary, adjust the new video display’s brightness,
size, centering, purity, and convergence according
to the video display service manual.

Laser Disc Player

If the laser disc player is replaced with a new one, you
must be sure to check two items:

« The two RCA plugs must be plugged in as follows:
The black cable plugs into the 2/R jack, and the red
cable plugs into the 1/L jack.

* The small switches on the rear of the
laser disc player must be set as
follows: The 4-position
{baud rate) DIP switch, tog-
gle 4 must be on. Also the
6-position (operational func-
tion) DIP switch, toggle 1
must be on.

[ =kl 0 990 B
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PART ORDERING INFORMATION

| HIS CHAPTER provides informa-

tion you need to order parts for

your game. When you order parts,

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

Games Customer Service

phone numbers are
listed on the inside
front cover of this

manual.
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175014-1050
1/4%, 281" x 625*
Fiat Washer

(5 Piaces)
175017-2025

1/4* Spilit Lock

177000-144 175017-2025 175014-1050 Washer
1/4-20 Hex nut  1/4" Split Lock 1/4%, .281* x 625" (6 Places)
(4 Places) Washer Fiat Washer 177000-144
(4 Places) (4 Places) 1/4-20 Hex Nut
(6 Piaces)
053792-01 A053752-01 053916-01 139035-001 e
Shield Display Display Shield Display 33" Color Raster P
Frame Assembly Bezel Display P

053784-01 72-5520
Upper Monitor 1/4-20 x 1-1/4* Lg.
Bracket Hex Head Screw
{4 Placss)
- e

Pan Head Screw
(5 Places} e
180003-004 -~

Assembly 7 -

#6-32 x 48" Lg. -

Display PCB e e

- - ’
-~
053798-01
Light Plate 053894-01 -
5 &gﬂlmo‘; Alphanumeric \ 7
P! Display Mounting
Hamess Assy. - Plate

170000-103

-7 176015-110

incandescent Lamp " #10 x 58" Lg. X-Rec
(2 Piaces) Tapping Screw e
180003-015 {4 Places) PRl
Weapons Lam -
Deﬁgctor AssF;f ; AO53755-01 | A053754-01
"1 Weapons Lights Foot Pedal
180003-005 Assembly \ Assembl -
Lamp Socket ‘ Y P |
P (2 Places) | .
(2 Places) Io17e015-212 | .
| #10x 34" Lg. o
175014-3040 82-80088 X-Rec Black .
#10, .219" x .5 Black #10-32 x .5 Lg. Black \ Pan Head
Flat Washer  Button Head Screw | Serew
{4 Fiaces) (4 Places} .
175014-3050 82-8520B A053753-01 |
1/4°, 281" x 625" 1/4-20x 1-1/4" Lg. Control Panel —
Black Flal Washer Black Button Head Assembly |
{8 Places) Screw !
(8 Places) |
171093-001
Over/Under
Coin Door Assy.
w/ Cash Box

Figure 4-1 Cabinet-Mounted Assemblies, Front View
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148023-001
4-1/2" Speaker
(2 Places)

148007-001

4-1/2" Shielded :
Center Speaker *

176015-212
#10x 3/4" Lg.
X-Rec Black

Pan Head Screw
(20 Places)
053790-01

_ Front Panel
EE - Grille

Ea

-
053797-01

Light Plate Bracket
(2 Places)

Not Shown:
A053838-1 AD53840-01 A053832-01 AD53847-1 | 053788-01
Lower Speaker Panel  Upper Speakers Control Interconnec! Ribbon Cable | Roll-Ba
Hamess Assembly Hamess Assembly Hamess Assembly Hamess Assembly -Sar
A053838-01 (2 Places) A053836-01 150048-001 82-85208 .
Upper Compartment  ADS3856-01 Coin interconnect 75 Ohm, 72° 1/4-20 x 1-1/4" Lg.
Hamess Assembly Ground Braid Assy. Hamess Assembly Coax Cable w/ BNC g:g':vﬁuﬁon Head
(8 Places)
175014-3050
1/4-20 xfﬁ:-zfg 1/4°, 281" x 625"
Black Carriage Bolt | Black Flat Washer
ol i (8 Places)
(3 Places)

176015-110

#10 x 5/8" Lg. X-Rec
Self-Tapping Screw
(4 Places)

053949-01
Coin-Box |
Side Decal )
(2 Places) ‘

P

053785-01
Rear
Roli-Bar
Plate

il

82-3328 |
1/4-20 x 1-1/4" 178023-007 | X
Hex-Head Screw 3" Swivel | !
{2 Places) Caster : i
175014-3063 (7 Places) | | |
3/3. 408" x 812" 178195-004 ‘ :
Black Zinc Flat Washer  qmo.13x 4" | ‘
1%??9 Long Leveler ! &
8 Pi
3/8-24 Hex Nut (8 Ptaces) |
{2 Placas}
175017-3037
38 Split-Lock Washer
(2 Places)

053893-01
& Cabinet Corner
Trim

(2 Places)
176015110
#10 x 5/8" Lg.

X-Hec Tapping

. Screw
T ® Places)

AD53854-01 ~.

Pushbutton Switch | \ Assembly

(4 Places)
053855-01
Test Bracket 053897-01
180003-009 053953-01 . Tl_Cket
Hoalsler Assy. SelfTest Label 4 Dispenser
053948-01 on Bracket Cover Plate
Holster Spacer AD53835-01 ;ng gl-:] 2
053047-01 Test Hamess Y R Bin LkQ
Holster Spacer Assembly Panelieadc
Bumper 176015110 Screw
180003-008 | #10x 5/8" Lg. X-Rec (6 Piaces)
Optical Gun Assy. Tapping Screw
w/ Cable and Bracket | {2 Places)

Figure 4-1 Cabinet-Mounted Assemblies, Front View
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051024-02
Blue Seat

72-5912
5M16-18 x V4"

Hex Hd. Screw ’,_; h
(6 Places) T

175017208 | &
5/16" Split E
Lock Washer 5
(6 Places)
175014-1056
5/16",

344" x 688"
Flat Washer
(6 Places)

053759-01
Seat Pedestal
82-8328

3/8-24 x

1-3/4" L g. Black
Button Head
Screw

{4 Places)

175014-3063
38", 406" x 812"
Black Fiat Washer

{8 Places)
177000-149
3/8-24 Hex Nut | p
{4 Places)

176020-220
#8x1-1/4" Lg.
Black

LPW Screw

(4 Piaces)
053882-01
Rear Lights
Door

{2 Placas)

7266125
#6 x 3/4" Lg.
X-Rec AB
Pan Head
Screw

(4 Places)

72-5508 175014-1050 053786-01 72-5520
1/4-20x 5"Lg.  1/4", 281" x 625" Speaker 1/4-20x 1-1/4" Lg.
Hex Head Screw Flat Washer Mounting Bracket  Hex Head Screw
(4 Places) (4 Places) (2 Places) {4 Places)
148022-001 175017-2025 175014-1050 176017-2026
4-1/2" Enclosed 1/4" Split Lock 1/4", 281" x 625" 1/4" Split Lock
Speaker Washer Flat Washer Washer
{2 Places) (4 Places) {4 Places) (20 Places)
| 053787-01 175014-3040 82-8008B
Speaker #10, 219 x .5" Blk. #10-32 x .5" Lg. Blk.
Cover Plate Flat Washer Button Head Screw
\ (2 Places) (4 Places) {4 Places)

|

&
j—— [Hantarex Remote

05391201
Upper
Side Panel
Decal
(2 Places)

1™

178265-001
g | 30" L-Style
PCB Stand-off

(4 Places)

171132-001
-— NTSC Decoder |
PCB Assy.
053845-01

Harness Assembly

053911-02
Lower

Right Side
Panel Decal
053911-01
Lower

Leit Side
Panel Decal

ADS53757-01
053759-01 Fan/Power
Wood Cabinet Bracket Assy.
038158-01 176015-110
Product |.D. Label 410 x 5/8° Lg.
049514-01 X-Rec

UL Label Tapping Screw
042452-01 (3 Places)
FBlLabel 053951-02

039450-01 Fuse Replacemeant
FCC Label Waming Label

Figure 4-2 Cabinet-Mounted Assemblles, Rear View
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W

053946-01 176015-110 05389201
Attraction Sign Plax #10 x5/8" Lg. X-Rec Aftraction Panel
72-66125 Tapping Screw 053913-01

#6 x 34" Lg. X-Rec (4 Places) Aftraction Decal
AB Pan Head Screw
{6 Places)

178016-110

#10x 5/8" Lg. X-Rec
Tapping Screw

{3 Ptaces)
053891-01
Attraction Shigid
Retainer

A053909-01
Attraction Shield
Assembly
052952-01
Light Divider
Bezel

A053415-01 178232001 NS
Fluerescent Lamp Flucrescent Lamp
Fixture Assy. Retaining Clip
170003-001 2 Places)
15 Watt, 18" Lg. 176015-110
Fluorescent Lamp  #10 x 5/8" Lg. X-Rec
Tapping Scraw
(2 Placss)
B
P
e ™ | 053881-M1
P g Rear Dispiay
/-/ N Door
- PN S 176197-001
P ~. . Lock and Key
. S ™~ Assy.
Pt I ~. S (5 Places)
/./'/-/ T > o 037332-01
e o ~ ~. ~ Lowverad
- PR ~ . Ny ~ Vent Grille
-~ - ~
PRt ! - S ~. 038086-01
L B - | | ~ - \_\ - - s\:'\at‘:cnk
- | I ~ ~ ‘\'\ =~ Lab&'lng
i o ~ '\_\ > (2 Places)
i gy 176020-220
i \.\ #8x1-1/4"Lg.
. . - Black
| ~. - LPW Screw
i -~ {6 Places)
i .
T~
L 176020-220 -
0537560 . #8x 1-1/4"Lg. ~
o K Black
elf LPW Screw :
~
Assembly {4 Places) g
ADS53758-01
Disc Piayers
Shelf Assy. T g
180003-006 | o v - , 8830
12" Laser Disc ) RN ogaem__ro;
180003-007 Door
CD-ROM Disc

053884-01 .
Rear Lower Door I"‘ E

178395-001
Fan Blade Guard
w/ Filter and Retairrar

Figure 4-2 Cabinet-Mounted Assemblies, Rear View

ADS53750-01 E
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CHAPTER 4 — PARTS ILLUSTRATIONS € CoOPs OPERATOR'S MANUAL

172010-2612 053817-01

M3x 12mmLg.  Audio Board 1760156-112
180003-001 X-Rec. Pan Head Mounting  180003-003 AD53831-01  #10 x 34" Lg. X-Rec.
Power Supply Screw Bracket Cops Audio Main Hamess  Self-Tapping Screw

PCB Assy. {2 Places) (2 Piaces)  PCB Assy. Assembly {3 Piaces)
| 141031-002
25" 1.D. N1ZN
Fetrite Baad
Clamp
72-866125
#6 x 3/4" Lg. X-Rec.
Ab. Pan Head Screw
(12 Fiacas)
177026-0038
P ‘ #B-32 Nut/
e . Washer Assy
178265-001 Y __J_ ‘ (3 Placas)
176015-112 i A053954-01
#10 x 3/4* Lg. X-Rec, I Cops Final Logic .
(10 Places) Self-Tapping Screw .  PCB Assy.

(4 Places)

T

\

|

\

i

A053852-01 !
Power Supply I
Assembly I
|

Fuse Replacement I
Waming Label

30" L-Style

PCB Stand-off A
|
| !
| !
, |
| :
: 053951-01 |
| P
|
|
|
|
|
|

PCB Shelf

—l 053885-01
Panel

Figure 4-3 PCB Shelf Assembly

A053756-01 D
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CoOPS OPERATOR'S MANUAL ¢ CHAPTER 4 — PARTS ILLUSTRATIONS

176015-112

#10 x 3/4" Lg. X-Rec
Pan- Head Screw

(4 Places}

A053848-01

Player Shelf

Hamess Assy.
172025-3204

4-40 x .25" Lg. X-Rec
Pan-Head Screw

{2 Places)

176015-112

#10x 3/4" Lg. X-Rec
Pan Head Screw

(4 Piaces)

171131-001
CD-ROM Drive

172010-2612

M3 x 12mm X-Rec
Pan Head Screw
(4 Places)

053896-01
CD-ROM Drive
Bracket

(2 Places)

053885-01
CD Players Shelf

053895-01
Laser Disc Piayer
Strap

053918-01
Laser Disc Player
Strap Pad

171130-001
Laser Disc Player

053915-01
Laser Disc Player
Pad

e

Figure 4-4 Disc Players Shelf Assembly

AD53758-01 A
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4-8

99-15025 99-15086 g’;;ﬂﬁe
Left Coin Inlet Coin Mechanism W/Pivot & Stud
99-15113
Key Hook |
93-15056 |
Scraw for Bezel |
. -~
99-15096 |
Switch Adjuster | 99-15100
Lamp

991511
Elastic Locknut
99-15132
Snap-cn Sleeve |

99-15130
Snap-on Clip|

99-15133!
Hold Down Bracket

99-15056
Screw for Bezel

99-16128| | g y5027
NutWasher for ™ 0 Rey. Plate

M/S Mounting Screw

1Coin Return Box

199-15056
Screw for Bezel

95-15129
Mounting Stud
(2 places)
99-15051 _|99-15134
Lamp Holder | 4-40-1* Pan-Head Screw
99-16029 | 98-15126
ki M/S Flat-Head
Bracket Mounting Screw

99-15042| | 99-15085
Switch) | Coin Door Hamess

Figure 4-5 Over/lUnder Coin Door Assembly

171093-001

K




CHAPTER 4 — PARTS ILLUSTRATIONS % COPs OPERATOR'S MANUAL

85-15038 | | 99-15038
Bezel for Button | ‘ | Cover
99-15001 through 98-15012 .
Ratum Button Q
: { ' 99-15039

T,

i Bezel for Cover

98-15125
Frame Hinge Screw

99-15052
Spring for Button

-~
-~
. e
./

99-15110
|199-15088 Enclosure
| Clamp

P
99-15135 <

Frame Clamp Screw

99-15116
Upper Door

89-15115
Lower Door

99-15114
Die Cast Frame

199-15111

| Coin Counter

T
|
|

99-15089 19915127
99-15109 ; .
Lock Assy Coin Box nSJI:rteevrv Mounting

Figure 4-5 Over/Under Coin Door Assembly

171093-001
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CHAPTER 4 — PARTS ILLUSTRATIONS % (CoOPs OPERATOR’S MANUAL

053914-01 170000-103 053950-01 180003-005 A053843-01
Silkscreaned  Incandescent Modified Lamp Socket Top Lamps
Attraction Lamp Lightbar (8 Places) Hamess Assy.
Shield {8 Places) Bezel

Figure 4-6 Attraction Shield Assembly
A053909-01 A

410




Cops OPERATOR'S MANUAL 4 CHAPTER 4 — PARTS JLLUSTRATIONS

180003-010
Hit/Fatal
Lamp Deflector !
’ ey ? \

ﬂ‘:;’ A053841-01 A053842-01
a Left Lamps Right Lamps
Harmess Assy. Hamess Assy.
170000-103
Incandescent 180003-005
Lamp Lamp Socket
| 180003011 (21 Places) {21 Places)
| Lett Ot-Road e '7
: Lamp Deflector
Assy. w B

- 3y 180003-013

- NS Ammo
Lamp Deflector
Assy.

180003-012
Right Off-Road

o7 { Lamp Deflector
=7 Assy.

7| 053910:01
——J Silkscreened

| Display Shield

Figure 4-7 Display Shield Assembly

A05375201 B
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CHAPTER 4 — PARTS ILLUSTRATIONS € COP5 OPERATOR'S MANUAL

171125-002
Single Pedal
w/ Switch
Assembly

82-8008B

10-32 x .50" Lg. Black
Button Head Screw
{4 Places)

053784-01
Foot Pedal
Bracket

175014-3040

#10, 219" x .500" Black
Flat Washer

(8 Places)

177040-241

10-32 Polymer Lock
Hex Locknut

(4 Places)

Figure 4-8 Foot Pedal Assembly

A053754-01 A
171123-0002
Steering Wheel 053791-01 053915-01
Assy. w/ Shaker Control Pane!  Instructions Decal
and Hamess

—i / 175014-1050
o — - - 174", 281" x .625" Black

(s Paces) Flat Washer
! (8 Places}

— 177010-244

B2-8520B 1/4-20 Polymer Lock

1/4-20x 1-1/4" Lg. Hex Locknut

Button-Head Screw (4 Places)

{4 Places)

Figure 4-9 Control Panel Assembly
A053753-01 A
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171002-001
110V, 70CFM
Exhaust Fan

1770260038
#8-32 Nut/
Washer Assy
(6 Piaces}

053888-01
Fan/Power
Bracket

A053848-01
Power Entry
Hamess Assy.

~ S

~

Figure 4-10 Fan/Power Bracket Assembly
A053757-01 A

A050347-02
White On/Off
Jumper Assy

A050347-01
Black On/Off
Jumper Assy

171105-002
Power Entry
Module
146008-4022
4.0A, 250V, 3AG
Slow Blow Fuse

178093-001
Fan Guard

172025-3832

#8-32 x 2° Lg. X-Rec
Pan Head Scraw

{4 Places)

413
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CHAPTER 4 — PARTS ILLUSTRATIONS % COPs OPERATOR'S MANUAL

Power Supply Harness Assy. 3A 250V Slow-Blow Fuse Chassis-M Y t
{3 plaoes J 85515"1 F‘Dur)
72-HA48065 72-HA4606S Wirewound Resistor

72-HA%406S

8-32 x .375 Cross-Rec. 037640-01 6-32 x .375 Cross-Rec.
Thread-Forming Screw Power Supply Trread-Forming Screw ::ro x diﬁﬁ:‘;&
(4 placas) Warning Label (2 pliaces) o 2 pla cesg)
142065-001 178225-2203 053944-01
Power Transformer 3-Pos. Fuse Block Power Supply

! Base

o] ] )

ey

/
— —— _f"
——

®

¢

(4—
'
T \-
GN
A041758-01 72-HA4606S
Power Quilet Assy. 6-32 x .375 Cross-Rec. 177026-0038
Thread-Forming Screw 8-32 Nut/Washer Assy.
(2 places) {2 places)
179231-002
2-Position Flat-45-00 72-HA48145 053849-01
Terminat Block 8-32 x .875 Cross-Rec. Power Supply
Thread-Forming Screw Fuses Label
(2 piaces)
131042-001

300V, 12A Single-Phase,
Full-Wave Bridge Rectifier
(2 places)

FLAT SIDE OF SEMIINS., QUICK-CONNECT

FLAT SIDE OF FULLY INS. QUICK-CONNECT

A053850-01
On/OIf Harness Assy.

O

GENERAL REFERENCE DETAIL SHOWING
PROPER PLUGGING OF TERMINAL BLOCK

Figure 4-11 Power Supply Assembly

A033852-01 A
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CHAPTER 5

Wiring Diagrams

INTRODUCTION

: HIS CHAPTER contains the wir-
- ing diagrams for the entire
_ Cops game and its power sup-

ply. The assembly drawings are illustrat-

ed in Chapter 4, Parts Illustrations.
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