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PS1, PS2, PS3 and PS4 are read by the MPU on DBO0-DB?7.
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The game option switches are read by the MPU when SWRD (Switch Read SWRD D3 qi%g P3 ;: 2 | J20
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analysis. The clock signal and slope for each
signature is located on the schematic sheet above
the signal. Note the example below:
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dicate C6C3.

If the ADDRESS/SIGNATURE display is incorrect,
press TESTER RESET. If the display is still incorrect,
return to step 2 and check the Cat™ Box connections
to the game PCB.

9) Connect the data probe supplied with the CAT™ Box
to the DATA PROBE, DATA BNC. The data probe has
a black alligator clip attached to it. Connect this
alligator clip to a ground lug on the PCB.

The Warlords™ game PCB is now set up to provide proper
signatures.

P9. The circuit is addressed by the MPU on AB0-AB2 and written by the MPU
on data line DB7. When the input to a driver is clocked high, its collector goes
low grounding the return of the coin counter in the coin door.




