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WARNTING

This equipment geverates, uses, and can radiate
radioc freguency ernergy and if wot installed and
used in accordarnce with the instruction manual,
may cause interferernce to radioc communications. It
has beern tested and found to comply with  the
limits for class A computing device pursuant  to
subpart J of part 15 of FCC Rules, which are
desigrned to provide reasonable protection against
such interference wher ooerated in a commercial
envirorment. Operation of this equipment iv &
residential area is likely to cause interferernce
in which case the user at his cwn expense will be
reguired to take whatever measures may be reguired
to correct the interference.
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NOTICE REGARDING THE USE OF NON--CIMEMATRONINS REI_NLEWMENT 2ARTH:

Cimematronics recommends the use of. only Cimematrornics
repnlacing any mal functioning couponent or assembly in the
system. For safety and reliability, Cirematronics does wob reoon-
merid  or authorize any substitute parts or modifications of Cine-
matromnics eguipment. Such alteratiovns may adversely affect [ ame
play, cause serious injury, and vold your warranty. Unauthorized
parts, modifications and rnov—-Cinematronics game conversion Kits
may also void FCC compliance.
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SET-UP PROCEDURE



. et

A. SHIPRPING BOLT REMOVAL

The component drawer of your Cinemat system iz secured durivg
shipment by meanms =of a bolt located at the rear of the component
drawer. (See figure 1)

FIGURE 1



GAME INZBECT ION

1.

[EXS

)

Examire the extericr of the game cabinet for dents,
chips or broken parts,

Irspect the interior of the cabirnet as follows:

a) Check that all plug in connectors are  firmly
seated. Re-plug any conmectors found unplugged.

b Check that all socketed comporents on the main
logic board are firmly seated iv their sockets.

Note the location of the serial rnumber located on a tag
affixed to the back of the cabivet ard the mainw logic
board serial number located rear the lower right-hand
cormer of the board. Please make rnote of these numbers
im the front of this marnual For  easy reference
and mention them whenever yvou call your distributor  oe
Cirematronics for service.



GAME MODULE INSTALLATION
Your WORLD SERIES game module should containm following items:

(1) WORLD SERIES* Marguee lexan Decal
(1) Plexiglass Marguee

(1) Cirvemat I1/0 Expansion Board
(22) ROMs

(1) Custom Chip (Uig0)

(1) 02-04 Custom Chip

(1) Control Parel Assembly

(4) 1 1/2" Carvriage Balts

(4) Washers

(=) 3/8" #10 Nuts

(2) #10 Wingriuts

(1) 40 Piv Ribbon Intercornect Harrness
(1) 10 Pin Power Interconnect Harness

To  install a WORLD SERIES game module and enharcement module  1n
your Cinemat system refer to the following steps:

1) Install the 2& WORLD SERIES eproms in the Cirnemat main logic
board noting the chip locatiorn (MUY riumber) printed on each chip
and referring to Figure Z. Noting the locatiocn of pin 1 of both
the eprom and socket, plug each eprom into the socket indicated.
Be sure all eproms pins are aligned and the eproms are pressed
firmly 1vi place.

) Install the custom chip U120 in the mainm logic board at loca-—
tion UI20 ard the 02-04 custom chip at UB3 making sure Pin 1 of
the chip and Pin 1 of the scocket are aligred.

3) Recheck steps 1 and & for proper parts placement and orient-
ation.

4) Remove the Z-80R microprocessor from location U39 of the mairn
logic board and reinstall it at locaticom ULE of the I/0 exparnsiorn
board. Install the I/0 expansion board as shown in figure 4.

) Locate the -WORLD SERIES control parnel assembly to the CINEMAT
cabinet and attach using the 1 1/8" carriage biolts, washers, and
3/8" ruts provided. Install only the fromt-most bolt, washer, and
nut o each side at this time. See Figure 5.

&) Route the conmtrol parel wiring harress. Locate the three
cormectors labeled PS, J4 and J5 at the ernd of the contral parel
harrness., P1ug conmectors PS o into cormector PS5 located along the

top edge of the maiw logie board. Similarly plug J4 ivto J4 and
JS into J35 of the I1/0 expansion board. Plug the remaiving oW
wires (white and violet) of the control panel harress into ool

nector P4 of the main board as shown in Figure &,

7) Remmove the protective plastic covering fram the marquee plexi.



Now remove the paper backihg from the self-adhesive decal. Attach
the decal to the plexi and ftTrim the excess with & sharp knife or
razor blade. Install the marguee o the cabinet as shown I
Figure 7.

8) Installation of the game module is rnow complete. We suggest
yau now  use the Cinemat system’s on board diagrnostics to check
the game. See the diagrostice section of this manual.

=] RAfter testing the control panel, use the remaining two
carriage bolts, washers arnd wing nuts to secure the control panel.

NOTE = Make sure to attach the ground braid to the control panel
as shown in figure 3. Players may receive an electric shock if
the control panel is rnot properly grounded.

10
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BOOKKEERING / DIAGNOSTIC FUNCTIONS

Yours WORLD SERIES game includes externsive bookkesping and diagno-
stic furctions. These functioms are explained in the Tollowing
chapter. To gair access to the bookkesping and diagriostic section
of your WORLD SERIES game you must fFirvet call up the mainm menu.
CALLING WP THE MAIN MENU

With the pame rurning in the attract mode follow these steps:

1. Press arnd hold the orne player start button while...

i

Pressing and releasing the service button (found inside
the coin door mounted to the top of the coin box).

3. Release the playver orme start button.
The game screen should riow appear as shown in Figure 8. Iristruc—
tioms  for  selecting and entering the listed functions are dis-—
played at the top of the screern with the five selectable options

below them. The game’s software serial riumber is shownm in the
lower right—-hand corrner of the screern.

SELLECTING THE DESIRED FUNLCTION

The orne player start button selects the desired furnctiorn. The
furction  has beern selected wher it’s color changes from red to
vellow. Pressivg the two player start button riow  enters the

selected functicowr. Selecting the RESTART THE GAME fumction
returng the game to rmormal cperation.

MAIN MENU

SELECT FUNCTION WITH ONE PLAYER START BUTTON
ENTER FUNCTION WITH TWO PLAYER START BUTTON

BODKKEEPING

DIAGNOSTICS

GAME SET-—-UP

GAME STATISTICS

INNING DURRTION GRAPHS
ERASE ALL PLAYER STATISTICS

RESTART BAME

FIGURE &



BOOHRKEEPING

The bookkeeping scraen (see figure 2 is displayed wien  that
option is selected and entered from the main merw.

Five lifetime courters are shown. These counters are set to zero

at the factory and are mot resetable by the aperator. The counters
are:

COINS DROPPED MECH 1 — This counter chows the total  rmumber
2f coins that have dropped through the LEFT coin mech.

COINS DROPPED MECH & -~ This counter shows the total rimber
of coins that have dropped through the RIGHT coin mech.

TOTAL COINS DROPPED ~ This is the total mumber  of ocolns
dropped throuwgh BOTH mechs.

SERVICE BUTTON PRESSED — The rwumber of times that the
service button has beern pressed to put credits on the game
is displayed by this counter. Not e s Pressing the service
buttor  to enter the bookkeeping /7 diagrnostic section  does
not effect this counter.

TOTAL CREDITS GIVEN — The total rumber of credits the game

has given in it’s lifetime is shown o this  counter. See
the game set-up options sectiorn of this marnual o

information on settivmg the rumber of coins per credit)

PERIOD AND DOLLAR COUNTERS

Three resetable counters, located to the right of the lifetime
counters  are provided to aid the cperator in tracking the manmes
intake over a period of time. These counters are presernted in two
forms, coing drapped and dollars collected for each coin mech. A
total for both mechs is alsa shown.

RESETTING "HE PERIOD AND DOLLAR COUNTERS

As in the mairn menu, an option is selected by pressing the one
player start buttorm arnd entered or executed pressing the player
tw start buttor. To reset the period and dollar counters i

coin mech 1, press the one playver start buttor urtil the Mmessage
"RESET COIN MECH 1 DOLLARS COLLECTED" is highlighted (turns From
red to yvellow) and then press the player two stari buttorn. The
pericd and dollar counters for mech 2 are reset im  the same
marrmier.




BOOKMKEEPRING, CONTINUED
SETTING COINS/TOKENS PER DDLLAR

To  calculate dollars collected the bookkeeping system  reeds b
krow how many coins/tokens are reguired to make a dollar. Normal-
ly this riumber would be 4 for guarter coeraticon. However, 1T you
aperate  a location where for example & tokens equal one dollar,
the dollar multiolier should be charmged to € =so that the dollars
collected counters will reflect accurately what the pame has

earned. To charge the coin "multiplier” use the player owme start
buttocwm  to highlight the COINS PER DOLLAR messapge for the desired
coin mech  therm use the player two start buttorm  to  change the

multiplier.
EXAMPLE: An  arcade giving 10 tokens per dollar should have
the cooins/tokens per dollar multipliers set as

showrn below:

10 COINS PER DOLLAR COIN MECH i
10 COINS PER DOLLAR COIN MECH &

NOTE: THE COINS PER DOLLAR MULTIPLIER DOES NOT AFFECT THE NUMEER

OF COINS PER CREDIT OR CREDITS PER COIN. SEE THE GAME SET-UR
OPTIONS SECTION OF THIS MANURL FOR THAT INFORMATION.

BOOKKEEPING

SELECT FUNCTION WITH ONE PLAYER START BUTTON
ENTER FUNCTION WITH TWO PLAYER START BUTTON

LIFETIME PERIOD

COINS COINS/DOLLARS
COINS DROPPED MECH 1 Qo 0 $ 0.00
COINS DROPPED MECH 2 O O $ 0.00
TOTAL COINS DROPPED G O % 0.00
SERVICE BUTTON PRESSED 0

TOTALL CREDITS GIVEN

-
'

RESET COIN MECH 1 DOLLARS COLLECTED
RESET COIN MECH 2 DOLLARS COLLECTED-

SET COINS/TOKENS PER DOLLAR=
4 COINS PER DOLLAR COIN MECH 1
4 COINS PER DOLLAR COIN MECH &

RETURM TO MAIN MENU

FIGURE 9
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DIAGNOSTICS

The diagnostic menu 1S dieplaved upon entering diagrostics
the mailn ment. See figure 10.

DIAGNDOSTICS

SELECT FUNCTION WITH ONE PLAYER START BUTTON
ENTER FUNCTION WITH TWO PLAYER START BUTTON

BUTTONS AND CONTROL TEST
PROCESSOR MEMORY TEST
VIDED ALIGNMENT SCREENS
VIDEO MEMORY TEST

VIEW BACKGROUND SCREENS

RETURN TO MAIN MENU

FIGURE 10
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DIAGNOSTICS, CONTINUED

BUTTONS AND CONTROLS TEST

This test allows the ocperator to check the game controls arnd
switches. Pressing & buttorn or activating a control causes  the
descriptiocn of that button or control to tuwen from green to red
o the video screenm and will remain colored red as long as  the
switch comtacts are closed. The word GOOD will appear to  the
right of the control’s description the first time that the switch
contacts claose and will remain on the screen for the duration of
the test. Pressing the player two start or service buttons twice
will end the test and return you to the diagriostic menu.

BUTTONS AND CONTROL TEST
PLEASE PRESS THE FOLLOWING BUTTONS=

1 PLAYER START

=z PLAYER START

MECH 1 COIN BUTTON

MECH 2 COIN BUTTON
Q SERVICE SWITCH

GO BACK BUTTON
EXTRA BASE BUTTON
RAIM BUTTONS

BATTERS JOYSTICK HORIZONTAL=:
BATTERS JOYSTICK VERTICAL=!

PITCHING JOYSTICK HORIZONTAL=!
PITCHING JOYSTICK VERTICAL=!

PRESS PLAYER 2 OR SERVICE SWITCH TWICE TO EXIT

FIGURE 11
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DIAGNOSTICS, CONTINUED

PROCESSOR MEMORY TEST

The processor memory test checks all on—board RAM and PROM memory
with the exception of the videno MemIry. The messapes TESTING
MASTER ROM, TESTING MASTER RAM, TESTING COLOR RAM, TESTING SLAVE
PROM, TESTING SLAVE RAM will each appear on the left side of the
screern as each of those tests are performed.  The result of each
test (good o bad) is displayed aon right side of the screern next
ta the description of that test. In the case of a failure the
location (U riumber) of the suspected part is shown on the scoreer.
See figure 12,

PROCESSOR MEMORY TEST

TESTING MASTER ROM MASTER ROM BAD
CHIP O7 SUSPECT
TESTING MASTER RAM MASTER RAM 500D
TESTING COLOR RAM COLOR RAM 500D
TESTING SLAVE ROM SLAVE ROM GOOD
TESTING SLAVE RAM SLAVE RAM GOOCD

PRESS THE PLAYER TWO START OR SERVICE BUTTON TO EXIT

FIGURE 1&. EXAMPLE OF DISPLAY INDICRTING
CHIP U7 FAILURE
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DIAGNOSTICS, CONTINUED
VIDED ALIGNMENT SCREENS

Three videos aligrment screerns are oprovided to aid inm adiusting
the game’s video mornitor for maximuam pilcture agualitw. Mideo
mxritor  techwical information including adjustmernt instructions
can  be found in your Civemat system marnusal.

The first screen comsists of a white corosshatch patterm (fi _wre
13). This should be used to adiust screenm positian, horizomtal
size, vertical size and focus. Pressing the playver twi start

button advances the display to the next aliogmment soreenm.

The second aligrment screemn is used to adjust the red and greer
intensity. An eight level (0-7) color scale is shown for sach red
and oreer. The monitor should be adjusted so that level zero is
black and ove through sever appear as severn dist act levels. See
figure 14,

The +third alignment screern shows a four level blue :olor scale.
Adjust  the blue intensity so that level zero is black and levels
ane through three show as three distinet levels of  blue. Zight
other colors are also displayed for referevrce, they are from O0-=7:
blue, greer, red, CyYar, magent a, yellow, gray and white. Sse
figure 13.

— ‘\

Figure 13 Video Alignment
Screen 1

23



RED AND GREEN TEST

Figure 14 Video Alignment
Screen 2

BLUE AND MISCELLANEOUS TEST

Figure 25 Video Alignment Qj}ﬂ
Screen 3 :
ol 5
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DIAGNOSTICS, CONTINUID
/ VIDEO MEMORY TEST

The video wmemory test checks the foreground video memory. The
test appears as a series of colored bars moving across Lhe soreen
{figure  16). After gach pass (about 19 seconds) the resualts  aof
the test will be displayed om the scresn. 1T the DaSE Was SUCCES—
sful (all RAMs good) the message "VIDEG RAM CHECKS OH" will be
displayed forr  abour I seconds and the test Wwilil he  repeated.
Pressing the two plaver start button anvtime during the test will
abort  the test and return you to the diagrostic  menu. IFf the
mermary  test fails Lhe messane "VIDED RAM TEST FAILED" will e
displaved along with the location (U rnumber) of the suepect RAM,

In the event that the video error display 1g urnreadable, a series
ot tornes will also indicate the suspect chip (see table below).

i Torne (=) LU3&
o " uas
3 " UZ4
s o U3
5 " U423
s n U4
7 " 47
a ' U4€

Figure 16 Video Memory

225



GAME SET-UR

The game waptiorn set-up secticon allows bthe coeratos to olhanges
Various game opt ions, Hs inm previouws sections, the orme nlayer
start button selects and highlights the desired furction and the .
two clayer start button ertersz or executes the Function.

o ARGt 54

COINS PER CREDIT / CREDITE PER COIN

The coinapge of each mech may be set to reguire multiple coins for
each credit or give multicle credits for each coin. To do this
fzllow the examples helow: (all examples assume i coin=29% cents)

For 25 cent play: 1 COIN FOR
i CREDIT
For 50 cent play: = COINS FOR ) 7
1 CREDIT
Twa plays for 25 certs: 1 COIN FOR
‘ & CREDITS

EXTRA PLAY

An ootion is included to award an extra play for the inmsertisn of
muiltiple coivis before the game is started. Fovy example 1f the
coinage is set as followsi

1 COINM FQOR
I CREDIT
CEXTRE PLAY FOR & CREDITS

The result will be, I ocoin will give 1 oredit and & coins will

give Z credits. Each additiownal coin will add orme credit.

ATTRACT MODE SOUND

This woobtion when selected enables the opame  sounds  during  the
attract mode.

eyl

it
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GAME SET-UP

SELECT FUNCTION WITH ONE PLAYER START BUTTON
ENTER FUNCTION WITH TWO PLAYER START RUTTON

COIN MECH 1

1 COIM FOR

1 CREDIT

NO EXTRA PLAY

e b e

COIN MECH 2

1 COIN FOR

1 CREDIT

NO EXTRA PLAY

TWO PLAYER FOR 1 CREDIT
ATTRACT MODE SOUND

RETURN TO MAIN MENU

i)



GAME STRTISTICS
Game play statistics are provided to aid the ooerator in setting

up his game for maximum profit. See Tigure 17.

The operator may reset the game statistic counters by selecting
the reset pame statistics furctior.

GAME PLAY STATISTICS

SELECT FUNCTION WITH ONE PLAYER START BUTTON
ENTER FUNCTION WITH TWO PLAYER START BUTTON

NUMBER OF ONE PLAYER INNINGS= 0O

PLAYER WINGS= 0O
COMPUTER WINS= 0O

NUMBER OF TWO PLAYER INNINGS= O
COMPLETE GAMES BOUGHT= O

RESET GAME STATISTICS

RETURN TO MAIN MENU

IBURE 17
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INNMING DURATION GRAPHS

Graphs are orovided which indicate the duration oFf cne and LW
player innings. Averane gplay time is also displaved. These oraphs
may be reset by selecting the reset optione located at the botiham
of the scoreern.

INNING DURATION GRAPHS

SELECT FUNCTION WITH ONE PLAYER START BUTTON
ENTER FUNCTION WITH TWO PLAYER START BUTTON

ONE PLAYER INNINGS= AVERAGE TIME= 0:00
0=00—-1=0Q
1=00-1=30
1=31-3=00
3=01-5=00

5=01-10=00
10=01-15=00
15=01—-20=00
20=01—-5=00
£9=01—-30=00
30=01-UP

oReRsNoloNoNoRoNolo)

TWO PLAYER INNINGS= AVERAGE TIME= 0:00
O0=00—-1=00
1=01-3=00
3=01-5=00

5=01-10=00
10=01-15=00
15=01-20=00
20=01-25=00
25=01-30=00Q
30=01-UP

lolisReololcNoNoN ol o)

RESET ONE PLAYER INNINGS AND BAR GRAPHS
RESET TWO PLAYER INNINGS AND BAR GRAPHS

RETURN TO MAIN MENU

G
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ERASE ALl PLAYER STATISTICS

WORLD SERIES will store plaver statistics for 300 plavers in
battery backed-up memory. T clear these statistics select the
ERASE Al PLAYER STATISTICS wmoticon from the mernu  shown  below.
Similarly the top player lists may be erased by selecting that
opt 1o

ERASE ALL PLAYER STATISTICS

SELECT FUNCTION WITH ONE PLAYER START BUTTON
ENTER FUNCTION WITH TWO PLAYER START BUTTON

ERASE ALL STATS ON EXIT? wuv.ce... =« NO
ERASE TOP PLAYER LISTS ON EXIT? ..... NO

RETURN TO MAIN MENU
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FLUORESCENT

LAMP FIXTURE
26-12083-C1

POWER HARNESS
87-14051-01

INTERLOCK

SWITCH

37-10893-01

A.C.LINE
FILTER

£3-12131-01 l

POWER
87-121L43-01

GROUND BRAID
87-1L4059-01

/

SPEAKER HARNESS
87-14050-01

SPEAKER COIN DOCOR
71-1083k4-01 ASSEMBLY
f\ 38.—11702—01
POWER
HARNESS

aat

CORD

n

L3-1270k-01

ISOLATION
TRANSFORMER [

POWER
HARNESS

VIDEO HARN;;;\\\//

87-14053-01

I/0 EXPANSION

POWER HARNESS
&7-1L0k41-01

CINEMAT MAIN LOGIC
PRINTED CIRCUIT ASSEMELY
§1-1217C-01

I/0 EXPANSION
INTERCONNECT HARNESS
87-1bokc-01

33

HARWESS

MONITOR
38-11900-01

CIKEMAT I/C EXPANSION
PRINTED CIRCUIT ASSEMBLY
81-13300-01

CORZROL PAK:EL HARNESS
CINEMAT TAG
PRIKTED CIRCUIT
61-13100-01
POWER SUPPLY
82-1C8L2-50

ASSEMBLY

TAG INTERFA

=
A\

87-1L0€1-0

COIN SERVICE
HARNESS
87-14052-01

GROUND BRAID

CONTROL
PANEL

a3
&L
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WIRE LIST, WORLD SERIES, MAIN LOGIC

Pl
1 /3 b—x N/C - (+5V DC)
2 GREY -H SYNC TO MONITOR
3 [ WHITE -V SYNC TO MONITOR
L B, BLACK . .GROUND TO MONITOR
5 b————— RED RED TO MONITOR
6 Eaam POLARIZING KEY
T /3 GREEN GREEN TO MONITOR
8 3 |} N/C (GROUND)
9 [ p—————— BLUE BLUE TO MCNITOR
10 ——X N/C (GROUND)
P2
1 ——e————— GREY GROUKD 70 SPEAKER
2 WHITE AUDIC TO SPEAKER
P3 I/0 EXPANSION POWER HARNESS (87-1L4041-01)
TO J2 OF MEMORY EXPANSION BOARD
Pk
1 /3 N/C
2 [/ BLACK OR GREEN GROULD COIN SW 1,2;SERVICE
3 [/ VIOLET TWO PLAYER START
4/ ORANGE NORM OPEN COIN SWITCH TWO
5 3 YELLOW NORM OPEN SERVICE SWITCH
S WHITE ONE PLAYER START
7 p—————— BLUE NORNM OPEN COIN SWITCH ONE
8 /3 X N/C
9 /. X N/C
10 ™ —X N/C
PS5
1 /T X N/C
2 = b——————— GRZIEN GROUX CONTROL PANEL GND
3 D GRZY GO BACK
A | p—————— YELLOW (2 WIZES) AIM PITCH
SR — p——————— ELUE EXTRA BASE
6 [ — N/C
T OFEFE3 X N/C
& = 3 N/C
g £ e N/C
1c B> —X N/C
PE NOT USED
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WIRE LIST,

WORLD SERIES,

J1

1 3 RED

2 B RED

3 Eia —X N/C

L POLARIZING KEY

5 D —X N/C

6 BLACK

7T B3 BLACK

8 = X N/C

9 == —x N/C

10 ORANGE

J2 I/0 EXPANSION POWER HARNESS
TO P3 OF MAIN LOGIC BOARD

J3 NOT USED

Jh

1 o GREEN

2 [ ORANGE

3 —X N/C

TS p—mee——— YELLOW

5 3 p——————BROWN

6 — — N/C

(A — VIOLET

8 = Y N/C

9 [ —X N/C

10 BLUE

11 POLARIZING KEY

i2 p———————— GREEN

J5 TAG INTERFACE HARNESS

J6 NOT USED

JTA I/0 EXPANSICN INTERCONNECT

TO U999 OF

MLIN LCGIC BOARD

36

HARNESS

+5 VOLTS

+5 VOLTS

GROUND
GROUND

+25/+12 VOLTS

(87-1Lk0kL1-01)

GROUND
+12V (2 WIRES)

LEFT-RIGHT
UP-DCOWN

UP-DOWN

LEFT-RIGHT

GROUND

(87-14061-01)
T0 J1 OF TAG BOARD (MOUNTED ON CONTROL PANEL)

(87-1LkokC-C1

o

TO
TO

TO
TO

o

o o

AT
LI

A
A

MEMORY AND I/0O EXPANSION

POWER
POWER

POWER
POWER

POWER

SUPPLY
SUPPLY

SUPPLY
SUPPLY

SUPPLY

AT JOYSTICK
& PITCH JYSTHES

JCYSTICK

T JCYSTICK

JOYSTICK

JOYSTICK

CH JOYSTICK




WORLD SERIES
CONTROL PANEL
20-15050-01

PITCHER'S GASKET
23-10401-01

JOYSTICK ADAPTER
PLATE (PITCEEE)
20-15202-C¢C

JOYSTICHK ASSEMBLY
3@—11500;01

37



JOYSTICK ASSEMBLY
38-11500-01

BATTER'S GASKET
23-10Lk02-01

RIGHT ANGLE
JOYSTICK BRACKET
(CINEMAT
CONTROL PANEL)

20-15103-00
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JOYSTICK ASSEMBLY

' 38-11500-01
(>

0 >
BATTER'S GASKET
23-10Lk02-01
O

Z

\

RIGHT ANGLE
JOYSTICK BRACKET
(UNIVERSAL
CONTROL PANEL)
20-170Lk1-01
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