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WARRANTY 

Seller warrants that its printed circuit boards and parts thereon are free from 
defects in material and workmanship under normal use and service for a 
period of ninety (90) days from date of shipment. Seller warrants that its televi­ 
sion monitors are free from defects in material and workmanship under nor­ 
mal use and service for a period of thirty (30) days from date of shipment. None 
of the Seller's other products or parts thereof are warranted. 

If the products described in this manual fail to conform to this warranty, Sell­ 
er's sole liability shall be, at its option, to repair, replace, or credit Buyer's 
account for such products which are returned to Seller during said warranty 
period, provided: 

(a) Seller is promptly notified in writing upon discovery by Buyer that said 
products are defective; 

(b) Such products are returned prepaid to Seller's plant; and 

(c) Seller's examination of said products discloses to Seller's satisfaction 
that such alleged defects existed and were not caused by accident, misuse, 
neglect, alteration, improper repair, installation or improper testing. 

In no event shall Seller be liable for loss of profits, loss of use, incidental or 
consequential damages. 

EXCEPT FOR ANY EXPRESS WARRANTY SET FORTH IN A WRITTEN CONTRACT 
BETWEEN SELLER AND BUYER WHICH CONTRACT SUPERSEDES THE TERMS 
OF THIS ORDER, THIS WARRANTY IS EXPRESSED IN LIEU OF ALL OTHER 
WARRANTIES EXPRESSED OR IMPLIED, INCLUDING THE IMPLIED WARRAN­ 
TIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
AND OF ALL OTHER OBLIGATIONS OR LIABILITIES ON THE SELLER'S PART, 
AND IT NEITHER ASSUMES NOR AUTHORIZES ANY OTHER PERSON TO AS­ 
SUME FOR THE SELLER ANY OTHER LIABILITIES IN CONNECTION WITH THE 
SALE OF PRODUCTS UNDER THIS ORDER. 

fas«ors ,h!} sacssosea.)- 
Innovative 
leisure 

This document is and contains confidential trade secret information of Atari, 
Inc. 

This document is loaned under confidential custody for the sole purpose of 
operation, maintenance or repair of Atari equipment and may not be used by 
or disclosed to any person for any other purpose whatever, and remains the 
property of Atari, Inc. 

Neither it nor the information it contains may be reproduced, used, or dis­ 
closed to persons not having a need to know consistent with the purpose of 
the loan, without written consent of Atari, Inc. • 
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0 I. INTRODUCTION 

1.1 PHYSICAL DESCRIPTION OF GAME 

Atari's "Cops 'N Robbers" is a car chase video 
action game for 1, 2, 3 or 4 players. The game is 
packaged in its own distinctively-styled upright 
cabinet that rests directly on the floor. Deep inside 
the cabinet a 23-inch black-and-white TV monitor is 
mounted with its picture tube facing a mirror. The 
players stand in front, looking at the TV picture re­ 
flected at them by the mirror. Four sets of player 
controls, one for each player, are provided on the 
front side of the cabinet. The leftmost set is for the 
leftmost car in the TV picture, and the rightmost set 
is for the rightmost car. Each set consists of a foot­ 
operated gas pedal and a hand-operated pistol grip 
and trigger. Two backlighted start push buttons are 
also mounted on the front of the cabinet. (Drawing 
number A005590 in Section Vil of this manual shows 
an external view of the cabinet, and drawing number 
A005604 shows the locations of the start switches 
alongside the gun control levers.) Several strips of 

• 
colored transparent material are affixed to the TV 
picture tube. During game operation these strips fil­ 
ter the white light emitted from the TV tube so that 
certain portions of the TV picture will appear high­ 
lighted in color. (Drawing number A005726 shows 
details of these strips.) 

Two identical coin mechanisms are mounted 
below the gun control levers, at the center of the 
cabinet's front side. The coin mechanisms accept 
quarters only and are connected so that deposit of 
coins in either one can initiate game plays. The Cops 
'N Robbers game has an owner/operator option that 
allows selection at the game site of any one of four 
choices for the cost per play sequence. The cash box 
is located behind a locked access door to the com 
mechanisms. Two speakers are mounted inside the 
cabinet, one alongside each coin mechanism. Dur­ 
ing play the speakers produce a variety of sounds 
that add to the game excitement. 

1.2 SUMMARY OF GAME PLAY 

In Cops 'N Robbers the players drive cars along 
parallel, double-lane roadways that appear on each 
side of the TV picture. The players see the cops, m 
either one or two cars, on the left, and the robbers, 
also in either one or two cars, on the right. Each 

• 
player controls one car and each car has a machine 
gun barrel that protrudes from the side facing the 

opponents. The objective in the game is to build up 
score points by shooting bullets into the opponent 
cars. 

By pushing his or her gun control lever back and 
forth, a player can cause the gun barrel on that car to 
swing to any one of seven angular positions, all of 
which point in the direction of the opponents. By 
squeezing the trigger, located near the top of the 
gun control lever, a player causes bullets to be fired 
from the gun's barrel. By stepping all the way down 
on the gas pedal a player causes that car to move 
upwards along the roadway, from the bottom of the 
picture toward the top. And by releasing the gas 
pedal a player causes that car to drop back toward 
the bottom of the picture. 

Besides the car and bullet movements just de­ 
scribed, the player's illusion of a car chase is further 
enhanced by having the dotted-line center divider 
strips along each roadway simultaneously move 
from top toward bottom in the picture, and by hav­ 
ing one or more beer trucks independently move 
along the center of the picture, starting from the 
bottom and going on off the top. 

A bullet hitting a car causes that car to roll into a 
skid/screech motion followed by a crash motion, 
and finally to disappear off the bottom of the pic­ 
ture. One score point is awarded for each hit made 
on an opponent car. The accumulated cops score 
and robbers score are continuously displayed near 
the top of the picture. There are no restrictions on 
the total number of bullets fired, but generally the 
previous bullet must travel off the screen or hit an 
object before a new bullet can be fired. 

After a car has been hit and has disappeared 
from the TV picture, by stepping all the way down 
on the gas pedal that player can cause the car to 
reappear at some random position along the road­ 
way. The car then resumes the game play. 

A numerical display of remaining game time ap­ 
pears near the bottom of the picture throughout 
game play. The number displayed is periodically de­ 
cremented by one count. When the display reaches 
zero it means that all the game time has elapsed and 
the play sequence then ends. The Cops 'N Robbers 
game features an owner/operator option that allows 



select ion at the game site of any one of four fixed 
game times. 

The fo llow ing sounds are produced by the 
speakers during a play sequence. Fo r the cop cars 
the left speaker produces a motor id le sound when a 
gas pedal is released and a motor accelerating sound 
when a gas pedal is depressed all the way down. The 
right speaker produces corresponding motor 

sounds fo r the robber cars. Both speakers simul­ 
taneously produce these other game sounds: a gun- 
fire sound whenever a bullet is fired, a zing sound • 
whenever a bullet ricochets, and a screech and crash 
sound whenever any car is hit by a bullet. 

Section Il l of this manual gives additional details 
about the game play and about the two owner/ 
operator options. 

• 

• 



II. SPECIFICATIONS 

2.1 GENERAL Power Interrupt 
Switch: 

Cabinet Dimensions: 

TV Monitor: 

Coin Mechanisms: 

Cash Box: 

Power Cord: 

• 2.2 ELECTRICAL 
Power Requirement: 

Fusing: 

Height 68%4 inches, Width 
41 inches Depth 30 inches. 
Motorola Model XM701, 
black-and-white, with 23- 
inch screen. 
Two identical mechanisms 
that operate in parallel; ac­ 
cept quarters. 
Removable; located behind 
locked access door to coin 
mechanism assembly. 
Approximately 6 ft. long, ex­ 
tending from bottom rear 
of cabinet and having 
grounded three-prong plug 
for conventional wall out­ 
lets. 

Game uses conventional 
wall outlet providing 60 
cycle AC (60 Hz, single 
phase) at 110 volts; power 
consumption rated at 112 
watts. 
All fuses located inside 
cabinet; TV monitor has two 
1-amp fuses and remainder 
of game is protected by a 
5-amp slow-blow fuse. 

This is a safety switch lo­ 
cated inside the cabinet. 
It interrupts AC power to the 
game whenever the rear ac­ 
cess door is unlocked and 
opened. 

2.3 ENVIRONMENTAL 

Operating and Storage from 32°F to 120°F (ambient 
Temperature Range: temperature) 
Relative Humidity: from 0% to 80% without con­ 

densation 

2.4 OWNER/OPERATOR OPTIONS FOR 
STRUCTURING OF PLAY 

• Cost of Game Play: adjustable for any of four cost 
choices, from the least expensive one game per 
coin (up to four players) choice to the most ex­ 
pensive two coins per player choice. 

• Game Time: Adjustable for any of four fixed time 
choices, from a minimum of approximately one 
minute to a maximum of approximately three 
minutes. 

2.5 ACCESSORIES AVAILABLE ON 
SEPARATE ORDER 
Video Probe: order from Atari, Inc. 
Universal Test Fixture: order from Atari, Inc., 

catalog no. TF-101 

·• 
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0 Ill. THEORY OF OPERATION 

3.1 FUNCTIONAL DESCRIPTION OF 
GAME I 

The block diagram in Figure 3-1 shows the major 
functional parts of the Cops 'N Robbers game and 

their interconnections. Note that the digital printed 
circuit board sends a composite video signal to the 
TV monitor, but that the audio signals to the speak­ 
ers come from the audio and switch matrix board. 
No audio signals are produced by the TV monitor. 

• 

··• 
Figure 3-1 Functional Block Diagram of Cops 'N Robbers Game 



3.2 GENERAL INFORMATION 

The general information about the Cops 'N 
Robbers game given here provides a background for 
understanding the Installation Instructions in Sec­ 
tion IV of this manual, and the description of game 
operation in paragraphs 3.3 and 3.4. 

3.2.1 ENERGIZING THE GAME: The Cops 'N Rob­ 
bers game does not have an external "Power On" 
switch. Instead the game is energized as soon as the 
power cord is plugged into an active AC wall outlet. 
This outlet must provide the AC power listed in the 
Specifications (Section II of this manual). 

3.3.2 TV MONITOR: The game's TV monitor is a 
self-contained transistorized television monitor 
supplied to Atari by Motorola. Because the compos­ 
ite video signal sent to the monitor by the game 
control circuitry differs in certain important respects 

from the signal derived from commercial TV broad· 
casts, the picture appearing on the screen is unlike 
that of a home TV set and the monitor does not • 
produce any sound. • 

3.2.3 PICTURE SEEN BY PLAYERS: The game's 
composite video signal is constructed to produce 
only two video levels (white and black), instead of 
the more or less continuous shades of gray seen on 
a home TV screen. Figure 3-2 shows a typical picture 
that players would see during a play sequence and 
identifies the objects in it. The picture produced at 
the face of the TV tube is a mirror reversal of that 
shown in the figure. Note that the top view of a car is 
shown when it is capable of moving and firing bul- 
lets, but that side views are shown when it is in 
skid/screech motion and in crash motion. Certain 
messages written in alphanumeric characters can 
also appear on the TV picture from time to time dur- 
ing game operation. 

beer truck 

roadway 
center 
divider 

elapsed time display 

bullet 

NOTE: Not drawn to scale 

• 

Figure 3-2 Typical Picture During a Play Sequence • 



3.3.2 ATTRACT MODE: Figure 3-3 shows a typical 
picture that players would see after completion of a 
play sequence in the play mode. Just after initial ap­ 
plication of AC power, the picture in the attract 
mode may vary somewhat from that shown in the 
figure. Also the message line about the cost of game 
play will be determined by which of the four cost 
choices has been made. The cops score and the 
robbers score from the previous play sequence will 
continue to be displayed throughout the sub­ 
sequent attract mode. No sounds will be produced, 
but the cars will be in motion and firing bullets, 
under automatic control of the game's internal cir­ 
cuitry. The beer truck (or trucks) will also be moving 
upwards along the center of the picture. However, 
any hits made on cars will not affect the scores 
shown during the attract mode. 

The lamps behind both start push button do not 
light during the attract mode, and all player controls 
are disabled so that operating them produces no 
response from the game. 

3.3 GAME SEQUENCE 

3.3.1 OPERATING MODES: During use the Cops 
'N Robbers game can be described as operating in 
either of two modes, attract or play. Plugging the 
power cord into an active AC outlet energizes the 
game and it starts out in the attract mode. The game 
remains in the attract mode until a player deposits a 
coin and the coin clears the coin mechanism, at 
which point a signal derived from the coin 
mechanism causes the game to go into the play 
mode. The game remains in the play mode until the 
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NOTE: The words "GAME OVER" blink on and off. 

Figure 3-3 Typical Picture During Attract Mode 


