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CREDITS 

Press Start 

One or Two Players 

A ONE PLAYER CliALLEN3E 

A TWO PLAYER RACE 

depending on the rumber of ooins dropped into the coin slot, or the number of 
credits awarded for each coin •• 

6. Press oo.e or two player start and play the game to verify that all screen 
images are displayed as described in Part II c, Game Play Mode. 

If assistance or repairs are necessary, oontact the Exidy's Customer Service 
Department, (800) 538-8402. 

D. ADJUSTMENTS 

l. Power Supply Information and Adjustments 
' . 
All DC Power required to operate FYI is supplied in the Exidy Power Supply 
Module. These supply outputs are as follow: 

+5v DC @ 
-5v DC (Not used)@ 
+12v pc (Hur"; e 
+12v DC (LO) @ 
-12v DC (HI) @ 
-12v DC (Lo) @ 

6 anps 
1 anp 
3 ams 
1 anp 
3 anps 
1 anp 

, 

* (HI) refers to "high current" 
" (Lo) refers to "low current" 

CAUTION: Only certified technicians should neke adjustments on all components 
of FAX™. Only the +5v DC is adjustable. 'lllis nust be adjusted to: 

+5.00v DC +/- .1v 
as neasured on the Main u::>gic PCB near the 6502 Microprocessor (10cation 2A). · 

The following drawing points out the three individual audio adjustments and the 
location of the DIP switch. 'lhe audio boa.rd rides piggyback on the logic board, 
nounted on the back wall of the game. 



4. Visually verify that all the integrated circuit devices (IC' s) plugged into 
sockets are properly seated and that no IC pins are bent or misaligned • 

. . . . 
If you find any damage du.ring. this inspection, file a claim with the carrier. 
Send a complete report of the damage to Exidy Inc. 

I • 

B. INSTALLATION 

Planning the location of the game should involve both physical and electrical 
considerations. Such physical considerations concern the placement of the 
equipment with respect to these clearances: 

Height: 55.50 inches, 140.2 cm. 
Width: 37.25 inches, 94.5 am. 
Depth: 24.00 inches, 61.0 cm. 

An indoor, relatively dust-free environment is necessary, with proper conditions 
required of any electrical device. Electrical considerations include 
availability of an AC outlet with the oorrect voltage and frequency. You should 
oonsider the working space required for technicians and operators including 
access to the rear of the game. 

OOl'E: 
The cabinet rrust be within seven feet of an AC outlet. Be certain that a ground 
jack or terminal is available at the outlet. 

CAUTION±: 
DO NOT remove the AC ground prong from the plug. Doing so voids your warranty ! 

c. PRELIMINARY CHECKOUT PROCEDURE 

After properly installing FAXTM, we suggest following this procedure to check its 
operation: 

l. Connect the AC power plug into the AC outlet. 
I 

2. Once powered up, after five seconds of silence, a quick beep sounding like an 
organ chord, is heard. This is part of the:Exidy Audio Diagoostic Test. A 
single beep indicates all .is well with the audio board. If more than one 
beep is heard, refer to Part II, Automatic Diagnostic Test Mode. 

3. Allow 8-10 seconds to pass for the CRT to warm up. 

4. Observe the IV monitor display. After Exi.dy Diagnostic Test are catpleted 
assure the correct attract mode is present on the screen} as described in Part 
II B, Attract Mode. If the FAXT display is incorrect, contact Exidy's 
CUstaner Service Department. 

5. Insert the appropriate coin or token into each of the ooin slots. The message 
in the attract mode will flash the following lines: 



.. . . 
MASTER VOLUME 

0 

8 POSITION DIP SWITCH 

.. ,, .. 

SPECIAL EFFECTS 
VOLUME 

MUSIC VOLUME 

.. 
t 

3. Operator Selectable Options 

FAXTM Has several switch selectable optioos oontrolled by an 8-position DIP 
switch located on the main logic board at position l6A. This switch is 

# accessible through the left front door of the game. 

FAX™ is shipped with the DIP switch already set for optirrllm dollar return, that 
is 48 seconds game clock 3:12 play time with 36 seconds bonus clock time at l3,000 
point level. Actual game time play for the average player will be aproximately 2 
to 4 times the game clock tirne as the game clock (bot tan of screen) starts and 
stops at various times throughout the play of a garce. 'Ihe gaire clock starts when 
the answer to the first question appears on the screen, and stops when a player 
(both players in a two player game) selects an answer, right or wrong. 'nus 
sequence is repeated for all questions. Should you decide to change the settings, 
you may select any of the following options by setting the proper switches 
acoordingly: 

... • • f 
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a. a>INPJGB Switch •. ·SW:Ltch Switch 
4· s 8 

' 
P/S 1 Coin - 1 Credit 

.. 
OFF OFF OFF 

2 Cbins - 1 Credit OFF ON OFF 

1 Coin - 2 Credits ON OFF OFF 

1 O::>in - 4 Credits ON ON OFF 

1 Coin - 3 Credits OFF N CN 
OR 

2 O::>ins - 7 Credits 
¥ 

1 O::>in in Left Slot- OFF OFF ON 
1 Credit, 1 Coin in 
Right Slot- 5 Credits* 

1 Coin in Left Slot- ON OFF ON 
1 Credit, 1 Coin in 
Right Slot- 4 credits" 

2 Coins in left Slot- CN N CN 
1 Credit,l Coin in 
Right Slot- 3 Credits* 

b. GAME TIMES SWitch SWitch 
Game Approx. Bonus 

. . Clock Tine Play Time Time 6 7 
, 

. I 

:32 2:08 :24 OFF OFF 

F/S 148 3:12 36 CN OPP 

1:04 4:16 :48 OFF ON 

1:12 4:48 104 CN CN 

c. BONUS TIME SW:ltch • SWitch 
(Extra time awarded : 2. •. 3 
when selectable nurrber 
of points are made. Max- . . in1lm of 2). 

8,000 OFF OFF 
• 

F/ 13,000 (If OFF 

- 18,000 OFF N 

25,000 CN CN 

* Requires dual harness. 
F/=factory setting. 
switch 1 is oot used adn should be-off. 



FREEPLAY For those wishing to demonstrate FAXIM, a freeplay mode may be 
achieved by turning switches 2 through 8 oo. 

II. MODES OF OPERATION 

A. AUTOMATIC SELF-TEST MODE 

FAXTM automatically tests the logic data and audio boards on power up. 'lb run the 
Control and Cblor Test, activate the ooin switch while ~ring up. 

You may bypass both diagnostic modes by depressing either the one or two player 
start button while powering up. After 8 seconds of the message "STAND BY 
VERSIOO X", (where X is a nurrber representing the: ·software versioo) the Attract 
Mode appears. • 

•' ... . . 

a. '1he RAM Test 

When FAX'™ is first turned on, a processor and video RAM test are done. If the RAM 
passes, it goes immediately into the EPROM test, without a message indicating it 
passed the RAM test. 

If a RAM chip fails, an attenpt is made to irdicate the RAM dri.p where a failure was 
detected. Since the screen depends on a properly functioning RAM, this 
indication may not be displayed. A failed RAM may be indicated by a digit from0 
to 3 in every position on the screen. The code for these digits is as follows: 

Number RAM chip 
on to check 
Screen on logic 

board 

0 4A,5A (2114) 

1 7B,8B (2114) 

2 9C (6116) 

Nwd:>er 
on 
Screen 

3 

I.ocatioo 
on Plane 
Interface 
board 

Ul (6116) 

The RAM test cycles if the failure is persistent 

.• 

... 

. . .. 



b. The EPRM Test 

If the RAM test passes, the EPROM test begins. The message "PROGRAM EPROM CRC 
TF.ST" first appears on the screen to indicate the FAT program logic Eprans are 
been tested. One by one, "X"'s appear on the screen. Each X indicates half of a 
2732 EPROM, in locations 13A through 6A, on the logic board has passed the 
diagnostic test. Note that each EPROM is represented by two X's. 'lb irxli.cate the 
FAT Questions and Answer Data Epran's are been tested. After 16 X's appear the 
message "DATA EPROM CHECKSUM TEST" appears en the screen. Again X's will appear to 
indicate 2764 EPROMS in locations lC through 8C, 1B through 8B and 1A through BA on 
the MEMORY EXPANSION & I/O BOARD, have passed the diagnostic test. Each EPROM is 
represented by one X with the first X assigned to lC and the last to BA. 

If any failure is detected during the EPROM test, an alpha/numerical digit 
appears instead of "X" with a "BAD EPROM" message. The key for which chip to check 
is as follows: 

DATA EPROM CHECKSUM TFST 

8123456789ABCDEFGHIJKLMN· 

lC 3C SC 7C 1B 3B SB 7B 1A 3A SA 7A 
2C 4C 6C 8C 2B 4B 6B 8B 2A 4A 6A BA 

,• . 
. . 

PROGRAM EPROM CRC TEST 

01 23 45 67 89 AB CD FF 
13A 12A 11A 10A 9A BA 7A 6A 

NOTE± A1l locations may not 
be filled depending on 
the aroount of memory 
required. (I.E. 7A and 
8A are presently enpty. ) 



2. AUDIO DIAGNOSTIC TESTS 

While the Logic Board tests are underway, the Audio board is also being checked. 

Five seconds after power on, one or more quick beeps, like an organ chord, are 
heard. This is part of the Exidy Audio Diagnostic Test. The number of beeps 
that sound indicate different conditions of the Audio board. '!he following code 
is an indication only, of where to first check the Audio Board. Because this 
diagoostic test only evaluates certain components, other circuitry is relied 
upon for the test. Should this other circuitry fail, the diagnostic test nay 
not, then, point directly to the failure. Please use the results of this test as 
a guideline for further troubleshooting. 

The code is as follows: 

0 beep: If no beeps are heard, along with a hum or random notes, this nay 
indicate a failure in 3A and/or 7A, or volume control have been turned 
off. 

1 beep: All audio hardware is OK. However, be sure to check the Attract Mode 
Cycle for a possible message to check the Audio Board. In occasional 
instances, this can occur. The message will further direct you. 

2 beeps: ZERO PAGE RAM failure. Check 6532 RAM I.O. Timer 'Array at location 7B 
on the audio board. : 

3 beeps: (will not occur) 

4 beeps: ROM failure 

5 beeps: INTERRUPT failure. Check 6532 at location 7B. 

In addition, this message appears during the Attract Mode only if the Audio Board 
needs to be checked: 

I • 

., 

"AUDIO COM ERROR! 
or 

"TEST ERROR" 

3. CONTROL AND COLOR DIAGNOSTIC TESTS 

If desired, you may test all player controls and screen colors for monitor 
adjustments To do so, activate either coin switch at power-up. The game then 
enters the Control/Color Test Mode. Ihis mode lasts for 100 seconds to give you 
tine to test and make adjustments. After that, the Attract Mode begins. 

In the Control/Color Test Mode, the screen shows this patterns 

' I 
T 
j - l 
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The grid pattern tests your screen for any distortion or convergence. 

The solid blocks of color (blue, white, green, and red) allow you to adjust the 
color. When either of the player control buttons (one player or two player) or 
coin switches (coin l coin 2) are activated, their name appears below the blue 
box. When any of the lettered answer buttons ("A" through "D" for player l or 2) 
are activated, their name appears below the blue and white boxes. 

« . . 

B. THE ATTRACT MODE 

After FAXI goes through its automatic self-diagnostic test mode on power-up, a 
series of screen displays are shown repeatedly. Ihe first screen identifies the 
game and manufacturer, along with credit information. Ihe second screen gives 
game instructions. The third screen is the dean's list, with the initials and 
scores of the eight highest scoring players . 

- . 



. . .. 
The final screen shows the comparative progress display. The cycle then repeats. 

C. GAME PLAY MODE 

FAX™ is a timed trivia game of multiple choice, YES/NO, and TRUE/FALSE questions 
for either one or two players. Naturally the object of the game is to correctly 
answer as many questions as possible and score as many points as possible. A 
player first selects one of the four categories and the difficulty level ( choice 
of three) • After each question appears on the screen, the possible answers will 
appear directly below. Ihe player only has one chance to answer the question. He 
cannot change is mind once an answer is chosen. The quicker a question is answered 
correctly, the more points are scored. 'lhe game is played until tine runs out. 
Bonus time is awarded for high scores. In a two player game both players play 
sinultaneusly and the first correct answer wins the points. 

D. VANITY MODE 

Anytime a player's score exceeds one of the fifty current high scores, he is 
eligible to enter his initials in the Vanity Table. nly the top eight scores will 
be displayed in the Attract Mode. If both players of a two player game are record 
high scorers, the higher of the two is first invited to enter his initials. To do 
so, he uses the A thru D buttons. Use the "A" or "B" button to run the alphabet 
letters up or down respectively. Once the desired letter appears enter it in by 
depressing either the "C" or "D" buttons. The game will return to the Attract Mode 
either after all the initials have been entered or after approximately 100 
seconds have elapsed. • 
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APPENDIX A: SCHEMATICS 

PAGE I, GAME LOGIC PCB 

l. Master Oscillator (1D} 

Fram this oscillator all dynamic 
operations are derived, such as the 
processor clock, the main element and 
line counters, the shift register 
clocks, as well as all other forms of 
timing signals. 

2. Element (Horizontal) Counters (1C, 
1E, 2E) -- 
These components form the final stages of 
horizontal timing. All operations in 
this game requiring horizontal posi­ 
tioningor timing have their origin here. 
Note that, beginning with signal HCLK 
(£ram Clock Divide Counter 2D), there are 
256 counts prior to setting signal E256 
high. When this signal goes high, it 
indicates that the horizontal blanking 
period is in progress. At this time the 
final counter (lE) is preloaded with a 
higher number than previously loaded. 
This creates a shorter count the second 
time around. The shorter count measures 
the retrace interval. When the retrace 
count is finished, the counter preloads 
with a lower number, establishing a 
longer count sequence again for "real 
time" sweep of the electron beam across 
the face of the CRT. 

. ... 

3. Line (Vertical) Counters (4F, 5F, 
6E) 

These components form the entire 
vertical timing operation starting with 
a clock derived from horizontal timing. 
These counters count 256 times and then 
preload with a higher number, causing a 
shorter count the second time. This 
shorter count measures the vertical 
retrace interval. Note that signal 
L256, when high, indicates vertical 
blanking is in progress. After the 
completion of the vertical retrace 
count, the counters once again preload 
witha lower number. This way they_count 
256 times during the sweep of the 
electron beam down the face of the CRT, 
allowing the horizontal timers to sweep 
one complete horizontal line for each 
count of the vertical counters. 'Thus, 
the electron beam reaches the bottom of 
the CRT, after completing 256 horizontal 
line sweeps. It then begins the ver­ 
tical retrace count, and the whole cycle 
begins anew with the beam starting again 
at the top of the CRT. 

4. Screen RAM Addresses (7D) 

During the time the screen RAM is 
examined by the logic for output to the 
monitor screen, addresses must be 
applied to the screen RAM to count up at a 
rate corresponding to the image cells 
conceptually arranged on the screen in a 
32 x 32 matrix. The counts used here, 4 
from the element counters, and 4 £ran the 
line counters, fulfill this timing 
requirement. The least significant 
element count used (ES) represents an 
interval exactly eight times that of one 
element. 'The least significant line 
count used represents an interval 
exactly eight times that of one 
horizontal line, or eight times a single 
line count. Dividing a 256 element line 
by 8 yields 32, and likewise dividing a 
256 line vertical sweep by 8 yields 32. 
Thus the screen RAM address lines (RAMO 
through RAM9) count at a rate that 
creates 32 horizontal counts and 32 
vertical counts as the electron beam 
sweeps the face of the CRT. This makes 
1024 conceptual "image cells II into which 
can then be inserted images of 8 elements 
by 8 lines. For more information 
concerning these images, refer to the 
text for pages 2 and 3 of the Logic 
Schematics. 

5. Coin Input Decoding (lH) 

Some models of FI contain two separate 
coin inputs for special coinage 
applications. WR gate lH ccxril::>ines 
these separate inputs, making signal 
5INT, which sets the interrupt flip­ 
flop (6E on page 8) when either coin input 
becomes active, thus forcing the 
microprocessor to jump to the interrupt 
service routine. This interrupt driven 
operation prevents ever missing a coin 
when inserted. However, this also means 
that when a game is first powered up, the 
coin input must be inactive. If for sane 
reason the coin input switch is enabled 
at the time of power up, the game comes up 
with test pattern ilustrated in page 9. 

6. Blanking and Video Clocking ( SH) 

Flip-£ lop SH merely combines blanking 
and all other video. 



PAGE '2, GAME LOGIC PCB 

l. Screen controller PRM (6D) 

This PROM controls the direction of data 
flow into and out of the screen RAM and 
character generator RAM. It prevents 
timing errors and buss conflicts, 
assuring that the micrcprocessor . ~ 
write to either the screen or character 
generator RAM, or read back from either. 

2. Screen RAM (7B, 8B) - - 
The screen RAM is comprised of two 1024 x 
4 static RAMs, configured to act as a 
single 1024 x 8 RAM. 'Ibis creates a 
screen matrix of 32 horizontal by 32 
vertical positions. A single byte code 
is stored in each of these positions to 
represent a particular character. 
During "real time" (the time the CRT is 
being swept by the electron beam) these 
character codes address the character 
generator RAM. 

These character codes, when used as 
addresses, are combined with the three 
least significant line counts (Ll, L2, 
IA) to present to the character generator 
output shift register all the necessary 
data to form an 8 element wide by 8 line 
high character on the CRT, located within 
one of the 1024 positions mentioned 
immediately above; that is, the 32 
horizontal by 32 vertical positions. 

The screen, then, is a storage place for 
single byte codes that call up an 8 x8 
character and place it into the 
corresponding character cell. This 
character is stored in the character 
generator RAM, shown on page 3 of the 
schematic. 

3. Character Image Storage 

Shown on this page are two PROMs (9C, 
10C). They could be used as a permanent 
set of characters. However, FIR uses 
RAM instead, to increase the flexibility 
in character manipulation. 'Ibis portion 
of RAM appears on page 3 of the Logic 
schematics. 

4. PROM Power and Signal Selection 
(10B)- 

This Dip Shunt configures the logic for 
different types of PROM devices. For 
FAXTM, however, this Dip Shunt is 
unnecessary due to the fact that RAM has 
been used rather than PROM. 

5. Character Generator OUtput Shift 
Register (12B) 

Video from the character generator 
memory devices (RAM in the case of FIM) 
is formed by this shift register as a byte 
of data that displays one line at a time 
fro left to right on the CRT. This 
ultimately forms an 8 line high by 8 
element wide character positioned on the 
screen according to the time it is 
presented to the shift register. 

Output from this shift register are all 
the images seen on the screen except the 
lower body of the characters climbing the 
ladders. 
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PAGE 3, PLANE INTERFACE BOARD 

Image Storage RAM 

l. Character Generator Image Storage 
RAM and Plane Interface Board (9C, Ul) 

These two RAMs, when used in this 
configuration, act as a 4096 x8 bit RAM. 
The tw::> oolor images placed on the screen 
are stored in this RAM by the 
microprocessor, according to the game 
program. In this RAM images are 
established, altered, shifted slightly, 
and even replaced with a new set, if 
required by the program. 

When called by the logic to do so, the RAM 
presents, to the character generator 
shift register, a single byte, repre­ 
senting one line of a particular image. 
Each image is composed of 8 lines of data, 
each line is one byte-wide. '!bus, 256 
images of 8 x8 bits can be stored here 
simultaneously and "called up" by the 
screen RAM to be displayed on the CRT in 
any of the 1024 character cell positions. 
A single byte axle, stored in the screen 
RAM, calls up a character. 'The 
character may change or move by replacing 
the single byte code in the screen RAM, or 
by altering the data in the character 
generator RAM which forms the image. 
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PAGE 4, GAME LOGIC PCB 

1. me 6502 Microprocessor (2A) 3. Processor Workspace RAM (4A, 5A) 

For detailed information concerning this 
microprocessor, refer to the MOSTEK 
publication, 6500-10A, MCS Micro­ 
computer Family Hardware Manual. •• • 

One feature that should be mentioned 
here, however, is that this micro­ 
processor has "memory mapped I/o". 
This means that all ports interfacing to 
peripherals of any type must be located 
within the normal memory map, with no 
duplication of addresses, since no 
instructions are specifically oriented 
tcMard I/0 operations. 

2. Power-on Reset circuit (connected to 
2 pin a@ ·- 

When power is first applied to a game, a 
particular sequence of events nust occur 
to set up all logic conditions. If this 
sequence is broken for whatever reason, 
the microprocessor may become confused, 
and the game will not start and run. 

This sequence is accomplished when the 
reset line to the microprocessor is the 
last line allowed to reach a "high" logic 
level. The Power-on reset circuit makes 
sure this occurs by utilizing the charge 
time of an RC network as a delay. 

If any kind of power interruption occurs 
during normal game play, the power-on 
reset circuit insures that the micro­ 
processor is reset. This alleviates 
confusing the microprocessor, while it 
also recreates the original power-on 
sequence. 

The RAM, or workspace, consists of the 
lowest' 1024 bytes of memory and can be 
divided into three separate sections due 
to distinctly different functions. 

The lowest 256 bytes (0 to FF 
Hexadecimal) is reserved for special 
software register operations, am is 
called "zero page". The processor uses 
this area to store dynamic variables. 
For details of this type of operation, 
refer to 6502 technical literature 
regarding "Zero Page Addressing". 

The next higher 256 bytes (100 to lFF Hex) 
is reserved for the 6502 stack. The 
processor stores return addresses in the 
stack when interrupted or called to 
execute a subroutine. The game program 
may also request the processor to store 
other kinds of information here for later 
retrieval. 

The next higher 512 bytes (200 to 3FF Hex) 
are used as a scratchpad area. Miscell­ 
aneous calculations and their results 
are temporarily stored here. If an 
error in this RAM occurs, the screen will 
not retain the condition that existed 
prior to losing the last tum, or between 
players. 

4. Main Address Decoding (SC, SD, SE) 

This circuit is the first stage of the 
address line deood.ing necessary to 
organize the memory map; that is, it 
places· specific functions or devices 
within generalized blocks of the memory 

. map, grouped by function. 
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PAGE 5, GAME LOGIC PC 

1. Program Memory (6A through 13A) 

These memory devices are 2732 EPROMS. 
Note that four of the lines to each memory 
device (PCSO through PCS7, PAPl 9, PAP20, 
PAP21) are prograrrmable through junper 
configurations located at 4B and 1lB. 
This allows different memory devices to 
be used and/or facilitates inter­ 
connection to the merrory expansion PCB 
(if used). 

2. PROM Address Selection (4B, SB) 

'Ibis is a second stage of address 
deo:xling, used to select each individual 
memory device when addressed. Signal 
ROMSEL (from page 4 Main Address 
Decoding) selects the Program Memory 
devices in general, and jumper 4B, 
together with decoder SB further defines 
an address to a particular merrory device. 

3. Memory Device "Personality" Sele­ 
tion (11B) 

The dip shunt, or junpers block, alters 
control signal configuration to the 
program memory devices. This allows the 
use of alternate size EPRMS and/or those. 
created by different manufacturers whose 
control signal pinouts may not be 
identical to one another. 
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PAGE 6, GAME LOGIC PCB 

l. Moving object Horizontal Position 
Counters (13F, 15F, 14F, 16F) • 

Counters 13F and lSF fonn a byte-wide 
counter which horizontally positions 
Moving Object 1 on the screen. These 
counters are preloaded to a certain value 
by the microprocessor during Vertical 
Retrace time. Then, after each occur- 
rence of the Horizontal Sync, they begin 
to count. The count outputs AND'ed 
through lSE give rise to signal Ml.HW, the 
Horizontal Position Window for Moving 
Object l. Counters 14F and 16F are the 
equivalent circuit for Moving Object 2. 

2. Moving Object Vertical Position 
Cbunters (16E, 12E, 1E, 13E) 

Counters 16E and 12E form a byte-wide 
counter which positions Moving Object 1 
vertically en the screen. These count­ 
ers are preloaded to a certain value by 
the microprocessor during Vertical 
Retrace time. Then, after each occur­ 
rence of Vertical sync, they begin 
o:,unting. The four count outputs of the 
least significant of these two oounters 
(Ml.Ll, Ml.L2, MlL3, MlL4) are sent to the 
moving object image 

.. 
PROM to specify which line of the image is 
presently being displayed. The AND'ed 
outputs of the second counter give rise 
to signal MLWW, the Vertical Position 
Window for Moving Object l. Counters 
llE and 13E are the equivalent circuit 
for Moving Object 2. 

3. "write Moving oject" Decoding (6F, 
16H, SE, 3F) -- 
Consists of two distinctly different 
functions. 6F and 16H form the circuit 
that generates the load pulses for the 
moving object position counters, while 
SE and 3F sinply prevent the counters 
from counting during blanking. 

4. olor Interface output (16B) 

Ihis is a 14 pin DIP socket used as the 
connector interface to the oolor 
selection circuitry, located on the 
audio PCB. The signals and their 
functions are listed below: 

Pin # 

1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
11 
12 
13 
14 

5SRLOAD 
CBLB 
SYNC 
5CVID 
SSCLK 
HSYNC 
GND 
VSYNC 
5MJ2VID 
5M01VID 
DBDIR 
SSR 
VD7Al0 
+sv 

= Shift Register load Pulse (Neg. True) 
= Composite Blanking 
= Composite Sync 
= Composite Video (Neg. True) 
= Shift Register CLock (Neg. True) 
= Horizontal Sync 
= Vertical Sync 
= Moving Object 2 Video (Neg. True) 
= Moving Object 1 Video (Neg. True) = Character Generator Address Line 9 
= NOT USED ON FAXTM 
= Character Generator Address Line 10 
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