ALL THE LASER GAME STUFF I KNOW, AND ALL THE INFO I’VE GATHERED or as named by Robertoi69…

‘THE ENCYCLOPEDIA OF LASER STUFF’


-beauty title, eh?

- By Mike Treu

mtreu@sbcglobal.net

last updated 7/29/03

Last update:

· Super Don  Quixote

· Cube Quest section

· GP World section

IMPORTANT:

PLEASE DO NOT E-MAIL ME AND ASK IF I HAVE ANYTHING FOR SALE, OR IF I KNOW WHERE YOU CAN FIND STUFF FOR SALE.  UNFORTUNATELY TODAY, EVEN I NO LONGER HAVE LEADS TO BUYING STUFF…

I do not have a warehouse, just my basement.  Since I do not have a whole warehouse filled with trading fodder, I have had to pay cash for everything I own.  Yes, I have a lot of stuff, but all in all, my collection is pretty lean.  I didn’t collect to get a million of everything.  When I got what I needed, I moved on to something else. 

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!! WARNING !!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!

I talk a bit about monitors and NTSC -> RGB converters.  Be amazingly carefully when dealing with monitors!  There are ALWAYS high voltages on picture tubes (12,000 VDC on some!)  Even when they are not on - they do stay charged up; sometimes for years.  I have been a technician/engineer for about 12 years, and I am still leery about working on the things!  If you don’t know electronics, I would not fart around with monitors.  And I will, by no means, be responsible if you use any of my info and touch the wrong thing, because IT WILL KILL YOU.  120VAC feels real ugly, 240VAC feels very bad.  1300VDC feels real shitty (the most I have felt at any one time).  Therefore, I would not be real anxious to feel 12,000 VDC.  If you’re not sure, don’t try!  People who don’t know their ass from a hole in the ground say stupid quips like “it’s not the voltage that will kill you, it’s the current.”, or vice-versa, or some bullshit like that.  I can honestly tell you either one can kill you given enough zero’s next to it.  Voltage and current work hand in hand, and neither can be present without the other.  DO NOT WORK ON MONITORS IF YOU DO NOT KNOW WHAT YOU ARE DOING!!! ‘Nuff said.


Less importantly: this ‘newsletter’ is in my own words, if you have any trouble with swearing - turn back now, because it is the way I talk.  I’m not exactly Russel Simmon’s Def Comedy Jam, but swearing non-the-less.  It takes too damn long typing politically correct (and I get enough of that bullshit writing e-mails at work).

!!!!!!!!!!!!!!!!!!!!!!!!!!!!!! WARNING !!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!!

CREDITS:

I used to hold back the name of the people who deserve credit.  This time, I am printing names instead of initials.  In this internet age, all information is available to anyone.  If anyone is paranoid about having their name on my list, let me know, and I’ll wipe it.  If anybody is misspelled, let me know.  This list is the good and the bad (I did get information from the bad too!); and is in absolutely no order:

DON IMLAH (for helping start this addiction!)

CALLAN HENDRICKS

DEREK MUNGOVAN

MITCH SCHLEIS

VIC FORTENBACH

KURT VAN FLETEREN

RUBEN PANOSSIAN

DAVE MANTHEY

JOHN PIERCE

DAVE CADIEUX

BILL LACOVARA

DALE LUCK

WARREN ONDRAS

WALTER GLASSETT

ROBERT WADDELL (thanks, but no thanks)

ROBERT WADDELL = Jerkwad that screwed me out of a shitload of disc’s a long time ago.  Sold me motherboard and disc sets, and only sent the motherboards to me (after many calls, much time, and much frustration).  He then sold the disc’s a second time to someone else.  I actually figured out some of the people who got the disc’s that should have been mine.  Never heard of anyone who ran into this guy – and I hold no blame to the people who bought and received my disc’s, it’s 100% not their fault, only Roberts.

JEFF KINDER – Please do not use any more of my information without my permission, plagiarism is rampant enough in this internet age without your help.

I guess I’m old school.  I’ve actually done the things that I’ve wrote about.

Okay, now to the fun stuff…

HISTORY:

Set the way-back machine for 1984. A 14-year-old kid who plays the shit out of one of the most kick-ass games ever to brandish this big ball of mud we call earth.  Kudo’s to Rick Dyer, Don Bluth, everyone at Cinematronics, and anyone else whom I haven’t heard about who REALLY helped produce this masterpiece.  If any of those people receive this ‘newsletter’, I would give anything to talk to you!  I’m not fanatical enough to try and contact you (I’m sure you get more than enough of that already).


When Dragon’s Lair came out back in ’83, it actually came to the small town I grew up in.  I played a LOT of video games when I was younger - what else was there to do in a crappy tourist hellhole?  Dragon’s Lair was, by far, the most addicting, amazing, and most fun arcade game ever!  I can’t emphasize how much I loved this game!  If only I had 50 cents for every time my best friend and I had said, “wouldn’t it be great to own a Dragon’s Lair machine.”


The few laser games that did actually hit my town, I played without even knowing what the hell they were. Dragon’s Lair, Space Ace, Goal-to-Go, Starrider, Firefox, MACH3, Us vs. Them. Otherwise, we visited my grandparents in Rockford, IL about twice a year, and always went to the mall there; so I got to play Astron Belt, Badlands, Cobra Command, and Thayer’s Quest squished into one hour time frames every six months or so!  I really didn’t think much about them at the time.  At home, Dragon’s Lair always did shine.  Away, Badlands really sparked me.


In ‘90 I graduated from tech-school for electronics (only 7 short years from being a DL junkie), and a thought popped into my head - I wonder how much a DL would cost.  Still living under that ‘normal’ mental phobia that cabinets do not belong in a regular household, I gave in – ‘What the hell, it’s my own apartment!  I’m 20, I’m invincible, even to the landlord!!’. Besides, cabinets only take up what, three feet by three feet of space?  Six months later and after about $100 in phone bills, I had tracked one down within a 45-minute drive.  They agreed on $1000 (which to me now is pretty steep; but cut me some slack, I was new).  Two weeks later, I rented a U-Haul (which was rip-offingly about $80 for only 45 miles), and it was mine.  That first day I had my Dragon’s Lair was THE happiest day of my life - by far!


Having discovered that Dragon’s Lair was a laserdisc game, it opened up a whole new world to me.  I immediately started looking into what other games I had played that were lasergames.  When I started compiling the list, I noticed that all my favorites coincidentally were laser!  I decided then and there that I would try to collect as many of them as possible - and so began my laserdisc ‘FAQ’.  I started this document as an ASCII file with a simple text editor.  It was a list for my own benefit to remember the names of the games.  It slowly expanded into who made them, what year they were made, what player went with which game, and what of each I had.  I started to include technical information for my own benefit, so that I could save myself time if I ran into a repeat problem with a game.

At the same time as discovering laser games, I also discovered laserdisc for watching movies.  Being a movie buff (my dad brought it on), I had to find out just what was so great about this format that everyone was bad mouthing.  Doing the research, I discovered laserdisc to be 100x better than VHS.  I won’t ramble about laserdisc versus DVD, but believe me, there is no comparison.  It’s a moot point not worth arguing since popular demand squeezed out laserdisc.  It’s the same scenario as PC’s today.  This hunk of crap that I am currently typing on is the worst computer I have ever owned.  AMIGA, Atari, Commodore would have technically pounded the piss out of PC’s if the world wasn’t full of ‘herd mentality’ people.  This document is about laser games, not movies...

About six months after getting my DL1, and having been made aware of most laser games out there, Dragon’s Lair II came out.  I immediately started dealing to get one, as I was definitely hooked.  I dealt directly with Leland since I didn’t know how else to buy them at the time.  I found that the going rate for a DL2 was $2000.  I also found that banks wouldn’t offer a loan for a DL2 (imagine that?  My more naïve days...); so I said piss on it, and got a credit card and took cash out on it.  Where there is a will there’s a way!  $2,000 later, I owned a very slightly used (only about three days in an arcade) Dragon’s Lair 2, and a spare board set and disc, of Space Ace 2000.  FYI, the credit card I used stayed max’ed out from that deal for about 10 years!  I would do the same thing over if I had the opportunity - no regrets!


From there, it was a badlands boardset and disc for $300, a Thayers Quest boardset, many disc’s, many phone calls, that’s about the only details I can remember.


I’ve been doing this for about twelve years now (mostly laser disc).  In that time, it’s lost a bit of it’s luster – knowing what makes them tick.  However, you can’t stifle knowledge.  For a while my satisfaction came from the far and few people who said ‘holy crap, you’ve got an actual Dragon’s Lair in your house!’.  That only happened once in my life.  It eventually turned into hoping for people to say ‘holy crap, you’ve got an actual Dragon’s Lair in your house!’.  Finally, after about two years of telling every person I met and getting responses like (‘I think I’ve played Pac-man before, is it like Pac-man?’), I gave up caring.  Satisfaction now comes from fixing ANY broken stuff I have lying around.

GOAL:


Anyway, before I get off on a tangent, my goal is to track down every laser game ever made, and get it up and running.  I have always said ‘man when I get a house, I’m going to get all kinds of cabinets.’  So, what I did in the interim was to buy boards, and wire them into my Dragon’s Lair cabinet.  Since I didn’t want to break up complete cabinets, and didn’t have room for buying the whole cabinet, I have given up some killer deals on cabinets.

Now that I have actually bought a house, I found that I still don’t have too much inkling to buy any more cabinets.  I now have 6 cabinets (all in the basement), and I really don’t want to lug any more than that downstairs – and I also think the 6 clutter the basement a bit much.


I don’t consider myself a professional at this hobby (I have not had to calibrate a laser player, but I am close to trying).  I have in the past seven years collected a LOT of information, talked to a lot of people, met a few of them personally (some good, some bad), and learned a lot of information since that first machine.  I don’t look to make a mint and gouge people with inflated prices (like some of the crap I see on the net - don’t condone someone asking $100 for a disc, unless it’s Gold Medal with Bruce Jenner!  Auctions on the net REALLY piss me off.  As if just being able to sell things to ANYONE across the world isn’t a big enough luxury; Assholes have to try and pit everyone against each other to crank up the price of their merchandise.  I had one guy reply back after telling him what I thought about auctions “I just auction as a hobby, I’m not doing it for the money.”  Yeah, auctions aren’t used to get a higher price for something, what a jag-off!


This letter is not any kind of a show-off thing, it’s purely informational.  I’m a guy and I have the attention span and memory of a guy.  I didn’t used to write shit down and therefore, wound up researching the same information over and over again.  So, I started writing stuff down in a file (it started as an ASCII file).  It included any troubleshooting I did, and information on each game (so I could keep straight what the heck I was looking for from others).  I found that a lot of questions people asked, I already had done, and entered into my file – so I started handing it out to whomever wanted it.  I guess if I spend a bzillion hours fixing a common problem, maybe I can save someone else the bzillion hours down the road.  I love leeching information that saves me time, I hope someone else uses this the same way!

How to get around in my document:

I’m doing this updated list a little different.  I will try and break all listed information by game.  I started running into the hassle of trying to jump to a particular game, and having to string search through the sprinkled name about 50 bzillion times.  To remedy this and jump to the important stuff of a particular game, do a string search on 

‘-gamename’.

year: is taken directly from whatever source I have (which I will try and remember to list).  Remember this is as accurate as I can get from that source (sometimes it even has month listed).  If a manual was printer five years before the game came out, not much I can do about that.

graphic overlay: Whether the game uses a genlock/demodulator, or just a demodulator (if you don’t know what this is, don’t panic; I will explain it later in this letter).

controls: This is not literal as to what is on the panel.  I do not list 1-2 player buttons, or duplicated buttons.  Only buttons used to play.

players: Number of players allowed; 1 or 2 (there are no 2 simultaneous).

continue: Does the game offer continue?

LDP: Laser disc player(s) used.

Disc Press: Is the disc pressed on both sides? (and what is on the back side – metal plate, plastic, or a picture of a flipped turtle when you play it).

motherboard: Physical description of motherboard. Includes board dimensions, description of connectors on board, and all stickers on the board I have, and any board etchings/silkscreen there are on the board.  Remember, I don’t have cabinets for most of my boards; so I may not be listing all the boards in the set (i.e. audio regulators, power supply, etc.)  My list should be pretty accurate for the main boards in the set – but don’t chew me if it’s incomplete!

microprocessor: What kind of microprocessor it uses.

startup: Description of steps of how the game boots up.  This is extremely helpful if you need to troubleshoot, or don’t know whether your brand new laser game is completely screwed or semi-screwed.

startup without player: Description of steps of how the game boots without a player hooked up. This may be handy for trying your boardset out without a known good player; or to help you diagnose a bad player.

game play: Stripped down unbiased description of the game.

opinion: This is my opinion of the game.  Take this with a grain of salt.  No one has the same opinion (just ask the PMRC).  If you want a rating on a game from a laser junkie, here it is.  100% honest, no bullshit.

Technical stuff: These are notes from blown up boards and stuff.  If you are having trouble with a board, and don’t have anything listed, be sure to check other games with the same board set (ex. For Us vs. Them, try MACH3.)  I only started dating stuff recently, so some of it is, some of it isn’t.

abbreviations and slang:

LDP - laser disc player

G/D - genlock / demodulator

kluges - additions to the original board that aren’t on the PCB.  Extra resistors soldered on, caps, trace cuts, jumpers, etc.

To date, here’s all laser games PROVEN in existence and the abbreviation I will use in parts of the ‘newsletter’.  The asterisked ones I have working:

*ASTRON BELT (AB)

*BADLANDS

*BEGA’S BATTLE

*CLIFFHANGER (CH)

*COBRA COMMAND (CC)

*CUBE QUEST (CQ)

*DRAGON’S LAIR (DL)

*DRAGON’S LAIR 2 (DL2)

FIREFOX

FREEDOM FIGHTER

*GALAXY RANGER (GR)

*GOAL TO GO

GOLD MEDAL WITH BRUCE JENNER

GP WORLD

INTERSTELLAR FANTASY (IF)

*M.A.C.H. 3

*NFL FOOTBALL (NFL)

*SPACE ACE (1983) (SA)

*SPACE ACE (1991) (SA2)

*STARRIDER (SR)

*SUPER DON QUIX-OTE (SDQ)

*THAYER’S QUEST (TQ)

*TIME TRAVELLER

TOP GEAR

*US VS. THEM (UvT)

QUARTERHORSE

ALG 1ST GENERATION:

*MAD DOG MCREE

*MAD DOG MCREE 2

*CRIME PATROL

*CRIME PATROL 2

FAST DRAW

*SPACE PIRATES

GALLAGHER’S GALLERY

*THE LAST BOUNTY HUNTER

PLATOON

*WHO SHOT JOHNNY ROCK?

ATARI

COPS

NOVA

STREET VIPER

Name: -ASTRON BELT (HITACHI PLAYER)

COMPANY: BALLY/MIDWAY/SEGA

YEAR: Nov. 1983 (manual)

graphic overlay: yes (score, credits, and game-play graphics)

animated: no

controls: Joystick, button (shoot)

players: 1

continue: yes
LDP: Hitachi-Sega VIP9500SG

Disc Press: Double sided (same on both sides)

Motherboard: See Galaxy Ranger.

microprocessor: Z80
startup: 

game play: This game overlays a graphic spaceship onto real life (kinda cheesy looking) space backgrounds.  Kind of neatly done in that you have to shoot spaceships, tanks, etc. from the real life background.  You also have to avoid shot from the enemies, and make left right decisions.  Some of the scenes in the background are ripped off from ‘Star Trek: the Motion Picture’ (enterprise going into warp at the beginning of the game); and ‘Battlestar Galactica’ (some of the enemy ships).  Original backgrounds look like they were imported from ‘Sid & Marty Krofft - Land of the Lost special effects.

opinion: I am on of the few human beings left on the face of the earth that still appreciates this game.  Since I used to play this in Rockford, I still like it.  When I got the kit working it was great to play again.  From experience, everyone I’ve spoken to really doesn’t seem to give two shits about this game.

FYI, on easy mode, the game can be finished on about three credits.

Technical stuff: Uses the same motherboard as Galaxy Ranger.  Just change the eproms out, and the disc; and viola.  Astron Belt came out first, Galaxy Ranger second.

Shit, I blew this fucker up too!: This is one of those goof-ball board sets that require -12VDC to run.  When I first wired this guy up, my generic supply did not have -12V (never needed it before).  So, I used a separate supply specifically for the -12V.  Well, using mini-alligator clips on an edge connector was risky - and sure as shit, the -12V accidentally touched the +12V.  Rule of thumb, stay away from beers when doodling at home (whenever possible).  Anyways, it turned out to have the -12V filter cap blown, and the only TTL chip connected to the -12V was blown (IC96).


I had another board that I think I did the same thing to.  I popped the 10K ohm resistor on the output of the right channel of the amplifier board, and the motherboard stopped working (at the same time, may have moved alligator clip).  Anyways, the symptoms were; at powerup, the screen was gray, with ASCII characters all over the screen, and the disc didn’t spin up.  I’ve seen this before, but the disc managed to spin up anyways - then adjust VR3 on the demodulator board.  This board however would not spin up, and by changing IC96, it worked.

Smushed, but really wide picture: One of the boards I had, had this problem.  The game played fine, but the picture was scrunched and stretched.  Somebody before me soldered a resistor to one of the pot’s on the board which affects this (can’t remember the label, but it’s pretty much the only pot on the motherboard; and it’s pretty much in the center of the board).  I have no idea why the hell someone would do this, but some of the goofy ass kluges you see on boards, nothing surprises me.

+35V sound board requirement: The sound board was a pain in the butt to wire up.  It uses +35VDC, which it gets off the main transformer through a full wave bridge.  If you’re jimmy-rigging like me, you don’t have the original transformer.  I got around this by using a chip that is a DC-DC step up.  It takes the +12VDC already used by the board, and cranks it up to +35V (if you know electronics, step up DC-DC is pretty impressive, especially out of an IC!)  Anyways, I later found that stepping up the +5V is actually better than using the +12V.  When using the +12V, it causes some picture interference.  The +5V eliminates this (believe it or not, the DC-DC step up can actual work as low as 2.8VDC, I tried it).  The output wattage is even rated at 1.5A - but I’m sure it’s dependent upon the input wattage.

Trying to wire this monkey up yourself?: Let me save you a few hours troubleshooting!  The very first time I hooked this guy up, I had a bitch of a time.  I had the board up and running fine, the intro was going, and both graphics and the laser picture were up, but I couldn’t get it to accept any input (credits / coins).  It turns out one of the chips that the control inputs (joystick, credits, start, etc.) goes through has a pull-up resistor pack going to every other pin.  This resistor pack is tied to +5V.  Well, every other +5V point on the board is tied together at the edge connector on the board (so you only need to apply power to one point, rather than the all 6 pins the schematic shows +5V going to).  That is - all except the chip I am talking about.  So, for an informational, tie all similar power's together at the connector; and don’t assume the motherboard is tying them for you!

Quirks: A couple of quirks with the demodulator.  Sometimes the disc spins up, but the screen is dark gray (with no ASCII characters).  Try adjusting pot VR3 on the demodulator board fully CCW, then back to the original position.  In actuality, VR1-VR4 are all dependent on whether you have a picture or not.

Another one (this happened with Galaxy Ranger).  The graphic overlay freezes, while the disc plays straight through (for example, you will see the disc playing, with an overlay of your ship with a shot frozen coming out of it.)  Pot VR3 is adjusted too far.  You need to doodle with it.  Too much the opposite way and the graphics move normally, but your ship turns into a fuzzy blob.

6/15/99 Different sound boards: I have three different sound boards that Sega seems to have come up with.  The first is the standard, number straight out of the manual sound board (#834-5272).  It plays great, all sound works, no questions asked.  Pin 3 is supposed to be keyed, but I have some boards that just have it bent up.  Either way is fine by me.

I had a few of the next board for a couple of years, and never knew what the fuck they were.  They HAD to have been from Astron Belt boards, or I wouldn't have wound up with three of them!  It's a bit larger than the regular board (Sega#834-5315).  Anyways, it does not have pin 3 keyed, but the pinout seems to be the same as the regular board (if you get a chance, bend the vibra-seat pin to run into your regular sound amp, it sounds pretty yuckky!  This board has some glitches.  The intro does not have sound, and game over cuts out with no sound.  I don’t know why, it's as though it ignores the laser player at some points.  I have three of them, and they all do the same thing, so I know my boards are not fucked.  I guess in a pinch they would work!  Oh, I almost forgot to mention, all shots sound a bit tinny compared to the first board.  I think it's the amplification method they use.  It's kind of cool hearing a different sound compared to what you are used to!

The third board is the LD-V1000 sound board I got (Sega#834-5195).  It also has all the same pinouts, but is half the size of the previous board.  I don’t know why it is half the size and what it is missing to make it half the size (I didn't look at schematics).  I had to bend the pins to get pin 3 to plug into pin 2's spot, but it works great!  The shot sound is also a bit different from the first two boards.  It's more mello (use your imagination).  This one works 100% unlike the other board (834-5315).

The GP world sound board is NOT a direct fit, and I probably won't look into trying this guy.

7/24/99 'Waiting for power up' shows up for about 7 seconds, then games dies: I actually found this by accident.  Sometimes when powering on the game, the lid on the player pops open (power surge?)  If the lid is open, the game shows the normal words at power up, but as soon as the player is supposed to spin up (with the door open), it gray's the screen and dies.

Name: -ASTRON BELT (PIONEER PLAYER)

COMPANY: BALLY/MIDWAY/SEGA

YEAR: Nov. 1983 (manual)

graphic overlay: yes (score, credits, and game-play graphics)

animated: no

controls: Joystick, button (shoot)

players: 1

continue: yes
LDP: Pioneer LD-V1000

Disc Press: Double sided (same on both sides)

motherboard: 2 board set + audio regulator board + NTSC board. 

Main board

----------

Description: Green, Square, with the sound board ONLY stand-off'ed to the top of the board (connected with ribbon cables).  If I had to pick this board out of a pile, I would look for the oddball centronics connector in the corner.

Dimensions:

10 1/2" x 12".

Connectors:

CN0 - 25 pin ribbon cable connector (goes to NTSC decoder).

CN1 - 44 pin edge connector (power, credits, control panel, etc).

CN2 - 40 pin ribbon cable connector (goes to the sound board).

CN3 - 24 pin female centronics  (goes to the player).

CN4 - Not stuffed.

Stickers:

834-5195 834-5194 834-5174 ASTRON BELT rev

SEGA NO. 120288

EXT. CONTROL (located by CN3)

Silkscreen/Etching:

SEGA 1983 MADE IN JAPAN 834-5174 PC BOARD (TOP)

171-5032 (BOTTOM)

Sound board

-----------

Description:

Green, rectangular, smaller than the Hitachi version's.

Dimensions:

5 1/8" x 7 1/4".

Connectors:

UNLABELLED - RCA connector (comes from laser disc player audio out).

UNLABELLED - RCA connector (comes from other laser disc player audio out).

UNLABELLED - 40 pin ribbon cable connector (goes to MAIN board).

UNLABELLED - 6 pin right angle large pin connector (goes to audio amplifier).  Pin 2 is keyed.

Stickers:

None.

Silkscreen/Etching:

834-5195 (TOP)

SEGA 1983 MADE IN JAPAN (TOP)

171-5037 (BOTTOM)

Technical stuff: From literature, it looks like there are EPROM's for Galaxy Ranger for the 1000 board also.  I don't have them.  If you got them, please let me know!

The odd thing about the 1000 board is that it has the EPROM's directly on the motherboard (there is no EPROM daughterboard).  The sound board is also smaller than the Hitachi version, but either sound board will work with a slight modification.

The easy way to spot which version it is - is by looking at the connector going to the player.  The 1000 version has a female 36 pin centronics connector, and the Hitachi has a female DB-25 connctor.

The EPROM's on the Pioneer board mostly match the Hitachi board, except for 2. IC68P=IC12H, IC52P=IC11H, IC29P=IC4H, IC18P=IC3H, IC8P=IC8H, IC7P=IC7H / IC3P and IC10P are originals.

10/23/00 Got my board to work!  After much futzing around, and getting a broken board from Warren Ondras, I got mine to work.  5 pieces of advice to getting your boardset to work.

1) This board uses the EXACT same harness as the Hitachi version.

2) The laser player cable is a 1:1 ratio.  Just use 2 ribbon cable centronics connectors.

3) Jumper for PCB graphics feedback from the demodulator board.  THERE MUST BE A JUMPER WIRE CONNECTING CN0.9 to IC102.17!!!  My board did not have this wire, I think it was a design error by the CAD guy who did the PCB layout.  This wire MUST be present, or you just get a black screen and a dead board.

4) There are 2 versions of U3 and U10.  One set has IC3 labelled EPR-5282 and IC10 labelled EPR-5283.  This version of software makes the laserplayer picture lose sync.  The overlay is synced fine.  It may be a PAL version or something goofy like that.  I used Warren’s EPROM’s which were labelled IC3 EPR-5596 and IC10 EPR-5596.

5) Finally, if your game has ‘Wait a minute watming up’ blinking on the screen, but the player won’t do anything - you need to have a jumper going from CN3.7 to CN3.17.  Be careful, because the pinout for CN3 is wrong on the silkscreen!  Count the pinout using either the Centronics connector, or else other literature.  This wire was missing from both mine and Warren’s board.  It was a bitch to figure out, but hey – it works now!

10/23/00 Game starts okay, no PCB graphics displayed…  I had this problem in the past with the regular board set too.  A related symptom is when you put in a ton of credits and press start, all of the credits tick off before starting.  I believe this is a bad EPROM, or a pin not making contact to one of the sockets (of the EPROM’S).  I swapped EPROM’s on a board, and the problem went away.

Name: -BADLANDS

COMPANY: CENTURI/KONAMI

YEAR: 1984 (schematic)

graphic overlay: yes (score, credits, and black out in-between disc jumps)

animated: yes

controls: One button (shoot)

players: 1

continue: yes

LDP: Pioneer LD-V1000 (with an EPROM change)
Disc Press: Single sided (metal plate on back)

motherboard: 1 board set + NTSC board. 

Main board

----------

Description: Green, square, with a small heatsink around the middle of it (about 2" x 1 1/2").  This board would be tough to spot, it does have Konami printed three times on it, but not badlands.

Dimensions:

12 1/2" x 11 1/4".

Connectors:

CN1? - 36 pin edge connector (everything but LDP interface).

CN2 - 26 pin ribbon cable connector (LDP interface).

AUDIO - RCA jack mounted somewhat near center of board (goes to LDP audio out - combined with Y- cable).

Stickers:

KONAMI SERIAL NO. 440199

Silkscreen/Etching:

GX455 (TOP)

KONAMI (TOP)

PWB2000171A (TOP)

C-0196 (TOP, SCRATCHED IN BOARD)

KONAMI GX455 (BOTTOM)

PWB 2000171A (BOTTOM)

NTSC decoder/mixer(mine)

-----------------------

Description: Green, rectangular with 2 hybrid boards, ugly light green color.  Has 2 jumpers on the back of the board.

Dimensions:

4" x 9 1/2".

Connectors:

CA? - BNC connector (from LDP video out).

CB - 5 large pin right angle connector (+12V / GND).

CC - 8 large pin right angle connector (RGB/S in from motherboard).

CD - 6 large pin right angle connector (RGB/S out to monitor).

Stickers:

NONE

Silkscreen/Etching:

IN 03 (BOTTOM)

50143761 (BOTTOM)

NTSC decoder/mixer(someone elses)

---------------------------------

Description: Green, rectangular with 1 hybrid board (one hybrid is missing, is just IC3 with a heatsink), tan color.  Has 2 jumpers on the back of the board.

Dimensions:

4" x 9 1/2".

Connectors:

CA? - BNC connector (from LDP video out).

CB - 4 large pin right angle connector (+12V / GND only needed).

CC - 8 large pin right angle connector (RGB/S in from motherboard).

CD - 6 large pin right angle connector (RGB/S out to monitor).

Stickers:

NONE

Silkscreen/Etching:

IN 02 (BOTTOM)

50143760 (BOTTOM)

(MS)T-100  94V-0 (BOTTOM)

NTSC decoder/mixer (Leland sent for DL2?!?)

------------------------------------------

Description: Brown, rectangular with 2 hybrid boards, tan color.  Has no jumpers on the back of the board.

Dimensions:

4" x 9 1/2".

Connectors:

CA? - BNC connector (from LDP video out).

CB - 4 large pin right angle connector (+12V / GND).

CC - 9 large pin right angle connector (RGB/S in from motherboard).

CD - 6 large pin right angle connector (RGB/S out to monitor).

Stickers:

NONE

Silkscreen/Etching:

IN 05 (BOTTOM)

50143763 (BOTTOM)

(MS)T-100  94V-0 (BOTTOM)

These NTSC boards need a bit of splainin'.  The first one listed is my main NTSC board.  It's the one I originally got with my Badlands, and it has always worked for me.  It has a small board underneath it that inverts the syncs for the monitor on the output - but it works with the monitor I am using, and has no problems.  The second board I list is from a board I checked for somebody, and looks roughly the same (other than color and the moving of some parts).  This board also worked as a direct plug in (using the typical inverter chip).  The third board I list was given to me by Leland as a spare back when I bought my DL2.  This makes no sense, as it looks nothing like the typical DL2 NTSC board!  But, it looks almost the same as the 2 badlands NTSC boards I just mentioned, so I plugged it in.  I could not get it to work - it has a sync problem.  The picture is there, it's just not sync'ed right.  I doodled with all the pots and couldn't get it to work, I also shorted the inverter thinking they may have added it to the PCB - no dice.  The board looks clean though (it doesn't have the jumpers on the back).  I don’t think there is anything wrong with it, I just think it needs an inverter somewhere (the pinout is a bit different too, but I don’t think that's the problem).  It's not worth spending time on.

microprocessor: 68B09

startup: 

game play: Cowboy style game.  Premise is, your wife and kid are murdered by about a dozen baddies.  You run through scenes timing shots to kill animals, villains, monsters, and anyone else who decides to try and kill you. Got some funny death scenes in it.

opinion: I like badlands.  I had liked it way back from playing it in Rockford.  This was the first kit I bought (after buying my Dragon’s Lair).  I paid $410 to Vic Fortenbach for the board (including demodulator), a disc, and a Thayer’s Quest disc.  I was new and laser was REALLY exciting back then!  Anyways it was worth it.  The animation is better than Thayer’s Quest (in my opinion), but of course not as good as Bluth.  I love the playability of this game - one button (shoot), but it is a bit short.  I honestly place this 4th in my favorites (DL, SA, FF, BL).

Technical stuff: This is the first kit I jimmy-wired up into my Dragon’s Lair cabinet.  

Shit, I blew up my fucking motherboard!: This was the first kit I bought.  I was trying to wire up the genlock/demodulator into my DL monitor (first time I tried this shit ever!); and I accidentally hooked the monitor ground directly to a power pin.  Poof, magic smoke.  Brought it into work and troubleshot it.  I got real lucky in that one transistor blew up (pretty easy to see); and another was blown internally.  The one blown internally was the transistor that directly controlled the reset line to the micro.  Stumbled onto the fact that it was in the wrong state.  Whew, big sigh of relief.
Demodulator stuff: The demodulator is for a Hantrex, and I wired it to a Wells/Garner.  The sync was a little different, but a couple of buffers later and it worked (picture was shifted off about an inch on the top and bottom).  I sold my original monitor in another DL cabinet, and with a different monitor I got the picture to work fine without the buffers.  The game is playable without the demodulator, but the disc skips shows a frozen picture instead of black (which is kind of annoying).

LD-V1000 needs a chip change: This game uses an LD-V1000, but you need to change an eprom in it.  A stock LD-V1000 WILL NOT WORK!  This chip change is kind of a pain in the butt.  A couple of people suggested cutting a hole in the top of the player to allow easy access to changing the eprom (and deface a working 1000!!!)  I said fuck it and made a ribbon cable going to aboard that toggles the enables between the two eproms.  I don’t know what the eprom change is for (probably command change for the player), but I have them.

Fritz’s out once in a while: Occasionally, the disc will start playing through, and the genlock graphics will disappear.  I have to power down; turn off the player; power up; turn on the player.  I think my LDP controller cable is cheesed, and causes the player to act goofy once in a while.  Basically, when you power the board up, the player should immediately spin up (within 5 seconds).

6/18/99 Game does not do ANYTHING: If the player is bad, the game will not do anything.  FYI, if your game just shows a black screen, I would guess a bad player.  The motherboard waits for the disc to spin up before it does anything.

5/9/99 I've bought a gorgeous Badlands Cabinet (working also!) for $300!!!!!!!!!  This cabinet has a history behind it.  A small time arcade operator in Janesville bought this game brand new back in 83/84.  He played it in his arcade for about a year and it broke (surprise, surprise).  He stored it away in his garage until around 1990.  He tried getting the player fixed and got burned about $850, and the fucking thing didn't even work - and like an idiot he paid them!?!  He finally got ahold of me after buying a good player from somebody I know.  The guy who sold him the player gave him my name in case he had problems.  Well, he couldn't get it to work so he called me.  After changing the chip inside the 1000 (Badlands uses a different EPROM for the 1000) - and viola it was working.  I told him he didn't owe me any money, if he kept me in mind when he wanted to sell it (I also fixed a large 1 1/2" tape player for the guy for free also!)

Well, I kept calling him every couple of years or so.  Eventually around 92 his arcade finally diggered.  He also told me the game had stopped working, and I offered him a generous $250 for a broken game.  He pissed me off and said he wanted to at least get what he was screwed out from the player ($850!) and I told him he was nuts.  He then gives me 'it doesn't matter if it's broke for you - you'll be able to turn around and fix it.'  So I didn't burn bridges and left him a higher offer of $400 and my phone number.

The cabinet was ALWAYS in my brain.  About every 2 years I would call him back.  The first time it was no, still haven't sold it, and no to the $400.  The next time he said he had a friend of his that was going to buy it in a bulk deal and he didn't want to separate anything from the bulk deal to keep the price up.

Enter modern day.  About August of '99 I call him up and he says, "I sold it about a year ago." and said to call his work asking for the guy.

I get the guy on the phone, and he says he had sold it a couple of months ago.  He then tells me "you should be able to get it cheap.  I sold him that and an MK1 for $400".  He also told me it was working (shit, I thought, there goes the price!)

So I call up this other guy.  He says "yeah, I got it and it works.  I was going to put it on a route to get some money out of it (I cringed at the thought of a laser game on a route)."  I thought, okay, how much is this guy gonna want with a working game he's ready to earn money with...

I dicker with him explaining that I already have the game in kit form (which wasn't a lie), and wait for him to start talking price.  He finally says "well, since I was going to put it on a route - I would need at least $300 out of it..."  I don’t remember much after that, as I almost blacked out trying not to scream from anxiety into the phone (you really should see this cabinet - it's been STORED most of it's life!)  So, I play cool and ask if he had a spare boardset - no.  I ask if he has a spare player - no.  I ask if he has a spare disc - yes, but it's pretty scratched.  "Well, ok", I told him "sound okay to me.  When can I pick it up - say in 2 days?"

That's about it.  After about 9 years of wanting this cabinet, and keeping tabs on it - it's now sitting in my basement.

The game is in MINT shape.  The sideart is great (a little wear and tear, but nothing more than swipes and smudges on the art).  I had the monitor sparking, which turned out to be a common unsoldered joint on the WG4000 series.  I had to replace the cooling fan, as it had a bolt loose in the blades and fucked it up (which took about an hour to do, because it's cramped in).  Then I had the player puke (all this is within the first week).  The player just needed the lenses cleaned, which I saw as soon as I took the black cover off the laser tube.  I also had to replace the feet (and the nuts holding them in), which I replaced with wheels for my basement.  Other than that, some 409 and paper towels and it's beautiful!

11/1/99 Okay, the game is working but the sound is flat: The speakers (straight from the factory) were wired in-phase.  This causes the sound to be flat and tinney.  I just popped the pins out of the center connector and reversed them to put the speakers out of phase and it's good to go.  The speakers aren't real good to begin with, but it definitely sounds better than the way it came from the factory!

9/10/00 Badlands uses a 34 pin ribbon cable connector, but only 26 of the 34 pins are used (the 26 pin ribbon cable is slid over in the connector).  HEEEEY, that’s the same connector used in the Cobra Command LD-V1000 board.  Are the two cable interchangeable (jamming the 26 pin connector into the 36 pin Badlands connector)? No.  I had actually replaced the connector on my first Badlands board, since I only had a 26 pin connector handy for making the cable.  I then had to troubleshoot somebody’s board, and wound up jamming the connector into the 36 pin connector – no harm at all believe me!  Well, I eventually changed the connector back on that board (to a 36 pin connector), and while doodling around with the CC LD-V1000 board, I noticed the same ribbon setup.  To make a long story short, no, they are not interchangeable.  I did not look into the Badlands connector, but I am guessing it is not a 1:1 interconnect, which CC-V1000 is.

Name: -BEGA’S BATTLE (SONY LD-P1000 BOARD)

COMPANY: DATA EAST

YEAR: ??

graphic overlay: yes

animated: yes (background only)

controls: joystick, 3 button (fire, barrier, and teleport)

players: 2

continue: N

LDP: LP-1000A

disc press: 1 (no metal plate, no sticker indicating Bega’s Battle!)
motherboard: 2 board set

Main Board

----------

Description: Green, 2 rectangular boards stacked (with standoffs), with ribbon cables on each end of the boards.  Look for a long heatsink on the top board (for the audio amps).  Original chips will have Cobra Command (or Bega’s Battle) on lots of EPROMS on the top board.

TOP BOARD

Dimensions:

14 1/2" x 11 3/4" (same as bottom)

Connectors:

CN1 – 50 pin ribbon cable (goes to CN1 on bottom board).

CN2 – 16 pin ribbon cable (goes to RS-232 on player).

CN3 – 50 pin ribbon cable (goes to CN3 on bottom board).

CN4 – 50 pin ribbon cable (goes to CN4 on bottom board).

CN5 – 50 pin ribbon cable (power, credits, control panel, etc.).

Stickers:

Serial No. 41010

Silkscreen/Etching:

DECO VDO-2 DE-0139-1 MADE IN JAPAN

BOTTOM BOARD

Dimensions:

14 1/2" x 11 3/4" (same as top board)

Connectors:

CN1 – 50 pin ribbon cable (goes to CN1 on bottom board).

CN2 – 20 pin ribbon cable (goes to NTSC decoder – PCB out).

CN3 – 50 pin ribbon cable (goes to CN3 on bottom board).

CN4 – 50 pin ribbon cable (goes to CN4 on bottom board).

CN5 – BNC (SC-IN goes to LD-P1000).

CN6 – BNC (SYNC-IN goes to LD-P1000).

Stickers:

Serial No. 41010

SC IN (by CN5)

SYNC IN (by CN6)

Silkscreen/Etching:

DECO DE-0138-1 VDO-1 MADE IN JAPAN

NTSC decoder/mixing board

-------------------------

Brown, square, with a metal frame surrounding the board (same size and shape as monitor board).  Has a big horking crystl on it (about 3/4" wide by 3/4" high!)  Has 6 right angle pots along one side).

Dimensions: 7 1/2" x 7 1/2"

Connectors:

CN1 – 10 pin large pin connector (power, and pcb video).

CN2 – Lock Pulse output from player.

CN3 – 6 pin small pin connector (goes to RGB/S on monitor)

UNLABELLED – BNC (video in from player).

microprocessor: 6502

startup: 

1) Power-up.

2) Gray screen – disc spins up immediately.

3) Achieve focus.

4) About a second of black screen (frozen laser video).

5) INTRO

startup without player:

1) Power-up.

2) Gray screen.

game play: Oooh, where to start…  I gathered from the Cobra Command manual that this was the original game for that motherboard.  I had originally heard it was mostly a genlock game, and it really didn’t use the laserdisc for anything other than background.  A magazine described it as Space Invaders with a funky background.  For shits n’ grins the Japanese version was named Genma Taisen.

Here’s a better description (I hope).  There is a lot of laser in-between (japanese animation).  You control a 2-D Robo-tech dude that is about 2 inches tall at the bottom of the screen (big) – he moves left and right.  He shoots straight up in the air, and has a shield button.  Small blocks drop down from the top of the screen, and you have to shoot them without getting hit.  After shooting so many blocks you advance to the next level.  The blocks change to different shaped things for each level (red skulls, amoeba’s, etc.), and get faster, and do different things – later they pop out of different places on the screen and fly around a bunch before disappearing off the screen (if you don’t shoot them).  The first few screens, friends are introduced before starting the level.  These ‘friends’ drop from the top of the screen, and you have to touch them.  For the first screen, the friend is Luna.  You gather up to nine Luna’s, as she just keeps re-appearing and dropping.

2 more friends appear in early screens.  When you touch them, they are added to your Robo-tech character, and fire along with you (like getting 2 ships in Galaga), with Joe and Sony, you get three shots.  Luna does not shoot, she just hangs around your character as you desperately whale on stuff.  Each friend you catch also enables the other two buttons on the control panel (Joe drops down on level 2 and gives you the PK-Barrier = shield; Sony drops down on level 5, and gives you teleport = drops you back 5 screens).  If your friends are shot, you lose a Bega, and lose both the extra shot, and the button on the control panel.  The whole goal of the game is to get to some final battle with a baddie named Varga.  I’ve only gotten to level 17, and learned that as soon as you lose your triple shot, the game is pretty much over.

That’s about it, the background is neat-o stuff like stars, and flowing lava, and burned cities, and cool stuff like that.  Sometimes it mixes the background with the dropping stuff (i.e. a cartoon volcano shoots rocks upwards, that then arc downwards to try and hit you, etc.).

opinion: It’s an okay game.  Like I mentioned above, when you get past level 10 – you’d better have all three shots, or it’s pretty much zip through 8 lives in a heartbeat.  The animation for this game is pretty evil.  It’s really dark and sinister.  The voice of Varga (who constantly warns you to quit) is a slowed down tape of a normal voice.  It sounds pretty evil!  I could see in today’s up-tight, politically correct, tight-ass society, this game could be deemed as satanic!  May be why they pulled it?

Technical stuff: The disc for this game is extremely rare.  I have heard that in order for arcade owners to get the newer Cobra Command kit for this cabinet, they had to send in their Bega's Battle disc.  I further heard that Data East destroyed the discs that they received.  It took me roughly 8 years to get this disc - and I DEFINITELY paid a lot for it (actually more for this disc than any other in my collection).

1/26/00 The disc spins up and searches a bit, but it freezes on a gray screen: The test switch inside the cabinet has to be in the opposite position as Cobra Command.  I don’t have a cabinet, so I can’t tell you what it needs to be set on, but it is the opposite as Cobra Command.

1/26/00 Access time: The disc is layed out a little funny for this game, they put intro stuff at the end of the disc, and stuff like the credits screen (after you put money in) at the end of the disc.  There are a lot of times when the player has to cruise all the way from the beginning of the disc to the end – slowing down your access time between screens (not REAL, real, real bad, but still around 4-5 seconds sometimes).

Name: -CLIFFHANGER

COMPANY: STERN

YEAR: 1983 (schematic)

graphic overlay: yes (score and lives)

animated: yes

controls: joystick, 2 buttons (hands, feet)

players: 2

continue: yes

LDP: Pioneer PR-8210, Pioneer PR-8210A, Pioneer LD-1100

Disc Press: Double sided (same on both sides)
motherboard: 

microprocessor: Z80

startup: 

game play: You are a secret agent, out to rescue a princess.  You drive around, invade a castle, and fight ninja’s (bitch of a screen).

opinion: Animation is taken directly from ‘Castle of Cagliostro’.  The dubbing on the game is different from the dubbing in the movie (it’s an o.k. movie, nothing great).  Similar animation to say Badlands or Super Don Quix-ote.  I would suggest playing this BEFORE watching Castle of Cag.; otherwise the fluidity of the story-line kinda disappears.

I tracked down a motherboard set (complete on wooden board with supply and crap) for $50 from a local distributor.  Got a disc from a faraway distributor (NM for $45, what a steal!)  Got a manual and semi-schemi’s from John Pierce.  Got the small interface board from Callan Hendricks (thanks man!), copied it.  Bam everything necessary.

Some people are really hot and heavy over this game.  I can’t see it.  It’s all right, but nothing fantastic to me.

Technical stuff: Wiring the thing yourself: If you haven’t started this little project, think again.  Wiring this mother was an extreme pain in the ass.  I don’t know if I have all the documentation that exists, but my schematics are patchy.  Most of the information does not match (connector numbers, board numbers, etc.).  I sat on the phone with Callan (who actually had a cabinet) and he read off a majority of how to wire it.  From this, about 90% got wired O.K.  There were a couple of quirks (either in Callan figuring out his cabinet, me writing the shit down (beer strikes again!), or in transcribing notes into real life.  Anyways the last 10% was wiring problems, and bingo!!!  I have written a lot of this info down separate, to avoid anyone else from having to go through this; but most of my notes include having the harness on the board already there.  I started going back from the harness directly to the motherboard, but these notes are VERY schetchy.

Demodulator board: The overlay graphics are really bizarre.  They use two separate boards to convert and overlay.  First, the LDP’s NTSC output signal is split with a regular 1-2 splitter.  One goes to the motherboard for timing, the other gets goes to a plain demodulator (NO genlock).  Then this RGB signal is fed along with motherboard graphics, to another separate board that mixes the two, and outputs RGB to the monitor.

Control panel is not normal: The control panel does not use ground as a reference.  There is a separate board (consisting of connectors and diodes) that interfaces the motherboard to the control panel (kind of multiplexes it).  Stern was based out of Japan right?  The joystick uses one common, the hands/feet, and coin uses a different one.  It’s weird.  If I can save anyone else any of the headaches I went through, this will all be worth it.  If not… who gives a rat spemin.

Audio not coming up: I have an occasional problem with the audio not coming up, either in the demo, and/or kicking off right when I start playing.  I’m not positive what the cause is, but it seems to work if I power the whole thing down and start up again (sometimes more than once).  I do have two board set that do it, so I know it isn’t a hardware problem.

Board loses it’s mind occasionally: It will just start playing the disc straight through.  Re-powering up seems to fix it.  This problem seems to go away when the PR-8210 warms up also.

Video not coming up: Genlock graphics are there, but laser-disc video not there.  Sound is normal.  There is a small pot on the top board separated from the three near the inputs.  This pot controls the brightness of the genlock’ed graphics.  It’s nice to increase the brightness of the overlay stuff, but if you go too far on the adjustment (nice bright genlock stuff), the video from the disc player blacks out 100%.  The pot does not have a label.

6/2/97 Missing the TMS9128 chip from the bottom board?: Your screwed.  ICB5 (or C5 depending how you read the silk-screen), is a TMS9128.  I do have a full datasheet on this chip (Video Display Processor), and an official confirmation that it was in fact discontinued a long time ago.  I can assure you, these chips are impossible to find.  I have no way of getting them (ECG, NTE, digi-key, Mouser, MECI, JDR, MCM, and Radio Shack-yeah right!).  So, I’ll save you a little research… that’s why I’m here right?

6/2/97 Intro repeats 3 second interval upon startup: Had a problem with the game firing up.  The game started, and had some kind of a test mode overlay; and the video would play only 3 seconds of the intro, then frame number would pop up from the player.  It would then jump to the beginning of the intro over and over again (each time it would add a fraction of a second to the intro).  The problem turned out to be the dip switches.  Apparently, the dip switch settings for Goal to go are very different from Cliffhanger.  I am not going to list them here, but if anyone wants them, I have them.

6/4/97 Hot Chassis: If you use a cheater plug, the metal box surrounding the motherboard is a little above ground.  Not deathly hot, but if you push bare skin against it, you can feel voltage.  I don’t know how much, and it doesn’t hurt, but it is there - and it does tingle (of course I wasn’t standing in a puddle either; kids, just a joke, don’t try this at home).

6/14/99 Wiring it up part yourself part 2: I had someone ask me this, may be handy to someone else.  The control for the 8210 and the 1100 player gets plugged into a connector that goes to J8.4 on the bottom main board (+), and J1.9 on the power board (GND pin on PS-1200 A978).

11/06/02 Why CH isn’t that great: It all came back to me as to why I’m not a big fan of CH.  Back when DL hit my town, I played the hell out of it.  Then after about a year (and having mastered it), Space Ace hit.  After mastering that, I was waiting for the next cool cartoon game.  I had seen Cliffhanger in a couple of magazines that misrepresented it as being similar to Dragon’s Lair.  The stills they had also weren’t very good, and tricked my brain into wanting to believe that the game was Bluthian, and was similar in playability to DL and SA.  Here I was all pumped to get a gangster version of DL/SA.  I was picturing a secret agent Bluth game with hands and feet controls.

Well, after waiting for many years, hoping all the while to get the game in my small town, with only a couple of magazine stills and a short description in m head – the game never showed up. So the anticipation to play the game festered over the course of about 15 years.

When I finally got my hands on the board set, disc, and player; you can imagine my disappointment when I actually played it.

It’s not fair to be that critical of the game.  I did get a flavor of what the game looked like before wiring it up.  It would be dishonest to say that I didn’t watch the disc immediately when I got it (probably two years before wiring it up).  Still a bit of a bummer though.

From the ashes rises the phoenix!  The game allowed me to play goal to go, which was a known favorite of mine in the local arcade!

Name: -COBRA COMMAND (SONY LD-P1000 BOARD)

COMPANY: DATA EAST

YEAR: ?

graphic overlay: yes (score, credits, and game-play graphics)

animated: yes

controls: Joystick, 2 buttons (machine gun, missile)

players: 2

continue: N

LDP: Sony LDP1000A

Disc Press: Single sided (metal plate on back)
motherboard: See Bega’s Battle

microprocessor: 6502

startup:

1) Power on.

2) Thump of AMP turning on, gray screen.

3) 3 fast beeps.

4) ‘TESTING WAIT’.

5) Player spins up, achieves focus.

6) Screen turns black.

7) ‘USA

‘LX3 HELICOPTER GAME’

‘VERSION 02 DATE 59.4.24’

‘BY SHIN.KUMA’

‘DATA EAST CORPORATION’

‘19’

8) The 19 counts down to 0 with a whish sound for each count (like a helicopter blade).

9) INTRO

startup without player:

1) Power on.

2) Thump of AMP turning on, gray screen.

3) 3 fast beeps.

4) ‘TESTING WAIT’.

game play: You pilot a helicopter, and using a graphic overlay of a cross-hair; you have to shoot down planes, tanks, bunkers, and avoid obstacles. You also have to move left, right, up, down at times to avoid crashing into stuff.  Animation looks similar to G.I.Joe.

opinion: Pretty cool game.  Fast paced, you can actually feel G-forces when you are avoiding stuff.  Different from most lasers, a nice breath of fresh air from standard DL.

Technical stuff: Sega CD is digitized right from the laserdisc (and for a 16-bit system, it’s pretty similar - minus the laser-disc simulated graphics).  The title ‘Thunder and Storme’ is printed on the beginning of the laser disc, but I don’t believe it is ever accessed (maybe in Japan it was called this; but printed in English!?!)

So, how many fucking versions of this game are there?: This is probably one of the strangest of all laser games as far as versions go.

I personally have two board sets, and I think this was all that was made along with a couple of chip sets.  One is a pure LDP-1000 (NOT LD-V1000!) board set.  It has two DECCO boards both the same size (kind of large).

The other is a LD-V1000 board set (yes, like the player in DL).  This second board set also has a smaller board on top of it that plays it with an 8210.  This board set was marketed several different ways...

Cliffhanger -> CC = uses the LD-V1000 / 8210 board.  Had it’s own separate demodulator that plugged into the monitor.  Did NOT use the demodulator (or any boards) from Cliffhanger.  I do not have one of these speial demodulators, nor do I know what it looks like.

Dragon’s Lair -> CC = Uses LD-V1000 / 8210 board, but of course did not use the 8210 part.  Also was packed with it’s own demodulator.  The only difference between this and the CH -> CC was probably the pinout on the connector going to the monitor.

Interstellar -> CC = Uses LD-V1000 / 8210 board, but of course did not use the 8210 part.  This guy I believe actually used the Interstellar demodulator.

Astron Belt -> CC = This is a chip swap to a true AB board set.  Uses completely the same setup as AB (Hitachi player).

MACH3 -> CC = This is a chip swap to a true MACH3 board set.  Uses completely the same setup as MACH3.

Original Cobra Command = And of course the original LD-P1000 CC uses the LD-P1000, and it’s very own board set.

I now have both board sets and both chip sets working.  I have used the MACH3 chip set, the Astron Belt chip set, the original LD-P1000 board, and the 1000/8210 board with both an LD-V1000, and an 8210.  For the 1000/8210 board, I tried originally wiring it up to an Interstellar demodulator, and got it to somewhat work, but it worked like hell (the Interstellar demodulator is a piece of shit).  It had lots of gray streaks in the PCB video, and would fade the laser video light and dark.  Eventually it would fritz out and totally cheese up and garble the pcb video and black out the laser video.  I tried 2 Interstellar demodulator boards and had the same results.  Finally said fuck it and used an Astron Belt demodulator.  This works great, but loses sync when the laser video is searching, and the pcb graphics take over – a very minor glitch, as it’s only when it displays whose turn it is after you die.

I know what you are asking… ‘Mike – is there any differences between all the version graphics and playability wise?’  You betcha!  It’s like playing Dragon’s Lair on the Commodore 64 – a little different!  The original boards are pretty much the same.  The 8210 has a little slower access time than the both 1000’s, but not enough to make a lot of difference.  Now when you start talking chip set conversions – that’s night and day.  The graphics are terrible, and the playability is gone.  My AB chip set doesn’t even have a complete window for the cockpit - it’s missing a line on the right windshield, also it doesn’t fill in the cockpit (around the radar screen).  It almost looks like a Beta version!  Even if it didn’t have bugs, it still is blockier graphics all the way around.  For playability, it doesn’t give you the high pitch jingle telling you that your shot hit the mark – doesn’t sound like much, but try taking it away when you’ve played the real one! MACH3 also has less than average graphics.  So, if you have the AB or the MACH3 versions of this game, and you consider this as ‘having the game’; unfortunately, you need to think again.  I would highly recommend using an original board set.

1/25/00 This damn LD-P1000 spins up, but doesn’t work with my motherboard!: I had first gotten (1) LD-P1000 about 4 years ago.  I threw a disc in it, and it spun right up.  Excited, I wired up the original board set.  I was pissed when the stupid player would not work with the motherboard.  The disc spun up, and the screen would just say ‘TESTING WAIT’.  The disc would play the disc, but would jump in 3 second intervals through the whole disc (well, I would shut it off after about 2 minutes).  I thought, SHIT – I would get the player with the interface problem!

Then, about a year later, I had a friend who had gotten a player, and his did the exact same thing!  The odds of 2 players with the same interface problem – Christ the 1000 must be a touchy player!  So, I ripped it apart and backtracked to the set of boards that went to the RS-232 port – perhaps getting lucky and seeing a burnt chip, or a transistor blown apart.  No luck, everything was clean (and it was a real bear getting to those boards, and putting it back together again).

Finally, shortly before Christmas, I bought 2 players from a guy cheap.  He sold them to me saying one worked.  Well, they both were trashed by UPS, the full story is in the player section of this document.  The long of the short is, I did get them both to work - and guess what, the same damn problem.  At this point I knew something was up.  There was no way in hell 4 players were going to have the same problem.  I then started thinking – what would cause players not to interface?  I had experimented, and knew it was good.  I tried using a null modem (which I really knew wasn’t going to work, but what the hell).  Finally, it hit me – BAUD RATE.  I then noticed stickers below the RS-232 port on the players I just bought, and they said ‘Baud Rate set to 4800’.  That was it!  Cobra Command uses 1200 BPS!  So, the next trick was to figure out how to set the baud rate.  I didn’t have a manual (as I had posted a bjillion times before and asked EVERYONE I knew, and called Sony, with no luck).  So, I ripped apart one of the players looking for dip switches.  I went through it about 10 times with no luck.

Out of desperation, I e-mailed some odd sources which I had gotten while doing LD-P1000 searches on Yahoo.  One of them actually said they had the interface manual, and the operators manual.  He also had repaired them a while back, and knew there was a way to set baud rate.

Well, after getting the interface manual, I was able to set the baud rate (forget it if you don’t have a manual – you’ll never figure it out!)

If anyone is reading this and has this problem, I did put it into a Word document how to set the baud rate.  It’s not REAL easy, and does require a soldering iron – but all in all it isn’t that hard to do.  It was just hard figuring it out!

Name: -COBRA COMMAND (SONY LD-V1000/PR-8210 BOARD)

COMPANY: DATA EAST

YEAR: ?

graphic overlay: yes (score, credits, and game-play graphics)

animated: yes

controls: Joystick, 2 buttons (machine gun, missile)

players: 2

continue: N

LDP: Pioneer PR-8210/Pioneer LD-1100/Pioneer LD-V1000

Disc Press: Single sided (metal plate on back)
motherboard: 

microprocessor: Z80

startup: 

game play: See Cobra Command (LD-P1000 Board)

opinion: See Cobra Command (LD-P1000 Board)

Technical stuff:  Nothing to say here.  Didn’t have any problems with this monkey – pretty staighforward.

Name: -CUBE QUEST

COMPANY: SIMUTEK

YEAR: 1984 (software)

graphic overlay: Y

animated: No

controls: Track ball, fire, cube rotate

players: 1

continue: no

LDP: Magnavox (modified)

Disc Press: Single sided (plastic on back)
motherboard: 

microprocessor: 68000

startup: 

game play: Yes, I have one working…   THERE IS A GOD!!!!  Imagine Gyruss with a track ball and 3-D vector graphics (not just rotating around an outer ring, but also going all over the middle of the ring!  Christ, this game was WAAAAAAAY ahead of it’s time!  Okay kiddies, that sounds like a mind screw – now add a lots and lots of cool, different computer animated background tubes to the game!!!  I will try and explain the gameplay as best I can.  To start, there is a 3-D vector cube.  You start in one corner of the cube, and the ‘treasure’ is in the other corner of the cube.  It can be a simple 4 corner box - or for difficulty, throw a centerpoint in the box, thus making 27 points to visit.  You have to jump from point to point in the box and complete a screen to get to the next point.

There are baddies that are thrown into the cube, and you try to avoid them throughout the cube.

When I said you have to complete a screen, here is where the gameplay kicks in.  It’s a 3-D tube that objects come flying down from the far distance towards you, shooting all the way.  You have to try and shoot them, and/or their shots without hitting either of them.  The trackball is awesome! You move all around the tube shooting stuff.  Best I can tell, it’s all flying stuff for enemies, bi-planes, helicopters, stars, etc.

When it gets more difficult, it adds screens after you get through a tube.  It turns off your phasers, and you have to maneuver through moving obstacles.  Jesus, the graphics!  This is hard to explain, but it send two rollers at you, and you have to time them to avoid them; or it throws four bouncing cubes at you, and you have to guestimate the center of them and be there!

When you get to a screen with a baddie (guardian), or a treasure, it throws up a 3-D version of Tac/scan.  You have a cube in the center with small walls rotating around it.  You have to shoot the walls to try and blow up the cube in the center.  It retaliates by sending the outer wall at you (in 3-D) which you have to find a spot you shot out, to avoid dying.

Another feature is, when you are in the cube (waiting to select a tunnel), you can rotate the cube to try and avoid baddies.  To visualize this cube thingee, here’s a bad ascii drawing (which never matches the spacing spacing of the word processor you are using, but here it goes anyways!!!!

    ___________2

   /|    /|    /|

  3_|___/_|___/ |

 /| |  /| /_ /|_|

/_|/|_/_|/|_/ |/|

| | / | / / |/| |

|/|/__|/_/_ / |/

| /   | /   | / 

|/____|/____|/

1
4

I couldn’t draw the whole thing due to ASCII constraints, but your ship is at point one.  You have to get to point 2.  Point 3 is a guardian.  All points are connected.  Your first move is to point 4.

By pressing the cube button, it rotates the ‘plane’ of the cube which you are on.

opinion: The sound is great (it changes for example to a thud-thud-thud for helicopters).  The graphics are great (unbelievable for 1983- even for today it would be cool!); they are 3-D polyfill graphics - back in 1983!!!! Overlay’ed on laser, computer graphic, tubes!!  The gameplay is great, combining logic (for rotating the cube to make it easier to reach the treasure), and arcade skill (the main playability in the tube).  The overall playability is amazing!  It is an extremely hard game, even when set on easy (probably the one drawback to the game).  I have 5 ships (highest number), and the easiest setting, and I can still only clear about 6-10 tunnels!

Technical stuff: Cute chick on end of disc: Someone told me the inventor of the game had a naked picture of his wife on the end of the disc.  This may be true, but they only show her from the shoulder’s up.

9/1/98 Got one wired up: I have the board wired up.  For the record, the board sucks around 20A of 5VDC.  I had to a) use a 30A supply; b) Use monster cable for the 5V and GND wiring; and c) shorten the supply wire length to about 6 inches.  This brought the 5V to about 4.8V.  My original supply that I use for all other games only got to about 2.8VDC when measured at the board!

10/9/98 It works!!!: The game WILL play without laser graphics.  It will search for 2 minutes (it counts down in hex while it’s searching), if it doesn’t find the disc, then it throws up stick graphics to simulate a tube effect (all the laser disc is, is 3-D computer generated tubes).

Neat little history - thanks to Dale Luck (with permission) for this info; this is a direct quote from an old e-mail from him to Callan Hendricks, cleaned up a bit to remove ickey e-mail spheg.  Thanks a bzillion to Presto and Nicholas Alwin whomever you are. Spelling is left exactly as I received it! (6/2/99):

-----Original Message-----
From: Dale Luck <d.luck@removed to keep him from getting tons of e-mail>
Newsgroups: rec.games.video.arcade.collecting
Date: Thursday, May 01, 1997 11:19 AM
Subject: Re: Cube Quest?


Nicholas Alwin wrote:

 Dale Luck wrote:
 
  Presto wrote:
From a description I'd gotten about Cube Quest it's apparently a
lasergame only in the loose sense of the term. It's one of those games that overlaid the gameplay on top of a background laserdisc image, which
really has nothing to do with the game. Lore says that the game was fun
enough that even when the laser player went out, people still enjoyed
playing the game against a black background.
 
  Thats part of the description I got from one of the designers of the game.  From what I know this was the first game designed to use a laser disc.

  My friend said he thought they made about 10-20 of them. I think the company that produced it was called Simutrek.

 Cube Quest is sort of like Tempest with a trackball. The laserdisc shows a background of progress down a tube, using some *very* nice computer generated graphics for the day. Enemies would travel toward you down the "tube", where you would shooot them, controlling a sight with the trackball.

 The name Cube Quest came about because the tubes where actually the edges of a cube, which could be rotated in between rounds to select the route along the cube's edge.

 Ken Nordine supplied the voice during the attract mode. "Play Cube Quest!" or something similar.

 Callan claims that 12 units were made, which is quite likely, as I have only ever seen and played one unit in California.

I just talked to Dave Needle, one of the contractors that worked on the game. He said they had an initial production run of about 250. Of those maybe 150 were built. But they where nearly impossible to bring up, many bitslice AMD parts, etc. There was some sort of deal with Bally that was done to get a bunch out the door, but in the end maybe only about a dozen made it out.  He said it took about week for group of techs to bring up a system. Sheesh, maybe not something for a hobbyist to try to tackle. There is an interesting story he related, regarding the laser discs themselves. They were using Pioneer laser disc players and needed to buy about 250 of them. Well Pioneer was seeling their laser disc players at a loss in the stores, but making good royalties back on the discs themselves. But these guys needed to buy about 250 of them, and would not be buying a single disc that Pioneer could recoup their losses on. So they refused to sell them the discs. So they went to the stores themselves to get the disc players, they told their friends and relatives to go buy disc players, this worked for awhile until Pioneer sent the word out to all dealers that they weren't supposed sell players anymore unless the customer also bought some discs. Boy, those were strange times back then.

 He told me also how the whole concept was started. Initially there was this company that was in the restaurant business and they wanted to feature really cool videos playing while you were in dining or something. Well after some experimentation with what they could do, the hollywood type software guy (This was a Los Angeles based company) and the rest of the company decided to drop the restaurant part and just do the video game, thinking it would be easier. Ha, company went belly just a few were produced. The game play was only so-so apparently the hollywood type guy was more into movie and video stuff and not really into good game-play. I can imagine the engineering battles that went on.


Dale Luck



7/1/02 Got a player:  Got a Magnavox player.  This game is even better with video!  The player is very strange, it will not eject the disc unless it is plugged into the motherboard!  I actually received two players. With the first player, there were occasional glitches in the video. These glitches also caused the PCB graphics to fritz out, making the game extremely difficult in tight spots when the video decided to glitch. The second player did not have this problem, so I chalk it up to the player.

11/10/02 Restoring the cabinet: I had bought my CQ boardset from a guy in Kansas back in 1991. A buddy and I drove down to get it (and a ton of other boards and players).  The guy showed me the cabinet that it was from.  It was buried in a bunch of shit in his garage, but I at least got to see the odd shape.  Unfortunately, I had no idea how rare the game was and did not have room for cabinets, not to mention the cabinet wouldn’t fit into my Cavalier - so I passed on it.  The cabinet wound up in two other peoples hands before Callan Hendicks wound up buying it in a package deal.  Since he already had one, he offered it to me (what a pal!)  This time I couldn’t pass it up.  Two of his friends drove it up from Texas, after about a year of waiting.  3/1/02, let the restoration begin.

This is a little piece that I would like to entitle, "So, you say you got a free CQ cabinet from a friend..." 

1) Harness was gone. Had to make one from scratch. 

2) PS gone. Had to buy a new one. 

3) Brand new 400W PC supply didn't work. I had already cut wires on it, so I couldn't return it. Had to troubleshoot and fix it (about a month's project). Eventually got the schematic from the japanese manufacturer and found an unsoldered leg on an IGBT. 

4) Had to rewire the PC power supply to match my generic harness. This also meant deceiphering which control wires had to be wired and which could be left hanging. 

5) Power connectors cut off for several cabinet fans. Had to replace them, but at least the fans were still there! 

6) Marquee flourescent light fixture was crushed. Fixing it was a bitch, as it is buried in a wooden box that is about 3 inches high and about 16 inches deep. Tight to work in! 

7) No monitor. 

8) Monitor I was going to put in needed an isolation transformer. I blew it up by trying it without an isolation transformer (using an Elevator Action PCB). Had to fix the Elevator Action PCB AND the monitor. 

9) After fixing the monitor, I absolutely could not get a picture. One of the pins on the yolk coil connector pulled out of the plastic connector and wasn't making contact. Took a LOOOOONG fricking time to figure this one out! 

10) No bezel. Had to make one from scratch. Have you ever made one? DON'T - IT SUCKS!! 

11) No monitor plexi. Had to have one cut. Have you ever bought this? DON'T - IT'S EXPENSIVE! First piece was cut wrong. Had to go through the BS of returning it and having them recut it. 

12) No marquee. Got one from Callan - thanks bub! 

13) Trackball bearings were rusted. Buying new ones meant buying custom bearings. They are not standard trackball bearings. 

14) Sanded down the rollers in the trackball. They had grooves worn in them causing the trackball not to turn freely. Sanded the shit out of them. 

15) Trackball did not work. Two wires were reversed on the trackball that came with the cabinet. How the hell do these things happen!?! 

16) CP was missing all wiring. Had to rewire trackball and speaker from scratch. 

17) Right fire button was not original, and was replaced with a very ugly button. Bought one that is identical to original, except it does not have the CQ text on it. 

18) Cube button would not light. Bad socket, had to bend it a bit. 

19) New locks on both doors. 

20) Power cord chewed up. Replaced it. 

21) Paint dings in the cabinet. I will touch these up after the rest is complete. 

22) Transformer for CP lamps gone. Had to buy one and wire it in. 

23) Missing top speakers!?! The only speaker that came with my cabinet was (1) speaker in the CP. The game is supposed to have a L, R, and C (with the center being heavy bass). Come to find out the metal panel underneath the marquee does not have holes cut for speakers. I need to align and drill 2 speaker holes in the panel (very hard God damn metal!), buy speakers, make sure the speakers fit depth-wise - sight unseen, mount them, wire them.

Name: -DRAGON’S LAIR

COMPANY: CINEMATRONICS/STARCOM

YEAR: 1983

graphic overlay: no

animated: yes

controls: Joystick, 1 button (sword)

players: 2

continue: yes/no (dip setting)

LDP: Pioneer 7820/Pioneer LD-V1000/Pioneer LD-V1001

Disc Press: Single sided (metal plate on back)
motherboard: 2 board set (main and ERPOM) + display board + NTSC board.

gaphic overlay:

--------------

I don’t have an original one anymore.

Main board

----------

Description: Green, rectangular, with a small ERPOM Board stand-off’ed to the top of the board (connected with a 40 pin ribbon cable).  Also has a big 32 pin molex connector on it.  Usually has a metal plate stand-off’ed to the back of it.

Dimensions:

6” x 12”.

Connectors:

J1 – 24 pin IC dual leaf socket (goes to the player).

J2 – 40 pin ribbon cable connector (goes to the EPROM board).

J3 – 16 pin ribbon cable connector (goes to the LED board).

J4 – 36 pin molex connector (goes to main harness – voltage, I/O, sound in and out).

Stickers:

None

Silkscreen etching (rev. C board):

1983 CINEMATRONICS MADE IN U.S.A MAIN LOGIC 80-12035-01 REV C (TOP)

Serial number is etched in top, mine is 26 LD-08686

SOLDER SIDE REV C (BOTTOM)

EPROM board

-----------

Description:

Green. 5 EPROM sockets, a cap for every socket, one radial electrolytic cap near the 40 pin ribbon cable connector.

Dimensions: 3” x 5 3/4"

Connectors:

J2 – 40 pin ribbon cable connector

Stickers:

None

Silkscreen/Etching:

1983 CINEMATRONICS MADE IN U.S.A MAIN LOGIC 80-12056-01 (TOP)

Serial number is etched in top, mine is 26-LD-08752

Display board

-------------

Description:

Green. (16) 9 segment displays, a couple of 28 pin socketed DIP’s, a couple of caps, a 16 pin connector on the back.

Dimensions: 5 1/4” x 9"

Connectors:

J? – 16 pin ribbon cable connector on back of board.

Stickers:

None

Silkscreen/Etching:

COMPONENT SIDE REV A DISPLAY P.C.B. 80-12036-01 STARCOM(TOP)

Connector mounts on solder side(TOP)

SOLDER SIDE REV A (BOTTOM)

Serial number is etched in bottom, mine is 29-LD-10507

microprocessor: Z80

startup with laserdisc: 

1) Power on.

2) Constant low buzz in audio.  Unknown characters on display.

3) 3 sec.

4) Beep.

5) 15 sec.

6) Beep.  Play command sent. Player 1 and Player 2 clear, Credits=’00’.

7) Player achieves focus – Beep.

8) Intro plays.

startup without laserdisc: 

1) Power on.

2) No low buzz in audio.

3) Beep.

game play: You are a knight walking through a castle trying to rescue a princess.  You have to make moves with the control panel to lead the character through numerous rooms.  Animation is phenomenal (Don Bluth), animation and sound effects are funny.  Random screens (do not have to complete screen to play different ones).

opinion: Jesus, where do I start!?!?  Um, if you haven’t guessed from my intro, it is the best game EVER made!  A lot of the luster has worn off over the years, but the sparkle this game had originally will never leave.   I don’t think it goes any further than getting your own to be able to play it; meaning I don’t go ga-ga over buying keychains from 1983, cells for $120, or side stickers for $100 a pop.  My license plate is D LAIR, but this is as patriotic as I get.  I admire the game, it rules over anything that I can think of; but once you own one, what’s left?  - MORE LASER!!!

Technical stuff: Lets see.  There are supposed 6 chip sets out there (A-F).  I have all five, and three unknown sets that don’t match those six.  This board is a bit of a mystery to piece together between serial number on PCB’s, artwork rev’s, software rev’s, and useable players.

I have been reading a lot of crap lately about what serial number boards work with what player, and which jumpers, and ya-da-da-da-da.  Hey, here’s a clue, do the fucking research so you know what the fuck you’re talking about!  These shit-heads who pretend like they have a clue; when in reality they prey off of newbies who are apt to believe anybody who has the balls to print publicly on the newsgroup any bullshit stupid people will swallow!  Well, I can say I helped create Dragon’s Lair too (but it is about as true as anything else on the internet today).  A note to these people, real laser people aren’t so fucking stupid!

As for information in the manuals; don’t trust it.  I have several versions of manuals, and they don’t keep up with the rev’s, and the are extremely disorganized (rev A-K schematics, how could they keep up? (can anyone who helped create Dragon’s Lair clear up all these rev’s?  Forget it, I’ve already done it.  Even though several people on the net already know all this, or have friends who have already done it - yeah right.  Don’t get me wrong, it’s not a God complex, it’s just Dragon’s Lair!  I know what I have done, and I don’t spout off on the net about it; I just don’t really give a fuck!  Read on for the REAL things that I have done.

The power supply is also worth mentioning.  It is VERY strange in that it has +25VDC.  This voltage is only used for the audio amplifier section.  I have a friend who uses a ‘portable’ unit that plugs into a VCR (with amp powering the sound for the LDP), and he uses car speakers to tap into the beeps for the moves.  He says even un-amplified, it’s still loud enough to play.

Update - I have a portable one now working.  I mounted a power supply (a Condor supply that actually had the +25VDC on it), a motherboard, and a display board into a small suitcase with standoffs.  I then mounted to the outside of the suitcase - a power jack, a joystick jack (to plug in a faithful ATARI joystick), sound controls, speaker connectors, and buttons for coin and 1-player / 2-player buttons.  It works pretty slick!  Let’s just say a buddy of mine who hasn’t played the game in 15 years now is able to play it in the privacy of his own home!

Test eproms - I have a manual that says there were 10 test eproms available that were too technical to be described in the manual (and to call Cinematronics to order them).  If anyone is reading this, and you have them - PLEEZE donate to science and let me know!  I re-assure you, I am not out to make money on any of this.

9/17/97 7820 vs. LD-V1000: 

Believe who you want to believe - from all the bullshitters on the internet, your choice.  I have personally tried all my rev’s; and here’s is what I have found (in all 9 rev’s total):

· There really isn’t any difference between what revision you use,  they all virtually play the same.  NO REV’S PLAY THE DRAWBRIDGE SCENE!  AND NO REV’S PLAY THE SCREENS IN ORDER!  They all literally seem to play the same to me.  Whether it’s a five chip set or four; 1000 or 7820, they all play the same.  I would guess all the rev’s fix things like false coin counts at power-up, player gets lost on searching, etc.  Why not use rev. F2?  You tell me.

· A five chip set will NOT play with the LD-V1000.  Four chip sets only play with the updated board; five chip sets play with either board.

· The 7820 does have a slower access time (which I had heard rumors of).  I also can’t get as clear of a picture with the 7820.  Early in the disc looks O.K., but later looks grainy.  It may just be my player, but I really think the 1000 has a better picture.

· From what I can gather from manuals, liars, and actual information; there are seven known software rev’s (A-F), and an F2.  A-C uses the 7820 ONLY; D uses the LD-V1000 only; E, F, and F2 use either one.  I also have two other unknown chip sets that work, but I have no idea what they are described as.  I noticed no playability differences in them.

· There are two PCB versions out there.  An easy way to tell which one you have, the new one has U31 (located directly to the right of U15).  The old board has an empty space there.  The new one will ALWAYS have a 16MHz xtal also.  Rev’s D,F, and F2 will NOT work with an old style board.  Also the 1000 will NOT work with the old board.

· The old board is update-able with some cuts and jumps around the microprocessor, and J1 (interface to the player); and by removing some chips.  It’s not tough to do - I do not have it written down, as it is too difficult to describe where to cut jumpers.  I do have a drawing of it, and a sample board to go off of.  Yes, the LDV-1000 can play with a 4MHz xtal!

· I do have my first conversion board that I actually changed the 4MHz xtal to a 16MHz xtal.  This is pure 100% updated per all the rev’s they did.  Now since I have figured out that the 4MHz works, there seems to be no reason to ever do the 16MHz upgrade again.

· Some people have spoke of serial numbers and crap.  This is bullshit.  There are only two PCB’s.  ANY of the old PCB can be updated to the new PCB.  If it’s under a certain number, it may need an extra part or two added or removed, but nothing more.

I have some people tell me that the 7820 versions play the screens in order (not random); and others who have told me they are random.  I have also had people tell me the drawbridge scene is on the 7820 version; and you guessed it, others have said no.  I have NINE versions myself, and NONE of them play random screens, and NONE of the versions play the drawbridge scene; in fact they all play the same as far as I can tell - sorry to burst anybody’s bubble.  If someone remembers playing the screens in order, or playing the drawbridge scene, I think they should be screened for altzheimers.

11/25/96 Bad board, makes static pops in the audio and did not spin up: Did fire up a couple of times, but soon reset itself and caused the player to run straight through.  This could have been a backwards eprom board (the ribbon cable connector plugs in both ways), or I did notice no life on a couple outputs of U2 (buffer chip), so I changed it.  I am not positive which it was, since I was constantly plugging and unplugging the eprom board.

11/25/96 Bad board, spins up fine, but goes to the wrong screen and eventually freezes on a frame: In trouble-shooting, I started with the LDP, assuming it had one of it’s data lines screwed.  Sure as shit, pin 16 (J1 to video-disc on the schematic) had no life on it.  I replaced the 24 pin socket (the one the LDP plugs into) and BAM!  I also changed all the damaged filter caps on this board (about 4), which I don’t think was the cause.  As a tip to anyone troubleshooting these fuckers, pick yourself up a bag of .1uF (104) caps - these always seem to be demolished on DL boards.  I usually don’t bother changing them – I have yet to see a board that was bad, caused by broken filter caps.

12/15/97 7-segment display not working on display board: Pretty easy to troubleshoot, just swap two of them around to find out if it’s the board or the part.  The one I had was actually a bad display.  These are still available if you look for them (mine ran about $2.50 each, not cheap).

9/1/97 First 7820 to 1000 PCB conversion: I spent a lot of research on this.  My real job incorporates writing programs for a machine called a GenRad (which tests circuit boards on a component level).  One of my day to day activities is dealing with circuit board changes and keeping existing test fixtures running with re-layouts.


This 7820 to 1000 thing is somewhat similar.  What I have seen are two basic rev’s of PCB’s.  I haven’t dug into serial numbers, but I think it’s gonna be the 7820 version if U7 is populated.  Schematics have rev’s A-K, but a lot of them are just part changes (which didn’t require anything to be done to the PCB).  On PCB changes, it looks like they kluged (cut traces, added jumpers, added parts not on the original board) until they re-spun the board.  The re-spin is definitely after the 1000 was used.


Some of the rev’s are bullshit changes that really don’t affect a whole lot (ex. Some of the changes doodle with the reset line, which I think simply fixes the power-up from registering coin counts -> the boards are all owned by collectors so who cares about free credits; etc.)

1/10/98 7820 plays, but picture is static-y: Clean the lenses first (again, use camera lens paper and real camera lens cleaning solvent; it’s not that expensive).  Second, adjust the mirrors - VERY SLOWLY.  If you misadjust the mirrors and it spins down it’s very difficult to get to spin back up.  I adjusted the mirror straight out from the laser, and slowly turned the top-most screw.  It brought the picture right in.  I can’t get it 100% perfect, but it only has very minor sparkles.

3/2/98 Board doesn’t do anything: Xtal is running, uP’s reset, interrupt, wait, etc. lines are all O.K.  This one turned out to be a bad Z80A uP.  Never seen a bad one of these before, but that fixed this one!

8/28/98 No joystick or button beeps: Turned out to be a bad C6 on the eprom board. It was all corroded around the capacitor (and after a closer look, one of the legs was ripped out).  It looks like a +5V - GND filter cap (I’m too lazy right now to look at a schematic) but it did fix the problem.
8/28/98 Joystick and button beeps sound muffled: This happened on the same board that had the Z80 problem.  It turned out to be a bad C18 on the main board.  After changing this guy the first time, the board blew the +25V supply (awesome supply, it has a circuit breaker built into the supply!)  I measured the cap I changed it with, and it was not shorted, it may have been open - no way to check it here at home.  Anyways I changed it with another cap, and it did fix the problem.

7/22/99 One channel of audio plays normal, then dims out:  This was in intermittant sound problem.  It would work, but sometimes fade and sound really soft.  It turned out to be a bad U29 audio amp (LM383T).

3/20/01 Can I use a standard arcade switcher to run a board?: Sure.  I actually bought some 20VDC 1A wall plugs and soldered it directly to the 25V input on the board, and it seems to work fine.  If you are going to try this, you can use a 15V plug and tap it into the 14.3V line on the schematic. It should work just as good.  I would try and stay at a minimum 1A source, whether you are using a 20V or a 15V supply.  I haven’t tried mine long term, but the wallplug does not get too hot, so I think it would be good to go (down and dirty way to see if a 1A plug is not enough, it will get warm).

3/25/01 LED board has a faintly lights up unused display’s:  This is an easy fix, just forgot to print it a long time ago.  There was a Cinematronics memo adding some kluge resistors to ALL display boards to fix this problem.  Take (4)1K ohm resistors.  Add one across U1.7 and U1.9 / across U2.7 and U2.9 / across U1.9 and U1.28 / across U2.9 and U2.28.  I used to feel, arrrrgggghhhh; I want my board to be original!  But I still consider a Cinematronics memo telling you to add these parts as keeping it original.

Name: -DRAGON’S LAIR 2

COMPANY: LELAND

YEAR: 1990

graphic overlay: no (see technical stuff)

animated: yes

controls: joystick, 1 button (sword)

players: 2

continue: yes (until final screens)

LDP: Sony LDP-1450

Disc Press: Single sided (flipped turtle on back) for both 4200 and 1450 disc’s
motherboard: 

microprocessor: 8088

startup: 

game play: Somewhat sequel to the first.  Dirk is again the main character.  Must rescue princess Daphne (also from the first).  Plays fluid from beginning to end (must get through one screen to get to the next).

opinion: It’s an all right game.  I wouldn’t put it above say Badlands, but it’s O.K.  In this day and age, why they couldn’t devise an updated Dragon’s Lair with random screens, using a double sided player (for twice as many rooms).  That would kick-ass!  I know the Don Bluth animation was already finished a long time ago, and he would never venture into another video game; but there are a lot of talented animators besides Don Bluth who would probably have jumped at the chance.  I also know the double sided player would have cost a bit more, but shit - for the $2K I paid for mine; I think the average $100 extra for double sided players would have been a drop in the bucket.

Technical stuff: Not too much on this guy, I haven’t had any problems with it.  The demodulator board is NOT a genlock/demodulator.  The few graphics the game does use (score and lives between deaths) are mixed and fed through the player.  The graphics still show up if the player is fed to a plane RCA input on a TV.

It’s becoming rare: I knew this was going to happen!  American Laser Games all use the Sony LDP-1450, same as Dragon’s Lair 2.  It’s real convenient for distributors to throw any ALG into a DL2 cabinet (nice LARGE monitor and everything!)  I always knew this machine would some day be rare because of this.


It’s not the best game in the world, but it will be extremely hard to find someday.  I got mine!

Game does not spin up: I have not tried it, but if your player does not spin up, check the baud rate dip switches on the back of the Sony LDP-1450.  Time Traveler uses 4800 baud, and Dragon’s Lair 2 uses 9600 baud.

What the fuck, no picture!: Started off with interference, and finally crapped out 100%.  Turns out the BNC-RCA cable they included for video was garbage.  They cable tied the cable too tight, and they really stretch to make connections.  This is a really bad idea; I am waiting for my audio cables to do the same thing.

Did someone say Pioneer LD-V4200?: Have heard from sources that there are 10 proto-type machines that used a Pioneer LD-V4200 players.  These also had the Space Ace conversion made for them.  The normal disc can not be played on the 4200 version.  The 4200 disc can be played on the 1450 PCB, with a software rev below 3.0.  The 4200 PCB is similar to the 1450 PCB, but has kluges.

2/2/99 Game acts funny and won’t play correctly!: I was doodling around testing a spare board set I bought some time back.  I plugged everything in, grabbed a disc I had laying around, and started it up.  The game spun up, but showed the black and white crossbar service screen (from the disc), instead of the typical time warp logo.  I knew something was wrong.  It proceeded to beep a couple of times, and eventually show an early picture of the logo (with smoke in front of it ready to pop out). The boot-up overlay graphics kicked in normally, and the game finished booting.  When the intro screen played, it played through normally (continuing from the early logo frame), and finished with the Timewarp logo (normal), then froze and didn’t do anything, just stuck on the logo.  Credits go in okay (game was set at $.50 for 1 credit) – screen showed up fine for three credits, but the fourth showed ‘Press player 2 to continue.’ Instead of press 1 or 2 to start.  When I started playing it, it started the game with just a bit cut into the first scene.  From here on is different depending upon if you use the controls or not.  For troubleshooting - if you don’t touch the control panel, it goes through the first two moves, and kills you on the third, but accidentally shows you getting eaten by the snake (instead of getting hit with the rolling pin).  Sometime it locks up at a black screen, sometime I got it to give me a disc error (disc error 1100 I believe).  My first thought was ‘Fuck, I got screwed on the internet again.  Sure it was a tested board!’; but I did my usual troubleshooting, and swapped disc’s; and the problem went away!  Guess what – the disc I was using was a Pioneer 4200 disc.  Turns out I bought one a while back, and never actually tried it in a game.  So…

2/2/99 Different disc pressings on the 4200 vs. 1450: The disc’s were different for the two games.  I do have both versions for DL2, and did some investigating.  The first pressing was for the Pioneer player, and it has the numbers 10-227 / C-9210-00001-00 on the sticker.  The regular Sony disc is 10316 / C-910-00002-00.  First off, I noticed the picture on the Pioneer version looked and sounded shitty.  The colors are a little faded, not as crisp, and the sound isn’t real impressive.  It turns out the sound is not CX encoded.  The regular Sony disc is CX encoded, and the picture appears to be brighter and crisper.  The next thing I noticed was the frames didn’t match up. So, I went through and wrote down the start and finish to all the scenes, and compared them between the two discs.  The Pioneer disc is shorter than the Sony version.  Don’t get all excited, there is really no difference.  The screens are all the same, it appears to have been pressed at a slightly different speed.  The Pioneer one is a little bit faster than the Sony one (it was 3.8% – 4.1% faster than the Sony one).  I do have a nice Excel spreadsheet showing the comparison (with the counter timing of all the scenes), it really overkill, but I was bored.  That’s it!  Oh, BTW, the Pioneer disc is single sided too.

Cheater chip: There is a cheater chip that gives 99 lives for one credit.  Contact me for details.

9/26/97 LDP-1500: I got an LDP-1500 today dirt cheap.  The chassis looks similar to the 1450 (it even has the removable hatch on top of the unit).  This guy however has controls on the front panel.  It also has the regular composite out, and an ugly 8-pin connector output which is labeled TV out (with an 1/8” audio jack labeled lock pulse).  The RS-232 even has a 4-pin dip labeled baud rate.  Well, I tried it and it didn’t work.  The player works fine, but the commands the board was sending didn’t play the right commands.  Either the dip settings for baud rate don’t match the 1450, or the command set is different.  My guess would be the command set.  I ripped apart the 1500, and are no EPROMS in it.  If I was to pursue this, I would probably try swapping IC1 on the bottom board (HD63A01), it looks like the RS-232 plugs into this guy.  It is probably a masked micro-controller.  Unfortunately I am not going to rip apart a working 1450 to swap this guy out; and it isn’t worth it since I cannot program micro-controllers at home.

Name: -FIREFOX

COMPANY: ATARI/WARNER BROS.

YEAR: 1983 (manual)

graphic overlay: yes (score, credits, and game-play graphics)

animated: no

controls: Flight stick, 1 button (guns)

players: 1

continue: no

LDP: Philips 22VP931

Disc Press: Single sided (plastic on back)
motherboard: 

microprocessor: 68B09

startup: 

game play: Based on the movie, you pilot the Firefox plane.  Shoot down enemy planes, target, and little red spiral thingee-s to avoid radar.  More of a description when I get a working Philips player.

opinion: Haven’t tried real hard at getting one of these.  I now have everything I need, except for a working Philips player.  Out of four bad ones, I can’t get a single one to work.

Technical stuff: nothing yet.

Name: -FREEDOM FIGHTER

COMPANY: MILLENNIUM/MALIBU GRAND PRIX

YEAR: 1987 (manual)

graphic overlay: yes (score, credits, and game-play graphics)

animated: yes

controls: Rotating flight stick (u, d, 45 degree rotate cw, 45 degree ccw), 2 button (shoot, slow-motion)

players: 1

continue: yes

LDP: Philips 22VP931 (minor modification)

Disc Press: Single sided (plastic on back)
game play: Japanese animation, similar to Cliffhanger.  You have a gun-sight and a panning ability in certain points in the game (to select a direction to go).  ‘Goal is to get to fight through the city, take over the train, and destroy the guardian.’  Shoot robots, dodge cars, shoot lips off of cockroaches, and kill things.

opinion: Extremely cool game!  I got to play this monkey very little, but it rules!  Escape from cyber-city on the Philips CDI is this game ported over (does not do the original justice though!)  This game works like Starrider, and magnifies the picture off the screen, and when you rotate with the stick, it scrolls the picture whichever way you turn the stick; a fucking awesome effect!  The game is tough as hell until you play it a bit.

Technical stuff: Callan has a board set that is a Starrider.  This may be a proto-type.  The normal board set is it’s own animal however.

Name: -GALAXY RANGER

COMPANY: BALLY/MIDWAY/SEGA

YEAR: February 1984 (manual)

graphic overlay: yes (score, credits, and game-play graphics)

animated: no

controls: Joystick, button (shoot)

players: 1

continue: no
LDP: Hitachi-Sega VIP9500SG

Disc Press: Double sided (same on both sides)
motherboard: 3 board set + audio regulator board + NTSC board.

Main board

----------

Description: Green, Square, with the sound board and the EPROM board stand-off'ed to the top of the board (connected with ribbon cables).  If I had to pick this board out of a pile, I would look for the EPROM board on top with 13 EPROM sockets.

Dimensions:

10 1/2" x 12".

Connectors:

CN0 - 25 pin ribbon cable connector (goes to NTSC decoder).

CN1 - 44 pin edge connector (power, credits, control panel, etc).

CN2 - 40 pin ribbon cable connector (goes to the sound board).

CN3 - 25 pin D-sub (goes to the player).

CN4 - 34 pin ribbon cable connector (also doesn't go to anything).

CN5 - 60 pin ribbon cable connector (goes to EPROM board).

CN6 - 60 pin ribbon cable connector (also goes to EPROM board).

Stickers:

834-5194-02 ASTRON BELT

REV. A

INSPECTOR 61

INSPECTOR 99

SEGA NO. 128305

Silkscreen/Etching:

SEGA 1983 MADE IN JAPAN 834-5270 PC BOARD (TOP)

171-5071-01 (BOTTOM)

EPROM board

-----------

Description:

Green.  13 sockets, a few caps, and a couple of other IC's.  Astron belt EPROM's are labeled EPR-xxxx, and is stuffed only in IC1-4,7,8,11, and 12.  Galaxy Ranger is labeled EFR-xxxx, and is stuffed only in IC1-4,7-12.  Both versions need IC13 stuffed (PR-5279).

Dimensions:

3 3/4" x 9 1/2".

Connectors:

CN5 - 60 pin ribbon cable connector (goes to MAIN board).

CN6 - 60 pin ribbon cable connector (also goes to MAIN board).

Stickers:

834-5194-02 ASTRON BELT

REV. A

INSPECTOR 61

INSPECTOR 99

SEGA NO. 128305

Silkscreen/Etching:

SEGA 1983 MADE IN JAPAN 834-5270 PC BOARD (TOP)

171-5071-01 (BOTTOM)

Sound board (smaller - Hitachi)

-------------------------------

Description:

Green. I have 2 kinds of sound boards.  A smaller sized sometimes has a pin cut at CN3, and a larger size that has a pin bent up on CN3.  The larger size I have not been able to get to work.  The smaller size is the one I have been using for the Hitachi player.  An easier way to tell them apart is the larger board has VR2 (3 legged part) not stuffed right behind the right angle large pin connector.  The large sound board has one jumper on the back, the small board has 3 jumpers on the back.

Dimensions:

4 1/4" x 9 1/2".

Connectors:

CN0 - RCA connector (comes from laser disc player audio out).

CN1 - RCA connector (comes from other laser disc player audio out).

CN2 - 40 pin ribbon cable connector (goes to MAIN board).

CN3 - 6 pin right angle large pin connector (goes to audio amplifier).

Stickers:

INSPECTOR 23

Silkscreen/Etching:

SEGA 834-5272 (TOP)

SEGA 1983 MADE IN JAPAN (TOP)

171-5073 (BOTTOM)

Sound board (larger - ?????)

----------------------------

Dimensions:

5" x 11".

Connectors:

CN0 - RCA connector (comes from laser disc player audio out).

CN1 - RCA connector (comes from other laser disc player audio out).

CN2 - 40 pin ribbon cable connector (goes to MAIN board).

CN3 - 6 pin right angle large pin connector (goes to audio amplifier).

Stickers:

831204 00892 K

Silkscreen/Etching:

SEGA 834-5315 (TOP)

SEGA 1983 MADE IN JAPAN (TOP)

Audio Amplifier board

---------------------

Description:

Brown.  I don't know where this fits in the cabinet, as I don’t have one.  This is an ugly little board.  It's small, and mounts on a L-shaped heatsink (which is bigger than the board itself!)  It has a big black one piece SIP amplifier (STK439) - by big I mean 3" x 1 1/2".

Dimensions:

3 3/4" x 2 1/4"

Connectors:

Wiring harness soldered to back of board with 6 pin connector (goes to sound board).

Wiring harness soldered to back of board with 3 pin connector (goes to audio pots).

Stickers:

NONE

Silkscreen/Etching:

NONE

NTSC decoder/mixing board

-------------------------

Description:

Green.  I like this board the best.  I use it for most of my jimmi-wired conversions.  I don’t have an NTSC for Dragon's Lair, I have been using an AB board for as long as I can remember.  Easy to distinguish, as it has Sega on it, a coax connector, and a row of potentiometers along one whole edge.  This board has a dipswitch right on it for automatically inverting the sync (cool!)

Dimensions:

6 3/4" x 6".

Connectors:

CN1 - Coax connector (comes from laser disc player video out).

CN2 - 26 pin ribbon cable connector (goes to MAIN board).

CN3 - 10 large pin connector (+5V/GND/+12V), pin 3 keyed.

CN4 - 4 large pin connector (goes to RGB/S on monitor).

Stickers:

SEGA PCA COLOR Q834-05175-0000 (TOP, ON IC9)

INSPECTOR 103

Silkscreen/Etching:

834-5175 (TOP)

SEGA 1983 MADE IN JAPAN (TOP)

microprocessor: Z80
startup: 

game play: Same as Astron Belt, different ship and new disc.  I believe the Japanese version is called Starblazer, as it is printed as a double title on the disc (unrelated to the cartoon).  A magazine I read said Starblazer was coming as a replacement disc for Astron Belt, so I’m guessing that this was it.

opinion: See Astron Belt.  One difference between Astron Belt and Galaxy Ranger is you can not continue with Galaxy Ranger.

Technical stuff: Uses the exact same setup as Astron Belt.  Change the eproms and throw in the disc and away she goes!  For info on this board set, see Astron Belt.

Name: -GOAL TO GO

COMPANY: STERN/SEEBURG (manual)

YEAR: 1983 (manual)

graphic overlay: yes (score and credits)

animated: no

controls: joystick, 2 buttons (hands, feet)

players: 1

continue: yes

LDP: Pioneer PR-8210, Pioneer PR-8210A, Pioneer LD-1100

Disc Press: Double sided (different on each side)
motherboard: 

microprocessor: Z80

startup: 

game play: (manual)  “GOAL TO GO is an interactive laser disc football game.  By calling different types of plays and using the joystick, hands/feet buttons to control the action, you get the feeling of being right on the field.

After inserting the proper coins and pressing the start button, the game begins with the kickoff.  You get to control the action as soon as the character on the screen catches the ball.  Try for as many yards as possible by moving the character upfield and away from the green team tacklers.

When the kickoff is over, you will be shown the play choice page.  This page shows the current down, yards to go for a first down, ball position and ball clock.  You must pick a play before the ball clock runs out or lose a down for delay of game.  To pick a play, use the joystick to move the red play selection arrow in front of the type of play; then press any button to select that type of play.  The computer then picks one of the picked, whether is was picked last time, how long this game has been played, etc.  It is up to you, then, to play out the play for as many yards as possible.  Some plays can go all the way for a touchdown, others won’t go anywhere, just like the real game.

Play ends when you fail to make a first down.  (This is an all offense game, so you should ‘go for it’ even on fourth down).  Play will also end after eight minutes if the operator maximum time adjustment is on.  (The time left will be displayed on the play selection page and bonus time is added for touchdowns).”

opinion: Goal to Go jams!  I love this game from way back.  It was a bitch hunting down this chip set, but eventually patience reigns victorious!  I played this game religiously back home.  The teams are bland (scrimmage bullshit), but it is still fun.

Technical stuff: Uses the Cliffhanger board set.  Switch EPROMS, change the dip-switches, throw in a new disc and viola!  Uses genlock for overlaying the score only.

Two sided disc: The disc is worth mentioning.  There are different plays on each side of the disc.  When the game spins up, the board actually checks to see which side of the disc is in.  This means when you’ve got all the plays mastered, flip it over for all new plays; extremely cool (amazing idea Stern!)

Name: -GOLD MEDAL (WITH BRUCE JENNER)

COMPANY: STERN

YEAR: ?

graphic overlay: ?

animated: No

controls: ?

players: ?

continue: ?

LDP: ?

disc press: ?
game play: ?

opinion: Rumor is, this game was never released, and there are only two in existence.  I heard that both of them don’t work either.

Technical stuff: Uses a plain Cliffhanger board set with eprom change.

Name: -GP WORLD

COMPANY: SEGA

YEAR: 1984

graphic overlay: yes (score, credits, and game-play graphics)

animated: no

controls: steering wheel, gear hi/lo

players: 1

continue: ?

LDP: Pioneer LD-V1000

Disc Press: Single sided (metal plate on back)

motherboard: 4 board set + NTSC board. 

Main board

----------

Description: Green, Rectangular, with the small NTSC board (and sometimes the video split board) stand-off'ed to the top of the board (connected with ribbon cables).  If I had to pick this board out of a pile, I would look for the NTSC board on top with the coax in connector.

Dimensions:

15" x 12 1/2".

Connectors:

CN1 - 36 pin edge connector (everything but LDP interface, and the controls).

CN2 - 50 pin ribbon cable connector (to audio board - interface).

CN3 - 34 pin ribbon cable connector (LDP interface).

CN4 - 50 pin ribbon cable connector (to video split board - interface).

Stickers:

834-5515-01 GP WORLD P (TOP)

SEGA NO.150751 (TOP)

Silkscreen/Etching:

SEGA 834-5516 (TOP)

MADE IN JAPAN SEGA 1984 (TOP)

171-5189 (BOTTOM)

NTSC decoder

------------

Description: Green, rectangular.  This board has a couple of capacitors kluged on the back.

Dimensions:

6" x 5 1/4".

Connectors:

CN1 – Coax (LDP in)

CN2 – 26 pin ribbon cable connector (controls from video split board).

CN3 – 10 large pin connector (Power).

CN4 - 6 pin (pin 6 keyed) large connector (RGB/S out to video split board).

Stickers:

NONE

Silkscreen/Etching:

SEGA 2983 MADE IN JAPAN 834-5175 (TOP)

171-5069 (BOTTOM)

Video split board

------------------

Description: Green, rectangular.  This has a large capacitor soldered to the back of the board, and 9 28AWG jumpers and 4 20 AWG jumpers on the back.

Dimensions:

10 1/2" x 7 1/2".

Connectors:

CN1 - 6 large pin connector (to CN4 on NTSC board – RBG in from NTSC decoder board).

CN2 – 6 large pin connector (RGB/S out to left monitor).

CN3 – 6 large pin connector (RGB/S out to right monitor).

CN4 – 40 pin ribbon cable connector (to main board).

CN5 – 26 pin ribbon cable connector (controls to NTSC decoder).

Stickers:

“G” – signifying the monitor connectors (TOP)

“H” – signifying the monitor connectors (TOP)

Silkscreen/Etching:

SEGA MADE IN JAPAN 1984 834-5517 (TOP)

171-5190 (BOTTOM)

Audio board

-----------

Description: Green, rectangular.  This has a large capacitor soldered to the back of the board, and 9 28AWG jumpers and 4 20 AWG jumpers on the back.

Dimensions:

8 1/2" x 6 3/4".

Connectors:

CN0 – RCA jack (left audio in from LDP).

CN1 – RCA jack (right audio in from LDP).

CN2 – 50 pin ribbon cable connector (to main board).

CN3 – 10 pin large connector (to 3 speakers – outputs).

CN4 – 10 pin large connector (to controls).

Stickers:

“L” – signifying left LDP audio in (TOP).

“R” – signifying right LDP audio in (TOP).

“I” – signifying Audio out connector (TOP).

“J” – signifying controls connector (TOP).

Silkscreen/Etching:

SEGA MADE IN JAPAN 1984 834-5518 (TOP)

171-5191 (BOTTOM)

These NTSC boards need a bit of splainin'.  The NTSC board is not like GR or AB, it does not mix PCB graphics and LDP video.  Instead, it is smaller than GR/AB’s NTSC, as it has the mix circuitry removed (along with the PCB in connector since it doesn’t mix).  There is a separate board that I call the ‘Video Split Board’.  It takes the RGB/S output from the NTSC board, mixes it with the PCB graphics, aaaaaaand splits the signal into two video signals for the left and right monitor (stretches and cuts the picture in half).  Geez – I wonder if this board would work for any other games?

LDP Interface Board

-------------------

Description: Tan, small, and rectangular.  Only has two connectors, five small IC’s, jumpers, and a few capacitors.

Dimensions:

8 1/2" x 6 3/4".

Connectors:

CN? – 34 pin ribbon cable (to main).

CN? - 36 pin Centronics (to LDV1000).

Stickers:

None

Silkscreen/Etching:

SEGA MADE IN JAPAN 1984 834-5368-01 (TOP)

171-5126 (BOTTOM)

Unlike Galaxy Ranger and Astron Belt, which use the Hitachi VIP-9500 for an LDP, this game uses the LD-V1000 with this interface board in-between the motherboard and the player.

microprocessor: Z80

startup: 

1) Power-up.

2) Light blue screen with ugly graphic glitches.

3) Blinking “PLEASE WAIT”

4) ... TO BE CONTINUED 

game play: Racing game, real life background bland track (4-tracks).  Overlay’s all racecars.  See pole position description in another newsletter.

opinion: Never played it.  I know someone who has one that worked for about a day.  He says the game ain’t that great.  Have seen write ups on this game that equally bash it.  

Technical stuff: Cabinet uses two monitors, and is VERY large (I have pictures of it).  There are two gauges on the control panel that actually work based on speed and RPM’s??? (I am guessing on the RPM’s).

2/15/03 I got one wired up: I decided to get this guy power up just for shits and grins.  Although I will probably never completely be able to play this game because of not having two side-by-side monitors, a steering wheel, and pedals.  I do currently have the game to the blinking “Please Wait screen”.

This game uses the same wiring harness as Galaxy Ranger / Astron Belt, at least for power it does.

I am waiting on an interface board to copy.  If anyone needs one, I will probably have a spare or two built – be prepared to pay heavily for a very simple board though (probably $200-$300)!  It’s a rip off if you ask me, but hey; try and find one somewhere else!

4/11/03 Player now works I now have an interface board of my own, and I now have the game running up to the intro screen.  I am trying to jimmi-wire the controls as I write this.

4/11/03 Playing on a single monitor!?!  Since the genlock/demodulator is interchangeable with AB, I thought about trying to bypass the video split board just for shits n’ giggles to see if it would work with one monitor.  Yes, it does work, and very easily just by plugging the demodulator directly into the monitor instead of through the split board.  This opens up possibilities of playing AB or GR stretched across two monitors (if you wanted to and have the setup).  Also, you could split any game that doesn’t use graphic overlays – DL on a split screen!?!  Probably possible, but it’s probably a wipe your ass project that I will never get to.  It’s fun to talk about though!

4/11/03 Only one cabinet in existence that I know of.  If you know the person that owns this cabinet, it used to be Callen Hendricks’ game.  He sold it for a butt load of money.  Don’t let anyone tell you otherwise, he played it once, and it stopped working.  He shipped the boards to me and I got it working.  I sent them back to him and he sold the cabinet.

Name: -INTERSTELLAR LASER FANTASY

COMPANY: FUNAI/ESP (manual)

YEAR: ?

graphic overlay: Y

animated: no

controls: Rotating flight stick (45 degree rotate cw, 45 degree ccw), 2 button (burn and fazer)

players: 1

continue: ?

LDP: Pioneer LD-V1000

Disc Press: Single sided (metal plate on back)
motherboard: 

microprocessor: Z80

startup: 

game play: ?

Technical stuff: nothing yet.

2/14/03 Similarities between Galaxy Ranger and GP World:  I had a reason to try and get this game running.  Although I probably won’t ever get to play the game at home due to the steering wheel and pedals, I wanted to at least get it to an intro screen just to do it.  This boardset comes in five parts.

Name: -M.A.C.H. 3

COMPANY: MYLSTAR

YEAR: 1983 (manual)

graphic overlay: yes (score, credits, and game-play graphics)

animated: no

controls: joystick, 2 buttons (bomb and shoot)

players: 1

continue: no

LDP: Pioneer PR-8210, Pioneer LD-1100

Disc Press: Single sided (metal plate on back)
motherboard: 

microprocessor: 8088

startup: 

game play: You must shoot down enemy installations, planes, helicopters, and oncoming missiles. Select from 2 styles of games (air fighting - view is from the back of the plane, or bombing - view is from the top of the plane).  Real life background; ground targets are real, with graphics to box what needs to be shot (graphic smoke and points appear when object is blown up - thus blotting it out).  There are also missiles that come from the ground targets you have to shoot or avoid, flak during the bombing mission, planes that leave trails of smoke to avoid during the flying mission, etc.

Does not have a setting for $.25.

opinion: Good old MACH3.  It’s different from the standard DL, SA, BL, SD.  It is a nice twist top the typical laser game.  Very fun to play, but runs out of fun shortly.

Technical stuff: This is one of the quirkiest boards I’ve hooked up.  Very fussy.  I ran into a lot of problems with corroded connectors.

Ferrite bead board: This piece of shit is definitely worth mentioning.  Mylstar used an extremely cheap source for the ferrite beads on the filter board.  Now-a-days, these parts refuse to hold solder.  I personally went so far as at replace all the wires on ALL the beads on my personal motherboard.  I had another board that the ferrite beads were fine, but the connectors on the board all had cracked solder joints (and a couple of blown traces!)

Major disc errors: Make sure when you hook up the left and right audio, you hook them up exactly to what it says in the manual (it does make a difference).  They are NOT both audio outputs; 1/L is audio, 2/R is some kind of modem signal that helps control the motherboard.  If you swap them you get major disc errors.

Minor disc errors: I had a disc that crapped out with a disc error in about the same spot in every game.  It turned out to be a scratch on the disc.  It had no symptoms before it happened (ex. I didn’t see the picture get lines in it, get progressively worse, then crap out; it just popped up disc error, kept the screen black, and continued playing the disc - with audio, under a black screen with the words ‘disc error’ on it.)

Jimmi-wiring your own board set: Since I did not have the horkin’ transformer like the original cabinet; I simply unplugged the output connector on the power supply board, and tied my generic power supply to these pins.


The audio amplifier is on the power supply board, so I had to tie +12V and GND across C21 on that board; but that’s it.  This seems to cause a little video interference, but it’s hardly noticeable.


Wiring into a DL genlock, the sync needed to be inverted (nothing heavy-duty).


Finally, DL is missing two buttons needed for MACH3, so I wired the controls to a generic flight stick I bought for $8.  It’s kind of uncomfortable not being mounted to the control panel, but not too bad).

Symptoms when the board is running O.K.: The LED on the audio board (D1) should blink when the thing is fired up correctly.  With my jimmi-wiring, it doesn’t blink (and the monitor shows a black screen, or the game starts playing with no motherboard sounds - only LDP sounds) until I reset the boards with a switch to ground (it’s a reset switch hard-wired in the schematic).  With my board set, I blow a 1/4A fuse on my -12V supply if I hold in the reset switch too long.

Q-Bert board: As a side note, Q-Bert’s motherboard looks real similar to a MACH3 motherboard (minus about five other boards).  There are subtle differences in the PCB, so I don’t think it would be possible to convert one to a MACH3.  Maybe with a schematic and under desperation - but MACH3 motherboards are not that hard to find.

4/25/98 Disc errors part II: Your pot’s may be out of adjustment.

***DO NOT DO THIS IS YOUR BOARD SET IS RUNNING!!!  IF IT AIN’T BROKE, DON’T FIX IT!!!!***

The pots are kind of a bitch to tweak in.  I started with Us vs. Them which would always give me a ‘Trouble code 2, seek aborted’; and wouldn’t be able to find a frame after a certain screen, it tallied up my score, then never came back.  As I started using the manual (which tells you how to do it), I realized the software for Us vs. Them does not have all the troubleshooting options that MACH3 has.  So to follow this procedure, you have to use MACH3 software.

From here on, there are 4 pots on two boards that you can adjust.  I will list them here, and from then on only call them by their designator.  There are also two jumpers I will do the same thing with.

R6 - Interface board.

R39 - Interface board

R22 - Interface board

R204 - Color / Sync board

JP2/JP3 - Interface board

JP14/JP15 - Interface board

Okay:

1.  This step is optional, if you don’t have a scope - don’t sweat it.  If you want to be perfect, do this.  First you need a nice square wave on X3 on the Interface board.  You can do this by moving the jumper from JP14 to JP15.  Then put a scope on X3.3 (ground on one of the RCA shields).  Adjust R22 until the square wave has a period of 26uS.  This may not be possible, if not get as close as you can without distorting the wave (doesn’t have to be exact).  Don’t forget to move JP14 back to JP15 when done.

2.  Put the game into test mode and spin up the player.  You can either press play on the player, use the selection in the menu (Video test/Command Control/Spin Player Up), or flip the game into play mode and let it spin the player up - and then switch the game to test and reset the motherboard.  I like to switch it to game mode, as my player doesn’t spin up on the first 15 tries, this way the game constantly retries starting the player automatically.  At any rate, if you let the motherboard try and spin up the player and you don’t hear the lens moving, the player may not be getting the command from the motherboard.  In which case the pots may be so out of whack that it’s not sending a command.  If this happens, all other steps listed here will not work, as they all rely on finding a certain frame.  If it is way out of whack, you can try randomly doodling with R204 and R22 (R204 is used to sync up the motherboard with the LDP, helps it to recognize which frame the player is actually on.  If the red number showing what the motherboard thinks the frame number is, doesn’t match the white number which shows what frame the player is actually at - then R204 is the culprit).  If you can’t get this to work, you can eliminate R22 by doing step #1 (you must have a scope).  You should be able to randomly get it to at least find a frame.  I had a board that absolutely would not do anything and I put it in command control and let it try and play and play and sat and lowered R22.  Eventually it came on - at 16Us.  So, the book says X3.3 should be 26u, but that isn't gospel

3.  Go to Video Tests (All further tests will be under this sub-directory)/Command Control/Repeated Step Forward.  The player will now seek 12345.  If the player is sitting on a really high frame (ex. >20,000), it may take several passes to get to the frame it’s looking for.  This is normal, it looks to me like it can only go down about 12,000 frames in a pass - ex. 52333->40442->28433->12445->1240->2318.  Anyways, if it can’t find this, you may have to mess with R204.  When it finds it, you will hear a beeping noise.  Adjust R22 until the beeping is constant (not a solid beep, but a pulsing beep).  Listen to the beeps for 30-60 seconds.  It’s a pain listening to the beeps, but the longer you listen to it, the better your tweaking is going to be!  If you can’t get it to beep at all R204 may need to be tweaked a bit.

4.  Go to Frame Decoder/Still Frame Decode.  Player will seek 12345 again.  You will hear another faster pulsing beep.  Adjust R204 to constantly beep.  This is not a difficult measurement.  Usually when you get the constant beep it’s good to go.

5.  Go to ‘Play Frame Decode’.  This is pretty much the same as the still frame decode, but it does consecutive frames (which is a faster decode for the motherboard).  It will search for frame, find it, sync up the motherboard, then start beeping (about 5 seconds).  Once the beeping starts, adjust R204 to get a constant pulsing beep.  This is a touchy measurement.  This one you want to listen to for at least 60 seconds.  I start by centering R204, and slowly tweak it CCW.  You may have to re-run this test to be 100% sure it’s tweaked O.K.

6.  Go to Audio Track Decoder/Audio Track Decode Adjust.  This instructs you on to move JP3 to JP2, tap select and the player will seek a frame.  It may have to seek the frame a couple of times, but after two or three it will beep.  Adjust R6 until only one beep is heard.  There’s quite a range on this pot that is acceptable, so just get rid of the two beeps and continue on.  The disc only has 15 seconds of beeping on it, so it recycles the test every 15 seconds.

7.  Hit select and do the same with R39.  When done, don’t forget to move JP2 back to JP3.

8.  Go to ‘Audio Check Sum Test’.  The motherboard will run the disc and display how many errors it finds.  This whole test is solely dependent upon R6 and R39.  The book says you shouldn’t get ANY errors.  I have yet to have this happen, but usually get it down to 2.  If this comes up with an ungodly large number (>3); you can adjust R6 and/or R39 while it’s running this test - it is displayed in real time.  Watch the test for a while to make sure it stays at only 2 errors.  If you do need to adjust these guys again, go back and re-do the audio track decode adjust again, just to make sure it’s kosher (although with only 2 errors, it has to be adjusted okay).

9.  Viola, you are done!  If you do this and the game still locks up with disc errors, re-try adjusting the pots.  I’ve done my several times, and yes it’s a pain in the ass, but it’s better than having fucked up boards!  Remember also that disc errors can also be caused by scratches too!

Notes:  The play (and still) frame decode, and the audio track adjust are two completely different tests.  I had a disc that I tweeked in, but every time I played the game, it would come up with a disc error within the first 15 seconds of play.  I tweeked and tweeked and it kept screwing up.  Finally, I looked at the play frame decode, and it beeped just fine through the ‘bad’ part of the disc; telling me it was unrelated to R204 or R22.  When I started watching before the ‘bad’ part, through the audio checksum test - I could see the number of errors start at 02 (normal); then when the ‘bad’ part came up, it jumped to 17, then to 52 (maximum number of errors); then after a bit it came back down to 02.  Well, it turned out to be a scratch on the disc!  The errors were directly related to the spots on the disc.  I swapped discs and it worked 100%.  Oh, and for someone figuring they can short shaft the system: No, turning on CX encoding does not help lower the number of errors on the audio track.  Also, you can back-up the disc and replay sections through the audio checksum test.  Just be careful, if you hit the audio channel button (and accidentally turn off the audio track), you will get 52 errors all the time - and it may take you a while to figure out why none of the pots are doing anything (not that I’ve done this - no, in fact it was a friend of mine who lives far, far, far away; we’ll call him, oh, how about Fred…)

4/27/98 Bad sound board: I swapped in a good one, so I know this guy was bad first.  In fact, there is no way I could have troubleshot this monkey without a good board to compare waveforms with.  All right, the symptom was, absolutely no sound, and D1 did not light at all.  First off, I followed dead clock signals going into T3 back to S1.  It had nice waveforms going it, but nothing coming out (pins 11, 13, or 14).  Pretty easy, S1 was in fact bad.  Now the led was constantly on, but shut off when I hit reset (instead of blinking).  Also sound worked for some things, but not all (machine gun fire did not sound).  I tracked more clock problems back to the flip-flops in lower left hand corner of schematic.  The pulses were supposed to be in the uS, and they were measuring about 5mS on the bad one.  Unfortunately, they all work together to form the timing pulse, so it was clip and change until I found the right one.  Well, it was almost the last one, I changed N5, T5, G4 (which I don’t know why I changed), and finally K5 - and K5 fixed it.  Of course, before you begin troubleshooting, always swap socketed parts first, although it wasn’t the problem here, I still tried it.

4/18/98 Free credits when the dip settings are actually set for 50 cents per play: Okay, this problem stems from drinking too much beer and playing with board sets.  I wound up putting in a ROM (E5) backwards, which is tolerable, ‘okay, I blew up a $14.00 ECG replacement’; but afterwards it was registering free games with the correct dip settings!  Not a big deal when you have the board set at home, but I’m a perfectionist, and wanted to make sure nothing else on the board was blown up from the backwards chip.  After swapping back all the socketed parts from trying the same thing with another board - it turns out the problem was in fact the fucking dip switch!!!!  For the record, these piss me off.

6/1/99 When disc spins up, screen goes black: Make sure the blue ribbon cable going from the main board to the interface board is plugged in.

6/1/99 Color/Sync board causing frame find problems: Even though this board only does NTSC-RGB and overlay stuff, it can still cause the laserdisc player to not find frames.  R204 needs adjusting if the player repeatedly tried to find a frame after spinning up (see section previously on calibrating these fuckers).

6/1/99 Broken transformers on the Color/Sync board: I'm sick of seeing broken T1 transformers on the Color/Sync board.  I've had 3 of them bad in my time.  What happens is the Transformer has fine little hairlike wire on it, and conveniently is the highest part on the board set.  So, stack a couple of board on top of the Mach 3 set and CRUNCH!!!!!  The transformer breaks.  What the hell do you care, it's just sitting on the friggin' shelf waiting to be sold fifteen years later anyways, right Mr. Distributor!

Name: -NFL FOOTBALL

COMPANY: BALLY/MIDWAY

YEAR: 1983 (manual)

graphic overlay: no (mix of either pure video, or pure graphics)

animated: no

controls: 6 buttons (play select 1-5 and star player for two players)

players: 2

continue: yes

LDP: RCA SJT-400 (video disc player)

Disc Press: Double sided same material on each side.  There are also two types of discs.  A white sleeve - which has the Los Angeles Raiders (yes, Los Angeles!) versus the San Diego Charges; and a blue sleeve - which is the Washington Redskins versus the Dallas Cowboys.
motherboard: 

microprocessor: Z80

startup:

game play: Uses computer graphics from the early 80’s (pretty Intellivision-ish), as a menu between plays to throw up your selections, show position on field, etc.  Then when both players have selected a play, the game finds a matching scene off the video disc, and plays it.  Audio is a mix of bad voice synthesis (hut one, hut two, hike before every play), and audio from the actual play off the disc.  The synthesis sounds a lot like the intellivoice come to think of it!

opinion: Pretty generic game, but fun as hell!  If your wife loves football – I don’t mean, “go –insert home team here-, go!“ like football.  I mean, she can name more than three linemen from at least one of the games you watch in a Sunday besides the local home team; and can recognize a 5 yard facemask foul from a 15 yard facemask call just from the ref’s signal – like football.  Then you will have fun with this game.  We love to play it, especially with Dan Fouts being the Chargers quarterback, and his now being on MNF.  I previously slammed the game, but prematurely judged it.  Now that I have one working, and get to really get into it, it is a good time!

The scenes do repeat - so after playing a couple of games, you can tell if a play is going to work as soon as the quarterback snaps the ball.  Jeff Kinder had a thing on his site saying something about there being 8 options for every combination – can’t know where he got it from, but I think that’s false info.

Technical stuff: Only video-disc game ever made!  Imagine reading video through a needle; seems pretty unreal to me!

This motherboard is a three board set.  Also required are a squawk/talk board (same board from Tron), an IPU Board, and an amp board.  The amp board contains two of the hard to find MB3730 op-amp’s.

Wipe your Ass fact: First game ever to have a bill changer.  I don’t have an actual bill changer with my boardset, I’ve just seen this fact somewhere.

1/19/01 Does the game work without the Squawk/Talk board and the Audio Amp board? You betcha!  Of course there won’t be any sound, but the game still spins up and plays fine.  I was actually feeding the player audio straight through my DL board to get audio from the player.  It has some jumpy audio between plays, but all in all worked pretty good.  Eventually I got the amp board and wired it up right!

1/19/01 My picture is upside down and the PCB generated crown noise (and coin beeps) are not heard! I got one boardset that does this for some stupid reason.  Hit the reset button on the top board and it will reboot and fix all these problems.

1/19/01 Do I need the reset pin on the motherboard wired to +5V for the game to work?  Nope.  Left floating, the game works fine.  Be careful with this reset pin.  If you do have it tied to +5V, DO NOT PRESS THE PB SWITCH ON THE MIDDLE BOARD!  This will smoke a trace on that board.  No permanent damage, but try to avoid it.  I believe it is looking for a soft pull-up on the reset line.  If you press the button, I believe it ties it to GND (and therefore smokes a trace in between – look ma, I’m a resistor for a little while!)  If you wanted to be perfect, I would use a 1K ohm resistor to the reset pin (which of course reset isn’t needed to wire the game).

1/19/01 Do I need to wire the +BATT pin on the motherboard to +5v for the game to work? Nope.  Left floating, the game works fine.

1/19/01 There are three syncs output from the motherboard to the monitor – but my monitor only has one sync input!?!  Wire all three of the fuckers together.  This one took me a long time to figure out – sorry for swearing.

1/19/01 The colors look really washed out. This is definitely my player.  I bypassed the motherboard, and since I am using the Aston Belt board to NTSC -> RGB anyway (since I gon’t have an official NFL decoder board), it was a piece of cake to look directly with my monitor.  The picture does come in perfect after warming up the player for about 15 minutes.  This may be related tot he fact that it’s 55 degrees in my basement wile I was wiring this game up.  I just press play and let the disc play for a while before going down and playing it.

1/19/01 The game works, but there is no ‘NFL’ logo on the intro.  The bottom cable on the video board is unplugged.

1/19/01 Boots without a video board. The game actually boots up without a bottom video board in the set.  It only fires up with a red screen, but it still flips to the disc video and back to the red screen.  Didn’t try actually playing a game without it though.

1/19/01 Will the game at least boot up without the disc player? Ehhhh,  kind of.  If will power up and show a brown screen with ‘please wait…’ on the screen.  Not much more.  This is also pending your boardset is a good boardset.

2/2/01 ‘Please wait’ or grey screen only, what’s wrong?  It could be your IPU board.  I’ve found the game will not boot with a bad one of these.  Also, if you have the A2 and A4 EPROM’s swapped, the game will say ‘Please wait’ and not much else.  Sometimes even my good board set will only show a grey screen – cycle power and it works.

2/2/01 Hey Mike, what date was the game played and who won?  Well shit, that should be easy right?  The manual has 1983 on it, so the games had to be from 1983.  Ahhh, but what year did the game really come out?  Was the footage from a year that close to when the game was made?  Well, I did research on the net and figured out a few things.  I think that a majority of the footage came from both games came from the 1983 season.  I do know from playing it that more than one game was used.  The Raiders for example show about 4 different QB’s.  The field changes occasionally too.

Stats from the 1983 game prevalently used:

The Los Angeles Raiders (12-4) @ San Diego Chargers (6-10) - Thursday December 1st, 1983.  Raiders won 10-42.

The Dallas Cowboys (12-4) @ Washington Redskins (14-2) – Monday September 5th, 1983.  Dallas won 31-30.

On a side note, Superbowl XVII played later that year, saw the Raiders beat the Redskins 38-9.

8/20/01 Game will not operator properly!!  I had a problem with the player for some reason not accepting commands form the boardset properly.  It would absolutely do whatever it felt like for playing.  I reset the power about a dozen times, and spent about four hours trying to get it to work.  I left it sit for about 15 minutes and went back downstairs to try it again, and still no dice.  I finally got pissed and left it wondering where the hell I was going to get another boardset to troubleshoot from.  It would not play the intro properly, AT ALL.  I could get it to accept credits, and pressed the new game button, it would wait forever before recognizing that I pressed it.  Then it absolutely would not recognize that I was pressing the 1 player button.  REALLY GOOFY.

The next day I went downstairs to doodle some more, and the damn thing worked first try.

11/26/01 Easy sound test.  I noticed that by pressing the switch on the squawk/talk board, it cycles through all the audio that the board can generate for the game.

Name: -QUARTERHORSE

COMPANY: ELECTRO-SPORT

YEAR: 1984 (manual)

graphic overlay: yes

animated: no

controls: 8 buttons (player A/B next race, player A/B select, player A/B bet, player A/B start/next race)

players: 2

continue: You bet your ass – it’s a gambling game for Christ’s sake!

LDP: Pioneer PR-8210 (modified) / Magnavox VC8010 (modified).

Disc Press: Double sided (both sides the same)
motherboard:

microprocessor:

startup: 

game play: Horse-racing uses real life horse races from laser disc.

opinion: Don’t have one yet.  Sooooon though…

Technical stuff:

Game comes in 3 styles from electro-home.

Mini=2 monitors a 13” for tote display, and a 19” for the race and photo finish.

Arcade=One 19” monitor that displays both tote and race, cabinet is a regular stand-up.

Salon=One 13” monitor for both tote and race, and placed inside a small ‘salon’ sized cabinet.

Don’t ask me about the Magnavox player.  It’s in their manual!  Also don’t ask what the modifications are to the player – it’s also in their manual.

Name: -SPACE ACE

COMPANY: CINEMATRONICS/STARCOM

YEAR: 1983

graphic overlay: no

animated: yes

controls: Joystick, 1 button (energize/fire), 3 start buttons (cadet, captain, space ace difficulty level)

players: 2

continue: no

LDP: Pioneer 7820/Pioneer LD-V1000/Pioneer LD-V1001

Disc Press: Single sided (metal plate on back)
motherboard: 2 board set (main and ERPOM) + display board + lamp board + annunciator  board + NTSC board.

gaphic overlay:

--------------

I don’t have an original one anymore.

Main board

----------

See Dragon’s Lair

EPROM board

-----------

See Dragon’s Lair

Lamp board

----------

Used to have one, don’t any more.

Annunciator board

-----------------

Description:

Green.  Small square with two 16 pin ribbon cable connectors, a PAL, and a small number of various parts.

Dimensions: 3” x 3 1/2"

Connectors:

J1 – 16 pin ribbon cable connector (goes to motherboard)

J2 – 16 pin ribbon cable connector (goes to display board)

J3 – 3 pin standard connector (goes to lamp board)

J4 – 9 pin molex conector (goes in series with DL main harness – taps power from it)

Stickers:

None

Silkscreen/Etching:

C 1984 CINEMATRONICS (TOP)

Panel Annunciator Board 80-12079-01 Rev A Made in U.S.A. (TOP)

microprocessor: Z80

startup with laserdisc: 

9) Power on.

10) Constant low buzz in audio.

11) 3 sec.

12) Beep.

13) 15 sec.

14) Beep.

15) Player spins up

16) When player is spun up – Beep.

17) Intro plays.

startup without laserdisc: 

4) Power on.

5) No low buzz in audio.

6) Beep.

game play: You are the geeky little Don Bluthy animated dude who’s girlfriend (Kimmy) has been kidnapped by Borf (the evil dude).  Phenomenal animation like Dragon’s Lair, plays real similar; except a space setting, and screens are not random.  If you die on a screen, it skips it and continues on.  There are two ways to get through screens with energize options (with or without energizing) - kinda neat twist.

opinion: Space Ace is a close second to DL.  The animation makes this game a blast to play also.  I personally don’t like the non-random screens - it doesn’t make the game last long (once you solve it, it loses it’s playability).  I find that people who like that whole space motif seem to appreciate SA over DL.

Technical stuff: Same motherboard as DL.  Has three levels to choose from (cadet, captain, and space ace); easier levels skip screens.  Motherboard also has difficulty switch, this makes move windows smaller.

I have three revisions of software, I don’t notice ANY play-ability difference between the three.  Diagnostics also act the same for all three.

Two cabinets: There are two types of SA.  The original cabinet, and the kit.  The original cabinet is kind of similar to DL.  The control panel is narrower, and sticks out from the main cabinet (kind of box-ey).  The marquee is the same weird shape as DL, but goes upside down from DL.


Then, there is the kit.  This is a different marquee which does fit into a DL cabinet (looks very different from the original).  You do not need to deface the cabinet to make it into a SA.  Just pop in new EPROM’s, change the control panel (also different from the original cabinet), insert the ‘enunciator’ board in series with the wiring, and change the disk.  I have a conversion description that gives dip-settings for either the LD-V1000 or the 7820; so I know this puppy works with either player.


Total parts to update the game: 1 ’83 SA disc; 1 kit control panel (uses lighted buttons for level selection - versus the original cabinet that has a separate lamp board for displaying level); 5 SA EPROM’s; ‘enunciator’ board; 36 pin harness (has 3 pin split off to power ‘enunciator’ board); small 26 pin ribbon cable (‘enunciator’ gets inserted in series with display); and 9 pin harness to connect up to level button/lights on control panel.  Oh, and a Dragon’s Lair cabinet!

9/26/98 After a handful of screens, the player whacks out and goes wherever, and eventually locks up: U4 EPROM had pin 1 bent out from the socket (and therefore not making contact).  This game must only use one EPROM at a time (for select screens).

10/6/98 Will the conversion play without the enunciator board?: Yes, but with a couple of glitches.  The scoreboard will show dashes for any ‘score’ spaces not being used, and an H for unused ‘lives’ spaces.  The other glitch is, you will not be able to select a difficulty (cadet, captain, or space ace) - the game defaults to cadet without input (some screens are skipped).

3/10/99 Board does not work.  Audio is high pitched beeps: This turned out to be a backwards cable from the motherboard to the enunciator board.  It caused the board to totally not work.  It beeped at about 8 beeps per second, and did not spin up the disc.  The score board had junk on it, and the decimal place on the 1’s on the 2nd player was blinking with the beeps.
3/10/99 Hey, does Dragon’s Lair work with the Space Ace enunciator board in place (and the control panel for that matter)?: Yes, 100%!  You have to swap disc’s, change your EPROM’s (which is real handy with my PCB switchboard!), and change your dip switch settings – that’s it!

3/10/99 Is there a version of Space Ace that only uses 4 EPROM’s?: No.  I have a revision A and revision B, and they both use 5 EPROM’s.

Name: -SPACE ACE

COMPANY: LELAND

YEAR: 1990

graphic overlay: no (see DL2 technical stuff)

animated: yes

controls: Joystick, 1 button (energize/gun)

players: 2

continue: yes

LDP: Sony LDP-1450

Disc Press: Single sided (flipped turtle on back)
motherboard: 

microprocessor: 8088

startup: 

game play: Re-release of Space Ace ’83.  Exact same game, except no selection of difficulty to start, and has diagonals.

opinion: The diagonal’s are kind of a neat twist to this game.  I haven’t actually hooked up the original space ace in a DL cabinet.  Since I have the 1990 version, that’s only a disc change and one eprom; there isn’t a reason for messing around with the control panel change, and the extra scoreboard change.  I do have all the parts for it, I just haven’t done it.

Technical stuff: This was a kit for DL2.  In the kit came a disc, an EPROM, two red fire buttons (with stickers to put over sword that said ‘fire/energize’, a control panel overlay, and a paper marquee (that actually had to be cut down to fit into the DL2 marquee plexi (sounds kinda half-assed to me).

There is a proto LD-V4200 version of this game (just like DL2).

There is no selection for cadet, captain, or space ace.  I guess they assume - who the hell wants to be gypped from playing screens!

Rare game!: Heard directly from Leland (when I bought mine), that there were only 1,000 of these made; very rare!

New SA / old SA compatibility: There is none.  The discs do have the same screens, but they are NOT intermixable.

Name: -STARRIDER

COMPANY: WILLIAMS

YEAR: April 9, 1984 (manual)

graphic overlay: yes

animated: no

controls: Handle bars, 2 buttons (turbo and brake)

players: 2

continue: yes

LDP: Pioneer PR-8210A

Disc Press: Double sided (both sides the same)
motherboard: 

microprocessor: 68B09

startup: 

game play: Motorcycles in space!  This game is funky!  You drive a motorcycle (back view), on a track.  It uses laserdisc for backgrounds (computer generated), with yourself and four other racers graphically overlaid.

opinion: I like this game, I used to play it a lot in the arcades.  I have a stand-up, but the colors on the monitor are real ugly, and it’s missing the opto-sensor breaker plate in the right throttle.  This means I can’t slow the thing down (which means it’s impossible to get past a certain screen).


The sit down of this game is pretty cool, it gives the game a better feel.

Technical stuff: Very fussy board set.  Lots of boards tied together (the more ribbon cables, the more problems!).

So, your game won’t fire up: When I first got mine, it absolutely would not spin up.  I had it sent from Kansas, and the person that sold it to me assured me it worked when he sent it (even though he was a sniveling, weasel-fuck, rat-bastard, gerbil brained, dirtbag - Robert Wadell is his name).  Anyways, I didn’t get to doodle with it for a couple of months, and when trying it again months later, it fired and worked for no apparent reason.


First off, you have to be patient with this guy.  You will see ‘rug-patterns’ on the screen, some memory tests, and finally the first high score screen.  One thing to keep in mind is that the player has to spin up before any of this happens.  It will take about ten seconds before it attempts to spin up the player.  My 8210A is a little flaky, and doesn’t always spin up the first dozen or so attempts.  If you listen to the player, you will hear the laser trying to focus (a little weak clicking noise) before spinning up.  I actually jump start it once in a while - by opening the lid, and twisting the centerpost (starting the disc spinning); be careful not to push down on the disc when spinning it, or it will touch the bottom of the player and scratch the hell out of it.  You don’t need to turn it really fast, but then while it is spinning, close the lid.  I don’t know if this really does any good, but it seems to work for me occasionally.

Rotating screen: Like Freedom Fighter, the motherboard magnifies the screen (so it doesn’t fit on the one monitor), then shifts it left and right if you go towards the outside of the track.  You really don’t pay too much attention to it when you play, but when you actually realize what it’s doing, it’s a very cool effect!

Blew up my power supply board 12/15/00:  Yep, completely bone sober and pulled a REAL rookie mistake.  Plugged in a connector backwards.  Tuens out it was a power connector.  Good and bad, when backwards, I found out it totally shorted out the three pins (+5, -12, and GND).  This meant that it probably didn’t hurt the board set at all.  I did smell uckey’s though when I fired up the game.  Turns out Waddork had stuffed the one of the +5V fuses with a 30A versus a 15A.  Which meant that a trace on the board went before the fuses went.  I got real lucky though.  It turned out to be just a blown trace.  I can’t figure out how the board can draw that many amps (enough to smoke a trace), but not damage any of the IC’s connected to that trace!?!

Fixed power board, game still doesn’t work 12/15/00: Seriously, if you have a Starrider, you MUST have a spare good boardset.  My game wouldn’t do anything, found a bad board when swapping them with my other set.  I don’t think it would be possible to troubleshoot a 100% broken game without a spare set!  I bought my spare on a whim, but thank God I did!  My battery board (I don’t have the manual in fronbt of me for the official name – it’s the one with the batteries on it).  Had a transistor that had been worked on, and it had a broken leg on it.  I think someone soldered it afer it broke, and didn’t overlap the two leads (which meant just solder was holding it together – first time you flex it, it will break).  Re-soldered it CORRECTLY, and it worked.

Okay, now the game fires, the player spins up, the picture is visible, but there are white scan lines horizontally across the entire screen 12/15/00: This turned out to be a fractured solder joint on one of the connectors coming off the power supply board.

Okay, okay, now the picture is stretched horizontally, with the right half of the screen chopped off 12/15/00: Found it was the battery board (again), by swapping it.  This turned out to be a fractured solder joint on one of the connectors on the battery board.  Be careful, fractured solder joints are ALL OVER both of my boardsets!

Bad opto’s 12/15/00: When running diagnostics, I found 2 bad opto’s in the steering.  Just a note, that these can actually go bad.  I haven’t found a source for the yet, I personally had a couple of spare SR opto boards which I had gotten over the years.

Broken wire in the steering column 12/15/00: Had a wire that was pinched somehow in the steering column and broke off.  It showed in the steering opto’s (one wouldn’t toggle).

Laser picture looks like shit 12/15/00: The PCB graphics look great.  I don’t think there is a way to adjust this.  The laser video on the other hand is another story.  There are two boards used to adjust this picture, the expander board and the NTSC board.  If your picture is decent on your game, DO NOT ADJUST ANYTHING!!!!  I have spent probably a total of about 12 hours trying to eyeball this in.  There are about 15 pots between the two boards that are used to tweak in the video.  Just when I get it close, I wind up trying to get it perfect and -foom- before you know it, it’s fucked again.

Name: -SUPER DON QUIXOTE

COMPANY: UNIVERSAL

YEAR: 1984 (side-sticker)

graphic overlay: yes (score and lives)

animated: yes

controls: joystick, 1 button (sword)

players: 2

continue: no

LDP: Pioneer LD-V1000

Disc Press: Single sided (metal plate on back)
motherboard: 

MAIN BOARD

Dimensions:

9” x 6” single ,dark green board.

Connectors:

CN1 – 56 pin edge connector (everything but LDP control) standard Universal harness except for SYNC pin and CONTROL pin.

CN2 – 26 pin ribbon cable (goes to LDP control).

Stickers:

D00802 (top)

Silkscreen/Etching:

8045-A2 (top and bottom)

GENLOCK/DEMODULATOR

Dimensions:

7 3/4” x 4 3/4” single, tan board.

Connectors:

CN1 – 8 pin small pin connector (video and control in from motherboard, sync is sync OUT to allow motherboard to sync up graphics).

CN2 – 6 pin small pin connector (video out to monitor).

NTSC IN – Coax input from LDP video.

Stickers:

4054694 (top)

Silkscreen/Etching:

WACOM WA-03V0 (top)

M-7374 (top)

MADE IN JAPAN (top)

AUADIO AMP BOARD

Dimensions:

2 1/2” x 2” single, light green board.

Connectors:

UNLABELLED – 4 pin large pin connector (power, speaker out, PCB audio in).

UNLABELLED – Separate wire needs to be soldered into board for LDP audio in.

Stickers:

none

Silkscreen/Etching:

ACT 1990 (bot)

8010 (bot)

microprocessor: Z80

startup: 

1) Gray screen with immediate ½ second beep at powerup.

2) ½ second delay.

3) Player spins up.

4) Achieves focus.

5) LDP video + graphics overlay “HIGH SCORE 50000 – 1ST – 2ND – INSERT COIN – CREDITS 0”

game play: Somewhat cheesy Japanese animation.  You are a warrior with a sword, and a witch steals your girlfriend (you have to rescue her, sound familiar?)  You go through odd rooms, and outside scenes (all animated) to get to, and kill, the witch.

opinion: This game is like Cliffhanger.  VERY Japanese animation-ey, and playability is so-so.  I haven’t wired this thing up since I first bought it way back when; it just isn’t that great.

They show the final scene (of the witch dying) in the attract mode!  Kind of shows how much thought went into this game.

Technical stuff: Everyone I have ever talked to had bought their kit through the Video Connection.  Don’t start dialing, they only had two left when I bought mine (disc was unopened!!!)  I paid $65.00 without a harness, what a steal!

7/29/03 Wiring Mr. Do’s Wild Ride into SDQ: I always loved Mr. Do’s Wild Ride and so I recently bought a board.  Realizing that it was a Universal game, and that the edge connector had the same number of pins as SDQ, I did a comparison with the two manuals.  I found that the harness is identical, except for the video sync.

Since SDQ gets its sync from the LDP, it doesn’t need the sync from the motherboard.  In fact, it is the opposite.  The motherboard needs the sync from the laserdisc to properly sync the overlay graphics.  What they did was took the normal Universal sync out on the connector and made it the ‘CONTROL’ pin (output to genlock/demodulator) – this pin blanks the screen when necessary.  Then, they took an unused pin on the harness (pin ‘d’), and made it the sync input to the motherboard (tapped off the LDP sync) to the motherboard.

An SQD cabinet can play Mr. Do’s Wild ride simply by adding a switch to toggle the monitor output sync between pin ‘c’ for Mr. Do, and pin ‘d’ on SDQ.  If you are using a Mr. Do cabinet, you have to make sure that pin ‘d’ (unused pin for Mr. Do) is tied to the  ‘SYNC’ pin of the demodulator.  With this info, you can either play SDQ in a Mr. Do cabinet using the same harness; or play Mr. Do in a SDQ cabinet.

Name: -THAYER’S QUEST

COMPANY: RDI VIDEO SYSTEMS

YEAR: 1984 (KLOV)

graphic overlay: no

animated: yes

controls: Membrane keypad

players: 1

continue: yes

LDP: Pioneer 7820 / Pioneer LD-V1000

Disc Press: Single sided (metal plate on back)
motherboard: 

microprocessor: Z80

startup: 

game play: You are Thayer, trying to find 7 pieces of an amulet.  Choose-your-own-adventure through different towns, forests, deserts, etc.  Gameplay freezes and throws up your options as to which way you want to go (or use any object that you get throughout the game).

opinion: Eh, I got into this a little bit (drew out maps to get around); but eventually took the kit apart for something else.  Never was a real big fan of this game.  It’s different, but not real action packed.

Technical stuff: Uses synthesized voice (even says your name when you type it in at the beginning), which is pretty cool for 1984 technology!  Board plugs directly into DL’s 36-pin Molex connector.  The EPROM for this game is on a tiny separate board that plugs into the motherboard; giving it the appearance of a cartridge (see halcyon).

Haven’t tried it with the 7820, but the manual has a dip setting for the player.

Membrane keypad: These control panels are notorious for wearing out.  If you have a near-mint one, hang on to it!

Name: -TIME TRAVELLER

COMPANY: SEGA

YEAR: 1991 (manual)

graphic overlay: no

animated: no

controls: joystick, 2 buttons (attack and time reversal cube)

players: 2

continue: yes

LDP: Sony LDP-1450

Disc Press: Double sided (both sides the same)

motherboard: One very small board (only about 4”x7”); with a large eprom on it (Intel 27C0202 / 256k x 8).
microprocessor: ? (large heatsink on ship!)

startup: 

game play: You are a cowboy dude; you go through different time periods shooting people and objects, and jumping over, and moving around stuff that will kill you.  Pretty cool hologram effect, will discuss in personal description.

opinion: Didn’t play this game a whole lot in the arcades, because I knew I would own one in a few years.  The hologram is neat, but the cabinet is extremely large.  The game is al-right, nothing fantastic.  Same playing style as Dragon’s Lair (only real life rather than animated), move your character to avoid things and shoot similar stuff.  The hologram was the big selling point to this game.


Holoseum is worth mentioning.  It’s a karate game that fit into the same cabinet.  This karate game is a straight video game, it does not use the disc player.  I didn’t like this game at all.  It was a side view karate game that really didn’t look 3-D to me at all, it was just a warped 2-D image.  Game play was real bland (considering games like MK were out at the time).  Rick Dyer told me he had nothing to do with Holoseum, Sega released it on their own.  If you’ve got a time traveler, pick one up, what the hell.  I heard that it was also a very limited release exclusively to Bally’s Alladin’s Castle arcades.  Someone else told me they had extra cabinets left over, that they couldn’t sell, so they packed a game in it.

Technical stuff: Rick Dyer (technical side of Dragon’s Lair) created this game with Sega, so you have to respect it!  Uses a plain 19” Sony monitor (which gets ripped off by the distributor when the game gets dumpster-dived (similar to the hip distributors that got laser-disc players when MACH3 got dumpster dived).


I haven’t had any problems with this guy yet, but it is still a fairly new game.

How the hell does it do the hologram thing?: It’s hard to explain without the neat drawing in the manual, but here it goes.  The monitor faces away from the player, and is reflected into a neat-o black plastic half bubble which reflects it upwards onto a horizontal clear piece of glass (used only to keep peoples hands out of the bubble area).  This gives the illusion of a hologram on top of the piece of glass.  This bubble actually causes any TV picture going into to look 3-D (of course the image on the TV must be upside down for the hologram image to be right side up.

Game does not boot, locks on serial test: You need to change your baud rate switches on the player.  For some reason, Dragon’s Lair 2 and Time Traveler are set differently.

Easter Egg: Press the one player button, and the two player button at the same time, and pull down on the stick; it shows a picture of Mr. Dyer and his son.  Do the same, but push up on the stick, and it shows the entire crew.

Name: -US VS. THEM

COMPANY: MYLSTAR

YEAR: ?

graphic overlay: yes (score, credits, and game-play graphics)

animated: no

controls: joystick, 3 buttons (shoot, bank left, and bank right)

players: 1

continue: yes

LDP: Pioneer PR-8210

Disc Press: Single sided (flipped turtle on back)
motherboard: 

microprocessor: 8088

startup: 

1) Blue Screen. ‘DISC INITIALIZATION’.

2) ‘1) STOP DISC’. Stop command is sent.

3) ‘2) START DISC’. Play command is sent.  Faint, high pitched squeal in audio while player spins up.

4) Player achieves focus.

5) ‘3) SEEK FRAME ######’.

6) ‘      *ACTUAL ######’.

7) Intro.

startup without player:

1) Blue Screen. ‘DISC INITIALIZATION’.

2) ‘1) STOP DISC’. Stop command is sent.

3) ‘2) STRAT DISC’. Play command is sent.

game play: Runs a live action story about aliens attacking the world.  There is a central command room with cheesy looking computers, and even worse actors; who control 6 different pilots; and send them to various locations top fight aliens (Chicago, dessert, forest, and eventually… I won’t give the ending away.)  The games shows different views of each encounter - sidescroll, rear view, top view, etc.  You shoot computer generated space-ships, and avoid their shots and laser graphics.

opinion: This game is great, it’s completely original from other laser games.  The different views really makes the game play like several different games (wow, how Gorf-like!)  Interrupts between scenes are pretty funny the first few times you see them.

Technical stuff: Same board set as MACH3.  Sold as a kit for it actually.

Easter egg: If you hold down the trigger when entering a credit, the disc will play completely through.  We used to put a rubber band around the stick to watch the disc (as it is probably about a half an hour).

3/26/98 Controls don’t work correctly: My MACH 3 board set is wired differently from an Us vs. Them.  First, it was missing a wire on the main harness (A1-J1 pin 21, going to A8-J3 pin 10 on the ferrite bead board).  Without this wire, the right bank button couldn’t possibly work.  I soldered to a connecting resistor, as the pins for the main connector are probably impossible to find.

I have my board set jimmi-wired, and have the controls harnessed to a 9-pin d-sub-mini.  I had to build an adapter harness to move some of the joystick controls to play Us vs. Them; as they didn’t match up!  I don’t know if it used a different control panel in the kit, or what - but it is different!

Another board set that I have does have the wire already added (from A1-J1 pin 21 to A8-J3 pin 10).  Odd eh?

4/3/98 I don’t get a difficulty selection, the game automatically starts on hard: This one took me a bit.  The Us vs. Them manual says that dip switches 3,5,6,7, & 8 are unused (dips are different from Mach 3 to Us vs. Them).  Dip 7 however causes this to happen.  Unlike what the manual says, dip 7 must be OFF!  This difficulty is different from the dip 4 difficulty control.  With dip 4 on, the difficulty is set on hard; but is invisible to the player (you still get a selection of difficulty -> it’s just ramped up a bit).  With dip 7 on, you get the difficulty of dip 4 combined with no selection of difficulty, it’s kicks right into gameplay with hard selected.

4/7/98 Pause feature: I got a phone call while trying out a screen that was locking up.  Half-drunk and trying to get the phone, I hit pause on the disc player to try and save my spot.  Son-of-a-bitch, but it actually paused the game, and worked!

5/25/99 Disc error after screen 6: I have a disc that has to try a couple of times to find the screen after tallying up the points after screen 6.  Sometimes it will actually find it's spot and play screen seven, but most of the time it tries looking three times, and finally aborts the search and craps out.  I swapped boards and players, and it kept doing it (oh, and even if it played screen seven - it absolutely would not play screen 8).  I thought it may have been a scratch in the disc, so I had it resurfaced.  Even after resurfacing, it still did the same thing.  When I watched the disc on my good player, there is absolutely no evidence that it is bad!  I finally got a different disc from a friend, and the game works fine - which proves the disc is actually bad.

Names:
-ALG


-MAD DOG MCREE



-MAD DOG MCREE 2



-CRIME PATROL



-CRIME PATROL 2: DRUG WARS



-FAST DRAW

-SPACE PIRATES

-THE LAST BOUNTY HUNTER



-GALLAGHER’S GALLERY



-WHO SHOT JOHHNY ROCK

COMPANY: AMERICAN LASER GAMES

YEAR: 1991

graphic overlay: yes (score, credits)

animated: no

controls: gun (shoot, reload - on Mad Dog Mcree and Crime Patrol 2)

players: 2 (except for Who Shot Johnny Rock)

continue: yes

LDP: Sony LDP-1450 / Sony LDP-1550

Disc Press: Single sided (plastic on back)
motherboard: Amiga 500 (unmodified)

microprocessor: 68000

startup: 

game play: Shoot people to keep game running.  Mad Dog’s are based on western’s; Crime patrol’s are based on police; fast draw is a quick-draw simulator; Space pirates ?; Gallagher’s Gallery you shoot fruit and stuff; Who Shot Johnny Rock a shoot em up who-dunnit; The Last Bounty Hunter is a Western shooter.

opinion: ALG games are alright in my opinion.  I don’t get too hyped about them.  They are all shoot-em-ups, which are great for parties, but don’t hold my attention too long.

Technical stuff: 

It runs off an AMIGA (9/15/96): I Got a Crime Patrol 2.  Yes, it’s true, it does run off a plain jane AMIGA right down to the power supply!  There is a small board that plugs into the left port (where extra memory and HD controllers normally go).  This small board has a NOVARAM, 2 PAL’s and a couple of EPROMS for the actual game control.  The only other difference is the patented TAOS board; which is just an opto-coupler between the actual guts and shit-ass punk kids trying to blow the fucker up.

1/31/99 Further testing of the AMIGA: Well, I finally got around to this project!  The AMIGA is a plain jane stock AMIGA.  I have the 512K internal memory upgrade, and it doesn’t affect it working with the ALG game.  You can have the 3½ drive, the keyboard, and the memory expander on the board, and it still works.  The one thing it doesn’t like is the NTSC -> PAL switch.  There is a hardware hack you can do to your AMIGA to allow it to play PAL games (it’s a simple switch).  When in PAL mode, the game plays, but the screen jumbles, and cuts in half.  I did have a guru error when I first tried it, but I don’t know what caused it (it may have been related to the switch).  I also had the Workbench logo come up (and the game didn’t work), a few times, but I was doodling around with unplugging and plugging in the keyboard.  It went away while I was doodling though.  If you get problems, you may have to unplug stuff (floppy, keyboard, memory, etc.) but I was able to get it to work with everything plugged in.  On a final note, you do have to take the case apart (it does take a torx screwdriver); as the EPROM board will not plug in with the plastic outside case on.

2/24/99 My game doesn’t start-up right: When the game first powers on, the screen should turn light blue, and the player will start to spin up.  The screen will then turn gray, and finally the player will come 100% up to speed and show a picture.  You should see two ‘rug pattern’ 2” horizontal stripes while the software is loading.  It should then put a little gun chamber in the upper left-hand corner, and start showing screen titles and software revision - then it plays normal.  I have seen instances when the game doesn’t power up correctly.  I will see the blue screen and the gray screen, the player will spin up and show the intro picture, but I won’t see ANY overlay graphics (no rug pattern, nothing).  It is then followed by the Amiga workbench screen (a hand with a floppy disk in it).  Sometimes it shows a garbled guru error (if you’ve never owned an Amiga - blinking red square with test at the top of the screen).  I have a pin on the main connector of the EPROM board that is bent, I don’t know if this pin isn’t making contact, or what the problem is, but if I move the doodle with the EPROM board, I can get this to go away.

1/31/99 What are the chips that have their part# scraped off?: They are PAL16L8.

4/6/99 Are the PAL’s copyable?:  No.  There are two problems with trying to copy these guys.  First, you do not know the original manufacturer.  I have a pretty phenomenal programmer at work, and I tried a ton of different manufacturers – none of them copied it correctly.  Second, the guy who handles the programmers at work told me there is a security fuse you can pop inside PAL’s – making them unreadable.  Considering the main purpose of these chips was for security, I am guessing they used this little option.

3/1/99 What is the horkin middle chip?:  This is a battery backed up 2Kx8 SRAM.  The two parts I’ve seen stuffed in boards is SGS-Thompson MK48Z02 and Dallas Semiconductor DS1220AB; I pulled a data sheet on both, and they are the same part.

2nd generation 3DO (9/15/96): There are 2nd generation American Laser Games.  Believe it or not, they are NOT true laser games.  They have a crappy 3DO in them!  I wonder why they aren’t around today?  They had a special motor in them (to last longer – since they sometimes run 24 hours); and they have custom chips in them, so they won’t work as a standalone unit.  Other than the lifespan, ALG didn’t like the compression on the disc’s (could fit a lot of data).  If anyone has a list of these games, I wouldn’t mind it, just to warn people about which ones are 2nd generation.  I think Shoot Out at Old Tucson and Mad Dog Mcree Legend of something Gold may be the only two titles.

10/25/98 Spanish version: While vacationing in Cancun, Mexico; I went into an arcade in a mall there and saw Mad Dog, Crime Patrol 2, and Fast Draw.  I put my ear to Mad Dog and heard spanish coming out.  Kind of neat to see an international version, eh?  I do have a couple of foreign disc’s.  Italian, and a couple spanish of a couple of different games.

3/1/99 Two version of EPROM boards: There are two versions of the EPROM board (the small board that plugs into the AMIGA.  A revision ‘A’ which has 28 pin sockets for 27C512K eproms.  The rev. ‘B’ board has 32 pin sockets for 27C010 EPROM’s.  There is also an added jumper on the board, but it isn’t used for any of the games.

Johnny Rock appears to have been the first game released, and they used 27C512K EPROM’s.  They must have noticed the size constraints and decided to jump to 27C010’s for the rest of the games.  I did get Johnny Rock to burn into a 27C010 – meaning the rev. B board can play any of the 9 games.  The following games only take up half the 27C010, and therefore can be put onto a 27C512, and played with the rev. A board (if you really want to): Who Shot Johnny Rock, Space Pirates, Mad Dog, Mad Dog 2, and Crime Patrol 2: Drug Wars.

One glitch with Johnny Rock they changed their PAL’s on the next game to come out.  So Johnny Rock requires two different PAL’s also (with either rev. EPROM board).  The PAL’s were labeled R3 (in U5’s spot) and R2 (in U4’s spot) for Johnny Rock.  All other games use R6 (in U5’s spot), and R5 (in U4’s spot).

4/6/99 Game seems to power up okay, but shows black screen instead of intro:  At first I thought maybe I had a proto disc on my hands! But when I threw the disc in my normal player, I check frame numbers to first make sure the frame numbers all matched up.  They did.  Next I looked for the intro, which turned out to be on the end (or the outside) of the disc.  It turns out the end of the disc has something wrong with it, and locks up the player (it freeze frames, causes it to play backwards frame by frame, etc.).  There are no visible scratches on the disc, which unfortunately means it can’t be repaired.  All in all it’s not a proto-type disc, it’s 100% crap and unusable in the game. 

Name: -TOP GEAR

COMPANY: UNIVERSAL

YEAR: 1985

graphic overlay: ?

animated: no

controls: ?

players: ?

continue: ?

LDP: ?

disc press: ?
game play: ?

opinion: ?

Main board

----------

Description: Green, Rectangular.  Very plain.
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Dimensions:

15" x 12 1/2".

Connectors:

No label – 26 pin ribbon cable connector (to LDP?).

No label – 36/72 pin edge connector.(everything else).

Stickers:

None (ooooh, super secret protoboard!?!)

Silkscreen/Etching:

None (ooooh, super secret protoboard!?!)

About the only way to identify this board is by ‘Top Gear’ printed on the EPROM stickers.

Technical stuff: 

Yes this game exists (5/3/03):  I have held a motherboard in my hands, and I did copy the EPROM’s from it.  I have a flyer for it.  It probably never got past the prototype stage however.  Stickers on the software lists it as 1985.

Name: -COPS

COMPANY: ATARI

YEAR: 1992

graphic overlay: ?

animated: no

controls: ?

players: ?

continue: ?

LDP: ?

disc press: ?
game play: ?

Name: -STREET VIPER

COMPANY: NOVA

YEAR: 1993

graphic overlay: ?

animated: no

controls: Steering Wheel…   just a steering wheel.

players: ?

continue: ?

LDP: ?

disc press: ?
game play: (Taken from one on e-bay) You drive a dodge Viper.  Controls are JUST a steering wheel. You must navigate through a course, while avoiding other cars on the road. The worse you drive, the more fuel you waste. Running out of fuel before finishing the course (or crashing), will end you game.

technical: Uses a 16:9 monitor.  Not to be confused with Leland’s Viper (1988), which is a non-laser helicopter game.

Names: -Galaxian 3

COMPANY: ?

YEAR: ?

graphic overlay: ?

animated: no

controls: ?

players: ?

continue: ?

LDP: ?

disc press: ?
game play: Only played this game once about a year ago.  Huge screened game (3? Large screens), as in it took a small room.  Five large guns were spaced (2-hands to shoot).

-RUMOR MILL (unconfirmed games…   unconfirmed to me that is!)

ALBEGAS / CYBERNAUT - I only have a disc from this game.  Japanese animation-ey stuff jumps at you and explodes.  The disc is from Sega/Midway, and the date was 1983.  I gotta believe this game was only a proto.  It has the same sound checks as Astron Belt/Galaxy Ranger, so my best guess is somewhere out there, there is a chip set for that same board.  If ANYONE has anything related to this game, puh-lease!!! e-mail or call me!

ATOMIC CASTLE - I only have a flyer from this game.  From Sega/Seeburg/Laser Games/Laser Disc Computer Systems. Flyer doesn’t say a whole lot.  Travel through a castle shooting crap, while watching you radiation meter.  I am pretty sure this game never came out; must be a proto-type.  KLOV states only one known in existence (sure, who has it).  Source tells me there were only a few made, and they did not get past the pre-production stage.  Pisser!

COBRA COMMAND 2 - Someone who spoke to a representative at Data East who was working there when Cobra Command was being made (I know, I know! -  a friend of a room-mate who’s hamster was sold to this guy who once was a member of Ozzy’s groupies which spent a night at a motel; anyways their party got busted by this cop who stepped on a cricket who landed on a Data East janitor…) said they had plans for a Cobra Command 2.  It was scrapped however because it was too violent.  Doesn’t sound like discs were even pressed - if this is true.

EON AND THE TIME TUNNEL - Laser Disc Computer Systems.  Just read the name in a magazine.  Severely doubt this one came out either.

INTERSTELLAR FANTASY 2 - 1984 FUNAI (KLOV).  I’ve seen this in an ’83 magazine as a to-be-released game.  Doubt it ever did.  Described as similar to the first.  Picture still showed a cavern made out of vectors.  Didn’t look laser-ish; the cavern was the only thing displayed.

LASER GRAND PRIX - 83 TAITO (KLOV).  I’ve also seen this one in ’83 magazines.  Someone told me they know someone who has the game.  I’ve never seen one.  One of the tracks is Fuji International Speedway (from Pole Position).

THE LASER SHUFFLE - STATUS GAMES.  Read the title in a magazine.  Gambling, really don’t care too much about it.

MALIBU GRAND PRIX - MILLENIUM.  Somebody told me about it, and I found a note in my basement about it being made in Bakersfield New Jersey.

PITCHMAN -  (KLOV) ”Reported to be only *one* in existence.  Features a magician named Mr. Slye.”  I’ve never heard anything about it.

SEA BEAST - Was going to be Don Bluth’s next game.  May not have gotten past the animation stage (if it even got that far).

STAR TREK - BALLY/SEGA/MIDWAY.  Bill Kurtz said he saw proto games when he had a tour of the Bally plant in the early 80’s.  He said the laser game used footage from Star Trek III: The Search for Spock.

THAYER’s QUEST 2 - Yeah, I know the end of the first one talks about the sequel; but according to Rick Dyer, discs were never pressed.

Philips CDI released Kingdom which IS actually Thayer’s Quest.  Heard a rumor that Mr. Dyer renamed it because he did not want the new game associated with the flop “Thayer’s Quest”.  Rick said Kingdom 2 was in play testing (11/30/95), and the animation was made from scratch - there wasn’t anything more than storyboards from the first attempt at Thayer’s Quest 2.

See Philips CDI in the ‘Odds and Ends” section.

NINJA HAYATE (TAITO) – Ruben was the first person to mention this game to me.  I have a .JPG of the flyer for it (that is in Japanese, except for TAITO).

PLATOON (ALG RIP-OFF) – This one does exist, but was never released. I have software for it, and I know disc’s do exist.  Typical ALG game, only you shoot like you are in Vietnam.

ROAD BLASTER () – I have heard this game to exist. There was a release on the Sega CD called Road Avenger that is the same game.  It’s a pretty cool game, I highly recommend getting a CD just for this game!

ESH'S AURUNMILLA (FUNAI) – Someone has a few shots from the disc and a pic of the marquee from this game, so I at least know the disc exists.  I say a promo pack go through e-bay that had the flyer and advertising advice from Funai.  Pretty cool, but you can’t play a flyer!  I keep this one in the rumor mill since I have yet to honestly hear of a board that was made for it.  It supposedly uses an LDV-1000 and was made by Funai (Interstellar people).

MARBELLA VICE / ZORTON BROTHERS (ALG RIP-OFF) - I have a flyer from these two games that looks to be an American Laser Games style game from Spain.  I think it even plugs into an AMIGA like an ALG game.

STRIKE MISSION – Jason Fitzgerald says it exists – quoting him here…

“---> Old, around 1984, yes i have played it ,and enjoyed it. You do 
missions, and you must destroy objectives. The computer basically takes you to the objective on autopilot, and then you must hit a computerised block on the screen with a cross to aim with. Very cheesy idea, but the footage is great, even if you are flying an F-16, and you see an F-4 drop the bombs.”

TOP GEAR 2 (UNIVERSAL) – Supposed was meant to come out in 1985.  Only read the name on some website.

ODDS AND ENDS:

November 30th, 1995 -> my conversation with Rick Dyer: I actually spoke with Rick Dyer.  Up until then, I had heard rumors of people speaking with him; and I really didn’t believe them.


Well, I tracked him down and after about 8 phone calls of him not being there, I finally called in the morning and BAM!  No bullshit.  He seemed like a really nice guy, and did answer all my questions.  He didn’t seem real enthused about someone idolizing him, but I may have been a bit mental (like running into James Hetfield at the grocery store - before Metallica sucked that is); and I may have been a bit jostled in my questions.  So, throughout this file, you will see sprinkles from that conversation; believe it, it happened!  Can’t tell how I tracked his number, he would probably get cheesed.  I usually don’t condone bothering famous people, but this was extremely easy to track him down, and I did have some legitimate questions no one has been able to answer - until now!

Laser-rot: I had a few people mention this to me quite a few times.  I didn’t believe it (figured their LDP’s were fucked, or they had scratches and didn’t know how to diagnose them).  I recently ran into a couple of discs that do in fact have this mysterious disease.  I got two discs from a guy with a bunch of players.  It looks like the players were left outside for a long time (not necessarily in the rain, but dirty enough to tell they were in fact outside).  Anyways, the two discs I got from him both had ‘laser-rot’.  I think it may be from moisture from poor storage.  The three discs I got that have it, have interference throughout the entire disc.  Troubleshooting tells you that the laser only reads a track at a time, so for an entire disc to be screwed on a good player; it has to be a bad part running the entire disc.


Upon close examination, each disc has a patch that looks smoky, inside the clear coating of the disc.  You really have to look close under heavy light and move it around, but it is there.  I tried every solvent under the sun (if TMC - Tri Methyl Chlorasomething doesn’t remove it, nothing will!) I’m pretty sure it’s inside the plastic.  Anyways, the disc’s are pretty much crap.  Hey, maybe I can sell them on the net as is! Just kidding, I am not Robert Waddell.


I knew a place that stripped down laser discs and removed physical scratches, and it may work for laser-rot too; but last time I tried them, their number was disconnected.  If anyone knows a place that will do this, let me know (I have yet to hear from anyone whom I ask info from in my newsletter, but I will leave this in here anyways).

6/5/98 Ken Cranes definition of laser-rot: “Laser rot.  In some pressings there are discs that deteriorate as time goes by.  This may be caused by bad glue when gluing the two disc sides together or air bubbles being left inside the disc, which will cause the aluminum layer to oxide.”  They don’t sound real positive since they say, ‘This may be caused by’.  It might have some truth to it, combined with the bad care thing I mention (I had two disc’s out of two from someone whom I’m pretty sure the discs were in a hostile environment).

Halcyon: This is Rick Dyers attempt at a home system for laser games.  It had three components to it.  The base computer, a separate disc player, and a headset that only had a microphone.  There are supposed to be seven games for it, but I don’t know all seven.  I have a friend who has a broken one and was trying to fix it (about two years ago).  NFL and Thayer’s Quest are the only two discs pressed for it (according to Mr. Dyer himself), which really doesn’t make me want to jump out and spend a bzillion dollars to get one.  It is a neat idea - with NFL being a video-disc game.  This unit was only released in limited quantities, and in certain cities; so they are pretty rare today.  I heard rumors that a game called ‘The Ghost of Whitier Manor’ was made for it, but Mr. Dyer himself told me otherwise!  I’ve been told that the base unit for the Halcyon is a plain jane Thayer’s Quest board, with all the unstuffed parts stuffed.  The audio board and power board are original however.

Philips CDI: This system is worth mentioning.  I have played DL, DL Time Warp, SA, etc. for a lot of systems (C64, Nintendo, 3DO, Amiga, Philips CDI, etc.)  In my opinion, the only one even worth mentioning is the Philips CDI.  3DO came close, but they conserve disc space by freezing the animation on sequences that repeat the same picture (basically, the grainy-ness freezes, making it blatantly obvious, and irritating.)  Of course the 3DO is using one microprocessor for everything - instead of the CDI which uses a separate card with separate RAM (specially designed for MPEG - to the tune of $300, at the time).  CDI versions were is as good as it gets at home.  DL, DL2, SA, and Kingdom (TQ) all looked great - for home versions.  Controls were different from the original game (timing was different).

On a final note, Rick Dyer had told me they were in the process of Kingdom 2; I do have it for the CDI (Kindom 2: The Far Reaches).

To clean lenses and mirrors on players: Use photographic lens cleaning paper and similar solution.  They are available at any photography store, and both are cheap.  When I told a friend of mine at work (who used to work heavily in lasers) that I used a q-tip and alcohol to clean mirrors he cringed.  He said mirrors are VERY delicate.  Cleaning them with q-tip’s is like using sandpaper!  He told me the photo stuff is what they used to use.  He said put the dry paper on top of the mirror, then squirt the paper with the cleaning solution, and just drag it along the mirror (do not put pressure on it).

An answer to the most asked question on the net: Okay, here it is, listen up because I will not repeat it.  “Can you mix laser disc player’s with different games; and if not, why doesn’t someone figure out how to do it?”

First off, laser disc players use different methods of communication.  Serial, parallel, or IR.  From these different methods, there are different ways they can transmit say serially or parallelely (it’s a word, look it up!)

Secondly, players also use different command sets from one to another (ex. Sending a hex 3E means play on one player, whereas 2B is play on another player).

I have people ask me this quite a bit.  I see gossip on the net about people trying to come up with a way to mix them.  I would love to look into it myself, but it is WAAAAY to time consuming of a project for me.  I have gone so far as to buy all the data books on the different micro-processors for all the different games (the first step is to learn the code), but I doubt if it will ever get much beyond this.

One of my biggest arguments for this is the fact that I keep two working of any player.  With one working (as rare as I ever actually re-play my kitted games) and one spare, why waste time getting it to work on another player?  I can only see this project happening when I run out of laser kits to wire.

Think about it - to do this little project, you would have to first learn the language for the micro-processor on the original game board.  Then you would have to uncompile the code (which is NEVER perfect).  Then you would have to physically strip apart the ENTIRE code.  Next, you would have to learn the timing and commands for the ‘new’ player (which may mean learning another microprocessor language).  Then, you would have to write the entire code - FROM SCRATCH, for this ‘new’ player.  Then convert it to an EPROM.  Shit yeah, I’m anxious to play Dragon’s Lair on an 8210; let me know when you’ve done all this!  Do you see what I mean?  Try posting for an LD-V1000, it’s only $100 + shipping for a working one - how much is your time worth?

Are 27CXXX chips compatible with 27XXX chips?  May sound like a duhhh question to some, but for those who don’t know.  I will use 2764 versus 27C64 for the rest of this definition.  I have been working in electronics daily for about 7 years now and even I wasn’t 100% positive.  The C is a CMOS version of the chip that works with CMOS voltages (either 12V or 5V usually).  However, they use a percentage of VCC to signify a hi or lo - which means that they are compatible with 5V, and CAN be interchanged with 2764 chips.  You cannot go the other way, and use a 2764 in place of a 27C64 (unless the board is only using 5V).  But as far as the laser collector goes, all these boards are from the 80’s when CMOS was a marijuana leaf somewhere in Columbia to be smoked by a leading engineer from…  Anyways - yes, I have tried it, and 27C64 chips do work in place of 2764 chips.

I have a 27C64 chip without a window, is it useable?  Yes.  This is a cheaper version of an EPROM used when a design uses an EPROM, and the software is guaranteed never to change.  This chip acts exactly like an EPROM (will verify as blank the first time), except when you program it, it can NOT be erased again.  Say it is $.50 cheaper using an OTP (one time programmable) - now take a board that has an EAU (number per year that will be built) of 50,000.  50,000 * .50 = that’s $25,000 per year in savings; get the jist?

STJ - NOV./DEC. 1984: Just for the hell of it, kinda interesting.

“According to the Nov., 1984 issue of the Videodisc Monitor, a newsletter for the videodisc industry, the following chart identifies the locations and amounts if Industrial Videodisc Players used in the arcade business.

COMAPANY
QTY

MFG/MODEL

---------------------
-------
---------

Irata


Firefox



750

NA Phillips 832

Bally/Sega


Astron Belt



2000

Hitachi 9500


NFL Football


1200

RCA 400


Inventory



2000

Hitachi 9500

Cinematronics


Dragon’s Lair/Space Ace
12000
Pioneer 7820, V1000


Inventory



3000

Pioneer 7820, V1000

Data East


Bega’s Battle


350

Sony 1000

Electro-Sport


Quarterhorse


1550

Pioneer 8210


Inventory



250

Pioneer 1000

Funai


Interstellar


1000

Pioneer 8210

Mylstar


M.A.C.H. 3



5600

Pioneer 8210


Inventory



1400

Pioneer 8210

Stern


Cliffhanger



1200

Pioneer 1100,8210


Goal to Go



100

Pioneer 8210

Williams


Star Rider



2500

Pioneer 8210”

--------------------------------------------

1/6/98 Resurfacing laser-disc’s: For the hell of it, I tried a place called CDRepairman that charged $15 to fix scratches in LD’s.  I sent him two samples, one a laser-rotted Us vs. Them, and a scratched Interstellar (no, Jim at Gamemasters, yours wasn’t scratched, it was rotted you knob - this is a different one).  Anyways, they resurfaced both (without even trying them), charged me the $15 each and sent them back.  The scratched Interstellar now looks immaculate, it feels noticeably thinner, but the surface is good.  It also played good too.  I didn’t watch the entire disc, but I’m guessing it’s 100%.  As for the laser-rot experiment - no dice.  The surface looked perfect, but it still played like shit.  So, the best advice I can give you is make sure any problems are caused by scratches before sending in to these guys.  I have had a real problem with the assholes recently (6/14/99), they take a full 2 months to get the fucking things back!

4/20/99 "As is" on the internet: As a warning, ANYTIME you hear assholes selling stuff with 'as is' on it, stay the hell away!  I've had 2 bad deals now where fuckheads hid behind the as is clause.  I don't want to mention any names…   but I'm gonna - Sunshine(elio) and Jim from Gamemasters.  Assmasters sold me a laser-rotted Cube Quest disc (which I graciously badmouthed him during a second auction in which he was selling 3 separate laser disc's - hopefully dropping the price on all three disc's - hey, I just told the truth, TO THE ENTIRE FUCKING NEWSGROUP).  And Sunshine(elio) who sold me a Firefox that was supposed to be missing some EPROMS that was actually stripped of EVERYTHING.  It shouldn't surprise me that people are willing to sell ANYTHING on e-bay.  I personally have more morals than to try and peddle a stripped out Firefox board with an as-is clause attached to it.  Shit, I've got an Astron Belt board that has an inch chuck of circuit board hacksaw'ed off of it… I should sell it, AS-IS, eh?  I can usually guess when people are going to reply with the weasely 'as is' e-mail.  I now have to learn to spot these assholes before I make the deal!

6/15/99 Amiga Ripoff black market games: These don't look legal, maybe they are, but they sure look like rip-off's to me!  They are German versions of games.  The Sleeve of Dragon's Lair has 'LDG' as the company who released it.  The back has small print that says PAL-TV system Copyright 1991  Software Corner, Sleeve Design by Contrapunkt.  I guess this game runs through the AMIGA with a cable to an LDP???  I have no idea what player it works with.  I can tell you this, a PAL disc DOES NOT PLAY ON NORMAL PLAYERS!!!  I bought them for a novelty, I was hoping to at least view them.  I only know of Dragon's Lair, Thayer's Quest, and Astron Belt for being in this format.  The date on the two I have is 1991.

6/15/99 More weird stuff: There are some oddball laser games floating around that I have no idea what the hell they go to.  The games are called PALCOM.  I have a couple of them, the titles I show are Star Fighters, Cosmos Circuit, Strike Mission, and Rolling Blaster.  They also made some arcade games into this same format.  Those games are Badlands and Astron Belt.  These games have no software, they have the program encoded on the right channel of the analog track.  They somehow tie into a player that reads the shit, and feeds it into a PC.  I will probably never get these things working, but FYI, they exist.  The date on the two I have show 1984.

9/2/99 Okay, once and for all the 1000 is NOT a piece of shit!:  I am sick of people complaining about the LDP-1000’s as being a 'piece of shit' - when they have no fricking idea wheat the hell they are talking about.  I've had three LDP-1000's for 8 years now, and not a single problem with ANY of them. Sure, in a 24 hour arcade environment they don't hold up too well (shit, I actually ran a DL for a year in an arcade with no problems come to think of it). 

I even had a spare player that wasn't working, cleaned the lenses (for REAL, I did the work myself!) and bang zoom, I had 4 working players. 

My main 1000 player I have used for fixing boards on a regular basis (and used it for a Badlands kit) with 100% no problems at all! 

How many people complaining about bad players have had player(s) that worked when they bought it, and it died WHILE they were using it. Sure, if you buy one and it doesn't work - surprise; but who knows what was done to that player, or how long it was played. You can't call the 1000 a piece of shit if you bought a number of players from various distributors (who are typically well known to take good care of their stuff - ha,ha) - and they are all bad. 

Now the 7820, that's a piece of shit. Not the 1000. 

I've also heard of as many 1450's as being bad as 1000's. The only reason the 1450 is 'thought' to be a better player was because they made a shitload more of them (and 10 years later than the 1000's). Sure, if they produce 10x the number of players only a couple of years ago, your odds on tracking down a working one are much better. It doesn't make it a better player! 

The 1000->1450 is a phenomenal hack (hats off to Robert Dinapoli!) - the hack is AMAZING, but it's a novelty to me, I'll stick with the rev. F2 LDP-1000 (original DL!); and doodle with the hacks for fun!

1/12/00 Bad EPROMS: I ran into some EPROM's that wouldn't erase.  I burned them for about a half an hour and they wouldn't erase.  It turns out the gooey stuff on the window was blocking the UV.  Try goo-gone on it before you throw them away!

GENLOCK/DEMODULATOR INFO:

Okay, this pertains to the warning crap I am talking about.  The genlock/demodulator is directly related to the monitor - and you can get severely killed farting around with monitors!

Okay, keep in mind I have only worked minimally with RGB’s, and only had to interface a handful of genlock/demodulator’s.

First off there are three types of signals that TV’s / monitors use.

1)  NTSC - National Television Standard something.  This is what runs on coaxial cable, and goes right into your plain jane TV.  This method carries both picture and sound on one signal.

PAL is worth mentioning; this is NTSC in Europe.  It has a different scan rate when viewed on an NTSC TV/monitor (the vertical hold needs adjusting, or the screen flip flops from top to bottom; and the picture will be shifted about an inch down and to the right). PAL can be at least viewed on an NTSC TV/monitor; given it has a vertical hold adjust - not automatic vertical adjust.

2)  Composite - This is what plugs into the RCA jacks on the back of your VCR.  Also, what comes out of your N64 or Playstation.  This does NOT carry sound on the video, and therefore you need separate hook-ups for sound.

3)  RGB - This is what video game monitors use.  This separates the picture into 5 or 6 separate wires.  RED GREEN BLUE and a SYNC.  Sometimes this sync is horizontal and vertical on one wire; otherwise they will be separated into two wires.  They are backwards compatible in that if you have a monitor that uses one sync, you can twist the two sync’s together and tie it to the single sync pin - and it will work.  It does not work the other way around however (no way to split up two sync’s from one).  Basically connectors on these monitors will always have R, G, B, a ground pin, and one or two sync pins.  This method also does NOT carry sound.


Okay, now you are an expert on monitors.  Now, the big hassle with laser games (and what makes them so god awfully complex for operators and distributors) is the added component, the laser-disc player.


This player outputs NTSC.  Video game monitors are RGB.  So what you need is what I call an NTSC decoder, or a demodulator.  This is a small board that converts that laser-disc NTSC output to RGB for the monitor (as in DL or SA).


Some games go one step further and mix graphics with the laser-disc video.  This is usually mixed on the same board.  Mixing of two sources of video requires a circuit called a genlock.  The genlock takes 2 separate signals and sync's them up together.  Put it this way, both signals are running at the same frequency and look the same, they just are linked up together (if you look at them with a scope the opposite wave you are triggered on will slowly move one way or the other).  So, there are two types of converter boards; one that doesn’t mix graphics, just converts NTSC to RGB (demodulator); and one that does mix graphics with the converted NTSC signal and genlock's the two RGB/S 's (RED, GREEN, BLUE, AND SYNC abbreviated for quick use throughout this file!) (genlock/demodulator, or I call them g/d or mixer).


The only five games that I know of that do not overlay graphics are DL, SA, Time Trav., TQ, and DL2 (mixed before the demodulator board).  All other games use g/d’s.  This is not a big deal as long as you have the original g/d and monitor for that game and g/d.  Now, in the typically rare case you don’t have all original stuff, that’s when you run into problems (or at least extra work)…


This is my main hobby.  I only have 3 cabinets; one of which (my DL), that I patch ‘kits’ into.  Don’t freak out, I don’t deface it at all.  All my different board sets I wire in; I use connectors and harnesses to wire them in.  I NEVER solder directly so circuit boards or existing harnesses.  I have learned some neat-o stuff when it comes to g/d’s.

First, some are interchangeable (pending a re-wire of course); and it really isn’t that difficult.  Others are not interchangeable - example, the monitor usually gets its sync from the laser-disc player, then matches the motherboard sync to the players’.  Cobra Command and Starrider are two odd-balls.  They do just the opposite, using the motherboard sync, and match the player to it.  This makes them pretty uncompatible with other stuff.

Second, When using different brand of monitors than what the g/d was originally designed for, the sync’s and/or timing can be different:

Horizontal and vertical vs. A single sync: as mentioned earlier; inverted vs. non-inverted sync, which is simple to fix with a 7404 on each.

sync rate can be different; which they can still work with an extreme adjustment to the horizontal or the vertical, but they might be far enough apart to be difficult to hone in; 

a severe solution to this problem is to use a 7407 - a plain buffer on each line - to get horizontal’s and vertical’s to sync up.


All on all, I have found it to be simpler than it sounds.  First off, take care of the sync.  If input is inverted and the g/d out isn’t, then put it through a 7404.  Next, try and get the horizontal and vertical working.  This sometime requires a buffer, sometimes more than one.  Jimmy wiring a 7407 into the circuit is really not that difficult.  Tap 5V from the motherboard, and cut you wire and put the gate in series.  Yes, you will need to heat up an iron (or build a small board with a 7407 and clip leads like me).  But hey, we spend a lot of years on this planet, what’s the hurry right?  If you use common sense, trial and error, and patience; you can usually get them to work.  Besides, once you get it to work, you will never have to fart around with it again, right?


 One direct tip I can give you is - if your sync is locked (the picture is not jumping horizontally or vertically), but there is a 2” black vertical bar in the center of the screen (with the left half of the bar the right half of the picture and vice-versa).  You need to run the horizontal sync through an inverter.  I’ve made the mistake of going through five buffers instead, which brought up the picture normal, but it warped about an inch of horizontal width about 3/4 up.


Some of this crap may seem in-depth; but it really isn’t that scary.  If you have any questions, you may consider verbal’ing me; I may be able to clear your question up better directly.

LASER-DISC PLAYER INFORMATION:

Hitachi-Sega -VIP9500SG

Dimensions: 17”x16”x4”

Approximate Weight: 20 lbs.

Color: Silver/Gray

Games Used In: Galaxy Ranger; Astron Belt

Play CLV: Yes

Controls: Power, Play, Eject

Outputs: BNC video out, 2 RCA audio out, BNC ‘C. Sync’, BNC ‘SC’, switch ‘int sync / ext. sync’.

Interface: RS-232 (25 pin RS-232 connector).

Brief Description: Top loading lid, has a small window in lid for viewing spinning disc (9¾”x3”).

This player has the same interface as the Sony LDP-1450, but I tried swapping them, no dice.  I’m pretty sure the baud rate doesn’t mix, not to mention the command set.

Hitachi-Sega -VIP9550SG

Dimensions: 17” x 16” x 45 ½”

Approximate Weight: 25 lbs.

Color: White

Games Used In: Galaxy Ranger; Astron Belt (direct replacement for the VIP9500SG)

Play CLV: Yes

Controls: Power, Play, Eject, 4 dip switches for baud rate.

Outputs: BNC video out, 2 RCA audio out, BNC ‘C. Sync’, BNC ‘SC’.

Interface: RS-232 (25 pin RS-232 connector).

Brief Description: Front loading tray.

Technical: Almost like using a 1450 versus a 1000.  The 9550 is an EXCELLENT replacement for the 9500.  Thank Warren Ondras for trying this player out, and discovering it as being a direct replacement.  To buy one for $50 + shipping, e-mail Mom’s Military (it’s really a company!) at moms4u@home.com.  They are an excellent company, and I highly recommend them!

9/14/00 Shipping damage:  The two players I received would not open the tray when I first plugged them in.  When I pressed the eject button, there was a little whirring (like it was getting ready to open), then a loud squeaking noise.  It turns out there was a post on the right side of the tray that got bumped to the top side of the tray’s slide rail.  You need to take off the bottom plate, then the top plate, and try and open the tray manually by tuning the gear that does this (on the bottom of the player with it on it’s back).  Eventually, if you peek in just to the right of the front tray’s plastic piece, you will see the post I am talking about.  You need to slip a screwdriver in from the front, and push the post to the right while turning the ‘open tray’ gear.  I had this problem on both players, and it fixed both of them.

9/14/00 Gunk getting on my disc’s!:  There was some kind of brown goo that was getting on my disc’s that I was putting in these players.  After investigation, I found that there is a piece of foam tape that was originally put on the inside front panel to clean disc’s as they go into the player.  Well, since 1987, these foam pieces deteriorate, and actually get gookey.  You will notice the top of the tray front plastic as being sticky – that’s also because of this foam.  I highly recommend taking the time to remove this goo.  It’s kind of a pain, but well worth it.  You need to take off the front panel, and pull the foam off – you may want to go over it with goo gone too.  It’s a messy job, but should seriously be done!

Philips 22VP931

Dimensions: 21”x16”x6”

Approximate Weight: 16 lbs.

Color: White

Games Used In: Firefox; Freedom Fighter

Play CLV: 

Controls: None

Outputs: 2 RCA audio out / BNC ‘ANT IN’ / BNC ‘TV’

Interface: 25 pin RS-232

Brief Description: Top loading.  Does automatically spin up when disc is put in.

Pioneer LD-V1000 / LD-V1001

Dimensions: 20¼”x15”x4½”

Approximate Weight: 27 lbs.

Color: Black

Games Used In: Dragon’s Lair; Space Ace; Super Don Quixote; Badlands; Thayer’s Quest; Cube Quest; Interstellar Laser Fantasy; GP World; Quarterhorse

Play CLV: No

Controls: Power, Eject

Outputs: BNC video out, 2 RCA audio out.

Interface: 24 pin Centronics

Brief Description: Top loading.  Two small smoke colored windows on front (5½”x 2¾”); does not have a window for viewing disc.

Appears to have remote control circuitry, but actually does not.  This player does not spin up automatically.

The LD-V1000/1001 is rumored as being faster at finding frames.

A lot of questions as to what’s the difference between the LD-V1000 and the LD-V1001.  Here, now there’s no more questions!  Per an official Cinematronics memo dated September 12, 1984 - “ SAFETY BULLETIN: Subject: Pioneer Laser Disc Model LD-V1001  The Pioneer Laser Disc Model LD-V1001 is similar to the Model LD-V1000 except for the input power requirements.  The LD-V1001 is designed for an AC input power of 100 volts used in Japan and not the 115 VAC used in this country.  When the LD-V1001 is used with input power of 115 VAC, excessive heat will be generated which will shorten the life of a player and create the possibility of a fire hazard.  Use of these players as substitutes for the LD-V1000 players in games manufactured by Cinematronics is not recommended.”

Pioneer 7820

Dimensions: 18”x22”x8”

Approximate Weight: 50 lbs.

Color: Tan

Games Used In: Old Dragon’s Lair; Old Space Ace

Play CLV: Yes

Controls: Cover Open / Power / Reject / Auto Stop / Search / RPM DSP / San Rev / Scan Fwd / Step Rev / Step Fwd / Audio 1L / Audio 2R / Stop / Play / Speed Control: Slow -> Normal

Outputs: 2 RCA audio out / BNC ‘VIDEO OUT’ / BNC ‘EXT SYNC’ / COAX ‘ANTENNA IN’ / COAX ‘CH3/4 VHF OUT’ / SWITCH ‘SYNC INT/EXT’

Interface: 24 pin Centronics

Brief Description: This player is a clunker!  It really weighs 50 lbs!  Top loading.  It is very strange how it operates.  It spins up the disc, then moves the whole motor and disc into the laser.  So, the laser doesn’t move at all; the disc is slid left and right across the stationary laser!


One of the reasons for the short life span of this player has a rubber grommet that is ‘squished’ to hold the disc in place (disc fits over grommet and it’s squished).  This grommet is rubber, and does wears out.


I bought one from Bill Lacovara who swapped the spindle on it with some other player.  It now has a screw and a cover that screws down onto the spindle to hold the disc in place.  Neat idea Bill!

Pioneer PR-8210

Dimensions: 20½”x16x5½”

Approximate Weight: 26 lbs.

Color: Beige

Games Used In: MACH3; Us vs. Them; Cliffhanger; Goal-to-Go

Play CLV: Yes

Controls: Power/Reject Open/Play/Pause/Scan Fwd/Scan Rev/Audio 1L/Audio 2R/ CX System

Outputs: 2 RCA audio out / COAX Video out / COAX ‘ANTENNA 75 OHM UNBAL’ / COAX ‘CH3/4 VHF OUT / SWITCH CH. 3/4 SELECT / SLOW SPEED: NORMAL -> SLOW

Interface: Serial (looks like a small 1/8” earphone jack) / IR

Brief Description: Top loading.

Pioneer PR-8210A

Dimensions: 20½”x16x5½”

Approximate Weight: 26 lbs.

Color: Beige

Games Used In: Starrider

Play CLV: Yes

Controls: Power/Reject Open/Play/Pause/Scan Fwd/Scan Rev/Audio 1L/Audio 2R/ CX System

Outputs: 2 RCA audio out / BNC Video Out

Interface: 24 pin Centronics / IR

Brief Description: This looks like the exact same player as the 8210, except for the different connectors between the two.  I’m sure they are just minor hardware hacks to get one version or the other (although I have yet to make either one into the other).  In fact, my 8210A has the ‘A’ hand written with black marker after the 8210.

11/22/97 Tried an 8210A on Cliffhanger with an IR remote.  It acted funny when I first tried it.  The LED blinked showing it receives commands, then it spun up, but it froze on the first frame of the intro.  I thought, what the fuck and pressed play thinking the command set was different.  It played through, then started working!  After playing a game, and seeing that it worked, it played the intro normal from then on.  So, I power the thing down again, and tried it again.  This time it worked 100% (no still frame problem).  Weird - but works!  Tried another 8210A, and it would always still pause on the intro frame - and continued the intro when play was presses; but played the actual game fine!

Goal to Go did the same thing.

Pioneer LD-1100

Dimensions: 20½”x15”x6”

Approximate Weight: 26 lbs.

Color: dark gray

Games Used In: MACH3; Us vs. Them; Cliffhanger; Goal-to-Go

Play CLV: Yes

Controls: REJECT OPEN/POWER/PLAY/FF/REWV/1L/2R/PAUSE/CX/SLOW SPEED:NORMAL->SLOW 

Outputs: 2 RCA audio out / COAX ‘VIDEO OUT’ / COAX ‘ANTENNA IN 75 OHM UNBAL’ / COAX ‘CH3/4 VHF OUT’ / SWITVCH CH3/4 SELECT

Interface: Infra-red ONLY

Brief Description: Top loading.  Looks real similar to n LDV-1000 with a different control panel (has controls on the front).

6/22/97 
The LDP-1100 had always been a mystery.  Nobody has them, or seems to know anything about them.  I picked one up in a batch of stuff from somebody (I can’t remember who exactly).  It does not have an interface to it, it has all the front controls on it, and it does play CLV discs.  It came from a distributor, so I knew it had to go to a game.  After getting the player, I loaded it out to a friend to use for watching movies (loaned, not sold!)  I then got some old STJ’s from someone that mentioned quantities of players bought by Stern in the early 80’s for Cliffhanger.  A little later on, I got all the parts to Cliffhanger, and got it to work with the 8210.  It still didn’t fit on how the 1100, with no interface, worked with Cliffhanger.  Well, a little later on, I received pieces of schematics to that board set.  One of the pages did show a broken out IR-LED board.  It was only two resistors in series with two IR-LED’s (both in parallel with each other); going to a connector.  As a small side project (for the last two years), I wound up placing an order for electronics somewhere, and bought some IR-LED’s for the hell of it.  After having them lay around for another six months, I finally got around to adding the resistor, wiring into the Cliffhanger board set, and fucking around with it.  Sure as shit, it actually works!  At first, I didn’t know where to plug the thing into.  Trial and error, I plugged it into the regular 8210 plug.  I almost shit when the 1100 input LED (located above the input window) blinked, showing it received a command, and actually spun up!  So, to make this extremely long fucking story just a wee bit shorter, I used a plain jane IR-LED ordered from MCM, with a 47 ohm resistor (one instead of two in parallel), plugged it into the normal output jack from the motherboard, and bingo.  With only one LED, I had to actually had to touch the input window to get it to read it.

7/6/97 Tried a different LED from MCM (they didn’t have the original one I bought).  They had two to choose from, a 30 degree, and a 60 degree option.  Hey 60 degree’s has a wider range right?  Anyways, I tried it out and it works dynomite with the 1100!  I can hold it away about 6” and it still works!  This also verifies my theory that any old IR emitter will work with this.  Case closed.

7/27/97 The IR actually works with the 8210 also!  Someone mentioned that it should, and so I tried it for the hell of it.  It does work.

3/26/98 The IR works with the 8210 with Cliffhanger and Goal to Go only.  The IR and the 8210 does NOT work for MACH 3 and Us vs. Them.  I think it has something to do with the right audio track being used for control rather that stereo sound.  I think it somehow links up with the hardwired control signal.

Pioneer LD-V4200

Dimensions: 16 1/2"x15"x4"

Approximate Weight: 17 lbs.

Color: Black

Games Used In: Proto Dragon’s Lair 2

Play CLV: Yes

Controls: Play / Still Step Rev & Fwd / Scan Rev & Fwd / Display / Reject / Power / Function port (has 8 pin dip under plastic shield on face).

Outputs: RCA 'Video out' / RCA '1/L audio out' / RCA '2/R' audio out' / 6 pin circular connector 'EFM out'

Interface: 15 pin d-sub 'Interface Connector' on back / 1/8" jack 'Ext Cont' on front

Brief Description: Drawer loading.  Doesn't completely spit out drawer, it just opens it a bit, and you pull out the drawer the rest of the way.  No, mine isn't broke, I have two of them and they both do it!

RCA SJT-400

Dimensions: 17”x16”x5”

Approximate Weight: 16 lbs.

Color: Silver/Gray

Games Used In: NFL Football

Controls: Audio A&B / Visual Search Rev & Fwd / Hi Speed Scan Rev & Fwd / Pause/Play / Reject

Outputs: COAX ‘Antenna in’ / COAX ‘antenna out’ / RCA ‘video out’ / RCA Stereo L & R

Interface: RCA ‘Control’ 

Brief Description: Drawer (kind of); typical video-disc player disc feed.

Sony LDP-1450

Dimensions: 17”x16”x4”

Approximate Weight: 18 lbs.

Color: Light gray

Games Used In: Dragons Lair 2; Space Ace ‘90

Play CLV: Yes

Controls: Power, 4 dip switches for baud rate, 8 dip switches for various features.

Outputs: BNC video out, two RCA audio out.

Interface: 25 pin RS-232.

Brief Description: Drawer loading.  Has dip switch to play disc immediately when inserting.

Sony LDP-1000A

Dimensions: 21¼” x 16” x 5 ¾”

Approximate Weight: 41 lbs.

Color: Dark silver

Games Used In: Cobra Command and Bega’s Battle

Play CLV: Yes

Controls: Tons of controls on the remote ONLY.  Power and eject without the remote.

Outputs: Coax VHF in/out / BNC video out / RCA audio out (CH 2-R/CH 1-L)/ Odd 8-pin ‘TV’ / Dip ‘Ext CPU’ on/off / Dip ‘SC sync’ INT/EXT / BNC SC in / BNC Sync in / 1/8” mono plug ‘Lock pulse’ / 25-pin RS-232 ‘EXT’

Interface: RS-232

Brief Description: Top loading.  Has an unpluggable remote (wireless when unplugged).  Five pots located on the back of the player ‘Centering’, ‘Focus’, ‘Tracking’, ‘Index Position’ V & H.  Shipping screw is located on the bottom of the player.

Technical stuff:

11/25/99 2 bad players in the mail: I received two LD-P1000A's UPS.  Both were stacked in one box with minimal packing.  One was supposed to work, the other was supposed to spin up, but not achieve focus.  Both of them didn't survive the shipping.

They both had the same symptoms.  Power lights came on, but nothing more.  They are supposed to blink a couple of lights at power up, which means the player is ready.  Lights came on, but didn't blink.

After ripping the plastic chassis apart, both players did actually spin up and play fine.  It looks like both players had been dropped, as all the plastic on them was mis-aligned.

1st note - There are 3 lid safety switches.  The first is on the left hinge.  It's a simple microswitch; this needed to be bent a bit to actually close when the door was closed.  The second is the main catch at the end of the lid (closest to you if you are in front of the player); this didn't need any adjusting.  The third is on the right hinge.  It's a piece of metal that spins with the door hinge that presses a piece of white plastic to sense the door closing.  With this not actually closed, the player spins up but never gets to 100% r.p.m.  You can hear the player spin up and slow down and spin up and slow down…  this one took me a bit to realize it simply needed an allen wrench to adjust the metal piece to sense the door closing.

Finally, the lid was out of whack.  As the top spinnee piece that magnetizes the disc in place (connected to the top lid) was spinning, it was rubbing on the lid.  The player worked, but it made a yuckee scratchee noise as it played.  Loosening the lid and pulling it and tightening it back down again fixed it.

So, all in all the players a) Had the outside plastic out of whack. B) Had the top lids out of whack. c) Had the lid switches re-adjusted.  Good as new!

When I fixed the second one, it became apparent that the metal chassis on the front left corner was dented in, as the plastic on the outside could not be screwed down or it would bind.  This metal chassis would take a HELL of a lot of abuse in order to bend the way it did.  However, the fact that the player can still be functioning tells me these things are pretty damn tough players!  I definitely have a new respect for the Sony LD-P1000A's!

11/25/99 Does the remote need batteries to work when plugged in to the unit?  No.  All controls work without batteries when plugged in.

11/25/99 What is the correct pattern of for a properly functioning player?  First the FWD, STANDBY, STEP/STILL, and the position LED light up.  Then, after about a second, the AUDIO CH-1 & CH-2 LED's blink (and the player makes a clicking noise), then after about 3 seconds the STANDBY LED shuts off.

AND FINALLY:


Well, that’s my time.  To finish this sucker off, I used to say that anyone reading this who has loose laser stuff that they want to get rid of, please give me a call.  However, in the entire time I’ve had this document, I have yet to have somebody call me and say “Hey, I read your newsletter, and I have a bunch of shit to sell you!”  I guess if you’ve read this far, then you’re fairly apt to hang onto your stuff.  

I do fix boards on the side (currently $100 for DL repair), if help is needed, e-mail me for details.

I personally prefer wiring the PCB’s up into my DL cabinet to save space.  I have passed up some sweet deals on cabinets, not happily, but I have.  Now that I own a house, I find I still do not have room for all the cabinets I would like.  Oh well, I thank my stars for what I do have.

I am NOT a distributor. I am a collector who wants to be able to play ANY laser game at home.  Nothing against distributors, they have a different perspective than collectors.  I hear a lot of people put distributors down because they charge too much and/or throw too much stuff away.  You have to realize that video games are their bread and butter!  If it doesn’t make them money, they understandably don’t give a shit about it.  They are not heavily into the repair market, or the collecting market.  They are out there for whatever makes the most money; and like movies, that means they only deal in what’s new and what EVERYBODY wants.  I do get offended by distributors that lie, and say that they don’t have any laser stuff; when in reality, they are simply too lazy to go back in their stock and look.  I look at it this way, they eventually dumpster dive their stock years later, and don’t make anything! I’ll find it from someone who does have the time of day.

Well, that’s about it for me, thanks for reading.  If you need info on stuff, or have specific questions that I may not have answered, give me an e-mail (please don’t ask for my verbal – I do not give that out any more – you can guess why!)


…Dragon’s Lair RULES!!!

…INTEL sucks!!!  I waited as long as humanly possible to jump into a PC.  Now that I have one, and am an expert at it – I canhonestly say… it’s the worst computer I have ever owned!  Atari, Commodore, Apple; I speak from experience, PC’s suck! 

…Fuck METALLICA and everything they used to stand for - thanks guys for duping me all those years.  Who would have guessed ‘One’ was a warning sign that the band was going to turn gay!  I mean, here I always thought the slow part was cool because they were actually a heavy band starting off slow and turning somewhat heavy in the song.  Now they have songs that just stay slow all the way through!  James Hetfiled harmonizing!?!  Christ, somebody shoot that cat in heat!  And to this day, I do not own any CD’s that have violins in them – so what makes people think that putting violin’s in a song made by a band that USED to be heavy is cool?  Who the fuck are these people buying these albums!?!  MTV-nee-boppers that’s who.  Christ, there was some awards show on MTV that had Brittany Spears, 98 degrees, In-Sync, AND METALLICA!?!  I wish I could make this shit up, but I am not that creative!  Ooooh,   uuuummmmm,  no really – I don’t need new Metallica, honestly.  Fucking Bob Rock, he’s the producer that killed Motley Crue (well, made them go pansey in Dr. Feelgood).  He did Metallica’s Metallica album – you know that first album where they sold out?  I think they have switched to like what Denis Leary called REM – some shitty band that married people listen to make them feel like they are listening to heavy music.  Yeah, and now Metallica is right up there with Michael Stipe!  Thank god there’s still non-pussy metal like OVERKILL, PANTARA, TESTAMENT, and TOURNIQUET!!!

(1/31/99) All material in this document belongs to Mike Treu.  If anyone uses it to say write a book or something, I get royalties!  How’s this for legal mumbo-jumbo!  If anyone reads this, congratulations, you just found an Easter egg!

