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Plxels Pasth‘ CoIecoV|5|onr PCB (Prlnte | Clrcu “:Board B
prowdes homebrew ‘game. authors W|th an easyﬁ: .

. method of’creatmg thelr

of modlfylng old cartrldge circuit
| brand new boards designed by P

~ (http://www. p;xelspa$t com) not. 'eCyc,ed ‘boards, T
from oId games : ‘

';’lf you preféff ot older*the boafd' *yOUrseif 2
AtarlAge (http //www ata‘rlage com) provndes‘; ‘
:jrhomebrew services. to build and assemble game

cartridges. - They can also ,de5|gh and produce ful1
colormanualsand‘labels )
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. :f;,f,The followrng parts are requrred to create a functronal CoIecoVrsron game

_cartridge. All components, except for U1, should have been included with =
fyour purchase from AtarrAge Components can also be found at most local e i
ol felectronlcs stores and Iarge on-line - drstrrbutors such as Drgr Key e e
‘(Www drgrkey com) or Jameto (www Jameco com) T o :

pART. NUMBER DIGLKEY ‘DESCRIPTION

2764(A), 27128(A), EPROM (with game binary*)
or 27256(A) CMOS OK, 100nS - 250nS

20V8 Complex ATF20V8B- Must be programmed with

Pixel Past ROM size configuration
PrOgrammable 10PC-ND code, specify 8, 16, 24, or 32K when

Logic Device (PLD) ordering from AtariAge

399-1880-1-ND Bypass capacitor (104),

axial leads

0.1uF ceramic

“DESIGNATOR.: o v

PCB | Colecovision PCB N/A Pixels Past cartridge PCB

7 *Part typedepends on brnaw size o
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Assembly of the ColecoVrsronPCB is srmple, but requr res basrc solderi ng skills.
~ The order of parts placement and solderrng of the devrces onto the PCB rsf

: ) mtroductron to solderrng and assembly technrques

7 2 lnsert and solderUZ fo the front srde ofthe board

; extremely crrtrcal
ffPrn 1 of the le (Integrated Crrcurts in thls ‘case UI and U2) is denoted by A
" ‘square pad on the circuit board. PIease refer to the separate Basrc Assemblya e
. Techniques pamphlet (avarlable from AtariAge.com) |f you need . A e e e

S Insert and solder CI to the front of the board CI should be a small-jt- NN
. footprrnt axial leaded device i rn order to frt properly onto the crrcurt board. ifff—} e fide A,
- and |nto the. cartrrdge housrng ‘ ; ;

N Insert Vi% onto the front srde of the board and solder it rnto pIace It |sj, i

~ recommended that you place a U\/-resrstant sticker over the EPROM
e, wrndow to prevent acudental erasure of the code stored rn the devrce o

o s iy Bl e il Sl s _ T e _THE COMPLETED ASSEMBLED CIRCUITBOARD SHOULD RESEMBLE THE IMAGES BELOW
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" The ColecoVrsron system was desrgned to support uptoa 32KB game binary
© using custom ROM (Read-Only Memory) devices. In order to support =

‘ currently avarlable memory devrces, such as the commonly used EPROM
~ (Erasable Programmable Read-Only Memory, which are erasable with UV

light and reprogrammable), a programmable logic device (PLD) is used to
v handle the necessary. chrp select routrnes Using a srngle PLD as opposed to
. drscrete Ioglc components reduces overall cost and srmplrfes the design.The
~ desired game size must be specrf ed when orderrng the ColecoVrsron PCBWﬁ T
o from AtarrAge : : : - :
) The memory map for program code of the CoIecoVrsron is drvrded rnto fourf';i} NN

‘ 8K blocks Four active- Iow chrp select lines are used to determrne which 8K
o bIock of ROM will be enabled at that partrcular pornt in trme, allowrng uptoa
. total of 32K to be accessed @nly one chrp select may “be asserted at any"ff?‘ Ly
S grventrme e : i i : : i

e If CSI (also known as /8000) is asserted the ﬁrst 8K memory sectron of RONI rs
L enabled wrth an address space of 8000 -OFFF. If CSZ (also known as /AOOO) g

asserted, the second 8K memory section of ROM is enabled with an address

~space of AOOO-BFFF. If CS3 (also known as /C000) is asserted, the third 8K

- memory section of ROM is enabled with an address space of COOO-DFFF. If ‘
- CS4 (also known as /EOOO) is asserted the fourth 8K memory sectron of ROM

g is enabled wrth an address space of EOOO—FFFF e

‘ Due to the fact that no 24KB EPROM devrces exist, in order to produce a 24KB B
~ ColecoVision cartrrdge, the game brnary must be programmed |nto a 32KBr AP
S EPROM Ieavrng 8KB of unused memory space R T O

a serves asa ‘bypass/decouplrng capacrtor to help reduce electrical noiseon
. the power supply line coming f from the ColecoVision system. The circuit will .~~~
S functlon without 1, but voItage sprkes could cause |rregularrtres in cartrrdge
: operatron 50 rt is hrghly recommended to rnstaII |t




