Troubleshooting
Equipment
Requirements

In addition to having good ColecoVision peripherals (power supply,
handcontroller, RF switch box, and coax game cable), the following test
equipment is required for ColecoVision repair —

—A 35 MHz oscilloscope
—An 80 MHz frequency counter

—An RF preamp capable of amplifying RF signals up to 80 MHz. This unit
will be in series with the game and the frequency counter. This combination
tests carrier frequency.

— A properly adjusted color television.
— A diagnostic cartridge.
—A ColecoVision Repair Manual.

— A spinner interface tester.

The cartridge was developed to aid in the testing of ColecoVision. Game
cartridges should not be substituted to test the ColecoVision games, as
they do not test as much circuitry as the diagnostic software.

This test is to be used in conjunction with the flow charts located at the end
of this section. If a malfunction occurs while operating the diagnostic
cartridge, refer to flow charts for troubleshooting procedures.

The first portion of the test is to check the internal ROM and RAM. The
screen will indicate whether one or both of these tests have passed. If ROM
is bad, change U2. If RAM is defective, change U3 or U4.

The video test follows. Simply compare the screen to the color pictures
provided on page VI-3. If the screen does not compare with the pictures,
follow the directions in the flow charts.

The sound test is the next step. All three of the sound generators are tested
first, then the noise generator is tested. The test uses audio tones. Game
cartridges do not consistently use all the generators so it is essential that
the diagnostic cartridge is used, ensuring a thorough check of the audio
portion of the game. If only one sound is missing replace U20.

The final test is the handcontroller test. It indicates each handcontrol
function on the screen. Each function will blank out after that function has
been selected and is performing correctly. It also provides a method of
checking the spinner interface. This is accomplished by plugging the
spinner interface tester into player number one, then player number two.
After turning the tester on, an arrow should flash. Changing the direction
switch will cause the arrow to flash in the opposite direction.
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Explanation of
Troubleshooting
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This manual is written as a guideline to aid in troubleshooting. It will lead
the repair person to a level where individual isolation techniques can take
over and diagnose the failure.

At this point, two assumptions have been made; the peripherals (power
supply, controllers, RF switch box, RF cord) are good, and the landlines and
solder connections are good. The peripherals can be tested by substitution.
Faulty landlines and solder connections can be found by a careful visual
inspection.

The troubleshooting guide uses flow charts, signal pictures and a list of
technical tips. The signal pictures demonstrate how the signals should
look in a perfect situation with an explanation and methods of examining
each signal.

Following is a description of each symbol used in the flow charts.

Decision Block — Carefully read the question inside the block. Answer it
by a simple yes or no. Follow the appropriate answer
to the next block. Signals to be examined are
designated by an IC number, a colon followed by a pin
number (U9:38 means U9 Pin 38).

Process Block — Perform the operation stated in the block and proceed
to the next step.

Subroutine Block — Follow specific direction, usually directing repair
person to proceed onto an additional page for more
detailed instructions.

Return Block — Return to beginning of flow charts.
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