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Original circuit designed by Allan Alcorn.
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Ball Speed Reset, Serve Timer

As the ball remains in play, its horizontal speed gradually gets faster.

When the ball is missed or a coin is inserted, the horizontal speed is
reset to its initial value.

Paddle Connector

Paddle 1 Control (Left)

When the ball is missed or a coin is inserted,
this timer locks the horizontal position of the

ball off-screen for approximately 1.7 seconds.

The duration of the SERVE delay is controlled
by R6 and C7.

To horizontal ball circuit.

Coin Switch, ~{RUN}Latch

The original Pong circuit was designed to disable the
~{RUN}signal if a voltage was picked up on an antenna

built into the cabinet.

This would prevent the possibility of players getting
a free game out of the machine by applying a static

shock to the coin box.

To lower the component count, this simpler coin switch
circuit functions mostly the same as the original,

just without the antenna circuit.
Switch Debouncing

TTL Low Threshold

To score circuit.

To horizontal ball circuit.

To vertical ball circuit.

If STOP_G is active or ~{RUN}is
inactive, the game will operate

in Attract Mode.

Paddle 2 Control (Right)

To video circuit.

Paddle Control
(Pins 5/9)

When the ball enters the horizontal
blanking area, the ~{MISS}signal activates.

~{MISS}triggers the serve timer and the
score sound timer, both of which are
disabled when the game isn't running.

~{MISSED}acts mostly the same as ~{MISS},
with the exception that it is forced
high (disabled) during Attract Mode.

~{MISSED}triggers the score counters,
which use the ball direction signals

(L and R) to determine which player's
score to increase.

Press

GND
(Pin 8/Shield)

Add "game end" switch?

TTL High Threshold

TTL Low Threshold

TTL High Threshold

Release

Coin Switch
(Pins 1-4, 6)

To both ball circuits.

Compliant with the Atari 2600 pinout,
though A2600 paddles are wired such

that they will be incompatible with
this paddle circuit.

Perhaps in a future revision, the
paddle circuit can be modified for
compatibility with A2600 paddles.

Linear
Potentiometer
þÿ�(�5�K�©�)

Momentary
Switch (N.O.)

GND
(Pin 8/Shield)

VCC
(Pin 7)

To vertical ball circuit.

To vertical ball circuit.

From video circuit.

Ball-Paddle Collision Detector

Ball Horizontal Video
(Active Low)

Paddle Video Generator

From score
circuit.

Missed Ball Detector
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