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PLEASE READ THIS BEFORE ATTEMPTING TO USE THE PROBURNER

WARNING

Incorrectly inserting an EPROM/ROM/EEPROM into the PROBURNER socket can
cause PERMANENT DAMAGE to both PROBURNER and the memory chip. See
INSERTING A MEMORY DEVICE.

IMPORTANT

The PROBURNER has a hardware startup timing device that interferes with COPY,
ERASE CHECK, VERIFY and BURN-IN commands after power is first applied to the
computer. ALWAYS WAIT FOR 25 SECONDS after turning on the computer before
using these commands.

WARNING

A mistake in the selection of the chip type for burn-in can result in permanent damage
to the chip.

WARNING
DO NOT WRITE TO ADDRESSES $D500 THROUGH S$DS5FF while a chip is in the

PROBURNER socket. These addresses can enable the high voltage used to program
EPROMS.
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1. CAPABILITIES

The PROBURNER is a general purpose EPROM programmer for the ATARI
400,800,600XL and 800XL computers. It handles all common EPROMS, a variety of
single voltage supply EEPROMS and all the ATARI ROMS. Types include:

27 series EPROMS
2716 (INTEL, single supply, 2K by 8)
NOTE: The PROBURNER does not program the less common TMS2716 from Texas
Instruments,
2732,2732A (4K by 8)
2764 (8K by 8)
27128 (16K by 8)
25 series EPROMS
2516 (2K by 8)
2532 (2K by 8)
52 series EEPROM (from SEEQ TECHNOLOGY)
52B13 (2K by 8)
52B23 (4K by 8)
52B33 (8K by 8)
X28 series EEPROM (from XICOR)
X2816 (2K by 8)
ATARI ROMS 2K, 4K, 8K types

The PROBURNER can copy all or part of a chip and put the contents anywhere in
RAM.

It can check if an EPROM is properly erased. Then either a portion of or an entire
chip can be programmed. The programming data can be put in any block of RAM.

There is a Verify function that will check a section of data in a chip against any block
of RAM.

Data can be loaded into RAM from disk or cassette files for programming. Conversly
it can be saved to disk or cassette files from RAM.

A machine language monitor is available for moving blocks of memory, displaying and
changing memory and dumping memory contents to a Printer.

The PROBURNER has a RUN mode that allows up to 8K chips to be run at the $A000
to $SBFFF address space in the socket.

2.  USERS OVERVIEW

All programming and copying of chips is done directly from or to RAM. This means
that you must choose where in RAM the chip is programmed from or copied to. If, for
example, you want to duplicate a EPROM there are two ways you can proceed. First
you could read the source EPROM into RAM, then save it on disk or cassette, turn off
your computer to install the new unprogrammed EPROM, load the contents of the
previously saved disk or cassette file into RAM and program the EPROM. Alternately
you can use the STAND-ALONE capability. This method uses the fact that EPROMS,
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5.3 Enter RAM start address. This is the start of the RAM addresses to which
the device contents will be transfered. You must use a start address that is low
enough that the contents of the chip can be stored above it. The free memory
range given in brackets on the screen can be used as a guide.

5.4 Enter the chip start address. Each device has locations from 0 to its
maximum capacity. Enter the address (in hex) of the starting location of the
EPROM/ROM/EEPROM to be read from. This will be 0 if all the device contents
are to be read. The acceptable range is given in brackets on the screen.

5.5 Make sure at least 25 seconds has elapsed since the computer was turned on
before proceeding.

5.6 Enter the chip end address. This will be the last location in the device to be
read. To read out all of the contents use $7FF, $FFF, S1FFF, $3FFF for 2K
through 16K devices. The range limits are given in brackets on the screen.

5.7 Now you can display the chip data immediately or you can examine the data
with the monitor. You might want to go to the disk operating system for
storage, or store the data on tape.

NOTE: If you want to return to the menu in the middle of a copy cycle Press X
then RETURN.

READING A ROM

Since all ATARI ROMS have the same basic configuration and differ only in their sizes
the best way to read one is to assume that it is a 8K chip. Use the procedure above to
read the chip into RAM with 0 and $1FFF as the chip start and end locations. When
the chip has been read go to the monitor. Assuming that the chip data is in a RAM
space starting at $4000 then you would display the following four sections of memory:
$4000-4010, 4800-4810, 5000-5010 and 5800-5810. Notice if the data in these block is
all $FFs or if two blocks are the same. From this analysis the size of the ROM can be
getermined. A 4K ROM, for example, might have no data ($FFs) from $4000 to
4FFF.

7.

PROGRAMMING AN EPROM/EEPROM

7.1 Insert the chip into the PROBURNER as described above then turn on the
computer.

7.2 Load your machine code into RAM from disk (See LOAD FILE FROM DISK),
cassette (SEE GET A FILE FROM CASSETTE) etc.

7.3 Enter chip type. WARNING! A mistake here could permanently damage
the chip.

7.4 Enter the RAM start address (in hex). This is the start address of your data
in RAM,

7.5 Enter the chip start location. This is the lowest location in the chip that
the data in RAM will be programmed to. Use 0 if you want to program the
entire device. The range limits are given in brackets on the screen.
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