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1TL200 BLAK & BK12 ODYSSEY GAME SIMULATOR
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Figure 1 -- Odyssey Block Diagram

GENERAL DESCRIPTION

Odyssey is an electronic game simulator developed by
Magnavox as a consumer leisure time product. The basic
Qdyssey set consists of a Master Control Unit, Game Cards,
two Player Control Units, Antenna-Game Switch Box and
the cables necessary to interconnect the electronics. Also
included are game QOverlays, Instruction Book, Poker Chips,
etc., for playing the various games. Accessories such as the
Rifle are available as options.

DMFWP274

The Master Control Unit consists of a master board and
12 solid-state plug-in modules. Figure 1 is the block diagram
of the Odyssey system excluding the tetevision set.

The Odyssey game is connected as shown in Figure 2. The
Master Control Unit generates the video, sync and RF
signals necessary to produce two Players, a Ball and a Wall
on the television screen.
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Figure 2 -- Odyssey Game Setup with Rifle Accessory

INSTALLATION INSTRUCTIONS

1. Plug the Player Control Unit cables into the Master
Control Unit as illustrated in Figure 2. The two
Player Control Units are identical; however, the Player
Control Unit connected to the PLAYER 1 socket
will be called Player Control Unit Number 1 and the
one connected to the PLAYER 2 socket will be
called Player Control Unit Number 2.

2. The GAME CORD is used to connect the Master
Control Unit to the ANTENNA-GAME SWITCH.
Insert one end of the GAME CORD into the socket
marked GAME CORD on the Master Control Unit.
The other end plugs into the socket on the top of the
ANTENNA-GAME SWITCH marked GAME CORD.

3. The ANTENNA-GAME SWITCH is provided as a
convenience to allow selection of either Odyssey or
reqular television viewing, without having to disturb
antenna connections. After its initial installation,
merely move the slide switch to either the GAME
position for ODYSSEY . . . or to the TV position for
television viewing.

L ocate the VHF antenna terminals on the back of the
television. Disconnect the VHF antenna cable (if there Is

one). and connect it to the ANTENNA-GAME SWITCH, as

shown in the illustration. Connect the lead from the

ANTENNA-GAME SWITCH to the VHF-300 terminals.
When changing from GAME to TV, make certain the slide
switch is moved to the extreme position; do not leave it In

the middie.

300 Ohm Lead-in 75 Ohm Coax Lead-In

JU MKES

SCREW-ON
COAXIAL ANTENNA

CONNECTOR i WIRE

VHF WIRE
{IF USEDN

UHF WIRE

(IF USED) JUMPER PLATES

Before proceeding further, set the ANTENNA-GAME
SWITCH tc the TV position and turn on television. Select
a known operating channel and adjust television for normal
picture viewing, {f the TV incorporates a Remote System
with Automatic Shut-Off, place the Remote Defeat Switch
on the television in the "Off’’ position so the set does not
turn off during testing.

Now, set the television to the VHF Channel (3 or 4) on which
ODYSSEY will be displayed. Plug one end of the GAME
CORD into the GAME CORD socket on the ANTENNA-
GAME SWITCH and place the switch in the GAME position.
Insert Game Card No. 1 for “Table Tennis”’ in the GAME
CARD SLOT on the Master Control Unit and press down
firmly until it is completely plugged in. The number 1
should be facing outward. The GAME CARD is also the
power switch for the Master Control Unit so a signal is now
being sent to the television receiver. It is, therefore, very
important to remove the GAME CARD after playing, so
that battery power is not depleted.

Look for a white vertical line from the top to bottom and
possibly one or two small white squares. Adjust the VHF
Fine Tuning on the television, if necessary, until this vertical
line is straight and clear. Also, adjust the Brightness and
Contrast controls for a bright white line against a dark gray
background.

The CENTER CONTROL on the Master Control Unit
should be adjusted until the vertical line is in the center of

the television screen.

701517-1 "ANTENNA GAME SWITCH BOX"” REPLACEMENT PARTS LIST

E DESCRIPTION PART NO.

Strain Relief Bushing 102635-3
Plastic Hook (2 used) 142712-1
Antenna Connegctor, Male Coax 1807 39-1
Antenna Connector, Female Coax 180902-3
Antenna Switch Box 731913-5
Antenna Switch Cover 731914-2
St TV/Game Switch 160499-1
T1 Balun 361000-8
T2 Balun 361485-1




CHECKOUT PROCEDURE

1. Visually inspect Master Control Unit, Player Control
Units, and cables for breakage, cracks, broken or bent
connector pins, broken wires, foreign material, cor-

rosion or other damage.
2. Check to insure batteries are correctly installed.

3. Following the installation instructions on Page 2
connect Odyssey to a good TV receiver. Check
Channel Switch setting in Odyssey battery compart-
ment. Insert Game Card No. 1 in the Master Control

Unit,

1. If there is no player image on the television screen
when a Game Card is inserted in the Master Control
Unit:

a. Rotate the HORIZONTAL and VERTICAL con-
trols on both Player Control Units. I[f the
Player images do not appear on the screen,
continue with the check list.

b. Check to see that the Channel Selector on
television is set to the proper channel (3 or 4),
as indicated by the Channel Switch in the
Master Control Unit.

C. Check to see that the Game Card is inserted
properly with the number facing outward and
is plugged in all the way.

d. Check to see that the Antenna-Game Switch
isin the "Game’’ position and that the Antenna-

Game Switch has been properly installed.

e. Check, to see that the Game Cord is plugged in-
to the socket provided on the top of the
Antenna-Game Switch and on the back of the
Master Control Unit.

f. Connect an external +9 volt power supply to
J1. If unit now functions normally, replace all
batteries with new ones, Insure that batteries

are properly installed.
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EXTERNAL
POWER

Check to insure that the contacts of J1 close
when external power plug is removed. If J1
contacts do not press together, bend one or the
other until contact is made. Recheck operation
with external power supply. J1 is accessable
through the battery compartment.

b. If trouble is experienced with one or more games:

d.

Check to be sure the proper Game Card is
properly inserted in the Master Control Unit.

Check Game Card to see if there Is any visible
damage to the card.

If no Players, Ball, or Wall appear on the
television screen, try a new Game Card.

If one Player does not appear or cannot be
controlled, or if control of Ball by that Player
Control Unit is abnormal, unplug the Player
Control Units and switch them. {f malfunction
changes to other side, a Player Control Unit is
defective and should be replaced.

In the event the preceding steps fail to locate
the problem, the Master Controt Unit should be
repaired or replaced.

If the Unit operates normally except with
accessories, check accessory connections. Test
the Unit with new accessory. |If the malfunction
disappears, original accessory is defective; if not,
replace Master Control Unit.

"CIRCUIT MODULES” REPLACEMENT PARTS LIST
(Individual Parts with the Module are not available)

DESCRIPTION PART NO.

Horizontal Sync Generator Module 703491-3
Vertical Sync Generator Moduile
(BLAK)

Vertical Sync Generator Module
(BK12)

Plaver No. 1 Generator Module
(BLAK)

Player No. 1 Generator Module
(BK12)

Player No. 2 Generator Module
(BLAK)

Plaver No. 2 Generator Module
(BK12)

Ball Generator Module (BLAK)

703492-3

703492-5

703493-2

703493-3

703493-2

703493-3
703493-2

DESCRIPTION PART NO.

Ball Generator Module (BK12) 703493-3
Wall Generator Module (BLAK) 703493-2
Wall Generator Module (BK 12) 703493-3
Flip-Flop/English Module 703494-2
Flip-Flop/Ball Module 703494-2
Gate Matrix Module {BL AK) 703495-2
Gate Matrix Module (BK12) 703495-4
Summer Module 703496-2
RF Oscillator Module 703497-3

RF Filter Module 703498-2
Hand Control No. 1 & 2 Module
(BLAK)

Hand Control No. 1 & 2 Module

(BK12)

703488-2
703488-3




Vertical Knob
Horizontal Knob
English Knob

Reset Switch Knob
Front Control Cover

142695-1
142696-1
1426974
142828-1
142706-1

PART NO.

Back Control Cover

Feet, Black {4 used)

Reset Switch

100K /26K, English/Horizontal
50K, Vertical

"GAME BOX’* REPLACEMENT PARTS LIST

ﬂ DESCRIPTION PART NO. ﬂ DESCRIPTION PART NO.

TABLE TENNIS
Game Card
Overiay (Medium)
Qverlay (Large)

SK\

Game Card
Overtay (Medium)
Overlay (Large)

HOCKEY

Game Card
Overlay {Medium)
Overlay {Large)
Tape

FOOTBALL

Game Card

Overlay (Medium)
Overlay {Large)
Marker & Score Card
Board

Cards

SUBMARINE
Game Card
Overlay (Medium)
Overlay {Large)

ROULETTE
Game Card
Overlay {Medium)
Overlay (Large)
Chips

142888-1
151366-2
151367-2

142888-2
151366-5
151367-5

142888-3
151366-3
151367-3
642897-1

142888-4
151366-4
1561367-4
642964-1
642898-1
7015625-1

142888-5
151366-6
151367-6

142888-6
151366-11
151367-11
701528-1

SIMON SAYS
Overlay (Medium)
Overlay {Large)
Cards

HAUNTED HOUSE

Overlay {Medium)
Overlay (Large)

ANOLOGIC

Overlay (Medium)
Overlay (Large)

CAT & MOUSE
Overlay (Medium)
Overlay (Large)

STATES
Overlay (Medium)
Overlay (Large)
Map

Cards
Folder

MISCELLANEOUS

Operating Instruction Booklet
Battery (6 used)
Dice {2 used)

142705-1
141737-3
160487-1
220272-3
220281-1

151366-8
151367-8
701527-1

W
n ol
UL, T,
W
O O)
~ O
QW

151366-10
151367-10

151366-12
151367-12

151366-24
151367-24
591550-1
701526-1
591549-1

IB2622-3
530078-2
143018-1

703490-4 & 5 “MASTER” BOARD REPLACEMENT PARTS LIST

ﬂ DESCRIPTION PART NO. DESCRIPTION PART NO.

CAPACITORS

ectrolytic, 220 mfd., 10V
ectrolytic, 47 mid., 16V
ectrolytic, 10 mfd., 35V
ectrolytic, 47 mifd., 16V
ectrolytic, 10 mfd., 36V
Electrolytic, 100 mfd., 10V
Electrolytic, 10 mfd., 36V
Electrolytic, 4.7 mfd., bOV
Electrolytic, 10 mfd., 35V
Electrolytic, 4.7 mfd., bOV
Electrolytic, 100 mfd., 10V
Electrolytic, 470 mfd., 16V
Electrolvtic, 470 mfd., 16V
Electrolytic, 47 mfd., 16V (BK12
only)

CONTROLS & SWITCHES

OK, Ball Speed

15K, Ball Height

47K . Ball Width

25K, Wall Center Adjust
47K, Wall Width

47K, Player No. 1 Width
15K, Player No. 1 Height
15K, Player No. 2 Height
47K, Player No. 2 Width
47K, Horiz. Frequency Adjust
100K,Vertical Freq. Adjust
Channel Slide Switch

SEMICONDUCTORS

Silicon Diode
Silicon Diode
Silicon Diode
Germanium Diode
Germanium Diode

270111-2210
270109-b115
270109-1135
270111-6115
270109-1135
270109-1210
270109-1135
270109-6050
270109-113b
270109-5050
270109-1210
270109-5215
270109-5215

270109-5115

220166-44
220316-1533
220316-4733
220311-3

220317-4732
220316-4733
220316-1533
220316-15633
220316-4733
220300-4732
220316-1043
160498-1

530072-1018&
530072-1018
530072-1018
530065-1002
530065-1002

LY

J2
J3

Ja

J5 thru
J12
J15 thru
J17

18
19
20

Germanium Diode

Germanium Diode

Silicon Diode (BK12 only)
Silicon Diode (BK12 Only)

Zener Diode (6.2V) (BLAK Only)
Zaner Diode (6.8V) (BK12 Only)
Zener Diode (6.8V) (BLAK Only)
NFPN Silicon

NPN Silicon

NPN Silicon {BK12 Oniy)
Thyristor

MISCELLANEOUS

Ferrite Bead

Thermistor (BLAK Only)
Thermistor (BLAK {(Only}
AC/DC Power Assembly
—Battery Connector

—Jack

—Terminals {2 used)

Edge Board Connector

12 Pin Female HSG Molex {(Hand
Control No. 2)

12 Pin Female HSG Molex (Hand
Cantrol No. 1)

Module Socket

Module Socket

Module Socket (RF Filter)
Phono Coax Socket

6 Pin Female HSG Molex (Rifle)
RF Shield Top

RF Shieid, Bottom

RF Shield, Side

RF Spacer

AC External Adaptor {Optional
Accessory)

530065-1002
530065-1002
530072-1018
530072-1018
530157-629
530157-689
530157-689
610142-9
610142-9
610142-9
611003-1

364005-1
230205-1
230205-2
701479-4
181096-1
181102-1
200451-2
181105-3

180727-2
180727-2
181069-1

181069-1
181069-2
180902-4
180732-1
731906-1
731907-1
731908-1
6542940-1

2A9179




CROWBAR CIRCUIT

Causes Ball and GATE MATRIX
PLAYER 1 SPOT or Player to dis- RF FILTER ENGLISH FLIP-FLOP  Determines coincidence
GENERATOR appear at coincidence. Eliminates un- Changes Ball’s of Players and Ball or
Generates video R39 RF OSCILLATOR Circuit soldered on desirable fre- direction and Ball and Wall to
for Player 1 VERT Generates RF Master Board quencies from control when it trigger flip-flops
spot FREQ TP1 carrier HIDDEN) RF signal. touches Player or crowbar circuit.

r L .
i : )

k-
L
=
oy

R26
PLAYER 1 P3
WIDTH
R32
PLR:\B’ER | PLAYER 2
HEIGHT WIDTH
R17
WALL R38
WIDTH HORIZ
FREQ
01 REGULATOR
Provides voltage |
to all transistor | RE
circuits BALL
WIDTH
VERT. SYNC GEN.
Produces 5 V

60 Hz vertical BALL FLIP-FLOP

sync. pulses. Makes Ball
bounce when i1t
g?lll_lE_RSz('l?gR touches Wall.
Generates video
for Wall spot
W1 BATT IN
W2 GROUND SUMMER HORIZ. SYNC GEN. BALL SPOT R4 TP2 PLAYER 2 SPOT R31
Mixes video Produces 5 V, GENERATOR BALL GENERATOR PLAYER
Q3 and sync into 15,734 Hz. Generates HEIGHT Generates video 2 HEIGHT
(BK 12 Onlv) composite horizontal video for for Player 2
video sync pulses. Ball spot. spot.

L0059

Figure 3 -- Master Board Module Location




6500-8

735 OvM
INPUT

OPTIONAL ACCESSORY

MODEL 2A9IT9
EXT POWER
ADAPTOR

6500-9

-+

50 OHM N 4 e
‘ S ) \ CAELE ) cs ca €2, g1 2 ct
T % : 22,%% 1, 24,5%% 1K [ 1.2
I | pr—— '
$ . _ \I' cé CH e e —————— ——
—d - | 100 ; i h4 1000k ¢7
TV s aE | | ‘7K C{ PR ML
iG ! 12; 142N4 ¥ IN330
(BALUN) . 6
| '
. RF FILTER L
St 1S SHOWN IN THE f ! i?;nrﬁm 703498-2
%EIPI%: ANTENNA ANT BU’K ASSY -
| 701517-1 ‘
O S EE—— r—r - —
300 OHM ANT. INPUT J2
——
g | il .
{ =) ! —
|3g—| I .
28 |
: =] : .
IT}} : i
GAME CARD INTERCONNECTIONS |IE==] .' . - |
:ﬁ}iﬁ.s SOURCE —
NUMBERS JOINED BY A HYPHEN (-)ARE CONNECTED ON prOw Jgl V8
GAME CARD PC BOARD. A SEMICOLON (;) SEPARATES EACH e —= CI 2 e \ BALL
SERIES FROM THE NEXT SERIES. IF A PIN NUMBER 1S NOT 24 BALL SPEED 1.5 TO4.5v, 9| 1Ok 1500 Gt | 120 Q2 | : g WIDTH
SHOWN, THERE 1§ NO CONNECTION AT THAT PIN, Qe g {r —— |14 2N9 [ 50K
I : EHTEK H‘gS RIS +I Cl | : R2 R3 142N9 | :
| - X XK 220 MFD | 100K |
2-4;6-8-14-16-20-22; 30-34; 31-39; 35-17. :2:3] : .Y TCDT—*__ — ;'1 | w | TO J2 i
1 =
AN o L f 5% — Lo 5.6V
GAME CARD 3 L HORIZ. || Q3 04 | & |
2-4,6-8-10-20-22;30-34,31-39;35-37;42-44. | IN | ¥ 142Ng | 3| RS
GAME CARD 4 | | c3 142NIO cs cs Lo 1 1OK
2.4;6-8-18;33-37-39. {zg : ! N 02 |5 4 .0t :?:E: |y !

h :l*‘ .—1: alfffn o 1 —— -
gf:-EEEEF-tFﬂ?ZD-ZE- 21-23.25; 30-34; 31-33_39,35-37 | ! N . InJJ!M BALL
GAME CARD 6 ‘ ‘ " ' ' I L-~0  BALL GENERATOR 703493-2_[_ _ L.T HEIGHT

l —_— (40 - R4
2-4;3-8.9; 26-28-38. - |, | VERT IN JB LTt 7 7y ‘ 15K
GAME CARD 7 149
2-4;6-8-10-14-16-20-22;13-27,23-25; 30-34,;3)-39, | <
58_37,42-44. | : _
GAME CARD & lzs ‘ N i
2-4,6-8-12-14-20-22;9-11-13;15-1T; 31-39; 34-36; I . TOFING “BALL GEN ]
35-37. II5 - JUI
GAME CARD 9 | ;'-r. o—o
2-4;8-24; 21-23. | =]J'_1 c2 ¢
GAME CARD (O o 47 MFD
2-4;6-0-10-20-22-24; 23-25;30-34;31-39;35-37, I if T I8V .

L I ———

|
‘ '4_ | 5.6V SOURCE]
l ué::l': q —
-1
RURZ 19 JLo T
AIMPE | L] |
27T K E |:7}: ;Eil R4s D oy VERT SYNCIN (|
{ o s I PLAYER NO.| | 8 | JI
3 1305 & 27K o 5.6V $ 4
il | =
703492 ! o 2y ‘4 | Raa D3 07 |WoRriZ SYNCIN| T I |
ARUN1 | RUN © b HE> »- i} bl |
U R 2 I | - | l |
R2 180K X g | | | |
RS 10K CF | c.'n:l-1 A ' RI : |
i |
300K ey T 2‘-'-”_ | 820 | .0V TO MODULATOR |
| II' 1oV g | R7a D8 |
7034 | 43 — SUMMER JiZ
RUN1 ‘ RONZ | H:-},—-—«- NC JI2|__T_. WALL INPUT 703496-2 COMPOSITE ‘ | |
"2 30 K CF | =2 NC ra'} E— - YIDEO Jul
| 150K VeaH— Ne 0 ]
R4 15K %,;u :4-'=}-Low3 -
I
3
RS 150K T CF i TO PIN 3- MATRIX
300K sg]: JU3Z  TO PIN 7- MATRIX
130 | TOPIN 6-ENG. FLIP FLOP
:z.g:,'l TD PIN 6 -8ALL FLIP FLOP
|
703497 J | 5.6V SOURCE
RUNI | RUN? 7o
£7 IO PF 12PF | =
RS 76 | 15K Ny
| C2 +IIDDP'F 47 PF ' ) SH -
SHIELD | OMIT | USE | P
I 2L

2EH

703498 1y 3.6¥ SOURCE

tﬁ RUN] | RUN2 :43: REGULATOR IN
47 JUMPER i Il
[ cs 27PF 22PF ;g‘:”
C7 F|  JUMPER Tl
. L_J

. —_—
T2 s . A RIFLE TRONIX 703520-! 1 p20 | 42
H o ) 31 +5.6V ,”l QED ry
- -nrl TRIGGER + :_«: '
C3 |
RI2 Re R 3RO L '
3 470K 10:5 R'B 27K L|GOK+ 4;{:‘5 !{: i
L)
/ﬂ\ 2 W\ —-
@:\%/j) LOAI c2 Q3 AR
047 142 N5 )
REAR VIEW \ wd | wHT TTa
OF Ji ws ) BRN
ot w6 ) BLK
52 —_— )
RESET — —_



6500-9

1TL200 BLAK ODYSSEY SCHEMATIC DIAGRAM

c. |.m wITeH HAND CONTROL NO. | 703488-2 ‘
1.2 rg s "R8’ R9 EHGE 4.8V
| .OVW -4,
—* —— ch » ] | o ::_'D'FCHB TO qﬁ'lu 5?1{ B 15K II'-‘::'EGAK::__ I
e e + 5.8V R7 4V v $
:h.:: '900x1 7 ilc¥ RS c9 1 !ﬁ ________ 18K HEEHII T
13K Tiooo - RIO pmg RI2 ¢ R3
) ' 5% RS 4 ] 15K (“7 R 6.8K 10K
. Ql 100K i I s o 3.6v z]i.8v R4} }gs
RESET x o . okf ¥
as % ] I39N2 — z o _.l w | = ::? wi Z 3 g x
X R | I3 & & ¥ a8 a8 5|l o ___|a “?EE‘T
27 w9y w3 2 a4 (2w | w I VLA AT A —
' RCH 3 N Y Y.< _ 0 y__" Y Y ___ Y A A A 4
RF OSCILLATOR 703497-3 VOUTAGEREADING FOR Ch.3 R o e ey SEv -
> ] ]
.
L 4
1 R20
. 820K
. —_—— U7 J6 I_—— -
——_r——_‘“: JB RIO JT'—— Injl .8v | ¢l
' T e ™ o % | @] | o gl B 8o o
| WIDTH , 10K b —x X
Q2 b RE + " 2.8¥ IE“:_“_* 1 Ql 42NSl 1 pr +I oST 1 R2 142N9
142N9| | | ® Yool las | R2 I42N3 | o3 | logael 1 100K
L gRIC GIRMEDE IS 100K 10K RS o RIB } L lolp 3%
B = T el ; a1 E L, el 3
. | g | TO J2 f27k WALL il a7 R4 ' Ejl | 5.6Vic &
y | | PIN2S CENT Ny 10K 2.2K o 1 6! R6
2K o AD | 6 Ré L b 270K
| I Rt2 I | ;ETW - | | 5%
=] 5.6Y 2B | | 5 Q3 Q4 | 5 I Q3
Q4 i 5| = | ¢ 142N9 | 3] o |42NI
[ o | RS R9 b I42NIQ c4e loF L (3 4%
142N9 Y IOK cax 182K L xC2 | s re | 1 R on
RB | 2 |+ by { D2 10K .:.l. | Vg, Py .
| - I"jlszv VYIRS = ;'E:' " ° 'L:'z RIS *l “ = Lr-il PLAYER NO.| GEN 703
LTJ | HEIGHT Ro W47 HeD E | '~ WALL GENERATOR 703493-2—)-=1 o " $raox I"”;LD 5| = - ——-
; R4 JK T o 't‘__I:...I___J'I o
L IJ 15K 2 e JT ey R2| E
fIEDK o
— 1 4
. . & B ——— i .
. * - I T
- } [ —4
{ ! : | !
{
4
} [ [
' TO
l"lfl 5.6V
0 JI
- — — el sev V10 "HORIZ $ NERATOR 160
Lo — - - - - L} Y E
— JI GATE MATRIX Mo cony HORIZ S Nggﬁl‘v
I i 703 3 o
7 R4 ?0349 5'2 rﬁﬂl |E=| I_’W +1 (6
101 ok D94 | €| 5.6v HORIZ | €3 4 o2 Q2 Q0
¢ o —pp—— <=+ | IOMFD muw R3 “ﬂ I34P% MF
Uﬁ.ﬁv el *ns ;nr R os | RATE | 3 | 2sv¥ 2av 820 110 |0V
__JUep i { R3Y 47k {4.7x ;ﬂ L] l 5 | WALL 17T [ e ,,-~:
-— L2 oK D3 3t IN HORIZ , H4K |42N9 'r 7 VERT
o T * Q) < fiks
1 Rz D2 B9 1 i 142N7 1 o R39 |
OV TO MODUL ATOR |,-=,_1_£"‘_@_ I\ ‘ RS RE $ AT | i 100K
“ 1 Inill 300K HK 470 | o |
R o os (Yo @Ds | JU4I 5% X L
‘l—l_“’ | H 1 )oK 1 + L]
L~ A el et { - -
W",,";Ei'g"' _J_ o) . Ejg_t?r O a o —
R ) e i [
— I, - e ———— i
L | - &
JIEI
FLIP-FLOP/BALL |
703494-2
_ 1 TO +5.6v -—[|= 0349 l
| 1o
' |
- i v
1 | -
| 7 I Bi
fi= =
I
_ | )
N [ |
+5 6V oM | 6 |I
, |
REGULATOR TP FB3 Yy :tlET | il"]?
Q1 142N9 CLOSED o
Lttt ; ' |
[ W=—all
x Zl R4S &Y y 02 ¥D3 | |
6.2V 148K | |§ |
v NC|[= 3
¥ CI3 ! | Q4 L~
01 O] 4.8y SCR.OFF | nonwpaR | 142N10 I
0-1 ] P20 | 420 .82y scr.on | C | 4
' T | T3 RESET e |
wi] RED | ¢ ® | ' .
l es | I< : 1 cis +  cs Q2 + s ’ .
R9 1 RIO L, & +uF | 1000 = 470 MFD 142N9 ‘ N _I
2Tk 100K T | 41 ¥ By Y 0
Lt sov < R44 LT — T —
L i * v . 22x JuB JI6
%<(I [ 22 , Jue —_—
03 &1 meser ICTE 5H | WE
42N5 cli
192 w4 | WHT T Tancer 00| v v
w5 | BRN MASTER PC BD 703490-4
we | BLK

) —




6500-10

7 \ | HAND CONTROL NO. 2 703488-2 ' |
VERT

] e R8 B
R | ENG .
L8V ‘ 3y 40K . ENG | Lov-4.8V |
l R7 R9 100K
18K yoriz ‘5K T
T Ue— II—] R68 R RS
3
2 5K -
| o =
3 RESEY o 15k &| 6.8K ) » t?l( ’
"i.t = z o - x| x o wi Z > o *
y X I a o w L = x| —3 b
> @ 2_°C ® > _oj®e el ol __ (= e -
_____ p—— = — == = = T — i T .
+ Y10 | . %9 ¥3 ¥ 2 wa 2% ¥ L A RA Yey? Yio e
Ty SRR L N YT
TO 5.6V
- 4
- J6
' oH PLAYER PL fgg“
b NO.| NO.
o WIDTH wWIDTH
S R26 R32
| | ROK + 0K
| | = | MFD I
I 38y 233
| 170 42  R27 * o 7 l
I| :j,_: PIN 19 | e R
5 .
ll al I 3.6V TQ+5.6V |
!
3, I“SE |
2 | < 1
2] -
L l >
|- 3.2V +| 8 = c10
L rR28 o 4.7 N 4 4.7 MFD
I ISK | pLAYER MFD x| = e — e ——————— | LﬂJq ROV
' HEIGHT = . JUIEI )
§ B
4 TO+5. 6V .
' PLAYER qu.z
_ TP3 HEIGH
, - T +—1@ oRiz R3I
18K
4+
VERT
—@ TF2
l
— }] NOTES
TO UNLESS OTHERWISE SPECIFIED
5.6V | CAPACITANCE VALUES | OR GREATER ARE IN PICOFARADY.
! . e 2 CAPACITANCE VALUES LESS THAN | ARE IN MICROFARADS.
" R24 J3 | - 3 RESISTORS ARE /4 WATT, 10%.
$100 o VERT SYNC GENERATOR 4. 4  ADD JUMPERS WHERE PARTS INDICATED.
Y eV 703492-3 « % «SPACE PROVIDED ON LAYOUT, NO JUMPER.
+rcs B Ll - & DIODES IN CIRCLES ARE GERMANIUM, OTHERS ARE SILICON.
100 b R Ry C2 Q2 7 VOL TAGE READINGS TAKEN WITH CARD/ |
MoV | 3| 22K 470 134P1 | l UNLESS OTHERWISE NOTED.
"-”O | (il » 3 J9 8 VOLTAGE READINGS TAKEN WITH FLUKE DIGITAL VOLTMETER
o VERT!I | 142N9 r—1 £ 8100 A,
My! VERT RATE|l | Cl R4 | 7
L — FREQ Q) | @820 oy
el ADY L1 142N9 1 i
| | A9 | RS | 4|
Sl 100K . R2 3GDK RE R7 I
Dl TMIg | . 180K 4 2.2K 470 J' | 5!: i
5 ¢ |
| 21 | ° o
""r'u S etk
L L.I-J Ir L. |
Rz23
f 27K ) ) l
NS5[ -
 BA \ -1 FLIP- FLOP/ ENGLISH |
-B LL - 119 15.6v 703494~
l 2
O
Q2 2
134P JI6 .
-9 i
2 P x PIN 6 H.C. NO.2 ]
K e B
o -l-l'—'l] NC
2 |
| R& i |
oV Ix L
— gy
6 1|1'-T|?.| 4 ALTERNATE -
Y |=]1-* TO 5.4Y¥ 39N TRANSISTOR ’ . TO BaLL SPEED{R3)
| K | t SCR IENER
X 2 (=]
o : | E\ﬁ y EMITTER
2} CATMODE ANODE S— BASE PIN % H.C. NO.!
— | Sine GATE COULECTOR
4 2177 ysgN, 1428 TRANSIS TOR a4 p
x Q4 L TRANSISTOR
142N!0 | E c C il E
'.l"d' I HﬁSE _EASE
| BASE DIAGRAMS
3
5

PIN 5 H.C. NO.2 _* _ IL
TO PIN I, MATRIX
TO PIN @, MATRIX




6500-11

3

50 OHM | -
‘ S| CABLE | —_ ca ‘! INFUTTM

|
75 OHM TI —(:E | | | 7 22,5% 1 ]
lHFUT I — B n-—--——: r W _K' i':}l
1 Q = R : ce >
i TV : T2 | 100 | 4 : Fatl
— |GnHE | _. :ﬁ:l I
. P}
(BALUN) | : tﬁm l
| i | '1:1 |
S 1S SHOWN IN THE J ~ 300 OHM L RF FILTER L,
00 OMM ANTENNA ' e« TOTYV ~ 7T03498-2
28 Tioh. ANT. BOX ASSY JI8 JI8
7015171
_ . S 3 ———— - -
% B8 TEK
3C0 OHM ANT. INPUT J2 TO &.2V
L - i
g R S
- | [
I =
P
128 |
| E-.II } I
r I"'E] |
I
GAME CARD INYERCONNECTIONS e J {'
—-l'—6=“ | 8,2V SOURCE
I
NUMBERS JOINED BY A HYPHEN (-) ARE CONNECTED ON 44 J8]
GAME CARD PC BOARD. A SEMICOLON (i) SEPARATES EACH | b ~= Cl
SERIES FROM THE NEXT SERIES. IF & PIN NUMBER IS NOT 24 BALL SPEED | % To4.5v, ? | k-
SHOWN, THERE 18 NO CONNECTION AT THAT PIN. ) ' Vg
I =1 R2 naf \ RI3 + cy {4 2N9
GAME CARD | S 33K 1220 MFD |
32 % 10
2-4; 6-9-14-16-20-22; 30-34,; 31-39,; 35-37. | E,}!__,“c T :{'=
GANE CARD 2 1 RO e
_F & 159
2-4,6-8. | 6.2V SOURCE 8.2V| g
GAME CARD 3 | I : : i |
2-4;6-8-10-20-22; 30-34,3|-39;35-37; 42-44. 1 H'{Z'I'HIZ. |
GAME CARD 4 | | | : 142NIO C4 o
2-4;6-8-18; 21-03; 33-37-39. log | | || D2 ! RB | J_r
| GAME CARD 8 el e ne e > 47K | 3}___
2.4,6-8-10-20-22; 21-23-25,30-34, 31-33.38;353-37, | yor Bl
SAME CARD 6 L L~ BALL GENERATOR ?03493[-%“__} LTJ
2-4,3-5-9, 26-28-38. | ~ F
GAME CARD 7 Iw | VERT IN 8T .
2-4,6-8-10-14-16-20-22; 13-27;23-25; 30-34,31-39, | SF——=*NC
35-37,;42-44. .
GAME CARD 8 . | .
2-4,6-8-12-14-20-22;9-11-13;15-17; 31-39; 34-36; 1“2y | TOPINS7BALL GEN [
38-37. hs ~ | JUI
o |
GAME CARD 9 S o—o ﬂ
2-4;6-24; 21-23. 2 _
GAME CARD 10 | ]f +| 4?Enzru 1 ;
2-4;8-0-10-20-22-24, 23-25;30-34;,31-39; 3537, 1T ev
GAME CARD || Y !
2-4 6-8-12-14 20 22;9-11-13;15-17; 31-39;34-36, | ] % “
35-37; 38- 40. |
GAME CARD 12 l I'4_ | 6.2V SOURCE
2-4:3-5.7;6-8-18;21-23;26-28:33-37-39. | 1 !153"1! _
L - |
| : |3‘=]: 6.2V SOURCE 2y &8.2vy
& iﬁn": rz_i R4as D &y VERT SYNC IN r’;,_-
L) - _ g
= Jus B b9
u LFH——— R } R2 | |
-3 ey o} 2T ) i
J Bl 2V 4 D3 D7 =3 5.2V -
'L : | 0 H.;b " R34 HORIZ SYNC IN iy o |
] - il PLAYER NQL2 |} - |
e 2v e 3 ¥ e |
rea D 820 10 |
IZI:JJ|_;1 ci2 uﬂ. LG | , N ) | (5, 11-0v TO MODULATOR |
; 100 MFD ~ . | BALL INPUT out | |
RT A& H H |
e o s p— SUMMER JI2 —
I'F}__.' NC JIEL_.[..J WALL INPUT 703496-2 COMPOSITE J_ |
|.|=' NC 2y —— YIDED
| GH— NC 0 —
: =}:—-ﬁ-ﬂﬂ o\ —
]
ﬂ}: TO PIN 3-MATRIX
| 3351 JU3  TO PIN7- MATRIX
300 TO PIN 6-ENG. FLIP FLOP
F&‘J‘ 7O PING - BALL FUP-FLOP _
O 8.2V SOURCE
ny o |
|, &2
Mo
“ = |
| :
|33}i
1,2
| 175
E I
[LoH
|'5a]| 6.2V SOURCE
14 ]: REGULATOR IN
24
lz -1{
| = 1
_J —3 -
‘ wi w2
I—#———
OPTIONAL ACCESSORY ' 3 — — -
MonEL 2aaiTa H S ERCI o5 lensin RIFLETRONIX 703520 ) P20, |:
EXT POWER ot 'rnl?sl | 8.2y T ] waJ RED L 3
G GER * L !
ADAPTOR ! ca | :({-
=4 K. T 4. TMF l |
¢ AN
-} il
7 2 \ " — !
] H b g
REAR VI W2 10K 42 N5 Lo
ok > .. W4 | WHT L--J
OF JI T T
w5 § BRN
—— wé | BLK
52 __j

RESET




1TL200BK12 ODYSSEY SCHEMATIC DIAGRAM

6500-12

- —— —_— CHANNEL ————
N7 SWITCH HAND CONTROL NO.t 703488-3
[---"]I ! VEET B
— t
% - N [P S 'f‘J RO TH3 EﬂHd Egﬂ E?c ; E:i |
1000 | 7 — oy S ~+ 6.2V i E\, | 1O OK
!2 12 ic3 RS | ¢3 T |82 8K HORIZ ? 4T
N4 ¥ N330T_  Re £20 |;§r¢ ‘ | 5K IIL’JOD ek T P oo 768 L | lgx
B cs ,,‘|5Qg i £, - 25K S ¢
§2 Meex Lt o #mac e %fc 12K .~ R 6.8X | T,
NTSO -~1=F--¢ A~ 100 - z ' R4t RS
- % - |39N2Z IGO0 a & oxK? $
r —ar e , o = K Ta
c2 ) | : ) 5 & x o 3|2 X
27 | __als_ 8 _____ IR L
. TR A w || WL I e T s
RF OSCILLATOR 703497-3 YOLTAGEREADIGFORERS) — — SN 0\ AV AU VA A - e
- &2V
; - e—
B -
e | hic )7 or———— T T ——
| 31 BALL 39K = r--1 Rl Ci c2
7
| wWIDTH > ay |9 1 | 9 47K 15300 O 120
| R6 : e —E ¥ %
| 50K +I C3 | | ""I QC? | AP 142NS R3
| BRIy 10 MF O g;ﬁh e I“ 5y : 0: vy 10K R4
! i .
L R7 I RS | |Rmie Lre | T i RS 0] o 2.2
| g | TO % 12K 3 :Eu,i 8.8x ;:r:nr. ‘g?hl_-r | - l 6.2V i{,:: RT
i A e K
RiZ - I
-%:éj—i—— — ¢ 8.2V { 2s | | : 5% Q3
| 3! na ‘ ! o 142NIO ca
i | || [o7K] 22K - o 3t f
| 2 ! | | | 2 vl 02
| | A ! - erI > 4
_..n}l___J.- - T - -...=| | |'- |
] BALL N EIR. ¥ | .4 PLAYER NO.| GEN 703493-
L~ HEIGHT ~ . F  wALL GENERATOR 703493-3—- x ' rl——‘!
— s | 8- — — i
15K § w - J6 LT -
x
(F¥)
. -
. Fa + r 3
— r‘ 1 4 1 ] o < !
1 1
— ! 1 ]
| i—
! 1 T
]
- TO 6.2V
J11
_ S o gl —— 2
J”| GATE MATRIX -l | .2v o Ll HORIZ SYNC GENERATOR g
=1 R 703495-4 - Jor I PEE 7034313 o —
10! ox D4 6 18,2V el o I 2 i: (|
‘e o' ————— aln MORIZ ho 00 MF A3 Ce Q MFD l 5 |
o * RE R 7 - g | RATE : ' K 580 134P5 10 T,W 3
| R3 7k 27k ®UT ) glwall . Q3 TTTL g
I > I ox 03 2. TK .E K - N HORIZ R4 142N e VERT{ ™ |
- |
— T —* oot "9 3 oy AT 1 M Y
I 9 | 02 J & 0K b 1 | | D4 i 142N
\TOR o oK L . | 4 R59 C
r lhwam—el ) 1 | , 1 R37 RS Re  §R7T o 100K o
Hl Lok f 7 =h A
_..J[{:n'—w \r_}‘/ > J . 4 ‘:' L L
'E i B A R S ;
© U C e e ———— -
J1I _ i |
) ! |
JIEI
- FLIP-FLOP/BALL |
— 4 -
R4 7
) l 4.7K
ci6 o ~
HEzG T230 - .27V
g.2V | )
REGULATOR TPI FBY - fn:n-: D4 wiT
R T
Ql, 142N9 o 3 | i NOSED .
_ o + Cl4 : S
n_:l'-_; 4TQEHFD ' R4B b2 ¥ 03
Z| | & :E ]
Feav 114 tie CF
L
= cl3 f M R46
I o 11K
‘83 %7 | crowsar  [o%
Y ~ RESET
w3 | RED 7 4 > 4-
3 L l C19 + C1s Q2 + l
= 4. TMF D I | .0l o 470 MFD 14 2NG
4 ROV 'I 9 l. L L%
-+ l < R44
e + * 22K
& vy
_ | & |
| ,f: | RESET €20
i L N 1000
_ad
: wa ywnt TARGET .00
. w5 ] BRN 001
wé | BLK MASTER PC BD 703490C-5
l A ol e —— s —




6500-12

| HAND CONTROL NO. 2 703488-3 ‘
I VYERT

— " RA B
ENG R ENG
Ehe } | 47K SOK R6A } |
100K RT RS woxf
R3 A N T | | oK anggz e '
3 [Ej $ R3 RS
TR . A o 25K 47K : A
R4, R | RIO x| RI2
- 0k§ 3 ;’ RESET < 12K | 6.8k | :E:
g & 2 12 3% | & S v ol < w| 3 e EP
&5 & 2 |>a x o & > ] E\L & 0| © @ |> o ]
= Bl IR LN o) L¥_Q___e___zZ___%Z\= _=«_ ____° Pl | 2 __
B W wH e T W — W hA W, A |2 W b AL AN EXT | —
YoyS  yeYT YO =2 SRAR RN LI 2 T TR 4 A3 é 48 43 b
J5
l""f"‘l
[l PLAYER
cz a1 I_ ND.2
ar | '2° Q2 | s o
142N9} . 142N | | | 50K
10K RS L
— 10K | | R3AX
o R 1 1o | e2x
2. 2K ':ﬂJ
| |OK =H )
' : : I TO 6.2V
| 4
| | 9> —x—y 42No |3
: | c3 142NIO c4 Loy
RO ! I A5 ' '2 "
| D2 | 2 l D2 ;
{1 » - I e : }: 1 cs z _:{': - N RO <X 4| cio
| + . L
-d  PLAYER NO.| GENT703493-3| _ L~ R28 a, 4.7 nl | L PLAYER NO.2 GEN 703493-3|___, oTN |~J | 4 7MFO
J6 £ ‘7 _3 N S0V 2 - L —T—=2 5§ )
HEIGHT e quz ] ¥
w R3C o
Y -~ O
. L 4 — ‘ TD"‘I" utw—-“.' ‘m
F TP3 P lohT
. — 1 +——® woriz R3]
15K
' RE2
JUT 220K !
e, T,T e — -
[ VERT
_ £ ETPZ
I e S — — ———— - —
[ R&D
2.2K D9 JUS NOTES.
F*—?o-m——l———'— &l 12K A And UNLESS CTHERWISE SPECIFIED
VA . CAPACITAMCE VALUES | OR GREATER ARE IN PICOFARADS.
[ _ 2. CAPACITANCE vALUES LESS THAN 1 ARE IN MICROFARADS.
' 4 R24 J9 3. RESISTORS AME 1/4 WATT, 10%.
Q0 ;‘;'1 VERT SYNC GENERATOR 4. A » ADD JUMPERS WHERE PARTS INDICATED.
. e 703492-5 Da 5. % = SPACE PROVIDED ON LAYOUT, NO JUMPER.
‘ +7 <e A < 6. DIODES 'N CIRCLES "WRE GERMAN{UM, OTHERS ARE SILICON.
IIRT% : : R R3 c2 7 VOLTAGE READINGS TAKEN WITH CARD/
5 | T 'OV e .OK a7k A UNLESS OTHERWISE NOTED.
Q3 JIO vfﬁ-‘,'l:ﬂl' - % 8. VOLTAGE READINGS TAKEN WITH FLUKE DIGITAL VOLTMETER
9
142N~ RATEI | ¢ #8100 A,
T VERT R4
maY FREQ Lo ql d 470
J AD tl | 142N9
|
| c2g
, 4700
|
+ —
3 JIS
{P~FLOP /BALL l rg P aaaa.a Coon
703494-2 S I 16.2Y
. ' o IL I
- 1 _Ql Q2
IJIB . | [134PI 134P| JI5
" z I Ri R2 Mg’
| BI n_D@E}_IET 5 TO 47K 47K 6 TO |:}|_@ PIN 6 H.C. ND.2 |
—>
in]lnc |7 18.0v | ¢ c2 BT
o : | oo 190V | Ix ]
| | | | ToO J2
'IE_I|L?|J;% ALTERNATE I R3 hy  4:4TO |=E~. PiN 30
T * rn-;'-‘ TO 6.0V I39N TRANSISTOR | | 2. 92K 153 . SOV : ) TO BALL SPEED (RS)
| K | | -
. || SCR ZENER o * s I |
| o o
I | U EMITTER DS | ol R4 .
| 2 | CATHODE ANODE 8ASE | 0TOB.BVI 2| = PIN S HC NO.I
+- =] |NC GATE COLLECTOR = —e)
1 J )39N, (42N TRANSIS TOR |34 P | aa ST
Q4 - TRANSISTOR : 14ZNIO
142NI10 I £ ¢ ¢ E |
BASE BASE

__

BASE DIAGRAMS

PINS HC NO.2

TO PIN I, MATRIX

TO PIN 9, MATRIX

6500-13




6500-14

ODYSSEY TROUBLESHOOTING

This troubleshooting guide contains instructions for locating
improper adjustments, or faulty modules. The symptoms
are followed with the items most likely to be the cause.
Figure 1 and Figure 3 may provide helpful information.

Before making any adjustments or changing modules, inspect
the chassis to insure all modules are secure in their respective

sockets and no mechanical damage is apparent. Connect
Odyssey to a TV set using the compiete installation
orocedure previously outlined. Insert Game Card No. 1
and measure the +5.6 VDC on BLAK versions, {(+6.2 VDC on

BK12 versions) regulated supply voltage at TP1. .If the
voltage at W1 is less than 7.5 Volts, replace the batteries.

The spot generator modules used for generation of Player 1,
Player 2, Ball, and Wall are identical and may be inter-
changed as an aid to troubleshooting. Similarly the ball
flip-flop and English flip-flop use the same module.

1. Player, Ball, or Wall is too wide or too narrow.

2. Width control R26, R32, R6, or R17 is set im-
properly.

b. Applicable spot generator module is defective.
2. Player or Ball is too short or too tall.
a. Height control R28, R31, or R4 is set improperly.

b. Applicable spot generator module is defective.

3. Display has vertical roll (may appear as multiple
random spots on screen).

a. Vertical frequency control R39 is set improperly.

b. Vertical sync generator module is defective.

' Display tears horizontally.

a. Horizontal frequency control R38 is set improperly.

b. Horizontal sync generator module is defective.

b. Player No. 1 does not appear on screen.
a. R26 (Width) or R28 (Height) controls set too low.

b. Player 1 spot generator module is defective.

c. 01 or SCR 1 in crowbar circuit is defective.

0. Player No. 2 does not appear on screen.
a. R32 (Width) or R31 (Height) controls set too low.

b. Player 2 spot generator module is defective.

c. Q2 or SCR1 in crowbar circuit is defective.

7. Ball does not appear on screen.
a. RG (Width) or R4 (Height) controls set too low.

b. Ball spot generator module is defective.
c. English flip-flop module is defective.

d. Ball flip-flop module iIs defective.

e. Gate matrix module is defective.

f. Q2 or SCR1 in crowbar circuit is defective.

8. Wall does not appear on screen.

a. R17 Wall Width control is set too low.

b. Wall spot generator is defective.

0. No video appears on screen.

a. TV may be on wrong channel.

b. TV may be mistuned.

c. Antenna-Game Switch not in Game position.
d. Game Cord is open or shorted.

e. Antenna-Game Switch is defective.

f. Q1 voltage regulator is defective.

g. Horizontal sync generator module is defective.
h. Vertical sync generator module is defective.

i. Summer module is defective.

i. Master board containing RF circuits is defective.

NOTE: IF RF CIRCUITS ARE DEFECTIVE REPLACE
THE MODULES AND RETURN TO FACTORY. ALSO
WHEN REPLACING MODULES BE SURE TO RESOLDER

THE RF SHIELD COVER.

10. Ball movement is erratic or drifts slowly.

a. English flip-flop module is defective.

b. Ball flip-flop module is defective.

c. Ball spot generator is defective.

11. Wall only appears on screen, no players or Ball.

a. Vertical sync generator s defective.

12. At coincidence, Player or Ball does not disappear.

a. Gate matrix is defective.
b. Q2 or SCR1 in crowbar circuit is defective.

13. Player is not moveable over entire face of TV screen.

a. Player Control Unit is defective.

b. Player spot generator module is defective.
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General Description

The rifle is sturdily constructed and is completely safe. |t
is designed to extinguish a light (or target) that appears on
the TV screen when either Game Card 9 or 10 is inserted
into the Master Control Unit. Since the rifle is sensitive to
all light sources, it is important that the room lighting
(lamps and sunlight) be adjusted to simulate normal light

viewing conditions.

NOTE: If the rifle is aimed at a light source other than
that which appears on the screen (such as a lamp or sun-
brightened window), it will extinguish the target.

Sight Alignment

1. Set up your ODYSSEY unit as outlined in the
INSTALLATION instructions.

2. Plug the rifle cord (P20) into the ACC (Accessory)
receptacle on the back of the Master Control unit.

3. Insert Game Card 9 into the Master Control unit. |f
a white spot of light is not visible on the TV screen,

cock the rifle by sliding the pump handle back
towards the trigger and then releasing it. Should the
light still not be visible, rotate the Player No. 2
Vertical and Horizontal controls until the light 1s In

the center of the screen.

4. Stand approximately six feet from the TV screen and
aim the rifle at the spot of light.

5. Squeeze the trigger, the spot of light should disappear.
Thus the sights are okay. If the light does not disappear,

continue cocking the rifle and pulling the trigger
while moving closer to the screen.

6. If aim is off in elevation, turn the screw adjustment
of the rear sight. (Rotate clockwise to lower muzzie
or counterclockwise to raise muzzle).

7. If the aim is off in azimuth, loosen the clamp screw
on the front sight and rotate the sight in the direction

of error.

8. Once you have extinguished the light and are certain
of your aim, return to a position of six feet from the
TV screen and cock the rifle to reset the target.

0. Aim the rifle at each of the four corners of the
screen and pull the trigger. [f the target disappears,
turn the brightness control of the TV down and the
contrast control Up. This will lower the light level of
the screen background and brighten the target.

LDR Bias Adjustment

1. Detach the left half of the stock of the rifle by
removing the five screws holding the two halves

together.

2. Replace the two screws through the barrel and right
half of the stock to hold it while testing.

3. Insure that the barrel lens is in place, clean and not
tilted.

1TLI950 RIFLE ACCESSORY SERVICING

4. Plug the rifle cord (P20) into the ACC jack on the
Master Control unit.

b. Insert Game Card 9 into the slot.
b. L ocate Player No. 2 on the screen.

7. Rotate the brightness control of the TV until the
background level is a natural gray.

8. Rotate the LDR Bias Adjust (R11) fully clockwise.

9. Aim the gun point blank at the gray area (not at the
Spot) and pull the trigger. The Player No. 2 Spot
should remain lit.

10. While pumping the trigger,slowly rotate {(R11) counter-
clockwise until Player No. 2 spot disappears. (Note:
allow at least 2 seconds between triggering). If the
spot never disappears at any setting of R11, replace
the gun.

11. Press the Player No. 2 reset button.

12. Adjust the TV brightness and contrast controls for
a white Player No. 2 spot on a dark background.

13. To check for correct LDR Bias adjustment, simulate
ambient light surroundings.

14. Hold the gun six feet from the TV, aim at the back-
ground and pull the trigger. The spot should remain
lit.

15. Carefully aim at the spot and pull the trigger. The
spot now should disappear.

Rifle Troubieshooting

1. Target does not disappear when lit.

a. Check the lens in the end of the barrel for dirt or
scratches.

b. Make sure lens is not tilted. (Replace lens if
necessary).

c. Check accuracy of gun sights. (Adjust sights as
required).

d. Perform LDR Bias adjustment.

e. Rifle is defective.

f. Master Control unit is defective.
2. Target disappears even when missed.

a. Correct setting of the brightness and contrast con-
trolson TV. (Brightness turned down and Contrast

Up.

b. Perform LDR Bias adjustment.
c. Rifle is defective.

d. Master Control unit is defective.
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703520-1 “RIFLETRONIX BOARD" REPLACEMENT PARTS LIST

DESCRIPTION PART NO.

CAPACITORS

270109-56115
250581-4743
270109-5050

Electroiytic, 47 mfd., 16V
Paolyester, .047 mfd., 10%, 100V
Electrolytic, 4.7 mfd., 50V

CONTROLS & SWITCHES

220193-36
731984-1
731985-1

1 meg., LDR Bias Adjust
Trigger Switch
Reset Switch

E DESCRIPTION PART NO.

SEMICONDUCTORS

610113-1
610142-9
610142-5

Q1 NPN Silicon
Q2 NPN Silicon
Q3 NPN Silicon

MISCELLANEOUS

LODR1 Light Dependent Resistor 230204-2
LDR Holder, Top 142722-1
LDR Holder, Bottom 142723-1
Wire Wrap Pin 200460-3




