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FOLLOW THESE DIRECTIONS TO AVOID INTERFERENCE
WITH OTHER TV SETS IN THE VICINITY:

& USE ONLY THE TWIN LEAD WIRE ATTACHED TO
SWITCH BOX TO CONNECT BOX TC TV ANTENNA TER-
MINAL SCREWS.

& DO NOT ATTACH THE ANTENNA SWITCH BOX TWIN .
LEAD WIRE TO TV ANTENNA OR CABLE WALL OUTLET. !

£ DON'T ALLOW LOOSE WIRES TO TOUCH ANTENNA
TERMINALS WHILE SWITCH BOX IS CONNECTED.

2 DETACHABLE 15" CONNECTCR 2. INSTALL ANTENNA SWITCHBOX

The Antenna Switch Box lets you watch TV broadcasts or play video
games. When the Box is correctly installed, vou can change back and
forth between these functions — just by moving the switch.

THE ONLY TOOL YOU NEED IS A MEDIUM-SIZE
FLATHEAD 5CREWDEIVER.

Mkt B 1 Disconnect the VHF twin-lead artenna wire (if
' = there is one) from TV set antenna screw terminals.

ANTENNA
SWITCH BOX 2 Conrect the twin lead wire on the Antenna Switch

Box ta those seme (VHF) screw terminals.

Mattel Electronics® INTELLIVISION® It Master Compcnent. 3 Attach Switch Box to TV with adhesive backing.
Mcdsl No. 5672 Serial No.

The model ard serial numkbers are located on the bottom of the Mastar

Comporent. Write the serial number of your unit in the blank above for
future reference.




FLAT “'TWIN LEAD"

WIRE FRCM TV
ANTENNA OR
ANTENMNA
SYSTEM

NOTE: ND CHANCE TC YOUR EXISTING

TO MAST=ZR

REMPORENT TYPICAL UAFVHF
TY RECEIVER
ANTENNA TESMINALS
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ALTERMNATE
VHF ANTENBKA
TEFM NAL FOR
COAX TYPE OF
ANTENNA W RE

UHF ANTENNA CCNHECTICN 1S REQUIRED.

TO MASTER

COMPONENT TYPICAL UHFIVHF

If the 75 ohm al:erraze VHF terminal is beinc usad, you must cenvert
the input to the 300 chm screw terminals. Refer to the instructions in

yvour TV set owner’s manual or prirted cn the back of the TV cabinet,
Here are some common methods used on pogular TV brands:

| UHF SCREWS
L S SHORTING
® 8 CABLE

i @ |@ vir screws
¢ ALTERNATE VHF

Remove outside cable ‘rom allernate

VHF terminal, then attach tae short-
ing cabls to that terminal.

UHF SCREWS

® @

@ ALTERNATE
WHF TERMINAL

@ @

ALTERNATE vF

Remove oulside cable from alternate

VHF terminal, then insert shoriing pin
into alternate terminel.

© UHF SCREWS

T @ @

¢ ALTER- ) s

| NATE @ ‘\;ﬁ@&

} VHE ) " SHOFTING

&) AECEPTABLE &

VHF SCREWS

Remo.ve.;:ﬁtsiaé cable from alternate

VHF terminal cable, then inser! aiter-

nate cable i shorting receptacle,

SHORTING
UHF "5 :
SCRES © ) SCREWS

& D

() ALTERNATE VHF &

F . TERMIMAL
screws © @

Remove outside cable from alternate

VHF terminal. At:ach shorting plate
to both screws.

EXIETING ROUND VHF
UCOAX" ANTENNA OR
ANTENNA SYSTEM WIRE

Some sets have & simple switch that reads 75 ohms on sne side and 3C0
ohms on the other. It should be set on 300 ohms. Cther sets may have
automatic switches.

TV RECEIVER ANTENMNA
TERMINALS

T e

waverit

NOTE: IF YOU EXPERIENCE DIFFICULTY WITH THIS PRO- :
CEDURE, CALL OUR “800" SERVICE LINE FOR CONSULTATION. ¢
e ) il Al B . THESE ARE THE NUMBERS FOR DIFFERENT PARTS OF THE
SWITCH ¢ COUNTRY:

BOX
: EASTERN U.S., except New Jersey: 800-257-5185
NEW JERSEY: 609-655-3533 (CALL COLLECT,
WESTERN U.S., except CA, AK, HI: 800-421-2826
- CALIFORNIA, ALASKA AND HAWAII: 213-078-6850 (CALL
{ COLLECT

o

areTIETTETTETeY.

ALTERNATE
YHF ANTENNA
TERMINAL

ROUND "CODAX' TO
FLAT “"TWIN LEAD"
BALUN CONVERTER'
AVAILABLE AT MOST
ELECTRONICE
PARTS STORES

NOTE: NC CHANGE TO
YOUR EXISTING UHF ANTENNA
CONNECTION 15 REQUIRED.




3. CONNECT MASTER COMPONENT
| TOTVSET

1. Insert either end of Connector Cable in
Switch Box plug labelled "GAME". Irsert
other end of Cable at left rear of
Companent.

Switch Box has a paich of adaesive backing
for attaching Box to the back of vour TV
set. Pesl off protective paoer coating and
press frmly a: desired mecunting location.

2. Check Channel Selector Switch at right
rear of Componert. If Channel 3 is an active .=
broadcast chanre. in your area and Channel ”-ﬂ.
4 is not, set Switch to 4. If Channel 4 is ac-
tive and 3 is not, set Swich tc 3. If koth _ -

channels are active, set Switch to the one CH3 CH4

with the weaker signal.

3. Plug transformer unit 4. [nsert the other end of
into a 120 volt wall outlet.  power cord in soczet at
rear of ccnsole.

5. S=t the Switch 3ox switch at GAME,
6. Turn TV set ON.

7. Turn TV tuner knob to the same Channel as the Component switch
(see #2, above).

Operating -he Master Ccmponent for extended pariods on a pro-
jection TV system could cause stationary gams images to be per-
manently imprinted on the TV picture tube(s). This is more likely
when brightness and contrast controls are set a: high levels.
Observe thz fcllowing rules to reduce the chance of image im-
printinc:

B Use the lcwest possible brightness end contrast control set-
tings during geme pley.

B Limit playing time of games that disp.ay stationary white or
light colored images.

M Refer to your projection TV owner’s manuél for recommended
video game viewirg conditions.

1. Hold cartridge so game title faces
e CAFTRIOGE

2. [nsert cartridge in slot on right side
of Component. Pusa ir. firmly (DO

NOT FORCE T) until it is firmly
engaged.

To remove cartridge, simply pull it
straight out of the slct.




5 | USING INTELLIV]SION® I

1. With TV set ON, degress tha RESET ON/OFF button. The red indi-
cetor light should be on.,

2. If you have not already dane so, irsert a game cartridge. The game
title and copyright notice appear on the screer.

If the picture is jumpoled or distorted, be sure tha: the cartridge
is inserted snugly anc that all connections are made. Then
ceoress the RESET ON/COFF button. This corrects a condition
which occurs when a game program has startec somewhere in
the middle. RESET ON/OFF always restarts programs at the
beginning.

TO PREVENT HEAT BUILDUF INSIDE THE MASTER COMPO-
NENT, MAKE SURE THAT VENTILATION OFENINGS ARE NOT
RESTRICTED WHENEVER THE UNIT IS TURNED ON! FOR EX-
AMPLE, TRY TG AVOID USE WITH THE UNIT RESTING ON A
CARPETED FLOCR, BED, OR ON A WARM SURFACE.

3. Adjust the TV fine tuning control. If your set has automatic fine tun-
ing, leave that feature ON. If you experience any tuning difficulty, try
ad usting the game channel with the automatic control turned OFF. Ad-
just volume, picture and color contrals to satisfactory levels.

A gradual discoloring of white ereas in the game playfield may indicate
that brightness or contrast levels are too h:gh.

4. Follow the instruction booklet for the game you are plaring.

5. [f at any point in the game vcu want to start over, just depress the
RESET ON/OFF buttor..

»-r--—r T A2, b e S b e e St e e i s A

|6. THE HAND CONTHOLLERS

B e T e

The Component includes two Hand Controllers which are connected
with coil cables. They are detachable ust b.r gentlv :wullmg cut thesa

cables at the Component end.

The 12 KEYS are used for giving
various game instructions to tke
computer, ard the purpose of
each key varies fron game to i
came. The keypad overlays whict |
are packed with each game car- i
tridce show you what each key is i
for. Before you play a game, slide |
its overlays under the frame sur-
rounding the keys. The lip at the
top of this freme will help prevent
the overlay from slipping cut of |
position curing ncrmal game play. £

Theare are 2 ACTION BUTTONS | ACTION
cn each side of the Hand Cen- =
trollers. These a.so 1ave functons
that are specific to each game, as
indicated on the over.ays.

The DISC in the lower portion cf
the Hand Controllers gives you
contrel of moving objects in 16 A :
cifferent directions. Usually, Disc dll"eCthl’lS correspond to screen orien:
tation (i.e., pressinc the too of the Disc moves an cbject toward the top
cf the screen; pressing the right side moves an object toward the right
edge of the screen, etc.). See individual game instructions ‘or details.

Keypad keys and :h= Disc will not werk if they are used simultanecusly.
Hcwever, the Action Buttons and Disc usually work at the same time.
See individual game instructicns.




[7. PAUSE MO

Whenever you want to interrupt a
gams while it is in progress and re-
tain scores and situations, you can
use the Pause Code. [ust press Xeys
1 and 9 (or the places on the overlay
covering those keys) simul:aneously.
The screen will ge blank and all ele-
ments of the game will be rozen at
that moment.

To resume the game, just press any Key or the Disc.

If you do not use any element of tha Hand Controller for about 5
minutes, the computer will automatically make the screen co klank.
This helps reduce the possibility of image imprinting on the TV tube. To

restore the picture, just prass any Key or the Disc. 9. CAHE AND MAINTENANCE

8. RETURNING TO The INTELLIVISION® II Master Component should kring you many
: = years of video came enter:ai t if you follow a ‘ew simple rules to
. Tv BROADCASTPROGRAMS : . i;;;jsi?inlggs:iczc')rlltdi?ozi %l;:izetll]'\el :'gll;lwing tips carefully to get max-

imurn use from your Componert:

Depress RESET ON/OFF Buiton for 3 seconds, ‘hen release. The red # Do nct force game cartridges intc cartridce slot.
light should go off. i I .

7 4 . Matte. Electronics came cartridges are cesigred to protect their elec-
Then sl:de tke switch on the Antenna Switch 3ox from GAME o TV. tronic circuits from direct contact. Take cars to keep fingars out of
the open end of the cartridge, and avcid static electricity wherever
pcssible.

- Turn Component OFF and unplug transformer from the wa’l outlet
when not in use.

' Hand e the Component carefully. Do not drop eartridges, the Com-
ponent or Hand Controllers.

Never lift the Component by its Hand Controller or otaer extarnal
wires.




& Protect cartridges and the Component from excessive heat. Do not

set any object on the Component that could block vent lation openings.

# Avoid spilling any liquids on cartridges or any part of the Component.

% To clean the extericr of the Component or Hand Cont-ollers, first
turn the unit OFF. Unglug transformer from the wall cu-let. Use a
soft, slightly dampened cloth to wipe exterior surfaces,

IT IS NORMAL FOR THE TOP OF THE COMPONENT TO
BECCME WARM WHILE THE UNIT IS OPERATING;
. HOWEVER, [T SEOULD NEVER BE ALLOWED TO GET TOO
HOT IO TOUCH COMFCHTABLY

e S

10 ']'ROUBLESHOOTING CHECKLIST

SCREEN IS BLANK OR GRAY-WHITE

= Cartridge may not be fully inserted. Remove cartridge then re-insert
it. Be sure it is in straight.

# See: "PAUSE MODE AND ATUJTOMATIC SCREEN BLANKING”,
Page 0. If screen blanks out during a game, press the Disc or any
key. B player may Lave used the Intermission Code by mistake.

# Check all connections, Make sure transformer is plugced intc a
"live" wall outlet, and that connector cable is inserted ir Component
and Switch Box.

& Make sure Switch Box i3 set at TV,

& Make sure that twin lead wire ‘rom Swi:ch Box is attached to VHF
terminals on TV (see Fage 4).

NO TELEVISION PROGRAMS
& Make sure Switch Box is set at TV,

% Check to see if wire from Antenna Switch Box is properly connected
to VHT terminals (see Page 4.

BUZZING OR DISTCRTED SOUND
© Adjus: 7V tuning and/or picture controls.

If broadcast sigra’s are very stronig cn both Channels 3 and 4, you
will have to disconnect the VHF an-enna wires while playing games
tnen rs-connect them for broadcast reception.

NO GAME SOUND EFFECTS
Check volumre control on TV set.

Adjus: TV tuning controls,

EITHER SIDE CF PLAYFIELD NOT VISIELE ON SCREEN

Adjust horizontal nold cenirol on TV, If your TV does not have an
external horizental hold control, a service technician may have to
meke this ad'ustment.

DIAGONAL LINES ON SCREEN

= Meke sure -hat the Channel Select Switch setting correspords to the
TV channel setting (either 3 or 4),

Acjust TV fire tuning (override automatic fine tuning first).
Meke sure Antenna Switch Box is set at GAME.

Check to see if wire from Artenna Switch Box is properly conrected
to VHF terminels (see Page 4).

= Adjust horizontal hold control on TV. If your TV does not have an
external horizental hold control, & service technician may have to
make this adjustmert).

VERTICAL ROLL
i Adjust Vertica. Hold control on TV.

PLAYFIELD INDISTINCT, "SNOWY" PICTURE
- Adjust TV fine turing (override aatomatic fine tuning first), bright-
ness and contrast controls.
© Check connec-ions at antenna terminals and Antenna Switch Box.

Check all connections. Make sure transformer is p.ugged into a
“live"” wall out.et, and that connector cable is inserted in Compcnerit
and Switch Box.




= Make sure wall outlet is providing normal power.

& If "coax’’ anienna wire is currently in use, make sure that conversion

of 75 ohm 0 300 ohm i3 complete (see Page 5).

PLAYFIELD BLURRED OR WOBELY, OR NO COLCR

i Adjust TV fine tuning (override automatic fine tuning first) and zolor
and tint conrrols.

& [f broadcast signale are very strong or. both Channels & and 4, you

will have to disconnect the VHF antenna wires while playing games,
then re-connect them for broadcast reception.

Make sure Antennz Switch Box switch is fuly in GAME pesition.

i Make sure that the Charnzl Select Switch setting corresponds to the
TV channel setting (either 3 or 4).

SCREEN SEOWS ONLY GAME TITLE

| Make sure both Hand Controllers ars removed from taeir cradles on
*he top of the Compcnent.

! Make sure that none of the 8 Action Buttans are stuck in the de-
pressed position.

' Unplug one controler at a time from Master Compcnent and prass
D:rection: Disc.on cpposite controller. If game starts with either con-

troller unpluggec, that controller is defective. See Warrenty for serv-

ice information.

ONE CONTROLLER DOES NOT OPERATE

Make sure controller cable is firmly seazed in controller plug on
Master Component,

# Move melfunctioning controller to opposite controller plug on Master

Component. If centroller still doesn’ operate properly, it is faul-y.
See Warranty for service information.
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~ 90-DAY LIMITED WARRANTY
Mattsl Electronics warrants ‘o the original consumer purchaser of its
INTELLIVISION wtkile in the United Statss that the product will be free of defests
in material or workmenship for 90 days from ths date of purchase urder normal in-
house use.

During the warranty pericd Matlel Electronics will, at its option, repair cr
replace the product without charge for parts or labor, when returred postage
prepaid and insured to a Mattel Electronics autherized service center with proct of
date of purchase. Mattel Electronics reserves the righ: to utilize reconditioned parts
in repairing the preduc: cr to utilize recondilioned units in replacing the product.

This warranty excludes incidental or conseguential demaces resulting from the
product or use of tke product, (Some staies do not allow the exclusion of incidenial
or consequential damages, so ths loregoing exclusion mav nol apply to you.)

Please read the Owner's Manual carefully beiore using the product. If & malfunc-
tion occurs, please refer to the trouble-shooting checklist :n the Dwner's Manual, If
vou caanot correct the malfunctior. after consulting the rouble-shooting checklist,
please call one of the Matwel Electronics service numkers shown below

Units returned without proof of the dats of purchase, or units refurnsd after the
90 day warranty pericd has sxpired, will be repaired or replaced (at our option)
for a service charge. Call the following toll free telephone numbers fo obtain the
location of the nearsst service center and the amount of the serv.ce charge

In the EASTERN UNITED STATES (800) 257-5185; NEW JERSEY RESIDENTS
CALL (B09) 655-3533 direct or collect; in the WESTERN UNITED STATES
(800) 421-2826; ALASKA, CALIFORNIA, or HAWAII RESIDENTS CALL
{213) 978-6850 direct or collsct,

ATTENTION MILITARY PERSONNEL, if your Intell.vision requires service whils
on duty in a foreign country, you shou'd contact the military exchange serving
your area.

IF YOU NEED SERVICE. CALL ONE OF THE TOLL FREE SERVICE NUMBERS
BELOW:

In the EASTERN UNITED STATES call: 800-257-5185
New Jersey residents call: 509-655-3533 Direct/Collect

In the WESTERN UNITED STATES call: 800-421-2826
Alaska, California, or Hawali Residents call:
213-978-6850 Direct/Collect

This warranty does nct apoly if the product has been altered or repaired by
anyone other thar a Mattel Electronics authorized service center or if the product
has been subjected to purchaser abuse, eccicent, nagligence, or damage sakse-
quent to purchese. This warranty gives you spevific rights, and you may also have
other rights which vary from slate o state.

You may write us, but DO NOT SEND PRODUCT FOR REPAIR at the following eddress:
Mattel Electronics, 5000 West 147th Stree:, Hawthorne, California 90250,






