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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 
Odyssey set consists of a Master Control Unit. Game Cards. 
t\'IO Player Control Units. Antenna-Game Switch Box and 
the cables necessary to interconnect the electronics_ Also 
included are game Overlays. Instruction Book, Poker Chips. 
etc .• for playing the various games. Accessories such as the 
Rif le are available as options. 

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 te lelJision set. 

The Odyssey game is connected as shown in Figure 2. The 
Master Control Unit generates the lJideo, sync and RF 
signals necessary to produce two Players, a Ball and a Wall 
on the telelJision screen. 

DMFWP274 Printed in U.S.A., Copyright 1975 



6500-2 

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 t>e called Player Control Unit Number 1 and the 
one connected to the PLAYER 2 socket wi ll be 
called Player Control Unit Number 2. 

2. Tile GAME CORO is used to connect t he Master 
Control Unit to the ANTENNA·GAME SWITCH. 
Insert one end of t he 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 
regular television viewing, without having to disturb 
antenna connections. After its initial installation, 
merely move the slide switch to either the GAME 
position fOf ODYSSEY _ .. or to the TV position for 
television viewing. 

Locate 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. 
lNhen changing from GAME to TV, make certain the slide 
switch is moved to the extreme position; do not leave it in 
tile middle. 

Before proceeding further, set the ANTENNA·GAME 
SWITCH to the TV position and turn on television. Select 
a known operating channel and adjust television for normal 
picture viewing. If the TV incor porates 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 (30r 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 bo facing outward. The GAME CARD is also the 
power switch for the Master Control Unit so a signa l 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 ()(1e or 1\'110 small white squares. Adjust the VHF 
Fine Tuningon 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 t he center of 
the television screen. 

300 Ohm Lead·'n 75 Ohm COIl( Lald-ln 701517-1 "AN TE NNA GAME SWITCH BOX" REPLACEMENT PARTS LIST 

REF. DESCRIPTION PART NO. 

Strain Reliaf Bushing 102635·3 
Plastic Hook 12 usood) 142712· 1 
Anunna ConnB(:tor. Mal. Coax 1B0739-1 
Antenne Connector. Famala Coax 180902-3 
Antenna Switch Box 731913-5 
Antenna Switch Cover 73 1914·2 S, TV/ Game Switch 160499·1 

T' Balun 361000.a 
T2 Balun 361485·1 



1. 

CHECKOUT PROCEDURE 

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. 

6500·3 

2. Check to insure batteries arc correctly installed. 

3. 

4. 

REF. 

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. 

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

,. 

b. 

o. 

d. 

,. 

f. 

Rotate the HOR IZONTJ\ L and VERTICA L con­
trols on both Player Control Units. If the 
Player images do not appear on the screen, 
continue with t he check list. 

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. 

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

Check to see that the Antenna·Game Switch 
is in the "Game" position and that the Antenna­
Game Switch has been properl y insta lled. 

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 t he 
Master Control Unit. 

Connect an external +9 volt power supply to 
J1. If unit now functions norma ll y, replace all 
batteries with new ones. Insure that batter ies 
are properly installed. 

5. 

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

If trouble is experienced with one or more games: 

a. Check to be sure the proper Game Card is 
properly inserted in the Master Control Un it. 

b. 

o. 

d . 

,. 

f. 

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 contro l of Ball by that Player 
Control Unit is abnormal, unplug the Player 
Control Units and switch them. If malfunction 
changes to other side, a Player Control Unit is 
defective and should be replaced. 

In the event the preceding steps fai l to locate 
the problem, the Master Control 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 ma lfunction 
disappears, original accessory is defective; if not, 
replace Master Control Unit. 

"CI RCUIT MODU LES" REPLACEMENT PARTS LIST 
(Individual Parts with the Module arc not available) 

DESCRIPTION PART NO. REF. DESCRIPTION PART NO. 

Horizontal S'fnc Ge",,,,,,or I\',odule 70349 1-3 
V'I<,ical Sync Generato r Module 
(B LAK I 703492-3 
Vert ical Sync GOlnllra lor Module 
(BK 12 ! 703492·5 
Plaver No . 1 Gener~'or Module 
( BLAK) 703493-2 
Player No.1 Gen" rlltor Module 

B,,11 Generator Module ( BK121 703493·3 
..... all Generator Module (BLAK) 703493·2 
Wall G .. nllr."or Module (ilK 12J "/03493-3 
F li p -Flop/ EngU.h Module 703494·2 
F lip·Flop/ Sall Module 703494-2 
G"te M"uix Modul .. (BLAK! 703495·2 
GI!I,e Matr ix Modulo. (BK 12) 703495-4 
Summer Module 703495-2 

( BK12) 703493-3 AF OScillnor Module 703497-3 
P I~ ....... No.2 Generato r Modulo. RF Filter Module 703498-2 
( BLAK) 703493·2 
Pla ... er No. 2 Generator Modu! .. 

Hand Control No.1 & 2 Modul .. 
(BLAK) 703488-2 

(BK12 ) 703493-3 
Ball Generator M odulo. (BLAK) 703493·2 

Hand Control No.1 & 2 Modu)" 
IBK 121 703488-3 



6500.<1. 701578·' & 4 " PLAY ER CONTR OL" REPLACEMENT PARTS LIST 

RE F. DESC RIP TI O N P A RT NO. RE F. D ESCR IPTI O N PA R T N O. 

V...-t<c,,1 Kneb 142 695·1 Back Cent rol Cover 142705· ' 
Horizon tal Knob 142696·1 F""t. Black 14 u$"<I1 141 737·3 
Engli~h Knob 142697-4 " R.,,; e l Switch 160487·1 
Re.el Swilch Knob 142828·1 R6A.B 1 00K/ 25K. Engl[$h / Hor;2entlll 220272·3 
Front Control Co"er 1 42706·1 "' 50K . verti",,1 220281·1 

" GAME BOX " REPLACEMENT PARTS LI ST 

RE F . DESCRI P TI ON P A RT NO . RE F . OESC R IP TI ON PA RT NO. 

TABLE TENNIS SIMON SAYS 
Gaml! Car~ 142888,1 O~er!ay (M~,um ) 15 1366-8 
Overl~y (Medium) 151 366·2 Overl aY ( L ~r!l ~ 1 151367-8 
Ove rlaY ( Large) 151367·2 Cards 701527·1 

'" G;iiYie Curd 142888·2 HAUNTEO HOUSE 
O verley (Medium) 151366·5 Overlay (Med ,u m I 151366·9 
Ove r laY ( Lar!il"') 151367·5 O,·"day ( La rge) 151361·9 

HOCKEY 
GiiYiUCard 142888·3 ANOLOGIC 
OverlaY (Medium) 1 51366·3 Ove r ta~' IMffiium ) 151366· 10 
Oveflav ( Large) 151361·3 Overlay I L ~ roe) 15 1367 ·10 
Tape 642897-1 

FOOTBALL CAT & MOUSE 
Game Card 142888-4 OvedaY (Mffiium) 151366-12 
Overlay (Mtdium) 151366-4 Ovs,lay ( LurOn) 1 51367-12 
OverlaY ( Large) 151367·4 
Marker & Score Card 642964-1 
Board 642898·1 S T ATES 
Card. 701525·1 Ove rlay IMffiium) 151366-24 

SUBMAR IN E 
Overlay ( La rgll) 15 1367·24 

Gam~"-- 142888-5 Map 591550·1 
Ov~rlay (M"dium) 151366·6 Cards 701526·1 
O ve rlaY (Large l 151367·6 Fold" r 591549· 1 

ROULETTE MISCELLANEOUS 
Game Card 14 2888-6 
OvQ,ley (Medium) 15 1366-1 I Operating Instruction Booklet IB2622·3 
Overlay ( Large ) 15 1 367·11 Banery (6 used ) 530078 ·2 
Chips 701528·1 Oice (2 us" d l 143018-1 

703490-4 & 5 "MASTER" BOARD RE PLAC EMENT PA RTS LIST 

RE F . DESC R IPTI O N P ART NO . RE F . DESCR IPTI ON PA R T NO. 

CAPACITORS 
0' Germanium Diode 530065·1002 

C, E!ectro lytic, 220 mfd .. 1 0V 2701 11'2210 0' G~rmanjum Diodll 530065-1002 

'" EI~clroly tic, 47 mId .• 16V 2 701 09-51 15 0' S ilicen Oiode (8K12 only) 530012·1 0 18 
C3 Etect<olytic, to mId., 35V 270109· 1 1 35 

'" ElllctrOlytiC, 47 mId .• 16V 2701 11·51 15 
C, Ele ctrolytic. 10 mid., 35V 270109· 1135 
C6 Electrolytic. 1 00 mid .• 10V 270109-12 10 
C, ElectrolYtic. 10 mid .• 35V 270 109·113S 

0>0 Silicon Diodll (BK 12 Only) 530072· 10 18 

" Zene r Diede (6.2V) ( BL AK Only) 530 157·629 

" Zener Diode (6 .8V) ( BK I2 Only) 530157-689 

" Zene r Diodo (6.8V) (BL AK Only) 530 157·689 
Q, NPN Silicon 6 10 142-9 

ca Ele ctrolytic, 4.7 mid., SOV 2 70109-5050 02 NPN Smcon 6 10 142·9 
C9 Electrolvtic. 10 mfd . • 35V 210 109·1 135 
C>O ElectrO lytic. 4.7 mid .• 50V 270 109-5050 
m Electre lytic. 100 mfd. , 10V 270109·1210 '" NPN S ilicon (B K I 2 Onl y) 610142-9 

SeR l Thyristor 611003· 1 

C>< Electrolytic. 470 mId .• 16V 270109·5215 MI SCELLANEOUS 
m Electrolytic, 470 mfd .• 16V 270 109-5215 
C2> Electrolytic , 4 7 mid .. 16V ( B1<12 FBI thru 4 Fe rrit" Bead 364OOS· 1 

enlyl 270109-5 1 15 TM' Thermistor ( 8LAK Only ) 230205·1 
TM2 Therminor (B LAK (Only) 230205·2 

CONTROLS & SWIT C HES " AC/ OC Pow er Ass"mbly 701 479-4 
- Ba ttery Connector 181096·1 

R' 9K. 6~ 1I Speed 220 166-44 -J"c~ 18 1 102· 1 
R' 1 5K. BaH Height 220316·1533 - Tllrmina ls (2 used) 200451 -2 
R' 47K. Ball Wid th 2203 16-4733 n Edge Board Connec tor 181105·3 
R" 25K. Wa ll Center Adjun 220311·3 " 12 Pin Fsmale HSG Mole,,- ( Hand 
An 47K. Wall Wid t h 2 20317 ·4732 Centrol No.2) 180727·2 

"" 471<. PI"ye, No.1 Width 2203 16--4733 " 12 Pin F e m ll!1I HSG Molex ( Hand 
R" 1 SK, Player No.1 Heigh. 22031 6· 1533 Control Ne. 1 ) 180727'2 
R" 15K. Playe, NO.2 Height 220316 -1533 J5thru 
Rn 47K . PI"yer NO. 2 Width 220316 ·4733 m Medule Secket 181069-1 
R"" 47K. Hefiz . Frequency Adjun 220300·4732 ll5 th ru 
R" 100K,Venical F req. Adjust 220316·1043 m Medule Secket 181069·1 
S> Cha nnel S l jd~ Switch 160498-' '" Modulll Secket ( R F Fil t er) 181069-2 

'" Phono Coa" Socket 180902·4 
SEMICONDUCTORS no 6 Pin Female H5G Molex ( Rille) 180732·1 

RF Shield Top 731906-1 
0' S ilicon Diode 530072·1018 R F Shie ld . Bottom 731907- 1 
0' Sil icon Diode 530072· 10 18 RF Shie ld, Side 731908·1 
0' SHlcon Dio rn. 530012· 10 18 RF Spacer 642940·1 
0' GermaniUm Diode 530065· 1002 AC E ><terna l Adaptor ( Olltlona l 
0' GerMilnium Diocle 530065-1002 Accessery) 2A9179 



MASTE R CON TR OL UNIT SE RVICING 6500·5 

701477-3 & 5 "MASTER CONTR OL" REP LAC EMENT PARTS LIST 

The Master Control Unit contains a master board on which 
are mounted Game Card, Game Cord, Player, and accessory 
connectors, adjustment pots, and twelve plug·in modules. 
Field servicing of the Master Control Unit consists of 
isolating any malfunction down to a specific adjustment or 
defective module and making the appropriate adjustment 
or replacing the module. 

RE F. OESCR IPTION PART NO. 

Knob. Speed & Cente . Cont<o! 141393-5 
M~;n Box, Tgp {BLAKJ 142651·1 
MIl,n Box, Top I BK12J 142657·3 
Maln Bgx. Bottgrn 142659-3 
Bat1...-V Holder 142658·1 
BlIUI!.rV Door Co"e, 142693-1 
oogr Sprin!l 731965·1 
ogor Bungn (2 "sad) 102631·4 
Feel, Bleck 14 "sed) 141737-3 

Figure 3 shows the location and function of modules and 
adjustments on the mc:.ster board. The adjustment potentia· 
meters may be turned using a finger tip or screwdriver. 
The modu les all plug verticall y into sockets mounted on the 
board. To remove a modu le, grasp by the edges and gently 
lift one end out. If difficulty is encountered, use a small 
screwdriver to lift the plastic strip at the end of the socket 
to unlock the module. 

SERV ICE ADJ USTMENTS 

CAUTION: UN DE R NO CIRCUMSTANCES ATTEMPT TO 
MAKE ADJUSTMENTS OF T HE RF OSCi llATOR AND 
RF FILTE R LOCATED INS IDE THE META L SH IELD. 
T HES E ARE PRESET AT TH E FACTORY IN TEST 
FIXTU RES TO MAGNA VOX STANDAR DS AND STRICT 
FCC REQUIR EMENTS. IF RF CIRCUI TS ARE DEFEC· 
TIVE REPLACE MODULES AND RETU RN TO FACTORY. 

IF REP LACEMENT OF MODULES IS NECESSARY BE 
SURE TO RESO LDER THE RF SHIE LD COVER. 

Potentiometers are provided on the master board to adjust 
sizes of the spots and frequencies of the vertical and hori· 
zontal sync generators. The adjustments may be made 
using the fingertip or a small screwdriver. Looking at the 
face of the potentiometer, clockwise rotation increases that 
function. 

All adjustments are to be made with unit connected in 
accordance with the installation procedures. Fine tune and 
adjust Brightness and Contrast controls for best display. 
Use Game Card No . 1. 

VERTI CA L & HORIZONTAL FREQU ENCY ADJUSTMENT 

Vertical Freg . Adj. (Using a Frequency Coun ter) 

1. Connect the Frequency Counter Pfobe to TP2 (Vert.. 
Test Point) and the ground of the probe to point W2. 

2. Adjust R39 (Vert. Freq. Adj.) for 60 Hz i- 1 Hz. 

Horizontal Freq. Adj. {Usi ng a Frequency Counter} 

1. 

2. 

Connect the Frequency Counter probe to TP3 (Horiz. 
Test Point) and the ground of the probe to point W2. 

Adjust R38 (Hofiz. Freq. Adj.) for 15,734 Hz. i- 50 Hz. 

For Color Television 

1. Select channel in high VHF. 

2. Fine tune for best reception. 

3. 

4. 

5. 

6. 

7. 

8. 

9. 

10. 

Place the Service mtitch in the middle or "Horizontal 
Frequency" position. 

Adjust the TV Horizontal Hold control until the TV 
syncs with the broadcast sync. 

Return the Service switch to "No rmal" position. 

Connect ODYSSEY Master Control un it to the TV. 

Place the Channel Select switch in Channel 4 position 
and Game Card No.2 into slot provided. 

Place the Antenna/ Game switch in the TV position. 
Tune TV to Channel 3 and Fine Tune for best recep­
tion . (If no signal is available on Ch. 3 use a Color 
Bar Generator to insure Ch. 3 is properly Fine 
Tuned. Turn Off generator after Fine Tuning the 
TV) . 

Place the Antenna/ Game switch in the Game position. 
(If frequency is off the diagonal lines will be almost 
to the point of being horizontal). 

Adjust R38 (located on the Master Board) until the 
horizontal lines afe vertical. At this point the hori· 
zontal frequency is very close to the specified freq­
uency. 

Fo r Monochrome Television 

1. 

2. 

3. 

4. 

Select channel in high VHF. 

Fine Tune for best reception. 

Continue to Fine Tune into sound modulation where 
horizontal lines are evident. 

Adjust the TV Horizontal Hold control until tne 
horizontal lines are vertical and the horizom.Q.~ t:I.:;,.~~ 
bar is vertical on the screen. tThe Horizontal Hold 
control is now adjusted approximately +5 Hz. of the 
station sync.) 
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2. 

3. 

4. 

5. 
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TABLE 1 - SPOT SIZ ES 
Game Card No.1 Di$play 

TV Tube Wall Player Bill 
Sin Width Width Heillht Width Height 

25 in. %in. 1 Y. in. 1 ~ in . 1 in . 1 in . 

23 in. 11/16in I 1/8;0. 1 1/8;n. 7/8 in. 718 in. 
21 in. SlS in', tin. t in. 7/8in. 7/8 in. 

19 in . gl16 in. IS/16in. 15/ 16io . :y,. in. % in. 

16in, Y. in . 13116;0. 13/16 ;0. 5/8 in. S!8 in. 

14 in . 7/16io. 11 116io. 11/16;n. 9 / 16 io. 9fl6 in . 

12;0. 3/B in. s/a in. 5/8 in. !I..in. %in. 

SPOT SIZE ADJUSTMENTS 

Adjust Player Control Units to position Player 1 on the 
left and Player 2 on the right side of the screen. 

Use the Centering control (R12) to put the Wall at 
midpoint of the screen. 

Tab!e 1 shows the relative spot sizes in inches for 
various television picture tube sizes. Pick the size of 
the TV you are using or the listed size that is closest 
and the spot d imensions are listed on the stlme line. 
Use a ruler or tape to measure the spot size during 
adjustments. 

Adjust R17 (Wall Width) until the Wall is the size 
shown in Table 1 (3/4 inch on 25 inch screen). 

Adjust R2B (Player No. 1 Width) for proper width of 
Player No.1. 

6. Adjust R2B for Player No.1 Height . 

7. Adjust R32 for Player No.2 Width. 

8. Adjust R31 for Player No. 2 Height. 

9. Depress both reset bunons and release. The Ball will 
drift to the center of the screen. 

10. Turn the Centering control so that the Wall is not 
on top of the Ball. 

11. Adjust RB for Ball Width. 

12. Adjust R4 for Ball Height. 

13. Turn Centering Control (R 12) so that the Wall is at 
midpoint on the screen. 
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Figure 3 .. Master Board Module Location 
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1. 

CHECKOUTPROCEDUAE 

Visually inspect Master Control Unit, Player Control 
Units, and cables for breakage, cracks. broken or bent 
connector pi ns, broken wires, foreign material, cor­
rosion or other damage. 

2. Check to insure batteries are correctly installed. 

3. 

4. 

REF. 

Following the installation instructions 011 Page 2 
con nect Odyssey to a good T V receiver. Check 
Channel Switch setting in Odyssey battery compart· 
ment. Insert Game Card No.1 in the Master Control 
Unit. 

If t here is no player image on the television screen 
when a Game Card is inserted in t he Master Control 
Unit: 

•• 

b. 

o. 

d. 

•• 

f. 

Rotate the HORIZONTf\ L and VER TICAL con· 
troi s o n both Player Control Units. If the 
Player images do not appear on the screen , 
continue with the check list. 

Check to see that the Channel Selector on 
television is set to the proper channel 13 or 41. 
as indicated by t he Channel Switch in the 
Master Control Un it. 

Check to see that the Game Card is inserted 
properly with the number facing out\vard and 
is plugged in all the way. 

Check to see that t he An tenna·Game Switch 
is in the "Game" posi tion and that the Antenna· 
Game Swi tch has been properly installed. 

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. 

Connect an external +9 volt pO\'Je r supply to 
Jl. If unit now functions normally, replace all 
batteries with new ones. Insure that batteries 
arc properly instal led. 

5. 

g. Check to insure t hat the contacts of Jl close 
when ext ernal ~wer plug is removed. If Jl 
contacts do not press together, bend one or the 
ot her until contact is made. Recheck operation 
with external power supply. Jl is accessable 
thro ugh the battery compartment. 

If trouble is experienced with one or more games: 

iI. Check t o be sure the proper Game Card is 
properly inserted in the Master Control Unit. 

b. 

o. 

d. 

•• 

f. 

Check Game Card to see if there is any visible 
damage to t he card. 

If no Players. Ball . or Wall appear on the 
television screen. t ry a new Game Ca rd. 

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. If malfunction 
changes to other side. a Player Contro l Unit is 
defective and should be replaced. 

In the event the preceding steps fa il to locate 
the problem, the Master Control Un it shou ld be 
repaired o r 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 LI ST 
(Individual Parts wi t h the Module are not available) 

DESCRIPTION PART NO. RE F. DESCRIPTION PART NO. 

Hotl .I:! ... tal SYnc G...,".Btn. ModulI! 7 03491 -3 
v e.tlcal S ... nc GenefBtn. Module 
18L.AKI 7 03492·3 
Vertical Sync G.n".B!n. Module 
(I:IK 121 703492·5 
P, ...... No.1 Ger..fBtO. Module 
(BLAKI 703493·2 

Ball Gen.ta!or Module (BK 12, 703493·3 
Wall Gene.aln. Mndule (B L.A KI 703493·2 
W"II Geneu to. Mndul" (8K 121 703493·3 
Fllp·Flopf English Modul. 703494·2 
Flip.Flop/Ball Modul" 703494·2 
Gilil Malrix M odul. fSLAK I 703495·2 
Gate Matr ix Modul. t SK 12' 7 0 3 4 95-4 

PI.yeo" No.1 Gen"ra!o. Module Summe r Modul. 703496-2 
(8K121 703493·3 R F Oo.ciUator Modul. 703497·3 
Pl ...... No. :2 G .... e.llto . Modula R F Fi lter Modul. 703498·2 
t8LAK, 703493·2 
Pi" ..... No. 2 Gene .... to. Module 

Hand Control No. 1 lit 2 Module 
t8LAK) 703488·2 

(8K 12, 703493.:.3 
ean Gan.uto. Modul. (8LAK) 703493·2 

Hand Control No. 1 lit 2 Module 
18K12) 703488.:.3 
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ODYSSEY TROUBLESHOOTING 

This troubleshooting guide contains instructions fo r locating 
improper adjustments, or faulty modu les. The symptoms 
are fol lowed with the items most likely to be t he cause. 
Figure 1 and Figure 3 may provide helpful information. 

Before making any adjustments or changing modules, inspect 
the chassis to insure al l modules are secure in the ir respective 
sockeu and no mechanical damage is apparent. Connect 
Odyssey to a TV set using the compiete installation 
procedure previously outl ined. Insert Game Card No. I 
and measure the +5.6 VDC on BLAK versions. (+6.2 VDC on 
BK12 versions/ regulated supply voltage at TPI . If the 
voltage at WI is less than 7.5 Volts. replace the batteries. 

The spot generator modules used for generation of Player I , 
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. 

,. 

2. 

3. 

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

8. Width control R26. R32, R6. or Rl7 is set im­
properly. 

b. Applicable spot generator module is defective. 

Player or Ball is too short o r too tall . 

a. Height control R2B. R3 l , o r R4 is set improperly. 

b. Applicable spot generator module is defective. 

Dis play has verti cal roll (may appear as multipl e 
random spots on screen!' 

a. Vertical freque ncy control R39 is set improperly. 

b. Vertical sync generator module is defective. 

4. Display tears horizontally . 

a. Horizontal frequency amtrol R38 isset improperly. 

b. Horizontal sync generator module is defective. 

5. Player No.1 docs not appear on screen. 

a. R26 (Width) or R28 (Height) controls set too low. 

b. Player 1 spot generator module is defective. 

c. 0 1 or SCR 1 in crowbar circuit is defective. 

6. Player No.2 does not appear on screen. 

a. R32 (INidth) or R3l (Height) contro ls set too low. 

b. Player 2 spot generator module is defective. 

c. 02 or SC Rl in crowbar circuit is defective. 

7. Ball does not appear on screen. 

a. R6 (Width) or R4 (Height) controls set too low. 

b. Ball spot generator module is defective. 

c. English flip-flop modu le is defective. 

d. Ball flip-flop modu le is defective. 

e. Gate matrix module is defective. 

f. 02 or SeRl in crowbar circuit is defective. 

B. Wall does not appear on screen. 

a. Rl 7 Wall Width control is set too low. 

b. Wall spot generato r is defective. 

9. No video appears on screen. 

a. TV may be on wro ng 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. 01 voltage regu lator is defective. 

g. Horizontal sync generato r modul e is defective. 

h. Vertical sync generator module is defective. 

i. Summer module is defective. 

j. Master board containing RF circuits is defective. 

NOTE: IF RF CI RCU ITS ARE DEFECTIVE REPLACE 
THE MO DULES AN D RETURN TO FACTORY. ALSO 
WHE N REPLACING MO DULE S BE SURE TO RESOLDER 
THE RF SHIELD COVER. 

10. Ball movement is erratic or drifts slowly. 

a. Engl ish flip- flop module is defective. 

b. Ball fli ~flop module is defective. 

c. Ball spot generator is defective. 

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

a. Vertical sync generator is defective. 

12. At coincidence, Playe r or Ball does not disappear. 

a. Gate matrix is defective. 

b. 02 or SCR I 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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1TL950 RiflE ACCESSORY SERVICING 

General Description 

The rifle is sturdily constructed and is completely safe. It 
is designed to extinguish a light (or target) that appears on 
the TV screen when eitner Game Card 9 or 10 is inserted 
into the Master Contro l Unit. Since the rifle is sensit ive to 
all light sources, it is important that the room lighti ng 
(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 o r sun­
brightened window), it will extinguish the target. 

Sight Alignment 

1. 

2. 

3. 

4. 

5. 

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

Plug the rifl e cord (P20) into the ACC (Accessory) 
receptacle on th e back of the Master Control unit. 

Insert Game Card 9 into the Master Control unit. If 
a white spot of li ght is not visible on the TV screen, 
cock the rifl e 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 is in 
the center of the screen. 

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

Squeeze the trigger, the spot of light should disappear. 
Thus the sigh ts are okay. If the light does not disappear, 
continue cocking the rifle and pulling the trigger 
while moving close r to the screen. 

If aim is off in elevation, turn the screw adjustment 

4. 

5. 

6. 

7. 

B. 

9. 

10. 

11. 

12. 

13. 

14. 

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

Insert Game Card 9 into the slot. 

Locate Pl ayer No.2 on the screen. 

Rotate the brightness control of the TV unt il the 
background level is a natural gray. 

Rotate the LOR Bias Adjust (R 1 1) full y clockwise. 

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

While pumping the trigger, slmvly rotate (R 11 ) cou nter· 
clockwise until Player No.2 spot disappears. (Note: 
allow at least 2 seconds between triggering). If the 
spot never disappears at any setting of R 11, replace 
the gun. 

Press the Player No. 2 reset button. 

Adjust the TV ~9htness and contrast controls 
a white Player N0.-2 spot on a dark background. 

foe 

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

Hold the gun six feet from the TV, ai m at t he back­
ground and pull the trigger. The spot should remain 
lit. 

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

Rifle Troubleshooting 

of the rear sight. (Rotate clockwise to lower muzzle 1. 
or counterclockwise to raise muzzle). --

Target does not disappear when lit. 

7. 

8. 

9. 

If the aim is off in azimuth, loosen the clamp screw 
on the front sight and rotate the 1!ght in the direction 
of error. 

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. 

Aim the rifle at each of the four corners of the 
screen and pull the trigger. If the target disappears, 
turn the brightness contro l of the TV down and the 
contrast control ~ This willlO\vcr th~t level of 
the screen background and brighten the target. 

LOR 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 test ing. 

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

2. 

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

b. Make sure Ii!ns is not tilted. (Replace len; if 
necessa ry). 

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

d. Perform LOR Bias adjustment_ 

e. Rifle is defective. 

t. Master Control unit is defective. 

Targt!t disappears evcn when missed. 

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

b. Perform LOR Bias adjustment. 

c. Rifle is defective. 

d. Master Control unit is defective. 
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703520·' "R IFLETR ON1 X BOARD" RE PLACEM ENT PA RTS LI ST 

DESCR IPTI ON PART NO. RE F. DESCRIPTION 

RE O 

WHT 
BRN 

BLK 

CAPACITORS 
SEMICONDUCTORS 

Etllctro lytic . 47 fTlfd .• 16V 270109·51 15 
Polyester •. 047 mid .• 10%. 100V 250581 -4743 
Eillctrolytic. 4 .7 mid .. !'lOV 270 109·5050 

Q , NPN S il icon 
0> NPN Silicon 
03 NPN 5 ilicon 

CONTROLS & SWITCHES 
MISCEL LANEOUS 

1 mllg .• LOR Bia . Adj ust 220193·36 
TrigD"r 5witc h 731984·1 
RII.et Switch 731985· 1 

LORI Light Dependent Re.in or 
LOR Hold~r . Top 
LOR Holder. Bottom 
Wire Wrap Pin 

P.O 

" 
rc , , , , , , • , , , , 

o .+ 
L 

PA RT NO. 

610 1 13·1 
610 142·9 
610 142·5 

230204·2 
142722·1 
142723· 1 
200460·3 




