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UNPACK GAME

Vhen you remove game fram box and Styroloam protechion, you should

« SUPER POMNG Control Unit (with 4 size "D batteries)
o Game Cabie to Switch Box
& awitch Box [with twin-lead wire)
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INSTALL SWITCH BOX

SUPER PONG hooks up easily to your television's
VHF serews. Simply find the illustration below that
most closely matches rear of your TV set, and fol-
low those instructions. The only tool remt:re'd for
this step 15 a flat screwdriver.

I your television has four screws only:
1. Disconnect twin-lead wire from television and connect to 300 OHM"
screw erminals on SUPER PONG Switch Box.
1, Connect twin-lead wire from SLIPEE PONG Switch Box "TV" screws fo
WHF terminals or screws-on your television set,

INSTALL SWITCH BOX, cont.

PONG from room to room. The Switch Box, part no. 003643, is available from
Atari, Inc,: see back page of this manual for ordering information,

FEDERAL COMMUNICATIONS COMMISSION
REGULATIONS REQUIRE THE FOLLOWING:
Aveoid using any more twin-lead wires from
Switch Box to television set than are supplied with
SUPER PONG Switch Box. Avoid connecting fwin-
lead wire coming from Switch Box to any television
antenna or cable television outlet. Avoid attaching
loose wires to your television antenna terminals
when using SUPER PONG. Doing any of the above
may cause interference to nearby television sets and

is against Federal Communications Commission
(FCC) regulations.

INSTALL BATTERIES

If no station in your area is broadcasting on

Channel 3:

Remove Battery Cover Plate with a flat screwdriver (see below), Install four
batteries supplied with the game by following diagram, Be sure that batteries
are facing m correct directions, Another electronic innovation from Atari is that
if batteries ar¢ facig in the wrong direction, they will not damage the game:
However, the gamne will not operate until they are turned to correct positions.

Replace battery Cover Plate with slot facing front of SUPER PONG Contral
Unit. Cover will snap into place after rear tabs are positioned in case

SUPER PONG is factory-set to operate on Channel
3. However, if Channel 3 is broadcasting in your

area, you may receive interference, In that case,
you need to change your game to Channel 4. The




If your television has a 5lid£r:
1. Mowve slider on back of set to make connection between two screws.
2. Dhisconnect cable from television and plug it inte SUPER PONG Switch
Box at 75 OHM" connector,
3. Connect twin-lead wire from SUPER PONG Switch Box "TV" screws o
YHF terminals on your television set.

If your television has a short round cable:
l. Disconnect long cable from television and plug it inte SUPER PONG
Switch Box at 73 OHM" connector
, Connect TV's short loose-hanging cable to the connector next to it on
television sel.
3 Connect twin-lead wire from SUPER PONG Switch Box “TV" serews 1o
VHF terminals on your television set

3

o attach SUPER POMNG Switch Box to your television set, peel off protec-
five paper on Switch Box. Press the exposed adhesive surface onto any clear area
at rear of television near antenna terminats. Plug Game Cable into Switch Box
at "LAME" connector. The SUPER PONC Switch Box may be left on the sei

permanently without impairing your television reception.

EXTRA SWITCH BOXES

If you have more than one television get in vour home, you may purchase
Switch Box for each TV, This arrangement will let you easily move vour SUPER

only tool required for this change is a small Phillips
screwdriver.

Remove all four Phillips screws that hold down the Battery Compartment.
Carnfull}' litt up Cnmpartmmt. tn]-‘.mg care not to pL|J| on the wires, Find Channel
Swilch In the small rectangular access hole underneath Battery Compartment.
It will be set at CH 3. Push Switch over to the side marked CH 4 with & screw-
driver.

Mext carefully replace Battery Compartment and its four Phillips screws:
then install all feur batteries to Face in correct positions. Replace Battery Cover
Plate with slot facing tront of SUPER PONG Contral Unit. Cover will snap into
place after rear tabs are positioned in case.

BATTERY ELIMINATOR

If you wish to use normal house correni instead of batteries, you may pur-
chase a Battery Eliminator, part no, 004720, from Afari, Inc. See back page of
this manual for ordering information. Plug Battery Eliminator inta wall sutlet.
Plug other end of Eliminator wire inta-AC lack on rear of Control Unit base. You
do not need o remove batteries from the Battery Compartment; using the Elimi
nator automatically shuts off power from the batteries.

Push doum gently on screwdriver
to release Battery Cover Plate
and expose battery compartment.
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TURN GAME ON

On Switch Box that you've now attached to your television set, push the
TV/Game Switch to "GAME" and turn television set on. If vour set hat an auto-
matic Fine-tuning control, turn this off. Set vour television to Channel 3 or 4,

depending on how you adjusted the Channel Switch ingide the SUPER PONG




TURN GAME ON cont

Control Unit (see "INSTALL BATTERIES" section of this manuat).

Turn television volume completoly down. The buzring sound trom your
I'V's speaker is normal; turn it down ta hear the ball bounce sound coming from
the Control Unit's Spealier

Push On/Off Switch on SUPER POMG Contral Unit to "ON" position, and
walch your television screen become Filled with the colorful SUPER PONG “light
show
Turn pour television's fine-bining knob to gét the best picture image. Press
Start Game Button on Contral Unit, The light show pattern will convert instantly
to a3 playhield.

Slowly move the Game Select Bwitch through its four positions, and watch
the four different games appear on your television screen—Game #1 Caich,
Game #2 Salitaire, Game #3 Super Pong, and Game #4 Pong.

PLAYING CATCH (GAME #1)

First set Game Select Swiktch to #1; then push Start Game Button. Turn each
Knob to move one of the "holes” up or down, and catch the ball through your
hale, The ball never goes oul of bounds, but stays in action until one of the
playars catches it. That player then scores one point on his or her side of the
screen. The ball i automatically served again towards the player who coughd
the ball

The first player to earn 15 points wins the game. When 15 points are scored,
the playfield disappears and the light show comes back on the screen. To get the
playfieid back and start another game, depress the Start Game Button again,

TO RETURN YOUR TELEVISION SET
TO REGULAR PROGRAMS:

I'fe fallowing applies to your SUPER PONG Contral LUnit, regardless of how
the Game Select Switch 3 seb.) Turn off SUPER PONG Control Unit's OnrOF
Switch, SHde the TV Game Switch on Switch Box to “TV" position, then leave on
only the television set, If your set has an eutomatic fine-tuning control, turm it
back on

NOTE: Failure to turn Control Unit to "OFF" may

cause battery draimage in _yﬂur SUPER PONG Con-
dral Lt =

PLAYING SUPER PONG™ (GAME #3)

First set Game Select Switch to #3; then push Start Came Buiton. In this
exciting game, each player controds two paddlﬁ together with his or her Knob
Turn each Knob to move the pair of paddles up or down.

Both the Forwards and Backs reflect the ball if it bounces off the side Facing
the net. IF the ball approaches & Forward from behind, however, the ball will
simply pass right through that paddie.

A missed or out-of-bounds ball at your side of the television screen scores
one point for your opponent. The ball is then served again automatically towards
you. The First plaver to earn 15 points wins the game.

Left Player's Score Right Player’s Score

Left Player's
Forwward
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Forivard
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TV Screen During Super Pong Game

PLAYING PONG"™ (GAME #4)

First set Game Select Switch to #4; then push Start Game Button. Pong is
the classic video game tor the purist—unadulterated fun. It has the same rules as
SUPEE PONG(game #3), except that each playver has one paddle instead of a
[HELL, " -




As a reminder to turm off your Control Urit, the game will continue making a
ball bounce sound after you turn off your television set. The sound will not step
until vou push the On/Of Switch to “OFE"

Right Player's Score
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PLAYING SOLITAIRE (GAME #2)

First sel Game Select Switch to #2: then psh Start Game Button. "Soli-

taire” opposes you against the game’s computer. The player's score is on the left;
the game's score [your number of misses) is on the rght

Turn the right Knob so the adjustable back wall 5 about halfway up the
soreen. MNow use the lebt Knob to hit the ball through the hole at the top right side
af the playtield. As vour technigue shamens, you can ralse the hedght of the back
wall to create a smaller opening

A missed or out-of-bounds ball at your side of the television screen scores
one point for the game’s computer, and vice versa, The ball s then served again
wntomatically towards YOU. TOuT goal is to get 15 points before the EAME's COm-

puter doed, | he best powible score iz 15-0, meaning the game never scored at all
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TV Sereen During Solitaire Game
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TV Screen During Pong Game

SECRETS OF SUPER PONG ™
(Applies o the paddies in games #2, 3, ana 4)

To really enjoy SUPER PONG, you should learn some of its

of the most important things to remember is that the paddie

fine points. On
is made of night
‘parts! Each part reflects the ball at a certain angle as shown below—regardless
of how the ball has approached the paddie, [The middle two
al a right angle or 207
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Dietail af Paddle; 1st-3rd Volleys

However, atler the 4th good hit or volley. the ball speeds-up and is reflected

at narrower angles; as follows

ane

ane

)

-
-
-
-
e
&
3
Detatl of Fedt

1le: 4rhi-Tth Vallews




PLAYING PONG™ (GAME #4) cONT

PLAYING PONG" (GAME #4) con

Finally, after the Bth volley, the angles become very narrow and the ball
reaches its maximum speed; as shown below:

0™ g
'-Jr:i ' agp |
T
]

|

Detiil of Faddle; 8th + Volley

Umnce you become familiar with these fine points, vou can use these different
angles and speeds to surprise your opponent, By carefully selecting where vour
paddle hits the ball; you can choose where the ball will go

LOCKED MOTION

Sharpen your game or fust have fun playing SUPER PONG (#3) or PONG
(#4) by yourself, In the Locked Motion game, one playver uses both Knobs on the
Control Unit, Now trv to avoid any misses and keep the scores as low as possible,
Each miss will be counted as onie point on either side of the net. Your goal i to
"lock up" the ball inte & repeating pattern between the two paddles, so that you
never negd readjust the Knobs

Any number of people can play SUPER PONG and FONG Laocked Mo-
pron. Onee a player has definitely locked up the ball, his or her tumn ends. Add up
any poinks on both sides of the met, and that is your score, The winner has the
lowest score, with 0-0 being the best possible.

You can lock up the ball into & repeating pattern of one angle. The easiest
lockup means the ball bounces horizontally straight back and forth across the
playfield (zee below), between the cenfer of each paddle;

5 |

[

_._\_

Ensiest Lockup Pattzrm

The hardest lackup of all is similar to the one above, except that the ball
bounces at a siight dingonal across the screen, hitting near the entd of each paddle
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Hardest Lockup Partern

The medium-difficulty lockups allow the ball to bounce at various angles
off the tap and bottom playfeld borders. Narrower angles are easier to accom-
plish than wider angles. Playing Locked Motion at various angles is especially
challenging, because the ball cannot belocked up until the game has gone throwgh
all of the ball speedup sequence. If you remember from the "Secrets of SUPER
PONG” section of this manual, the ball speed and bounce angles will not be
constant until 8 successful volleys are made, That is why vou must make 8 good
hits before trying to lock up the game at a certain angle. The simplest version of
angle Locked Motion is a top bounce, then bottom bounde, using one of the
parrower angles:
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DO NOT:

Four liquid in speakér apening,

Leave batteries in SUUPER PONG Control Unit when not in use

Dirop any part of game on hard surface;
Lift game by its wires;
Leave game on when not In wse;

Expose game to excessive heat.

MAINTENANCE

DO:

Avoid leakage that could damage your SUPER PONG zame, by using high-
quality batteries. The size "D batteries required for SUPER PONG are the
same as in a regular Rashlight

Clean all exterior parts of game with 2 soft, slightly damp eloth when necessary

Wrap the cable and wires around base of SUPER PONG Control Unit for sasy
shorage.

TROUBLESHOOTING CHECKLIST

SYMPTOM

Picture fickering when scoring.

CAUSE AND REMEDY

Low voltage, Change batteries,

Mo playtield image on TV screen or whitish-gray screen » Batteries low, dead or not correctly instalied. + Twin-lead wire not properly attached to rear of TV
o Switch Boo set at "TV." Change to "GAME! = Battery Eliminator not plugged into wall and/or Con
» Game Cable not properly plugged into Switch Box kel Unit
o On/Off Switch not pushed to "ON" position.
Mo restular TV programs s Switch Box set at "GAME?T Change to TV » Antenna wire not properly attached to “300 OHRM"
s Twin-lead wire not properly attached to rear of TV screws an Switch Box
Buzzing sound from TV loudspeaker .

Television volume on too loud. Torn volume control all the way down

Plavfield image clear and sharp, but bars or lines move

ACTSS SCreen

o Local TV station broadcasting on same channel as
SUPER PONG is operating on, Change Channel
Switch Contrel Unit to other channel (see page 2)
Cable TV or community antenna leads in room or
nearby are carrying both Channel 3 and 4 programs.
In addition, owner has wired up cable to SUPER

PONG Switch Box using the small transformer with
In
rare cases, owner should simply remove this frans
former and connect cable directly to SUPER PONG
Switch Box at "75 OHM"” antenna connection.

twin-lead wire supplied by cable TV

COTTDETYY

-

Flayfield fuzzy like weak TV station signal

Poor connections at antenna terminals of TV set or Switch Box

Plavfield unsharp, unsteady or no color

I'V se1 not fine-tuned for best picture. Use Hine-tuning knob, color or tint conirpls on

IV set to adjust

SUPERPOMNG worked betore,

pharp, whcledar ofF urmtable

but picture suddenly un

Batteries need to be replaced or fine-tuning knob on TV set was ch inged, Readn

JLER

Hnestuning control
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HOW TO ORDER REPLACEMENT PARTS

The model Number of your SUPER PONG game is stamped on the Battery
Cover Plate. Always mention the Model Number when requesting service or

repair parts tor your SUPER PONG.

Part No: Part Name

AD03640 Control Knob
003643 Switch Box
CAOQ10059-04 Battery Cover Plate
004720

Battery Eliminator

Purchase Locally Battery, size "D”

™

The parts listed above should be ordered directly from Atari, Inc., Consumer
Division, Parts Department, 1195 Borregas Avenue, Sunnyvale, CA 93086, When
ordering replacement parts, always give the following information:

1. Fart numbor 2. Part name
3. Model number 4. Name of game




