Accessionindex: TCD-SCSS-T.20251114.003

Accession Date: 14-Nov-2025

Accession By: Dr.Brian Coghlan and Dr.Avril Coghlan

Object name: Mattel Intellivision game computer

Vintage: 1979

Synopsis: Game console based on General Instrur@&hiiis610 microprocessor and
associated chips.

Description:

Mattel's Intellivision game computer was introduced in 1979. It was apemmed by
(for that time) very realistic sports and stratggynes, and became very popular. By
1981, Mattel Electronics had close to 20% of thedstic video game market. Game
development continued until 1990, when bhillivision was discontinued. During its
short life, after a slow start, about three millmirthelntellivision were sold.

Mattel had considered producing a game computeesiri976 [1], with concept and
design contributions from Jack Ryan, Richard Ch&ugKrakauer, Jeff Rochlis,
David Rolfe, Dave James, Hal Finney, and in paldicDavid Chandler, along with
input from National Semiconductor, MOS Technologriyd General Instruments
regarding the central, graphics and sound proogssiips. A strong candidate was
the General Instruments Gimini games chipset [R1L977 the chipset consisted of
the CP-1610 microprocessor and RO-3-20480 2048XQ0I& an AY-3-8900/8900-1
standard TV interface chip (STIC), an AY-3-9316AB&x8 dot-matrix graphics
ROM, and external SRAMs (see block diagram atdefow). The CP-1610 operated
only when picture data was not being presented.chipset was designed for use
with standard monochrome or colour domestic TV ikers. Mattel worked with

General Instruments to enhance the Gimini chi@ab[add programmable graphics.

Ultimately this enhanced chipset (see block diagaanight below) was selected as
the basis for Mattel's eventual product, tHatellivision.
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Gimini architecture in 1977. Gimini architecture 1978.
Sylvania manufactured thetellivision hardware. The final product consisted of the
CP-1610 microprocessor plus an RO-3-40960 4096XQMRan AY-3-8900/8900-1
standard TV interface chip (STIC), an RA-3-9600lep@t bridge of the CP-1610
and STIC busses, an AY-3-9316A 16kB 8x8 dot-majrephics ROM, an AY-3-
8914 3-channel sound and noise generator, 1456 bjf8RAM, a 44-pin
cartridge/expansion port, two 9-pin game contrgderts, and a port for NTSC or
PAL TV. In general this hardware was considereda@xcellent.




Notable features were the performance of the 1&B#1610, the 3-channel sound
plus noise generation, and especially the supgraghics of the STIC. The STIC
provided a 20x12 tiled playfield with 8x8 pixeled, for a resolution of 159x96. It
supported a 16-colour palette, two colours per éiloreground/background mode, a
colour stack mode, and a coloured squares modee Texe eight priority-ordered
addressable sprites, each composed of 8x{sixteatspor eight half-pixels}, each
also able to be stretched or mirrored verticallyiantally, with collision detection
sprite-to-sprite, sprite-to-background, or spraestreen-border. All this was able to
be scrolled pixel-by-pixel horizontally and vertigaAll these STIC attributes were
re-programmable at each vertical blanking peridcth& time of introduction these
features were considered to be quite superior tloraestic games machine.

The game controllers had a 12-button numeric keypaf, clear, and enter), four
side-located action buttons (two for left handealypls, two for right handed players),
a pad capable of detecting 16 directions of movenaar plastic overlays to show
game-specific key functions. The controller desigreived mixed reviews.

Rolfe developed the onboakkeccontrol software, Finney contributed sound and
music processing, James developed game propcsadiéng) a team of artists who
designed the games graphics, and Caltech sumnuamgsuprogrammed the first
games.

Thelntellivision was introduced at the January 1979 Las Vegas GESwodular
home computer comprised of the Master Componehidntg two game controllers
for $165, with a proposed Keyboard Component tte finally released in 1981. In
1982 Mattel released a speech synthesiser cartiiatgdivoice that the game
cartridges plugged into.

By 1980 the Mattel marketing was clearly focussedjaming, e.g. demonstrating the
superior graphics and sound compared to the A&Q02and that the Exec’s software
framework allowed new games to be developed maigyedn its lifetime over one
hundred games were developed by Mattel and otRerghe innovations it bought to
gaming, see [1].

General Instruments’ CP-1610 microprocessor [43 @dsewhere in this catalog) was
a derivative of their CP-1600 [5], one of the fggigle-chip 16-bit microprocessors,
which had been developed jointly by General Ins#nts and Honeywell and was
introduced in February, 1975. Its architecture loresemblance to the PDP-11. The
CP-1610 was a slower derivative of the CP-1600ninmat 2MHz not 3-5MHz.

This item in this Collection is amtellivision Master Component including two game
controllers, cables, and documentation, all inahginal packaging, plus one soccer
game cartridge with instructions, also in origipatkaging.

Many thanks to Brian Coghlan and Avril Coghlan danating these items.



The homepage for this catalog islatps://www.scss.tcd.ie/SCSSTreasuresCatalog/
Click 'Accession Index1st column listed) for related folder, ‘&bout'for further guidance.
Some of the items below may be more properly gantiter categories of this catalog,

but are listed here for convenience.
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TCD-SCSS-T.20251114.003

Mattel Intellivision game computer. Game cons@sdad on General
Instruments CP-1610 microprocessor and associaipd.d979.

TCD-SCSS-T.20251114.003.0

| Mattel Intellivision original packaging.

TCD-SCSS-T.20251114.003.0% Mattel Intellivision game computer.

TCD-SCSS-T.20251114.003.0% Mattel Intellivision warranty card.

TCD-SCSS-T.20251114.003.01

I Mattel Intellivision game owners club leaflet.

TCD-SCSS-T.20251114.003.0

b Mattel Intellivision master component owner’'s mahu

TCD-SCSS-T.20251114.003.0

b Mattel Intellivision mains cable.

TCD-SCSS-T.20251114.003.0

' Mattel Intellivision TV cable.

TCD-SCSS-T.20251114.003.08 Mattel Intellivision soccer game original packagin

TCD-SCSS-T.20251114.003.09 Mattel Intellivision soccer game cartridge.

TCD-SCSS-T.20251114.003.1

) Mattel Intellivision soccer game instructions.

TCD-SCSS-T.20251114.003.1

| Mattel Intellivision soccer game guarantee.

TCD-SCSS-T.20251114.003.1

2 X Mattel Intellivision soccer game overlays.

TCD-SCSS-T.20251114.002

General Instruments CP-1600 microprocessor arat@dsd chips. One
of the first single-chip 16-bit processors, simtiathe PDP-11. 1975.

TCD-SCSS-X.20250916.001

Dr.Brian Coghlan’s Collection of Early Microprosess. An extensive
and nearly complete set of unused 1970s micropsoceips, most
accompanied with documentation, some with dematmstréoards. 1971
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Figure 1: Mattel Intellivision in original packag@) front view.
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Figure 2: Mattel Intellivision in original packag@ rear view.
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Figure 4: Mattel Intellivision in original packag@) right side view.



MATTEL ELECTRONICS

INTEWViSION.
Inteligent Television
Master Component

Turns your TV set into a family center
for entertainment, games, and learning fun!

&

ION

Inteligent Television”

Attaches to 240 volts,

50 cycles AC Television set.
Power cord & TV connector
cableincluded.

Two HAND-HELD CONTROLLERS, each features:
12-button keypad + 4 play-action keys » 16-direction control disc + Plus two.

THE MASTER COMPONENT in this package is the heart of the INTELLIVISION™ system!

A sophisticated 16-bit microprocessor delivers a full range of simulated sound effects, three-
i I broad P d high: ion. THIS PACKAGE

CONTAINS: MASTER COMPONENT with two hand-held controllers and owner's manual.

NOTICE - PROJECTION TV OWNERS - Some
stationary game patterns produced by this product
may be permanently imprinted on Projection TV
tubes by extended use at high brightness levels
Consult Projection TV Owner's manual

use of this proguct.

a@

Figure 6: Mattel Intellivision in original
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Figure 5: Mattel Intellivision in original packag
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HOCKEY

0CCER

Assoclation

age! Yes, this time it’s you versus the
tor!

action of hockey! Two teams square off on
he ice! i

Gekoff! The ballis

perio

spilt-second

dribbling, passing, throw-ins,

et kicks. A real test of skill and
rdination!

's whistle, the sound of the.
foaring, the ref's o gour ;

y
inave

Pt your Kl oucan win butyou
o ovory movo:Bocauso 1o sl
computer “thinks” ahead!

NNIS 3
-‘ll'oi‘m in the tie-breaker, serving for match
point. Wham! It's an Ace! All the realism of
championship tennis is recreated in this
exciting game! Tennis :‘!ans"—fu:es and

the puck, but your opponent intercepis
pass and flashes toward your goall Your
goalie makes a great save! Breathtaking
action, power plays, men nthe penalty box
Simulated cheers, buzzers and whistles
punctuate the play!

AUTORACING
You're in the driver's seat! You test your

BASEBALL
two o-

-man o
(exira innings if needed) of Baseball
ftemant. s al h

obs and serves —plus authentic bouncing ball

youblaze forward along the demanding

sounds.

multof the crowd. Everything - walks,
it-and-runs, grand-slammers, a full variety

ARMOR BATTLE"

pi
jich! Play ball!
KING

ppor
are rival commanders who must
maneuver your machines, lay mines and
try for tactical surprise! Battles are fought
hift

second fiming to a variety of unexpecte
hazards! Ao you in a league with the
champions? Find out. Fire up your
electronic engine!

HORSE RACING
the races! You walzn 11

imagine! You

or downnill race. Here's the excitement of
World cass sking! Boat an opponant or

SPACE BATTLE ™

ty
thtaking! And the snow is perfect ail
around.

2
e
ASKETBALL
TWo teams.

computer-controlled invaders! Consult the
situation map, deploy the defense. Switchto
a cockpit closeup. Fire lasers! Save the
Mother Ship! You do it all, amidst the.

asketballplay. Overtime if needed!
unning, passing, dribbling, jump and

Bet:shots, fast breaks, rebount
jum-overs! Fight the 24-second clock
5 a simulated crowd cheers you on.

ACKGAMMON

Uchallenges the champion, teaches the
vice! Thaomputor s your opponent 1

LAS VEGAS
POKER & BLACKJACK

parade. Handicap your picks from tho to.
sheet. Youwatchthe 0dds change. Youp -ce
your pretendbet. They re off! From your sc.t
atthe railyou're partof the fun! Pickern! ¥iay.
the odds! Ortake a longshot!

The thrills and exasperation of the garme.
of concentration - millimeters and touch!
Manipulate your golfers through the
fairways, bunkers and roughs! Players
control golfer's positions and swings
throughout the match, even hooks and

tud

and scores.

shify eyed,computer-smart dealer. o calls,
faises, 6rops - even bluffs! Watch you

protend ortune grow,or watch out, for your
simulated bankioll may disappear. A marvel

SEA BATTLE ™
Allhands man your battle stations! Enemy

player's skill E aglfners willlearn, and
champions will be tested o the fimit!
Gan you meet the challenge?

LAS VEGAS ROULETTE

Bigcasino fun ighton your own TV screen!

The sights and sounds of

ships off the port bow. You and your
heck
enemy position on the Strategy Chart
Deploy battleship, submarine & PT boat.
Standbyto angage onemy | Chock your
e Ch

surround you. Place your pretend bets on the
Big Wheel! “Round & round she spins!” The

firing! Enemy attackers approaching home
ase. Dispatch second squadron! Win the

good or bad!

o

EACH CARTRIDGE SOLD SEPARATELY, SUBJECT TO AVAILABILITY.
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INCELLIViSION
Inteligent felevision
.. Master Component
i

entertainment, games,
and learning fun!

for entertainme

| Fiu}e 8: Mattel Intellivision in original packagg) top view.
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Figure 9: Mattel Intellivision in original packag@ top view closeup.
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Figure 10: Mattel Intellivision.
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Figure 11: Mattel Intellivision in original packagg, unpacking.

Figure 12: Mattel Intellivision Master Componentpacked, front view.



Figure 13: Mattel Intellivision Master Componenprit view.

Figure 14: Mattel Intellivision Master Componeraptview.



Figure 16: Mattel Intellivision Master Componergftlthree-quarter closeup.



Figure 17: Mattel Intellivision Master Componengint three-quarter coseup.

Figure 18: Mattel Intellivision Master Componenight side view.



Figure 19: Mattel Intellivision Master Componengar view.

Figure 20: Mattel Intellivision Master Componengttom view.



4 MATTEL ELECTROMNY
INTtEWiViSiON

i | Model No. 3668

Figure 22: Mattel Intellivision Master Componenbtto)fn view.



INtEWIViSION™ !

| Model No. 3668 3

l
A
\Serial No. ! l: l
'EOperates on 240VAC"u 50 Cyclé }_'. f :

_ 20 Watt f r|:
' t MADE IN HONG KOk

Figure 23: Mattel Intellivision Master Componerdwer bottom view closeup,
showing manufacturing labels.

Figure 24: Mattel Intellivision Master Componeppﬂr bottom view closeup,
showing manufacturing stamp.
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Figure 27: Mattel Intellivision Master

Componentmanty card.



i

Figure 28: Mattel Intellivision Master Componnirga owners club membership form, front and rear.
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Figure 29: Mattel Intellivision game owners clubmamnty and overlay order form.
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Figure 30: Mattel Intellivision Master Componentmsy’'s manual front and rear.
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Figure 31: Mattel Intellivision Master Compoentrmév’s manual pge 2 and 3.



0
or 1, depending on where
th‘a‘fmasfe‘,r Component switch.

N

gdlusmiem door, of

ont of the set to reveal
bl

ny one of ntre
sly depress keys 1 and his Interrupt Call will

ion screen to go blank and will freeze the gal
it. Te  restart the e exactly where ygume;
ey on either Hand Controller and the

§
i

ision set is now ready for normal use.

advisable to remove the game cartridge from the
ponent so as to avoid accidental damage.

ve the game cartridge from the Master Component
ull it straight out of its slot. The Master Component
ys be turned off when not in use. You must push
ﬁwllch to the OFF position.

Figure 33: Mattel Intellivision Master Componentmsy’'s manual pages 6 and 7.



either side may
s with the keys on
)y the o
ase A
ons of mov
s a factor.

i s v il 5 1o ta il f ot
s unmarked, but underneath it are 16 points —
 a compass — which indicate direction. UP on the
rd the keypad) is UP on the television screen; DOWN
isc (away from the keypad) is DOWN on the television
N points are equally

want movement to take place.
ing the disc.
o0 ot
ons on the use of the disc, see the
particular game.

S

ing the coils in the cables, they should not be pulled out

ik
\NT: When playing your INTELLIVISION game, make -
H hand-held controllers are lifted out of their slots in
r Component. Remove BOTH hand controllers even
are using only one for the game.

] 6 TAKE CARE OF YOUR MASTER COMPONENT
ID ‘,HE GAMES CARTRIDGES

1 Do not force games cartridges into the component slot.

le from Aerial Switc
on hard | (back of) TV set. Push it ir

vires. This.

t you might be getting interference from a
rong TV station in your area, switch to the
channel or disconnect the TV aerial cable from
al Switch Box and continue playing. You will have
the TV aerial to the Aerial Switch Box before
e normal TV program viewing.

YING FIELD IMAGE OR
RAY FLICKER ON SCREEN

ridge not properly inserted into siot. Push cartridge in
éﬁl Press RESET.

all connections. Is power plug plugged into wall

‘and wall socket switched on?

i e A L AA-IN TR T P
Figure 35: Mattel Intellivision Master Componentmmsy’'s manual pages 10 and 11.



90 DAY LIMITED WARRANTY

THIS WARRANTY IS GIVEN IN ADDIT|

ION TO
IMPLIED BY STATUTE. AR TGy

LL/v?S/ONW Intelligent Television

Lifestyle Electronics, a d[vlsion of Seventeen Pty. Ltd., 2-
nyson Road, Gladesville, New South Wales,y2111, wza:rzams
he original purchasgr of its INTELLIVISION that the product
will be free of defects in material or Wworkmanship for 90 days
from the date of purchase under normal in-house use.

ng the warranty period Lifestyle Electronics will, at its
option, repair or replace the product without charge for parts or
labour. Return the product to the place of purchase from where
it will be forwarded to an Authorised Service Dealer. Proof of
date of purchase is required. Lifestyle Electronics reserves the
ight to utilise reconditioned parts in repairing the product or to
utilise reconditioned units (carrying this same 90 Day Limited
rranty) in replacing the product.

his warranty does not apply if the product has been altered or
paired by anyone other than Lifestyle Electronics Authorised
ice Dealer or has been subjected to purchaser abuse,
cident, or damage to .
lease read the Owner's Manual carefully before using the
oduct.

Fot;" service after the warranty period, call the following
elephone number for the location of your nearest Authorised
rvice Dealer:

(02) 89 0421 New South Wales

(03) 543 1077 Victoria and Tasmania

(08) 268 5633  South Australia and Northern Territory
1(07) 265 2984  Queensland

(09) 46 8955  Western Australia

ifestyle Electronics’ liability for INTELLIVISION is limited to
§Ims under this warranty and liability for consequential loss
including any loss arising from negligence is hereby excluded.

A flghts implied by statute that cannot be excluded, restricted
modified are not affected by this warranty.

Figure 37: Mattel Intellivision Master Component @Wd mains cables.
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Figure 38: Mattel Intellivision soccer gam, :origirpégka(jihg, front view.



No. 1683
This package contains one Soccer cartridge, two
controller overlays and complete playing instructions.

SOCCER cartridge.

Kicking, passing, scoring, stealing the ball! INTELLIVISION™
Soccer puts you on the playing field! Two “10-man” teams, plus goal
keepers, compete for 90 thrill-packed minutes! (Simulated time.)
Kickoffs, throw-ins & Goalies you can move!

NI PETR

i)

§

-

;

You can make your Goalie move from Football field has regulation Center Ring, ‘\
side to Side! Make him deflect kicks, Touchlines, Goal Area, etc. Field f
block a score! . crawls across your TV screen. ;

® Two player game!

® You and your opponent control the ball, mastermind the
game, offensively and defensively.

® Authentic Soccer action! Corner kicks, throw-ins & goal
~ kicks! Passing plays by life-like figures!

® Computerized scoring! Scoring totals and time
remaining are automatically displayed over the
playing field.

® Game sound effects include Simulated “Ref's Whistle”,
“Crowd Noise”, “Kicking” sounds and more!

i
4
{

INLEWIViSION i

s - (SRR O ¢ NG N
Figure 39: Mattel Intellivision soccer game, origirpackaging, rear view.
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iguké 41: Mattel Intellivision soccerbamé, ofigirpabkaging, folded open.



Figure 42: Mattel Intellivision soccer game cartgiel.

(© Mattel Inc. 1979. PRINTED IN HONG KONG © Mattel iric. 1979. PRINTED IN HONG KONG
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PASS ¥

GOALIE DOWN GOALIE UP

V¥ MOVE PLAYER W

Figure 43: Mattel Intellivision soccer game ovetﬂ;ay




MATTEL ELECTRONICS

EEWLIVISION 1 ticor evison

- CARTRIDGE INSTRUCTIONS

(FOR COLOR TV VIEWING ONLY.)

HEEERREE

CS

Figure 44: Mattel Intellivision soccer

i okl

front and rear.

e

game insttions,

* OFF/ON switch is turned ON. 3 eyt
NOTES: When Keyboard Componentis added to Ma:
Component, cartridge goes into slot on the Keyb
Component, sold separately. ;

(See instructions with Keyboard Component.)

A i

Figure 45: Mattel Intelli

75 . a0

vision soccer game insttions, fronticepiece and page 1.



DIRECTION DISC. Used
control men in any of 16
corresponding to direction you want man to movi

Use with PASS or SHOOT b
t utions fo control dire
ball when passing or shooting. are

Bars at the bottom of the screen indicate which period
isin play —one barfor 1st period, two bars for 2nd period
Athird, DARKER bar indicates overtime period in pl

YELLOW TEAM SCORE

Team scores and time remaining in period are contin
uously displayed at the top of the screen, except when:
screen is “panning.” 3

al, I
, your reactions will hav; tobe v;ry quick!
Until you get familiar with the game, you'll probably wan
tp‘pegln at a slower speed. S
CHECK THE FIELD s =

Soccer field appears on your TV screen AS SOOI
YOU SELECT GAME SPEED. The “CROWD" ROAI

underway, you see the visual effect of a TV camera
“panning” downfield, following the action of the man wif
the ball.

nds the LEFT end of the field. PURPLE
controller) defends the RIGHT end of the

ides for the 2nd period and again -

T wia Hala

- THE KICKOFF 3
YELLOW TEAM ALWAYS HAS THE OPENING
'KICKOFF. ORANGE Control Man takes position in the
Center Circle, facing the ball. Purple Team takes defensive
~ positions outside the Center Circle. Order is reversed
for 2nd period kickoff and overtime kickoffs (if any).

- YELLOW RECEIVER

ORANGE CONTROL MAN

YELLOW RECEIVER

| Figure 47: Mattel Intellivision soccer game insttions, paes 4 and 5.




PRESS DIRECTION DISC ON LEFT HAND 330
GAME CLOCK WILL START. Orange Control Man will -
automatically kick the ball to one of two Yellow receiver
atthe top and bottom of the Center Circle. The computer:
selects at random which Yellow receiver will get the bal
You will hear a“WHACK" as the ball is kicked and another
when it is received. As soon as the receiver gains
possession of the ball, he will become the Offense Contr
Man and turn ORANGE.

ON THE ATTACK-OFFENSIVE MANEUVERS g
When your team has possession of the ball, move
it as quickly as possible toward your opponent's goall .
There are 2 ways to move the ball.

DRIBBLING. Press the edge of the =
Direction Disc in the direction you want
your Control Man (the man with the ball) __ B
to move. He will lightly “kick” the ball in
front of him as he moves downfield. You
will hear the sound of the BALL
DRIBBLING. Your TV screen will “pan”
downfield to follow his movements.

PASSING. To move the ball more quickly downfield and
prevent your opponent from stealing it, PASS THE BALL
toateammate. Select yourintended receiver and use the
Direction Disc to turn your Control Man so that he is
facing the receiver. Continue pressmg the Direction Disc
while you press either PASS bution. You will hear a
“WHACK" as the ball is kicked.

The ball will travel in a straight line at moderate speed,
slowing down as it travels. The computer will calculate
whether the receiver can collect the ball as passed. If the

-

")

Flgure 48: Mattel Intellivision soccer game msttmms pages 6 and 7.

When the screen is p b
when an on-screen player will d|sappsar and reappea

AIM PASS AT THIS POINT.

ON-SCREEN PLAYER.
For every on-screen player, imagine a "POTENTIAL 1 28
PLAYER off-screen, exactly one screen width away, inthe -
direction in which the screen is panning. The “potential”
player does not exist until the on-screen counterpart
disappears. You can, however, pass the ball toward an
off-screen “potential” player. By the time the ball
reaches him, the screen will have panned away from the
on-screen counterpart and there will be a player at the
point of aim, to receive the ball.

NOTE: Players disappear and re-emerge ONLY WHEN
GOAL LINES ARE NOT VISIBLE ON SCREEN. As soon -
as either goal line appears on screen, there are no more
“potential” players. If a player moves off-screen during
this time, he will remain off-screen until the screen pans
away from the goal line.

SCORING

Getin close to your opponent's gozl, then line up your
shot,lusing the Direction Disc to face your Control Man in
the direction you want the ball to travel.

CONTROLLER to move Orange Control Man toward ball.

PR T

7

: s R
Figure 49: Mattel Intellivision soccer game msttmms, pages 8 and 9.

pass is possible, the receiver will move into p
collect the ball. When pass is completed, you wil
soft “WHACK"” and RECEIVER WILL CH,

He is now your Control Man. Previous control man will
revert to normal team color. JAITHIYOS

NOTE: You cannot control the movement of y’o
intended receiver UNTIL he collects the ball.

SELECTING A PASS RECEIVER
‘You may not always see a teammate on-screen who
can receive the ball. Because of the panning effect,
however, you can estimate the position of an OFF-
SCREEN RECEIVER.
As the screen pans to follow the man with the ball, other
players disappear off-screen. WHEN A PLAYER
DISAPPEARS OFF-SCREEN, HE REAPPEARS ON
THE OPPOSITE SIDE OF THE SCREEN, DIRECTLY
- ACROSS FROM THE POINT AT WHICH HE
DISAPPEARED. There is always exactly one screen
width between the point at which a player disappears
and reappears.

EXAMPLE:

Screen panning left. Player Screen panning left. Pllaf)‘ler
i f- eft.

N

L

Hold the Direction Disc down while you press either
SHOOT button. Ball will travel in a straight line at fast
speed. Keep your shots coming. Your opponent can only
move his goalie in “lunges” between goal posts. Move
quickly to “fake him out.”

IT'S A SCORE! The
ball makes it past the
goalie and into the net!
THE CLOCK STOPS.
YYou hear the
“CROWD” ROAR.
Your score increases
by 1 point. Screen
returns to Center Circle
for kickoftf by your opponent. CLOCK RESUMES when
| your p the Direction Disc for kickoff.

OOPS!-OUT OF BOUNDS

You cannot see the Computer Referee, but you will hear
his WHISTLE if the ball goes out of bounds. When this
happens, the CLOCK WILL STOP until game action

i resumes on the field. There are 3 ways the ball can be

’ brought in from out of bounds.

1. THROW-IN. Offense Control Man kicks the ball
beyond either sideline. Computer sends a defenseman

, | outofbounds at the point where the ball went out.

ki ‘ DEFENSEMAN THROWS THE BALL BACK IN to the i

|

! %—ﬁ’—e
.

ﬁ»ﬁ S‘W Sl

)




GOALIE UP “lunges” gc
upward to goal post.

If the goalie touches either the ball or the
. Il’f:‘e b&dli, helwlll gain p
2 - mediat )
3'0‘;'[':? i ;’:;?:;’4"30'.‘:?’,“0 oy ;g::;l!lul,r’!‘to its OV i gg{:rtoIIedetg;':nrg\v;ttg.eobf?gr:gi:/h:p';:;;?ss‘w?ﬁ"T
Ok - % | 0 m i
No corner kick would be awarded. Azl 3 J THE BAL?.Vf?J'r!;u;engLnLdr;g;lBhEe,;E;? it

insttians, pages 10 and 11.

YOU CAN STILL CONTROL THE MOVEMENTS Ol
YOUR DEFENSIVE CAPTAIN WHEN GOALIE IS
VISIBLE. With practice, you can build a tough defense by
controlling both simultaneously. If your Defensive Captain
gets possession of the ball while goalie is visible, GOALIE
WILL REVERT TO COMPUTER CONTROL. YOU HAVE.
PARTIAL CONTROL OVER GOALIE ONLY WHEN
PLAYING DEFENSE. 3 4 >

GAIN POSSESSION OF THE BALL.

INTERCEPTIONS g

Use the Direction Disc to “run” your Defensive Capt
into the path of the ball when your opponent's man
releases the ball to pass or shoot. You can block
and gain possession of the ball. :
STEALING THE BALL 5

YYour Defensive Captain can steal the ball
opponent’s Control Man. “Run” in close to the ma
the ball. If your Defensive Captain touche:

take possession. Get away from your opponent’
Man fast, to prevent him from stealing the ball ba
bine a steal with an immediate

once you have the ball!

alletp

Figure 51: Mattel Intellivision soccer game insttimuns,pl and 13.



where goali
Defense has

Figure 52: Mattel Intellivision soccer game insttions, pages 14 and 15.

INTELLIVISION (

| Figure 53: Mattel Intellivision soccer game insttions, last pages:
overlay order and game owners club membership forms



. Distributed by
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6 Shing Yip Street, Kwun Tong,
Kowloon, Hong Kong.

Guarantee

product carries a Guarantee of three
onths from the date of sale against faulty
rkmanship and material.

ny repair done under guarantee should be
nelled through the dealer from whom you
rchased the product

provided this Guarantee Card
product is repaired by our

ognised provided an in-
with the date and 5|gna

the invoice or dehvery note
e product being returned

] ges or repa|rs Dave been made to this
roduct by unauthorised persons.

PRINTED IN HONG KONG
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Figure 55: Mattel Intellivision soccer game opensageen.



Figure 56: Mattel Intellivision soccer game stagistate.

Figure 57: Mattel Intellivision soccer game duriptay.



