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This RCA Studiel! Home TV Programmor is
designed, manufaciured and tested o meet
Federal Communications Commission Rules
and Requiations as of date af manufacture,

- In order to prevent possible interference with
neighboring TV sets, the Federal Commnunica-
tions Commission regulations reguire that you,

a3 the owner of this Home TV Programmer:

P

. ege Do nel connect the RCA Studiod] wires
Introduction .. .. .. ... .. et ien.s i directhy 1o arry [V anienna or cable TV
Connecting Studiof f to Your TV Set .. 2 outlcl. All connections must be mace
Getting Ready toPlay .. ............ 4 through the Selector Swilch box as
Game 1 —DOODLE ... ........... 5 shown.
Game 2 — PATTERNS ... _......... 6 Do not uss any additional antenna wire
Game 3 —BOWLING............... 7 botwoen switch box and TV seil than is
Game 4 — FREEWAY . ... ..., 8 supplied with RCA Studio /1 -
Game b — ADDITION . ............. 9 Do nob attach any other wires 1o the

antenna terminals of the TV set when
using BCA Studicll .




Introduction to
RCA Studio [l

RCA Studicf! brings tomorrow's world of
home video entertainment e ?tou tod a\,i_.
With the Studioll , you transform the TV
set in your home into an electronic
entertainment and educational center for
the entire famiiy.

The heart of the RCA Studio!f 132 100%
selid-state micro-miniature computer
called COSMAC, 1t is smaller than a
fingernail and cantains over 5,000
transistors. Other solid-state devices
provide over 20,000 bits of memory
which are used to store programs.

Five different built-in creative, educa-
tional and action programs are included
with the Studici! , Additional programs
are available In plug-in type cartridges.

Additional new and different garnes and
educational or creative programs will be
made available allowing you to gnhance
yvour Studioi] library of entertainment,

_ POWER SUPPLY

KEYBOARD

AUNIT

18 FGOT
. CONSOLE CORD

(
1 a
[ (cmk £
1 =N =R KR
Ear) kg (A
E3 3 )
L~

A-"_"‘;-'-’g

. FR
LT

. ONIBEE. T
IiND.’LG’EL‘:‘!’OFla:l_.[GHT'

LE Sndio I

| EIRAE TV §THTTRALEAE |
:

AT e

STUDIO | CONSOLE

CLEAR
BUTTON

TV/STUDIO 1
'SELECTOR SWITCH

| KEYBOARD
-8B

:].
d CHARMEL
1 PCHAMNEL.3
T SWITCH
T SOUND ONSOFE
TSWITCH
- fUNDER CONSOLE)




Connecting
Studio Il
to your TV set

RCA Studioll attaches easily to the 300
Ohm VHF antenna terminals on color or
black and white TV sets.

Packed with your Studio [] is g small unit
called the Selector Switch. This switch
wiil allow the Studiol! 10 be received on
Channel Z or 3 of\your TV set just as if
It were another TV station. Moving the
switch 10 the " Studiol] ' position will
turn on the power to the game and
connect 1t to your TV. With the switch
at the “TV" position, the game will be
turned off and your TV set returned to
normal eperation.

P

Selector switch
connections

The method of connecting depends on
the antenna system used for your TV.
There are two basic types of systems,
“300 Ohms™ and *7% Ohms".” You
can tell which type of system you have
by the ’Bx%e of connection to the TV
set. 300 Ohm systerns use screw
terminals for connaction of a pair of
wires, while 75 Ohm systems use a
single connector to attach around
cable directly to the back of the set, as
shown in Figure 1B,

A_ Selector Switch Cennection to Sets with
300-Ohm Systems {Figure 1A}

1. Remove existing antenna wires connected
to "WHF" terminals. Aitach these wires to
the terminals marked "ANTENNA" ¢n the
Selector Switch unit. (See note below for
portable TV sets.)

2. Connect the short length of antenna wire
coming from the Selector Switch unit to
the “VHF" terminals of the TV set.

NOTE:

Most poriable TV sets with built-in antennas
will have twe wires coming from inside the

set connected to the VHF terminals.
[hsconnect these two wires and connect

them to the "TANTENNA" terminals on the
Selector Switch unit, |t may be necessary to
pull extra wire out from inside cabinet to make
this connection. Then connect switch antenna
wire as deseribed in Step 2 sbove,

A‘ of TV Set

Back of TV Set

Screw-0On
UHEF UHF VHF Connactor
@ o 3¢
e : ﬁ Cab¥s To
* E':{;?‘tf,';";a or UNUSED  Antenne
Splitter TERMINALS
Figure TA. Figurg 15.
Typical 300 Typical Direct
Oty Connection 78 Ohm Connection
*I1{ used
SELECTOR
/ SWITCH

TO ANTENNA,
UMHF/VHF
SPLITTER OR
CABLE
TRANSFORMER

Figure 2. Typicat Installation; 300 Ohm System




B. Selector Switch Connection to Sets with
Direct 75-0hm Svstems (Figurce 153)

NOTE:

[n this installation it will be necessary to
obtain a ¢oaxial 76 Ohm to 300 Ohm
matching transformer {such as the RCA
types T0G215 or 10G223).

75/300 OHM
MATCHING
TRANSFORMER

75 OHM TERMINAL
UNUSED

Figure 3. 75-0Ohm Antenna Connection

1, Unscrew coaxial cable connector from
socket on the back of the TV set, then
connect it to similar socket on the
matching transformer. Use care not to
bend center wire in cable.

2. Conngct the two wires from the matching
transformer 1o the terminals marked
"ANTENNA™ on the Selector Switch
unit,

IMPORTANT:

Most sets will have a switch or jumper
leads for changing from a 75 Ohm system
to 8 300 Ohm system. Check the
instructions provided with your TV set
for the proper way to do this.

3, Connect the short length of anienna wire
coming from the Selector Switch unit to
the [frevlouslv unused VHF terminals on
the TV set,

C. Selector Switch Attachment

Select location on the back of the TV set so
that the switch is convenient within the area
allowed by the wire connections. Peel off the
protective paper and press the exposed adhe-
sive surface onto the back of the set.

Power connections

1. Plug the Power Supply cord into the
Selector Switch receptacle marked
“power’.

2. Plug the Power Supply into a 120
voit AC outlet.

3. Carefully unroll the cord from the
StudioII' console and plug into the
Selector Switch recepiacie marked
"console cord”’.

The RCA Studiodl is now completely
installed. You can place the Consolé

at any convenient location within the
limit of the 18 foot cord. Gnce installed,
the Selector Switch can be left on the TV
set, You can unplug the console cord
whenever you wish to remove the console,

Additional Selector Switches {stock #318v102)
and Power Supply Units {i8V101) can be
purchased from your RCA Dealer,

Studio If
COMSOLE

SELECTOR
/ SWITCH

TO ANTENNA"

AC -
QUTLET ﬂ] POWER

SUFPLY +Jga 76 ohim/300 ohm matching
transfarmer if required.

Figure 4. Complete Installation




Getting ready
to play

1. Turn on your TV and set the dial to
channel 3. {See "'Channel Selection”
section.)

2. Turn TV set vojume all the way down.
The Studiof! Consolg provides its own
sound, {See 'Sound” note.)

3. Set Selecior Switch to Studio [
pasition, Red indicator light on
Studio [I. Console will glow,

&, Press Studio!! Console “Clear” button,
then press key #3 on Keyhoard A to
obtain a pattern for adjustment

urposes. Adjust TV set brightness

or the best picture {(clear white

pattern on black backgqound]. It |

may be necessary to a #M fine tuning,

especially if the game channel is unused
in your area and the set has not been
previously adjusted. On some sets, it
may also be necessary 1o turn off

“automatic fine tur;mg_ {usually

marked “AFT" or "AFC™} and any

automatic color cantrols o obtain
nroper brightness and contrast.

a4

Channel selection

Studio!! when shipped is set 1o operate
on Channel 3. |t may be changed to
Channel 2 if there is a strong Channel 3
TV station in your area which causes
interference with the game. (Lines
running through the game picture display.)
Ta do this, turn the Studio !l Conscle
upside down and locate the opemiég in

the bottom marked “CH. SEL.". By
inserting the tip of a ballpoint pen or
small screwdriver down into this opening,
the black switch slider ¢an be pushed from
the "3’ to the "'2” position,

Sound

If desired, sound from the Studioll can

be turned off. The opening in the bottom
of the console marked ""SOUND" contains

a switch which opaerates in the same manner
as the channel select switch explained above.

Now-

Have fun with Srudiol!

When play
is finished.

When. you are through playing, always set
the TV/ Studio /I Selector Switch 10 TV™.
This removes power from the Studiei]
unit-and permits normal TV viewing.



Doodle

1 player-Keyboard B

DOQDLE transforms your TV set 1o an
electronic blackboard. Have hours of fun
drawing pictures, words, or just
“doodling”,

KEY #1
A |C —
boo
o0o | |Ed Sudianr
ooo0
O @
=
\ DEAR J
KEY #0
ERASE &
NO TRACE

1, Press”’clear™ key.
Press key #1 on Keybhoard A. A white
dot will appear in the lower left corner
of the TV screen,

2. Start moving the dot by pressing any
of keys 1,2,3,42nd 6, 7, 8,9 on
Keyboard B. Trace will move in
direction shown by small arrows
next to each key. (Key 2, up;
key 6, right, etc.)

If you hold the key down, the
trace will continue in the selected .
direction, ’

3. Press key #5 on Keyboard B, and you're
ready to write,

To erase or move spot
without leaving traces

Erasing i5 easy. Just press key #0 on
Keyboard B then move marker back over
the trace, After key #0 is pressed, you
can also move spot anywhere you wish
on the screen without leaving a mark.

Press key #5 to resume doodling.

Note: [f spot or trace moves off doodie
area, it will reappear on the
opposite side.

For added fun

By combininF?r&he functions of DOODLE

and PATTERN, you can reverse the image,
making your Doodle turn from a white
drawing on a black background to a black
drawing on a white background. Or, make
just part of the screen white. You can
even §tart anather pattern and have the
hStudioU print over your Doaodle. Here's
ow,

After EOU finish your Doadle, press
key #2 on Keyboard A,

To reverse the image, first press key

#6 on Keyboard B. Then press key
#0 on Keyboard B and the screen will
start to "Famt” itself white, making the
Doodle black. If allowed ta continue,
the screen will become black again.

You can ‘"fregze” the picture an

time by pressing key #b on K;(\),r oard
B and start it again with key #O,

Studio Il will form other patterns
over your Doodle by foliowing
Pattern instructions on next page —
But start by pressing onhi'_q key #2.
Do not press ‘‘clear” or the doodle
will be erased.



Patterns

1 player-Keyboard B

Pattern tips

It's ot necessary to start with a com-
plex pattern. Try a simple pattern, and
the computer will do the work for You,
I¥ you make more than 130 key entries,
the computer will start to form the
pattern even if you do not start it with
the #0 key.

® |1 you move the spot off the pattern
arga, it will reappear on the oppaosite
side.

® Toerase Eart of your basic design, just

trace back over it in the reverse direc-
_ tion,
The Studioll computer can help you 1. Press "clear’ key. & Try these sample patterns:
design millions of interesting and attrac- Press key #2 on Keyboard A, Press keys 3-0 and watch the screen be
tive patterns, |ts not only creative, but . Noto: N ot will appear until an entry painted white.
fun and relaxing. ot J's?n?de on Keff%oard B, Evriasztsghkeys 6-6-6-2-2-0, then sit back and
KEYBOARD A KEYBOARD B 2 II:DFm1a Si n%plﬁ,- bacsi]% d%»si ngwith I-Ehe Press keys 3-3-3-6-6-0.
e S r F 1 an " v » On E\!- . .
bo\érd B. "Small arrows next to keys Press key #2 fifteen times, then 6-0,
KEY &5 indicate trace direction (key 2, up; Press key #6 seven times, then 2-2-0.
“F REEZES" key 6, right, etc.) ‘ Press key #6 fifteen times, #2 four
PATTERN 3 plf]-ess key :ﬁ,i{] c.fn Keytﬁoarth ancbi watch times, then 0,
the cormputer form the pattern by re- : . _
w2l peating your design over and over, %elf’l[%gex%r;g;m J”f%'ﬁ'r}g;ﬁr}'?ﬁfégpmss #2
T KEY 0 To "treeze’” pattern. The patterns can be thirteen times, #4 wwelve times, #2 eleven
e o stopred at any time by pressing key #5 times, #6 ten times, #8 nine times, #4
PATTERN on Keyboard 8. Start pattern again by eight times, gnd #2 five times. Then press
pressing key #Q, key #0 to stari-the pattern.




Bowling

2 players—-Both Keyboards

Studiod]l computer bowling provides hours
of challenging fun, You can make spares,
strikes (and misses) just like in real bowling,

1.

Press “clear’ key. Press key #3 on Key-
board A. Player’s scors.and frame. num-
ber will appsar briefly on Player A's
side of the screen. The bowling alley
with "ball" moving up and down at
left will appear on the screen.

. Player on Keyboard A goes first and

gets two tries {if player bowls a strike,
there is no second try}, Ball is released
Dy pressmgi either key #2 {hook up-

PLAYER A

_PLAVERB

KEV $2Z
KEY 32 KEY £3 START HOOK UP
HOOK UP
A ———mm B KEY #B
A = ac, STRAIGHT
O Stirchin i O
KEY #6 o Begc
STRAIGHT = ® B
L s KEY B
KEY #8 HOOK BOWN
HOOK DOWN X

3, Player A's score appears, and frame
number is shown on Player B's side of
the screen,

-3 %econd player now bowls on Keyboard

6. After ten frames are played, player’s

ward), #5 (straight) or #8 (hook cown- total scores are displayed, and word
ward], “END" appears.

PLAYER A FLAYER B8

SCORE SCORE HOCK

FRAME
NUMBER

DN
KEY #8

5TRAIGHT, KEY +5

HOODK UP,
KEY »2

ALLEY

Mote:
# Ball continyes to move up and down

untii a #2, #0 or #8 key is pressed on
the player’s keyboard,

» The word "MISS” will appear if no pins
- are hit. If you bowl a spare, you scots

15 points, and “SP-15" appears on the
screen. |f you bowl a strike, you score
20 points, and “ST-20" appears on the
screen. 200 is a perfect game

score.

You'll improve with experience. Decide
the type shot you want, pick your spot,
and concentrate on your timing.

Good Bowling\



L

Freeway

1 or more players-
one at a time. Keyboard B

You're racing in a timed 2-minute run.
I's you against the clock. But, you must
steer your car 1o avoid collisions with an
opposing car controlled by the computer,
Accidents slow you down and |ower your

. scarg, It'sa fast, thrilling test of your
" reaction time and coordination.

1. Press “"clear’ key.
Prass key #4 on Kayhoard A,

2. Press key #0 on Keyhoard B 1o start
cars.

3. The car that appears at the top of the
screen is controlled by the computer,
You can steer your car with Keyboard
B by i‘ﬁtre:;smg keT #6 to move right and
key #4 to move left. You can speed up
by pressing ker #2 on Keyboard A, and

resume normal speed by pressing key
#8 on Keyboard A. '

4, After 2 minutes, the race will end and
the computer wiil score you based on
your average speed and total mileage.

~KEY #4

KEY 24 .
KEY =2 STEER LEFT
INCREASE SPEED ’
A | N = ||
] lj'l:l o KEY =B
a0 E Stuedionf! STEEA RIGHT
apo
&
q'E'-l )
Ty
KEY =3 \\KEY =0 KEY =0
AETURN TO ALTEAMNATE SYARTS CARS

NORMAL SPEED START

OPPOSING CAR CONTROLLED
BY THE COMPUTER

PLAYER'S CAR

Now let your challengers iry for a better
5COre, ‘

!

Racing tips

For a faster race and to try for a higher
score, speed up by pressing key #2 on
Keyboard A after race has started.

e Accidents will slow you down. You will
get the best score by maneuvering 1o
avoid as many collisions as possible.

® Don't steer more then you have to; the
straighter you drive, the faster you go.

® For a more difficult race, in Step 2
start race with key #0 on Keyboard A
instead of Keyboard B.

Scoring

Under 40 l.icense Revoked
40--50 Student Driver
51--7¢ Fresway Expert
8085 Professional Racer
96—Up Championship Driver



Addition

1or 2 players-

use either or both Keyboards

Y ou have to be smart and fast 1o score
high. 115 an exciting and competitive game
that witl stimulate your mind and reflexes,

PLAYER A PLAYER B
SCORE SCORE

THREE NUMBERS TO BE ADDED

KEY #B6START

l——=

B <uiont

PLAYER A PLAYER B
ENTERS [ {| ENTERS
UM 5] SuUM

=
SEAA

1. Press “'clear” key,
Press key #5 on Keyboard A, Each
player's score will appear on his side at
the top of the screen,

2. With 2 Players

One player uses Keyboard A and the
other uses Keyboard B. After a few
seconds a 3—d:cg|t number will appear on
the bottom of the screen. Each player
must quickly add the three numbers
then enter the total on the keyboard.

For example: |f the numbers 3-0-2
appear at the bottom of the screen, the
tota! is 5, so the first player to press
key #5 gets scored.

3. With 1 Player
A single player may use either keyboard

and competes with the computer, try-
ing for highest score.

Remember

e Only the first player to enter the cor-
rect total increases his score.

® The faster a player enters the total, the
higher the score. 11 points is the maxi-
rum possible for any one entry.

& | you press the wrong key, your key-
board is locked out and you lose your
turn,

o “ADDITION" is automaticatly timed.
Each group of numbers to be added is
shown for only a few seconds, then a
new group appears.

e Afier twenty numbers, the game is over.
No mere numbers appear, and each
player's total score is shown,

Score

Score mental gquickness and reaction time,

220 — Perfect — You're a geniys!
200 — Super Fast

180 — Excellent

160 — Average — Try harder,
Under 150 — Use a calculator.




Cartridges available include:

TV Arcade Series TV Casino Series

Space War—18V400 Blackjack—18Vv600 i

Fun With Numbers—18V401 L

Tennis/Squash— 18402 I\Yssht:h?:l H"T"s?af;’;e?f

Baseball—18Vv403 ghaol nouse |— - ]
Math and S | S uizzes

Speedway/Tag—18V404 ath and Social Studies

: TV School House II—18Y501
Gunfighter/Mocnship Battle—18V405 Math Fuﬁ

and more on the wa 5

No limit to your fun |
and action when
you add more

Additional Selector Switches (stock

cartridges to your , #18V102) and Power Supply Units
. . . (18v101) can be purchased from.
Studiol! llbrary : your RCA Dealer. These additional
¢ C items, when installed, permit quick
of programs. S and convenient movement of Stu-

dio |l console to other TV sets. -

See your RCA Studioll ‘dealer.

RCA Distributor and Special Products Division | Deptiord, N.J. 08096 “c "
Programs copyrighted @ RCA Corporation 1976 Tmk{s) &  Marca(s) Registrada(s} Made in ULS.A.

5P5.3013 (REV)



