* If you experience a problem with this toy orare
missing a part, please call us at 1-800-432-KIDS,
rather than returning this product to the store..

*Adultassemblyisrequired. =
* Tools needed for assembly: Phillips Screwdriver,

* Please s'_ave these instructions for future reference.

Slotted Screwdriver, Hammer, Piece of Cardboard.

- Thankyoufor purchasing the Fi_s_h_'e'r-._'ﬁ'r:iéé:Tri;)'l"é'A}c::ad'é."- ]

- The Triple Arcade should be assembled by an adult,and
preferably by two adults. Please read these instructions .~ 7~
“carefully and identify all parts before assembly. Refertothe .-

partsillustration and parts listforidentification. '

Fisher-Price recommends thatthe toy be periodically exam- -
that any potentially hazardous

ined for potential hazards and
parts be repaired placed::

[EastAurora, New York 14052

umers using TTY/TDD equipment;
mers using TTY/TDD equipn

children'sreach.

+ As withal eleciric products, precautions sh
handling and use to prevent electric shock.
» When not in use for extended periods of time, the 9-volt AC adaptor
should be unplugged from the power source.

- Please keep small parts, hardware and plastic bags out of




Important Safety Information

FCCNOIE v
PartsList.......... _
Hlustration of Parts
Assembly ......... .
Storage...._..._. ..
Game Piay

. Pmba!r




Triple Arcade and in these instructions.

* Do not expose the Triple Arcade to water or moisture. Do not use the Triple Arcade near a laundry sink, in a wet basement
or neara swimming pool, etc. o R :

» Always leave sufficient épacé_ around the Triple Arcade for ventilation. =~

* Keep the Triple Arcade away from extreme temperatures such as found near a hot radiator or a stove.

* Keep lighted candles, cigarettes, cigars, etc., away from the Triple Arcade,

* Take care that objects do not fall onto or that liquids do not spill into the Triple Arcade. -

» To clean the Triple Arcade, first unplug the AC adaptor and then clean with a soft cloth dampened only with water.

* Use only an AC adaptor with 120 volt 60 HZ AC household current. The AC adaptor output must be 9 volt DC 1A with
positive on the center connector. Use only a UL/CSA approved ACadaptor,. . A '
PLEASE NOTE: Use of any AC adaptor with output other than that specifiéd @:'duld'damagé'your T_Tri:pfe Arcade. Use of an
AC adaptor with incorrect output voids all product warranties. .o T P T R
*» Do not use the Triple Arcade_"AC adaptor with other products. _ S _ L
» Connect the AC adaptor only to the AC power source as marked on the Triple Arcade. Do _h'p_t _u_s_:e with an extension cord. -
* Route the AC adaptor cord to prevent it from being pinched, or walked on, or melted by a hot stove ora radiator.
*Unplug the AC adaptor from the wall outlet when the Triple Arcade is not used foralong period of time. . .
» Do not disassemble the Tﬁpf_é Arcade pinball module or controiler, They do not _bb_hté?n CDhs__dmé_if¢é_'e:rviceable parts.
 should be serviced only by qualified service personnel at Fisher-Price when it no longer works due to the
following reasons: R T EIREREE I :
'~ The AC adaptor orits plug has b_eeh' '_cfiamaged.
Objects have fallen onto the Triple Arcade. .
Liquid has spilled intothe Triple Arcade. -
The Triple Arcade has been exposed torain, - e e
 The Triple Arcade does not appear to operate normally or exhibits a marked change in performance.
The Triple Arcadehas beéf;'d'rdppéd_,’iir__the.f_rafrié_dé_mésedf'- e ST R

« Before using the Triple Arcade, please read a_nd_fdl_b@_a_il cautaons,safetyand operatmg E_n_s_trht:ﬁ'oﬁs'I'b"cé'ied onthe

* The Triple Arcade sho

following two conditions: (1) This d
eceived, including terference
quipment has been tested and fowind to comply with the fimits for a Class B digital de ice pursuant to part 15 of
the FCC Fiu_les‘.The_s_eJimits'are:_desig_neq to provide reasonable protection against harmful interference in a residential = =
installation. This equipment generates, uses and can radiate radio frequency energy and, ed a rccordi
the instructions, may cause harmful interference to radio communications. However, there is no guarantee that interference -
willnotoccurina particular installation. If this equipment does cause harmful interference to radio or television reception, _
which can be determined by turning the equipment off and on, the useris urged to try to correct the interference by oneor. . . -
moreofthef_qlio_wingmes_.—_lsu_res: T R B e e e T o EEE SRR .
* Reorient or relocate the receiving antenna.
* Increase the separation between the equipment and receiver,

* Connect the equipment into an outlet on a circuit different from that to which the receiveris connected.
* Consult the dealer or an experienced radio/TV technician for help. . :

if not installed and used-according to



If you experience a problem with this toy, or if you are missing a part, please call us toll-free at
C T 7 1-800-432-KIDS, rather than returning this producttothe store. - .. ..

[lustration

[ Number .E.Jéscfi.pt.ion B | Quantity
' - o : - Frame.... o -

1" Screw — 23 Flat Washer— 2 - Plunger ... -
- .. PlungerCover .
_ BaliReturn. . . .
. Front(Short)Leg.
_Back(Long)Leg ... .
A0 TBIPIUG e
13 Backboad. .. . ' '
4 Rmo
15 BasketballNet .. ..
. RetainingPlate
 CatehNet

- e Sorew—4,

ALL SHOWN ACTU:A*—_'S'Z?“ Gy

 LargeHardboard - 0
. SKEEBALL®Bal .
. Basketoall .
- Label Sheet (not shoy

packaging materialuntil® -
irts

* Please saveall g
- assembly is complete to ensure thatno p
* Foryour convenience, an extra piece o
‘type of hardware is included, - :

feach




assemble tona rug ortarp

PLEASE NOTE: To protect the fmlsh on the Tnple Arcade T

| - F?_E.nbé_ll-_!;\._r_.ea.__'__-_.'--

' ':- Remove the clear plastlc film from the pmbafl area
- and dlscard L : : :

_____'::Pinball ReialnerChp

-Llftthefrontedgeoftheframesllghtly . L
L oPosmon the plungersothatt e__rfbs aredownward L

© e Tum theframeface down. oo
e Remove the pmball retamer Cllp and dlscard

~ PLEASE NOTE: You may eed to tug hard on Ithe plnball '_

: retamer clzp to remove |t

% Moveabie Tab

Hole

* Insert the plunger completely into the hole in the front edge
of the frame at a slightly upward angle.

* Locate the moveable tab.

* Lower the plunger so that it inserts into the top of the
moveable tab.



: « Place the plunger cover overthe p!unger

e Flt thezbali:'retum ontc the frame

« Insertfour 1" screws and tlghten Wlth a P h”lips SCferﬂVBf_- e insertfour 1" screws and trghten wrth a Phxltlps screwdr;ver
E R : AR Donotover-trghten N R .

Do notover- tlghten e

e

= . Pull the plunger out to be sure the sprmg IS engaged lt
- should spring back.

gk cover and repeat stepSO

S ifthe plungerdcesnotsprmgback removethe p!unger

LI screw. through the frame and mto the flipper..
e  Tighten the screw w;th a Phillips. screwdrrver
.. Donot over—tlghten Shmadn
e Hepeat this procedure to attach the hardware (1 screw an

' washer) tc the fllpper on the other 31de of the frame

e Attach one of the washers to a 1 screw and :nsert the




Cardboard -«——@
Foot /§

Coltar

Leg

t—tol_e _

- To protect the surface place a plece of cardboard on _
thefloor. : :

E '__'- Posntlon one of the legs w1th the hole toward the f!oor
» Insert a foot co!iar mto the ieg

."_“';:' Place a plece of cardboard cn top of the foot collar and tap :

S w:th a hammer untll secure

Foot Bolt

. Insert the foot bolt into the foot coltar and fasten oompfetety. _

e Repeat steps 9 and Pto assemble the foot coliars and
L foot bolts to the otherthree legs :

sees
. Front LBQS o Q A

..u[?:: P;Ug

nAu P]ug nBll Plug .i:Cn.'P.Iug

. Sort the tront (sbort) !egs frorn the back (long) Iegs |
* The "A" and the "B" plugs wiil be assembled to the front

(short) legs.

* The "C" and the "D" piugs will be assembled to the back

(long) legs.




Hole

e VAN

Notch

"A"Receptacle

. Posmon one of the front (short) !egs S0 that the hole

“ g upward. -
+ » Slide the "A" plug onto one of the front (short) Iegs You - -
may need to use a hammer to tap the "A" plug in place. . «» Note the ietter labels on the frame o
» Align the notch on the “A"plug with the hole in the front leg. « Insert the front leg w1th the A" piug mtb the A" receptacle
« Inserta '/2" screw and tighten with a Phillips screwdnver ~ « While holding a piece of cardboard overthe end of the leg,
4 Do notover-tighten. - - tapitinto place with a hammer. :
N . Egr?f(eslﬁg:g Ferocedure to attach the "B P'UQ tothe other . eInserttwo 1" screws and tlghten witha. Phllllps screwdnver
g e Donotover-tighten.
- e — - ~+ Repeat this procedure. to assemble the front leg w;th the
. @ [T AR R TN S SO o "B“ plug mtothe "B" receptacie T

. Hole

3 - ~ Notch LN
gl | rcReceptacle

« Position one of the back (long) legs so that the hole
isupward. ' '

« Slide the "C" plug onto one of the back (long} legs. You
may need to use a hammer to tap the "C* plug in place.

« Align the notch on the "C" plug with the hole in the back leg.
« Insert a /2" screw and tighten with a Phillips screwdriver.
Do notover-tighten.

« Repeat this procedure to attach the "D" plug fo the other
back (long) leg.

«‘Insert the back leg with the "C" plug into the “C" receptacl

« While holding a piece of cardboard over the top of the leg
tap it into place with a hammer.

« Insert two 1" screws and tighten with a Phillips screwdrive
Do not over-tighten.
+ Repeat this procedure to assemble the back leg with the
"D* plug into the "D" receptacle.



- AChoaptorSocket

'F._-ééteh_;_théh?fl_qqp:_I?.thf_?d:thé_clip, usingaslotted =
Cooscrewdriver, . o T

+TumtheTripleArcadeupright.

. PLEASE NOTE: The AC adaptor socke
- underside of the Triple Arcade. = -

slcatsaontne

e —

- cleananddry. |

*Make sure the areas where the labels will be appliedare .~ L~ -

~ * Applythelabelsasindicated inthe ilustration. -

~ -.-unassembledto crea

= For best adhesion, try to avoid applying the labels more .~

‘e Insert the‘sc.b_'f.e.P_addie'o'n'tﬁé'béékboard through the
netopening. .- LR .

* Position the rim, rib side up. B R
* Beginning at the stem of the rim, insert the net loop up
through the siot.



Backboard —

lnsertthe rim mto the backboard o L
» While hcldmg the. nm ;n place wnh one hand turn the
backboard around. . :

e Inserttwo 1" screws mto {he backboard and tlghten Wlﬂ'l a.

Phillips screwdriver. Do not over-tlghten
IMPORTANT NOTE: Accurate scoring depends on futty:
tightening the rim to the backboard. Make sure there is .
no gap between the nm and the backboard

- ScorePaddie

e Make sure you can push the score paddle down UI‘ItIl you

“hear aclick. it shou]d move freely. "
» If the score paddle does not move freely,

remove the r;m

'_ from the backboard and the net from the rim and repeat

' steps @ @ '

~ » Assemble the remalnmg net loop to the chp (please see

steps O - ®)-.

' IMPORTANT NOTE Puli down on the net t_o be sure all net =

. -loops are oorrectly fastened to the nm

4@l FRONT
» Turn the backboard assembly up8|de down Make sure tf

het is pointing toward the front of the Triple Arcade.

« There is a cord located inside the frame peg. Pull the corc
out and insert it through the hole in the pole.

« Slide the pole onto the frame peg.
« Allow the backboard assembly to rest on the frame peg.




/ -+ . - “RetainingPlate

» insert th_e‘c_ord' through the hole in the retaining plate.
* Fit the retaining plate into the frame peg. '

* From the back of the Triple _Ar_catié_, push _ihﬂé 'p"olé_fup'O, S
.. rotate it counter-clockwise €, and then loweritintotheplay - .
| poston@: R TR TEREY

.+ «Insert three 1* screws and tighten with a
... screwdriver. Donotover-tighten. IRt
- *Plugthe end of the cord into the pole. - - .=




* Place the SKEE.-B
_of the Triple A_rc_a_d 2

GRAME SELECTIONS o or .
P PINBRLL G e e
B - BRSKEYaRLL IMeD syogq]
B2 - BASKETBALL Fiee SHoot ||

B BKEE-BALLY 7 1o

daptor plug info the socket on the undersi
i

_ éh'f@ffo'r_:IOCa_njc_a!'_)'_'Of-tﬁé socket.) -

Rotz TONAVOL
clockwise tothe "ONp
.. *Slide the game se ecti



* Atiach the two elastic 1oops on one side of the catch net

fotheendsofthe bracket. . . 0T
e _Rep_ea't_:th'is:p'r'oc_edure_to attach the catch net tothe "

- otherbracket, . -

ps onthe netare designed -

Ttofittightly onthe brackets, =" SeE
 Assemblyis now complete,

. PLEASE NOTE: The elastic loo,

. Brackets g

d pegs as shown. Make.

» Position the catéh'_riet,'b'rac':_két_s_ an

sure the pocketfaces up.

thecatch =

the bottom of

-+ Insert the pegs into the sleeves at

pegis downward. .

- het. Make sure the smooth side of each

PLEASE NOTE: The

pegs are designed to fittightly in the

sleeves.



 Basketballs "

Catch Net - _';:fg'

"% Place the basketballs into the catch net pocket
. FoEd the catch net honzontalty in half

| e From the back of the. Triple Arcade, pushthe pole upo
- i nto_the siorage

o

' '.:" RO =
S\ va v

LA

\ Q.,Q

"o

Fastene'rl_ ' j':.;f_
Strap

(

Rim

Fastener Strap -

= Fasten the two fastener straps, as shown. + Place the caich net with basketballs on top of the rim.



' """B'é.éketbalt

Your Fisher-Price "I'ripi.e Arcad'e is three gérﬁés'in one: P.in.b'all, SKEE-BALL@
with an automatic shut-off. The Pinball motor will turn off after a
back on, simply rotate the OFF/ON/VOLUME dial to the "OFF

the plunger to release the pinball back into play.

_ Controller.

o SmallHardboard -

s

_ Partsneeded: Small Hardboard, Large Hardboard

| Controller -

* Place the smalf hardboard over the SKEE-BALL® target area.

* Place the large hardboard (with the decorative label facing
up} over the small hardboard.

and Basketball. The Pinbali motor is designed

pproximately 3-5 minutes of non-use. To turn the Pinball motor
position and then back to the "ON" position. Or, pull back on

- |PBAME SELECTIONS - 3
AP - FINDALL
. Bf .« BASKETHALL TIMED SKOOT
B2 - BASKETEALL FRSE SHOOT
5 - SKEE-BRLL® : .- -

_ Game Selection Switch”

-+ Rotate the OFF/ON/VOLUME dialonthe controller

 * Rotate the OFF/ON/VOLUME dial to a comfortable. . |

'« Slide the game selection switch to*P* (Pinball), *

 Slide the number of players switch to 1, 2, 3or4.
* You should hear a whirring sound. This sound means that
the Pinball motor is working and is ready for game play.

PLEASE NOTE: You will only hear this sound during Pinball
game play.




- TwoorMorePlayers: . : :o oo

|| oRME sELECTIONS
P L PINBALL :
B - BASKETBALL TIMED SHOOT

: }lE2 - BASKETBALL FREE SHOOT |
: l fs - skee-BALLS. : .

Number of Players SWItcn

Enmessﬁmuns

L PINBALL

y m - BASKETBALL TIMED SHOO?

- “N8a . BASKETBALL FREE SHOOT
S . SKEEBAWS

ControllerWindow

- game play beglns _
L. Player‘l- should see F’T m the Ieft 3|de and 1 m the rlght

- Make sure the number of playere swnch |s set to 2 3 or 4

“before game piay beglns

:"_- Player 1 should see P1iin the ieft srde and 1 in the rlght
. side of the controller wmdow Th|s means |t is player1 s
: frrsttum S S o

S ) Puil back on the plungerto release the ptnball m’{o play
i ."PLEASE NOTE Ifthe plnball does not release ‘check to be -
- ‘surethe. plnball retamer cllp has been removed See page 5
step@®. i
*Use the fllppers to keep the pmbai! ;n play
. Play aEI flve plnballs to get as many pomts possrble

7

: _-':i-. p;ayer 1pulls. back on the plunger to release the fll’Si
. -pinballinto play. . ' '

» Player 1 usesthe ﬂlppers to keep the plnball in play

* When the first pmball is lost, player 1's turn |s ﬂnlshed ltis
now player 2's turn.” :

+ Player 2 should see P2in the Ieft side and 1in the right
side of the controfler window. Thzs means that itis player
2'sfirstturn.

« Play continues, alternating turns until each player has

. played all five pinballs.



Scoring

—

High Score Button -

2

AN : — :
e B - GRMES | OEFan FLRYERS l
[t — =
/ =) J TR o
. /——] . 8l - FaS?tETﬂRLLﬂMED

/

-+ J'sunar .
82" erskermaw sree sHoo]
St SKEEHBITY

1

Controller

 “+ After each player has played all five pinballs, the controlier .

‘will flash the final score for each player. =~ .~

. PLEASE NOTE: The high score button will record the game |+
high score as long as the Triple Arcade is turned "ON" and in :

the same game mode (Pinball). When the game modeis

- changed, the game high score for Pinballiserased. = -~ - ..

= Press the high score buton o see the game high score. - -

~ ControllerSelections .

Set-Up o

Parts needed: Small Hardboard, Large Hardboard,

oo GKEE-BALL® Balls—3

. Numberof Players Switch

| . OFFIONNOLUMEDal ~ \ = - =

g ME T -

| GAME SELECTIONS il i el e
S | N TR | R

i1 {181~ BRSKETEAL TiMer SHoof} Y
"'} B2 - BRSKETBRLL FREE SHOQT A1 -1 -

kY

* Rotate the OFF/ON/VOLUME dial on the controller
clockwise to the "ON" position.

* Rotate the OFF/ON/VOLUME dial to a comfortable
listening level.

+ Slide the game selection switch to "S" SKEE-BALL®.

* Slide the number of players switch to 1, 2, 3 or 4.




Two or More Players

- OnePlayer .. i

Number of Playérs' Switch

PLER;
3

GAME SELECTIONS .
P - PINBALL :
- J{B) - BRSKETAALL TIMED SO0

B2 - BASKETEALL FREE SHOOT
<[] S .~ SKEE-BALL*

. gameplaybegins. . .. o
..+ Player 1'should see P1 in the left side
" side of the controller window. This mean

st e RO 8 O

andtinthe ight
js ane’“l ‘i

B " lofts into the SKEE-BALL®scorearea, =

- »The player gets to play nine SKEE-BALL® balls.

~Wiake sure the number of players swich s setto 1, before .

e e R AL B o ontho aley, oAl - o er 1 aims and rolls the SKEE-BALL® ball on the alley

© Number of Players Switch - -

- B~ bASKETARLL IIMED sHood]
- |[22 ; BRSKETBRLL FREE SHOOT
SIS SKEEBALLY L

lamE sergemons 0
iR PINGRLL ST

Controlie_r_W_jhdo_w- L

» Make sure the number of players switch is set10 2, 3 or 4
_beforegameplaybegins, - -

o P1.inthe Jeft side and 1 in the right
rwindow. This means itis player 1's

-sothatitlofts into the SKEE-BALL®score area. .-

"« Player 1 plays nine SKEE-BALL® balls,

* ltisnow player2'sturn....°

* Player 2 should see P2 in the left side-and 1 in the right
side of the controller window. This means that itis player
2'sfirstturn. o '

* Player 2 aims and rolls the SKEE-BALL® ball on the alley
so that it lofts into the SKEE-BALL® score area.

= Play continues until each player has played nine
SKEE-BALL® balls consecutively.

i



Setéup :
Parts needed: Catch Net (assembled), Basketball -2

BFFO PLEVERS
it i

GRME SELECTIONS
P - PINERALL
Bl - BASKETBALL TIMED SHOOT
B2 - BARSKETARLL FREE SHGOT
S - SKEE-BALL*

/

]
/

<

* After each player has played nine SKEE-BALL? balis, the
-controller will flash the final score for each player. . -

* Pressthe hlgh score button 1o see the game high score : -
-'PLEASE NOTE The’ high score button will record the. game R IR
high score as long as the Triple Arcade is turned "ON"andin
‘the same game mode (SKEE-BALL®). When the game mode
is changed, the game high score for SKEE-BALL®is erased.

Contr_ol!er

" Pole

- From the back of the Tnple Arcade push the. pola upo
“rotate it counter»ciockwmeo and then iower :t tnto the i
' ptay posmon 0 . o : RSN

* Insert the catch net pegs into the holes in the front edge of
the Triple Arcade.



S {bSE
L RIS
. ®Inse . ! _

~ - down on the bracket to be sureiitis sectire.

RS B
2 ‘1‘

- * Repeat this procedure to attach the other bracket tothe
backboard. S R T

Thr

1

&
. ll/@o-‘\\‘q

/ . .. K ..

Elastic Strap

. Middle _
Groove ..

e

e OSTOASASSNNIINAKH | L Tightly wrap the elastic straps around the pole and fasten.
rtthe bracket tabs into the s_iots-int_he.bac_kb_oard._Push : ' stic ' '

~“Make sure the elastic straps are positioned in the middie
grooveonthe pole. © s s T

Controller Selections

o :".N_u_mbe'rof F'ia_y_érs Switch

GHME SELECTIONS

B PINBRALL ]
Jl Bt - BASKETEALL TIMED SHood)
B2 - BASKETRALL FAEE SHOOT {]
L [fS -+ SKEEBRLLS -

~Game Selection Switch

Controller

+ Rotate the OFF/ON/VOLUME dial on the controller .~
. Clockwisetothe "ON"position. -~~~ . . "

-+ Rotate the OFF/ON/VOLUME dialto a comfortable
U listeninglevel.

* Slide the game selection switch o "B1"
(Basketball-*Beat-the-Clock").
» Slide the number of players switchto1,2,30r4.




"Beatthe Clock" One Player
One Player

e Number of Players Switch

thEN
=

R D _. GRME SELECTIDONS
TP .- PINBALL

PLAVEAS

: " HBI '« BASKETEALL TIMED SHOOT
10 |[B2 - BASKETBALL FREE SHOOT
- {|$ - SXKEE-BRLL*

'T_

. Make su rethe num er of players swrtch iS set to 1 before
.game play begln_' :
7 s Piayer 1.should see P1.| _

“.Qinthe: rlght side of the controller window, Th:s means
- pfayer‘l is ready to begm shootmg baskets R

Controller Window

!
525

e ;&;&;&;
VIS

4‘.’«»‘_"«
s AT

4TI T
e
el

So%
s e
oleleieTe

£
g,

42
VN

o
B AV A S AT ATATAY )
e

._:;sa.
SO0

'.- The 30~count clock beglns after: you make a basket

* Each basket gets two pomts (shown on the nght srde of the R
controllerwindow). - '

* When the count clock reaches 10, the pace gets faster and
each basket gets three points.

e Make sure the number of players sw:tch is set to 2 3 or 4 _ ':

he mlddle 30 in theleftsade and

e . The 30- cou nt clock begms after player 1. makes a baskei

| « Each basket gets two pornts (shown on the nghts e of the Hi
controllerwmdow) :

':5.;'_ When the count clock reaches 10, the pace gets faster and _.: e

o .'_Player 2 should see P2in the middle, 301in the Jeft sade and

- Two or More Players

Number ef'PIaj}er_'s Swﬁch |

T DFON
2 p GHMES Vit

/ uan Pr O O) e

PLH‘VE‘HS " l

| Bl - - BESKETEALL TIMED EHGD'I ..
B2 - BASKETERLL FAEE SHDEIT

ﬂ' ]l s

- SKEE-BALL,

_ | Centrol!erWindow _' _

before game play beglns

_- Player 1 should see P1.in the middle, 30 in the lsft side and i
~0inthe right side of the .controller wmdow Thismeans ..

piayer 1is ready to begin. shootmg baskets

GRME SEJ.ECI?DHS
NP PINBALL ! U :
i = 1 '!]M :
.-} B2 - BASKETBALL FHEE SHDDT
Jis SKEE BALLY :

-‘Coai.tal'et_Wiﬁﬂewi

_each basket gets threepoints.
_After player 1 fmlshes itis piayer 2

s turn

Ointhe nght side of the controlier window.” his means
__pl_ayer 2 |s readyio begln shootmg baskets




L " flash each

e Presst

| Controfler

Scoring

High Score Button

By n‘s l

| 5T
A} i Jeame seeomens =T Y

CUlle e AmBALL
* | B1 - BRSKETERL. TIMED SHOOR]
;1| 82 - BRSKETBALL FAEE SHaurt

5.« SKEE-BALL®: -

Controller

high'sco

8.

- PLEASE NOT

) Bask_eibail__—"'_f'_l_aeat_-the@fo_c_k"-_is'_erg_;v_,'_'_,e;i."-' :

 (Please see Set-Up section on page 19))

Controller Selections

- OFF/ONNOLUMEDIaI e

- PGEME SELECTiONS
Cor R PINGRLL e :
"l B . BASKETBALL TIMED SHOO
)82  BASKETBALL FREE SHODT || 1
S E e SREE-BALLS i

. GameSelectionSwitch =~

- clockwise o the "ON" position. e

» Rotate the OFF/ON/VOLUME dial to a comfortable
listening level, B o

* Slide the game selection switch to "B2"
(Basketball - Free Shoot).

* Slide the number of players switchto 1.

* Player 1 should see 0 in the right side of the controller
window. This means player 1is ready to begin shooting
baskets.

.* After each player has played the game; the controller will o
i : player's score in the right side of the controller - - B
oowindow, :
button to see the game high score. . |
. PLEASE NOTE: The high score button will record the game = |\ ¥~
... high score as long as the Triple Arcade is turned "ON" and -
... rinthe same game_moqe__(Bas_ketba!l_'&éf-ff_Be_a_t-the-Clo_c_;k_'_')_.'-.':':i'_-_ S R
. ‘When the game mode is changed, the game high scorefor = =
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et gets 1 point (shown i the right side of the

BAME SECECTIONS i)
P PINBRLL o s e el
B1 - BASKETBRLL MMED SHooT 1 -
B2 “{RSKETEALL FREE SHOOT:

S SKEEBRRS. T

 * Rotate the OFF/ONVOLUME dial onthe controller

are finished shooting baskets, the confroller will

__mbe'r-_of.b'éSk’éts_-made'-_ih'the"_'right;sideb_f:’th_e: _

controllerwindow




Before returning this prod uct, please review thls
Consumer Affairs, toil-free at 1-800~432 KIDS.

 guide. Ifyour problem cannot be resolved pl

r oo Problemy

“Probable Cause

High score displayed at wrong time

* Playerand game swﬁches moved
too slowily.

* Player and game switches not moved
far enough over to desired position,

* Dirty player and game switch contacts,

. Over—sensitive high soore,switch.

* Move ptayer and game SWIt
and forth several ttmes to o!een
contacts ;

Press the htgh score sw:tch to
stop it frorn repeatfng P "

Display is dim

* Brightness varies wrth the position .-
~of the ptayer and game swutches

.Leave the player and game .
= swﬂches as they are,

All scores lost

* Player switch moved afterthe
" start of the game.

. Game swrtch moved

* AC adaptordasconnected
(andthen reconnected) .

. P!ayer sw:toh not moved far enough -
overto desired position.

‘Move player sw1tch before RSN

-_istartmggame I
Do not move the game switch during

' gameplay.- . --'
Check AC adaptor connectton at the

wall outlet and underneath the untt
atthe AC adaptor socket RHTI

‘Make stire the player sw:tch is .
|n posmon )

Ma_lfunotiorttng electrom‘cs

e Static drscharge to the basketbafl :
ptug i

Rotate the OFF/ONNOLUME_ o
dlal ”OFFI’ then baCk 'lONu : S

~The controllerwundow shows

- _posmon RRRR

B S :'-.;- Electronlcstallure
|- "EEEEEEE"when rotatmgthe o e
-'-.OFF/ON/VOLUME dialto the "ON":_ e

: 'FtotatetheOFF/ONNOLUMECItat S
- "OFF", wait'a few seconds, and then_ :
- back "ON"If the "EEEEEEE" still e

-":_'appears pteasecam-soo 432- KIDS."_:' S

The contro!terwmdow shows
"8888888" when rotating the
OFF/ONNOLUME dlal to the "ON"'
position -

-+ The Tnpte Arcade is in the

setf-testmode o

.+ Rotate the OFF/ON/VOLUM Edial -
.- "OFF" and then back "ON" agam '
W Jtshould functlon normally ;

Basketball does notscore or .
.acoldentallyscores S '

~»-Thereis a gap between the nm and o

the backboard

N '- Basketbaltcord not ptugged in..

g "I- Basketbatts thrown too qutokly or -
forcefuily forscoreto) reglster

Tightenthe screws inthe backboard L

IR o |nto the rim. See assembty step @

Plug basketball cord in. See assembty o

step. .

b _.Throw basketballs rnore slowty orgently:. _:-{ S

is notin play

Whtrring sound when P:nbau game_ _ '.

| * Thissoundis normal andindicates

that the Pmbati motor is workmg

ZT_htssound is n.‘?_rmaL_; o

Pi'nbatl motor stops

|+ Pinal ja_rr_t_me_t_:t. :

|+ Auto shut~offfeature gameieft

unused forthree or more minutes.

* AC adaptor over-heated.

* Game switch notin Pinball mode.

Rotate the OFF/ON/VOLUME diaf -
" "OFF". Unplug the AC adaptor. Tllt _' :

- the frame to release the pinball,
‘Rotate the OFF/ONNOLUME dial

"OFF" and then back "ON", Or, pull
back on the plunger to release the
pinball back into play.

Rotate the OFF/ONNOLUME dial
"OFF". Unplug'the AC adaptor. Wait
atleast 5 minutes before using again.

* Move game switch to Pinball mode.

B




- Problem--

‘Probable Cause - |

Solution

Pinballjams |

* Pinbali trapped underfllpper rocker,
orinthe tunnel. "

* Tap the Pmbali case to dlslodge
the pinbalf. - .

No score in Pinball mode

« Next pinball in play too quickly. .

. Pause after each pinball is lost
before putting a pinball back in play.

Wrong score in SKEE-BALL®

« SKEE- BALL® balls rolled too fast for
-scoretoregister. ...

* Pause after rollmg each
SKEE-BALL® ball.

lf you experlence a problem W|th thls toy, orif you are mlssmg a part please call us toll-free
: at 1 800-432—K£DS rather than returning thls product to the store.
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