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MATTEL ELECTROMNUES

INTELLIVISION.

Inteligent Television
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MATTEL ELECTRONIES

HEREREREE

Other electronic games
available from Matiel Elsctronics.
Look tor them!

INCELLIVISION ioicer ieveon

(FOR COLOR TV VIEWING ONLY)

| HORSE RACING

- (FOR 1 TO 6 PLAYERS)

You're at the Track for a *"Day at the Races'’ — 10
exciting speed and sirategy contests. After you
check the Past Performances and odds, place your
simulated wagers out of your starting '*Stake'" of
$730. Bet your favorites to Win, or go for the
big-payoff Exacta! See how good a handicapper you
are! One or two players “‘ride’’ the outside horses
and try to out-maneuver the computer. Get yaur
simulated bels down! Watch for the start — and
THEY'RE OFF!1!

HOW TO WIN!

If you want to be a big winner on your Day at the
Races, read this booklet.

MATTEL ZLECTROMICS © 11230520
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Mustrations £ Mattal, Inc. 1073, Al Hights Heserved.
PRINTED IN HONG KONG.
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OBJECT OF THE GAME is to "‘win"' more than
your opponents by being a more successiul
handicapper as you place simulated wagers on these

electronic horses during a 10-event ‘' Day at the Races.'" |

Up to 6 players each start with a $750 *‘stake.”’
Races are run at distanges from 3 furlongs to 10
furlongs, on different track conditions,

CHECK YOUR EQUIPMENT

POWER
CORD

TV-SET

s5LOT

TWO HAND-HELD
CONTROLLERS

INTELLIVISION ™ ——"
MASTER COMPONENT RESET

BUTTON 'OFF/ON HORSE RATING

SWITCH CARTRIDGE
MAKE SURE:
* MASTER COMPONENT is connected to the TV
set, and power cord Is plugged in
* TV set is plugged in and properly adjusted.
* HORSE RACING Cartridge is placed In siot, firmly
engaged.
* OFF/ON Switch is turned ON.

CARTRIDGE

AREE NRQRN
PRESS RESET

BUTTON: Title will ' HI]HEE

appear on TV screen:
"“"HORSE RACING"'

RACING

Music plays. Copr E 1973 Mattel

ADD OVERLAYS:
Find the two HORSE
RACING keypad
overiays in the
cartridge package
with this booklet
Insert one overlay in
each Hand Cantrollar
as shown. Make sure
overlays fit tight and
are all the way in. The
overlays will be your
visual guide

HAMND-HELD
CONTROLLER




GAME CONTROLS

COAX ISEE PAGE T

WHIP
(SEE PAGE 33

CLEAR
BUTTON

CoOAX

MOVE i
HORSE i
NEAREH

RAIL TO DETERMINE

e O ET
BET

“ENTER BUTTON
DIRECTION DISC

MOVE HDRSE
ALY FROM RATL

WHAT YOU'LL SEE ON YOUR TV SCREEN -

During the 10 races, you’ll be playing the game
based on what you'll see . . .

On the “Betting Sheet’” Display

PL STAKE BET %

$750 |
5750
5750
$750
$750
$750
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LR R R

=¥
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On the **Past Performance’’ Display
RACGE LENGTH: 8 FRLG
CONDITIONS: DRY

BLL 72 ORG 2=
¥ 424 PBW — 192 VPG
S 477 BVO 3 481 PBW

¥ 500 BVO
PHK =1 YLW 2
Ly 470 PYV —~ 472 PYV
C. 174 VPG C. 18.7 RWG
% 424 PBW _ 248 VYR

TRACK SYMBOLS
DISTANCE IN FURLONGS

:J- :'u-:a ,'__ fﬂﬂ:
J0R 4 DURE TORA BOR 10

CONDITIONS: LIGHT TAN = DRY
BROWN = MLUDDY
GREEN = TURF

At the "“Track"’
R 'L'_:—,,F—'- COMPUTER CONTROLLED
T ey W LEFT HAND CONTROLLER
=

e - ::'-'—"'"‘“QIE-HT-HF-N!': CONTROLLER

Alter the Finish

=T Ft y7. = = -
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THEY'RE OFF & RUNNING!

As soon as the starting gate opens, all four horses
start moving. Although you can’t see it, the track is
slightly curved. This means that the horsa running
closest to the rail has to travel the shortest distance.
The caomputer-control horses immediately move in
close to the rail, coming away from it only to pass. At
the beginning of the race, the horses tend to have
the most speed. Then they gradually slow down
(especially when the track is Muddy) after a few
turlongs. Each furlong is marked by a black post,
and signalled by a soit *'gong’'’ as the leading horse
approaches it: You'll hear the hoofbeats of the
running horses and the sound of jockeys' whips as
they near the finish line.

Watch the running patterns of all the horses in the
race, not just the ones you bet an, so you'll spot the
characteristics that will make some of them winners.
These characteristics will stay the same for sach
horse throughout this series of 10 races. Things to
watch for:

» Speed out of the starting gate

* Early pace

* Endurance

* Speed down the home stretch

» Speed on different track conditions
(dry, mud or turf)

When the winner crosses the finish line, you'll hear
the cheers of the crowd and see the time flashed up
on the Tote Board. When all the horses have crossed
the line, the Tote Board will show you the arder of
finish, from right to left.

After a few seconds, the scene will automatically
change back to the Betting Sheet, and you'll see the
effects of the betting on sach player's stake.

f1o]
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e

Let's take a closer look at the typical running pattern
during a race:

RESPONSE TO “WHIP™

W

BPEED (FASTER) —9

STAAT FINISH
Typical Running Pattern of Computer Controlled Horses

This graph represents the rates of speed and the way
they change as the normal demands of distance take
their toll. All the harses run relatively fast at the
beginning of the race {(even though some of them
might be a bit sluggish coming out of the starting
gate). Atter a furlong or two, some difterences
between the runners start to become svident, and
usually by the 3rd furlong mark there is considerable
slowing. This is especially true on a Muddy track.

ADVICE FOR JOCKEYS

Even though each horse's energy is depleted as the
race goes on, resulting in a slower and slower pace,
all the entries do have an extra store of speed, which
can be stimulated by *'the Whip'' — near the end of
the race. The computer-controlled horses will be
speeded up this way, and you'll hear the *‘crack of a
whip'' when either of them is spurred along for a
final dash. The computer always knows when to

il




apply this extra stimulation to Its 2 horses 50 they
won 't run out of energy before they get ta the finish
line. Listen for the whip sounds and watch the
computer's horses make their moves for the lead. If
you are one of the jockeys controlling the #3 or #4
horsa, there are things you can do to get to the finish
line faster.

RESPONSE TO “COAX" |

e

_-\_\_'————_
S SR

|
RESPOMNSE TO "L"-'HIF'""/ |

EPEED (FASTER ) =—p

START FiMISH

Typical Hunming Pattern Altered
by Jockey's Hand Controller Button

The top button on each side of the Hand Controllers
will, when pressed, ""COAX" your horsetogeta
little more speed. You can COAX your horse during
the first half of the race, and you should use this
button when you need a little burst of extra eflort to
improve your running position. As the graph shows,
when you COAX your horse, its speed will incraass
slightly. When you release the button, your harse's
speed goes back to what it would have been if you
hadn't pressed [(MOLYY . Remember, though, every
horse has a limited amount of energy and it you coax
your entrant too much you may see all that energy
used up before he gets to the finish line.

(12)

"COAX™
“WHIP

|
|
‘ IR

The other control you can use against your 3
competitors is As you see on the graph, a
WHIP command from you will make your horse
sprint at absolutely top speed —and ata
tremendous cost of running energy. The graph
shows that when [lIEIIE s used, the horse goes
much faster . . . BUT when the horse reaches the end
of its endurance its speed drops to little more than a
walk. The WHIP should never be used for more than
the last 2¥2 furlongs of the race, and in most cases
for not much more than 1 furiong.

The ideal way to use[llRllais to time it so your horss
is still sprinting at top speed as it crosses the finish
line. If your timing is perfect, your horse's energy
would be exhausted just as It crosses the line. To
improve your timing, COUNT THE FURLONGS AS
THE RACE IS5 RUN, SO YOU KNOW WHERE THE
LEADING HORSE IS ALL THE WAY. FURLONGS
ARE MARKED BY BLACK POSTS AND YOU
HEAR A ""GONG"' SOUND AS THE LEAD HORSE
APPRUOACHES EACH ONE.

Ewven if your horse is out of the plcture, your controls
will work. Sometimes a horse will *‘come from
behind"' at the finish, driven on to victary by a
well-timed WHIP.

f
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MANAGING YOUR “STAKE"

To be a consistent winner in the HORSE RACING
game, you'll need skill at handicapping. You also
have to use your simulated money wisaly
REMEMBER: YOU START WITH A "STAKE" OF
$750. YOU'LL WIN IF YOURS IS THE BIGGEST
STAKEAFTER10RACES. DON'TTRY TODOIT
WITH ONE OR TWO LONG-SHOT BETS

The more you know about the horses the easler for
you to see the differences among them so you can
predict the winners. Raise your betting amounts
progressively. Before the 1st race, you have only one
(rather poor) ¢lue about the entries — the
computer’'s rough “'odds.'" A bet on any of these
horses is not much more than & wild guess, so make
your initlal bet a very modest one, perhaps only $10

With the 2nd race, you'll have more information,
Decause you ve probably seen at least one of the
entries run, But there are probably newcomers, too.
50 It's best to keep your bets small at this point.

The 4 horses in each race are randomly selected by
the computer. By the 4th ar 5th race you'll probably

be abie to see all the horses in the stable run at least
once.

Now you can start to make more educated choices,
and you should start to bet more confidently. When
the last 3 races are run, you might even try an Exacta
or two, if you're ahead. REMEMEBER, IF YOU LOSE
THE $750 YOU STARTED WITH, YOU'RE OUT OF

THE GAME. THERE'S NO CREDIT EXTENDED
AT THISTRACK!

||i|NW“||«”Lm||
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HANDICAPPING: PICKING THE WINNERS

Many of the principles of successful handicapping at
& real racetrack apply to this game. This brief
discussion should help you 10 do better, especially If

you are not already an experienced racing fan.

Simulated wagering, even for harmiess amusemant
{as in this game}, should be a rational, rather than an
emotional process. Before every race you are
provided with a concise summary of recent Past
Performances by sach horse for that day. Even
though you don't know all the variables that make
each horse different from the others, you can deduce
a great deal by looking carafully at these records.

Here's a typical kind of Past Performances display
for a race at 10 furlongs. on Turf (the one with the
track symbol = ). Look at what you can learn about
the horses that will be running . . .

RACE LENGTH: 9FRLG
CONDITIONS: TURF

BLU 3—1 RED 4—1

C% 45 pBY (. 171 RWG
LS 424 PBW I 259 VYR
LY 4.7 BvOo (% #.7 YPR
WHT 3—1 o
S s20 pYyv L5 474 PYV
C_ 174 RwWe £ 143 VPG
C¥ 41 pBwW L 217 VYR

This is an example of the Past Performance
Iinformation you'll get after most of the races have
run. The first things to consider are the race distance
and track condition — especially when that distance
and condition have been run earlier. As you sea,
every horse in this race has run at 9 or 10 furlongs,
on Turf. Taking them each in turn, we see that:

* BLUE has beaten YELLOW, WHITE, VIOLET
and ORANGE in the same kind of race. BLUE was
beaten by PINK. But PINK isn't running this time.

* RED hasn't done well on Turf at all, and ran 3rd
behind YELLOW and PINK at this distance.

* WHITE didn't even place at this distance, and It
was beaten in its last race by PINK, YELLOW, and
VIOLET. Definitely not a contender!

= VIOLET was beaten last time by PINK and
YELLOW.

So far, BLUE looks like the strongest horse for this
distance. But double-check by looking at the times
they all ran 9 or 10 furiongs:

BLUE — 47.5, 42 4 and 47.7 seconds
RED — 447 seconds

WHITE — 52.0 and 46.1 seconds
VIOLET — 47 .4 seconds

BLUE has run the bast time at this distance — good
confirmation of his apparent superiority over these
horses. RED has run the second best time. On the
basis of these clues, BLUE would be a good Win bet,
or BLUE-RED a good Exacta bet — in spite of the
computer’s rough odds which make BLUE, WHITE
and VIOLET the favored entries.

(7



To summarize: Look for match-ups of distances and
track conditions. Then look for match-ups of harses.
Then compare the times of horses that ran those
distances but in different races. After a while, these
clues will point you to the winner more and more
frequantly.

You'll do better if you keep your own written record
on a piece of paper, something like this, so you won't
lose track of any early-race information:

By doing this, you can ‘‘save’’ important information.
The Past Performances displayed for each horse only
go back the last 3 races (with the most recent race at
the top). In the series recorded here, you can see
that WHITE has run six times. Inraces 1, 2and 3 it
showed that it was a fast horse on Mud and Turf and
not too impressive on a dry track. With this extra
summary of results, a player can easily see this
pattern confirmed in rages #56, 7 and 8, and feel
confident about how this horse would be likely to run
in the 10th race.

REMEMBER, THE MORE RACES THAT HAVE
BEEN RUN, THE MORE INFORMATION YOU
HAVE ON WHICH TO BASE YOUR PICKS,

GOOD LUCK!

SIMULATED GAME SOUNDS

CLICK— A Hand Controller key has been pressed
and is valid.

BUZZ— A Hand Controller key has been pressed
incarrectly,

“*Call To The Post'"— The race is about to start.

CLANG— Starting gate opens.

HOOFBEATS— The horses are running!

GONG— A furlong marker is about to be reached
by the Isading horse.

WHIP— 0One of the 4 horses |s being whipped toa
sprint,

CROWD CHEER— The finish!
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BETTING SHEET SYMBOLS
W=ABET TO WIN
E=AN EXACTA BET (on #1 & #2 Horses)

PAST PERFORMANCE TRACK SYMBOLS

DISTANCE IN FURLONGS

e . OO

3JOR4 G50R8e 7FORE 8O0R10

CONDITIONS: LIGHT TAN = DRY
BROWN = MUDDY
GREEN = TURF

NOTES

NOTES






