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• I. Introduction 
1.1 PHYSICAL DESCRIPTION OF GAME 

! @ 

Atari's "Crash 'N Score" is a video action game in 
which either one or two players drive race cars on a 
rectangular playfield and earn score points by driving 
through lighted score flags. During play a player has to 
maneuver his car around certain obstacles and has to 
avoid the opponent car. The game is packaged in its 
own upright cabinet that rests directly on the floor. A 
23-inch black-and-white TV monitor is mounted at 
the top front of the cabinet and players stand in front, 
facing the screen. 

The following player-operated controls are pro­ 
vided: on the left side of the cabinet a steering wheel 
just below the TV screen and a gas pedal near the 
floor; on the right side another steering wheel and 
gas pedal; in the center and just below the TV screen 
two "start" push buttons, with a third "barrier" push 
button between them. Sheet 1 of drawing number 
A004172 shows an external view of the cabinet. 

A coin assembly with two identical coin mech­ 
anisms is located at the middle-center of the cabinet. 
The mechanisms accept quarters only, and coins 
deposited in either one will initiate game play se­ 
quences. The Crash 'N Score game features an 
owner/operator option that permits on-site game 
structuring for either 1 credit/coin or 2 credits/coin, 
(with one credit needed for a 1-player game, and two 
credits for a 2-player game). The game has an internal 
credit accumulator that can keep track of up to 15 
credits. The cash box is located behind the hinged 
access door to the coin assembly. 

Two speakers mounted inside the cabinet, one 
on each side of the coin assembly, add to the game 
excitement by producing various types of sounds 
throughout the play sequence. 

and some other flag, randomly chosen, will light up. 
During the final one-eighth of game time the number 
of points added to a player's score will be double the 
numeral shown in the lighted flag. 

Throughout play engine sounds are heard sepa­ 
rately for each car. Other sounds produced at various 
times during a play sequence can include a tire 
screech, a crunch as a car skids or runs into an 
obstacle, buzzing whenever points are scored, and a 
beeping sound if a bonus credit is awarded. 

Play ends when the game timer elapses; car 
motion continues but player controls are disabled and 
no sounds are produced. However, the final scores 
from a previous play sequence continue to be 
displayed until a player initiates a new play sequence. 

Paragraph 2.4 in Section II of this manual lists the 
game's owner/operator options for game structuring, 
and subparagraph 3.3.4 in Section III describes how 
their structuring can affect the play sequence. 

1.2 BRIEF DESCRIPTION OF PLAY 

In Crash 'N Score a player's objective is to build 
up his point score. He does this by driving his race car 
through as many lighted flags as he can before the 
game time runs out. A player controls car direction 
with the steering wheel and car speed with the gas 
pedal. In a 1-player game only one race car appears on 
the TV screen. 

On the TV screen the following playfield ob­ 
stacles appear: oil slicks, unlighted flags, a player­ 
selectable set of barriers, and (in a 2-player game only) 
collisions with the opponent car. 

Each flag is labeled with a numeral ranging from 1 
to7,and at any one moment no more than a single flag 
can be lighted. When a player succeeds in driving 
through a lighted flag, a number of points equal to 
that flag's numeral is added to the player's accumu­ 
lated score. The scores are continuously displayed 
near the top of the TV screen. After a car has driven 
through a lighted flag, that flag will cease to be lighted 
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II. Specifications 
0 

2.1 GENERAL 
Cabinet Dimensions: Height 61 inches, Width 31in. 

Depth 30½ inches. 
Cabinet Weight: 289 lbs. 
TV Monior: Motorola XM701, black and white, with 

23-inch screen. 
Coin Mechanisms: Two identical mechanisms that 

accept quarters only; coins 1nay 
be deposited in either mech­ 
anism to initiate play. 

Cash Box: Removable, located behind locked access 
door to coin assembly. 

Power Cord: Approximately 6 ft. long, extending 
from rear of cabinet and having 
grounded three-prong plug for 
conventional wall outlet. 

2.2 ELECTRICAL 
Power Requirement: Uses conventional wall outlet 

providing 60-cycle AC (60-Hz, 
single-phase) at 110volts; power 
consumption rated at 94 watts. 

Fusing: All fuses located inside cabinet; TV monitor 
has two 1-amp fuses and remain­ 
der of game is protected by a 
1.25-amp fuse. 

Power Interrupt 
Switch: This is a safety switch located inside the game 

cabinet. It interrupts AC power 
to the game whenever the rear 
panel service access door is 
unlocked and opened. 

2.3 ENVIRONMENTAL 
Operating and Storage Temperature Range: 

from 32°F to 120°F (ambient 
temperature). 

Relative Humidity: from 0% to 80% without 
condensation. 

2.4 OWNER/OPERATOR OPTIONS FOR 
STRUCTURING OF PLAY 

• Coin Credit adjustable for either 1 credit/coin or 
2 credits/coin. 

• Length of Game Time adjustable (from approx­ 
imately 20 secs. to 2 mins. 50 
secs.) 

• Bonus Credit either not allowed, or given for 
achievement of a specified score 
level (selectable in 10-point 
increments, from 10 up to a max­ 
imum of 90). 

2.5 ACCESSORIES AVAILABLE 
ON SEPARATE ORDER 

Video Probe: order from AT ARI 

Universal Test Fixture: 
order from AT ARI, catalog no. 
TF101 


