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THE CONTROLLER 4 GAME SELECTION 5

i g
# ) ) SESAME STREET ABC & 1-2-3 contams four different games,
- : Astro-Grover, Ernic’s Magic Shapes, Letter Go Rownd and
: Select  Start B A Ernic’s Bip Splash. Top choose one, follow thess steps,
b
[- -j .| 'x.x' » Insert the Game Pak inte vour Nintende Entertainment
| Il | Syslerm.
. : . N> +  Turn on the power
= : ' — *  The Main Menu appears, Press the black armow key button 1o
l I choose one of the games. Then press the select or start
Control Pad (Black Select and Start B ol A Buttons: button to begzin play.
Arrow Keysl: Used o Bottons: Wsed wooreturn. Used (e confinm
mave belween choices tr menes froom within chaices i any meny NOTE: To return o the Main Meno and select one of the other
5 E““”"':‘ E';."ll.ll.f“"'i!;lli]i %"”;:”1' In I'ET"Q:"'" .fi;'r'; A o ".'{.fl Etﬂnlm rp 93 pames in this Game Pak, press the reset butten on vour Nintendo
L L [ i | ] ] h PR RESCEE LY Tl LTI, [Ete | S WA Y 4 i . o RSP
i.n:'.rh:-raf_:.;,-.ﬂm.lruf anil p{i‘.-:.-:ll,'::. MO wsel 1o Pegin games and Entertainment Dystem.
Eraie's Bip Splash slart mmes, activities [rom menus,

mslreclions for more
Contral Pad Tunciions,
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Look, up in the stars! [s it Little Bird? 1s 1t a Twiddlebus? Mo_it's
Astro-Grover! Help him count the Zips as he welcomes them to
planet Earth. So, if vou're ready for fun, let's get started!

Object of the Game
Count, add and subtract the Zips from the planet Zap while helping
Astro-Grover welcome them to Earth.

Parcnts: Asivo-Grover provides your children with a fun way to use
these basic skills:

*  MNumberfmumaral correspondence

*+  Counting

* Audditicn and subtraction

*  MNumher pattern recognition

When you play Astre-Grover with your child, you can reinforce these
skills by talking about the game as you play. Encourage your child to
point to and count each Zip and say the total out loud. Say thinps
like, "“How many Zips are there now?'' or ** Are there more or fewer

i

Zips than the last turn®

ASTRO-GROVER 7

ASTRO-GROVER
Astra-Grover contains five dilTerent gnmes. They are:

. How many Lips Counling
*  Beam That Number Counting
*  Adding Countdown Addition

*  Take It Away, Zips!
*  Sum Up, Sum Down

Subteaction
Additmon and subirsction

To choose one of these games, follow these steps:
= Press the black amow key button to move Asiro-Grover and
select one of e games.
*  lhen pressthe A or B bulton to begin play.

NOTE: To return to this Menu feom within an Astro-Grover game,
press the black select or start button on your contraller.

Blast OIT!
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LEVEL 1: How Many Fips?

Object: Count the Zips and wateh them build the beawtilul city. A
shiplul of Zips whizzes onto your sereen,. Whoosh! Zoom! When the
ship stops moving, Zips will scoot ant, They will zoom ta the cenler
of the sceeen and flash to greet you.

Paint to each Zip on the screen. How many do vou sec?
*  Use the black arrow key button to move the box and place it
areund the correct number.
= Press either red button (A or B) when the box is on the
correct number,

Cops! 1 you press the weong key, that’s okay, Astropal. You have as
many frics as yvou need 1o get it nght,. Count the Zips and press the
arrow ey button again o select another number.

After a correct answer, the Zips build one part of the city, Then, a
new ship of Zips Iy out for you (e counl. Counl lve groups of Zips
i roumd to build the entire city, and you're a real whiz!

ASTRO-GROVER 9

LEVEL 2: Beam That Momber

Object; Match the number on the sereen with the correct number of
Zips inside Astro-Grover's Astrobeam,

Astro-Grover 15 ready to send a spaceship into orbit, But, he Tirat
must fnd the number of Zips on the spaceship. How will he do ic?
He needs vour help,

Lok at the number inside the spaceship, Watch the beam move.
*  When the number of Zips within the beam matches the
number in the spaceship, press either red button {A or B).
= If the number of Zips within the beam does not match the
number in the spaceship, press the black armow key button,
This makes the beam move aeain!

You must make four matches to send the ship all the way into outer
space and complete the round.
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LEVEL 3 Adding Countdown

Uhject: Count each growp of Zips that appears on the sereen, Then
add the two growps to get the total number of Zips.

The Zips are ready to return to the planct Zap, But anly vou can
beam them aboard their ship. Get ready, Astropal!

The first group of Zips scoot out and ace fashing on your screen.
How many do you zee?

Lowie, you got it! The Zips will zoom anto the liwnch pad and the
corect answer will flash in the sky,

Mow laok again. The second group of Zips has just zoomed on the
serecn, How many do you see in the sccond group?

The sccond group of Zips will fly to the pad and the number will lash
in the slkv again.

ASTRO-GROVER 11

Count all the flashing Zips 1o add the two numbers on YOUr SCTCE,

Watch the Zips zoom up in their ship, and look out helow! You've
built one part of the city! Now, there's a new group of Zips awaiting
your orders.

When you gel the nght sum five times ina row, you'll get a new
surpnse. 5o look sharp and keep adding. Add wp all the Zips in a
roruzuel andd you"ve built one Zap-happy city!

LEVEL 4: Take It Awuy, Zips!

Ohject: Count the Zips that appear on the screcn, Then subtract the
numiber of Zips that leave and figure out how many Zips are lefl.

The Zips are oul for one lust blast belore they zoom back 1o Zap,
Tht}-"lt ready fora stellar 5]‘.!1':1. Buy they need yvour help.

Whaaosh! A flect of Zips lands on the screen. How many do vou see?
Good work, Spacemale! The correct mumber will appear under the
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launch pad. What’s happemng to the Nect? Some of the Zips [y 1o
the right and Tash 1o let vou know thal they're ready to go!

How do you launch them? Count those fashing Zips. The number
will appear under the pad and those Zips will zoom off imto orbit! But
vour job is not done. In fact, 175 just hegun.

How many Zips are lelt? Yoo got it The number will appear on the
sereen and you've built one paet of the city. Before vou know it, a
new Heet of Zips will beam down to you, Five correcl answers will
send the ship home, build the city and end the roond.

LEVELS: Sum Up, Sum Down

Objeet: Find the right combination of numbers to equal the aumler
on the ship. Time's almost up, The Zips must leave their buddy,
Astro-Grover, and go home to Zap. Belore they go, the Zips wall Uy
down to say, “"Good-bye, i's been a blast.” Can vou count the Zips
hefvre they reach the city?

ASTRO-GROYLER 13

There are three beams on the screen. Each one has a number in il
Mow look at the nuber on the Zips® ship. Look al the numbers on
the beam bases. Can wou find the righl combination of nembers to
add up to the number on the ship? Look closely. There may be more
than one right answer, And somelimes you may have o sclect a
number more than anee,

Fimd the numbers that add up 1o the number on the shipe A beam
shines up and saves that number of Zips.
*  Use the black arrow key buttons to move the box and place it
around 1he correct number.
* Press either the red bullon (A or BY when the box is on the
correct numhber.

The sum of the number: yon pressed nmst cqual 1he number on 1he
ship. I0itis Jess or more than that number, the Zips will move down
the sercen, Try again,

Four correct answers will send the Zips home to the planet Zap.
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Erafe’s Magic Shapes provides a plavful setting in which children
practice visual discnmination, an important preschool skill.

Object of the Activity
Match the colored shapes that appear above Emie's head with the
shapes that appear on the table,

Farents: Ernie's Mapgic Shapes provides vour children with a fun way
toy practice these basic skills:

«  Shape recognition
*  Shape and color matching
Tdentifying embedded figures

When you play Ernfe’s Magic Shapes with your child, you can
reinforce these skills by talking about the game as you play.
Encourage your child to point to each shape, trace it on the screen and

ERNIE'S MAGIC SHAPES 15

say its name. Ask questions such ag, *“What color iz that triangle”"’
or “*How many red squares are on the screen?'’

.E'.nm.‘ & Magic Shapes contains six games. They are:
Introduction
Fresto Shape-O)
*  Abracadabra_. Colors!
= Zip Zap the Shapes More shape matching
*  Poof Pop the Colors More color matching
= Shazam! More Shapes  Harder shape matching
»  TaDah! What a Fipure  Hardest of all

Match the shapes
Match the color

To choose one of these games, follow these steps,
*  Press the black armow key button to select one of the pames,
*  Then press the A or B button to begin play, The appropriate
game sereen will appear.
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NOTE: To return to this Menuw from within Emie’s Magic Shapes
game, press the black sclect or stant button on your controller.

Magic Time!

Before vou can play Ermie’s Magmic Shapes, you have to decide how
hard you want your game o he. Each level 15 designed 1o be more
difficult than the last. Choose your level and you'll be on your way!

It's Magic!

Who is that on the screen? 115 vour old buddy Emic. He's become g
magncian! When Emie raises his arm, POOF, A 5]:.1|__:u,: p';:*[ur-:;
appears ahove his head,

What’s next? When Erie turns and waves his magic wand, ZAF. A
st appears. Mow comes your job,

Take a look at the shape. 1s if the same shape and color a5 one of the
shapes in Emmie's picture?

ERMNIE'S MAGIC SHAPES 17

Here iz how vou play each of the six games,

Catch the Match!
Press either red button (A or B) if vou think that the shape on
the table matches or is a part of Ernie’s picture,

Ernie will nod his head yes and zap the shape into place beside his
picture when you are correct.

Cops! I you pressed a red butlon, but the shape is not in Brnie's
picture, Ernie's bunny will tell you that you made a wronge guess.

= Press the black amow key button to get a new shape when
you make a wrong guess,

When you do ... POOF! Emie sends the shape away and a new shape
will appear.
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Shapes, Away!
* W you decide that a shape on the talle 15 not a part of Ernic's
picture, press the black amow key butlon,

[n a flash, Ernie will wave his magic want and zap away the old
shape, and make a new ane appear.

Tikes, you poofed! Yoo pressed the black arrow key bulton when a
shape was in the picture. Don't worry, Ernic will bring back that
shape later and you can chioose il then.

Get the Picture?
Mot every shape Ernie zaps on the table will be part of his picture. so
walch those shapes carefully. When vou match all the shapes in the

picture, Ernie’s magic rabbit will pop onto the screen and hap aronnd.

Then, Ermie will wave his magic wand and both shape picturcs will
disappear. Presta! You are ready fora new challenge.

LETTER-GO-ROUND 19

Letter-Go-Raund
Sesame Sreet® Lefrer-Go-Round provides a playiul setting in which
children can practice these early reading skills.

= Letter recopnition and matching

= Upper/lower case matching

= Word recopnition and matching

= Simple spelling

Parents: When discussing the game, use the words "letter,” "word,”
and "match" so your child becomes familiar with these concepts. You
can help your child identify each letter as it moves through the
miatching zone by saying things like, "Does this letter mateh the one
below?"Or, "Can you find the right letter to finish this word?"

Step right up! Tt's time to take your turmn to catch and match the
letters on the whirling ferris wheel!
S, 1F you're ready for fun, let’s pet started,



LETTER-GO-ROUND )

Select o Level

Taselect a game level, use the Black Arrow key to highlight a level,
Then press either Red Button to select 1hat level,

Spin That Wheel

How last can the ferris wheel spin? That"s up to you, Press the Black

Arrow key to spin the ferds wheel fister or slower, The wheel will Spin

at the speed you select <« until vou press the Black Arrow key g,

Make the Match

As the letters spin on the wheel, wait until the letter ¥ou want moves
into the matching zone at the boltom of the ferris wheel, Then press
either Red Button 1o drop thal letter into the slal.

Parents: Making » match at the right time may require some priclice,

tou can help your child by placing your finger on the correct letter and

tracing its path as it moves inlo the matching zone,

LETTER-GO-IROUNID 11

Playtime

The six game levels are deseribed below, Each level is designed 1o be
progressively more challenging, Encourage your child to begin witk
the fiest levels to develop the skills needed for the more difficult
levels.

Level 1: Lses upper case letters only. It takes three matches to build
the strengih-o-meter and complete the rownd.

Level 2: Uses lower case letiers only and three matehes complele a
ronnd,

Level 3: Uses upper and lower case letiers, You can match:
UppELupper cise
lerwer/lower case
upperlower case
lowerfupper case
Three malches complete a round.
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LETTER-GO-ROLUND Z3

Levels 1, 2 and 3: How to Play !
It's as easy as A-B-C. Your Sesame Street pal is here to May and he
brought a letter for you 1o match.

Mow it's up to you. Find the letter on the ferris wheel that matehes
the one on the seesaw. Press cither Red button when the Ietter moves
into the matching zone.

Crops! The letter you chose wasn't the correct one! That's okay! The
letter will pop back into the hasket, the wheel will continue spinning,
and you can puess again,

Hurray! You matched the letter! Your letter will flip into the air and
look -- you've built one part of the strenpth-o-meter Make all the
matches in a round and you'll get a rousing Rah!-Rah! from ¥Oour
Seaame Street buddies,

Level 4; One Little Waord
spell an entire word by matching each letter in the word. How do vou
match a word? One letter at a time, of coursa! Here's what to do:

*  Look at the first letter in the word,

*  Find that letter on the farris wheel,

*  Press either Fed Button o catch that letter,

*  The first letter will pop into its place and it's time to catch
and match letter number two .. and then letter number three!

*  Match all three letters in the word, and you've won the
round. Your Sesame Street pals have one last word for you --
Bravo!

Level 51 What's Missing?

This time your Sesame Street friend brings out a word for you - but
there’s one letter missing! Find a letter on the farris wheel that
correctly completes the word., Here's how to do it:
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= Look at the incomplete word, MNow look at the letters on the
ferris wheel. Can you spot a letter that fits? There may be
more than one right answer,

*  When the letter you want 12 in the matching zone, press
elther Red Button
Hurray! You spelled a word! Your Sesame Street
pals will give you a rousing cheer!

Three correct matches successfully complete the round and build the
strength-o-meter,

Level 6: Spell the Secret Waord

Mow the Ferris wheel takes its trickiest tum of all! The letters on the

wheel spell a secret word -- but even vour Sesame Street pal docsn't

know what the word is! 5o it’s all up to you -- and here's what to do:

*  Look at the letters on the ferris wheel, Find three letters that

spell a word. Mow leok again — because there may be
several words on the wheel L. but only one of them is the
secret word!

LETTER-GO-ROUND 25

*  The first letter is the hardest to match. Choosa your letter by
moving it into the matching zone and pressing either Red
Button. IF you puessed right, that letter will pop into place!

*  Mow select the nexe letter ... and then the third, When vou
finnd the secret word, your Sesame Street pals will cheer you
anee again!

Parents: Spelling words may be tricky at first. Ask your child,
"How many words do yow see? Let™s wreile each one down,’™ Note:
Adter gight incorrect puesses, the secret word will pop onto the soreen.
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Frnte’s Big Splash s o fun-filled way Tor childeen 1o develop
planming, predicting and problem-solving skills. Ernic is 1a lcingz o
bath, but something is missing - his Eubber Duckice? Help Ernde
build o pathway that leads Rubber Duckic from his sonp disl 1o
Ernie's bathtuls.

The Playing Screen

At the heginning of the game, Rubiber Duckic appears near his soap
dish. Ermie is sitting in his bathiuh waiting for Rubber Duckie to join
him.

“arents: Foint vut Rubber Duckie and Ernic, and ask your child to
help Rubber Duckic join Emie in his b, Your child may enjoy
building a simple, mare direc pathway or may prefer constructing
longer, wore complex routes,

How to Select a Boilding Piece for the Pathway
There is a square next to Rubber Duckie that wil help you seleet
building picees for the pathway, Press the Black Arow kew 1o eyele

ERNIE'S BIG SPLASH 2

through the available building picces. A new picce appears ench time
the Black Arrow key is preased.

There are two green arrows on cach picee as shown in the examples
below. These green arrows show where Rubber Duckie enters and
exils each picee,

Parents: Poinl ool the arrows i cach building piece, and cxplain that
Rubber Duckic nses the doorways to enter and exil cach piece.
Encourage your child o use his or her linger to show vou where
Rubber Duckie will enter the picee and where he will exit.

Examples:

OH
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Have your child note the dilferent directions for cach picee. Have
i or her show you the pieces that moeve Rubber Duckie ACIORS, U,
down, efe.

Encourage vour child to pay close attention to these directions when
planning the rovte of a pathway,

Explain to vour child that the picees will only help Rubber Duckie
travel aceoss, up, down, or ot right angles. Remind your child 1hat
Rubber Duckie cannol move diagonally through picces.

Foint out the picces that appear twice and explain 1t although these
pieces lonk the sume, the arrows on the picces may be in difforent
posibions, and ench one might move Rubber Duckic in a dilTerent
directhion.

When your child selects a picce that be or she thinks is conect, TS
cither Red Button. IT correct, Rublber Duckic will move forwarnd,
After a piece has been placed, point out 1o vour child that Rubber
Lruckie 15 ready and waiting for s new picee 1o be selected,

ERNIE™S BIG SPLASH 249

As pieces appear, bave your child teace the path through the picce
with his or her finger. Encourage vour child 1o look at the exil 1o plan
the direction of the next picee in the pallway.

If you press a Red Button and a selected picce doesn’t work, you will
heara hump™ sound. Rubber Duckie will not be able o travel
throwgh that pece.

Use the Black Arrow key to select another piece, and hopefully that
oo will work!

When meorrect pleces are sclecled, point oul the position of the grecn
arrovas At ask vour child to tell you why Rubber Duckie cannot
move throngh the picce. Encourage your clild 1o select another picee,
paying close attention to the direction of the green armows.

IE your child has trouble constructing a pathway to Emie's tub, have
him or her show vou on the screen which way the pathway should
lead.
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Ready ... Set ... Go!

When a correct pathway has been construeted all the way to Ermic's
1ub, _R ubrber Duck_u: will travel the entire length of the pathway, and
fall into the tub with Ernie, creating a piant splash.

P'ress either Red Button again, and Rubber Duckie will tavel in
reverse through the pathway, back to his soap dish. Your child may

send Rubber Duckie throupgh the pathway as many times s he or she
likes.

NOTE: Rubber Duckie will only move in reverse when the entire
pathrway has been completed.

Sesame Street Pal Picces

sesame Street Pal pieces appear in all the playfields in Games

Zand 3. These are special pieces that have four doorways instead of
twa, so they can be used twice in a pathway.

ERNIE'S BIG SPPLASH 31

Build the pathway up to the Sesame Street Fun Pal, Then zelect a
piece to move Rubber Duckie into the Sesame Street Fun Pal piece,
Watch and see which way Rubber Duckie exits the piece. Then build
the pathway to enter the same Sesame Strect Fun Pal piece a second
time, but through a different doorway.

Clear the Screen and Start Again

The Clear option will clear the sereen to allow you Lo start playing
apain on the same playfield. Press the Select or Start key ONCE to
start over within the same level.

Dead Ends

I your child constructs a pathway that blocks itself so that Rubber
Drickie can't reach Ernie, then a dead end has been made., Press the
Aelect or Start Key once 1o clear the scraen 1o start again,

Exit
At any time, vou can quit the current pame. Press the Select or Start
key TWICE to quit. You will retum to the Game menu.
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I WARNING: DO NOT USE WITH FRONT OR
REAR FROJECTION TV Il

Do not use a front or rear projection television with your
Mintendo Entertainment System® ("NES") and NES games.
Your projection television screen may be permanantly
damaged if video games with stationary scenes or patterns
are played on your projection television. Similar damage
may oceur if you place a video game on hold or pause. [f
you use your projection television with NES games,
Mintendo will not be liable for any damage. This situation
is not caused by a defect in the NES or NES games; other
fixed or repetitive images may cause similar damage o a
projection television. Please contact your TW manufacturer
for further information.
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ADVISORY
READ BEFORE USING YOUR NES/SUPER NES

A very small portion of the population may experience epileptic
seizures when viewing certain kinds of Nashing lights or patterns
that are EE!H]'HDI!]].-' present in our daily environment. These persons
iy experience seizures while watching some kinds of television
pictures or playing certain video games. Players who have not had
any 3311.31,-:'{;1.:5 seizures may nonetheless have an undetectad epileptic
condition. We sugpest that you consult your physician if you have
an epileptic condition or it you experience any of the following
symptoms while playing video games: altered vision, muscle
twitching, other involuntary movements, loss of awareness of your
surmroundings, mental confusion, and/or convulsions.



