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PRECAUTIONS

* The Game Pak is a precision device,
Eoeep il sy from electrical shock and
do not use under extreme [I_"-I't'l|'.ll.3I‘i'|lIJTt
conditions,

= [ nedl tomch the terminals,
= Avoid exposurne to water,

« Do not clean with thinner, benzine,
alcohol, or cleaning fluids.

« Make sure the power is ol
before inserling or removing
the Crame Pak Trom the Mintendo
Entertainment Systeim.
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Game Sclection

SESAME STREET A-B-C contains two dilferent games, Letter-
Gep-Ronnd and Kreie's fgg Splash. To choose one, follow these
steps.

»  Ingert the Game Pak into vour Mintendo Entertamment
Svalem.

= Turn on the power.

= The Main Menu appears. Press the Black Arrow key bution
o choose one of the pames. Then press the select or stan
button o bepin play.

MO E: To return 1o the Main Menuo and select the other game on this
Giame Pak, press the reset button on the front of your Nimtendao
Entertaimment Sysiem,

Letter-Go-Round

LA ]

Sesame Street Letter-Go-Round provides a playful sciling in which
children can practice these early reading skills.

= Letter recognition and matching
= Upperflower case matching

= Word recognition and matching
= Simple spelling

special Note for Parents: We have desizgned this manual so it is
easy for you (o lind wselul information. Whenever you see a paragraph
with this symbol g7, you will find additional hints w help vour chikl
use (his program.,
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Letter-Go-Round

Step right up!

[1's time to take your wen o catch and match the letters on the whirling
lerris wheel!

S0, il you're ready Tor fun, lers get staried.

s You may enjoy playing Sesame Streel Letier-Cro-Round with
your child, By deing so, you can reinforee your child's learning by
following these fow hins,

When discossing the game, use the words “leter,” "word,” and "match”
0 vour child becomes Tamiliar with these concepts. Y ou can help your
child wdenuly each letter as it moves throongh the matching zone by
saving things like, "Does this letier match the one on the seesaw™

Or, "Can vou Tingd the rght letter o finish this word ?"



Letter-Go-Roundd 8

Select a Level

To select a game level, use the Black Arrow key to highlight a level.
Then press either Red Button o select that level.

Spin That Wheel

Howe tast can the Terris wheel spin? That's up o you. Press the Black
Arrow key 1o spin the ferris wheel Taster or slower, The wheel will spin
al the speed you select--untl vou press the Black Arrow key again.
Make the Match

A the letters spin on the wheel, wait until the letler you want moves
into the matching rone at the botom of the ferris wheel. Then press
either Bed Button to drop that letter into the slod,

A Making o match at the right time may requine some practice. Y ou can

help vour child by placing vour finger on the correct letter and tracing ils
Path as i moves into the matching zone.

Letter-Go-Round i

Playvtime

The six pame levels are desenbed below, Each level is designed to be
progressively more challenging. Encourage yvour child 1o begin with the
st levels wo develop the skills needed for the more difficult levels.

Level 1: Uses upper case letters only. I takes three matches to boild
the: strength-o-meter and complete the round.

Level 2: Uses lower case letters only and three matches complete a
rond.

Level 3: Uses upper and lower case letiers, You can match:
upperfupper case
lowerlomeer case
upperflower case
[onwerfupper case

Three matches complete a rounl,



Letter-tro=lound [ (b

Levels 1, 2 and 3: How to Play
I's a5 easy as A-B-C. Your Muppet pal is here to play and he brought a
letter for vou i match,

Plunk! He dropped it on the seesaw. Now i1's up 1o you,
Find the letter on the ferris wheel that matches the one on the
secsaw, Press either Bed Bunton when the letter moves into the
malching zone.
Chops! The letter you chose wasn't the correct one! That's okay!
The letter will pop back into its basket, the wheel will continoe
spinming and vou can gucss again.
Hlurray! You moatched the Tetier! Yoor letier will lip into the air
and look--you've buill one part of the strengih-o-meter! Make all
the matches in o round and you'll get a rousing Rah!-Rah! from
wour Muppet buddies.

Letter-tzo-Ronnd | ]

Level 4: One Little Word
Spell an entire word by matching each letter in the word. How do vou
mealch aoword? COne letler at a time. of course! Here's whal tor dlo:
Lok at the First letter in the word.
Find that letter on the ferris wheel.

Prosss cither Bed Button to catch that letter.

The First letber will pop inte it place and i's dme 1o catch and
match letier number two L and then letter numbser three!

Match all three letters in the word, and you've won the round.
Your Muppet pals have one last word Tor you - - Bravo |
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Letter-Go-Round 1

Level 5: What's Missing?
This time your Muppet fricnd brings out a word for vou--but there's one
letter nussing! Find a letter on the ferris wheel that correctly compleies
the weard. Here's how o dooii;
Look at the mcomplete word, Mow look a the letters on the
ferris wheel, Can you spot a letter that Fits? There may be maore
than one rght answer.
When the letler yvou want is in the matching zone, press cither

Ked Button.

Hurray! Yoou spelled a word! Your Moppet pals will give vou o
rousing cheer!

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

Letier-Go-Round 13

Level a; Spell the Secret Word

Mirw the ferns wheel takes its tickiest turm of all! The letters on the wheel spell
i seerel word--but even vour Muppet pal doesn't know what the word is! Soil's
all up L you--and here's what (o dos

Laok at the leters om the Termis wheel, Find three letters that spell o word.
Muow look again--becanse there may be several words on the wheel |
but only one of thee s the seoret word!

The Girst letter is the hardest o match, Choose vour first letter by moving
it into the matching eone, wnd pressing cither Red Bution, 15 vou puessed
right, that letter will pop into pliace!
Mow select the next letter .. and then the thind, When yoeu Gnd the
secrel word, vour Muppet pals will cheer you once again!
8w Spelling words may be tricky it first. Ask vour child, "How many warnds do
v see! Lers write each one down” Mote: After cight incomect suesses, the
secrer wiord will pop onto the sereen,



Ernie's Big Splash 14

Ernic's Big Splash is a fun-filled way for children to develop planning,
predicting, and problem-solving skills, Tirnie @5 taking a bath, bt
soamething is missing --his Bubber Duckie! Help Ernie build a pathway
that leads Rubber Duckie feom his soap dish o Erme's bathioh,

Ernie's Rig Splash consists of three games:
Crme 12 Birmie’s Challenpe
Crame 2: Ernie's Fun Pal Challenge
Cramie 3: Krmie's Super Challenge
Toselect a pame, use the Black Arrow key 1o laghlieht o choice, Then
press elther Red Button 1o select that game. To return to this menu at
anytime, press the Black Select or Start key,
I8 Each game, which consists of several playfields, is designed o be
miore challenging than the previous one. Encourage your child to start with
the casier games First before moving on 10 Emie's Super Challenge,
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Frnie's Big Splash Ln

The Playing Screcn

At the beginning of the pame, Rubber Duckie appears near his soap
cish, while Brnie i sitting in his bathiob weaiting for Rubber Duckie 1o
Join him.

I8 Point out Rubber Duckic and Ernie, and ask your child o help
Fubber Duckie join Emie in his b, Yoor child may enjoy bailding a
simple, more direct pathway or may prefer constructing longer, more
li'l]l'll[]]l_"}i o,

How 1o Select a Boilding Piece Tor the Pathway

There is a square next e Rubber Duckic that will help you select
builiding picces lor the pathway. Press the Black Arrow ey 1o cycle
through the available building pieces. A new piece appears each time the
Black Arroa key is pressed.

Ernie's Hig Splash 17

There are two green arrows on each piece as shown in the examples
Below, These green armows show where Rubber Duckie enters and exits
each piece.

5 Point out the arrows ineach building picce, and explain that Rubber

Cruckie wses the doorwavs o enter and exat each prece. Encourage your
child te use his or her linger to show you where Rubber Duckie will
cnter the plece and whene he wall el

o ammpal es: 1

OR




Lrnic's Big Splash 13 Frnic's Big Splash 19

IS Have your child note the different directions for each piece. Have When your child selects a piece that he or she thinks is correct, presy
him or her show vou the pieces that move Rubber Duckie neross, up, either Red Button, I correct, Rubber Duckie will move forward,
down, elc.
035" Adter a piece has been placed, point out 1o your child that Bubber
Encourage vour child 1o pay close attention o these dircctions when Duckie is ready and waiting for a new piece o be selected.

planning the route of a pathway,
As peces appear, have your child trace the path through the picee with
Fxplain to vour child that the pieces will only help Rubber Duckic ravel his or her finger, Encourage your child o look at the exit to plan the
across, up, down, or at right angles. Remind vour child that Rubber 1 dircction of the next piece in the pathway,

Duckic cannet move diagonally throwsh picces,

Point out the pieces that appear twice and explain thal although these
pieces look the same, the arrows on the pieces are in different positions,
and each one will move Rubber Duckie inoa differen direction.




Frnic's Big Splash 2

LI voue press a Red Button and a selecied picee docsn’t work, vou wil
hear a "bump” sound. Rubber Duckie will not be alle 1o trave] through
that picce.

Use the Black Armow key 1o select another picee, and hopefilly thal onc
will work!

TE W hen incorrect pieces are selected, point out the position of the
green arrows and ask your child to tell vou why Bubber Duckie cannot
move through the plece. Encourage vour child 1o select another piece,
raying close attention 1o the dircction of the green arrows.

IF wour child has trouble constructing a pathway 1o Ernie's b, have him
or her show vou on the screen which way the pathway should lead.

b
o

Ernie's Big Splash

Ready . .. Set . .. Gol

When a correct pathway has been constructed all the way e Emic's ub,
Rubber Duckic will travel the entive length of the pathway, and fall into
the b with Emie, creating a giant splash.

Press either Red Button again, and Rubber Duckic will travel in reverse
through the pathway, back 10 his soap dish, Your child may send
Rubber Duckie through the pathway as many times as he or she likes,

NOTE: Rubber Dueckie will only move in reverse when the entire
pathway has been completed.



Ernie's Big Splash 132

Muppet Fun Pals

Muppet Fun Pals appear in all the playlields in Games 2 and 3. Muppet
Fun Pals are special pieces that can be added 1o the pathway, Muppet Fun
*als have Tour doorways, instead ol 1w, so they can be used twice in a
prathway.

Butld the pathway up o the Muppet Fun Pal. Then select a picce 1o move

Rubber Duckie into the Muppet Fun Pal picce,

Watch and see which way Rubber Duckie exits the piece. Then build the
pathway 1o enter the same Muppet Fun Pal picee 3 second time, bl

[]H"l:lllf._’.ll a different doorway,

Lt Ben your child includes a Muppet Fun Palin his or her pathway,|
the prece will determine Rubber Duckic's exit doorws . O course, your

chilkl may choose (o build around the Muppet Fun Pal rather than include i
i his or ber pathway.

Iirnie's Big Splash 23

Clear the Screen and Start Again

The Clear optien will clear the screen 1o allow you to starl playing again
on the same playlield. Press the Select or Start key ONCE to start over
within the same level,

Dead Ends

1 your child constructs a pathway that blocks itsell so that Rubber
Duckic can't reach Ernie. then a dead end has been made, Press the
Select or Start key once 1o clear the screen to starl again.

Fxit

AL any time, you can quit the current game, Press the Select or Start key
TWICE 10 quit.

You will return o the Game menu,



Compliance With FCC Regulations 24
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