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PRECAUTIONS

= The Game Pak is a precision device,

It should be kept from extreme
temperatures. Never hit or drop it

= Do oot take it apart.

* [ not clean with benzene, pamnt
thinner, alcohal or other such
solvents,

= Make sure the power 12 off belore
inzerting or removing the Game Pak
from the Mintendo Entertainment
System™,

Propraig D1 Chiklien's Telewlslom "u‘.’q:-rl-:slmp. All
Righis Beserved. SESAME STREET Pupp=t Charnciems
2105 Jien Henson Froductioes, Ine. Al Riphes
Bescrved, FESAME STEEEL and alrest sign are
tradernorks of Children's Television Warkshop.

HWARNING: DO NOT USE WITH
FRONT OR REAR PROJECTION TV

Do not use a front or rear projection television with your Nintendo
Entertainment System@® ("NES") and NES games. Your projection
television screen may be penmanently damaged if video pames with
stationary scenes or patterns are played on your projection television,
aimilar damage may occur if you place a video game on hold or
pause, If you use your projection television with NES games,
Nintendo will not be liable for any damage. This situation is not
cansed by a defect in the NES or NES games; other fixed or
repetitive images may cause similar damage to a projection
television. Please contact your TV manufacturer for further
information,



ADVISORY
Read Before Using Your NES/Super NES

A very small portion of the population may experience epileptic
seizures when viewing certain kinds of flashing lights or patterns that
are commonly present in our daily environment. These persons may
experience seizures while watching some kinds of television pictures
or playing certain video games. Players who have not had any
previous seizures may nonetheless have an undetected epileptic
condition. We suggest that you consult your physician if you have an
epileptic condition or if you experience any of the following
svmptoms while playing video games: altered vision, muscle
twitching, other inveluntary movements, loss of awareness of vour
surroundings, mental confusion andfor convulzions.
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Thank Yyou for purchasing Sesame Street® Countdown.™ Please
read this booklet for a complete explanation of the game and for tips

on helping your children get the most enjoyment and learning from
this Game Pak,
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QUICK START &

|. Insert the Game Pak into your Nintendo Entertainment Svstem.

Tum on the power. The Count will appear outside his castle,
ready to play Sesame Strect Counrdown,

3. Use the Black Control Pad to select a play mode, cither "Hop"
(beginner) or "Run” (advanced). The "Hop" mode is represented
by the Count hopping back and forth across the screen. The
"Fun” mode is represented by the Count monning back and forth.
Then enter your selection by pressing either the red A or red B
button,

%)

4, The Count will wait for you to pick the "Number of the Day "
Then away you go!

e Parents: This manual has been designed to make it easy to find
useful information. Whenever you see a paragraph marked with
this symbol =, you will find additional hints to help your child
gain the most from this program.

Copy written in ttalics has been designed for vou to read aloud to
your child ag he or she plavs the game.



INTRODUCTION TO PARENTS

Sesame Streer Countdown is a fun and entertaining preschool
learning game designed to improve number recognition and enhance
basic counting skills. Becaose the game utilizes digitized speech,
the Count can actually talk to children as they play, resarding
correct answers and gently correcting wrong ones.

The Count accompanies children on a trip through eight different
numnber worlds, each featuring a different playful setting and each
more challenging than the last.

The Number of the Day

Before embarking on his joumey through each world, the Count will
ask your child to select the "Number of the Day." This will be the
number your child and the Count will try 1o collect as they move
from the beginning of the world to the end.

INTRODUCTION TO PARENTS (continued) 8

Easy to Use Controls

Sesame Streer Cournddown has been designed especially for young
children, yet is challenging and entertaining enough for more
experienced plavers. In either play mode, the Black Control Fad
moves the Count back and forth. The red A and B buttons make the
Count jump up to collect numbers or climb to new heights. And
pressing the Select or Start buttons at any time will prompt a
lightning effect and cause the Count to speak.

v [Jze the colors of the buttons 1o help your child become familiar
with the controls, Say "push the big black bhutton” to encourage
vour child to move the Count. Say "push one of the red buttons”
when your child wants to collect a number or object.
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KEYS TO USE/PLAY MODES (continued) 10

Hop Maode: [Use the Black Contrel Pad to move the Count left or
right.

Hun Mode: Use this Pad o make the Count run left ov right and
cfimb up or down,

FPress thexe small Mack betons and Gightming will sieike. The Cound
might talk io you, too!

Fress one of thexe red buttons ro make the Count jump up and
“collect @ number, a group of objects ar a bonus abject.

Sesame Streer Countdown features two different play modes: one for
children new to NES play ("Hop"™} and the other for players morme
familiar with NES controls ("Eun™).

lr]'_'[ﬂpn Mﬂﬂ.E.'-

The Black Control Pad makes the Count hop to the left or right.
Each time the Count lands, the player chooses whether or



KEYS TO USE/PLAY MODES (continued) 11

not to collect the numeral, group of obhjects or bonus ohject floating
above. To jump up and collect, the player simply presses one of the
red buttons,

IIRunII M“{le

The Black Control Pad makes the Count run left or right and climb
up 01 down, depending on the terrain of the world, Climbing up and
down fences, trees and other surfaces is not only fun, but will allow
the player to reach out-of-the-way numbers and objects. When the
Black Control Pad is released, the Count will stop,

To jump straight up and collect a numeral, group of ohjects or bonus
olject, the player must press one of the red buttons. Jumping must
also be used to climb stairs and jump up to platforms.

The A and B buttons can be pressed in combination with the Black
Control Pad 1o make the Count jump either left or right.

HOW TO PLAY 12

Loak! Ie's your batty pal from Sesame Strees, vhe Counr!

Help him count objects and match members on fun adventures
through eipht different worlds!

But first, it's fime to select the "Number of the Day!”

Selecting the Number of the Day

The Count is waiting for you to make the first move! There he is,
wider the Number Wheel, To make the Wheel spin, prexs one of the
red buttons, To make the Count jump up and ger a number, press a
red button apain.

Croend fob! That's the "Number of the Day!™

The number will remain on display at the top of the screen
throughout play in that world.




HOW TO PLAY (continued) 1.3

Each time the Count reaches a new world, the player will have the
opportunity to select a new "Number of the Day."

= After the Count announces the "Mumber of the Day," ask your
child to repeat the number and 1o show vou "how many"” that
number is. This will help your child make correct number
matches throughout the pame.

Collecting Numbers

What's that floating up in the air? 15 it a number? What rumber?
Are those objects! What kind of olijects are thev? How many are
there? Doex that amount match the “Number of the Day?” Shall we
jump up to find out?

As the Count moves throngh each world, numbers and objects will
appear overhead. When the Count is in the right position for a
successful jump, groups of objects will fash and the Count will look

up-

HOW TO PLAY (continued) 14

In most cases, simply jumping up will enable the Count to collect
that number, object or group of objects. Sometimes, the Count will
have to jump or climb up to platforms in order to reach the number,
object or group of objects.

When the Count collects a number or group of objects that match the
"Muinber of the Day,” he will congratulate the player. The number
or group of objects will tum inte a lightning bolt and fly up into the
Lightning Box at the upper right comer of the screen, where it will
be registered as a black mark.

If the Count jumps up and collects a number or group of ohjects that
does not match the "Number of the Day," he will say the name of the

incarrect number, That number or group of objects will tum into a
puff of smoke and fly up into the Bat Box at the upper left comer of
the screen, where it will be registered by the disappearance of a

black mark.

s Encourage your child to say the numbers and to count and identify
the groups of objects out loud as they appear overhead.
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Completing Worlds of Increasing Difficulty

I'o complete each world, the player collects the minimum amount of
matching numbers or groups of ohjects. OF course, players may have
fun collecting as many matching numbers as possible in each world
(or simply exploring the world along with the Count).

Each world has a minimum required amount of matching numbers or
groups of oljects {as few as threc and as many as nine), which
increnses as the Count advances from world to world. This amount
is indicated by the number of empty squares in the Lightning Box at
the upper right comer of the screen. Each correct response will £ill
in one of these empty squares.

Each world also has a mazimum allowed amount of incormect
responses {as many as nine and as few as three), which decreases as
the Count moves from world to world, This amount is indicated

SRR e

HOW TO PLAY (continued) 16

by the number of black squares in the Bat Box at the upper left
comer of the screen. Each incorrect response will empty one of
these squares.

The end of each world is indicated by a right arrow. When the
Count reaches the arrow, you might say;

You've reached the end of this world! Did vou count enough
maiching numbers? Should we pe back for more numbers and more

fun?

When the Count moves past the arrow, he retums to his castle.
Where are we now? The Count's castle! How many tmes did we
mgtich the "Number of the Day?"  Let's coune them cogether with the
Count!

MNow the Count will count the successful matches one by one, up to
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the minimurm amount for the world just completed, Extra matching
rumbers will fall from the sky and playfully bounce around.

If the player has successfully collected the minimum amount of
matching numbers, the Count will say "Let's Go!” and move an to
the next world.

If the player has not yet collected the minimum amount of marching
numbers required to complete that world, the Count will say "Not
Enough!” and automatically return to the beginning of that world.
The player may then try to grab more matching numbers.

Bonus Ohjects

There are two different types of Bonus Ohjects featured in cvery
world of Sesame Streer Countdowr:

HOW TO PLAY {(continued) 15

Bonus Bolts
Levok at that flashing liphtming bole, Should we fimp up and get it7

When a player grabs a Bonus Bolt, it automatically registers as a
successful number match in the Lightning Box,

Bonus Balloons

Where da you think that balloon will lead? Let's jump up and find
!

When a player grabs a Bonus Balloon, the Count will magically float
up to a Bonus Screen where the player will have the opportunity to
make an extra match.

The player can bypass the Bonus Screen and return to the world in
play by moving the Count past the arrow at the right.



HOW TO PLAY {continued)
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As the plaver moves from world to world and gets better at
recognizing numbers and counting objects Bonus Screens become
mare challenging,

There are three different types of Bonus Screens:

1

Number Box Bonus

Each of the five boxes on the screen holds a different number.
The Count can jump up into any one of the boxes to find the
number that will match the "Number of the Day." The scquence
of the boxes is a clue to the position of the correct number.

When the player finds the matching number, he or she must
make the Count jump up into the bell to register the answer and
score the match.

Barrel & Jar Bonus
The Barrel holds from 1 ta 9 objects. The Jar holds from 1 o 10
objects, The player's objective is to end up with the amount of

HOW TO PLAY (continued) 20

chjects in the Jar matching the "Number of the Day." Sometimes
this will require taking objects {rom the Barrel and adding them
to the Jar. On other occasions this will require taking objects out
of the Jar and putting them back into the Barrel. To move
objects from one container to the other, the plaver must make the
Count jump up into each container.

When the amount of objects in the Tar matches the "Number of
the Day.” the player must make the Count jump up into the bell
to register the answer and score the match.

Fguation Bonus

An addition or subtraction problem will appear on the screen,
The player can make the Count jump up into the first or second
numbrer in the equation so that the solution o the problem will
match the "Number of the Day."

When the golution matches the "Number of the Day " the player
must make the Count jump up into the bell to register the answer
and =score the match,
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Winning the Game

furray! You and the Count have made i through all the worlds and
now you've back! Hope you had a nice tip!

When the player has successfully completed all eight worlds, the
player wins the game! To celebrate, the Count will retum to his
castle and announce numbers as they streak through the night sky.

=% Encourage your child to say the numbers as soon as they appear
on the screen. Then, when the Count announces the nu:::hm
your child will know if he or she was right!

MHOW TO PLAY (continued) 22

Running Oul of Bats

Every incorrect match results in the loss of one bat, indicated by the
disappearance of a black mark in the Bat Box at the upper left comer
of the screen.

Should the playver ron ot of bats at any time during the game, the
Count will say "Try Again!" and return to the start of a new game.
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COMPLIANCE WITH FOC REGULATIONS 24

This equipment generates and uses mdio frequency energry ad if not installed and used
properly, that is, in steict accordance with (he manufacturer's instructions, may cause
wderference to radio amd telvision eception, 1 bas been type tested and found o
comply with the limits for a Class B compuoting device in accordance with the
specifications in Subject T of Part 15 of FOC Rules, which are designed (o provide
neasonable protection against such interference in a residential installation. However,
ihecre 15 0o grearasiies that inferference will ned ocowr io o pamicular installation, IF this
equipment does caose interference to radio or relevision reception, which can be
determined by tuming the equipment off and on, the wser is encouraged 1o 0y 10
correct the interference by one or mone of the following meagues:

* Reorient the receiving antenna

= Relocate the NEE with respect to the receiver.

* Move the MES away from the receiver,

* Plug the NES into a different outlet so that compater and receiver are on
different circuits.

' mecessary, the user should consull (he dealer or an expedenced radinfelevision
technician for additional suggestions. The aser may find the following booklet
prepared by the Federal Communications Commission helpful: How Teo Identify And
Resolve Radio-TV Interference Problems. This booklet 15 availakle from e 1.5,
Ciovernment Printing Office, Washington, DC 20402, STOCE # O04-000-(10145_4.




$0-DAY LIMITED WAHRANTY 25

Hi Tech Expressinna™ wasrants to the uriginal consumer purchaser that Geme Pok lscluding Gams
Pak accessories aliall be frec from defocis in material and workmanship for a periml ol 50 doys
Trizem «lale al F|||r|,:'||.'|l||_-I

Ta receive dhis warranty:
L. Din MOFT repsen your defoctive Oame Pak 1o the resailer.

o ]"'IKZIIZI':-:|l the Hi Tech Bxpreasions Castaier Servioe ]_:lppnr||n-|:.;|1| af ke '|1r|:|b|l-|'|| = ui;an_
warmanly servies by calling 1-212-941-1224, Oor Customner Service Depariment i3 i
aperalann from 240 am, do 500 poann, Eastern Stondard Time, Momday thrangh Thursday
sl 2060 Pt to Sax Frodis, EST on Fridays.

3. ke Hi Tech Expressions service representative |2 unable (o salve the problom by
pheee, ke will provide yos with o Beluas Authierizstion nimber, Stmply necosd chis
numther on the outside of the packagling of vour delective PAK FREHIHT PREPAID AND
MMEURED FOR LOSSE OR DIAMAGE tugothor wilh vour sakes alip o similar proed-edf-
purcliase arel a briel description of vour problam wiﬁ\iu Ik l-day worsanty periced o

HI'TECH EXFRESSIONS
Atlny Duatomer Service Departeneit
SEd Dropdway, New York, WY 1002

IF aur cechmician dotermines (ke the Geme Pek ia defective, we will replice i or mfund yoar
purchars price o our opticn.

WARRANTY LIMITATIONS

Any applicable implisd wassantics, inclwling wamartics of nwerchamability and flensss for 2
|'ll:l”i'\-"-t|=Ir pumpues, ar hl:lr\ﬂ:ljl' lignited to Ililltl.'_'.' dava froim e <lale al '|;|||r|,:||:|:c ared arc lu'l:ljn:l:l i
the candition e2d farth herebn, [n a0 event sball Ea‘i. Toch Expressions be liable for conseguoentlal
or incldentsal damiages remlting from tho breach of amy expigas or dinplied warrantic.




