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PRECAUTIONS

L

The Game Fak is a precision
device. Keep it away from
electrical shock and do not use
under extreme lemperature
conditions.

Do not touch the terminals,
Avoid exposure to water,

Do not ¢lean with thinner, benzine,
alcohol, or cleaning fluids.

Malke sure the power is of T
before inserting or removing the
Game Pak from the Mintendo
Entertainment System.
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STARTING THE GAME 4

KEY SUMMARY

A

Welcome to Win, Lose or Draw.. . the exciting Mintendo pame
that brings the drama of the TV gpame show into your home,

+  Insent the Game Pak into your Nintendo Entertainment
Syatem,

*  Tum on the power.

= The Win, Lose or Draw logo appears first, followed by
the mp}rnght notice.

= Press the Start button to begin play.
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menu aned the e, zelection. In Speed

alphabet block. Start Buiten:
Pauses game.

Round, B Button
passes to next puzele.



MENL

MENL

Press Stamt on Control Pad 1 to see the menu and the game play
options. This menu appears:

Team |
Mlen
Wormen

Team 2
Men
Wormen
Mone

Level
FEasw
Monmal
affienl:

Drawing Modde
Aaptomatic
FPlayer

Practice

Set Puzzle Code
Yes
[}

Use the Control Pad's ap or down arrows to choose one of the menu
options, The blue dot on the left side of the screen indicates your
position on the screen. Use the A Button to make your selection.
The check marks show which options are selected, Then use the
Control Pad to move down on the meno and make your next
selection,

Once you are satishied with vour option selections, press START to
begin the game.
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Team 1 and Team 2

Choose either male or female characters to make a team., To play
alone, choose "none” at the Team 2 option.

Level

There are three levels of difficulty. In the Easy level, you guess
single objects with one-word answers within a 60 second time limir.
There are dashes on the screen which indicate how many letters the
answer contains.

In the Mormal level, the puzzles consist of phrases with multiple
wond answers, There are dashes to indicate the number of words and
letters in each phrase and the time limit is 60 seconds.

The Diflicult level uses multiple word phrases, There are no dashes
to help, and the time limit is 40 seconds.

MENU DESCRIPTION "

Drawing Mode

There are three modes of play. The pictures are drawn by the
Nintendo Entertainment System in the Automatic mode. Your feam
must guess the answer before time mns out. The time limits for this
mode are described on the previous page. In the Player mode, one
player draws the picture while the other team members guess the
answer, (See: How to Play: Plaver Mode) The Mintendo
Entertainment System gives you the object or phrase to draw and
timing iz tumed on. The Practice mode allows plavers to practice
drawing and typing. Phrases to draw are not provided and the timer
is murned off,
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HOW TO PLAY 11

S¢l Purzle Code

This aption allows you o save your game position and avold
repeated puzzles. You will find directions for saving your game on
page 12

NOTE: Pauwsing The Game

You can pause the game at any time by pressing the Stant button
during play. "Game Paused” will appear on screen. To resume play,
press Start agrain.

Automatic Mode

When vou finish the game setup, vou are ready to play. Press Stant
to begin. Team 1 goes first. If vou choose the Automatic mode, the
Mintendo Entertaimment System draws a word or phrase. Use the
arrow keys on the Control Pad to select a leder. Press the A Button
to lock in your letter choice, If the letter is a pant of the puzzle
solution, it will appear below the puzzle drawing at cvery place in
the word or phrase that is appropriate. Wrong guesses cost you ]
points cach. When you complete the word or phrase that describes
the puzzle, you receive the points for that puzzle, plus a bonus cqual
to the number of seconds left on the clock.

If Team 1 fails to guess correctly, Team 2 has the opporunity to
"steal the answer”, Team 2 picks up where Team 1 ended and has a
chance to guess the answer within 40 seconds,
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The next puzzle is for Team 2. Players on Team 2 follow the steps
described above for Team 1. Play continues until both teams have
the opportunity to guess three drawings. Then, the Speed Round
begins.

In the Speed Round each ream guesses as many drawings as possible
within the time allowed. The time frame is determined by the choice
of level. The A Button selects a letter. The B Burton passes to the
next puzzle.

The more drawings puessed, the more points vour team accurmulates,
Saving The Game Code

When the game ends, players are asked if they want to save the
game's code, A seven letler code appears on screen. Saving the code

and entering it before your next game avoids repeated drawings in
subsequent games.

[

HOW TO PLAY I

II'you write down the game code before turning off the Nintendo
Entertainment System and enter it the next time you play, the
drawings will not repeat until all of the remaining drawings in the
game are used. At the end of this manual you will find a place 1o
recard the seven letter code for your game. You have to input these
letters in the proper sequence to begin play where the current game
ends. Be sure you copy the letters correctly before you turn the
Mintendo Entertainment Syatem off. To use the game code the next
time you play, choose "Set Purzle Code--Yes", on the Main Menu,
When you press Start, follow the directions on the screen to enter the
code. Be sure to enter it exactly as it was saved. You can save as
many game codes as vou wish, If vou want to repeat a game, you can
enter its code and play it again with the same puzzles. Remember to
enter the code you started the game with, not the code that vou are
given at the end of the game in order to repeat a previously plaved
e,
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Player NMode

In this mode, playvers draw their own pictures. Otherwise, the game 15
exactly like Automatic mode. (See Drawing Tips on page 15) Each
person oo the team takes a tarn. The designated artist is prompted to
"Press the B Button to preview the answer”, The answer to the puezle
appears on the screen. The guessers (other team members) should ook
away from the screen at this time. When the answer disappears, a bell
rings to indicate that the poessers can look at the screen agam. The
timer beging and the sketcher starts to drawe with Control Pad A, The
other team members type guesses with Control Pad B as in the
Automatic mode. When three people are playing on one team, the
twi guessers should collaborate,

HOW TO PLAY 1:

Practice Mode

Practice mode lets you become a Nintendo artist. With it, you can
practice drawing and entering letters with the keypad. Practice is grea
for younger plavers because they can make up their own objects to
draw and type withoutr being timed,

Drawing Tips

Drawing with Win, Lose or Draw is simple to leamn and fun for
everyone. But, if you have never used a drawing tool before, here are
a few tips that will turn you into a Picasso almost ovemight, The
game has a Practice mode so that you can get the hang of drawing
without the pressure of game play. Also, Practice mode lets vou
decide what you want to draw instead of the Nintendo Entertainment
System giving you ohjects or phrases, Choose "Drawing Mode--
Practice”, from the Main Menu.
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The drawing casel appears with a cross-hair cursor
positioned in the middle of the screen. Think of the cursor
as d pen point which is now suspended above the drawing
tablet, Wlhcnever you see the cross-hairs, the pen is in the
"up” position. When the pen is up, yon can move it
without drawing. Use the arrow keys o move the pen. To
place the pen down on the drawing tablet, press the A
l'ftl'rtnn. Now, when you move the cursor, the pen draws a
line. Teq raise the pen above the drawing tabler again,
press the A Button. You will see the cross-hairs appear, To
erase everything on the screen, press the B Button, Now
you are ready to draw!

To draw one pixel (dot) at a time, press the arrow button
one click at a time. This will give you the most control
over your drawings

HOW TO PLAY 17

Tao draw a straight line, keep any arrow bution depressed,

Tao draw a diagonal line, press the comers of two arrow
buttons. (See Hlustration) Diagonals can be tough at first,
50 begin by drawing one pixel up, then one aver, one up,
one over, until vou get the hang of it

WAy
AL w )W (press here)

To draw a curved line or a circle, draw pixel by pixel.
Hegill by creating a short diagonal line, With practice you
can make adjustments so that you create a curved line or
circle. When you can draw a circle while holding the arrow

keys down, vou've become a Win, Lose or Draw
Maater.
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Here are some drawings to practice,
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Here are some drawings to practice.
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GAME CODE RECORD SHEET 20 Compliance With FCC Regulations 21

Thia equipnienl penermtes and nges rdin frequency cnergy and if nat installed and vsed
properly. that is, in sfriet accordonce with (he manofacturer's instoetione, may canse
interference ta padio and television reception. It has been tvpe tested nnd found to
comply with the limits for 2 Class B compmting deviee in acvcordance with the
e I K — - ey e e e o ] epecifieations in Subject J of Part 15 of POC Rules, which nre degipned 1o provide
rensunable prodection against such interference in o residential tostallation. However,
there is no gunranies that interference will not ocour jn & particular installation. TF this
R e N e P L T T e e wquipment does canse intesference o mdio or television reception, wlich can he
dlebermined by fuming the equipnient off and on, the oser i encourped o iyt colpes]
the interference by ane or more of the following menaures:

*  Reorient the receiviog antenna

i - Er— e Fe e = — —5 = Relocote the NES witll respect to the receiver

*  Muove the NES pway [rom the receives

*  Plag the NES into a different outlel so that compiter and receiver are on differeat

e R ety et Tl et s ol e =3 circeita.

If wecessary, the ussr should consult ihe dealer or nn experenced ndiafelavigion
technician for additicnal suggesticos. The user moy find e Following beeklel prepared
by the Federal Communications Commission helpful: How 10 Tdentify and Reaolve
Radio-TV Interference Problems. Thiz booklet is avoiloble from the U5, Govesmment
Printing Ofice, Washington, DC 20402, Stock Mo, (0040000034 5.4,




D0-Day Limited Warranty 22

Ili Tech Bxgressions™ worroists to s original sonsumer purchaser tha: Win, Lore or Draw
Game Pak (PAK") (oot e luding Gome Pak Aceessarics ar Bobod Accessories) shall be free from
defecia i materaal aind mlri.lnlulll.iF- T & [H:.rm-ﬂ of %A |:|.:|:||s. froim dats of purchase.
To receive thls warennty:

I, D MO motarn your defecrive Samse Pok o e relailer,

2, Molify ihe Hi Tech Bapreasiens Customer Service Dopantmest of he prollais requiring
warrgnty servace by calling 1-Z12-84 197035, Our Custoimer Serviee Depariment @5 in
cperation Tram LEF PO, to 500 M. Baseesn Siandard Tines, Maon,-Thors, and 500 A k.
vo [0 Fub.. Fredoys.

5. 1§ dhe Hi Tech Rxpressbons servics represemiative e onable o solve the proldem by plane,
he willl provale you with a Kot Astborizatioe number, Sunply meond (kis number an the
alxite of fhe arknpin% of Eﬂ-ur defective PAE FREMGHT ri":l'EEI-'.lLID AND INSURED
FOR LOSE OR DPAMAGE. popether with vaur sales slip or similar procfoof-purchase
and & hrief description of yeur preblom within the #-day wamanty peomd e

HI'TECH EXFRESSIONS
Akl Minterde Cusiemer Bervice ]}r.EurI:“nul
54 Dromdwoy, New York, NY IK2

IF onir ecbaisam delermanes thal the Oame Pak b defective, we will replacs it ar reluml your
purchar: price a1 our opini-

WARHANTY LIMITATIONS

ANY AFTTICARLE TATLIGD WAk R AN RS, DL URDE WARRANTIFS OF BMERCHAMTADILITY AND FIITHESS
FOR A PARTICULAR FURPOSE ARE HERERY LIMITER TO NIKETY DIAYS PRORM TEHE AT 0 FURCHASE
ANE ARE SUTRIECT TO THE COMIHTION SAT FORTH HEREIN. IN HO EVEXNT SHALYL I TRCH BXTRERSI0MS
RE TIARLE FOR CONSEQUENTIAL OF INCIDENTAL FAMAGES RESULTENG FROM THE BREALCH OF ANHY
FATILESS OH, IMPLIED W AR B ANTIES.
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