Contents: Electronic Guesstures Game

Object: On each 30-second turn, act out and act fast to get your teammates
to say the words on the game screen. Your team scores 1 point for each word
they guess correctly. The first team to score 15 points wins!

A LOOK AT YOUR GAME

Your Electronic Guesstures game has a 2-sided game screen: one side is
for the Acting player, and the other side is for the Guessing players. The
illustrations below show the features you'll need to know about on each side

of the game.

ACTING SIDE

CLAPBOARD ARM

The Actor presses the arm to
start his or her turn; to see the
score and the time remaining
when a word is guessed; and to
advance to the next word.

GAME SCREEN

Shows each word to be acted
out, the current score, and the
time remaining.

ON/OFF BUTTON
Press to turn the game
on or off.

RESET
Push in if the game malfunctions,
and after changing the batteries.

GUESSING SIDE

GAME SCREEN

Shows the score, the time
remaining, and each word after
it's guessed.

CHALLENGE BUTTON

Press at the end of the opposing
team’s turn to challenge a clue
or word.



INSERTING THE
BATTERIES

Requires 3 x 1.5V “AA” or LR6

size batteries. Alkaline batteries
recommended. Phillips/cross head
screwdriver (not included) needed to
insert batteries.

To insert the batteries, loosen the
screw on the battery compartment,
located on the bottom of the game,
and remove the door. Insert 3 “AA”
size batteries, making sure to align the
+ and — symbols with the markings in
the plastic. See Figure 1. Then replace
the door, tighten the screw, and push
in RESET.

A CAUTION: 7o AvoID BATTERY LEAKAGE

1) Be sure to insert the batteries correctly and always follow the game and
battery manufacturers’ instructions; 2) Do not mix old and new batteries, or
alkaline, standard (carbon-zinc), or rechargeable (nickel-cadmium) batteries;
3) Always remove weak or dead batteries from the product.

IMPORTANT BATTERY INFORMATION: Please retain this information for future reference.
Batteries should be replaced by an adult.

/\ CAUTION:

1) Always follow the instructions carefully. Use only batteries specified and

be sure to insert them correctly by matching the + and - polarity markings.

2) Do not mix old batteries and new batteries, or standard (carbon-zinc) with
alkaline batteries. 3) Remove exhausted or dead batteries from the product. 4)
Remove batteries if product is not to be played with for a long time. 5) Do not
short-circuit the supply terminals. 6) Should this product cause, or be affected
by, local electrical interference, move it away from other electrical equipment.
Reset (pushing Reset, switching off and back on again or removing and re-
inserting batteries) if necessary. 7) RECHARGEABLE BATTERIES: Do not mix
these with any other types of battery. Always remove from the product before
recharging. Recharge batteries under adult supervision. DO NOT RECHARGE
OTHER TYPES OF BATTERY.

ALTORS AND GUESSERS,
GET READY TO PLAY!

1. Place the game on a flat surface. All players sit nearby, facing the Guessing
side (the side with the large Challenge button).

2. Divide yourselves into two teams: Team A and Team B. It's okay if the
teams are uneven.

3. Turn the game on by pressing the ON/OFF button. The game will welcome
you and wait for you to begin playing. Team A takes the first turn.



On Your Team’s Turn

Choose someone on your team to be the Actor. (The role of the actor
alternates with each turn.) This player gets up and takes a seat facing the
Acting side of the game (the game screen will say, THIS SIDE TO ACT CLUES).
All other players remain on the Guessing side (the game screen will say, THIS
SIDE TO GUESS). The players on the Actor’s team will be the Guessers; the
players on the opposing team will keep an eye and ear open for anything
they may want to challenge (see Challenging on the next page.)

If you're the Actor, your goal is to get your teammates to guess as many
words as possible before the 30-second timer runs out. Decide before you
play whether or not word forms will be acceptable (for example, if “knitting”
is an acceptable guess for the word “knit”).

To start your turn, press the clapboard arm. Your team’s current score and the
time (30 seconds) will show on your screen. Then the clock will start ticking
as the countdown (from 30 seconds to 0) begins.

SCORE TIME

When a word appears on your screen, quickly act it out while your teammates
shout out their guesses. (While you're acting, the Guessers’ screen shows only
the current score and the countdown.)

HOW WOULD YOU ACT OUT “YO-YO"?

Rules for Giving Clues: Always follow these rules when acting out a word
for your teammates:

¢ No talking or other sounds are allowed.

* Props or other “visual aids” are allowed. You may point to parts of the body,
other people in the room, objects in the room, etc.

* Mouthing words is permissible only if the word is not the word being acted
out. For example, you may mouth “help” while acting out “drowning.”

e Feel free to use classic charades technigues (such as pulling your ear to
indicate “sounds like . . ."). But remember, these techniques are time-
consuming and may work against you!

As you act out the word, your teammates may shout out as many answers as
they want. Listen closely! If you hear the word that you're acting out, quickly
press the clapboard arm to score 1 point. Your current score and your time
remaining will appear on your screen; the guessed word will appear on the
Guessers’ screen. The countdown continues!

Now you may decide either to let your time run out, or to press the clapboard
arm again and act out another word. (See THE LAST WORD, in the box
below.) If you decide to act out another word, quickly press the clapboard
arm again, and begin acting out the next word that appears on the screen.
You cannot skip words: your teammates must guess each word before you
advance to the next one. Keep going acting out words until you decide to
stop, or the buzzer sounds.

THE LAST WORD

Each time your teammates guess a word, you score 1 point. But here’s the
catch, and it’s a really important one: if you’re acting out a word when
time runs out, you lose all of the points that you ‘ve scored for that
turn! In order for you to keep your point(s), your screen must show your
score and the time, not a word.

Whenever your teammates guess a word and you press the clapboard
arm, check out the seconds remaining on the clock; then decide if you
want to risk pressing the arm again to act out another word—or if you
want to stop, keep the points you have, and let your time run out. Don't
get greedy, or you may get nothing!




Ending Your Team’s Turn

When the buzzer sounds, your time is up. The game screen will show the total
score for each team.

e If you scored any points on your turn, the screen will say, CHALLENGE?
The other team may now either challenge (see Challenging), or press the
clapboard arm to begin their turn.

e |f you didn’t score any points on your turn, the screen will display the total
score for each team, then prompt the other team to take their turn.

Challenging

When the buzzer sounds at the end of a turn, the opposing team has 15
seconds to press the Challenge button. The team may challenge if they think
that the Actor broke an acting rule, or the Guessers did not guess a word
correctly. If a challenge is successful, the challenged team loses all of their points
for their turn. If not, neither team loses any points.
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After the Challenge button is pressed, both teams discuss and resolve the
challenge. The display screen will say, DOES TEAM (A or B) LOSE THEIR
POINTS? If the challenging team won the challenge, they press the Challenge
button when the word YES appears. If the challenging team lost the challenge,
they press the Challenge button when the word NO appears.

After a challenge, press the clapboard arm to begin the next team'’s turn.

HOW TO WIN

Keep playing until one of the teams reaches a total of 15 points or more when
their turn is over and any challenges are resolved. That team is the winner! To
play again, press the clapboard arm. Team B becomes Team A, and now gets to
go first.

DONE PLAYING FOR NOW?

Press and hold the ON/OFF button to shut the game off; or just wait a couple of
minutes, and the game will shut off automatically.

FLLC STATEMENT

This equipment has been tested and found to comply with the limits for a Class B digital device,
pursuant to part 15 of the FCC Rules. These limits are designed to provide reasonable protection
against harmful interference in a residential installation. This equipment generates, uses, and can
radiate radio frequency energy and, if not installed and used in accordance with the instructions,
may cause harmful interference to radio communications. However, there is no guarantee that
interference will not occur in a particular installation. If this equipment does cause harmful
interference to radio or television reception, which can be determined by turning the equipment
off and on, the user is encouraged to try to correct the interference by one or more of the
following measures:

e Reorient or relocate the receiving antenna.
¢ Increase the separation between the equipment and receiver.
¢ Consult the dealer or an experienced radio/TV technician for help.

We will be happy to hear your questions or comments about this game. U.S. consumers please
write to: Hasbro Games, Consumer Affairs Dept., P.O. Box 200, Pawtucket, Rl 02862. Tel: 838-
836-7025 (toll-free). Canadian consumers please write to: Hasbro Canada Corporation, 2350 de la
Province, Longueuil, QC Canada, |4G 1G2. European consumers please write to: Hasbro UK Ltd.
Hasbro Consumer Affairs. P.O. Box 43, Caswell Way, Newport, Wales, NP19 4YD; or telephone our
Helpline on 00800 22427276.

© 2005 Hasbro, Pawtucket, Rl 02862. All Rights Reserved. TM & ® denote U.S. Trademarks, 42515

PROOF OF PURCHASE
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