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THIS OFFICIAL SEAL IS YOUR ASSURANCE 
THAT NINTENDO HAS APPROVED THE 
QUALITY OF THIS PRODUCT. ALWAYS 
LOOK FOR THIS SEAL WHEN BUYING 
GAMES AND ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY WITH YOUR 
GAME BOY SYSTEM. 

GameTek brings to Game Boy the biggest name in 
TV game shows- Wheel of Fortune®. Spin for your 
consonants, buy your vowels, solve the puzzle 
when you think you know the answer. Play alone , 
play with a friend , or play against the computer. 
Over 1,000 new puzzles! Win "cash" and 
"prizes. " 
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HOW TO USE THE CONTROLLER 

CONTROL PAD 

Pressing the arrowed tips: 

a. Left or right moves the 
cursor to player selections 
(1/2/1 VS. COMPUTER), 
Y /N selections, and SPIN/ 
BUY /SOLVE selections. 

b. Left or right moves the 
power box ~ - ~ to deter­
mine the strength of the 
wheel's spin. 

c. Left or right, up or down, 
moves the cursor to 
desired letters, to DEL 
(Delete) and to END. 

A BUTTON 

a. Confirms your selections. 

b. Starts the wheel spinning 
after you have selected SPIN. 

B BUTTON 
Not used. 

START BUTTON 

a. Starts the game. 

b. Pauses and restarts the game. 

SELECT BUTTON 

Not used. 
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SETTING UP THE GAME 

1. When the switch is turned on, the Nintendo® logo 
will be displayed , followed by the Wheel of Fortune® 
title screen. 

2. When the Player Selection screen appears, use the 
left or right arrow on the Control Pad to select a 1-
P I ayer, 2-Player, or 1-Player-Versus-the-Computer 
game; confirm the selections with the A Button. 

3. The Name Entering screen follows. In a 2-Player 
game, players decide in advance who is to go first. 
That player scrolls to the letters in his name (up to 5 
letters), confirming each with the A Button, then 
scrolling to END and confirming with the A Button. 
(An incorrect letter can be "erased" by scrolling to 
DEL before scrolling to END.) 

{(PI l t It l) (l O l) 
(( • l) 

4. In play versus the computer, the name COMP automatically appears 
as the second player. 
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HOW TO PLAY ROUND ONE 

1. The game screen opens with the Wheel of Fortune board displaying 
the category. It could be: PERSON, PEOPLE, PHRASE, PLACE, EVENT, 
TITLE, THING, THINGS, FICTIONAL CHARACTER, or SAME NAME. 

a. Blank boxes show the number of puzzle letters and puzzle words. 
b. Players' names appear in order of play. 

2. Player #1, your name flashes to start the game, and the cursor 
appears at SPIN. 

3. The timer at the top begins a countdown (from 11 
to 00) while you decide to SPIN (for a consonant) , 
BUY (a vowel) or SOLVE (the puzzle). 

IS.P...::Xlt ll UV !! 0 I~ VP 

a. Players usually elect to SPIN for the first few ::~~~n ~ s c 0 n:} -~( ~ ~11111-.., ~ 

turns until several letters appear on the board. 
b. You cannot buy vowels until you have at least 
$250 in your SCORE column for the current round. 

!l U:! I\N O O t.00 

A CCOCPt:tt I .J KI H 01 t.. 
HOPOJl:lTU U~xv , ltfO 

c. If you do not make a decision during the countdown, a buzzer 
sounds, and a message announces TIMER RAN OUT. 
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4. If you choose to spin, press the A 
Button while your name is flashing and 
the cursor is on SPIN. This brings up the 
display at the right: Box 1 ...... 

~==~ a. Box 1 identifies the player who is 
spinning. 
b. Box 2 displays the player's 
winnings in the current round. 
c. Box 3 is the power box which deter­
mines the speed of the spin. 

Box 3 • 

Box 4 

000 

00 

Box 2 

d. Box 4 is the value box, displaying boldly the dollar values as they 
change on the wheel. 

5. Use the left or right arrow on the Control Pad to select the power of 
your spin. As the power box moves left to right, the speed and strength 
increase. Press the A Button to confirm the position. 

6. Press the A Button to start the wheel spinning. 

7. When the wheel stops, the number on which it has stopped deter-

6 

• 



• 

• 

mines the value of the consonant you will be selecting 
during your turn. These are the only exceptions: 

a. If the wheel stops on B (BANKRUPT), you lose 
Nl'tNt l \:, C Oltt a.-- :, 1 

all your winnings for the current round and play !;:.~~It _____ :, ,, ,N 
nuc:ot t c~tt 1 .Jt<t t1 n1 1 
Hn••• .. t:, 1 u, 1,~, v .1 1 HO automatically passes to the other player. 

b. If the wheel stops on M (MISS A TURN), you 

{l • l) 
{f 1 t> s 1 unij) 

miss your turn and play passes to the other player. 
c. If the wheel stops on F, you get a FREE SPIN, 
which you can use during that turn or save and use 
when the game offers it back at any time during 
that round if you enter an incorrect letter or land 
on M (MISS A TURN) OR B (BANKRUPT). If you 
choose to save your free spin, a 

1 (or more if you land on FREE SPIN on subse­
quent spins) is entered in your FS (Free Spin) 
column. 

8. ENTERING YOUR CONSONANTS: 

When the wheel stops, the puzzle screen is displayed. 
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Use the Control Pad to select your consonant during the timed count­
down (from 11 to 00); confirm your choice with the A Button. 

a. If the consonant is correct: 
1) A tone sounds for the number of times that 
letter appears, and the boxes for that letter 
flash on the game board. 
2) The hostess turns over that letter, which is 
then removed from the alphabet selection box. 
3) The value of the spin for that consonant is 
entered in your SCORE column. (If that conso-

"AMt!'. f $ SC OAI! l . t\ ~ f 
l• t T C II O J ~t:,Cl ~ PIN 
~ U~AN C) 000 700 

wncor ott1.J1<1 t1 ot1 
OPUH U\t\:l~Y Z f'NU 

nant appears twice in the puzzle, your winnings are doubled; if 
three times, winnings are tripled, etc.) 
4) You then continue to spin. 

b. If your consonant is incorrect: 
1) A buzzer sounds and the screen advises you THERE ARE NO 
R'S (for example). 
2) That consonant is removed from the alphabet selection box. 
3) Play passes to the other player. 
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9. BUYING A VOWEL: 

You may choose to BUY a vowel as long as you have $250 in winnings in 
the round you are playing. 

a. That $250 is deducted from your winnings whether that vowel is 
correct or not. 
b. It is $250 regardless of how many times that vowel appears in the 
puzzle. 
c. If you do not have $250, you will be offered only the choice of 
SPIN or SOLVE. The cursor will not confirm BUY, but will move back 
to SPIN. 
d. That vowel is removed from the alphabet selection box. 

10. You may continue to SPIN and enter a consonant or BUY a vowel 
u nti I: 

a. The letter you select is not in the puzzle. 
b. The wheel stops on B (BANKRUPT) or M (MISS TURN). 
c. You enter a vowel after you have selected SPIN. 
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d. You enter a consonant after you have selected BUY. 
e. You give an incorrect solution to the puzzle. 
f. Time runs out before you make your letter selection. 
g. You press the A Button on a blank space representing a letter that 
has already been used (correctly or incorrectly). 

11. When you complete your turn, pass the Game Boy to your opponent. 
You may pause the game to allow passing time by pressing the START 
Button. 

12. Player #2 presses START to activate his turn. His name flashes to 
signal the beginning of play. Player #2 follows steps 1- 11 as described 
for Player #1. 

13. SOLVING THE PUZZLE: 

During any of your turns, you may choose to solve the 
puzzle. 

a. Scroll to SOLVE and confirm with the A Button. 
b. A flashing box in the puzzle indicates the first 
missing letter to be entered. 
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c. Move the cursor across the alphabet; confirm your selection with 
the A Button. That letter will then appear in the flashing box. 
d. The flashing box moves to the next missing letter; repeat step c. 
e. When all the letters are filled in, move to END; confirm the com­
pleted puzzle with the A Button. 
f. If your solution is correct, the winning music 
plays. Both players ' scores flash to show the win­
nings being stored (a dollar amount for the winner 

t-1. T 

and O for the loser), and the next round is ·::u a,. ..... ~ 
os,a u ••v 

announced. Press the A Button to store the win­
ning score and bring up a new puzzle for Round Two . 
g. If your solution is incorrect, play passes to the othe·r player to 
SPIN, BUY, or SOLVE. 

NOTE: Speed is essential since the timer is counting down to 00; accu­
rate spelling is also essential- even one incorrect letter will make the 
response incorrect. 
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HOW TO PLAY ROUND TWO 

1. The scores return to O as a new puzzle appears. Play proceeds as in 
Round One, with Player #2 starting. 

2. At the end of Round Two, scores are displayed, followed by the cumu­
lative scores of the winners of Rounds One and Two. Round Three is 
announced. 

C3J1.lll UIJY S OI. \JL 

Hnt-1r !i CO rt I_! I ":t l 
I• I ! TI. It O :t r> I tt 
!l I, !l n H O 'l O 0 

nncn1. r(.ttJ.Jt<t. t-1 o, 1 
tfOPf\rt !lTUV~XY Z l NU 
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HOW TO PLAY ROUND THREE-THE SPEED-UP ROUND 

1. The player box displays HOST as the spinning play­
er and the wheel is spun automatically to determine 
the value of each consonant for that round. (Vowels 
do not earn any dollar value, but may be selected to 
help solve the puzzle.) 

2. Player #1, you start the round. You do not have to 
spin. Simply move the cursor to a consonant or vowel. 

I ttO!l T I I 

• 
() ) 

a. A correct consonant sends the hostess to the puzzle to turn the 
letters on the board, and the value (see #1 above) is entered in your 
SCORE column. 
b. A correct vowel is turned on the board by the hostess, but no 
money is added to your winnings. 

3. After each correct guess, your name and SOLVE flash on the screen 
for a countdown (from 09 to 00). 

4. With the timer counting down, decide if you want to solve the puzzle. 
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a. If you do want to solve the puzzle, press the A 
Button during the flashing countdown, then follow 
steps outlined in Round One, Step 13: SOLVING 
THE PUZZLE. 
b. If you do not wish to solve the puzzle, let the 
timer run out. The round will continue with the 
other player. 

N AHt •~o 
t-f! 1'1':R ttUt IN 
~u • ~" ••o uo 

ac r. OH• ~-· ~ Oft 
a a • u ~~v~ '"" 

5. At the end of Round Three the stored cumulative scores of Rounds 
One, Two, and Three are displayed. The winner's score flashes and the 
word WINNER is displayed. That player goes on to play the Final Round. 
Press the A Button to begin. 

6. If the winner of a 1-Player-Versus-Computer game is the computer, it 
does not play the Final Round. 
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HOW TO PLAY THE FINAL ROUND 

1. The name of the Final Round player is displayed 
alone on the screen, and he/she gets to select which 
grand prize to play for. 

2. The first choice appears; press the down arrow on 
the Control Pad to see the other 

~.h.~l.t!NT C ULl 4-l- U.l~ prizes. Conti rm the selection with 
~~>~C ONS ON"Nl S!..-t; 

l:1:2 rl: C~3\rcl:ttk the A Button . 

WUt~ U l!ff ('otll .Jt(l. t1 uc ,_ 
NOPOOSTUUWX Y £ ~ NU 

3. The category and game board are displayed, fol­
lowed by the message: ENTER 5 CONSONANTS AND 1 
VOWEL. 

4. Make your letter selections and confirm each with 
the A Button; move to END and confirm with the A 
Button. 

5. The game board reappears and the correct boxes 
light up. The hostess turns over any of your letters 
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that appear in the puzzle. 

6. You are given a timed countdown from (35 to 00) 
to input the missing letters. 

a. Enter each missing letter as its box flashes; 
confirm each with the A Button. 
b. Move to END; confirm your completed 
answer with the A Button. 

I l ! i UNI 

Hnt-11 • ~ :, t:o,u an :, , 
:, U !, n N U •1 . -. '. , 0 !, I> l N 

n U t: U t I t ; tt J .l Kt t1 U t I 
HOPOtt :i 1 u, • u,v ✓ CHO 

7. If your answer is correct, a congratulations message is displayed, 
along with the prize you have won. 

8. If your answer is incorrect, you can continue to guess and enter differ­
ent letters in the flashing boxes until you guess the correct answer or 
until the timer runs out. In either case, the correct answer is displayed. 

9. Press the A Button to start a new game. 
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HINTS ON GAME PLAY 
1. Correct spelling is essential when solving a puzzle. We recommend 
that you check the screen for all the letters you entered before you scroll 
the cursor to END and confirm your answer. 

2. You can "erase" letters you may have entered incorrectly by scrolling 
the cursor to DEL (DELETE) and confirming it with the A Button. 

3. Each time you guess a letter (correctly or incorrectly), that letter is 
eliminated from the alphabet on the screen. 

4. When all consonants have been placed in the puzzle and only vowels 
are still missing, you will be permitted to confirm only BUY or SOLVE. 

5. When all vowels have been placed in the puzzle and only consonants 
are still missing, you will be permitted to confirm only SPIN or SOLVE. 

6. A numeral 1 (or 2 or more) appearing on the scoreboard between your 
NAME and SCORE is a reminder of the number of FREE SPINS you have 
accumulated. These are available for use only in the current round. 
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7. A flashing name on the scoreboard indicates the player whose turn it is. 

8. A BANKRUPT stop on the wheel applies only to earnings in the current 
round. Winnings being stored from previous rounds are not affected by 
a BANKRUPT and remain stored for the final total. 

9. The pause function of the START Button is active only during the 
human player's turn, not during a computer player's turn. 

10. If a pause is accessed during a name-flashing sequence, that name 
may disappear from the screen; however, it will reappear when the game 
is restarted. 

11. This Game Pak uses a program which will randomly access the puz­
zles. At the end of play, the entire puzzle file is cleared and made avail­
able for future play. This is very much like shuffling a deck of cards 
after each game. Puzzles are selected at random by the computer, so 
although there are over 1,000 puzzles (places, things, people, events, 
etc.), repetition may occur. If it does, and you wish to reshuffle the file, 
turn your Game Boy off and then on. This will initiate a new game and 
reshuffle all the puzzles in the program. 
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CAUTIONS DURING USE 
1. If you play for long periods, take a 10-to-15-minute break every hour 
or so. 

2. This equipment is precision built. Do not use or store it under condi­
tions of extreme temperature, or subject it to rough handling or shock. 
Do not disassemble the unit. 

3. Do not touch the connectors or let them come into contact with water, 
as this can cause malfunction. 

4. Do not wipe this equipment with volatile solvents such as thinner, 
benzene or alcohol. 

5. Store the Game Pak in its protective case when not in use. 

19 



90-DAV LIMITED WARRANTY 

GameTek, Inc. warrants to the original consumer purchaser of this 
GameTek software product that the medium on which this computer pro­
gram is recorded is free from defects in materials and workmanship for 
a period of ninety (90) days from the date of purchase. This GameTek 
software program is sold "as is," without express or implied warranty of 
any kind, and GameTek is not liable for any losses or damages of any 
kind resulting from use of this program. GameTek agrees for a period of 
ninety (90) days to either repair or replace, at its option, free of charge, 
any GameTek software product postage paid, with proof of date of pur­
chase, at its Corporate Offices; GameTek, Inc. 2999 NE 191 St., 
No. Miami Beach, FL 33180 (305)935-3995. 

This warranty is not applicable to normal wear and tear. This warranty 
shall not be applicable and shall be void if the defect in the GameTek 
software product has arisen through abuse, unreasonable use, mistreat­
ment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WAR­
RANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY 
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NATURE SHALL BE BINDING ON OR OBLIGATE GAMETEK. ANY IMPLIED 
WARRANTIES APPLICABLE TO THIS GAMETEK SOFTWARE PRODUCT, 
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD 
DESCRIBED ABOVE. IN NO EVENT WILL GAMETEK BE LIABLE FOR ANY 
SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM 
POSSESSION, USE OR MALFUNCTION OF THIS GAMETEK SOFTWARE 
PRODUCT. 

Some states do not allow limitations on the duration of an implied war­
ranty or exclusions of limitations of incidental or consequential dam­
ages, so the above limitations and/or exclusions of liability may not 
apply to you. This warranty gives you specific rights, and you may also 
have other rights which vary from state to state. 
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LOOK FOR THIS OTHER EXCITING 
NEW GAME BOY GAME FROM GAMETEK™ 

JEOPARD YI® 

Be the first to press the buzzer and the 
"cash" is yours. With almost 2,000 
"answers" just waiting for your "ques­
tions," this Nintendo Game Boy version 
of the second-highest-rated TV game 
show is every bit like the original. 
We've packed big brains in a small box 
for great fun and great challenges! 

Jeopardy!® is based on the television program produced by Merv Griffin Enterprises, a Unit of Columbia 
Pictures Entertainment, Inc. Copyright © © 1990 Jeopardy Productions, Inc. All Rights Reserved. 
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Wheel of Fortune is based on the television program produced by Merv 
Griffin Enterprises, a Unit of Columbia Pictures Entertainment, Inc. 
Copyright © 0 1990 Califon Productions, Inc. All Rights Reserved. Merv 
Griffin Enterprises did not write any of this program material or source 
code and makes no representations as to its content. © 0 1990 
GameTek. All Rights Reserved. 

GameTek is a trademark of IJE, Inc. 
2999 Northeast 191 St. 

North Miami Beach, Florida 33180 USA 
( 305 )935-3995 

Printed in Japan. 


