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TRIVIA

CONTENTS
Tower, 6 pucks, and
60 double-sided cards

OBJE('."I': Try to drop the answers in the correct order to score the most points!

= |nsert batteries (see "Battery Information” on the back page).
= Read GET READY and PLAYING A ROUND to understand what "‘::‘;‘;m‘;::‘e"'l':""":‘llﬁ'ﬂ"
you'll be doing in this game. v 8in playing.

GET READY

1. Split into two teams. Teams sit on opposite sides of the table.

2.Flip the switch on the back of the tower to the ON pasition.

3.Flip out the kickstand and stand up the tower where everyone can see it. Make sure at least one player from
each team can reach it.

4.shuffle the cards. Place them and the six pucks near the tower.

CARD CODE E

PLAYING A ROUND

Press the START button to begin a game. A game consists of four rounds, and
each round has up to three turns. You'll use one card per round and take turns
trying to drop its answers in the correct order.

= TURN (¢ The tower which team goes first.

= TURN 2 (45 seconds): The other team goes.

= TURN 3 (30 seconds): The first team gets one more shot!

switen ENTER THE CARD CODE [ )

I.nmwaeard and place itin the top slot Read the toplc top and
X: nd

m al ed WEr:
The correct answerurder is hsted upstde down onthe back of the card
Don't peek!
2.wWhen the tower tells you to, enter the card code by dropping the four
pucks shown at the top of that card into the tower (starting from the left).
Entered the wrong code? Press and hold the START button for 3 seconds.

3.Release the pucks by pressing and holding the triangular button.
Then press the START button.
RELEASE
BUTTON
ON YOUR TEAM'S TURN
1. Press the START button. The tower counts down: 3, 2,1, G0!"
Do h ks until 'GOY
2.Drop the pucks into the tower based on what you think is the correct
order of answers.
3.0nce you've dropped in all six pucks (or time’s up), the tower scores your

answers. Starting from the top spot (even if it's empty), if you hear...
= DING! That answer is in the right spot! You score 1 point as long as

-
—
neither team has scored for that answer yet. ————
= B2zz2! That answer is in the wrong spot (or the spot is empty). E

MOST TEETH
(DROP LAST)

Don’tworry, you can't lose points.
4. Release the pucks and press the START button. Quickly pass the pucks to
the other team (and give them a good scramble). IF you got everythingright Co\ eer reeTH
orifthat was Turn 3, see THE END OF A ROUND on the back page. {DROP FIRST)

= Try arranging the pucks on the table before you drop them in.
= The bottom label (ex: “Fewest") is what you'll want to drop first.
TOP  thetoplabel ex: “Most) is what you'll want to drop last.
TIPS ° Discuss as much as you want—just remember you're racing against the clock.
= 0Once you drop a puck, that answer is locked. Do not remove pucks!
= Other team, pay attention! If any answers are wrong, you could get them right on your turn.

QUICK REFERENCE

These are the key things to remember as the tower guides you through play.

= Enter a card code by dropping the four pucks shown, starting with the left one.

= Which team goes first alternates every round—listen to the tower!
Don't drop any pucks until you hear “Go!” Otherwise, you automatically forfeit your turn.
Don't remove any pucks or else you forfeit!
DING! means correct spot. You score 1point if neither team has gotten that answer correct yet.

means wrong spot. You don't score (or lose) a point.

Scoring is cumulative. It's the team with the most points after four rounds that wins, not the team that won
the most rounds.

= Any time you release the pucks, remember to press the START button.

F88330000_Drop_Trivia_TP_Lindd 1 10123123 4:06 PM



THE END OF A ROUND

The tower announces which team wins the round. Have you played four rounds?
= No: Release the pucks, press the START button, and get ready for the next round.
= Yes: That's the end of the game! The tower announces which team wins.

At the end of four rounds, the tower adds up the scores from each round. The team with the most points wins!
Ifit's a tied game, share the victory or play another game! Switch the tower OFF and release all the pucks when
you're done playing.

SOLO MODE

want to play alone or cooperatively as one team? Flip the switch ON and then press and hold the START

button for 3 seconds. Guided by the tower, you'll follow the same steps of core play, except a game consists of

three rounds instead of four. Challenge yourself to figure out the correct order in all three rounds for a perfect score of
18 points!

What if | enter the card code wrong?
Before you press to start Turn 1, you can press and hold the START button for 3 seconds to cancel that card code.
Then release the pucks and drop in the correct code. If you've already started Turn 1, you'll have to restart the game.

What if | drop a puck before the countdown ends?
You forfeit your turn and don't score any points. Release the pucks—it's the next team’s turn (unless it's the
end of the round).

wWhat if I r the during my team's turn?
Whether you release all the pucks or pull one out of the top, you must forfeit your turn! Press and hold the START
button for 3 seconds. You don't score any points. Release the pucks—it's the next team’s turn (unless it's the end of

the round).

What if the tower detects a puck that | haven't actually dropped?
Ifyou hover a puck at the top of the drop track, it's possible the tower may detect it before you even drop it. If you
hear that puck detected sound, you must drop that puck. Sorry, you can't undo.

What if my team doesn’t drop all the pucks before time’s up?
That’s okay! You can still score for any pucks you have dropped. Empty spaces are announced as Wrong answers.

What if my team missed the scoring sounds on our turn?
Before you release the pucks, press and hold the START button for 3 seconds to repeat what's right and wrong. You
can only do this once on a turn—and only if it was your turn—so pay attention!

wWhHacr 1S IFf cNEe cower g0€s o sieep-
Remember, the tower will o to sleep after 5 minutes of inactivity. Press the START button to wake it back up. It'll
bring you back to where you left off in the round.

How do | restart a game?
Whether you selected the wrong mode or just want to scrap your current game, you can restart by flipping the ON/
OFF switch to OFF and then back to ON. There is no way to restart a round or a turn, only an entire game.

Flip out kickstand to
insert batteries. IMPORTANT: BATTERY INFORMATION
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Size:4.5x2.2in

This device contains licence-exempt transmitter(s)/receiver(s) that comply with Innovation, Science and Economic Development Canada’s
licence-exempt RSS(s). Operation is subject to the following two conditions:

1. This device may not cause interference.

2. This device must accept any interference, inuding interference that may cause undesired operation of the device.

Retain this information for future reference.

L'émetteur/récepteur exempt de licence contenu dans le présent appareil est conforme aux CNR d'Innovation, Sciences et Développement
économique (anada applicables aux appareils radio exempts de licence. L'exploitation est autorisée aux deux conditions suivantes :

1. L'appareil ne doit pas produire de brouillage.

2.L'appareil doit accepter tout brouillage radioélectrique subi, méme sile brouillage est susceptible d'en compromettre le fonctionnement.

Conservez cette information pour référence ultérieure.

CAN ICES-3 (B)/NMB-3(B)




