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Prnpe;ly insert your Disney’s The Litile Mermaid If: Pinball Frenzy Game Pak info your Game Boy Color
system, then furn the power ON.
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Mini=games

The following selections will be available on the Main Menu, Press up and
down on the + Control Pad fo move Flounder (the cursor), then press
START or the A Button 1o make your selection. If you make a mistake,
press the B Button fo return fo lﬁe previous screen.

Press up and down on the + Control Pad fo mave Flounder fo the number
of players or number of pinballs. Then izress |eff and right on the + Control
Pad to change the seffing. (You mu)lv play with 1, 2, 3 or 4 players and 3
or 5 pinlml?s‘} When you are finished, press START or the A Button to
confinue.

On the next screen, press up and down on the + Conirol Pad to sitch
between players. (Only the number of players you indicated on the
previous screen will be availuble here.) Press left and right on the +
Control Pad fo select the pinball speed for each player. Ehuuse the snail to
play vith a slow-moving pinball or the dolphin to play with o fast-moving
one. Once you are su!iﬂied with the settings for each player, press START
or the A Bution to move on fo the nexi screen.

Press left and right on the + Control Pad to choose to play on either
Ariel's table or Melody's table. Finally, press START or the A Bution lo
begin your gome!




Press up and down on the +Control Pad fo move!Flounder. Ploce Flounder
on the picture in the middle of the screen, then press left ond right on the
+ Confrol Pad to scroll through the Mini-Gomes. If o foll-color picture
appears, you can play thot game. If a silheuette with o question mark in
the middle appears, that game has not been unlocked yel. To unlock thet
ame, you must first find if and play it on one of the reqular pinball fables
?see pgs. 18 and 30).

Once you hove decided which gome to play, move Flounder fo the bottom
of the screen. Then press left and right on the + Control Pad to choose to
play with a slow |1in¥m|| (the snail) or a fost one (the dolphin). When you
are happy T.mh your seltings, press START or the A Button to begin your
Mini-Game!

There are six different high-score categories. Press left and right on the
+ Control Pad to move Flounder af the bottom of the screen, and press
START or the A Button o change the various seftings. For example, the
screen on the left ﬂives the five highest scores for games ployed on
Ariel's table with three fast-moving Einhul]s. To see the highest scores for
Eumes played on Melody's table with three fast-moving pinballs, move
lounder fa the picture of Aviel, then press START or the A Bution. When
you are finished, press the B Buttan to return to the Main Menu.

Press up and down on the + Contral Pad fo switch between the
various opfions.

Press left nd right on the + Control Pad fo tun the music played during
requlor pinball games on () or off (X). This will not affect the music
played during Mini-Games or Table Games.

Press left dnd right on the + Control-Rad to turn fhe music played during
Mini-Games and Table Games on (/) or off (X). This will not affect the
music played during regular pinball gomes.




Press leff and right on the + Conrol Pad fo turn the built-in Rumble Feafure on'{v) ar off (X).

Get the sensation of o real pinball machine! When the Rumble Feature is turned on, your Game Pak
will vibrate whenever o pinEuII is launched, hits a farget or enters a scoop. (If your Eume Pak does
ot vibrate when the Rumble Feature is furned on, check the hattery. See pg. 4;.}

You may also turn the Rumble Feature on or off when the game is paused. Press START during the game
to pause, then press left and li?hl on the + Control Pad fo scroll fo the Rumble Feature opfion. Next,
press the A Button fo turn it ON or OFF. To return to the game, press START or the B Butfon.

Press START or the A Button 1o reset all of your gome data. On the following screen; use the + Control
Pad to select YES or NO, then press START or the A Button to confirm your decision. If you choose YES,
all of your ligh scores will be deleted, all of the Options will return to their defauli seifings, and any
Mini-Games you have unlocked will be locked again. To return 1o the Options Menu without resetfing
your data, choose NO or press the B Button.

Press START or fhe A Bution fo go 1o the Language Menu. On the following screen, press up and down
on the + Confrol Pad to scroll through the ovailable longuages, then press START or the A Buttan fo
select one. You may choose English, Deutsch (German), Francais (French), Italiano (ltalian) or
Espaiiol (Spanish).

Press START or the A Button to see the names of people who helped create this gome! Repeatedly
press any button fo continue through the following screens.




| + CONTROL PRD
« Operate left flipper(s);
Rotate A-R-I-E-L,
M-EL-0-D-Y ond AW-A-R-D
lights fo the left
+ Tilt table up
+ Tilt fable right

+ Tilt foble right

FELECT

Print high scores, characters or
story screens (See pg. 43 for
more information on printing.)

A BUTTON

Launch pinball; Operate right
flipper(s); Rotate A-R-1-E-L,
M-E-L-0-D-Y ond A-W-A-R-D
lights o the right

B EUTTON
Lounch pirhall: Tit foble leff;
Resume paused game

STRART

Pause and resume the game
(To exit the game or furn the
Rumble Feature ON or OFF
while the gome is paused,
press left or right on the + .
Control Pad, then press the

A Bution.)

When you play o game of pinball, your main goals are fo. ..

1) Keep the pinball on the table os long as possible by preventing it from folling below the flippers ot
the bottom of the table.

2) Get the highest score possible by hitfing tm%eis yith the pinball, shoafing the pinbull through o series
of loops (known os  *combo’], und playing Table Games and Mini-Games. (See pg. 41 for more info on
scoring.)

When the ;';'unie- starts, \,rour' first pinball will appear at the bottom of the Trident Plunger
Lane, in the lower-right corner of the screen. Press the A or B Butfon o launch the pinball
onto the table.

D |

Once the pinball is on the fable, use he flippers fo hit it. Press the A Button to move
the flipper(s) on the right sida of the table, and press left on the + Control Pad 0
move the flipper(s) on the lefi side of the fable. In addition to usin% the flippers 1o
keep the pinball an the table, you can manipulate the pinball with them fo aim for
targets and loops.



SKILL SHOT : ! White and yellow arrows will often appear on the fable. These lane arrows will showi you where to

When launching the pinball on Ariel's Table, you can score exira points for making shoot the pinball fo play Table Games, to unlock Mini-Games, and for other things. While arrows

a Skill Shot. Hit the pinball hord enough fo get it all the way through the Right =0 direct you through loops—follow these arrows to complete Table Games and to complete comhos

Loop. Then, just as the Einbull comes out of that loop, hit if with the Inner Loop for bonus points. Yellow arrows direct you into scoops—follow these arrows fo complete Table

Hipper to send it through the Inner Loop. Games, mlrecl awards, get exira balls, or lock balls. The yellow arrows alsa direct you into scoops
that will take you into Mini-Games.

\:r(',u twn ulsumum ulate the pinball by tilting, or "bumping," the table. Press the B Butfon to tilt the i : _
table left. Press uppnn the + (%n1m1 Pad fo Hﬂ the table up. Press right or down on the + Contral Pad To pause the game ot dny fime, simply press START. While the game is paused, you may furn the Rumble
fo filt the table right. Feature ON or OFF or exil the game and return fo the Main Menu. Press left and right on the + Control

Pud while the game is paused to scroll through the options, then press the A Button fo make your selection.
To refurn to the game, press START.

Somefimes you can use the Hilt fo ﬁat a {inball back onto the table after it has follen beneath the
fi

hottom flippers. If the pinball falls through one of the out Iunesﬁwuil until it Pgels direcly b_enen!h one S

of Lhe “""’h ""."'E {llllipe{:‘ g‘"’e :ﬁ"‘hfk#g::'f}h“m'ei::n:"i1| i‘:l +|El°'i"'°1 ad. You may just be oble o . IF you have achieved a high score at the end of your gome, you will be

0 bump the pinball back above the ppers, keeping 1\ In Pty y U asked 1o enfer your inifials. Use the + Control Pad fo move Flounder 1o the
appropriate letter, then press the A Button fo enter it. When you cre
finished. move the cursor fo "Exit," then press the A Button. You can view
the high scores by choosing High Scores on the Main Menu.




1. Bonus Multiplier Lones
2. Left Loop

3. Inner Loop

4. Red Storfish Spinaér
5. Blowfish Pop-Bumpers
6. Right Lap

7. Ursulo's

. Inner
10. Shipwreck

11, A-R-EEL Lights

12. Ramp

13, S-E-A Lights

14. Small Loop

15. Hounder

16. Ariel's Grotto

17. Out Lone Flipper

18. Video Panel

19, A-W-A-R-D Lights

20. Seaharse Pop-Bumpers
21. Bonus Multiplier Counter
22. Tricdent Kickbock

23, Trident Ball Sover

24, Hippers

25. Trident Plunger Lane
26, Ou

To start @ Table Game on Ariel's Table, first light all of the A-R-I-E-L Lights. The letters that are lit will
change each fime you use a flipper. Using the right flipper will rofate the letters to the right, while using
the left flippers will rotate the letters to the left.

The Table Game fhat wil begin will be determined by the icon that is flushing on the Video Panel when you
srell A-Re1-E-L, Each fime you hit a Blowfish or Seahorse Pop-Bumper hefore you finish spelling A-R-I-E-L,
the icon will change.

As soon as you light the lost A-R-I-E-L liﬂhl, a Toble Game will begin. The game will be disployed in the

Video Panel. Watch for the white and yellow arrows fo indicate where you need fo shoot the pinball. See

below for instructions on each game.
T
. A
Keep shnnfin? the pinball through the Red Starfish Spinner until Flounder has
escaped from the shark; The distance between Flounder and the shark will be shown on the
Video Panel and at the bottom of the screen.

Complete game: 50,000,000 points



Shoat the pinball around the Right Loop.

Point volue will appear in Video Panel.

(1K

This award is automatic—you don’t have fo do anyihing else! The
Trident Kickback will return pinballs that fall info the out lane for the rest of
that turn.

- Each time a pinball goes through the Ramp, one of the eels will be revealed in
the Video Pane!.

Ist shot through Ramp:  Jockpot®

2nd shot through Ramp: Double Jockpot {2x Jackpot)
3rd shot through Ramp: Triple Jackpot (3x Jockpot)
4th shot through Ramp:  Super Jackpot {5x Jackpot)

“The Jackpot will start af 10,000,000 points. Each fime the pinball passes through the
Small Loop, the Jackpot will increase by 1,000,000 points. {The maximum Jackpot you
can get is 50,000,000 points.)

Shoot the pinball through all five loops: Right Loop, Left Loop, Inner Loop,
Small Loop and Ramp.

Find o treasure: 10,000,000 points each
Complete game: 50,000,000 points




the yellow arrows that point to where you should go, and waich the Video Panel fo see
how many places you've found.

i

S ; | Check o location: 10,000,000 points eath
Hit the Blowfish and Seahorse Pop-Bumpers to reveal pieces of Scuttle’s face Complete game: 50,000,000 poni

on the Video Panel.

Reveal o piece; 5,000,000 poins each
Complefe game: 50,000,000 points

sionn_Femy Light all of the K-15-S Lights fo light the Lock Ball icon above the Video Panel, then
| shoot the pinball into the Shipwreck. The Video Panel will show your pinball being

S s locked uwa? in a freasure chest. Once you've locked three pinballs, Storm Multiball

: will begin. The locked balls will be released, and you'll get fo play with all three of
Shoot the pinball into the Shipwreck. them at once!
Dnce Storm Multiball begins, shoot the pinball through the Ramp three times fo
reveal pieces of the shipwreck on the Video Panel. Each pinball that goes through
the Ramp will give you a Juckpot!

The Juckpot value will start at 10,000,000 points. For each full spin on the spinner,

Shaot the pinball info Flounder, Ariel's Grotio, and the Shipwreck. After you ITE] dgfgg%’ggli”“m‘“ by 1,000,000 points. The maximum Jockpot you can gef

have hit the pinball into oll of those scaops, shoot the pinEu\I into Ursula's Cave. Look for




Once you have r|0 ed all of the Mini-Games in o single game (you don't have fo cnmwefe
them), the Ursula Revealed Table Game will begin. Multiball will start, and you must shoot

a pinball through the Ramp three times in order fo reveal Ursula on the Video Panel.

Shoot pinball through Ramp: Jackpot®

“The Juckpot will start at 20,000,000 points. Each fime you hit a pop-bumper, the Jackpot
will increase by 1,000,000 points. The maximum Jackpot you can get is 200,000,000

After you complete o Table Game, o yellow orrow mun light up on the table, painﬁng toward a scoop. If

appear on the Video Panel, then a Mini-Game

you shoot the pinball info that scoop, a short video wi
will begin.

Once you have storted o Mini-Game—even if {uu do not finish it—you will be ble to play if in
the Mini-Gomes mode from then on (see pg. 4).

Break Ursula’s spell to set the merfolk free.

LAY Return the mermaids and mermen to their frue forms by
hitting them with the pinball. You must rescue all of them before you can
save King Triton at the fop.

Hit a soul: 1,000,000 points each
Rescwe o soul: 5,000,000 points each
Complete gume: 100,000,000 points

Ariel just loves fo collect human things! See how many you can get
from Scutile.

: Use the pinball to make Scuttle drop his freasures, then hit
the treasures to collect them.

Hit Scuttle three times fo make him turn red and fly fster.
Then hit him one more fime hefore he refurns to normal fo make him
drop a second pinball.




Hit Scuttle: 1,000,000 points each
Collect a treosure: 5,000,000 points each
Complete game: 100,000,000 points

The shark is closing in, and Flounder's stuck in the porthole! Help push
him through before he hecomes sushi!

Bump Flounder nine fimes with the pinball to help push him
through the ponl:ole 1o safety.

There's another creature inside the ship. Hit its cTe
hrough the hole on the left, then hit ifs tentadle through the hale on the
right fo make it drop a second pinball.

Hit Flounder: 5,000,000 points each
Complete game; 100,000,000 points

Can you gef post the shark that's guarding the freasure?

Hif the treasure chests repeatedly to open them up and get
the lost treasure.

G: Hit o chest: 1,000,000 points each

Open o chest: 10,000,000 points each
Complete game: 100,000,000 points

Rescue Eric and the sailors from the burning ship!

Use the pinball fo save the sailors. Eric will be the lost sailor

((1 to save.

o
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Some powder kegs contain a second pinball.

Rescue asailor: 5,000,000 points each
Complete game:100,000,000 points




Help Sebostion make the pond o romantic setfing. ..

Hit each fish three times to make fountains all around Eric
and Ariel.

One of the fish will give you a second pinball if you hit it.

Hit o fish: 1,000,000 points each
Activate fountain: 5,000,000 points each
Complete game: 100,000,000 points

Force Ursula's slimy henchmen back into their caves.

Drive the eels back into their caves by h]nin'g' them with the

r_inhnIIA Be carefull Your pinball will bounce randomly off of their
I

ghtning bolts.

Hit an eel: 1,000,000 points each
Complete gamez 100,000,000 points

Defeat Ursula and recloim the Trident!

Hit Ursula repeatedly until all of her tentacles are shriveled.
Watch out for her Trident bolis—if the pinball hits one, who knows
where it'll go.

Hit Ursula: 5,000,000 points each
Crush  fenfacle: 100,000,000 points each
Complete game: 1,000,000,000 points




1. Bonws Multiplier Lones
2, e (ove

3. Left Loop

4. (om Pop-Bumpers
5. Yolcano

6. Cosile

7. Inner Loop

B. Right Loop

9. Small Laop

10. Ramp

11. Blue Starfish Spinner
12, S-EA Lights

13. Inner Loop Flippar
14. Montico

15, M-E-L-0-D-Y Lights
16, T-1-P Lights

17. Video Panel

18, A-W-A-R-D Lights

19, Cloak 'n’ Dogger Pop-Bumpers

20, Bonus Multiplier Counter
21 Trident Kickbock

22, Trident Boll Sover

23. Flippers

24, Trident Plonger Lane
25. Qut Lones

To starl a Table Game on Melody's Table, frs! light all of the M-E-L-0-D-Y Lights. The letters that are li
will change each fime you vse o ﬂip{mr. Using the right flippers will rotate the letters fo the right, while
using the left flipper will rotate the letters to the leff.

The Table Game tht will begin will be determined by the icon that s floshing_on the Video Panel when
you spell M-E-L-0-D-Y. Each time you hit a Clam or Cloak ‘n" Dagger Pop-Bumper before you finish
spelling M-E-L-0-D-Y, the icon will change.

s so0n as you li ht the lost M-E-L-0-D-Y Liglht, a Tuble Game will heEin. The game will be displayed in

the Video Panel. Watch for the white and yellow arrows fo indicate where you need 1o shoot 1he pinball.

See below for instructions on each gome.

] Keep shooting the pinball through the Blue Starfish Spinner until Dash has
escaped from Undertow. The distance between Dash and Undertow will be shown on the
Video Panel and af the bottom of the screen.

: Complete game: 50,000,000 points



@)
Shoot the pinball around the Right Loop.

Point value will appear in Video Panel.

KICKEACK

e
&) ! L)
' This award is aufomalic—you don't have fo do anything else! The Trident
Kickback will refurn pinballs that fall into the out lane for ihe rest of that furn.

Wy
@]
Fach time a pinball goes through the Ramp, one of the manta rays will be
revealed in the Video Panel.

15t shot through Ramp: Jackpot™
2nd shot through Ramp: Double Jackpot (2x Jackpot)

3rd shot through Ramp: Triple Jackpot (3x Juckpot)

4th shot through Ramp: Super Jackpot (5x Jackpot)
“The Jackpot starfs at 10,000,000 points. Each time the pinball passes through the Small
Loop, the Juckpot will increase by 1,000,000 poinis. (The maximum Jockpot is
50,000,000 points.)

Shoot the pinball through all five loops—Right Loap, Left Loop, Inner Loop,
Small Loop and Ramp—to reveal pieces of the Trident.

Reveal o piece: 10,000,000 points each
Complete gome:50,000,000 points

an
an

Hit the Clam and Cloak ‘n’ Dagger Pop-Bumpers 1o reveal pieces of Dash's
face on the Video Panel.

Reveal a piece: 5,000,000 points each
Complete game: 50,000,000 points




Shoot the pinball into the Castle,

kad

Shoof the pinball into ihe Castle, the Volcano, and Atlantica. After ]vou have hit

all of those Turﬁels, shoot the Jninhnll into Morgana's Ice Cave. Look for the yellow arrows
that point to where you should go, and watch The Video Panel 1o see how many places
you've found.

Check o location: 10,000,000 poins each
Complete game: 50,000,000 points

Light all of the T-I-P.Lights to light the Lock Balf icon above the Video Panel, then
shoot the pinball info T%e Casfle or the Volcano. The Video Panel will show your
pinball being locked away in o treasure chest. Once you've locked three pinballs,
Volcano Muliball will begin. The locked bolls wil be released, and you'l gef to play
with all three of them af oncel

Once Volcano Mulfiball begins, shoot the pinball throth the Ramp 1o reveal pieces
of the volcano on the Video Panel. Once you've revealed the entire piciure, o bonus
Mini-Gome arrow will light up.

The Juckpot value will start af 10,000,000 points. For each full spin on the spinner,
the Jackpot willincrease by 1,000,000 points. The maximum Jackpot you n gel
is 100,000,000.

Once you fove played all of the Mini-Games in a single game (you don't have fo complefe
them), the Morgana Revealed Table Game will begin. Multiball will start, and you must
shoot the pinbn?ls through the Ramp several fimes in order fo reveal Morgana on the
Video Panel.




Shoot pinball through Ramp: Juckpot*

“The Juckpot vill start ot 20,000,000 poins. Each time you it a pop-bumper, the Juckpot
will increase by 1,000,000 points. The maximem Jackpot you can get is 200,000,000,

After you complete o Toble Game, a yellow arrow muT light up on the table, puinrinﬁ towrd a scoop. If
YC'IIT ghupt the pinball into that scoop, @ shorl video will appear on the Video Panel, then o Mini-Game
Will Degin.

Once you have started a Mini-Game—even if you do not finish it—you wil be able o play it in
the Mini-Games mode from then on (see pg. 4{

Here's your chance fo prove you're a hero...

- Suve the villagers from the erupting volcano. Knock them
off of the island with the pinball, then hit them one more fime fo
rescue them.

Keep hitting the fireballs fo get a second pinball.

Rescue an islonder: 5,000,000 poinis each
Complete gome: 100,000,000 painis

Stealing the Trident is the only way Melody can remain o mermaid!

- Stun the quards by hifting each of them three fimes. A
quard’s color will change each time you hil it

Hit o quard: 1,000,000 points each
Siun a quard: 5,000,000 poinis each
Complete gome: 100,000,000 points

Tip's been frozen solid by the evil Morgana!

- (hip oway ot the ice with the pinball. You must break all of
the surrounding blocks of ice before you can save Tip af the top.

G- Chip the ice: 1,000,000 points each
Smash the ice: 5,000,000 points each
Complete gome: 100,000,000 poinis
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Prove that you're a true hera hy freeing the baby penguins!

- Break the ice af the'top of the screen to rescue the penguins.
You'll have o hit the ice as hard as you can to break it.

- Chip the ice: 1,000,000 paints each
Rescue a penguin: 5,000,000 points each
Complefe game: 100,000,000 points

These fwo are always up to no good. Drive them back info their ice caves
where they belong!

Push the manta rays hack into their ice caves by hitfing them
with the pinball. Your pinball will bounce off of their lightning bolts in
random directions.

Hit @ manta ray: - 1,000,000 points each
Complete game: 100,000,000 points

These "Adventurers/Explorers” can't go adventuring or exploring until
Dash forgets about those fish!

Knock the fish out of Dash's mouth when he pops his head
out of the ice.

(T Sometimes Dash will have o pinball in his mouth instead of
a fish. Knock it out to play with o second pinball,

- Hit Dosh: 1,000,000 points each
Make Dash drop fish: 5,000,000 poinis each
Complete gome: 100,000,000 points

Morgana has trapped Melody in the ice. Help her break free hefore she
runs out of ir!

Free Melody by breaking the ice wall with the pinball.

G: Chip the ice: 5,000,000 points each
Complete game: 100,000,000 points




Shrivel Morgana's tentacles and take back the Trident!

Hit Morlgunn repeatedly with the pinball until all of her
tentacles are shriveled. This may not be as easy os it sounds—Morgang
has brought Cloak 'n" Dagger with her!

Hit Morgana: 5,000,000 points each
(rush a fenfacle: 100,000,000 points each
Complete game: 1,000,000,000 points

After destroying Ursula or Morgana, you will have 15 seconds fo lock the ball in the Shipwreck, Costle or
Volcano to stor! the ultimate frenzy mode—3-ball Multiball with increased farget scores!

All !ucrigels and scoops will be worth 5,000,000 points each. The Ramp and all loops will be worth
10,0

The Jn:kEol value will start ot 20,000,000 points. Each time you hit a pop-bumper, the Jackpo? will
y 1,000,000 paints. The'moximum Jackpaf you can get is 200,000,000,

For each combo you get during this fime, your Jackpots will be muliiplied by the amount of the combo
score. For example, o SuEer Combo would e worth o Jackpot score times 50,000,000. Also, K-1-5-5 and

000 points each.

incrense

T-I-P targets will add 1o the Juckpot value.

There are several Iun_iels on each pinball table that will [ighi up letters when they are hit. Each group of
letters spells o word. Laok below to see what you should do after you spell out each word. ..

Begins o Table Game (see pas. 13 and 25). If you slaeli A-R-1-E-L or
M-E-L-0-D-Y during a Table Game, yyou will recaive 5,000,000 banus poinis! (Use the flippers to change
ihe lighted letters—the right flippers rotate the letters to the right, \-.-ﬂnr.. the left flippers rofate the
letters fo the left.)



Adiivates the Trident Kickback.

LithIs the Lock Ball icon on the table. Shoot the E‘mhull into the Shiqwre(k o lock the pinball.
Lack the pinball three fimes to play the Storm Multiball Table Game (see pg. 17).

Lights the Lock Ball icon on the fable. Shoot the pinbell into the Caslle or the Yolcano to lock the
pinboll. Lock he pinball three fimes fo ploy the Volcano Multiball Table Game (see pg. 29).

Lights the award scoop. Shoof the ;Linbull into Ariel's Grotta or Atlantica for o bonus. (Use
the flippers fo change the lighted letters—ihe right fiirpers rotate the letters o the right, while the lafi
flippers rofate the letters to the left.) Here are some o the A-W-A-R-D bonuses you can get...

] Gives you a small number of poinls, ranging from
L1 100,000 101,000,000

1 l:!\:_l"-}j

Gives you lots of points, ranging from 3,000,000 fo 10,000,000.

Makes Pap-Bumpers worth 1,000,000 poinis each for the rest of the turn.

Makes Pop-Bumpers worth 3,000,000 points gach for 60 seconds.

Carries Super-Pops bonus over fo the next furn if it hos been awarded.

N Adds another Bonus Multiplier for your final ball score.
/ } The maximum Bonus Multiplier you can have is 25.
1

Carries your final Bonus Multiplier for that tum over o the next furn.

e (o
LR
',

L

A

Lights the Trident Ball Saver for 30 seconds.




Lights the Trident Ball Saver for 60 seconds.
Lights the Trident Kickback for the res of the turn.
Lights the Lock Ball icon, 5o you can shoot the pinball into the Shipwreck,
Volcano, or the Castle fo lock your ball.

Gives you an exra furn.

Lets you play with a pearl pinball, which will score double the normal
number of points for any farget it hits.

|

|

Starls  Table Game immediately without requiring you fo light all of the

A-R-I-E-L or M-E-L-0-D-Y Letters first.

!

ll Gome first.

00,0

Tokes you straight into @ Mini-Game without requiring you fo complete o Table

0u Iiﬂh! all of the A-W-A-R-D lights when an award is already i1, you will receive

0 bonus poinis!



Shoot the pinball through several loops, one right after the other and in the orred order, fo score hig! " Youill score points for every target you hit on a table, including Letter Targets, Pop-Bumpers and
Remember that the pinball must o all the way through a loop for if fo count. L scoops. At the end of your turn, these points will be added together, along with any points you have
: ¥ received for combos. This sublofal ill then be multiplisd by your Bonus Mulfiplier (see pg. 44). Finally,
Combos are o great way to rack up points quickly! Your score for larger combos will be added o * any points you have earned in Mini-Games will be odded to that amount fo form your final score for
the points you just scored for the previous smaller combos. For example, if you get a Triple Combo, the turn. (See pgs. 18 and 30 for informalion on scoring in Mini-Games.)
you got @ zouhle Combo before it and a Combo before that. You'll get points for oll three, for a Lofier Targe's Light A-R:1EL Lelfers
total of 40,000,000 points! (See the next page for complete scoring information.) 1§ L DY Letters
i gnt 5-E-A Lefters
Right Loop and Inner Log Light K-15:5 Letters
Righr I.uog, Inner Loop u:?li Ramp Light T-I-P Letters
Right Loop, Inner Loop, Ramp and Left Loop L Roll-Over Lights Light AW-A-R-D Letters 20,000 points each
Rigﬁht Loop, Inner Loop, Ramp, Left Loop and Small Loop .

Left Loop and Small Laop Pop-Bumpers Seahorses 3,333 points each

Cloak ‘n* Dugger 3,333 points each

Left Loop, Small Loop and Right Loop Hlowish 533 boint o
Left Loop, Small Loap, Right Loop and Rarmp Fbbdes g:{%g ik :g:k
Left Loop, Small Loop, Right Loop, Ramp and Inner Loop

Left Loop and Inner Loop

Scoops Ursulo's Cave 1,111 points

Shipwreck 1.111 poinis
Founder 1,111 points
Ariel's Grotlo 1,111 points
lea Cave 1,111 points




Spinners

Ramps

Loops

Skill Shot

Volcano
Costle
Atlantico

Red Starfish
Blue Starfish

Fither Toble

Right Loop
I.e?r Loop

Inner Loop
Small Loop

(ombo

Double Combo

Triple Combo

Super Combo

Reverse Combo
Double Reverse Combo
Triple Reverse Combo
Super Reverse Combo
Secret Combo

Ariel's Table Only

1,111 points
1,111 points
1,111 points

10,000 poins per spin
10,000 points per spin

50,000 points

30,000 points
30,000 paints
30,000 points
30,000 paints

5,000,000 points
10,000,000 points
25,000,000 points
50,000,000 points

5,000,000 points
10,000,000 points
25,000,000 points
50,000,000 points
10,000,000 points

5,000,000 points per Inner Loop

*See pg. 40 for details on hew to get combos

You can use the Game Boy™ Printer (sold separately) to }]Iiill out your high scores and your favorite
e

characters from Disney's e Litile Mermaid and The Litt

Mermaid Il: Return to the Sea!

Connect your Gume Boy Printer fo your Game Boy Color system. Then,
whenever a printer icon like the one on the left appears, press SELECT fo

print out that screen.

o~
§ e Lo

Select High Scores on the Main
Menu, then press SELECT fo
print out your high scores!

Select Mini-Games on the Main
Menu. Press left and right on
the + Contro! Pad 1o scroll
through the available Mini-
Games. Press SELECT 1o print
out the picture on the screen!

AN
N % t
‘. A

Select Mini-Games on the
Main Menu. After you finish
ploying o Mini-Game, o Results
Screen will appeor. Press
SELECT to print out the picture
on that screen!




ALL SAVER: A light that, when lf, causes the pinball to shoot back onto the table from
' the Trident Plunger Lane after the pinboll falls below the flippers at the bottom of the
screen. The Ball Suver will he lit for 20 seconds after o pinbu?l is lounched.
JNUS MULTI 1 number that your score will be multiplied by for the current furn.
Euch fime you light the pair of roll-over Bonus Multplier lights—a pair is located
at the top of euﬂﬁ table—your Bonus Multiplier will increase by one. You can also increase
ihe Banus Mulfiplier by shooting the pinball through the Ramp or Starfish Spinner multiple
fimes.

The maximum Bonus Multiplier you can have is 25. Each time you Iiahl a pair of Bonus

Multiplier targets after the counter hos reached 25, you will score 5,000,000 points,

The total Bonus Multiplier il appear in the Bonus Multiplier Counter just below the Video
Panel. At the end of each turn, the table score you earned on that turn will be mu!lig!ied by
the Bonus Multiplier before it is added o your total score. The Bonus Multiplier will be resef
o one af the end of each furn unless you receive o "Bonus X Held" award.

COMBO: A series of shots through the loops. See pg. 40 for information on how fo create different fypes
of combos.

EXTRA BALL: An award that gives you an extra turn. To receive an extra pinball, the Extra
Ball Fiahl must be lit. There are several ways to activate the Extra Ball light: spell A-R-I-E-L
or M-E-L-0-D-Y when the pink ball with o plus sign in it is flashing on the Video Panel,
receive it as an A-W-A-R-D, or shoot three loops in a row.

The same stonEe'nher the Shipwreck or the Costle) activates both exira balls and locked balls.
Whenever the Extra Ball is it, it will have priority over the Lock Ball. To lock the ball, you must
shoot it nfo the scoop affer ll of the extra balls have been collected.

1 you have it multiple Extra Ball awards, hitfing the pinball into the scoop wil %:i‘:e you only one
exira hall at a time. You must hit the pinball into the scoop once for each extra ball

Part of the table that you can move and use to hit the pinbell. Press the A Button
to move the flipper(s) on the right side of the screen. Press left on the + Control Pad fo
move the flipper(s) on the left side of the screen.

CH: An award that shoots your pinball back onto the fable when it falls into on out lane.




ANE ABROW: An arrow that shows you where to shoot the pinball o play Table Games, to unlock
Mini-Games, fo complete combos, and 1o get other bonuses.
| White arrows direct znu through loops. Follow these arrows to complete Table Games and to
compléte combas for bonus paints.

| Yellow arrows direct you into scoops. Follow these arrows to complete Table Gomes, collect awards,
get extra balls, or lock balls. They also direct you into scoops that take you into Mini-Games.

i ; A spot on a pinball 1able that will light a letter when hit. Hitting these
® ImPets may.give you points, award J'uu bonuses, or start Table Games, Some lighted leters

will move when the flippers are used (see pg. 13 or 25).
ol A bonus that “traps" your pinball. When you lock a pinball, it will disuppear
from play, and the Video Panel will show it get closed up in a tredsure chest. A new pinball

will appear in the Trident Plunger Lane—you must press the A or B Button fo launch it.

Fach time you lock a ball, the Trident Ball Saver and Trident Kickback will be activated. |f
you lock three balls, all three will be relensed ot once for Multiball. (See Storm Mulfiball on
pg. 17 or Volcano Multiball on pg. 29 for details on how to lock o pinball.)

Atrack on a pinball table that allows the pinball to enter on one side and exit on the other. Loops
that appear in this gome are Right Loop, Left Loop, lnner Loop and Small Loop.

& the Video Panel.

MINI : A bonus EI;ImE ployed on o smaller version of  pinball table. When your pinball falls
helow the !Iiin]pers at the bottom of the table, the Mini-Game wilrend, and you will return fo the game on
the main pinball table. Remember that once you have unlocked a Mini-Gome, you can play it s many
limes as you want by selecting Mini-Games on the Main Menu.

MULTIBALL: A bonus mode in which three pinballs are in play at the some time. (Multiball in Table
Games will give you only two balls. See pgs. 17 and 29 for information on how to start Multiball on
Ariel's and Melody's Tables.) Ench time you shoot a pinball through the Ramp during Multiball, you will
receive a Jackpot, and ﬁmrl of the picture in the Video Panel will Iqle revealed. After you get three
Juckpots, shoot a pinball through Trlc Inner Loop fo receive a Super Jackpol.

If o pinballis hit info a scoo duringLMullihuH it will be locked temporarily. A non-flashing yellow arrow
will indicate that a ball hos been locked. Any locked balls will be released when you score a Jackpot.

{2 A target on a pinball table that rapidly bounces the pinball in @ random direction when
hit. Thie Pop-Bumpers in this game are Blowlish, Seahorses, Clams, and Cloak 'n' Dagger,

: Atilled track that lets the rinbnll run.above the fable briefly, then come back into play. During
Muttiball, shooting a pinball through the Romp will help you reveal parts of the shipwreck or volcano on

ROLL-OVER LIGHT: A light an a pinball table that is it by rolling the pinball over it rather than
hitting if with the pinball.



€004 hole in a pinball table that traps the pinball for a second, then shoos it buck out. (The pinboll
vill somefimes be $hot aut of a different scoop.) The scoops on Ariel's Toble are Ursula's Cave, Flounder,

a'mgl's!(}rnllo, and the Shipureck. The scoops on Melody’s Table are the lce Cave, the Valcano, the Costle,
divd Atlantica,

. . A flot disk that les slightly above a pinball table so that a pinball possing underneath
it will hit it, cousing the disk fo spin.

ABLE \E: A honus game, ployed on ane of the fwo main pinball tables, involving shooting the
pinball into speciic scoops, around certain loops, efc.

LT: To "bump" the table, affecting how the pinbll moves, Press the B Button 1o 1ilt the table left.
Press up on the + Control Pad fo 1ilf the fable up. Press right or down on the + Control Pad fo 1ilt the
table right.

This Game Pak has @ buili-in Rumble Feature that allows you lo experience real-fime feedback when used with the
Game Boy Color system. Before using the Game Boy Rumble Feature, install the included battery as fallows:

Note: The game play foatures of this Game Pak will operote when loaded into any Game Bay Color system, but the
rumble vibrations will only be felt when the battery has been insialled.

Remove the battery cover nd insert one AAA battery as shown.
Bo sure 1o use only fresh alkaline batferies. Do not use nickel-codmium
batferies {rechargeable type),

Repluce the bottery cover. Load the Game Pak into a Gome Boy Color
system, then tum the Game Boy Color system power on




WARNING: Copying of any Nintendo game is ilegal and is stictly probibited by domestic and internatianal copyright laws, “Back-up” or £ Yo may v aly s Isrutions 0ttt ¢ problom wih yout prodec. Ty
b our web it ot www,alntende.com or coll the Consumer Asalstance Holline of

ttirchivol” copies are nol outhorized and are nof necessary 1o prolect your saftwore. Yialators will be prosecuted | 1-800-255-3700 rather than gaing 1o yoor retader, Hor ol g
n 1ol pm, Puck 1 O (0 { OAFTERS, AN FOWTR 51
This Nintondo game is nat designed for use with ony unauthorized copying device. Use of ony such device will invalidate your Nintenda produci 4 : v s 4 o i : M'_[\'I:I!I': ”o".}f:llgf..“ ;
warranty. Nintendo (unt/or any Nintendo Licensee or distributor) is not responsible for any domage or loss coused by the use of any suth davice R 10 THE SERAL KOWBEN LT
I8 use of such davice causes your gama fo stop aperating, disconnecd the device carafully fo avoid damage and resume normel gome play. IF your A i RS, WUCLUCING WARRAKTIES OF MERCHANTABILITY

me ceases fo operate ond you have no device altached to it, please contacl your locol outhorized Ninfendo retoiler.
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The contents of this noice o nol inferfere with your stotutory rights.

This manual and other printed malfer occompanying this gome ore protedted by domestic and interpatianal copyright lows

iy whith vory froan

siete g sfote. i

The rental of this gome without permision of Nintendo or is licensees is sirielly probibiled

Tk oty i caly velid i the Urited Siche
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