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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM,
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY
INFORMATION.

IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES

| AWARNING - Seizures|

Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes, such as while watching TV
or playing video games, even if they have never had a seizure before.

Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a
doctor before playing a video game.

Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have

any of the following symptoms:
Convulsions
Altered vision

Loss of awareness
Disorientation

Eye or muscle twitching
Involuntary movements

To reduce the likelihood of a seizure when playing video games:
1. Sit or stand as far from the screen as possible.
2. Play video games on the smallest available television screen.
3. Do not play if you are tired or need sleep.
4. Play in a well-lit room,
5. Take a 10 to 15 minute break every hour.

| AAWARNING - Repetitive Motion Injuries |

Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irmtation:
+ Take a 10 to 15 minute break every hour, even if you don't think you need it.
« |f your hands, wrists or arms become tired or sore while playing, stop and
rest them for several hours before playing again.
+ If you continue to have sore hands, wrists or arms during or after play, stop
playing and see a doctor.

| AWARNING - Battery Leakage |

Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs,
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries
may make popping sounds.
To avoid battery leakage:
+ Do not mix used and new batteries (replace all batteries at the same time).
Do not mix alkaline and carbon zinc batteries.
Do not mix different brands of batteries.
Do not use nickel cadmium batteries.
Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may
become dim, the game sounds may become weak, or the display screen may be blank. When this happens,
promptly replace all used batteries with new batteries.
= Do not leave batteries in the Game Boy or accessory for long periods of non-use.
« Do not leave the power switch on after the batteries have lost their charge. When you finish using the
Game Boy, always slide the power switch OFF.
+ Do not recharge the batteries.
= Do not put the batteries in backwards. Make sure that the posilive {+) and negative (-} ends are facing in the
correct directions. Insert the negative end first. When removing batteries, remove the positive end first,
* Do not dispose of balteries in a fire.
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THIS GAME PAK WILL WORK ONLY WITH THE

GAME BOY* ADVANCE VIDEO GAME SYSTEM.

Super Mario World®

Vacation in Dinosaur Land 11
Controls 12
Getting Started 14
Game Rules 15
Special Plumber Powers 22
Luigi Lore 33
Tips and Tricks 48

oo esOPOOSOOOROOOORRRDRY

o Super Mario World is o one-player gome.
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® Mario Bros. Battle is for two ta four players.
© Mario Bros. Classic is for one to four players.

Shared Controls
SElECT + START + A Button + B Button

° Pless oll of these ot the some fime o reset the gome.

SELECT + L Button

# Press SELECT ond the L Button af the same fime fo fur off
Sleep Mode.

SELECT + R Button

© Press SELECT and the R Button ot the same fime to fum your
gome system’s liquid-crystal display off ond activate an energy-
smving Sleap Mode. You con tum Sleep Mode on ot any
fime, but it will not prevent your gome system from turning
off if the batteries run ou.
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4 Single-Pak Linking Instructions Single-Pak Link

Here"s all of the informafion you need to link mulfiple Gome 2. Connect the Gome Link cobles. Troubleshooting
Boy Advonce ystems using one Super Mario Work: Super 3. Insert the Gome Link cables into the External Extension You may be unable to fransfer game dafo or
Mario Advance 2 Gome Pok. Connectors (EXT), making sure to insert the small, purple you moy experience malfuncions in any of the
Necessary Equipment comnector info Player 1's game system ond the lorge, following sitations:
© Game Boy Advance systems: One system per ployer groy connectors into the ofhier game systems. © When you ore using any cables other than Game
o Super Mario World: Super Morio Advonce 2 Game Poks: One - Tum each systems Power Switch ON. Boy Advance Gome Lik cobles.
» Game Boy Advance Gome Link® cables (sold separaely): 5. Now, ollow the confroller instructons on page 38. 1 F":W" ony Gome Sl';"k cable i notful inseted
: . gy into any gome system.
T players, one cable When playing with only two or three ployers, do not oWh ) ) ,
" ; en any Gome Link coble is removed during
S p—. connect ony gome systems that will not be used. el iy
Four players, three cables » When any Gome Link cable is incomecty
. Consult the picture to your right when connecfing caitnected to oy qome svstem.
Linking Instructions Gome Link cables to Game Boy Advance gome oWhen the S whf ; w? i Super Mo
1 Make sure that the Power Switches on all of the gome systems. Note: the Game Pok goes info Ployer 1's e en 92 élpﬁf PHLIO_ vorid: dUPeF rio
systems are fumed OFF, then insert the Super Mario World:  game system. The Game Link cable’s small connector vtuu{e " u;nﬂe f,‘h‘s Jn!sFrPE miaaun',rn o
Super Mario Advance 2 Gome Pak into Player 1's Game is purple, and the large one is gray. System ofner fnan Flayer |'s bame boy Advarice. ;
Pok slot * When more than four Game Boy Advance game L Gome Boy Advance and Game Link Cable Sefup
" systems are linked. ”
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2 Muiti-Pak Linking Instructions Multi-Pak Link
Here’s all of the information you need to link mlfiple Game Boy 2. Connect the Gome Link cables ond plug them into the Troubleshooting ~ g
Advance qome sysfems using mulfiple Super Mario World: Super External Extension Connector (EXT) on each of the gome You may be unable fo transfer game doto or you =) | (=f—= o o
Mario Advance 2 Game Paks. systems. may experience mafunctions in any of the
Necessary Equipment 3. Turn each system’s Power Switch ON. following situofions: ;
» Game Boy Advance gome systems: One game system per ployer 4. Now, follow the controller instructions on page 40.  When you are using any cables ofher thon Game | @) _ N/ @

) : . ] . Boy Advonce Gome Link cobles. & i

@ Super Morio World: Super Mario Advance 2 or Super Mario *When playing with only two or three ployers, do nof : : y

Advance Game Paks: One Gome Pok per plyer connect any gome systems that will not be used. ’ f-*-‘tlgen any Game Link cobl s not fully insered
o Gome Boy Advance Game Link cables: *Whoever plugs the small, purple connector info his or ::{h - gugle SYS;er: i

. L]
;:'ﬂﬂl';m, one cubl':lr her Game Boy Advance wil be Ployer 1 Thei:'n'r]iye ' g?deum[.‘ G RSNRLN . .
ree players, fwo cables ) . "
Four players, three cobles Consult the picture fo your right when connecting : ri:::;g; Eou;r:; Eﬂ;;uf:;fnf“mv 2 : :

Linking Instruct Game Link cables to Gome Boy Advance gome /

inking Instructions systerns. Note: the small Game Link coble connector © When more than four Gome Boy Advonce game
1. Make sure that the Power Switches on ol of the game systems s purple, and the large one is gray. systems are linked. s -

are fumed OFF, then insert the Super Mario World: Super Mario )

Advance 2 Game Poks nfo the individual Gome Pok slts. " Gome Boy Advance ond Gome Link Cable Sefup.
8 9
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Mario, Luigi, and Princess Peach have troveled fo Yoshi's
Island in Dinosaur Land for a well-deserved vacation.

Shortly after arriving, however, Princess Toadstool
disappears! Mario ond Luigi search desperately for her,
but 10 no ovail. Finally, of the edge of the islond, they
come across o mysterious egg. While they're taking o
good, long look af the egg, it suddenly hatches and out
pops a little dinosaur nomed Yoshi, who tells Mario and
Luigi his sad tale.

“A group of turtles appeared here in Dinosaur Land and
used magic o frap my friends inside eggs. Those turtles
are really tough—they even fropped me when | come
o help out my pals. Will you help me free my friends?”

Monstrous turfles? Surely, this is the work of Bowser,
king of the Koopas. He and his henchmen must be
behind Peach’s disappearance, too! Now the Mario
brothers must team up with Yoshi fo free the princess
and the other dinosaurs and start on @ whole new
adventure.




@ Check the enfire world map.

= Shift the board to the right on the Results screen.
These conteols may differ dzpending on gome piogpess.

® Press A or 'W after pressing the L Button to view more of the world map.

4+ Control Pad

© Press <€ ond B fo move left and right.
® Prass A o enfer doors.

» Moke menu selections,

e lse &, W, <ond B o move acioss the map.

Cay.

© Pouse midgame, (You con sove on the Pouse screen.)
= Confirm menu selections.

| ® Use reseve foms,
© Switch between the Mop and Results screens,

. @ Make menu selections.

© Spin jump.
o Jump off Yosh's back.

@ Switch between Mario ond Luigi on the Map screen.

© Shift the board to the left on the Results screen.
These controls may differ depending on gome progeess.

GAME BOY ADVANCE

© Swim or jumy.
© Descend slowly with the Cape.
o Fiy with Yoshi.

© Confirm menu selecfions.

¥ Button
® Speed up or cany items.
= Spin with the Cape.
= Control flight with the Cape.
o Pynch while hanging from wire fances.

© Moke Yoshi eat ond /or spit
ouf enemies.

© Throw firebolls.
© (oncel menu selections.

13



41 Select a Game!

Insert the Gome Pak info
the Game Boy Advonce and
fumn the POWER on. Select
Single Ployer on the Title
screen ond press START to
move o the Game Select

| screen. Select Super Mario
| World and press the A But-
ton fo confirm.

Super Mario World is o one-
ployer game.

nglStarted

| 2 Select a File

58 momm === * (On the File Select screen,
= Geweefs = choose from one of three

= dato files ond begin 0
gume.

® Select Erase Dato when you want to erose o soved file.

Press SELECT, START, and the L, R, A, and B Buttons ot the
same fime when turning the power on to display the Inifiali
zafion screen. Select Inifialize ond confim your choice fo
erase oll soved gome data ond reset the game. Be careful!
Once game dota is erosed, it cannot be restored.

Course Point

Mario /Luigi

Press the R Button fo switch between
Mario ond Luigi. See page 33.

The gome begins at Yoshi's house, ond ot first you can
only move to the left or right. To open up new paths
leading to additional course points and maps, you need
to cleor levels. That's how the gome works! To move
Mario or Luigi ocross the map, use the + Control Pad.
To view the enfire map, press the L Butfon, and then
use the + Control Pud to scroll. Press the L Button
again fo retur fo the normal Map screen.

After the Donut Plains, there ore many red course
points—these contain hidden gools or keyholes. If
you can find these secret locations, new roads wil
open up. Try your best fo discover them!



2 Viewing the Results screen -
® The Results screen is linked to the Map screen,

@ Press SELECT on the Map screen fo disploy the Results screen.

<0 DONUT PL

16

Total Time Taken to Save Princess Toadstool.
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lcon Explanation:
£ Goal not dleared
23 Dragon Coin not collected
—  Nothing
[ o M Gool Cleored
©  Drogon Coins Collected

50 your progress is confinuously recorded. You
con check on goal ond Dragon Coin stofus
whenever you like.

As you move to 0 new oreg, the map name, num:
ber of goals, and number of Dragon Coins are dis-
played.

If o course has two gool icons disployed, that
course has o hidden goal.

If you clear o goal with Mario, an M s displayed.
If you clear ane with Luigi, an L appears.

The Dragon Coins collected icon only appears if
you collect five or more Dragon Coins on that
stage.

= At the beginning of the game, the Resulis
screen only displays information on the first
world, but os you move on to new areas, the
Results screen will include new poges.

3 Viewing the Action Screen

Number of Lives

Number of Dragon Coins

Number of Coins

Goal Star Counter

(nce you move Mario or Luigi fo o course
point, press the A Button to enter and stort
the level. Once you maneuver Mario or Luigi
sofely o the end of the level, that level is
checked off os cleared. Once you've cleared
0 course, you can replay it os mony fimes o5
you wont. (Costles and Forfresses cannot be
replayed.) If you're reploying o course that
you ohieady cleared, you con retum to the
Map screen of ony time. Press START fo bring
up the Pause screen, then select Retum fo
quit the level.

17



4 Coin Information

You con increase the number of lives you have by collecting coins on the levels.
© Normol cains: Collect 100 to receive an extra [ife.

* Drogon Coins: Collect 5 or more on o single course to receive on extra fife.
(Drogon Coins may also be included in the nomal coin count total.)

5 Reserve Items

Hitfing the blocks hat are placed throughout levels will cause powerup items fo appear, If
you are olready in @ powered-up condition when you pick up o new powerup ifem, the first 1
item you grobbed will be placed in reserve ond disployed af the top of the screen. If you toke /,“L=
domage and lose power, don't wory—the powerup ifem in reserve will automaticolly drop
down for your use. You can also press SELECT fo use a reserve item whenever you [ike.

Super Mushroom

Fire Flower

Cape Feather
*For more on power-up items, see page 22.

© Additional Items and Blocks ﬁk ; ES TR
Receive temporory invulnerability when

You'll find lofs of items besides the Super Mushroom, Fire Flower,

you snag these friendly stars.
ond Cape Feather. @ Yoshi's Eggs
The contents of eqgs ore ﬂuummead to

48 sotisfy. Yoshi sometimes

Tops eqgs, foo.

3-Up Moons

These celestial bodies

gront you three extra ives.
Trampolines

§ Jump on these with the
right fiming to do a super

high jump.

%@ IF you get these while
o

ou're riding Yoshi,
you'll be ble to waip.

—

Jump Blocks
J These blocks bounce along

and sometimes drop items.

P-Switches
Step on these fo transform
= blocks info coins for o few
moments.

essage Blocks
Receive helpful Tourist Tips

___ Prize Blocks
Hit these from undemeath

fo receive o coin or on
item.

Rotating Blocks
8 8| Hitthese blocks to make

from these conveniently them spin for o fixed
Iocoted blocks. omount of fime.
' Berries Grab Blocks
6 Feed Yoshi enough You con comy and Hhrow
beries, ond he'll give these blocks.
you an eqg.
‘ Power Balloons f Bonus Blocks
Grab these to swell up ond it one of these ofter collctng
7 diift thiough the air for o B 30 or more coins fo receive o
limited omount of fime. 14p Mushroom, 19



7 Midway Gates and Goals

o These gates mork the midpoints
of each course. Once you break
the tape, the gafe becomes
your new starfing point i you

: lose a life before reaching the _
= end of o level. Mario and Luigi 8 Bonus Game

power up when they reach a
midway gate.

If you eom 100 Goal
Stars, you get fo ploy o
bonus game! Hit spin-
ning fem Blocks from
undemeath fo stop their
rofafion. Try fo fine up
the same items in rows

o The goals ot the end of levels
588" gre hyge, and the finish tope
1 moves! The higher the tape is
{ when you breok it, the more

#
i’
\#

o
1
|7
1
|
/l

A S SR Tyt —
1-Up Mushrooms 1
Goal Stars you'll eam. If you oo 1 Un Mgt
finish o level on Yoshis bock,

Eoch of these
] musfrooms
you'll tart the next level sfill gives you one

astride your dinosour compan- extra life.
jon.

rooms. You'll get one
1-Up Mushroom for each
row of matching items.

© Al About Saving

When you lose your last life, the game is over, ond
- the Gome-Over screen, shown here, is disployed.
Choose either Confinue or Quif, then press the

S A Button to confirm your selection. There are four
ways to toke damage ond lose o lfe:

® Be sfruck by an enemy while normal Mario or Luigi.

When you want to take o break GAME OUER ® Fall in 0 hole or gop and disappeor off of the screen.

or sove your gome, press START
fo bring up the Pause screen. On
this screen you can choose fo
Confinue Without Saving, Save
and Confinue, or Save and Quit.
You can reach the Pause screen
from either the Map screen or
the Action screen.

® (et sandwiched by walls.
® Fail to reach the level goal within the set fime limit.

21



4 | Powering Up the Mario Bros.

Snag special items to transform into three
powered-up versions of Mario and Luigi. Once
you've changed into one of these hree forms,
toking damage will only retum you fo o previ-
ous sfofe instead of costing you o life.

*If you get o Fire Flower or Cape
Feather when in super form, you'll
power up and get a Super Mushroom
in reserve.

*If you're in fire form and have o
(ope Feather in reserve, or in coped
form with o Fire Flower in reserve,
you can foke out your reserve item
ond switch forms af will,

iL ..

Tum Mario or Luigi into o spinning
top with this special jump. It doesn’t
carry you os high os o standord
jump, but it wreaks hovac on ene-
mies. If you perform o Spin Jump o
Super Mario or Super Luigi, you can
break blocks, foo.

Hold the B Button down  The longer you hold down  Press W on the +
while moving with the  the A Button, the higher  Control Pod o crouch.
+ Control Pod to dash. ~ you jump. If you jump off

Dashing will let you run ~ on enemy, you'll go even

ocross one-block gops.  forther.

Carrying Items A I‘LlI /;.{C}
Press and hold down the B Button fo pick & —@@J%—; g
up and carry items that you touch. You can 30 o *

cany only one item af o fime.



| 3 Entering Pipes

;L-I_I-I-I-_l_ N e e S S S

: o " Hold Items. Jump Out
while Swimming of the Water

Pipes in the Ground ] Pipes in the Ceiling m Jump with Yoshi

Toss items up by pressing ~~ Press either the A or R Press and hold the B Button  Press A on the + Control Press wonthe + Confrol ~ Press a onthe + Control ~~ When you see o friangulor ~~ While asfride your dino

A onthe + Confrol Pod ond ~ Button fo swim. to corry ifems while swim-  Pad and eiher the A or R Pod to enter pipeson the ~ Pad while jumping fo enter  block of the base of a pipe,  buddy, jump onto friangulor
teleasing the B Butfon of the ming. Button fo jump out of ground. pipes on the ceiling. dosh by holding down the 8 blocks and press the A Button
some fime. If you want to wofer, Button fo run siraight up the 1o jump incredibly high.

place an item ot

your feef, press
w and releose
the B Button

simultaneously.

&0 &

5
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Stomp on Foes Knock Foes Off Blocks
R Ivi limb 1 ¢ . —
m Slide Down Slopes Jumping up and landing on enemies is the ff you see an enemy standing on o

Press & on the + Confiol ~ Climb onfo fence doors ond ~~ Climb up by pressing A on ~ When you come fo a slope, easiest way fo deleuiiel}emles. There are some block, it the block from undemeath "3
Pad fo climb up fences. then punch them with the 8 the + Contral Pad. Move up ~ press ‘W on the + Confrol enemies fhat you con'tjump on, so be coreful! fo topple your foe!

While on fences, press the B Butfon to spin them around. ~ ond down with wora . Pad, and you'll shoot down -

Bution to punch enemies off fike o toboggan. Once you

of the opposite side. If you reach the bottom, you'll stop

come down on an enemy sliding and be vulnerable to =

from above, you can kick it

offl

uttack.

Hurl Fireballs

s Fire Mario or Fire Luigi, press the B Buffon fo foss fie ~ Release the B Button when you're carrying  shell and
balls at your opponents. Enemies hit with fire become o~ you'll dropkick it, sending if spinning across the screen.

ins. Of course, soes ore immune fo flomes. @ @( @_ @_
o~ ;

o
|




While confinuing to hold down the B Bution, use the + Control Pad o ascend and €
descend. If you press the + Control Pad in the direction you're flying you'll descend.

To oscend, press the + Control Pad in the opposite direction. Press and release the
>+ Control Pad with goad fiming, and you con actually climb higher than you starfed. Y

Fast Dive

Dive rapidly by holding the B Bution
down while pressing in the direction
ou're flying on the + Control Pad.

At any time during your oscent, you con apen the
(ape by relensing the A Button. The Cape will
open automatically when you reach the highest
point of your jump. (Don't lef go of the B Button ')

Defeat Enemies with the Cape

When coped, press the B Button o spin around
rapidly. You'll knock out opponents ond break
blocks in o blur.

Use the + Control Pad while
holding down the B Button to
steer your way down onto an
enemy ond smash "em info

Now u 1h Euol d fo
steer. Don't forget to hold
down the A and B Buttons.

If you strike on enemy while your
Cope is apen, you'll power down,
but you won't lose  lfe.

_Slow Descent

Hit the brakes and slow your descent by
pressing and holding down the A Button.

Accelerate

If you slom info the ground from
o fust dive, you con couse the
enrth to shake from fhe impact.
This can shake up (ond even
wipe out) any nearby enemies!

Press and hold down the B =4 While holding down the B

Button while running until Mario Button, press the A Button
or Luigi sficks out his oms. fo jump!

To continue descending ot normal
> speed, release the A Button.
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7 Your Pal Yoshi
Kick Up Sfa.nd Clouds

When you first meet Yoshi, just o right up and jump onfo his back. The basic controls for riding Yoshi ore m ]
the some as for controlling Mario ond Luigi. s I T]%hg;'ﬂﬁﬂ : \
. oshi con't swallow yellow shellin his \ A
i ke A
: : , ord things right away, douds every fime he 4
Pressthe B Buton with the + Yoshi ot beies o enemies when you supressIghelgﬂuﬁnlj|| = |umpsanmwtheground / /-_\‘) Q“') O
Control Pad to make Yoshi run, press the B Button. fyou prss A on the again, ond he'll spit aut & These sond dlouds wil [er 1o
and press the A Button to moke + Contl P ofthesame tme s the whatever s in his mouth. fopple enemies. B
him jump. If your Mario brother is B Bution, Yoshi il eat items that are o Kit'sa ed shel, h'l =
coped, Yoshi oscends ond giides il highr tho his heod. Jus un ino spit out firebals. +Yoshi can swallow almast any object that he keeps in his

berries ot mouth level, and Yoshi automati

when he jumps.
cally storts eating.

mouth long enough. When Yoshi swallows a shel, he'll lose
the powers that the shell bestowed.

+You won't take domage or power down if you run info an
enemy while on Yoshi's back, but you will fall off, and
Yoshi will run away. If you get knocked off Yoshi, trock him
down s quickly os possible to prevent him from geffing lost.

Accelerote Jump  Dismount

=0 @ ®

When Yoshi holds o blue
shellin his mouth, he
sprouts wings! Repeatedly
press the A Button fo flap his

wings ond soar skyward. N .
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1 8 The Legend of the Colored Yoshis

Somewhere in Dinosaur Lond,

you might st run ocoss hidden These ittle hotheads can spit

Yoshis of three different colors. outfichals regordess of the
IFyou're lucky enough fo find colored shells they hove in
their mouths.

them, you'll discover thot
they're just fttle dinos. You'll
hove to feed them five enemies

Blue Yoshis

to moke fhem grow info odult It doesn't matter what color
Yoshis. You con carry fittle Z__ shell they eat—once Blue
Yoshis in your hands with the / Yoshis have shels in their

B Button. mouths, they con fly for o set

period of fime.

Yellow Yoshis

As long s they have shells in
their mouths—any shells wil

Once you've raised a colored Yoshi into adulthood,

you'll encounter more Yoshis of that color. low Yoshis when they jump.

Red Yoshis

do—sond clouds surround Yek

9 Luigi Lore

(n the Mop screen, press the R Button to
switch to Mario's younger brofher, Luigi.

® Luigi's o stronger jumper than Morio is,
but he's olso o bt slower.

© (aped Luigi's air speed is not quite os high
as Caped Mario's.

# Luigi's fireballs bounce higher than
Mario's do.

o With Luigi riding him, Yoshi can immediately

spit out enemies instead of swallowing them.
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One to four people can ploy Morio Bros. Classic, ond twa, three,
or four ployers can go head-o-head in Mario Bros. Battle.

Mario Bros. Battle

Single-Pak ( mutipak ) * If you are ploying single-player Mario
s : : ; Bros. Clossic, you need only ane Gome

© To play Morio Bros. Battle, youneed ~ *Playing with mulfiple Game Poks
the correct number of Game Link means there will be no load fime.
cables and either o single Game Pok * Game play is idenfical in both Single- = =
or a Gome Pok for each ployer. Pok and MuliPok Mario Bros. Battle. || # If you are ploying Mario Bros. Clossic

= with two or more people, you will need
*You can use this Gome Pak together with Super Mario the correct number of Game Link cables
Advance (Super Mario Bros. 2/Mario Bros.). and o Game Pak for each ployer, -



® Move the screen up and down
(depending on Mario’s locafion).

g :
H
1)
i
T HH

® Move with <€ ond b
o Press W to duck.

® Press and hold W to build up
energy for o power jump.

o (hoase fime limits.

® Jump.
© (onfirm time-imit selections.

8 A

® Pick up items or rival ployers.
GAME BOY ACVANCE: ® Dash.
* Cancel time-imit selections. (Retum fo the previous screen.)

® Begin playing.
36 gin ploying
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i) e £ - i
= Oph Mario Bros. Battle CAMEBOY =~ -
i X .  While Player 1's gome system is checking the &
T M T é coble connections, the Gome Boy logo il ppear 5
= s i i ot b on oll other connected game systems. -
= *Mario runs across the gome screens while gome data is being looded. The i T
E 1 Single-Pak loading process is finished when Mario reaches the right sides of the screens. = tf;ir;!:":}:SIOir?mhﬂﬂn:ﬂﬁhﬁﬂﬁ'E;";?S;S E
= *When ploying with Game Link cobles, tum ol gome system Power Switches  This signals hot game data is being loaded. T
5% m OFF before inserfing the cables. For more infoimation an finking with the Game : T

(The ployer with the Game Pak) o Next, select the gome level and set the Boy Advonce Gome Lin cobles, see g 6.

® [nsert the Gome Pok into your Gome handicap options (the number of coins o =
Boy Advance and furn the Power Switch each player has of the start of o game). Eoch player's Mario appears onscreen while the gome is loading.
ON. Use & and W to select o menu ifem The Mario you see is the color of the Mario you will control in-gome.

o Fom the Tl screen, select Mulployer 010 € 0nd > to chonge setings.
and press START. The gome system will ~ © Player one must press the A Butfon to

then check the coble connections. send the game seffings to the ofher i el
¥ liveis’ Gz Piks: is error message oppears, fum o
® After his s completed, press START when play ofthe Powes Switches OFF, heck he
instructed fo on-screen.

cable connections, and begin the game
When playing with four ployers, each player appears in this order onscreen. sefup again.
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~ Mario Bros. Battle

2 Muiti-Pak Battle

Multi-Pok gome ploy is the same os Single-Pok gome play, but there are no load times.

Player 1

(The player with the small purple connector inserted into his or her game system)

7700 5 6 e o O o o

® Irsert the Gome Pak into the Game Boy Advance ond furn the Power Switch ON,
® (In the Title screen, select Mulfiplayer and press START to bring up the Mario Bros. fitle.
® Press START again fo bring up the Gome Select screen. Choose Batfle on this screen.

® Now, select the gome level and set handicap options (the number of coins eoch ployer
hos at the start of 0 gome).

® Press A or W fo select o menu ifem and <€ or B> to change seftings.

o When you press the A Button, o different-colored Mario will appear for each player.
Press START fo begin the gome.

© 1900, 2002 ISwende

Other Players

o After fuming your game systems ON, chaose
Muttiployer on the Title screen. The other players
will then wait while Player 1 sets the gome up.

o fter Ployer 1 presses START, o different-colored
Morio will be displayed for each player. Press
START fo begin the game.

Each player's Morio oppears on-screen while the gome s loading.
The Morio you see is the color of the Mario you will coniral in-game.

When playing with four players, each player oppears in this order on screen.

When ploying Multi-Pak Link, make sure
oll of the Power Swifches ore fumed OFF
before inserting the Gome Link cable or
cobles. See page 8 for details.




Grab the Coins!

o The first player fo collect five coins wins.

S R

® A coin comes out of one of the pipes af the top of the game
screen each fime an enemy character is defeated. To flip ene-
mies over, jump up and hit the floor beneath them. Once they're
on their backs, kick them off the screen to get rid of them.

o [f all ployers but one ore knocked out before 5 coins are
collected, then the last ployer standing is the winner.

© [f you bump your rivals from
underneath, they'l be stunned un[lf

unable to move for o few seconds.

© [f you've been stunned, press the A
Button repeatedly to recover.

© Jump on top of o rival Mario and
press the B Button fo pick him up.
Press the B Button again to throw the other player ot
enemies or even info the tash con.

o If someone picks you up, press <@ or B> repeatedly fo
escape.

 You can jump up and hit the bottom of the POW Black to
stun oll of your rivals at once. Pick up and corry the POW
Block by jumping on fop of it and pressing the B Button.

1 Check the Game Screen

Game Play

player is disployed during gome ploy
© |t you press START during game
play and choose Try Again, the game B

will begin agoin fiom round one. Poyer Ts oot ) (s aila
| After a Round The number of of rounds won

by the other
"You Win" or “You Lose” appeors mugldg :.:0? by
after each round.

888 Other ployers’ megt. You ustfipthem over

2| oincounls | g ond then kick them offthe sreen. Be corel,
. =7 thogh—they'Nl get bock up after o few
seconds, and they'll be foster than before.

e e [ E}Tw fming i good, you'l be
5 &

] Spinys These are the first enamies you'll

b iust s they lond to pot hem out of ncfion.

Eraazys Iyoudon't knock this quy out
::eezys quick, he'll freeze the floors and
j send you sliding oway.

pmereee fighter Flies can be shuaned anly
Fighter Fies wﬂ land on the floor,

en the
Total Results _ ; Good fiming is %semilrtu getiing rid of these
The fotal number of victories for each 0 Lys | LR G ﬂwngpws,(|hs ty tough cust
T obs are pee awstom
ployer oppeors between rounds. E"raﬁs o, sy 1o/ e o bog

# Press START on this screen to begin the next bafle. ?ﬁ:' L

'ie 0ot fastes thi
® The first player fo win five rounds wins the gome. the Spings, foo. N

EpEpEgugugegsgEgiyl

toit the oo beneth them |5



‘Mario Bros. Battle

| 1 Use It Well, and Use It Often

When you are playing Twe-Player Vs., 0

qame. Use it well, for it con sometimes be
the key fo victory.

-----------------

her to the garbage can, the lid will open
and you con throw thet player inside. It
will automatically close and keep thot
opponent out of acfion for o while.

S48 o |fyou're in the garboge con, you'll hove
fo wait o few seconds until the lid opens

again. When it opens, jump out ond
rejoin the game.

44

Using]the]lGarbagelCan

5 qarbage con rests on the bottom levelin the

o Ifyou pick up your rival and carry him or

© Being trapped in the garboge gives your
rivals a chonee fo grab some coins, but
you'll receive a speciol item thot might
help you fum the fobles on them!

o [f your opponent is standing on top of the
can ond you're tropped inside, use the
Super Jump to knock him or her off and
escape.

o You will receive a rondom item when you
jump or are thrown info the gorbage con.

*The garbage can holds four different types of
items. One of these, the egg, contains one of
three odditional items. You never know what
you'll get, so don't forget the garbage con
when planning your game strafegy.

=
y = These shells domage anything they hit.

You need to throw them or kick them fo
send them sliding away.

POW Blocks stun all of the enemies
on-screen ond shiink any rival ployers

when you foss them onto the ground.

4
&

i ‘Fion Sheltons

These are useless, and they smell funny.
Throw them away.

If you're really lucky, b

your egg will contain

0 coin. ﬁ
it Starmen make you

@ temporarily invincible.

Hearfs tum you info
Super Mario!

.............................




Mario Bros. Classic

ngjthe]Game]

© Insert the Game Pak into your Game
Boy Advance game system and furn
ihe Power Switch ON. Select Single
Ployer on the Title screen and Press
START to move fo the Gome Select
screen. Select Mario Bros., then press
he A Button or START fo confirm your
choice.

© Bump the enemies from below to
tip them over. Once they've been
flipped, kick them off the screen and
out of the gome. Defeat all of the
enemies to claar that level,

2 Playing with Two to Four Players

(The player with the smoll, purple connector e Tym all Power Switches ON and
inserted into his or her game system) select Mulfiplayer.

 Insert the Game Pok info the Game Boy  Once ployer one presses START, each
Advonce and tum the Power Switch ON. loyers Morio ?gpeﬁrs‘on his or hgf
i gome screen. The Mario you see is
* Sl Hofiployrand prss START. the color of the Mario you will cantrol
® Press START on the Title screen fo move in-gome.
to the Game Select screen. Select Clossic, .
and then press the A Button or START 1o~ & When playing with two or
confirm. ¢ more players, cooperafion is
: important in clearing stages. ;

» ) different-colored Mario appears for each
ployer on the Title screen. Press START to
begin the game.

*This game requires multiple Gome

Paks. When ploying with two or more
ployers, you will need ane Gome Pak

ner ployer. You con also use Super

Mario Advance Game Poks, 47
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: @ / ﬁmmw A3 Sitch Polce s locoted on the

summit of o mountain neor Yoshi's house.

Jump on the big switch here, and ol
Dotted-Line Blocks will change into
Exclmotion-Point Blocks, making it much
osier fo lear levels. There are other
Switch Palaces elsewhere in Dinosaur
Land. Do your best to find them all.

Red course points indicate levels that 25
hove additional goals or hidden keyholes. |
Keys ore generally near the hidden key-

oles, so grab the key and unlock the

secret door. If you're riding Yoshi, he'll
carry the key in his mouth. ‘} Key

(e

Good things owait if you con find the N s

Star Road and solve its mystery! Dotted-Line o a—
48 Block Point Block

Defeating Enemies T

Enemies bounce in different directions
depending on where you hit the floor
beneath them.

rrrrrErEre Ll

Bump an enemy from directly under-
neath to send it straight up info the air.

*In Clossic, you can get o lot of points by hitting multple opponents with o single blow, st

If you don't gef to Freezy quickly. ..

FERFEFETREEE

che floor in front of an eny
to make it bounce bockward.

[ (13

ke the floor behind an en
to send it bouncing forword.

.v‘i‘;_'

L '-\-\_.-}*%"‘" L2

he'll coot the floor in ice and make things super slippery.
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WARNING: Copying of any Nintendo game is illegal and s sirictly prohibited by domestic and international
copyright laws. “Back-up” or “archival” copies are not authorized and are not necessary fo profect your soffware.
Violators will be prosecuted.

This Nintendo game is not designed for use with any unauthorized copying device or any unlicensed accessory.
Use of any such device will invalidate your Nintendo product warranty. Ninfendo (and/or any Nintendo Licensee
or distributor) is not responsible for any damage or loss caused by the use of any such device. If use of such device
causes your game fo siop operafing, disconnect the device carefully fo avoid damage and resume normal gome
play. If your game ceases fo operate and you have no device aftached to it, please contact your local authorized
Nintendo refailer.

The contents of this nofice do not interfere with your stafutory rights.

This manual and ofher printed matter accompanying this game are profected by domestic and infernational
copyright lows.

The rental of this game without permission of Nintendo o its licensees is strictly prohibited.
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HARDWARE WARRANTY
Mintenls of America Inc. ["Ninterda”) warranis 1o the crigingd purchaser that the hardwore prodhuct shall be fre from defects in material and workmanship for twebve [12] months from the
e

or component, lres of ¢ orig 56 is o this warronty only i jisiered af point e, o
Riends'sesfocion, o e proc wospathicdwihm belog 2k, | e Gn

GAME PAK & ACCESSORY WARRANTY

Nintenda worronts ko e eriginal purchaser tht the product {Game Palks and oxcessories) shall b free from defects in moterio! and warkmanship for o pericd of three [3) manths from the
dote of purchase. {f;mm!d by this wormonty eccurs during fhis free (3] monih worronly period, Ninkenda or o NINTENDO AUTHORIZED REPAR, CENTER will repair the
delective prodhct, charge.

\WASRANTY LMITATIONS

THES WARRANTY SHALL NOT APRLY IF THIS PRODUCT: [a} 5 USED WATH PRODUCTS NOT SOLD CR UCENSED BY NINTENDO [INCIUDING, BUT NOT LWATED TO, NON-LICENSED
GAME ENHANCEMENT AND CORIER DEVICES, ADAPTERS, AND POWER SUPPUES}, 1] 15 USED FOR COMMERCIAL PURPOSES INCLUDRNG RENTAL, {c] S MODFIED OR
TAMPERED WITH: [3]15 DAMAGED BY NEGUGENCE. ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHE: OR [¢f
HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED.

ANY APPUCABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR FURPOSE, ARE HEREEY LIWITED IN DURATION TO
THE WARRANTY FERIODS DESCRIBED ABOVE {12 MONTHS OR 3 MONTHS, AS APPUCABLEL. IN NO EVENT SHALL NINTENDO BE LLABLE FOR CONSEQUENTIAL OR INCIDENTAL
DAMAGES RESULTING FROM THE BREACH OF ANY WPUED OR EXPRESS WARRANTIES, SOME STATES DO NOT ALLOW UMITATIONS ON HOW LONG AN WPLED WISRRANTY
LASTS OR EXCLUSION OF CONSECUENTIAL OR INCIDENTAL DAMAGES, S0 THE ABOVE LIMITATIONS MAY NOT ARPLY TO YOU,

This woeraanty gives you specifc legel rights, nd you may also have: otber rights which vary lrom siole to sale. Nintendo's address is a3 set borth on the bock coves of this booklet,

This worrnty is only valid in the Uniled Siates. 54
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