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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AN '
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING
YOUR NINTENDO SYSTEM, GAME PAK OR ACCESSORY.

Thié afficial seal is yonr assurance thal Nintende has regiewed this product ||
and {at it has et our standards for excellence in workmanship, reliability ||
and ertertaimment value. Alsys loox for this el
when  buying gomes and  accessories B ensure
complete compalilility with your Ninkendo prpd&rﬂ.

A Wkrmendo products ane Roarded by Sale for wse gnly sl ciber auforioed
prochucts baaring the O Fimande. Sesl of Dugliy

Thank you for selecting the Tetris Attack™ Game Pak for your Super Nintenda

Entertainment System™

Please read this instruction booklet tharoughly to ensure maximum enjoyment of |
your new game. Save this booklet for fulure reference,
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1955 Mintendo - £ 19495 Mintende ¢ Infelligen Systems.
Telris Aack™ Licensed bo Mintends by b Tetris Company,
™ and 5 are irademarks of Mintendo of Amenica Ine.

£ 1998 Minleade, )
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contact the ESRE at 1-B00-771-5772.
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ROLLER

i nsert the Game Pak into the Super NES
Control Deck and turn the POWER switch
5 to the ON position. When the title screen
X, Y BUTTONS A BUTTON | appears, press START to begin. If vou do not

M st Switch highlightad press START, an instructional demo will begin.
L OR R BUTTON pij}EDQEJ: E‘z’;ﬂfm ST Press any button to return to the title screen. On
; : it the title screen, if you press any button, the
E?E:ntglg o t::ﬂ_____—_'_"“‘-—-— ion Select Screen) Select Screen will be displayed.

THE SELECT SCREEN OPTIONS
1 PLAYER GAME

There are five modes that can be
played by one player. For details

+ CONTROL PAD B BUTTON regarding each, see *1 PLAYER
Maove cursor Switch _highligi'lted panels GAME Modes” on page f.
Select menu tams : Cancel item
{on Selact Sereen] START ion Select Screen) 2 PLAYER GAME
Sl:artpthe it Il There are two modes for play by
g twer players. For details, please
see 72 PLAYER CAME Maodes”
an page 16,
* As time progresses, panels are HOW TO PLAY :
automatically added to the bottom and the || Various lessons, all teaching the basics of Tetris
stack will vise. Should you clear every play }  Attack.
on the sereen, you can manually add a row HOW TO IMPROVE
A pels bﬁféﬂmg oy Loor 4 B#HM" - More lessons, detailing advanced technigues,
* This rule is mmmmﬁ;rqﬂggme: Fl'l ; i such as Chain Resctions and Combios.
Tetris Attack. : L '

: _ .
% ; S



HOW TO PLAY

T etris Aftack is a puzzle zame in which you rearrange the order of
.a stack of panels in order to clear thent, As the stack begins rising,
switch two horizontally adjacent panels. if you place at least three
identical panels in & row vertically or horizentally, they will disappear.
If the stack of panels touches the top, the game is over.

Forexample, after positiohing the cursor and pressing the B Button, the
panelsframed by the cursor will switch places. When the three
panels align.yvertically, that row of panels disappears. Any panels left

e,bd'uia,fa_lt

intoithe spacelelt by the eliminated row of panels.

R

Mext, when half of the cursor frames an emipty
space, the panel and the empty space will be
swapped, After switching, if there is an emply
space befow the panel, it will fall, Panels cannol
be switched vertically, only horizontally;
however, by switching them wisely with empty
spaces, you can gften achieve the same resull.



TPLAYER GAME MOBES

o choose from any of the five different one-player game modes,
rmiea;;l 1 PLAYER GAME on the Select Screen.

When playing EMDLESS, TIME TRIAL or
WS, Game Modes, you must establish the
levels before you start. {n WS, Mode, you
establish GAME LV. only.)

SPEED LV.

This setting determines how
fast the stack of panels will
be raised.

GAME LV.

This setting will change the
speed of disappearing or falling
pansls. In the ENDLESS Maode,
it-will also change the number
of paneals with which you begin.

ENDLESS

In this mode, play continues until the stack of pan
Astime progresses, the speed at which the stack risgs
increase. Before beginning a game, vou must selec
character you select for a mascot will determine wi
hackground and music vou will see and hear.

TIME TRIAL

In this mede, yvou must try 0 seofe as many points
minutes. You ' can select vour favorite mascot, just |
ENDILESS Mode.

Elapsed [ Remaining Time

High Scare

Playfield

Cursor




STAGE CLEAR

In this mode, the object is to clear all the panels above the clear line.
When you begin the stage, you cannol see the clear line, but it will
appear as you begin to eliminate the stack. As the stages ﬂlﬂ\f.i?!r'll'.t",ltht‘.
speed at which the stack is raised will increase. After each screen is
completed, a password will be displayed. I you write down your
password and enter it later, y0u Can resume your garme from where
yoll left off.

Elapsed Time. Stage Numbar

i e Current Speed Level

PUZILE
In this mede, you must clear all the panels on the 58
number of switches. After each screen is completeg
displaved. If you write down your password and e
resume your game from where you left off.

If you press the X-or ¥ Bultan, you can cancel you
them simltaneously to restart the current puzzle,

Elapsed Time

Stage Number

R T L I
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There are three ways 1o attack your opponent:
Clear a row of Shock Panels {indicated by the
[T panels), complete Chain Reactions ar
complete Combios.

iFor details, please see
“Aabout Chain Reactions
and Combos” on the
following page.)

Player's Playfiald

Computer's Playfield "

Stage ri This iz a Shock Panel
Number :

l Elapsed Time l :
; Garbage Block caused by a Chain Reaction.

VS, (VS. COMPUTER)

The V5. game is played against an opponent. When played
as a 1 PLAYER GAME, vou will compete against the
computer (CPU. If vour appenent’s stack of panels reaches
the top before yours, you Wi,

Shock Block caused by clearing &

When you compleke Chain Reactions or
Cormbos, Garbage Blocks will fall onto your
opponent’s playfield.



ABOUT CHAR REACTIONS

t only takes three like panels placed together loemake them
disappear. However, should yvou place fowr of more together o
-.h.:ml 1 one clear cause another clear o ocedr, there are great advantages,

NS COMBOS
A Chain ¢ Imun reaction ¢lear] happt*ns when the panels sitting on top Combos lcombination clears) Booiur when you stmultanec-usiyf clear fﬂUF
of a cleared row fall and are themselves cleared. ; or more panels. The rows cleared can either be all the same or multiple
types of panels,

'\.r!-i J-||1 l' 1—&

Exampie of a x3 Chain Reaction. y Example of clearing six panels simultaneously.

(@ switch A& and ...

@and the fwo rows of ®and 4
will disappear simultanegusly.

@ Then, # falls and disappears.

@ When the [« falls, it too disappears.



| DEALING WITH GARBAGE B

1 Y @ikcan neither clear nor n'l.ongarbage Blocks. ?mfc&ﬂ only lower - e
; them by clearing or removing the panels on which theserest. h il A
Sa, how can you deal with Garbage Blocks? sl
Simple, all you must do s to'clear a row of pangls an wt:_i;l"r"'thé Carbage
Blacks are resting. The Garbage Block will transform o' panels. Onee e, 4
transformed, the panels can then be cleared like Aormal-, J ;

e

g ':_5.1

: .Tﬁi‘ﬁirhgﬂ Biock rests on the Iiﬂ

* When you tlear a Garbage Block, | | -
_ ifa likecoloved Garbage Block: |
1 touches it, they will be transformed L&
together; however, if it is adifferent .
-::,. f e méb:r, it will be Hﬂ#{:!‘e&, ;“f&ﬁ;_ﬁf -
Bl e those blocks that have tue-or.move
L, g ilayers (widths), only the lower Lyer
gt e o will transform. Repeat the pracess
" = Yl e to thansform each Layer until the
= entive block is gone.
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2 PLAYER GAME MOBDES

fyou select 2 PLAYER GAME on the
Select Sereen, you will have bwo
modes 1o choose fram.

After vou select the game
mode, you must set the levels
for bath playessiEach player's
settings can be set separately. [
This is useful for handi-
capping two players of
dhiffering abilities.

LV. (SETTING LEVEL)

The setting changes the speed at which the panels fall and rise, It also
affects the number of panels you begin with.

' HANDICAP

T further allow handicapping for the TIME TRIAL Mode only, the points
selected here will be added to the player's score at the end of each game,

Player 1's Plafild -
Player 1's Score
5 '[m ﬂe_imuiuing

Mumber of Wins This Match

e

TIME TRIAL

This game is played the same as the 1 FLAYER GA)
baoth plavers will compete fo see who scores the hi
Mo Garbage Blocks will drop in the TIME TRIAL MY

VS, (VS. 2 PLAYER)

In the V5. 2 PLAYER Mode, you will attack your of
Panels, Chain Reactions or Combos. The game is
the ¥5. 1 PLAYER Mode game. 1n the V5.
player to win two games wins the match.

Player 1's Playfield

Both Players’ Levels

* The character you select G
for a mascot will determine the
playfield background you will see and

- the music you will bear. There are no
benefits or bandicaps associated with

any of the mascots,

* To clear the Podits COERTET; either (.'.ﬁvem'e
a diffevent made or twrn the POWER mum&

to the OFF position,

2 PLAYE

Points




: -'_-Engll'.‘;h lext. Char_jge'The setting to [PN, and
" Japanese text will be displaved,

H@H ’E‘@ E!L&‘Y M@ Ao
TO IPROYE

Select either of these modes on the Select Screen, and
I will teach you how to play. My lessons include the
basics of How-To-Play, Chain Reactions, Combos
- and other advanced technigues.

I'm a very thorough teacher, so if you pay
attention, you can really improve your skills!

OPTION MODE

sing the Option Meode, oiican change

several options, After making anmy
changes, press the B Button to retlurn 1o the
Select Sereen.

- TEXT TYPE
The Text Type switch has fwo settings, ENG
_and JPH. The setting EMC will display

r n
|
|
|
Il H
I

MATCH POINTS
This switch' allows bV (o] solect how many games must be won to
decide a V5. Mode match. Set this to either one point or bwo.

SOUND TEST AND MUSIC TEST

Both of these options operate similarly. Lise dand pon the + Control
Pad to select the sound effect or music track you want to listen to, then
‘press the A Button Lo start it

CHARACTER
Using this option, you can view the biographies fol
characters, Use 4and b on the + Control Pad to sels
press the A Button to view il

CPU SWITCH
After selecting this option, the screen pictured be
can choose to turn on the CPLU player for either pl3
CPU plaver skill fevel can also be selected. Choosy
numbered zero through seven. The higher
the number, the guicker and more skillful
the CPU player will be.

MARK
When the Mark switch is ON, a
transparency effect makes the mark bess visible.



IMPORTANT: o

WARNING: Copying of any Nintendo game is illegal and is strictly
prohibited by domestic and international copyright laws. “Back-up” ar
“archival’ copies are not authorized and are not necessary to protect your
software. Violators will be prosecuted.

This Nintenda game i3 not designed for use with any unauthorized
copying device, Use of any such device will invalidate your Nintendo
product warranty. Nintendo {and/or any Nintendo licenses or distributor) is
not respensible for any damage or loss caused by the use of any such
device. If use of such deévice causes your game 1o stop operating,
disconnact the device carefully to avoid damage and resume normal
game play. If your game ceases to operate and you have no device
altached to it, please contact your local authorized Mintendo retailer.

The contents of this notice do net interfere with your statutory rights.

This manual and other printed matter accompanying lhis.game are
protected by domestic and international copyright laws.

The rental of this game without permission of Nintendo or its licensees
is strictly prohibited,

For further information or assistance, please contact:
Mintande Consumer Assistance Hotling

1-B00-255-3700 (U.8. and Canada)

Or your local authorized Nintendo retailer.

WARRANTY AND SERVICE INFORMATION: 5o

3-MOMNTH LIMITED WARRANTY

(For Hardware, Game Paks, & Accessories)

Mirerida of America Inc. ("Mintenda”) warranis o the original purchassr that the prodec
[harchware, gams paks and accessonies) shall be Fres from defects in matarial and
workmanship for a penod of three [3) months from the date of purchase. If a deiect covered by
this warranty ocours during this three (3) manth warranty period, Nintendo will repair ar repiace
the detective product or component part, at #s option, free of charge,

ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware anly)

Mirtesrdo wirrants to the orginel purchages that the hardware product shall be free from
dibacls i matarial and werkmanship for an additional thres (3) months beyond the oniginal 3-
il warranly period described above. | a defect coversd by this warrangy ocoars during this
additional 3-manth warranty period, Nintendo will repair the defective hardware product o
compodent frige of charge. The original purchaser i3 enfitted 1o this addiional 3-maonth limited
repair warrardy ony il the Congumer Proof of Purchass Card (allached to the hardware
packaging when sold) is returned promptly after the date of purchase 1o Nirlénda by the
ariginal purchaser or the original purchaser's refailer,

WARRANTY SERVICE OR REPAIR'SERVICE AFTER EXPIRATION OF WARRANTY
You may need only simple instructions to correct any problem with your
product. Call the Consumer Assistance Hothine a1 1-800-255-3700 rathar tham goéneg 1o your
refailer, Hours of aperation are 6 a.m. to % pom., Paciic Time, Monday - Saturday. and & a.m-
fo T p.m., Pacific Time. on Sundays (times subject to change), If the problem cannot be solvad
over the telephone, you will be referred 1o the nearast NINTENDO AUTHORIZED RERAR
CENTER™ ar you will be oféred express factory service through Nintesdo. In some instances,
it may be necessary for you i ship the complete product. FREIGHT PEREPAID AND INSURED
FOR LOSS OR DAMAGE, to the nearest service locaticn.

WARRANTY LIMITATIONS

THIS WARRANTY SHALL NOT APPLY. IF THIS F"'POQUGT {a) |5 USED WITH PRODUCTS
WOT SOLD OF LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NOMN-
LICENSED GAME ENHAMCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY
DEVICES); (b} 15 USED FOR COMMERCIAL PURFOSES (INCLUDING RENTALL OR 15
MODIFIED OR TAMPERED WITH: (c) IS DAMAGED BY MEGLIGENCE, ACCIDENT.
UNREASONABLE LISE, (R BY OTHER CAUSES LIMRELATER TO DEFECTIVE MATERIALS
OR WORKMANSHIP, OR (g} HAS HAD THE SERIAL NUMBER ALTERED, DEFACED, OR
REMOVELD:.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF
MERCHANTARBILITY AND FITHESS FOR A PARTICULAR PURPDSE, ARE HEREBY
LIMITED IN DURATION TO THE WARRANTY FERIDDS DESCRIBED ABOVE (3 MONTHS
OR & MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR:
CONSEQUENTIAL OR INGIDENTAL DAMAGES RESULTING FROM THE BREAGH OF ANY
IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON
HOWY LOMG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR
IMCIDENTAL DAMAGES, S0 THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU

This warranty gives you specitic legal rights, and you may also hawve ather rights which vary
Irom state 1o state. Mintendo’s address s as set torth on the back cover of this manual,

This wamanty i valid only in the United States
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