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Thank you for selecting the Tetris 2™* Game Pak for the Nintendo® 
Game Boy™ unit. , 

Please read this instruction booklet thoroughly to ensure maximum enjoyment 
of your new game. Then save this book for future refence. 
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W TEfrRIS 

Tetris 2 is a new addition to the family of puzzle games that began 
with the megahit, f etris. 

Tetris 2 consists of black, white, and grey blocks. In the original 
Tetris game, the object was to erase the blocks by arranging them 
horizontally across the screen. In Jetris 2, your goal is to 
arrange three blocks of the same color vertically or horizontally. 
This will cause the set of three blocks to disappear. 

While maintaining the "simple, but fun" tradition that began with 
the original Tetris, Tetris 2 moves ahead as a game that is even more 
challenging and fun to play. 



C 
;rrControl Pad 

r ,....,.. ........ ~ - Press Left to move a block to the left. 
Press Right to move a block to the right . 

...._or-__,_·--- Press Down to drop a block more quickly. 
In the manual mode of the Puzzle Game, 
press DOWN to drop the next Falling Block. 

ELECT Button 
Press the SELECT Button to move the cursor on the 

A Button _..,_.,.____, ___ _ 

• title screen. In the Puzzle Game, you can restart the 
round you are playing by pressing SELECT. 

B Button -+-1~

0-+--

ST ART Button --.r--t::::==~1- w 

SELECT Button -+----

+Controller Pad --++t---fl 

• 

TART Button 
Press the ST ART Button to begin play. This button also pauses your game . 

A Button 
Press the A Button to rotate Falling 
Blocks clockwise. 

B Button 
Press the B Button to rotate Falling 
Blocks counter-clockwise. 

RES T-----------------------, 
Press the A Button, B Button, SELECT Button, and START Button 
simultaneously to reset your game. 

4 



5 

To begin your game, insert the Game Pak into the Game Boy unit. Move the 
power switch on the Game Boy to the ON position to display the title screen. 

O lPI aYFR 
YERSUS 

When you select 1-Player on the title screen, the display will change 
to NORMAL,PUZZLE. When you select VERSUS, the screen display 
changes to 1 P VS 2P, 1 P VS COM. The Menu Screen appears when 
you select either the 1-Player or Versus Modes. (Note: The CPU 
Player Select Screen will appear when you select the 1 P VS COM 
mode.) Use the A Button or START to make your selections. 98~ 1993 Ni 

If the Game Link Cable is not attached to the Game Boy 
unit, the 1 P vs. 2P mode may not be selected. 

Display Menu Screen -.. 

I 1 P l1t!!!!!!!!!:~~ This is the NORMAL GAME screen. 
SPEED LOI nED HI 
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On the Menu Screen, use the Control Pad to move the cursor. Use the A-Button 
or START to make a selection. 

SPEED 

ROUND 

MUSIC 

NEXT 

This setting determines how fast the blocks fall. 

The current game's difficulty level increases as the round 
number increases . 

This selects the music that is played during the game. 
Select "OFF" if you want to play without background music. 

In the Puzzle Game, NEXT is displayed on the screen rather than 
SPEED. You can select AUTO or MANUAL to determine whether the 
Falling Blocks will appear automatically or only when you press 
DOWN on the Control Pad. 

--------------------------- ----
In the competitive modes (1 p vs. 2p and 1 p vs. CPU) , the players can 
individually select the SPEED and ROUND settings. This is very useful 
if you want to handicap yourself or your opponent. 
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The three different types of blocks that appear in this game are Flash Blocks, 
Fixed Blocks, and Falling Blocks. Each of these blocks appear in 
black, gray, and white. 

FLASH BLOCKS 
The Flash Block is a flashing round 
block. It has a different effect in the 
1-Player and Competitive Modes. 
Try eliminating these blocks to see 
what happens. 

FIXED BLOCKS 
The Fixed Blocks appear on the 
screen before the game begins and 
restrict the movement of the Falling 
Blocks. You can win the game or 
advance to the next stage by 
eliminating all Fixed Blocks on the 
screen. 

0 



FALLING BLOCKS 

As displayed below, there are nine different forms in Falling Blocks. 

1. 2. 3. 

4. 5. 6. 

7. 
8. 9. 

Falling Blocks consist of four pieces and fall from the top of the screen. 

Blocks 7, 8, and 9 are separated at the circled point when they touch another 
block in the playing field . 

8 



9 

K 

You can eliminate blocks by moving the Falling Blocks into a position where 
three or more of similar shaded blocks create a horizontal or vertical line. 

ex. 1 

Arrange three black blocks vertically .. .... to eliminate the black blocks. 

ex. 2 

Arrange three black blocks horizontally .. to eliminate the black blocks. 
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Master the technique of causing Chain Reactions. 
This strategy involves removing two or more rows simultaneously. 
Try using this technique in the competitive mode to sabotage your opponent's 
game screen. 

□ x 
0 □ 0 

As shown above, a white Falling Block drops into place after the player eliminates 
a row of black blocks. As a result, three white blocks disappear. (see p.21) 
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To advance in the Normal Game, you must move the Falling Blocks and position 
them into rows and columns causing similarly colored Fixed and Flash Blocks to 
disappear. If you eliminate a Flash Block, all Fixed Blocks will disappear allowing 
you to advance to the next level. Your game ends, however, if you allow the blocks 
to build above the top of the playing field. 

1 1 

Game Play Screen ... .-,,,.,.!,:-

Field 

Falling Block 

Flash Block 
O 

• § 

_J..---- Next Falling Block 



If you erase a Flash Block, all blocks of the same color in the field will disappear . 

.._. _. 

m 
0 0 
& 0 
GO G g @ 

G 

Remove the black Flash Block ........ . 

)( X 
)( 

8 
00' 

~ □ o mo 

so all black Fixed Blocks will disappear. 

I 
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Scoring System 
Normal game 

Scoring System 

Falling Blocks 10 points each 

Fixed Blocks 20 points each 
- -------

-------+ ------ ---
Flash Blocks 40 points for each Fixed Block erased 

following the Flash Block. 

Chain Reactions 
The score for each Chain Reaction is determined as follows: 
(# of blocks eliminated) x (points for each block) x (chain reaction bonus). 

Chain Reaction Bonus Bonus Factor 
One chain x2 

Two chains x4 

hree or more x8 



Flash Blocks Eliminated by Chain Reaction 
The score is determined as follows : 
(# of Fixed Blocks eliminated with Flash Blocks) x (# of chains) x (40 points). 

Bonus Score 
You'll receive bonus points for finishing a stage quickly. 

You do not receive points for eliminating blocks that disappear after you 
remove a Flash Block or 6 consecutive blocks (see special technique on 
page 25). 
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In the Puzzle Game, the object is to make all Flash Blocks disappear from the field 
while using the fewest number of Falling Blocks. The basic rules follow the Normal 
Game, however, the player can only use 100 Falling Blocks in each round. 
During game play, you can restart the current round by pressing the SELECT 
Button. "TRY AGAIN?" will be displayed. If you select YES, you can restart the 
current round. If you select NO, your game will end. Use the A-Button or START 
to make your selection. 
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NEXT 
Selects how next Falling Block 
wi 11 appear. 

Menu Screen 

RiTO IUINURL 
l. 

100110 ,;,.; .... , ......... ,,,, ... , •. , 

lnuS1Bl~n e c Off I 

AUTO ~ 
Falling Blocks will drop 
automatically. 

MANUAL 
Falling Blocks will drop when 
you press Down on the Control 
Pad . 
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If you make all Flash Blocks disappear from the field while using the least 
number of Falling Blocks possible, you will clear the round and receive a 
PERFECT rating . 
To get a PERFECT rating on each round, you need to perfect advanced 
techniques. Read HINTS AND TIPS (page 23-25) and master how to control 
blocks like an expert. 

Game Screen 

.. .g ~ 
11W m.. 

:. . 
❖ 
> 

'· . 

9 i' 

• • 
' 

f. w 

~ I 

C ·. □ · .• 09 

Next Falling Block 

PRESS DOWN 
This will flash when Manual Control has been selected. 

REST 
The Fall ing Blocks still available to use. 
Each time a Falling Block drops, this number 
will decrease by one. 

Round Result (When PERFECT) .......... 

.... 

ROUND .-+-- Round Clear 
Ill F.AII =---

Pl:.ltl 1:.:.1.r ■ _, -+l+-- ----+-- Perfect 
R ST 

9? The remaining Falling Blocks. 
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If you successfully eliminate all Fixed Blocks from the screen, PERFECT will 
not appear if too many Falling Blocks were used. 
If you want to play the same round again , use the Control Pad to select RETRY 
then press the A-Button. 

17 

If you want to move to the next round, choose TRY NEXT. 

Round Result 

Round Clear 

Retry 

Try Next 
The number of Falling Blocks remaining 

Once the mode has been completed, the score for each round will be displayed. 

Round Score Screen -

Round Number 

~ , "J. 2 ~ ~ ~ 0:\--. . .._ The number of Falling Blocks remaining 
: . ft. 4 8 If you finish a round perfectly, a ♦ will 

~ I :\ 90 JJ~· 0 i. ii,. li.s~~li 8 appear between the round number and 
o· ~ -.. 23 8)16 8 the number of remaining Falling Blocks. 
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Both players start the game simultaneously. You win the game if you eliminate 
all the blocks from your game screen or the blocks on your opponent's screen 
stack up to the top of the game screen. The first player to win three games 
wins the match. 

Game Play Screen 

Player 1 's Side --~ _.i---- Next Falling Block* 
*Next Falling Block will belong to the player 
who places his or her current block first . 

If you want to get the next block, drop the 
current block quickly to get that next block! 

Height of Player 2's blocks 

Height of Player 2's ceiling Victory Mark 

In the Competitive Mode, Flash Blocks play an important role in your ability 
to attack your opponent. (see p.19) 
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There are two ways to attack your opponent: 

Dropping the Ceiling 
Each time you eliminate a Flash Block, the ceiling over your opponent's game 
screen drops down one line. If your opponent erases a Flash Block in his or 
her field , the ceiling will move up to its original position . This action works much 
like a game of "Tug of War". If you erase a Flash Block in the Competitive Mode, 
a similarly shaded Fixed Block will become a Flash Block. 

How to Make Your Opponent's Blocks Fall Faster 
Your opponent's Falling Blocks will temporarily fall faster each time you get a 
Chain Reaction to occur on your game screen. The next block will fall faster 
when the lowest ceiling piece turns black. 

• 

• 
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To play a 1 p vs. 2p game, connect two Game Boy units 
with the Game Link Cable as shown below. 

Before Starting Play 
2 Game Boy Units 
2 "T etris 2" Game Paks 
1 Game Link Cable DMG-04 

1) Ensure that the Game Link Cable is connected and 
the cartridges are inserted into the Game Boy units 

0 

0 

correctly. Next, turn the power switch on both the Game Boy units ON. 

2) Check that the Title screen is displayed on both Game Boy units. 
Now, either player may select "1 P VS 2P" and press the START Button. 

- Note: -----

0 

0 

If the Game Link cable is not connected correctly or is disconnected and 
reconnected during game play, the game will not function . If this happens, 
turn the power switches OFF on both Game Boy units and restart the game 
by following the instructions mentioned above. 

*The player that selected "1 P VS 2P" mode will become Player 1 and responsible for starting 
the game and selecting the background music. 

*Pause cannot be used when using the Game Link Cable for 1 P vs. 2P game. 
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In 1 P vs. CPU game, you can select three different opponents, each with 
varying skill levels. 

The Select Screen 

The Menu Screen 

I 1Pvs■I IJ-=--=~ 
SPEED LON ID HI 

[nus1e1~n e e OFF I 

On the Select Screen, choose your opponent with 
the ~ Control Pad and press the A-Button or the 
START Button to begin play. 

If you want to change the speed and round for the 
CPU, press the B-Button and move the CPU's 
cursor using the Control Pad. 
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CPU PLAYERS 

EASY is an opponent for beginners. It makes many 
mistakes and moves blocks very slowly. 

NORMAL sometimes makes a mistake. It erases the 
blocks carefully at a slower pace. It is not very tough, 
but if you're not careful, it might sneak up and steal a 
victory from you. 

HARD attacks swiftly and accurately. It controls the 
blocks very quickly and is the toughest opponent to 
beat. 
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When playing TETRIS 2, you'll be more successful if you concentrate on the 
Flash Blocks. In the 1 Player and 2 Player modes, the Flash Blocks play 
very important roles and will help you catch up if you fall behind in one game. 

Filling an empty space with a block 

□ □ that more than □ 0 0 0 Try to q • three tJ of 

~ 
spaces □ the sa 

0 :[?I blocks so ... 0 can easily 
disappear. )( 

m QQ m 00 00 
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Controlling Advanced Blocks 

0 

D 

61 Carefully, guide 
CII the block 

0 

detachabl 
pieces ..... 

1 1 

~ 
0 

0 O<J no _ _ 

so you can 
easily place the 
loose b 
and cre----e... a 
solid row or 
column. 

Quick Technique: Hip Attack 

□ 

00 
rm»I 

There are three 
blocks that are 

00 separate 
one sectle 
toucnes a Fixed 
Block. 

□ 

If you're quick, 
you can move 
the separated 

00 piece left · t ► 0 
and pla into -
a area with two 
similarly colored 

GJ 

. .. -~ blocks. J 
~~ ~~ ~ 

I 
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If more than six blocks of the same color make a vertical or horizontal line, all 
the blocks with the same color on the game screen will disappear. 

You can remove six blocks if a straight block containing four pieces with the same 
color is placed onto two pieces of the same color. 

Use a common block to complete a tricky match or ... 

make easy match with the rare straight block. 
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REV-E 

WARRANTY AND SERVICE INFORMATION 
3-MONTH LIMITED WARRANTY 

For Hardware, Game Paks, & Accessories 
Nintendo of America Inc. ("Nintendo") warrants to the original purchaser 
that the product (hardware, game paks and accessories) shall be free from 
defects in material and workmanship for a period of three (3) months from 
the date of purchase. If a defect covered by this warranty occurs during 
this three (3) month warranty period, Nintendo will repair or replace the 
defective product or component part, at its option, free of charge. 

ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware Only) 
Nintendo warrants to the original purchaser that the hardware product 
shall be free from defects in material and workmanship for an additional 
three (3) months beyond the original 3-month warranty period described 
above. If a defect covered by this warranty occurs during this additional 3. 
month warranty period, Nintendo will repair the defective hardware 
product or component free of charge. The original purchaser is entitled to 
this additional 3-month limited repair warranty only if the Consumer Proof 
of Purchase Card (attached to the hardware packaging when sold) is 
returned promptly after the date of purchase to Nintendo by the original 
purchaser or the original purchaser's retailer. 

WARRANTY SERVICE OR REPAIR/SERVICE AFTER 
EXPIRATION OF WARRANTY 
You may need only simple instructions to correct any problem with 
your product. Call the NINTENDO WORLD CLASS SERVICE(~ 
Consumer Assistance Hotline at: 1-800-255-3700 rather than going to 
your retailer. Hours of operation are 4 a.m. to Midnight, Pacific Time, 
Monday - Saturday, and 6 a.m. to 7 p.m. , Pacific Time, on Sundays (times 
subject to change). If the problem cannot be solved over the telephone, 
you will be referred to the nearest AUTHORIZED NINTENDO WORLD 
CLASS SERVICE(~ Center or you will be offered express factory service 
though Nintendo. You also may refer to your yellow pages directory under 
the heading of Video Games - Service & Repair, for the nearest authorized 
service location. In some instances, 1t may be necessary for you to ship the 
complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR 
DAMAGE, to the nearest service location. 

WARRANTY LIMITATIONS 
THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED 
WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO 
(INCLUDING, BUT NOT LIMITED TO, NON LICENSED GAME 
ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY 
DEVICES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING 
RENTAL) OR IS MODIFIED OR TAMPERED WITH; (c) IS DAMAGED BY 
NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER 
CAUSES UNRELATED TO DEFECTIVE MATERIALS OR 
WORKMANSHIP; OR (d) HAS HAD THE SERIAL NUMBER AL TEAED, 
DEFACED, OR REMOVED. 
ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES 
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY 
PERIODS DESCRIBED ABOVE (3 MONTHS OR 6 MONTHS, AS 
APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FORM 
THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME 
STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR 
INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT 
APPLY TO YOU. 

This warranty gives you specific legal rights, and you may also have other 
nghts which vary from state to state. Nintendo's address 1s as set forth on 
the back cover of this manual. 

This warranty 1s vaild only in the United States. 
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