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Oonlrol, 

How to Use the 1 eo11tral Paci 
◄ Moves blocks to the left 
► Moves blocks to the right 
• Makes the blocks fall down taster 

=IJ A Button 
Block rotates QC)..degtees c lockwise 
each time the button is p ressed. 
Chooses selecte optio Menu 

Screen. 

B Button Block rotates 90 degrees counter­
clockwise each time the utton is 
pressed. Cancels selec e option 

in Menu Screen. 

Nintendo GAME BOY™ 
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START Chooses selected option in menu screen. Pauses the game dur ng 
play (press again to un-pause the game). If you press the B BtJtto 
while the game is paused, a menu screen appears which gives you 
the option of quitting the current game. 

SELECT Moves the cursor in the menu screen. If you press SELECT wnne e 
game is used, you can cycle through the various music tracks, as 
well as turn tb music off. 

Durin ame play, t~H~~ess tbe A, B, SELECT and SlART buttons at the same 
t ime, the game will reset and return to the title scree=n~. ~~ 

~ Aboul lupe, Game loy 

L~ \ ~m·s Blast is compatible with the Super 
GAME BOY. If you use Tetris Blast with the 
Super GAME BOY and Super Nintendo 
Entertainment System ' , you can enjoy 
the enhanced sound and graphics 
provided by th uper GAME BOY. 
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Gelling Slatled 

Insert the Game PaK into the GAME BOY, label facing 
outward, an@ t ,;;_...,. t w r ON. The title screen should 
appear. 

If you select l Player, a new screen should appear 
showing the options CONTEST, TRAINING and FIGHT. 
you select 2 Players, th VS menu screen appears. 

Select l or ? Player mo e pacing the cursor in fro~ ~ 
n ~ of eitAer and pressing t~,:;~~~'Hon. 2 Player mode 
U canno lJe selected uni ss Y. ur GAME BOY is 

connected to another @A BO itt:l c GAME BOY ~ 
Game Link cable. See e 19. 

Rule, - H• lo E,a,e Bio 

The objective in Tetris Blast is to eliminate all the blocks on the sere . Arrange 
fallin ke complete horizontal lines. If a bomb block is in hat 
co n al line, the bomb will explode and lim1nat surrou ding 
blo 



l. If one bomb block is in the horizontal line, all three blocks next to ti e to nb 
block (left and right) will explode and disappear. 

2. If there is more ha one bomb in the horizontal ine, each bomb will 
eliminate three blocks to its immediate left and ri 

or more orizontal lines are completed at the same time, th 
bomb will explode and eliminate three blocks to the left and right 
as one row above and below. 
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4. If four bombs are combined to make a square, then they will turn into a 
mega bomt5. If a mega bomb explodes, it will eliminate all blocks within a 
four block aaius of the bomb - meaning four blocks to the left and right, 
as well as u ...... ""and down, and everything in between. 

~ -~. you complete a horizontal line that does not have a bomb in it, there is 
no explosion, so none at the ~.ocks will disappear. 

~~s._, 



Conle,t fflode 

Objective 

In this mode, there are 100 random blocks which will fall 
down. Try to elimin te all of the existing blocks on the 
screen using as few oft e fall ing b locks as possible. 

How to Play Contest Mode 

In t menu screen se ct C TEST by usin the 
c ~~wad and pr~~~i .... ~._.,h AJ3u on. If yo re 
~ la ing the game for the first time, or want to rt fro 
t e ginning, sele t W GAME. You can begin on==~ 

~~~~~~ e first thre sta es, select the stage by pressing 
left and right on the + Control Pad. 

1i you want to continue a previous game, select 
~~ ONTEST then PASSWORD. Once in the PASSWORD 

screen, enter the password by pressing left and right on 
the + Control Pad, and pressing the A Button to select 
t ur1d ·ned letter. 

9. 
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Game Play Screen 

-

Stage Clear 
.... ---

When you c l , e number of remaining 
falling pieces are added to the Grand Score, and the 
password will be displayed. 

e ~ ~~~ 
The game will end if you c n©t e · 
bloc s on the play field be ore the 

~=dowo, or if the blocks fil - p e p 
to continue, put the c ursor on YES 
Button. If you want to quit, put th 
press the A Button. 

ina e all the 
00 pieces come 
freld. If you wa~t 
d press the A 

cursor on NO an~ 
• 

s-t .... 
4 

cte .. red 

Score 
93 

i•hsioor• 

~10,~g 

OYES 
NO 

• , .'f' .... ~.•=· . - -~ -· .. ·-·= = 

s~••• 

Grand 
Scor• 

31 
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T,ainin9 fflode 

Objective 

This is a practice mode that allows you to familiarize 
yourself with the game. This mode cannot be finished. 
The pieces will confi nu o fall until the play field is full of 
blocks. 

nu Screen, se ct TRAINING by usin~~~=~-1 

ontrol ad and pr ssing t e A Button. The words 
D S LECT will appear. You can select AUTO, or a 

peed between O and 9. Choose a speed by pressing 
left and right on the+ Control Pad. If you select AUTO, 

~~ 

e speed of the pieces falling will gradually increase 
as the game goes on . If you select a specific speed, 
sat 2, the pieces will fall at that particular speed for 

e tir me. 

SPeed 
Select 
Auto 

fMif-rjl 

tcrfiC◄ 



Screen Layout 

Play rield - ------

Game Play Screen 

Game Over 

The game will end if the blocks fill-up the play field. I 
you want to continue, put the cursor on YES and press 
the A Button. If you want to quit, put the cursor on NO 
and on. 

Real Piece 

Speed 

OY£s 
NO 



.. 

right fflode 

Objective 

In this mode, each stage has a different character with 
a bothersome trait. These characters will move around 
the play field and ti t prevent you from clearing the ~~ 
screen of blocks. u can damage the character 0v. 
either hitting it with e explosion of a bomb or by 
ci ro1Rping a block an i head hen the life m t r .~~~ 

rea es 0, you win. 

HOYt' to PICI_Y Fight Mode 

menu screen eJ t FIGHT MODE by using the 
++-- Control Pad and pressing the A Button. A level 
election screen will appear. Select one of the three 

levels. Select the level using the + Control Pad, then 
p ress the A Button. To return to the title screen, press 
the B Button. 



Screen Layout 

Play rield ----

En my Cha,acte, 

Game Over 

-t:••· 4 
OREEPA 

G•,_ Play Screen 

--

The game will end if the blocks 1 -up e play field . If 
you want to continue, put the cursor on YES and 
pres the A Button If you want to quit, put the cursor 
on O L .I'■ • t e A Button. 

neat Piece 

Stage 

life mete, 



lnl,oduclion lo Enemy Cha,acle,, 

IE 



squicJ\IJ 
RondornlY odds en~ire rows o1 

b\oc\<s. 



IOIJ nd will I- erv quicl<IX a rows of 
Move v dd ent1re b 

orn\Y O a " orn ran Also has ·~ b\oc\<s. ,, 
Attack. 

m 

lhadou, 
Ra dom/y Odds entire rows of blocks 
as We/I as use his "freeze attack." 
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I PlAYERS 

Objective 
- - --

In this mode, players compete against one another. The first player o c ear 
their screen of blocks wins. If a player's screen fills-up with blocks, they 
automatically lose. Th irst p layer to win three games wins the match. 

How to Play 2 Player Mode 

Int title screen, select 2 PLAYER by using the onftol.~~..i,ad and pressi 
.. ,.,._ _Jn the speed selection screen, selec a s ee (0 tthrough 9) 

ressing up and down on the + Control Pad, sele ei sage (l thr 
tny ssing left and rigtit on the + Control Pa . 0s1ng RANDOM 
:'i!M!W~ .... · -'he random selection of a stage. Press the A Button when yo 

fiinished with all of your selections. 

m 



VS Rule 

In this mode, yo can© t) lines to your opponent's screen by eliminating 
blocks on yours. his te nique is called "Rising." The number of rows you add 
to your opponenf's screen depends on how many indiN'idual blocks you 
eliminate on your screen. For every 10 blocks you elimi te on your screen, 
you add a row of blocks to your opponent's screen. Fe ~>Eemple, if you 

~ =eliminate 35 blocks, 3 rows of btocks will be added to your opponent's screen. 

Game Over 

lf your p1ay field fills-up with blocks, or your opponent c l~ a rs their screen before 
youl you lose. If you lose t ee tirt)ils, the game is over.If you want to 
con1'hue, put the cursor on ~ES and gress the A Button. If you want to quit, put 

.:=::====trie curser on NO and press the A Button. 

• 
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llow lo Selecl t PlAYERS 

You must have the following items to play 2 PLAYER mode. 

- 2 GAME BOY systems 

- 2 T etris Blast Game PGJJ$:S 

- l GAME BOY Ga 

lnseJ.(a letris Blast Ga P~k i o each GAME BCV ~ ure the la el is 
facin outward), amd connect the GAME BO'6 sys ems with the GAME l."ft,..., 

Game Link cable. Turn the power switch ON. 

CA ON: If some of tt"Ytabove mentioned instructions are not followe 
111 not function properly. Do not pull or re-insert the GAME BO 

llink cable during game play. If the cable disconnects by accident, t 
JPOwer switch on both GAME BOY systems OFF and redo the above in uctio s. 

m 



IMPOR T: REV-8 

WARNING: Copytng otiany Nintendo game is illegal and is strictly prohibited by domestic 
and international copyright Jaws. "Back-up" or "archival" copies are not authorized and are 
not necessary to ptlMect y software. Violators will be prosecuted. 

This Nintendo game is not designed for use with any unauthoriz copying device. Use of 
any such device will invalidate your Nintendo product warranty. ,ntendo (and/or any 
Nintendo licensee or distributor) is not responsible for any damage or oss caused by the use 
of any such device. If use of such device causes your game to stop operating , disconnect 
the device carefully to avoid dqtage and resume normal game~- If your game ceases to 
operate and you have no device-attached to it, please contact your local authorized Nintendo 

-£Ill re_taile~r ~ 

The ~ ntents of this notice do 

This manual and other printed matter accompanying this game a protected by domestic 
and international copyright laws. 

Nint 
1-8 5-3700 
Or local au 

n or assistance, please contact: 
sistance Hotline 
nd Canada) 
Nintendo retailer. 

• 
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3-MONTH LIMITED WARRANTY (For Hardware, Game Paks, & Accessories) 
REV-I 

Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the product (hardware, game paks and accessories) shall 
be free from defects ,n material and workmanship for a period of three (3) months from the date of purchase. If a d f ct cov red 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 wor mans ,p or 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 w ranty period, Nintendo will repair the defective hardware product or component free of charge. The 
original purchaser is entitled to this &QdiUOnal 3-month limited repair warranty only if the Consumer Proof of Purchase Card (attached to 
the hardware packaging when sold) rned promptly after the date of purchase to Nintendo by the original purchaser or the original 
purchaser's retailer. 

WARRANTY SERVI ....... EPAIRISERVICE AFTER E~Aif/ON OF WARRANTY 
You may need only simple I struc ons t correct any problem with ur roduct. 
Call t onsumer Assistance Hotlin 1- -2 00 rather than going to your retailer. Hours of operation are 7 .m. to 9 p ., 
Pacific Time, Monday - Saturday, and 6 a.m; t o 7 p.m., Pacific Time, on Sundays {times subject to change). If the pr c m 
~ved over !tat, telephone, you will 06 feierrdJ 16 the H@Arest NINTENDO AUTHORIZED REPAIR Center->M or you wi ffer 
express factory service through Nintendo. In some instances, it may be necessary for you to ship the complete prod 
PREPAID ANO INSURED FOR lOS DAMAGE, to the nearest servic& tocenon.~ --~~ 

WA ~NTY LIM/TAT/ 
SHALL NOT AP AODUCT (a) IS USE:D WITH PRODUCTS NOT SOLD OR LICENSED BY NIN 

(INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY 
USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS MODIFIED OR TAMPERED WITH; (c) IS DAMAGED BY 
ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP OR (d) 
THE SERIAL NUMBER AL TEAED, DEFACED, OR REMOVED 

NY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PART 
ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 MONTHS OR 6 MONTHS, AS 
NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BA 
IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WAARA 
EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU 

This warranty gwes ~ou specific legal rights, and you may also hav other rights which vary from state to stato Ni 
a,.t forth orl'ffle back cover of this manual. 
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