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

This official ea/ is your assurance that Nintendo has reviewed this product 

and that it has 1rzet oi1r standards for excellence in workmanship, reliability 

and entertainment value. Always look for this seal 
when buying games and accessories to ensure 

complete compatibility with your Nintendo product. 
All Nintendo products are licensed by sale for use only with other authorized 

products bearing the Official Nintendo Seal of Quality.~ 
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Official 

(Nintendo) 
Seal of Quality 
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This product has been rated by the Entertainment Software Rating Board. 
For information about the ESRB rating, or to comment about the 
appropriateness of the rating, please contact the ESRB at 1-800-771 -3772. 
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Tetris © 1987 ELORG. Original concept & design by Alexey Paiitnov. Tetris 
licensed to The Tetris Company and Tetris Plus sublicensed to Joleco Ltd. Tetris® & 
Tetris Plus™ sublicensed to Jaleco Ltd. by The Tetris Company. All rights reserved. 
Tetris Plus © 1996 The Tetris Company. Licensed to Nintendo. 
TM and ® ore trademarks of Nintendo of America Inc. 
© 1996 Jaleco, © 1997 Nintendo of America Inc. 
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Thank you for selecting the Tetris Plus™* Game Pak for the Nintendo® Game Boy® system. Please read this 
instruction booklet to ensure maximum enjoyment of your new game. Save this booklet for future reference. 

This Gome Pok hos a battery bock-up function to record the progress of the game. 
CAUTION: Do not rapidly switch the power ON and OFF as this may shorten the life of the battery and cause a battery-bocked Gome Pak to lose stored information. 
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rations 
Pod Move blocks -Move cursor. 

Rotate blocks clockwise - Enter choices. 
Rotate blocks counterclockwise. 
ttorf game - Pause - Return to Icon Selection (Edit Mode only). 

nge blocks -Change Professor's direction ( Edit Mode only). 

ration 
A+B+START+SELECT Reset the game and 

return to the title screen. 

+ Control Pad 

SELECT 

Ninte ndo GAME BOY., 
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Using the Super Game Boy® Ace 
Tetris Plus may be played using the Gome Boy system or you con play it using 
the Super Game Boy accessory with your Super NES® Control Deck. 

Please see y,our Super Game Boy instruction manual 
for detaib bow to use your Super Game Boy. 

PRESS START 
LICENSED TO NINTENDO 
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me 
On the title sc , press START to display the Select Mode screen. Use 
the + Control Pod to select mode, then press the A Button to enter. 

Pause Menu 
Press START during the game to pause and display the Pause menu. 
Use the + Control Pod to select CONTINUE or RETIRE, then press ST 

CONTINUE 
Cancel PAUSE ond 
return to 11, game. 

E 
ploying this 

round ond force 
G R. 

SELECT1100 
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Tetris: Basic Rules 

■ 

Manipulate the 
failing blocks and 
stack them up 
without leaving 
any spaces . 

Eliminate multiple 
lines at one time 
to get maximum 
points! 

Each time a 
complete h · 
line is fori 
line will di 

When tHe stack of 
blocks reaches the 
top of the playlield, 
the game is over! 

5 
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ic Mode 

the Game 
Classic mode, you must 

level. Use the + 
our selection. After 
to enter, the game will 

* The higher the level number chosen, the 
more difficult the game will be. 

How to Play 
In the Classic mode, you will ploy with the 
basic rules only. Manipulate the falling 
blocks into unbroken horizontal lines so you 
con erase them. 

Game Over 
When the stack of blocks reaches the top of 
the playfield, the game is overl What speed 
level can you achieve? 

Try Again 
When GAME OVER appears, press START 
while TRY AGAIN is displayed to start a new 
Classic mode game. 

~ 
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The Game Screen 
1. NEXT: The blocks that will fall next. 
2. SCORE: Score. 
3. LEVEL: The speed level of falling blocks. 
4. LINES: The number of the lines erased so for. 
5. LEVEL METER: As each line is cleared, the meter rises. 

When the mark reaches the top, the 
level increases . 

R 
s 

E 

E 
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zzle Mode 

Starting the Game 
Select the Puzzle mode and NEW GAME and 
CONTINUE will be displayed. Move the cursor 
with the + Control Pod and enter with the A 
Button. 

NEW GAME 
Choose this to start from the beginning. If 
data hos been saved previously, you will be 
asked if you wont to erase the data. 
Selecting YES --es the data and begins a 
new game. If you select NO, you will return 
to the NEW GAME/CONTINUE screen. 

CONTINUE 
Using the data stored in battery-bocked 
memory, the game will restart from your last 
stage ployed. If no data has been saved, the 
game will start from the beginning. 

Seleding the 
Difficulty Level 
After choosing either NEW GAME or 
CONTINUE, select the difficulty level. You can 
select ony of the difficulties that you like. 

ORLD MAP 
Select the location where you would like to 
begin with + Control Pad. Press the A Button 

stw:t the game. 



BEST 

The Game Screen 
1. NEXT: The blocks that will fall next . 

• 2. SCORE: Score. 
3. BEST TIME: The fastest time in which this stage has been cleared. 
4. TIME: The time elapsed since beginning the stage. 
5. CUTTER: This will gradually get lower. If the Professor is caught by this, it's a miss. 
6. PROFESSOR: He paces restlessly around the ployfield. 
7. GOAL: If you con get the Professor to this point, the st• will be cleared. 

9 
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to Pia the 
Moe 

• 

• appear according to the basic 
the obied of the game and 

little different~ 

he Stage 
keep the Professor from 

YIU drop the professor down to 
GOAL, the stage will be clearedt 

Miss 
If the Professor touches the Cutter, it's a missl 

Continue 
Press START while CONTINUE? is displayed to 
restart thot stage from its beginning. If you press 
the A Button, you will speed up the CONTINUE 
countdown. 

Auto Save 
The progress of the game will be saved 
automatically into battery-backed memory as 
each new stage begins. 

Retire 
While the game is paused, select RETIRE to force a 
MISS. Use this handy feature to restart that stage 
and try again. 
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The Professor's Peculiarities 
You cannot operate the Professor, but you con learn how ~e will actl 

Always On The Move! 
The Professor is very single-minded in his movement. He will continue .___o ____ _ , 
to walk in one direction to the left or right until he encounters blocks 
or a wall. At this PQint, he'll quickly U-turnl 

He's A Bit Pudgy! 
1. He can walk over the space of a single block without o problem. 

, 
• LOC 

2. Unless the space is larger than one block, he won't folll 
3. If the space is two or more blocks wide, he drops right through I 

Not Afraid of Heights! 
If you layer ony blocks on the Professor, he 'II climb right up them. 
Dropping them on top of him will not smash him, so take advantage of it! 
By the way, the Professor is two blocks high ond two blotks wide. 11 
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\ 
CLEAR! 

1. This is on introduction to some key 
techniques, If you con make the Professor climb 
over a block, you might be able to clear the stage 
without eliminating lines. 

· rting the longest part of a bl the 
idth of 

it difficult 
way 
one bl 
to get the 

oce, you will only clear 
ently, this could • 

to the GO 
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3. If you score a Triple or 
a T etris, the Cutter will rise. 

'v'v'v'v'v'v 

4. The Cutter destroys any blocks it touches. Use 
it to dispose of the blocks that you do not need. 

5. Even though it might look like you cannot place 
some blocks, they iust might fit when rotated. 

• 

--
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MODE 
~~~ 

ploy Tetris Plus against a friend. 
19e 17 for instructions on how 

Link® Coble. 

screen, choose VS 
• properly linked to another Game 

oy system, the VS mode will start. 

MATCH SIZE 
Begin by selecting the number of games 
for one match using the + Control Pad, 
then enter your choice with the A Button. 

Handicap 
You can set how high the Cutter will be 
when the game starts. Use the + Control 
Pod, then enter using the A Button. 

*You can select a different handicap for 
each player. 
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The Game Screen 

1. NEXT: The blocks that will foll next. 
2. THE CUTTER: It will gradually get lower. 

If the Professor is caught by 
this, it's a miss. 

3. PROFES .... ,_,._: He paces restlessly around 
the playfield . 

4. WIN/LO The number of matches 
won/lost. 

5. WIN/LOSE: The number of games won and lost this match. 
6. BLOCK METER: Displays the number of lines that your opponent hos sent you. 
7. MESSAGE: When your opponent sends you gar , you will be warned. 
8. OPPONENT'S 

CUTTER: 
9. OPPONENT'S 

PROFESSOR: 

This meter displays the height of your opponent's Cutter. 

This meter displays the position of your opponen fiofessor. 
15 



*18 die VS mode, if you clear 
more ··~· lillfs, you will 
send gar ks to your 
opponent. (Als«r; 
will not rise, even , 
dear a Triple or better.) 

lay Jhe VS Mode 
You play this mode with t"e some basic rules as the 
Puzzle mode. You will win if you con get your Professor 
to the GOAL first, or if your opponent's Professor 
touches the Cutter. 
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Using the Game Link® Cable 
When you play the 2-Player VS mode game, you must use the following: 
• Two Game Boy or Game Boy® pocket hand-held game systems 
• Two Tetris Plus Game Paks 
• One Game Link Cable 
1. Connect the Game Link Cable and check that the Game Pak has been correctly 
inserted in to each Game Boy. Then, turn the power switches to the ON position. 
2. When the Title Screen is showing on both systems, select the VS mode on 
one of the systems, and press the A Button to begin. 

When a Gome Boy pocket is used, please use the Gome Boy pocket Gome 
Unk Coble Adopter. See your Gome Boy pocket instruction manual for details . 

NOTE: 
1. The game will stop if Step 1 hos not been carried out correctly, or if the Gome Link 
Cable is pulled out and inserted again during the game. If this happens, turn the power 

0 

.......... GAMEWY 

O• I .. ,., 

switches on both Game Boy systems to their OFF posttions. Restart the procedure from step 1 again. 
2. Tetris Plus is not designed for use with the Game Boy Four Player Adopter and will not fundion 
correctly if one is used. 

17 
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Mode 
mode, you con design and ploy your own ten-stage Puzzle mode. 

e Edit Mode 
utton to enter the Edit mode, a menu screen will appear. 

to make a selection and enter it with the A Button. 

• Start stage editing. 
PLAY: Consecutively play all the ten 

stoges created in the Edit mode. 

EXIT: Return to the title screen. 



me Screen 

1. PLAYFIELD: 
Create the stage in this 
space by arranging blocks. 

2. TOOLS: 
Moke your selection from 
these icons to begin editing. 

3. STAGE NO.: 
Displays the number of 
the stage selected using 

i'f,.';'I';:,.,. 

Y.E or LOAD. 

19 



Operating The Edit Tools 
Use the + Control Pad to move the cursor over your selection, then press the A Button to 
activate it. Press START to return to Tool icon selection. 

LORD 
This will load previously saved puzzle data. Select the desired stage from one 
to ten with the + Control Pad, then press the A Button. Once loaded, you can 
begin editing. 

SR U E
- Use this to save your edited data. Use the + Control Pad to select the sta 

data that you wish to overwrite from the ten available, then press the A 

initial positions. 

This tool will both place and erase ocks. Move the cursor into position with 
+ Control Pod. Place blocks .. -.. ressing the A Button and erase blocks with 
the B Button. Press SELECf change the type of block. 

* You con plae:e up nine blocb in a flOrizontol row. Blocks cannot be placed 
above the (u)Nr. 
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Set the Professor's beginning position. Move the Professor with the + Control 
Pad and set him with the A Button. The direction the Professor faces can be 
switched by pressing SELECT. 

* The Professor cannot be placed above the Cutter. Also, if the Professor · 
not standing on any blocks when the stage starts, he will immediate 
Remember, if you place the Professor on the GOAL or where he wi 
immediately fall to it, the stage will be cleared immediately. 

Set the Cutter's starting the position. Move the ceiling with the + Control Pod 
and set it with the A Button. 

* You cannot place the Cutter below the Professor. 
Also, it cannot be placed below any blocks. 

ST Use this to test-ploy your stage once edited. 

[H IT Return to the Edit mode menu screen. 
21 
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To Edit 

JSults, stage editing should be done 
order: 

.Edit mode menu screen to 

to coll up the stage you 
. Use the CLEAR tool to delete all 

blocks and reset the Professor and Cutter. 

3. Use the BLOCK, PROFESSOR and CUTTER tools 
to place blocks and set the beginning positions for 
the Professor and the Cutter. 

4. Test play the stage with the TEST tool and 
check the difficulty level, etc. If the results of your 
testing cause you to want changes, restart from 
Step 3. 

5. Finally, choose the SAVE tool and select the 
stage number at which you want to save your 
puzzle. 

6. To create other stages, begin with Step 2. To 
return to the EDIT mode menu, select EXIT and 
press the A Button. 

7. On the EDIT mode menu screen, select PLAY. 
You will ploy the edited stages beginning with the 
first and continuing to the tenth. Any stages not 
previously edited will use the existing sample 
stage. 
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Option Mode 
Using the Option mode, you can change the 
settings for the game. Use • and T on the + 
Control Pod to select the setting you want to 
change. T~en, use ◄ and ► to alter it. Press 
the B Button to return to the Select Mode screen. 

BGM 
This option allows you to turn the BockGround 
Music ON or OFF. 

BUTTON CONFIG 
This setting alters which buttons are used and in 
which direction the blocks rotate. You can set the 
clockwise and counterclockwise rotation to the A 
Button, the B Button, or to• on the+ Control Pad. 

SOUND TEST 
Use this option to listen to the sound effects of the 
game. 

CLEAR ALL DATA 
This command will erase all doto from the 
battery-bocked memory. After entering it, you'll 
be asked for confirmation. Selecting YES will erase 
ALL saved data. Select NO to return to the Option 
mode menu screen . 

NOTE: Once cleared, saved data cannot be restored. 

EXIT 
To return to the Seled Mode screen, selert this 
choice and press the fl. Button. 

23 
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-- - - -- - - - - ---==---=-
- - - - - - - - - --

IMPORliANT: REV-8 

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

This Nintendo game is not designed for use with any unauthorized copying device. Use of any 
such device will invalid te your Nintendo product warranty. Nintendo (and/or any Nintendo 
licensee or distributor) is not responsible for any damage or loss caused by the use of any such 
d vice. If use of such device causes your game to stop operating, disconnect the device carefully 
to avoid damage and resume normal game play. If your game ceases to operate and you have 
no device attached to it, please contact your local authorized Nintendo retailer. 

The contents of this notice do n0t interfere with your statutory rights. _ _____,__,~- -~ , 

THis manual and other, printed m tter accompanying this game are protected by domestic and 
international copynght laws. 

The rental of this game without ~er rnission of Nintendo or its licensees is strictly prohibited. 

For further inf or 1 nation or assistance, please contact: 

Nintendo Consumer Assistance Hotline 
1-800-255-3700 (U.S. and Canada) 
Or your loc I authorized Nintendo retailer 
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WARR~NTY ~ND SERVICE INFORMATION: REV-I 

3-MONTH LIMITED WARRANTY 
(For Hardware, Game Paks, & Accessories) 
Nintendo of Amencc1 Inc. ("N1ntcnd0") warrants to the ong1n, I 
purchaser that the product (hardw,, '. g.une p<iks ,u,a acccssoncs) 
shall be free from dcfcc 1n rnc1t n I nd wori<n1c nsh,p for cl penod 
of three (3) months fr on1 the d t of pur ch, sc. If def cct cover cd 
by this warranty occurs dur1ng th1 thr c: ( ) rnonth wc1rr ,1nty penod. 
Nintendo will repair or r Ppl, cc th , cl •fcctiv pr~duct or cornponcnt 
part, at its option, free of ch'1rgc. 

ADDITIONAL 3-MONTH LIMITED WARRANTY 
(Hardware only) 
N1ntenoo warr.ints to the ong,nal purchaser that the hardware 
produ shall l>e free from defects 1n material and workmanship for 
an additional three (3) months beyona the original 3-month 
warranty penoa aescnbed above. If a defect covered by this 
warranty occurs during this add1t1onal 3-month warranty period. 
Nintendo will repair the d(•fect1ve hardware product or component 
free of charge. The onginal purchaser is entitled to this additional 3-
rnonth ltm1ted repair wananty only 1f the Consumer Proof of 
Purchase Card (attached to the hardware packaging when sold) 1s 
returned promptly after the date of purchase to Nintendo by the 
ong1nal purchc1ser or the ong1ndl 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 Consumer Assistance I fotl1nc at: 1-800 255 700 rather 
than going to your rct ilcr. ~iours of operation cH 6 a.n'l. to 9 p.n1., 
Pacific if1me, Monday • Saturdc1y. tlnd 6 a.m. to 7 p.m, f> c1fic T1n,e, 
on Sundays (times subject to ch( ngc). If the problcrn cannot be 
solved over the telephone, you will b<-' rcfened to th • ncnrcst 
NIN flNDO AUTHORIZED R[PAIR C ENTl::R or ou will be 

. 

offered express factory service through Nintendo. Ir, son1c 1nslcir1ccs, 
1t n)t1y be necessary for you to ship the con1plcte product. f Rr IGl·f f 
PRf:PAH) /\ND INSURLD f OR LOSS OH [JAMA ,l:, to the nc(_u st 
service loc t1on. 

WARRANTY LIMITATIONS 
Tl II<; WARf\AN TY I IAl I N OT APPLY IF l I ~IS RRODUCf : {t1) IS 
U~( I Wll I f PJ{Or)UC Is NO r SOI [) OR I IC[ NS[ I) BY 
NIN 1 Lf'Jl)O (IN _I UDING, BU 1 NO f LIM! I El) I 0, NON-
LICl NSED GAM[ fN~ ~ANCEMEN l DEVIC LS. Al)APl ERS, AN[) 
POWER SUPPLY DEVI( f:S); (b) IS USED FOR COMMERCIAL 
PURPOS S (INCLUDING RENT AL) OR IS MOf)1r,1 D OR 
TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE. 
ACCIDENT. UN REASONABLE USE, OR BY OT ~!ER CAUSES 
UN RELATED TO DEFfC11VF MA re RIALS OR WORKMANSr·UP: 
OR (d) HAS HAD r1 H: SL RIAL NUMBLR AL l f:Rf:l). DEF·ACED, 
OR REMOVFD. 

ANY APPi IC ABI l IMPL IL D WAf\MN l If S, INC LUOING 
WARRANTIES OF MERCHANT ABILITY AND f IT N f.:SS f OR A 
PAR r1c ULAR PURPOSE, ARE HER[BY LIMITED IN [)URA I ION 
TO 1 r1[ WARRANTY PERIODS DESCRIBED ABOV ( 
MON f r~S OR 6 MONT~1S, AS APPLICABLE). IN NO EVC:N 1 
SHALL N INTENDO BE l lABLE f-C)R CONSEQU NTIAI O~~ 
INCIDENT AL DAMAGES Rl SUL l ING FROM 11 U BR :AC~ ~ or: 
ANY IMPLIED OR l:XPR · WAH.PAN TIES. SGML S IAl l S [ 0 
NOT ALLOW LIM! I Ar ION. ON l~OW LONG AN lt1P I I) 
WARRANlY IA TS R l:X I lJSION OF ON E lJf:N flAI OR 
INCIDl:N r AL l)AMA :il s. 0 1 ~ u~ ABOVE I IMll A I IONS MA 'r 
NOl' APPLY TO YC)U. 

This wctrranty gives you sp •c1fic legal rights, • nd you n1, y also have 
other nghts which v~ry frorn state to state. Nintendo's address 1s as 
set forth on the bac cover of this m, nu al. 

This w;ir ranty 1s valid only 1n the United Stc1tes. 
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