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[RFOUIATHECCONTROLLR:

The Nintendo® 64 Controller

Control Stick Function

The Nintendo 64 Control Stick uses an analog system to read the angles
and directions of its movement. This allows precision control that is not
possible using the conventional + Control Pad.

When turning the Control Deck power ON, do not move the Control Stick
from its neutral position on the controller.

If the Control Stick is held at an angled position
(as shown in the picture on the left) when the
power is turned ON, this position will be set as
neutral. This will cause games using the Control
Stick to operate incorrectly.

To reset the neutral position once the game has
started, let go of the Control Stick so it can return
to its center position (as shown in the picture on
the left) then press START while holding down

L, the L and R Buttons.

Holding the Nintendo 64 Controller

While playing the Mario Party 2 game, we
recommend you use the hand positions shown on
the left. By holding the controller like this, you
can operate the Control Stick freely with your left
thumb. Using your right thumb, you can easily
access the A, B or C Buttons. Place your left
index finger on the Z Button on the back of the
controller.

Connecting the Nintendo 64 Controller

Up to four players can play this game. Connect each player's controller to
the appropriate controller socket on the front of the Control Deck.
Beginning on the left, the sockets are for Player 1, Player 2, Player 3 and
Player 4. You cannot start the game if the first controller socket is empty.

If you change the connection during the game, you will need to either
press RESET or turn the power OFF to make the connection active.

You must use two, three or four
controllers in order to play the 2-, 3- or
4-Player game modes.

N64 Rumble Pak™
This game is compatible with the Rumble Pak®
accessory. Before using it, make sure to read the
Rumble Pak accessory instruction booklet carefully.
Make sure that the Control Deck is OFF when inserting
the Rumble Pak accessory.
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M ar10™ anp Luiel, Wario™ anp Peach,

DK anp YOSHI® ALL GATHERED IN SPEECH,
SHARING THEIR WISHES FOR ALL THEY HAD SEEN, ;
SAYING "LET'S MAKE A WORLD BUILT ON ALL OF OUR DREAMS! -
COMBINING THEIR TALENTS, THEY SWEATED AND STRAINED,

COMPLETING THAT WORLD, MARIO LAND BY NAME ...

ALAS, BUT W ARIO STEPPED FORTH AND 541D,
“THIS WORLD SHOULD BE NAMED FOR A SUPER STAR, INSTEAD,
"WARIO LAND 15 A FAR BETTER NAME!
o AND 50 THEY ALL ARGUED THE DEPTH OF THEIR FAME,
ﬂ "PeacH LAND 15 BETTER!" AND "My NAME 15 BEST!"
TOAD COULD NOT BELIEVE THE WORDS OF THE REST!

BUT 45 THEY DEBATED WHO WAS MORE GRAND
BOWSER INVADED THAT MaRrIO LanD!l
“THERE'S NO TIME TO ARGUE AND NO TIME TO FIGHT!
“THE TASK |5 BEFORE US,” TOAD SAID WITH A FRIGHT,
"THIS LAND SHALL BE NAMED FOR THE SUPER STARWHO

"DEFEATS EVIL BOWSER AND SAVES US ALL, TOO! l ]

50 MARIO AND FRIENDS, TOOK ON THIS NEW QUEST,
To DEFEAT THE Kig KOOPA AND PROVE WHO'S THE BEST!
THEY WENT DEEP INTO SPACE, MET GHOSTS AND PIRATES,  =3il8

BUT ALWAYS ON BOWSER THEIR KEEN SIGHTS WERE SET, =
’ NO ADVENTURE MORE TRYING, NO REW ARD MORE GRAND .., .
50 SPEAKS THE LEGEND OF MARIO LanD! \

v~
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(GHARACTERTENTROPUCTIONS

let's take o moment o meet the cast of characters .. .

Our merry hero's favorite lfem is the Mushroom,
of course. He runs like the dickens and can
skillfully master any Mini-Game.

Mario’s younger, yet taller, brother is a ‘{' J
determined man of many talents. His ltem of

The wide-eyed Yoshi is always full of energy. His
favorite ltem is the Warp Block, and he
apparently likes all-or-nothing competitions.

When it comes to Items, Mario's rival
prefers the Dueling Glove. His cunning
is unmatched, and he seems fo be a
master of Duel Mini-Games.

hor

The lovely Princess Toadstool likes fo use the
' Plunder Chest, revealing her surprising habit of
fricking her opponents.

FENEY FENE

When it comes to strength, this mighty ape is number
one! He clears all Mini-Games with dominafing
performances. His favorite lfem is the Bowser Bomb,
and he loves Happenings!




’eled Screen and Adventure Board Controls

© START I

Taunt other players during Display the Pause Screen. Start
their turns. Mini-Games.

I L BUTTON Q)

T
. L)

(A )
. ‘ .. ‘ __ Q) R BUTTON I

View the Adventure Board Map.

(MnTendo ] oy :
.. Access Mini-Game Practice Mode.

® C®e Buttons I

 View Mini-Game rules and
| “control explanations.

@) A BUTTON

I Z BUTTON Q)

View the entire Adventure Use to confirm decisions and hit
Board Map. Dice Blocks.

I ConTrOL STick @® Q) B ButTON I

Move the cursor, make menu Use to cancel decisions and
selections and scroll around use items.
the map.

O Button functions may also be displayed on the game screen.

T HEAENFORMATION[GENTER

ress START on the Title Screen to enter the Information Center on the doorstep to Mario Land.

The Information Board displays the various Adventure Boards, which set the stage for the
game. Select an Adventure Board and press the A Button fo start a new game. A memo
appears on the Information Board when you have saved game dafa. If you continue your
saved game and play to the end, or if you stark@ new gome and save it, your original saved
data will be erased.

Visit the Laboratory fo erase all
your saved data or change sound
seftings. See page 10 for details.

Visit Rules Land fo learn the rules of
the Mario Party 2 Adventure Boards.
It's a good idea fo go here the first
time you play.

Visit Mini-Game Land to purchase
Mini-Games you have played in
board games. If's a fun and exciting
theme park filled with many
different Mini-Game competitions.

YOU'LL ALSO FIND THE
5INGLE-PLAYER MODE,
fMiN-Game CoasTER,
I MiN--GAmE Lanp,




OPTION LABORATORY

This is Professor Fungi's research lab. You'll find many devices for adjusting game
settings and listening fo sound effects here.

Access Professor Fungi's PC to see the number of times
you've played each Adventure Board, character win/loss
records and other game dafa.

This is a list of the different songs that can be heard
in the game.

i““tlr

-

This lists the different sounds you can hear throughout the game.

Use the Sound Machine to set the game's sound to either Stereo or Mono.

The Trash Compactor neatly erases all your saved data.
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In Mario Party 2, victory goes fo whomever collects the most Starsina

| board game. Collect Coins in the 64 different Mini-Games and beat your rivals

to the Star Spuces. Buying Stars from Toad is the key fo ulfimate victory.

FTeEIE

4 Select an Adventure Board, the number of players, Bonus setfing, etc.

- ' fomn ; This order repeats
Determine furn order. for the set number

— .,-.. -

; The first player hits the Dice Block. ) - I 1

=

all players finih, o Mini-Game begi
If the Bonus setfing has been selected, three
Bonuses are awarded af the end of the set
number of turns.




SETIIG BURNGHNERULS

You should read along from this page to page 15 while playing your first board game.

W *  CHOOSE AN ADVENTURE BOARD

To hegin a board game, choose one of the Adventure Boards
displayed on the Information Board and press the A Butfon.
See page 20 for a description of each Adventure Board.

RER O 1 A

Four characters parficipate in every board game. If there are not
four human players, the remaining characters will be controlled
by the computer. Choose from one fo four human players.

After selecting the number of players, choose which characters
each player will control. Also, choose which, if any, computer-
controlled characters will appear.

o * SeT COmPUTER CHARACTER
s SKILL LEVELS

When playing against computer-controlled characters, you can
seledt the computer characters skill levels. Choose Easy, Normal
or Hard. Computer character skill levels can be set all the same
or set individually.
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*
x,
Choose one of the following three turn options:

* Lite Play 20 Turns *
# Standard Play 35 Turns

* Full Play 50 Turns *

SeT THE NUMBER OF TURNS

o

When you choose the Bonus setting, you may be able fo find
Hidden Blocks on Blue Spaces on the board map. Also, the
following three Bonuses will be awarded af the end of the board
game, and the winner of each will receive a Star.

CHOOSING A BONUS SETTING

* Mini-Game Star: Collect the most Coins in Mini-Games. *
% i *

Coin Star:  Collect the most Coins overall.

* Happening Star: Land on the most ? Spaces. *

If you choose No Bonus, there will be no Hidden Blocks on the board map and no Bonuses
awarded at the end of the game. The winner of the board game will be decided solely by the
number of Stars and Coins at the end of the game.

*;

At the start of the game, each player must hit a Dice Block
to determine turn order. The player with the highest number
goes first.

DETERMINE TURN ORDER




JUNCTIONS

When you arrive at a junction, move the
Control Stick in the direcfion you want to go.

@ Toap
Toud will trade 1 Star for 20 Coins. Each

time a Star is purchased, Toad will move to
o different place on the map.

ITEM SHOP

You can purchase an Item when you pass in
front of a shop. However, if you do not have
enough Coins, or if you already have an
Item, you cannot purchase an ltem.

TYPES OF SPACES

(4 &

Note: The above are not counted as spaces. Different events occur when you pass each of the
above, but you finish moving after the event ends.

S

> BABY BOWSER

One of Bowser's many henchmen, he'll steal
5 Coins from you each time you pass him.
There is an Item that will fransform him into
Bowser, so beware!

Boo will steal Coins or a Star from any
player you choose, but it costs 5 Coins to
steal Coins and 50 Coins to steal a Star. If
Boo comes to steal Coins from you, press the
A Button repeatedly to chase him away. You
may only be able to limit the number of
Coins Boo steals.

Different events occur during board games depending on where you land. There are eight
different kinds of spaces.

e

A single-ployer Item Mini-Game begins
when you land on this spoce. ltems can

“=—="bring on huge comehacks, so don’t miss
ihis opportunity!

|| The single-player Chance Time Mini-Game
| begins when you land on this space.

I, | Receive 3 Coins when you lond on o Blue
' || Space. When playing with the Bonus setfing,
‘———"Hidden Blocks may appear on Blue Spaces.

6—‘ Lose 3 Coins when you lond on o Red Space.

!

Bowser appears and causes trouble for
whomever lands on this space.

>
|

9

i | depending on the Adventure Board being
——ployed.

‘—‘ Different Happenings occur on these spaces

\

Each time you pass this space, you mus!
deposit 5 Coins. If you land here, you
may withdraw all the Coins that hove
been deposited!

5)
L 7 |
L 2

A four-player Butile Mini-Game begins
when someone lands on this space.

(7]

J/
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The ltems below can be used during board game play. They are all very useful ltems,
but you may have only one at a time. You can use most of these Items by pressing the
B Button before hitfing the Dice Block at the start of your furn.

MUSHROOM —paice NI

OKELETON KEY e V10,

| Use this Item to open Keyed Gates on the Adventure Boards. This
can only be used when you are in front of a Keyed Gate.

PLUNDER CHEST puce P

£ Use the Plunder Chest to steal an liem from an opponent. However,
you cannot choose from which opponent fo steal.

- ‘DUELING GLOVE pPrice O

21 Choose an opponent fo duel ina Duel Mini-Game.

W ARP B.LOCH - PRice ).

24 Change places with another player on the Adventure Board.
However, you cannot choose the player with whom you'll
frade places.

i1 Hit 3 Dice Blocks to sturl yuur lum

MaGIC LAMP prce )

2 The Mushroom Genie upe_l_Jrs and takes you straight fo Toud.

AVAILABLE ONLY IN
_ITEm MIN-GAMES -

Boo BELL

B Use the Bell to call Boo.

AVAILABLE ONLY IN
ITem MiN-Games. -

BOWSER SUIT

-\ Put on the Bowser Suit and steal 20 (mns from each opponent who
mistakes you for Bowser. If you meet an opponent who has no
(oins, you won't get anything.

BOWSER BomB

" Baby Bowser transforms into Bowser. Bowser then hits 3 Dice
Blocks, moves the total number of spaces shown, and steals ALL

Coins from any player he meets. This ltem is automatically used af
the end of the turn in which the ltem is received.

AVAILABLE ONLY [N
ITEM MINI-Games .




PLAYINGIMINEGAMES]

A Mini-Game begins at the end of each turn once all players have finished moving. The type
of Mini-Game played depends on the colors of the spaces on which the players have stopped.
Before a Mini-Game begins, Green Spaces randomly change to either Red or Blue Spaces.

y ’/’ Use the Explanation Screen to view the -
MINI-GAME \ Mini-Game's rules and controls. You canalso | *Melasses =
(EKPLANATION practice the Mini-Game. Press the C Right s, AREE
CREEN ' Button to view controls and hints, To pracfice d
* the Mini-Game, press the R Bution. M
g Sa,

4-PLAYER MINI-GAMES (Al players are on some-colored spaces.)
@ These are free-for-all matches in which

O Vs @ or Vs @ the last player standing wins.

1V5. 3 MINI-GAMES (0ne player is on a different-colored space.)

$
@Vs O

In these 1-against-3 matches, the one
player must defeat the other three.

or @ Vs'

25, 2 MINI-GAMES (Two players are on same-colored spaces.)

@ @ Divide into teams of two for Mini-
@ Games that require team cooperation.

Vs

18

Coins are rewarded based on the results of the Mini-Game.
B The winning player or team players will receive 10 Coins each.
B Coins collected during Mini-Game play ore also awarded.

When you reach the last five turns of a game, Toad appears and announces the
current standings. When the next turn begins, the following rules go into effect:

Blue and Red Spaces are worth double! Gain o lose 6 Coins.

When two players land on'the same space, they will set the number of Coins to
risk and battle it out in @ Duel Mini-Game!

It's always possible to use these changes o your advantage and make a
comeback, so don't give up!

CRENNING Wis EUFR S5Y

FinaL RESULTS ANNOUNCEMENT

After the set number of turns has ended, the game is over. If the
Bonus setting was chosen, the winners of the three awards are

announced, and each winner receives a Star. (See page 13 for |
information regarding the three awards.) In the end, the player with [P
the most Stars is the Super Star. If more than one pluyer hosthe & A\
same number of both Stars and Coins, players must hit a Dice Block to \
determine the winner. The highest number wins!

CoIN COLLECTION

Once o game has ended, all Coins collected during the game will be
deposited in the Coin Box. Also, for each Star earned, 50 Coins will
be deposited into the Coin Box.




THEIAQVENTUREIBUARUS)
PIRATELAND &

Become pirates and scour the tropical island for hidden
plunder! Beware the pirate ship's cannons which fire when
you land on a ? Space!

Become deputies in a pioneer town of the Old West
and help keep the peace. Get Steamer, the steam
engine that circles the map, fo knock your opponents
off their spaces and send them back to Start.

Each time a player passes through the center of this
Adventure Board, the Bowser Coin Beam counts down.
If you are hit by the Bowser Coin Beam, you lose all
your Coins. Beware!

The map is divided by the four ancient relics, and each
time you land on a ? Space, you are warped fo a
different area. Cast the Slow Curse on rivals to limit
their Dice Block to the numbers 1 through 3.

20

When two turns pass, day turns fo night or
night turns to day. The fime of day will also
change when you land on a ? Space. The

Whomps blocking the paths cannot move at
o night so choose your path carefully.

COULD THERE BE OTHER, HIPPEN APVENTURE
BOARPS, T00777

You can adjust the following settings on the

E PIAUSE MENU pouce Menw:

CONTROL SETTINGS

Change character control seftings. Select the character you wish
to change, then choose either player or computer control. You
can also change computer character skill levels. Use this option
when players want fo quit or join in the middle of a game.

_ MINI-GAME SETTINGS
Choose whether or not fo view the Mini-Game Explanation Screen before starting a
Mini-Game. It's a good idea fo view explanafions until you become familiar with all
the Mini-Games.
MESSAGE SPEED
(hange the speed at which messages are displayed. Choose Fast, Normal or Slow.

SAVE SETTINGS
Save after Every Turn: Save gome progress af the end of every furn.
Save after This Turn:  Save game progress af the end of the current turn.
Don't Save: Do not save game progress.

' Quit Game  Choose Quit Game to end the current game.
You should save before quitting a game.

) CONTINUE Return to the Adventure Board map and continue the current game.

2l



[MINEGAMEILAND, PLAYING HIN-GAMES

his is a natural, forested theme park. Here, you can purchase and play Mini-Games that This section explains how to play Mini-Games in Mini-Game Park.
you have played during board games. You can also fest your abilities on the single-player :

Mini-Game Coaster.

Choose the number of players and select the characters that
the players will control. When using computer-controlled
characters, select the characters and set their skill levels.

k| You can sef all computer-conrolled characters to the same
skill level or set skill levels individually. Choose Easy,
Normal, Hard or Super Hard.

Come here to play the Mini-Gomes you
have bought from Woody. Three frees —
one for each kind of Mini-Game — are
planted here. The games you purchase
from Woody become fruit on the frees.

OIN; .-’59;{\

The Coins you have collected in board
game play are Lept here.

This is your guide in Mini-Game Land.
Purchase Mini-Games that you've played
in board games from him.

Choose the tree for the type of Mini-Game you wish to play.
Depending on the fype of Mini-Game chosen, you may have to
form teams.

b e e

Open the bottle to see Mini-Game

course records.

MINI-GAME STADIUM

Battle for victory in one of three modes of Mini-Game competition:

Once you've purchased a set number of Once you have purchased aset number of

Mini-Games from Woody, you can compete in Mini-Games from Wﬂody, yOU can access 3 ; Compete for victory in Mini-Games you have purchased. The Mini-Games are selected
Mini-Game Stadium. Inifially, only one modeis  Mini-Game Coaster. This is a special single- i randomly by the roulette, and you can play this mode as soon as Mini-Game Stadium
available, but as you buy more games, you'l player mode. Rumor has it, there is a very 71 ODE is pened.

gain access fo two additional modes! special prize for whomever clears it first . ..

Play by the simple rules of this mode on a special Adventure Board with only three
TRIAL types of spuces: Blue Spaces, Red Spaces and Battle Mini-Game Spaces. You can also
MODE set handicaps for each player. This mode cannot be played when Mini-Game Stadium

There are three different-colored fruits — one for each kind of Mini-Game. When you choose 5 opess Yo tousmy e M s e Mouky o 5 i

the fruit of the type of Mini-Game you wish to buy, a list of those Mini-Games you can buy will " : —

be displayed. Choose the Mini-Game you wish to buy. If you don't have enough Coins, you v 4 DUEL ”"Z ”“T‘; Duel :*'""G”":"h‘f"": h”_*: Pi”*“’;_d'?réng h°;‘:dd9”"'? F;r“‘fr A 'h“[’l"‘s'l’]“e'l

can't buy the Mini-Game. Supposedly, there are other types of Mini-Games you can buy once : NODE A el G TN Oy WOk AT HEIM TS D IR0 R
; BT Ly buy more Mini-Games from Woody fo access this mode.

you meet cerfain conditions in the game . . .

) 23



COMPETING IN MINI-GAME STADIUM

| Choose the mode you wish to play. Decide how many players
will play and select which characters the players will control.
When using computer-controlled characters, choose from fhree
computer character skill levels in Trial Mode and four skill levels
in Battle Mode and Duel Mode.

ZET THE NUMBER OF WINS

In Battle Mode and Duel Mode, choose the number of Mini-Game
victories needed to win the match. Choose 3, 5 or 7 wins.

CHOOSE THE TYPE
OF MINI-GAME

L™ e
Choose the type of Mini-Game you wish to
play. Depending on the type chosen, you
may have to form teams using your
Control Stick. The Mini-Games played are
chosen randomly by the roulette.

~g
CHOOSE A GAME

You can choose the Mini-Games you will
play, or you can let the games be chosen
randomly by the roulette.

Set the number of Coins each player
has of the start of the game. Set to
0,10, 20, 30, 40 or 50 Coins.

)

. -
SET THE NUMBER OF TURNS, .QJ'Q
CONFIRM SETTINGS BT .

li‘:jt‘l}*‘}.‘ A ® 10 Turns (Lite Play)
: ® 70 Turns (Standard Play)
® 30 Turns (Full Play)

The game starts after you confirm the game settings.

You do not gain or lose Coins when you land on Blue
or Red Spaces. You receive 10 Coins each time you

. complete one lap around the Adventure Board.
Victory or defeat is based on the number of Coins
collected in Mini-Game competitions. At the end of
the game, Coins you have collected are deposited into
the Coin Box. You can quit in the middle of a game,
but you cannot save.




MINI-GAME COASTER

ini-Game Couster is u special single-player mode. You can access Mini-Game Coaster
once you buy a certain number of Mini-Games from Woody. Follow the steps below o start
a new game.

Choose New Game to start from the beginning.
If you have saved data, the Continue option will be displayed. Choose

this opfion fo continue a previous game from the point where it was last saved. If you used the
Save & Quit feature fo save your game, the Save & Quit Data option will be displayed. Choose
this option fo continue the game from the point at which you quit. When you continue using
Save & Quit data, that game data will be deleted once'you begin the game.

COOSE CEARABTIERS AN A B

When starfing o new game, you must first choose which
character you will use. Next, choose which computer-
controlled character you'd like as your teammate in

2 vs. 2 Mini-Games. Mini-Game Coaster is made up of nine |
different worlds. Choose one of the following three courses
o journey through these worlds:

* Fosy: Through World 3~ Y Normal: Through World 6 X Hord: Through World 9

On the Coaster, you can press the A Button fo go forward, but you cannot go backward. Try fo
work your way to the finish by clearing every Mini-Game Space. If you fail fo clear a Mini-
Game, you will lose one remaining life. When you dlear a Mini-Game Space, you will receive a
Coin Bonus. Also, if you clear several Mini-Games consecutively without missing, you'll receive
more Coins than usual as a bonus for consecutive clears.

For every 100 Coins you collect, you will gain one extra life.

GAME @MER -

If you fail to clear o Mini-Game when you have zero remaining lives, your game is over. If you
choose Back fo Start of World, you can restart your game from the last Save Space at which you
saved. Choose Quit fo return fo Mini-Game Land.

26

- These spaces are located at the start
of each world. On these spaces, Toad will ask you
whether or not you want fo save your progress.
Choose Yes to save your Mini-Game Coaster progress.

Mini-Game SpACE On these spaces, press the A
Button to play the Mini-Game. You can also press START
and choose Save & Quit to femporarily save your game.

ABOUNTESIAV.E DAZ/ANTVA

Mini-Game Coaster can use the two kinds of saved data listed below af the same fime. Use
these two save methods o help you clear games and reach your goal.

* S5aVE Space DaTa

This data is saved until you dear Mini-Game Coaster or until you save new data af another Save Space.

* SaVE € QuIT DaTa

This data is only saved temporarily. If you choose fo start your game with Sove & Quit Data, the data

is then erased.
ABOLLTSAVIN

Your Mario Party 2 Game Pak has a data back-up feature. You can save the following
information:

© The number of Coins in your Coin Box

® Mini-Games purchased from Woody (including the number of times played and fastest fimes)
» Number of fimes each Adventure Board has been played

o Each character's win/loss record

o The sound seffing (Stereo or Mono)

NOTE: When you complete o board gome and return to the Information Center, the obove information is
automatically saved. Also, when enfering or leaving any mode in Mini-Game Land, your dota is'saved
outomafically.

@ 5AVING ON AN ADVENTURE BOARD

In addifion fo the above information, you can also save board game progress.
See the Pause Menu on page 21 for information on how to save.

@ SaviNG IN MiNI-Game COASTER

In Mini-Game Coaster, you can save Mini-Game Spaces cleared, Coins collected,
remaining lives and consecutive wins. Be sure fo save your progress at a Save Space
before returning to Mini-Game Land. See above for information on how to save.

e Y OU CANNOT SAVE GAME PROGRESS IN MINI-GAME STADIUM,

a7



IMPORTANT: Rev. B

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
invalidate 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 device. 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 not interfere with your statutory
rights.

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

The rental of this game without permission of Nintendo or its
licensees is strictly prohibited.
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WARRANTY & SERVICE INFORMATION: Rev-K

HARDWARE WARRANTY

Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hardware product shall
be free from defects in material and workmanship for twelve (12) months from the date of purchase. If a
defect covered by this warranty occurs during this warranty period, Nintendo or a NINTENDO
AUTHORIZED REPAIR CENTER will repair the defective hardware product or component, free of
charge. The original purchaser is entitled to this warranty only if the date of purchase is registered at
point of sale or the consumer can demonstrate, to Nintendo's satisfaction, that the product was
purchased within the last 12 months.

GAME PAK & ACCESSORY WARRANTY

Nintendo warrants to the original purchaser that the product (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 ocecurs during this three (3) month warranty period, Nintendo or a
MNINTENDO AUTHORIZED REPAIR CENTER will repair the defective product, free of charge.

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 AND COPIER DEVICES, ADAPTERS, AND POWER SUPPLIES); (b) IS USED FOR
COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED WITH; (d) IS
DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES
UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL
NUMBER ALTERED, 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 (12 MONTHS OR 3 MONTHS, AS APPLICABLE). IN
NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES
RESULTING FROM 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 rights which vary from state 1o state. Nintendo's address is
as sel lorth on the back cover of this booklel:

This warranty is only valid in the United States.
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