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Any manuals provided with this software are digital reproductions of the original printed manuals. 
Please note that references may be made to features that can’t be used in this version of the game. 

There may also be references to outdated consumer information, e.g. warranties and support hotlines. 

 

For product information, please visit the Nintendo website at: 
www.nintendo.com 

For technical support and troubleshooting, 
please refer to the Operations Manual for your Wii U console or visit: 

support.nintendo.com 

 

For age rating information for this and other software, 
please consult the relevant website for the age rating system in your region. 

PEGI (Europe): www.pegi.info 
USK (Germany): www.usk.de 

Classification Operations Branch (Australia): www.classification.gov.au 
OFLC (New Zealand): www.classificationoffice.govt.nz 

Russia: minsvyaz.ru/ru/doc/index.php?id_4=883 
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Please note that when first loading the Disc into the Wii™ console,
the console will check if you have the latest version of the 
Wii Menu, and if necessary a Wii Menu Update Screen will
appear. Select OK to proceed with the update. Please note that
the Wii console must have the latest version of the Wii Menu
in order to play the Disc.
When the Wii Menu is updated, unauthorised hardware and/or software modifications may be detected
and unauthorised content may be removed causing the immediate or delayed inoperability of your
console. Failure to accept the update may render this game, and future games, unplayable. Please
note that Nintendo cannot guarantee that unauthorised software or accessories will continue to
function with the Wii console after this or future updates 
of the Wii Menu.

Wii Menu Update

Contents
New SUPER MARIO BROS.Wii 

Prologue 04

Basic Controls 06

I Wii Remote (Horizontal Style) ......... 06 
I Using the Nunchuk ........................ 06

Game Screen 10

I Map Screen................................... 10
I Map Menu .................................... 12
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I Select World Screen ....................... 13
I Action Screen ................................ 13
I Midway Points and Goals............... 14
I Blunders and Game Over................ 14
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Getting Started 08

I File Selection Screen ...................... 09
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I Mario’s Basic Actions..................... 16
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Items and Gimmicks 25

Multiplayer Game 26

I Number of Players and Characters .. 26
I Game Screen ................................ 26
I Blunders and Returning 
to the Action.................................. 27

I Going into a Bubble ....................... 27
I Pipes and Goals............................ 27
I Multiplayer Actions......................... 28

I Propeller Mario.............................. 22
I Ice Mario ...................................... 22
I Penguin Mario............................... 23
I Mini Mario .................................... 23
I Yoshi ........................................... 24

Free Mode and Coin Battle 30

I How to Play Free Mode and 
Coin Battle .................................... 30

I Free Mode – Basic Rules ................ 31
I Coin Battle – Basic Rules................ 31

© 2009 NINTENDO.

TM, ® AND THE Wii LOGO ARE TRADEMARKS OF NINTENDO. 

© 2009 NINTENDO.

THIS GAME SUPPORTS 50Hz (576i)
AND 60Hz (480i) MODE.

IMPORTANT LEGAL INFORMATION
THIS NINTENDO GAME IS NOT DESIGNED FOR USE WITH ANY UNAUTHORISED DEVICE. USE OF
ANY SUCH DEVICE WILL INVALIDATE YOUR NINTENDO PRODUCT WARRANTY. COPYING OF ANY
 NINTENDO GAME IS ILLEGAL AND IS STRICTLY PROHIBITED BY DOMESTIC AND INTERNATIONAL
 INTELLECTUAL PROPERTY LAWS.

Thank you for selecting the New SUPER MARIO BROS.™ Wii Disc for your Wii™ system.

[0610/UKV/RVL]

WARNING: Please carefully read the important health and safety information included in this booklet 

before using your Nintendo® Hardware system, Disc or Accessory. 

Please read this Instruction Booklet thoroughly to ensure maximum enjoyment of your new game. 

Important warranty and hotline information can be found in the separate Age Rating, Software 

Warranty and Contact Information Leaflet. Always save these documents for future reference.

This seal is your assurance that Nintendo has
 reviewed this product and that it has met our  
standards for excellence in work man ship, reliability
and entertain ment value. Always look for this 
seal when buying games and accessories to ensure
complete compa tibility with your Nintendo Product.
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Prologue
New SUPER MARIO BROS.Wii 

Today is Princess Peach’s birthday, 
and it ’s a happy time for all.
Mario, the Toads, and of course Luigi, 
gather together to celebrate.

But what’s this?
A humongous birthday cake just arrived!
Who could it be from?

Princess Peach is overjoyed and moves closer to the cake.

What on earth!
From within the cake, Bowser Jr. 
and Bowser’s minions burst forth!

In the blink of an eye, they snatch Princess Peach and make their escape in a
Giant Airship...

A great panic descends on the Toads at Peach’s Castle!

Mario, Luigi, Yellow Toad and Blue Toad, joined by Yoshi, set off after the Giant
Airship to rescue Princess Peach.

And so, our brave companions begin a new adventure!

The in-game language depends on the one that is set on your Wii console. This game includes five
different language versions: English, German, French, Spanish and Italian. If your Wii console is already
set to one of them, the same language will be displayed in the game. If your Wii console is set to 
a different language than those available in the game, the in-game default language will be English.
You can change the in-game language by changing the language setting of your Wii console. For
further instructions about how to change language settings please refer to the Wii Operations Manual –
Channels & Settings.

Mario

Luigi

Princess Peach

Blue Toad

Yellow Toad

Bowser Jr.

Bowser’s minions
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Wii Remote (Horizontal Style)

The game can also be controlled using the Wii Remote and Nunchuk™ (Nunchuk Style).
Please detach the Nunchuk when playing the game using the Wii Remote in Horizontal Style.

Even if the Nunchuk is being used to play the game, the Horizontal Style icon will be displayed
above the character.

You cannot enter a bubble during 
a Coin Battle (see pages 30 – 31).

Basic Controls
New SUPER MARIO BROS.Wii 

New SUPER MARIO BROS.™ Wii is controlled primarily by holding the Wii Remote™ on its
side. This section will explain the controls.

Some controls in this game require you to shake the Wii Remote up and down, or tilt
it left and right.

Menu Controls

With Nunchuk 
attached

• Spin Jump
• Pick up (1 Button + Shaking the

Wii Remote)

• Move certain platforms and lifts

For detailed information on in-game actions, please see pages 16 – 24.

Choose option

Cancel

Confirm

With Nunchuk 
attached

Move/Duck

Enter bubble 
(see page 27)

Dash

Dash/Carry

Jump/Swim 
(under water)

Using the Nunchuk (Nunchuk Style)

• Move
• Duck
• Enter pipes or doors

Enter a bubble when playing
with 2 – 4 players (see 
page 27)

Open the HOME Menu

• Open the Map Menu
(see page 12)

• Open the Pause Menu
(see page 15)

• Display items when on the
Map Screen (see page 11)

• Dash (while left or right 
is being pressed on the
-Control Pad)

• Jump
• Swim (under water)

• Open the Select World

Screen (see page 13)

-Control Pad

+ Button

1 Button

2 Button

HOME 

– Button

Shaking the Wii Remote Tilting the Wii Remote

A Button
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File Selection Screen

Select a file to play. To start a new game, select a
file with NEW!! displayed. To continue an existing
game, use the - Control Pad to select a file, then
press the 2 Button to confirm your choice.

Once you’ve selected a file, choose the number of players
and the game will begin. You can change the number of
players at any time from the Map Menu (see page 12).
If a file has Quick Save data, then the file will be marked
with a balloon (see page 12).

Data cannot be restored once it has been erased or over-
written. 
Quick Save data cannot be copied.

Copying and Erasing Files

To copy a file, press the + Button then select the file
you would like to copy with the 2 Button, followed
by the file you would like to overwrite.
To erase a file, press the – Button, select a file, then
confirm your choice with the 2 Button.

You’ll need a Wii Remote for each person playing.

Free Mode and Coin Battle

These modes allow up to four players to play simultaneously. You can co-operate 
with your friends or compete to win on the course of your choice. For more details 
see pages 30 – 31.

Getting Started
New SUPER MARIO BROS.Wii 

Insert the New SUPER MARIO BROS. Wii Disc into the Disc
Slot. The Wii console will switch on. The Health and

Safety Screen, as shown here, will be displayed. After 
reading the details press the A Button. The Health and

Safety Screen will be displayed even if the Disc is inserted
after turning the Wii console’s power on.

1

Point at the Disc Channel from the Wii Menu Screen and
press the A Button.

2

The Channel Preview Screen will be displayed. Point at
START and press the A Button.

3

The Wii Remote Wrist Strap Information Screen will be
displayed. Tighten the strap around your wrist, then press
the A Button. 

4

The Title Screen will be displayed.
You will mostly be holding the Wii Remote sideways to
play this game.

5
Saving Data

When saving is in progress, please do not touch the Power Button or RESET.
For details on how to erase files from the Wii System Memory, please refer to the Wii Operations
Manual – Channels & Settings.

Your in-game progress will be saved to the files on the File Selection Screen (see

page 13). You can also quick save from the Map Menu (see page 12) and continue
from that point the next time you play. 

Wii Remote Configurations Wii Operations Manual – System Setup
“Using the Wii Remote”

60 Hz (480i) Mode/EDTV/
HDTV (480p) Mode

Wii Operations Manual – Channels & Settings 
“Wii Settings and Data Management”

Synchronising your Wii Remote
with the Wii console

Wii Operations Manual – System Setup
“Synchronising your Wii Remote with the Wii console”

Balloon
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Press the A Button to switch to View Map. Now you can use the - Control Pad to move freely
around the map. Press the A Button a second time to return back to normal.
When more than one person is playing, the person controlling Mario will control the movement on
the Map Screen.

The amount of remaining lives
Mario has (see page 13).

The name of the current course
and how many Star Coins
(see pages 12, 25 and 35)
you’ve collected.

If a course displays this mark,
it means a Toad is stuffed in-
side a block somewhere. Find
them and try to help them reach
the goal (see page 35)!

Map Screen

Use the -Control Pad to make Mario move around the map and press the 2 Button to
start the course that Mario is currently standing on. To clear a course, you have to reach
the goal (see page 14), and to advance to the next world, you need to defeat the boss
in the castle.

Game Screen
New SUPER MARIO BROS.Wii 

When playing with other people (see page 26), 
the item’s effect will affect all characters.

Items

Press the 1 Button on the Map Screen to display
your items. All the items you’ve collected, such as
those from the Toad houses, will be saved here.
After selecting an item, press the 2 Button to use it.

Peach’s Castle

If a course has displayed,
then you can start this course
from the midway point (see
page 14) instead of the start.

Bowser Mark 

Remaining Lives Course Name and Star Coins Toad Mark

Play minigames for a chance
to win useful items and extra
lives.

Enemy on the map Tower/Castle

Course

(Glowing) Course not complete yet.

(Not glowing) A course completed with Super Guide (see page 15).

Completed course.

Course not playable yet.
Found Star Coin

Missing Star Coin

10 11

Redeem the Star
Coins you’ve  gath -
er ed for hints and
tips about the game.

Here you’ll find
Bowser’s minions
waiting for you.

If Mario touches a Goomba or another
enemy while on the Map Screen, an
enemy course will begin. Collect all
eight Toad balloons to receive a prize.

Toad House
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When saving is in progress, please do not touch the 
Power Button or RESET.

When you reload the file, the Quick Save data will be
 deleted. If you quit without saving after reloading a file 
in this way, then you will have to start from the last time
you saved (see page 13).

After watching the ending, you can save from the Map
Screen at any time you like.

Map Menu

Press the + Button on the Map Screen to display the
Map Menu. Use up and down on the -Control Pad
to select an option, then the 2 Button to confirm your
choice.

STAR COINS

Here you can check how many Star Coins you’ve
collected (see page 25). Press left and right on the
-Control Pad to see how many you’ve collected in
other worlds.

Saving

This will save your current game progress. After 
defeating the boss in a tower or castle, you will see
the screen shown on the right. Select SAVE to make
a record of your progress. 

Select World Screen

Press the – Button on the Map Screen to display the
Select World Screen, where you can revisit worlds
you’ve already been to. Use the - Control Pad to
select a world and then the 2 Button to confirm
your choice.

Action ScreenADD/DROP PLAYERS

Change the number of players.

QUICK SAVE

Use this option to quit the game and create temporary
save data of your progress. On the screen shown 
to the right, select QUICK SAVE to quit the game and
make a record of your current progress.

You’ll need a Wii Remote for each person playing 
(see page 26).

Remaining Time

If you don’t complete the level in the time remaining,
you’ll lose a life.

1312

Remaining Lives

Each time you lose a life, the total will be reduced 
by one. If you lose your last life, then it’s game over
(see page 14).

Coins (see page 25)

Star Coins

The total amount of Star Coins you’ve collected for this
course. 

Score

Displays your total score. You
can increase your score by
smashing blocks, defeating
enemies and performing other
actions.
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Not all courses have midway points.

Midway Points and Goals

There are two important parts of a course: the midway point and the goal. Reach the
goal to complete the course and progress with your adventure.

If you lose all your lives, the number of times you’ve
continued will be displayed and you will be returned
to the Map Screen.

Blunders and Game Over

Getting whacked by enemies and falling in pits
makes Mario lose a life. If Mario loses all his
lives, then it ’s game over. When you restart, you’ll
do so with five lives from the last time you saved.

Midway Point (Flag)

The midway point of a course is marked with a
flag. If you reach the midway point, the flag will
be replaced with a Mario mark. If you lose a life
after successfully passing a midway point, you’ll
restart the course around that point. 

Even if you reach the midway point on a particular course, if you try a different course or lose all
your lives, you’ll have to start the original course from the beginning.

Beware, inside each castle and tower, instead of a goal, you’ll find one of
Bowser’s minions waiting for you!

When Mario touches the flag, he’ll become Super Mario
(see page 21).

Goals

Every course has a goal at the end of it. When you reach the end of 
a course, face the pole and jump as high as you can. The higher you
grab the pole, the more points you’ll earn.

14 15

Pause Menu

Press the + Button on the Action Screen to pause the
game and display the Pause Menu. Use up and
down on the -Control Pad to select an option, and
the 2 Button to confirm your choice.

CONTINUE

Exit the Pause Menu and resume play.

Super Guide

If you blunder on a particular course eight times, you
will see appear near the beginning (or midway point 
if you start there) of a level. Hit to activate Super

Guide and have Luigi take over from Mario and try to
clear the course.

EXIT 

Stop play and return to the Map Screen.
This function can only be used on courses you’ve already cleared.
Any coins or points you’ve collected will not be recorded if you exit the course using this option.

Press the + Button during Super Guide to resume play
and take control of Luigi.
Coins or points collected by Luigi will not be recorded.
If you manage to clear the level, will disappear.

This feature is not available in multiplayer games. 



If you are using the Nunchuk, please refer to the infor-
mation on page 7.
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Mario’s Basic Actions

This section covers the basic actions Mario can perform. These controls apply to the
other characters (Luigi, Yellow Toad and Blue Toad) when two players and more are
playing.

Actions
New SUPER MARIO BROS.Wii 

Walk Left or Right on

Press left or right on the -Control Pad to make Mario walk.

Spin Jump Shake the Wii Remote 

Shake the Wii Remote to make Mario jump and
spin at the same time.

Hit Blocks from Below

Jump while standing beneath blocks to hit (and sometimes break)
them. Hitting blocks from underneath allows you to attack enemies
standing on them.

Duck Down on

Dash Left or Right on +

Press and hold the 1Button while pressing left or right on the 
-Control Pad to move from a walk to a dash. 

Jump and Stomp

Press the 2 Button to jump. Press and release for
short jumps, and press and hold for longer jumps.
Jumping on top of enemies is the most basic way
to attack them. If you press the 2 Button right when
you land on an enemy, you’ll be able to jump
higher than usual.

Press and hold down on the -Control Pad to duck.
Do this while dashing to make Mario slide for a
bit while ducking.

Ground Pound

Press down on the -Control Pad while jumping to perform a ground
pound. Use this to attack enemies below you as well as break brick
blocks. If you want to break brick blocks, Mario has to be powered up
(see page 21).

Slide

Press down on the -Control Pad at the top of slopes to go slip-sliding
away. Mario will attack any enemies he hits while sliding.

Down on whilst mid-jump

Double and Triple Jumps

Jump while dashing, then press the 2 Button
again just as Mario touches down to perform
double and high triple jumps.

Down on on a slope

1716

∞Dash + on touch down



If you are using the Nunchuk, please refer to the infor-
mation on page 7.

If you are using the Nunchuk, please refer to the information on page 7.If you are using the Nunchuk,
please refer to the information
on page 7.

N
e

w
 SU

P
ER

 M
A

R
IO

 BR
O

S.W
ii –

A
c

tio
n

s

N
e

w
 SU

P
ER

 M
A

R
IO

 BR
O

S.W
ii –

A
c

tio
n

s

Wall Jump

While sliding down walls, press the -Control Pad
in the direction of the wall and press the 2 Button
to kick off the wall and jump upwards. This action
can be used to reach otherwise inaccessible places.

Entering Pipes and Doors Up or Down on

Press the -Control Pad in the direction of a pipe
entrance to enter it. Press up on the -Control Pad
to go through doors.

Swim

When underwater, press and hold left or right on the -Control Pad
and use the 2 Button to swim.

Grab and Throw Shells

Hit shelled enemies to make them hide inside their
shells. Then, press the 1Button to pick them up,
and release the button to throw them.

Pick up and Throw Items + Shake the Wii Remote

When Mario is next to a barrel or certain types of block (see page 25), press and hold
the 1Button and shake the Wii Remote to pick it up. You can then throw the item by 
releasing the 1Button.

Mario can pick up a variety of blocks and items. Try spin jumps and
throwing them to see what happens.

Moving Tilting Platforms Tilt the Wii Remote 

Jump on a tilting platform to display one of the marks shown below. Then, tilt the 
Wii Remote to make the platform tilt accordingly. When playing with other people, the
mark in the centre of the platform denotes which player can control it.

Picking up Blocks

This technique can also be used to pick up other characters. Getting
used to this will allow you to perform a variety of co-operative actions
(see page 28).

Picking up Characters

Mark

Press into a wall with +

Left or Right on +

18 19

Turning Screws Shake the Wii Remote when on a screw 

Jump on to a screw and shake the Wii Remote 
to raise or lower the platform and enable you 
to reach new areas or progress along the course.

Mario

Luigi

Yellow Toad

Blue Toad



N
e

w
 SU

P
ER

 M
A

R
IO

 BR
O

S.W
ii –

A
c

tio
n

s

N
e

w
 SU

P
ER

 M
A

R
IO

 BR
O

S.W
ii –

A
c

tio
n

s

Turn Flip Panels when climbing

Press the 1Button on flip panels to spin them and
move to the other side.

Swing on Vines

Jump to grab onto vines. Use well-timed presses
of left and right on the -Control Pad to swing back
and forth, and use the 2 Button to let go.

Sidle on Walls/Hang and Go

Press left or right on the -Control Pad to sidle
slowly along cliffs and ledges. Mario can still
make short jumps while doing this.
Press left or right on the -Control Pad to move
whilst hanging from ledges. Press up on the
-Control Pad to climb up.

Mario’s Power-ups

Collecting certain items will transform Mario into one of several other forms, such as
Super Mario or Fire Mario, and give him special abilities.

DAMAGE!

Mario

This is Mario in his standard form. If he touches
an enemy, he’ll lose a life.

Fire Mario

Mario will become Fire Mario when he collects 
a Fire Flower. Press the 1Button to hurl fireballs. 

Super Mario

Mario grows bigger and
stronger when he gets a
Super Mushroom. If he’s
hit by an enemy, he’ll
shrink back to standard
Mario.

Left or Right on

Left or Right on when holding on

DAMAGE!

DAMAGE!DAMAGE!

20 21

Climbing and Punching on Fences when climbing

Press up on the -Control Pad to start climbing 
a fence. While holding on, Mario can move in
any direction. Press the 1Button to make Mario
punch enemies on the other side of the fence, 
and use the 2 Button to let go.

or



If you are using the Nunchuk, please refer to the 
information on page 7.

If you are using the Nunchuk, please refer to the 
information on page 7.

You can’t keep on climbing with a Propeller Jump.
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Propeller Mario

Mario will become Propeller Mario
when he collects a Propeller Mushroom.
Using the propeller, Mario can reach 
incredible heights.

Propeller Jump and Propeller Fall

Shaking the Wii Remote will make Mario do a
propeller jump, sending him soaring high into
the air. Pressing down on the -Control Pad
while in mid-air, will speed up your descent to
the ground and allow you to attack enemies
too.

Ice Mario

Grabbing an Ice Flower will turn Mario
into Ice Mario and allow him to freeze
enemies by throwing ice balls at them.

Throwing Ice Balls

Press the 1Button to throw ice balls. Although
certain enemies will become frozen after being
hit by the ice balls, they’ll return to normal after
a short while.

Throwing and Smashing Ice Blocks

Shake the Wii Remote while holding the 1Button
when next to a frozen enemy to pick them up.
Release the 1Button to throw the frozen enemy.
Also, try using a ground pound to smash ene-
mies that are encased in ice.

Penguin Mario

When Mario collects a penguin suit,
he’ll transform into Penguin Mario.
Penguin Mario can move freely on ice
or through water, and can also throw
ice balls.

Ground Slide

Press down on the -Control Pad while dashing or on a slope to 
perform a ground slide. Penguin Mario will defeat enemies he slides
into, smash brick blocks and even skim across the surface of water
too.

Mini Mario

Snag a Mini Mushroom to shrink Mario down to micro size.
In this teeny form, Mario’s attacks aren’t as powerful and he
can only defeat enemies with a ground pound. However, Mini
Mario can fit comfortably into small pipes and travel down
tiny paths. If he gets hit by enemies though, Mini Mario’s
done for.

Floating Jump & Run on Water

Mini Mario’s jumps are longer and slower than usual. Plus, he’s so
light that he can walk and dash on water.

Swim

Penguin Mario can swim freely in all directions by using the - Control
Pad. Press the 2 Button to get a burst of speed when underwater.

and Down on Shake the Wii Remote
Down on 

+ Shake the Wii Remote

+

+ Left or Right on 

22 23

You must land from a Propeller Jump before you
can do another.
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There are plenty of items to be found within the many courses. Here’s an introduction to
some of them:

Hit ? Blocks to reveal coins or
items.

Items and Gimmicks
New SUPER MARIO BROS.Wii 

Yoshi

When riding Yoshi, the actions available to
Mario will change. To mount Yoshi, simply
jump on him, and to dismount, shake the
Wii Remote.

Eat & Spit

Press the 1Button to make Yoshi extend his
tongue to eat fruit, enemies or items. If Yoshi
eats shelled enemies or other specific items,
pressing the 1Button again will make him spit
out the contents of his maw.

Flutter Jump

Press the 2 Button while in the air to perform a flutter jump. This 
prolongs the jump and makes it longer and higher.

After eating five fruit, Yoshi will lay an egg containing an item.

Eggs

Taking Damage

When Mario is on Yoshi and takes damage, Yoshi will run away.
Try to jump on Yoshi again, before he runs off and falls into a
hole.

? Block

These can be hit and destroyed.
Sometimes they contain items or
other things.

Brick Blocks

Snag this to gain temporary invin-
cibility. You’ll also be able to dash
and jump much farther.

Super Star

Grab one of these to gain an extra
life.

1-Up Mushroom

Pick this up and throw it to defeat
enemies.

Barrel

Perform a spin jump while carry-
ing it to jump really high.

Propeller Block

This block illuminates the area
around it.

Light Block

Collect 100 to gain an extra life.
Coins

Every course contains three Star
Coins. Try to collect them all!

Star Coins

Pass through a red ring to make
eight red coins appear. Collect 
all eight within the time limit and
an item will appear.

Red Ring & Coins

Jump on these to activate various
effects. will turn brick blocks
into coins and visa versa,
have various effects depending
on the course.

Switch Blocks

Throw it or hit it to unleash shock
waves to defeat all grounded ene-
mies on-screen, and make coins
floating in the air tumble down. 

POW Block

24 25

Press and hold
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Character Select

Player 1 will control Mario. Any other players can
press the 2 Button on their Wii Remote to join in
and choose their character. Use left and right on the
- Control Pad to choose a character, and press 
the 2 Button to confirm your choice. When Player 1 
selects START GAME, the game will begin.

You can change the number of players at any time from
the Map Menu (see page 12).

Number of Players and Characters

After selecting a file from the File Selection Screen

(see page 9), you can choose to play with up to
three other people.

Multiplayer Game
New SUPER MARIO BROS.Wii 

Players 2 to 4 can press the 1 Button to leave before the
game begins. 
Player 1 can press the + Button to add a Wii Remote. 
On the Add Wii Remote Screen, press the 1 and 2 Buttons 
together on the Wii Remote you want to use to add it.

Pipes and Goals

If a player enters a pipe, everyone else will move to
the same place shortly afterwards. If a player reaches
the goal, the others will have a short piece of time to
do the same before the course ends.

Game Screen

Remaining timeCharacters’ lives

Coins and Star Coins

Shared between everyone.

Blunders and Returning to the Action

When a character loses a life, their total will be reduced by one. When they have extra
lives remaining, they will re-enter play in a bubble. If all characters lose lives  simulta -
neously, you’ll be returned to the Map Screen.

Going into a Bubble

Press the A Button to create a bubble and go inside. Characters will also re-enter play in
a bubble after blundering. While inside a bubble, you won’t take any damage. Shake
the Wii Remote to float closer to the other characters. If the bubble is touched by another
character, the bubble will burst.

You cannot enter a bubble during a Coin Battle 
(see pages 30 – 31).

If everybody ends up in a bubble, or all the players
are in bubbles and the remaining player loses a life,
then you’ll return to the Map Screen.

26 27

Shared between everyone.

Score

If you are using the Nunchuk, please refer to the infor-
mation on page 7.
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Player Lift

Hold the 1Button and shake the Wii Remote while touching another
character to lift them up. 

Multiplayer Actions

Co-operate with the other characters to perform a variety of different actions:

Co-op Jump

Jump on a character to hop on their head. A well-timed press of the 
2 Button will let you jump higher than normal.

Synchro Ground Pound

If more than one character performs a ground pound
at the same time, you can defeat all grounded ene-
mies that are on-screen.

Continue holding the 1 Button to move around while still holding the
other character. If the character being lifted is powered-up, they can
still use their abilities, allowing for an increased level of co-operation.

Moving

You can break brick blocks when you jump into them while lifting
another character. This can be done regardless of whether either 
character is powered-up or not.

Jump

Release the 1 Button to throw the other character. Watch out for
 enemies and holes when you throw people around though!

Player Throw

Toad Houses

You can play the minigames at the Toad Houses 
in multiplayer games too. In Power-Up Panels,
players take it in turns to hit the panels. In 1-Up

Blast, everyone plays at the same time.

+ Shake the Wii Remote

The character being lifted can shake their Wii Remote if they want to get off.

28 29

If you grab a Super Star then lift or get lifted by another character, the 
effects of the Super Star will affect both characters.

Super Star
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Free Mode and Coin Battle
New SUPER MARIO BROS.Wii 

Free Mode – Basic Rules

Choose any course you like and head for the goal. You’re free to battle each other or
co-operate.

How to play Free Mode and Coin Battle

Blunders

If all characters lose their remaining lives or everyone blunders at the same time, then
you will be returned to the Course Select Screen.

Blunders

If all characters lose their remaining lives or everyone blunders at the same time, then
the Final Results Screen will be displayed straight away.

Coin Battle – Basic Rules

Head to the goal whilst competing against the other
players to collect coins. The player who collects the
most coins will be declared the winner. The results
will be displayed on the Final Results Screen.

Final Results Screen

Players will be ranked according to the number of coins they collected. The number of
victories each player has earned is shown on the bottom left of the Course Select Screen.

Decide the amount of players
Player1 chooses how many people will play. Use
the -Control Pad to select a number, and press
the 2 Button to confirm your choice.

1

Choose Characters
Player1 must use Mario. Other players can press
the 2 Button to join and then choose their character
by using left and right on the-Control Pad. Press
the 2 Button to confirm your choice. Player 1 can
then select START GAME to begin.

2

Choose Course 
Player 1 chooses the course. Use the -Control
Pad to scroll through the courses and press 
the 2 Button to confirm your choice. Highlight the
page title and use left and right on the -Control
Pad to change the page.

3

Free Mode and Coin Battle are two exciting modes for 2–4 players to play simultaneously.

30 31

The amount of courses you can play will change 
depending on how far you’ve advanced in the game.

Completed courses will be framed. If you return to the Title Screen or turn the Wii console off, then
these frames will be reset.

The amount of victories a player has achieved will be reset upon returning to the Title Screen or
turning the Wii console off.

Victories Scroll screen



N
e

w
 SU

P
ER

 M
A

R
IO

 BR
O

S.W
ii –

C
re

d
its 

N
e

w
 SU

P
ER

 M
A

R
IO

 BR
O

S.W
ii –

C
re

d
its 

Credits

I PRODUCERS 
Takashi Tezuka
Hiroyuki Kimura

I DIRECTOR
Shigeyuki Asuke

I PLANNING
Yusuke Amano
Masanao Arimoto
Shigefumi Hino

I MAP & LEVEL DESIGN 
DIRECTOR
Toshihiko Nakago

I MAP & LEVEL DESIGN
Yasuhisa Yamamura
Masataka Takemoto
Kenta Usui
Ryutaro Kanno
Takayuki Ikkaku

I LEAD DESIGN
Michiho Hayashi

I PLAYER DESIGN
Keisuke Nishimori
Tomomi Marunami

I CHARACTER DESIGN
Masaaki Ishikawa
Masanobu Sato
Ryota Akutsu
Manabu Hiraoka
Kazunori Fujii

I FIELD DESIGN
Eiji Mukao
Kosono Okina
Mari Shibata

I WORLD MAP DESIGN
Jun Takamura
Takeshi Koike

I UI DESIGN
Mei Ide
Yoshifumi Masaki
Satoko Okada

I EFFECTS DESIGN
Sayaka Nishimura

I DESIGN ADVISER
Atsushi Miyagi

I DESIGN SUPPORT
Daisuke Ito
Tomomi Imazu
Kaori Kinoshita
Kunihito Ihara

I PROGRAMMING DIRECTOR
Makoto Sasaki

I PLAYER PROGRAMMING
Keigo Nakanishi

I FIELD PROGRAMMING
Kouji Sakai

I ENEMY PROGRAMMING
Tatsuo Nishiyama
Kenichi Nishiyama
Keiji Takahashi
Keiichiro Kato
Ken Watanabe
Yosuke Oshino

I SYSTEM PROGRAMMING
Hisashi Okada
Kenzo Hayakawa

I UI PROGRAMMING
Kiyoshi Koda

I WORLD MAP 
PROGRAMMING
Shoichi Obayashi

I PROGRAMMING
Yuji Sawatani
Masaro Sakakibara
Misato Sodeyama
Shinji Hatada
Hiromichi Miyake
Masashi Masuoka

I PROGRAMMING ADVISER
Yuhiki Otsuki

I SOUND DIRECTOR
Kenta Nagata

I SOUND PROGRAMMING
Sanae Uchida

I SOUND EFFECTS
Mitsuhiro Kida
Taiju Suzuki

I MUSIC
Shiho Fujii
Ryo Nagamatsu

I VOICE
Dan Falcone
Kenny James
Sam Kelly
Charles Martinet
Lani Minella
Catey Sagoian
Mike Vaughn

I SOUND ADVISER
Koji Kondo

I COORDINATORS
Tsutomu Kaneshige
Tomoaki Yoshinobu
Hideki Fujii
Rina Yamauchi

I DEMO SCENE DIRECTOR
Takumi Kawagoe

I DEMO SCENE MOTION 
DESIGN
Yoshikazu Sumioka
Eisuke Sagawa
Tatsuya Sakai
Youko Miyaguchi

I GRAPHIC SUPERVISORS
Aya Oyama
Akiko Kato
Kanae Dohta
Tsuyoshi Watanabe

I PROGRESS MANAGEMENT
Keizo Kato

I TECHNICAL SUPPORT
Hironobu Kakui
Yoshito Yasuda
Shintaro Jikumaru

I ARTWORK
Daiki Nishioka
Yuka Kotaki

I ILLUSTRATION
Ryusuke Yoshida
Shigehisa Nakaue
Yu Kitai
Naoko Ayabe

I ILLUSTRATION SUPERVISOR
Yusuke Nakano

I DEBUG
Naoki Takami
Ryuhei Matsuura
Mario Club Co., Ltd.
NOA Product Testing

I SPECIAL THANKS
SRD
DIGITALSCAPE Co., Ltd.
Mox Inc.
Hirotake Otsubo
Yoshiyuki Oyama
Akito Osanai
Tsubasa Sakaguchi
Yoshiki Haruhana
Takahiro Hamaguchi
Keijiro Inoue
Takuhiro Dohta

I GENERAL PRODUCER
Shigeru Miyamoto

I EXECUTIVE PRODUCER
Satoru Iwata

I EUROPEAN LOCALISATION
MANAGEMENT
Erkan Kasap
Paul Logue
Matthew Mawer
Micky Auer

I LOCALISATION PRODUCER
Takashi Katagiri

I TRANSLATION
Andrew Steele
Carine Mathey
Massimo Cotticelli
Rafael Jagielski
Miguel Rodríguez Ramos
Andrea Jähn
Zakir Rahman
Thomas Berthollet
Giacomo Iacumin
René Paulesich
Francisco Paredes
Carsten Harmans

I QUALITY ASSURANCE
Amaury Bagnariol
Sonia Trepiccioni
Adam Holmes
David "DJ" Jefferson
Daniel Leonhardt
Stéphane Zussy
Albert Agramunt
Julien Veron
Carlo Sarti
Andrea Stazi
Gabriele Arnoldi
Lutz Ohl
Lukas Mildner
Frank Grützner
Javier Jodán Oliver
Eduardo Ospina Tovar
Diego Rosado Guzmán

I EUROPEAN MANUAL 
LOCALISATION 
Peter Swietochowski
Britta Henrich
Ursula Lipinski
Moni Händschke
Oleg Sdarskij
Jasmina Libonati
Manfred Anton
Martin Heyne
Verena Lischka
Sandra Bialys
Bianca Rose
Marion Magat
Melanie Walter
Francesca Abate
Laura Figuerola Gómez
Pieter Van Nueten
Alfiya Alesheva
Jenni Hämäläinen

ALL RIGHTS, INCLUDING 
THE COPYRIGHTS OF GAME,
SCENARIO, MUSIC AND
PROGRAM, RESERVED BY
NINTENDO. 

32 33



Due to my most recent kidnapping, I’ve had plenty of time here in lonely 

captivity to write you a few hints and words of inspiration that I hope 

will help you during your quest to save me. Be careful Mario, but hurry – 

this castle is so...dingy!

Dear Mario,

Princess Peach

Use your famous moves!

Use all those special moves you do to grab 

coins and power-ups in hard to reach places. 

If you can’t break a brick block or jump to a 

suspicious-looking pipe, try using a combina-

tion of moves or even a power-up.

Collect Star Coins!

There are three Star Coins hidden

in each course. Something good is bound to

happen when you collect lots of these, Mario!

Go to Peach Castle’s for a hint!

At my castle, you can spend Star

Coins to watch Hint Movies. I just know

they’ll help you on your adventure. More

Hint Movies will become available as you

progress though your adventure. So be sure 

to visit my castle every once in a while, 

even if I’m not there. Oh, this is making 

me homesick...

Save Toads!

Some of my dear Toads have been trapped in

blocks! When you get near a block that has

a Toad trapped inside, you’ll hear it calling

out to you. When you hit the block and free

the Toad, lift them up and carry them to the

goal. I’m sure the Toads will give you some

kind of reward for saving them...

Oh, and Mario… You can only save Toads

when you’re playing by yourself.

Yours faithfully, 

Look for secrets!

Each course doesn’t necessarily have

only one goal, Mario. On some courses, there

are hidden goals and secret paths that open up 

new areas on the map! Don’t be afraid to do 

a bit of exploring.

Don’t sweat it!

If you’re having a hard time making it through

a course, use Super Guide! If you keep making

mistakes and losing lives on the same course,

you can call in your brother, Luigi, to show you

the way through the course. Then, you can 

always go back and finish the challenge yourself.

Note: You may experience playback issues with Super Guide and Hint Movies.

Here!
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