PHILIPS COMPACT DISC INTERACTIVE



THE STORY : GAME OBJECTIVE

e a dark day in the Mushroo: Mario must close all open doors to
Kingdom. Mario and Luigi have o ] m sach stage of & holel.
to visit their friend Princess Toads! I —_— lete o stages in o
only to discover that the Princes: hotel 1o advance 1o the next hotel.
been kidnapped by Bowser, King of | ,
the evil Knopaling clan| :1ﬂhgmwmw;::::dmnﬂj
Bowser has turned the beautili "W'UP‘E-“
Mushroom Kingdom into o perao The last stage of each hotel features
regort for himeelf and hia seven i Koopaling for Mario to defeat. Each
Koopaling children. Esch Koopaling Koopaling has a unique way of
hag taken over & hotel in the Kingdom attacking Mario.
To top it off, Bowser has challeng You must help Mario navigate
Mario and Luigi to save the prince W all seven hotels, avoiding

from the Koopalings' clutches snamiss and the Koabaling teabi.
Beware of the Koopalings and g

nasty pals as they try to stop Mar
and Luigi from searching the seve
hotels. Mario and Luigl have o u
Hhir BL‘HH'I:' to jump and stomp
throw fireballe—to svoid or defes!
thece enemies. 's up to Mario &
Luigi o outemart the Koopalings
clever traps.

Are you ready to check in to
Hotel Marin?




PLAYING THE GAME

After the opening anbmation, et

] plagaf (Mario) or 2 plngl-r-;
(Mario and Luigi). Then sslect NEW
or REATORE (o seved gams). Bee
page 13 for details on how to save

and restore games.

From the main soreen you may algo
choosa HI BCORER to see top game
soores, or DEMO fo ses Mario
in motion,

There are seven hotels in the
Kingdom. The firsl six hotels have
chages ench; the last hobel has 16 &

If you are playing & new game,
automatically bagin with the Woo:
Door Hysteria Hotel. Be sure fo li
for clues in the introductory anim
to each hotel. To skip the animati
click an action button,

H you are resuming & saved gome,

the map of the Mushroom Kingdo
appears. Highlight the hotel you v
to play and click an action buttor
you anter sl the lasl uncomplele
ctage of the sslected hotel. If yo
playing a previously completed b
you begin at the first stage of th
hotel, If you click Button One w
fhe stage fitle soreen o up, you
that stage.




MOVING TO DIFFERENT STAGES/SAVING DURING A GAME

Al any fime, you can move o
previously played hotel stages fro
stage title screen (such as the o
shown at left) as follows:

Go to a previous stage by mov

the controller left and olicking
Button Two.

Ul

Ing

Go to the nexi stage by moving

the controller right and olicking
BuHon Two. Remamber, to ao
this stage you musi harva alrsady
completed the one you're on.

You can bring up the map of th

i=fifl

Mushroom Kingdom by moving

the controller up and olicking
Bution Two. From there you ar
able fo go to any previously
played hotel.

You can save your game
exit your game at any stage |
moving the controller down s
clicking Button Two, which fakes

you to the cave game screen.

o

]

STATUS BAR/POINT TALLY SCREEN/BONUS POINTS

The status bar at the top of the
screen provides the following
information:

BTAGE chows your current stage in
a hotel.

MARIO indicates Mario's remaining
lives. in the garme.

TIME shows how many time “Hoks"
ramain in the current stage. There are
200 ticks per stage.

COINS indicates how many coins
Mario has acquired in the game. When
he gets 30 coins, he gets a new life;
his lives increase by one and his
number of coins reverts o zemm,
POINTS indicates totel cumulative
Points earned in the game.

The point tally screen appears whan
sach stage is completed. To calculate
points, & hotel multiplier is used,
which factors in the difficulty of each
hotel. Points are determined by
maltiplying the ticks remaining at the
ond of that siage by the hotel
multiplier. The resulting total is added
fo your soore as a bonus. Additional
bonus points can be earned by

oompleting levels in special ways—
axperiment to get BIG points!




MOVING MARIO

RUN Move the controller left or right
to move Mario in thooe direcbiong.

JUMP Click Button One to make
Mario jump. He jumps higher and
farther tha longer you hold the buthon.
Mario can jump from a stetionary
position, but he moves lightly forward
when he lands. At hie highest poind,
Mario jumps through the floor sbove
him, This means that he ocan be

ltlbﬂl'!h iH'I tr"-m:rwrn IH:I (LT 1Ll F|'|:il'l'-'F
him, but he can grab friendly
charactors there ai well,

DUCK Mario can duck under certain
enemdes. To make Maro duck. F-|”||
dﬂM'H on the l'nr:r'h'.nl'lnf_

DOORE I Mario e in froed of &
door, use Button Two o open or close
the door. If the door is open, push up
an the controller to make Mario anter
the room; pull down on the controller
to make Maro exit the room,
Remambar that Mario can'l jump in
doorways.

ELEVATORS Mario can use |
elevators to move from Moos |
To make Mario enter sn slevat
move him in frond of an slevet
and push up on tha controller

elevator moves automatioally

elevator takes Mario to a floor
change his mind before leaving
elevator and return to the prev
floor when you click Button Or
make Maro exil an slevator, P
on the controller. Remambaer 1
Mario can't jlu’r!p ity ebevitor:

PAUBE I your controller ha

PAUSE button, use H fo pauss

pame and dim the screen. Alen
can pause indefinitely st any of
fitle sorpen.

QUICK REFERENCE

BUTTON ONE

BUTTON TWO
BUTTONS ONE + TWO

CONTROLLER UP

CONTROLLER DOWN

PALGE

Makes Mario jump. Hold button down
for more height and distance.

Returns an elevator o the previous
foor f Mario has not left the elevator.
Opens and closes doors.

Muakes Mario throw fireballs when he is
Fira Mario.

Bands Mario info an open door or
alvitor.

Makes Marlo axit an open door or
slivvnior.

Makes Maro duck when not in a door
of nh slevator

Makes Maro duck and clide while
r1|.rmr:ﬁ (131 “'n-l_' C‘I--iIF'mr- Hl'.ll-!‘-

Pauses the game and dims the screen.




DEFEATING ENEMIES

MARID STOMP

Mario can deleal mosl enemies by
stomping on them. Bome must be
stomped more than onoe, while others
can't be stomped af all,

To defeat an enamy by wlomping,
Mario musi:

Be on the down side of his

Jump wro,

Hit the snemy square on the head.

FIREBALLS

Marit can thronw nrqhqlq., when he ig
Fire Mario,
STAR MAN

Mario becomes temporarily
ivincible when he grabs the Btar Man.

ELEVATOR SWITCHING
SEQUENCES

The elevators in sach hote
differently. In the first hotel
elevators are marked with are ba
indicate their direction. At th th
Elﬂgﬂ' D' l'hﬂf hﬂ"ul. hl’lwnvlrr 1
devator charscteristios cha go to the
elevator behavioe Yol willl firel (r1 the
next hotel. Good luck fguring oul how
the elevators work!

HOTEL TRAPS

The Koopalings have placed
special frap in most hotels to
Mario's quest more diffioult. |1 Mana
IDII'PES ‘ﬂf H‘H! P'Ighl I!:'|1|ll1i_ b
overCoime Hhe Kru:;puh.gi.' trij
cortinue on his misskon o B
Princess. Be sure to listen for
the cartoons preceding sach |

SUPER MARIO AND FIRE MARIO

SUPER MARIO Mario becomes
Buper Mario during the pame by
grabbing Super Mushrooms. Super
Mario wears averslls that glow.

W Buper Mario runs into an snemiy, he
does not loge a life but he becomes
regular Mario. If Buper Mario falls off
ierean, he loses o life,

FIRE MARIO If Buper Mario opens &
door with o Buper Muchroom behind
, the Buper Mushroom turns into o
Fire Flower. If Buper Mario grabu the

» he gains the ability to
heow firsballs. Fire Mario's shirt and
Hhhﬂﬂdhwﬂn and his
veralls glow red and yellow.
16 make Mario throw fireballs, point
1% In the desired direction and olick
hh'- One and Two simuttunecushy.
Firg Mario can looe firepower ability
*lﬁ Funs into an enemy. He

to the state of Buper Maric.

This is how o recognize the
differant Marbos:

REGULAR MARIO Red hat

and overalls

BUPER MARID Rainbow-glow
envinrnlhs
FIRE MARID White hat ard shirt,
overalls glow red and yellow
EXTRA MARID MUBHRDDM
If Fire Mario opene 8 door with &
Buper Mushroom behind it, the
mushroom turma into TOAD, an
Extra Mario Mushroom. He gives
Mario an extra life.




HAZIARDS TO MARIO’'S HEALTH

Mario can lose & life in the fol
ways:
If he collides with an enamy

he iz nol Buper Mario or Firs |

i all doors sre opened af o
on the soreen,

If he rung out of fime.
If he falls off the edge of a h

SAVING GAMES

You can gel to the saved games
aereen to save your last completed
whage when you do the following:

Pull down the controller and clhick

Button Two at any stage title screen,

Choose not to continue after losing
your last Mario.

SAVED GAMES SCREEN

Use your controller to select one of
#he five slots below NAME, then click
& aetion buton. If all five slots are

s thoose one to replace with your
Currend game,

Misve your controller up and down
hd"‘l letters, and left and rght to
Mmove from the first to Hhird iritial.

you are finishad, move fo the

on the rght and click SAVE.

£ome is saved, along with the
hotel number and current stage,

W you decide not to save the gams,
Selsct EX1T.

g ==y

RESTORING GAMES

To restore a game, select REGTORE
from the maln screen. Thia takes You
fo the saved gamaes soreen. Bolect the
gomis you want to restore and click an
nofion button.

When you restore a game, you go
fo the Kingdom goreen. You oan
choose to play s previously completed
hotel, beginning play at Stage One of
that hotel, If you have not Dﬂl'hpll'l'ld
the selected hotel, you slart ot the
last uncompleted stage.

MEMORY High scores and saved
pomes are stored in your CD-i plaw'a
mamory &8 “hotel maro.”

This means your game s soved within
tha CD-i [ﬂngﬂr. not on the disc.




MARIO'S FRIENDS

The: Fnlr:wir-g characters assit
Mario on his miasion o free the
Princess:

COINS Coine appear from behind
doors and bounoes ofl soresn,

¥ Mario collects 30 colne, he gets
an axtrn lifs.

BUPER MUBHROOM Thia turne
rapular Mario into Buper Mario.
Buper Mushrooms appear from
behingd o doora

FIRE FLOWER Tha Fire Flower
appears when oertain doors are
opaned. If Mario grabe the Fire
Fower, his shirt and hat change to
white and he has tha power to throw
fire balls. in this mode, Mario can
throw fireballs by clicking Button One
and Two simullansously (or Bution
Thres on the Touchpsd controller).

TOAD W Mario grabs Toad, he g

an exira life. Toad looks similar o |

Buper Mushroom bul moves fasls

STAR MAN The Glar Man ghve
Mario invincibility for 8 ahort Hima
He appears when certain doors o
openad. Whan Mario graba S8tar M

he has the ability to knook off-aor

any enemy he encounters, Mario |
a sparkle on him when he has 8o
Power, As the Btar Power fade:
Mario's sparkle fickers, then of
When the sparkle is gone, Mark

back to his previous ciate.

KOOPA Beware of these nasty
turtles that prowd the hotels

GOOMEBA Slow but steady, the
Goomba plods along, getting in
Mario's way.

WIGGLER Mario must stomp on
Wﬂ’u head, while lwr.l'ldlrug bt
N!.I, and reduce him Eugtrmld hH
eagment until he i defented.

PARABOMB A Parabomb floats in
o6 a parachute, randomly landing on
ohé of the Mloors, then sirolls sround
fuse bllhhg urtil he feels like blowing
. Look out: Parsbombe can set off
other Parabornbs.

MINI NINJA This clever little warrior
in and hides in open doorways

He ther, bagms hopping towards
hﬁh Miru Hin]n has & l:l’!'ﬂllﬂ!h._j

Srenk. I} Mario moves o stomp on
. m Hil“a wall H‘H fo run uwlllu.!

BUZZY BEETLE Buzzy Beele's nol
oo t:hﬁ_l’ﬂ_ I‘.llH hﬂ-'!', !-illfr-'.dq:!. He ]U-‘il
rrircheen ullrr:ﬂ_ Eﬂ“‘ihg in Mario's way.
He always pursues Maro when Maso
appaars on his floor.

BPINY 8piny s like Buzzy Beatls,

but @ little higher on the evolutionary
aoale, He can't ba 1:+lrrrlped because of
tha eplkes on his hack.

MONTY MOLE Monty's & fun-loving
mole who likes to pop out of the pround

surprising Mario — then run around,
hopping and rendomily changing
diractions, Bometimes he pgete 80 Csrrie]
wwny that he rune Aght indo walls!

FLYINDO KODPA A Fying Koopa
nggrecunmely ez all over the soresn,

FLYING GOOMBA A Fying Boomba
can'l become ae sirborne as the Flying
Koopa: he Mies only within loors.
However, some Flying Goombas have
Banzai Bill avengers that come at
Mario if he stomps the Goomba.




BANZA| BILL Banrai Bll fes in
from ofi-screen. Mario's only waming
"ulf b’ onimiryg e ks r|11..+nr|| ]

of cannon fire.

BiIG BDOD This hrﬁ R'l-ll'..f hunts down
Mario, but only whan Mario lan't
|lml|lr|g. If Mario faces Big Boo, he
tries fo hide by hiding his eyes. He
ean't be atomped or knooked off

BOFBE, B !m |'r|.r|l{l|||!

BOO BUDDIES The brightly It Boo
Buddies behave Jumt like Big Boo, but

theas guys are fauter thun Big Boo,

The Irurn.ilurlrr.! By |'_|'|rriqlln|. [Tla 3
+|:|Prnln1.r_. [F*1) ”ulq M Hl,lurmH“
become bright and swoop towards
Mario. Run Mario, runl They can't be
stomped or knooked off -eoreen

GKELETON KOOPA The Skeleton
K'I‘.II'HI s about, {rJlrmﬂlﬂ My
when ha appears on his loor. He can
be stomped, bul crumbles into a pile
of bones thal comen alive afler o
while. If ha's hit with a firadsall, or i

Mari fouches h:u'n wituli J:h.'lri,';uqt ™

Btar Power, he explodes into o billi

pieces and does not come baok

PAT THE BAT Pat lives under the
bottom floor of some stages and
starts fying upward. He's not the |
ﬂger in the world.

MECHJ’. Kﬁl'.lp'ﬁ. Milr:hll [ /]
mechanical Koopa that opene door
He can be stomped, but it only oh
hirn for 8 second or hwo. Evenduall
he will wind down and stop.

BELLHOP GOOMBA He move
sround faster than & regulsr Goo
arvd turne randomily.
RHINESTONE GOOMEBA He
behaves ke o rngnh.r s L
opens doors.

Z KODPA This tuxedo-wearing
Koopa sometimen Ries in o fricki
pattern than the other l‘h,u-;; Ko
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