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If you want to know where to go and how to
get there in the four Koopa-crushing adventures
of Super Mario All-Stars, there's no better
source than this brick by brick, level by level
map and tip collection. From the first Goomba
encounter of Super Mario Bros. to the final fight
aboard the battleship of Super Mario Bros. 3,
this guide will show you how to collect every
Coin, stomp every critter and save the inhabit-
ants of the Mushroom Kingdom and beyond.

Some of the Super Mario All-Star adventures
will be familiar to you if you're a long time NES
enthusiast. But you may not know how to clear
the underground mazes of Super Mario Bros. or
what the most direct route to Wart is in Super
Mario Bros. 2 or where all of the Frog Suits are
in Super Mario Bros. 3. This guide will give you
the answers to those mysteries and more.

Plus, you'll get the scoop on the Lost Levels;
13 Mushroom Kingdom worlds that have never
before been revealed to NES or Super NES
players. Discover the obstacles, enemies and
secret passages of the Super Mario Bros. sequel

ULTIMATE

that was once considered too challenging for
North American players.

Super Mario All-Stars features four games; all
of them remade to take advantage of the 16-bit
graphics and great stereo sound of the Super
NES. It also includes a built-in battery which
allows players to store the progress of as many
as 16 different playing sessions. This is truly a
mega-Game Pak. And the only way to know
about all of the features of the game, all of the
winning tips and all of the right moves to make
is to consult this mega-Player's Guide.

Even if you've already completed the NES
versions of the adventures that have been
remade for Super Mario All-Stars, you should
consult the guide to make sure that you haven't
missed one super cool strategy or a level full of
new graphics that make the adventures look
completely different from how you remember
them.

There's no doubt about it. This guide will
make you an absolute authority on everything
that matters in Super Mario All-Stars.

Q LOOK FOR MORE NINTENDO PLAYER'S GUIDES
FOR THE MOST COMPLETE GAME COVERAGE FROM THE PROS

SUPER MARIO
ALL-STARS

PLAYER'S GUIDES
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LASSICS REVISITED

Super Mario All-Stars features the chart-top- never before been made available to North
ping trilogy of NES Super Mario Bros. classics American players. Released in Japan as the
with brilliant 16-bit sequel to the original Super Mario
graphics and sound, Bros. game, this super tough
along with a 13-world
challenger that has

POISONOUS
~ MUSHROOMS

g =y =5

WO W Y e e g g g g
T TR T Y Y T T T T

d Warp Zones
"""" 8 send heroes
both forward
and backward
in this challeng-
Ing adventure.

Some Mushrooms now
power-down your
plumber as seen here in

3

the Super NES and orig- ; -
Inal Japanese versions. WEIRD WARPS

RED
PIRANHAS

SUPER
SPRINGS
-

=

These devices add
to your air time.

These plumber-eaters
don't back down.

4 NINTENDO PLAYER'S GUIDE



UPER GRAPHICS & SOUND

With the 16-bit processor of the Super games are now presented with more
NES, the original Super Mario Bros. detailed graphics and fuller sound.
: SUPER MARIO BROS.

Underground
passages have a
cave-like back-
ground and echo-
ing sound effects.

Bowser's digs
have been deco-
rated with por-
traits of the King.

Among the
graphic changes
1s the addition of

A desert canyon
can now be seen
in the distance in

a menacing mask ‘* | e | _ this stage.
background. gy P P PP P y PP P _'i_Ti
. SUPER MARIO BROS.3 B

LI el |

o i e

The desert of

The great graphics of
Super Mario All-Stars

Super Mario allow for clear water in
Bros. 3 now the flooded courses of
includes a Super Mario Bros. 3.
pyramid in the This guarantees
background smooth sailing for

and a gradat- adventurers who can
ed sky. see swimming crea-

tures before they jump
out from the murk.

SUPER MARIO ALL-STARS 5




EW FEATURES

In addition to enhanced graphics and sound,

and the discovery of the Lost Levels, a few the classics.

minor changes have been made to improve

' SUPER MARIO BROS. | .

SUPER MARIO BROS. 2 :

*EQUAL TIME e HIGH ER STAKES

During two- The Slot Machine features two new
player pay-offs. You'll earn three Coins if
games, play- two Sevens appear when the wheel
ers used to stops. Three Sevens will net you ten
switch off extra lives.

only when

one charac-

ter lost a life.

Now, control

changes

upon the loss
of a life or the
completion of
a level. This
gives players
more equal
playing time.

FLEH ELUTTODE
EXTEER LIFE

*CHARACTER SWITCH

In the original version of this game,
you could switch characters only
upon the completion of each stage.
Now, you can also
choose to control a
different character if
your current character
has lost a life.

FLERSE SELECT
FLEYES

EXTEAR LIFE

'POWER-UP HOLD OVER

The battery back-up keeps track of the
worlds that you have conquered and the
items that you have accumulated. When you
select a saved file, the levels of the current
world will return to their uncleared state, but
you'll have the saved items. This feature
makes it possible to carry advanced items
Into early stages.

o I(INGS CHANGE

The rulers of the kingdom
have been transformed by
lggy and the other stooges
under Bowser's control into
animals. This new version of
the game features creatures
that were not used in the
original NES version.

*SMALL ADJUSTMENTS

Over the years, a few tricks -:m

have been discovered that
relate to the design of the
stages such as the tip that
allows your character to swim
against the current in Stage
4-4. These items have now
been corrected.

6 NINTENDO PLAYER'S GUIDE

-MARIO BROS.CLASSIC-

Two players clash in a round of
the original Mario Bros. game
to claim levels and items in the
NES version. The new version
offers this battle as an option at
the beginning.

[ BATTLE GAME
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ARIO'S POWER-UPS

0000000000000 00000000000P000000POOODOOO0OPO00P00OOO0OOOPOO0OOODOOORPOO0POOO00POP0000000O0S

When trouble heads Mario's way, there are the speed to hot foot it out of trouble. He can
(luckily) several ways you can Power-Up to get get BIG, and he can make things hot for the
out of a tight spot or two. Mario can pour on bad guys.

\ SUPER MUSHROOM >

e ] el e
"X

-y P
il
r

super MariS ) £

With a Mushroom Power-Up
("P" on the map) Mario can
take two hits.

Mario starts out Small. In this i _‘ | I8 Once you are Super Mario,

form, he can run and jump, the "P"blocks will give you a
but one hit and he's done! 4 | Fire Flower. Pick one and

gain Fireball power!

0600000000000 000000000000000000P0000000000000000000RCO0PPO00000RPOPPO00000000CR000ORPRPOO0OCS

Mario is a fellow of many tricks when it comes  jump, stomps his feet, ducks and is a master of
to trouble. He runs, jumps, dashes, does a dash  the flaming Fireball.

‘ . DASH JUMP . '

| It's a great move.
Press "A" while
running. Wow!

F .‘.i_ + . F -"‘1"1 z 1:__

To hightail it out
of a trouble spot,
press "B." Run
for it!

a standstill, press
1IAII and up hE
goes.

o = B :-___r_:.:-.__'_ _.-'_ ¥ .-I. ; e x

The idea is to

After Mario stomps a Koopa
stop bad guys Troopa, he can give it a kick
with a bonk. and chase it while it clears the
Quch! path, until it hits a block, that

IS a block in the road.

Timing is every-
thing if you are
trying to duck out
of trouble.

Fireworks can be set off when
you jump onto the pole at the
| end of each level. Make sure
the last digit of the timer
shows 1,3 or 6!

8 NINTENDO PLAYER'S GUIDE



GOOMBA

!t s easy to get rid of a
Goomba. Fireballs, a
quick stomp or a hit from
below will do it.

o RED KOOPA PARATROOPA

Winged turtles take two
hits--one to clip their
wings, one more to
send them sailing.

These twin turtles try to
block Mario's way. Try
Fireballs or a hit from
belaw

S|:::|rr_yr throws this nasty
little pest from
the sky. Thorny!

ThIS enemy lives in the
water. You can deep-six
him right where he lives.

ThIE lump of lava is a
real hot spot. Just try to
avoid it!

Know the time limit for
your current stage.

There are five difficul
ratings from A(Easy)to
E(Hard).

Look for the types of enemies,
listed by number,that are
encountered in this stage.

Poor Mario. When you see this lineup
of bad guys, you may wonder how he'll
ever get to the Princess. He may be up

in the end.

Q RED KOOPA moou

The Red Koopa Troopa -(

won't approach Mario.
Give it a kick!

o GREEN KOOPA PARATROOPA

The green ones are

less dangerous than the
red. A slow floater.
Stomp!

He drops spiny eggs on
Mario. Get him by
jumping on him from
abuve

PIRANHA PLANT

to keep it out of sight.

Tuuch a Piranha's pipe 3 A .5
Jump over them with g

care

BULLET BILL

He zips through the land
at high speed. Jump on

top for points.

Great balls 'o fire! All
in a row. Stay cool.
Watch your timing.

This is the maximum
number of Coins on the

I_ best route through the
stage.

TIME>» 400 COINS 22
DIFFICULTY > C
ENEMIES» OO

against some crabby rascals like these,
but he always has a way to get through

Stun'em with a jump
then kick-and-chase.
Or, toss'em a Fireball
tn clear the way.

BUZLY BEETLE

He's ftrepruﬂfl Stomp on
him, and he stops
moving for a while.

The only thing that works
is a Fireball. Turn up
the heat!

He appears from below,
but then attacks from
overhead."Cheep trick!"

Bower lurks at the end of every
world ready to attack. Try a Fireball.
Or steal his ax, and chop the bridge.

MAP SYMBOLS AND KEY
POWER-UP ITEM

INVINCIBLE STARMAN

1-UP MUSHROOM

HIDDEN 1-UP MUSHROOM

TEN COIN BLOCK

HIDDEN COIN BLOCK

VINE

SUPER MARIO ALL-STARS 9




START C

TIME» 400 COINS - 23
DIFFICULTY > A ENEMIES» OOD

TIME)» 400
COINS ~ 68
DIFFICULTY » B
ENEMIES >

P WARP ZONE

TIME» 300 COINS " 23

| START C
=

TIME>» 300 COINS ~ & DIFFICULTY > B ENEMIES > (DW

10 NINTENDO PILAYER'S GUIDE

P ®

Here's the ultimate

speedway to success. il

Hitch a lift to the
top of the screen
and walk to the
right. You'll

then fall into a

Warp Zone!

Skip ahead to World
2,3,0r 4!

. BOWSER |

READY FOR THE WARP IOHE’

SUPER MARIO ALL-STARS



GRAB A 1-UP 'SHROOM! | TYPVTRPRTPRT TP LU AL A
TIME» 400 | Actually, you can find two kinds of 1-UP Ve

COINS ~ 75 Mushrooms. The ones hidden in the
DIFFICULTY > B visible blocks always pop out. But
ENEMIES> OOOD 1-UPs hidden = .

: in invisible mid-

air blocks are

a bit harder.

You'll need lots

of luck,or these

maps,to find

them all!

Go for it!

TIME>» 400 COINS ~ 28
DIFFICULTY > D ENEMIES> B ®

BOWSER

12 NINTENDO PLAYER'S GUIDE | SUPER MARIO ALL-STARS 13



TIME» 400 COINS 77 : ,.”.;..”.;...._'""“_ se o 0"8'4°'3"
DIFFICULTY > C ENEMIES » OOOOD S

| 2 F
= =

UNLIMITED 1-UP

On the stairs near the end of World L

”~ = =

3-1, stomp on the second Koopa - FEEEE
Troopa. Jump down to the next ! }_:}_,Efgl : Rl
lower step. Leap and hit the left edge erﬁrgf; "y _EEEEEE
of the shell to knock it into the step. > eig-a (i {4

TIME)» 300 COINS 17
DIFFICULTY » B ENEMIES» OOOD

TIME» 300 ENEMIES » DAL

COINS 22  DIFFICULTY > C

START C P BOWSER

TIME > 300 INS DIFFICULTY>D _ eNemies> BH®

14 NINTENDO PLAYER'S GUIDE SUPER MARIO ALL-STARS 15



TIME > 400 COINS 49
DIFFICULTY » D ENEMIES» OODD

llllll

---------------

!!!!!

IIIIIII

WARP ZONE

START O

WARP ZONE

TIME > 400 COINS 53
DIFFICULTY > C ENEMIES » O OOD

START O

DIFFICULTY > D ENEMIES > OC

BOWSER

16 NINTENDO PLAYER'S GUIDE SUPER MARIO ALL-STARS 17




A
TIME» 300 COINS 20 -

DIFFICULTY » C ENEMIES » QOODD

s = |
|. SONES o' A3 V) i IR an e
&) B

> T - . 3 i r e - -

START C

mi
~ ¥

= MMM MMM

TIME» 400 COINS 69

eseeRRRRRY

DIFFICULTY > € ENEMIES » 0OOOODPRED

------

DIFFICULTY » D

TIME» 300 COINS 23

__START O ORI

TIME» 300 COINS &
DIFFICULTY » D eENEMmIeS» BO®

18 NINTENDO PLAYER'S GUIDE SUPER MARIO ALL-STARS 19



START C

TIME» 400 COINS " 33
DIFFICULTY > D ENEMIES> OODD

eEPREREREN

feseRERRORORORRRES S A A NSNS RN DE

START C

TIME> 400 COINS > 70
DIFFICULTY > C ENEMIES > OO ODERE

START O

' —_

. START O .~ BOWSER

20 NINTENDO PIAYER'S GUIDE SUPER MARIO ALL-STARS 2]
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START C | ©

T
TIME» 400 COINS " 33 ( {5!*1 X
DIFFICULTY > € ENEMIES » m Taliaxl

*

START C

TIME > 400 COINS » 28
DIFFICULTY » D ENEMIES» PPE

TIME» 300 COINS ~ 35
DIFFICULTY » € ENEMIES » BOP

START C

TIME)» 400 COINS ~ 0

DIFFICULTY » D ENEMIES> BDO®

BOWSER

22 NINTENDO PLAYER'S GUIDE SUPER MARIO ALL-STARS 23



TIME)» 300 COINS> 15
DIFFICULTY » D
ENEMIES > ¢

INVINCIBLE STARMAN

The third Block in this row is where a
particularly speedy Starman calls
home. Bump the Block and catch
him fast, because you'll need his
power in the areas ahead.

TIME»> 400 ,' GO FOR THE BROAD JUMP

COINS » 24 . When the going gets tricky, the
DIFFICULTY > € | tricky know how to jump to safer
ENEMIES» OOOOC | ground. Start at the edge of the

ltﬁ 1‘14 | brick as shown and accelerate over
' the gap to the second platform.
Jump at the last moment.

START C

TIME> 300 LAST POWER-UP

COINS > 10 Don't miss your chance to go full
DIFFICULTY > € tilt and get the Power-Up. You
ENEMIES» OOOD won't get another crack at it in

the next stage. This is it! All
you have to do first is nail those
pesky Hammer Brothers.

24 NINTENDO PLAYER'S GUIDE SUPER MARIO ALL-STARS 25




TIME» 400 ENEMIES > OOOOODE
13015016]17]

P, DIFFICULTY » €
COINS ' 1

Al
" PIPELINE TO GOLD

Bump the second Block to the left of the pipe and discover gold --
Coins that is! Jump up onto the Blocks and use them as a step to
get you into the floating pipe. It'll take you where you need to go!

R - a - e e I e - - - i T — e ——— = - - 2 - - = . . a
oy e s e e e ks pemd pplabe pods s dee e B BEs i mbkdes b R fE RLey s, pooEE ks P s Pl s ERey s pEedd s EEEE  ERSE PSR PRSP
PR R ST S EES T g F ¥ x

pow e smo s FT e o

BOWSER

FINAL BATTLE

Uh-oh. This Bowser means double trouble.
What talent! He can blast you with fire or pull
| an old Hammer Brothers routine and pound
you like a nail. You might try ducking under
L him, but the situation could get hot fast! Hang

on Princess, here | come!

26 NINTENDO PLAYER'S GUIDE



THE LOST LEVELS




LUMBER PERFORMANCE

(Il l I Il Il Al lid 0 d dla 1048 0200 00000020000 0 020012 040 002000 12102000 0 012 200001 121112002 2 11 7d7q,;

As is the case in Super Mario Bros. 2, the the area of jumping. Luigi is the high jumper of
brothers Mario have slightly different abilities in the two, while Mario can stop more accurately.

-

MARIO

When Mario jumps, he can clear the height of four blocks on a normal run and five on a
dash, which works out to a 25% dash boost. He can also stop with accuracy.

NORMAL JUMP> 4 BLOCKS DASH JUMP»5 BLOCKS SLIP>2 BLOCKS

(A=

LUIGI

Luigi clears the height of 5.5 blocks on a normal run and six while dashing. This gives
him a 9% dash boost. His four block slide makes stopping a chore.

NORMAL>5.5 BLOCKS  DASH JUMP»>6 BLOCKS  SLIP>4 BLOCKS

e —
gt

BE

OST LEVEL SURPRISES

SOOI ORI D ORISR OO E YRR RO RO RS

The Lost Levels are a logical extension of the exception of two interesting items; the

first Super Mario Bros. game. The objects Poisonous Mushroom and the Super Spring.
and enemies are very similar with the

‘ POISONOUS MUSHROOM : ; SUPER SPRING :
Red Mushrooms make MARLO 2% , These jump-aids look

[l R

identical to the regular
super-sized. Green Springs. But when your
Mushrooms serve as a T ey < >t hero hits a Super

1-Up. But, Blue | ' |  Spring and jumps at the
Mushrooms should be same time, he'll blast
avoided. These nasty off into the

objects power-down a stratosphere.

big plumber and knock
out a small plumber.

little Mario or Luigi

28 NINTENDO PLAYER'S GUIDE



You'll have to perfect a few tricky
moves in order to successfully explore

DVANCED TECHNIQUES

“mf

THE LOST LEVELS

the challenging Lost Levels. Take a
look and use them as they apply.

. DASH AND JUMP BACK .

With limited space to run, dash past
high target platforms, jump and
back up in the air to land safely.

. BOUNCE ON THE FLY .

This variation of the Koopa
Paratroopa Stomp works for both
height and distance. Dash, jump,
stomp and continue to fly forward.

. FALL AND CURVE .

If a platform hangs over your
targeted destination, you can jump
and move in the air to the place that
you need to land.

. POWER-UP WRAP AROUND .

If there's a Power-Up at the edge of
a series of blocks, you can collect it
by jJumping and changing your
direction in the arr.

. KOOPA PARATROOPA STOMP .

SPRING JUMP

If the only thing between your
character and a far away platform is
a flying Koopa, you can bounce off
of the turtle for extra distance.

LOW SLIDE

Springs provide minimal extra height
if you simply bounce off of them.
You'll get extra air by jumping when
you hit the Springs.

DUCKING JUMP

If your character is super-sized, he
can't run under one-block high
gaps. Make him dash, duck and
slide under the obstacle.

. NARROW GAP DASH .

If the gap in front of your character
Is one block in width, there's no
need to jump. Just run over the gap
with super speed.

L

R L A

ﬁﬁﬁﬁﬁﬁﬁ

. MUSHROOM REBOUND .

Power-Up Mushrooms always slide
to the right. You can make them go
the other way by hitting the next
block over.

ceilings when they jump. To avoid
this, you can make them duck first,
then jump.

Super-sized characters often hit low

. ENEMY STOP .

Stop Green Piranha Plant and Bullet
Bill activity by standing next to the
pipes and cannons where they
appear.

. JUMPING STOP .

Luigi often slides too far after a
jump. You can stop his slide by
making him jump straight up. He'll
land again with no slide.

SUPER MARIO ALL-STARS 29




ORE ADVANCED TECHNIQUES

There are a few tricky maneuvers that have
limited uses but are, nevertheless, good to

know. Study the tricks below and try them

. MUSHROOM DISAPPEARANCE .

Poisonous
Mushrooms are
a real menace.
You can make
them disappear
In certain
situations by
finding a Power-
Up Mushroom
in the area. Just
pop up one and
the other will be
gone.

. SCROLL OUT :

A Fire-Bar will
stop rotating
around a block
if your
character has
to move past it
to the extent
that its center is
off the left edge
of the screen.

. TIGHT SQUEEZE .

In a few very
special
situations,
when you find a
gap that is
exactly the right
width, you can
make your
character
levitate and
move to higher
ground.

Fireworks
sometimes
celebrate the
end of a level.
You can trigger
them by
grabbing the
Flagpole when
the last digit of
the timeris a1,
3 or 6.

out for yourself. You may impress other Lost
Level fans with your skill.

‘ SCROLL IN ‘

If a moving
target is off of
the edge of the
screen before
you jump, you'll
have very little (SRS
luck in hitting it.
Move slowly to
the right until
the target is in
view.

o gPARoe SaR i Ry R -,
Al et i
T2 U B Pagtitoat B o 1y,

. 1-UP POLE GRAB .

If your Coin
total is two of
the same digit
and you hit the
Flagpole when
the last digit of
the timer is the
same as the
others, you'll
walk away with
a 1-Up.

X WARP ZONES "
There are 11 1-2 3.1 5.1
Warp Zones in
the Lost Levels, ¢ TO 3-1 ¢ TO 4-1

including the
mysterious
backwards Warp
Zone in World 3-1
leading to World
1-1. Find 'em all.

¢ TO0 1-1 + TO 6-1

s TO0 7-1

30 NINTENDO PIAYER'S GUIDE
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SUPER S
TR BROS.

THE LOST LEVELS
o0 DOOOOOOOPOOOOOOOROORORODODOROROROOORROOOYRROORRROORROOYOYDDRODRDOODODODORODRRTS
If you've played through the original
Super Mario Bros. game, you'll

Lost Levels. Look for the

corresponding numbers in the level
recognize all of the enemies in the intros.

2

© oreen xoors parareoors JINC) BUZZY BEETLE ) HAMMER BROS JEC) LAKITU

BIOOPER

Know the time limit for
your current stage.

There are five difficulty
ratings from A (Easy) to E
(Hard).

Look for the types of
enemies, listed by number,
encountered in this stage.

GA N [

These squid-like creatures
follow your character and
A can often cause big

trouble In close quarters.

|_

€) coomsa € RED K00PA TROOPA JI€)> GREEN K00PA TROOPA JIC)> RED KOOPA PARATROOPA
by

This i1s the maximum
number of coins on the
best route through the
stage.

¢* RED PIRANHA PLANT

Unlike their green

eaters don't clam up if you
stand near their pipes.

MAP SYMBOL KEY
POWER-UP ITEM

STARMAN

1-UP MUSHROOM

HIDDEN 1-UP MUSHROOM

10 COIN BLOCK

HIDDEN COIN BLOCK

VINE

@&Q@a@z%"@_'

POISONOUS MUSHROOM

SUPER MARIO ALL-STARS

counterparts, these plumber-




STARTC

POWER-UP POP UP

The Mushroom Power-Up in
this enclosed area slides
back and forth. Hit it from
below so that it bounces
over the wall.

SHELL SHOCK

After you capsize the
Koopa Troopa on the top
row, kick it to the right.
The shell will ricochet and
wipe out the Koopas below.

TIME» 400 COINS " 48

DIFFICULTY > A

B

TIME» 400
COINS " 63
DIFFICULTY >R

ENEMIES > OOOOD

POWER-DOWN AND RUN

The only way to get under the wall and over
the pit is to dash with a pint-sized plumber.
Get small.lf you try to slide under, you'll sink.

32 NINTENDO PLAYER'S GUIDE

ENEMIES > OOOOD

TWO WAYS TO GO

The conventional route in this passage leads
to a host of dangerous obstacles. You can
avoid these hazards by running on the roof.

BOUNCE BACK

If you approach the Coin
Room pipe from the left
side, your plumber will
plummet. Instead, jump
from the right.

Tl e
WARP ZONE

# T o

STEP TO IT

There are two hidden Coin Blocks on the
edge of the lava pit. Use them as steps to
lead you over the wall to the Warp Zone.

>

:
i

Gl WARP ZONE

p B
k5
A e EEEEE

EEEEEEEDEN

_,__.j.

WARP ZONE

)
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START O

DROP DOWN, JUMP UP

Hop onto the left platform and let it sink as
the right platform rises. Then jump to the
right and continue on to higher ground.

TIME» 300

COINS ~ 0

DIFFICULTY > B

T EX 36

JUMP FOR POWER

The Power-Up at the entrance to Bowser's
Dungeon is very high and close to the
edge. If your hero is small, pop up the
Mushroom then grab it as you jump over
the gap to the right. If your hero is super-
sized, approach the Fireflower from the
left side to avoid falling in the pit.

34 NINTENDO PLAYER'S GUIDE

TIME» 400
DIFFICULTY > A

COINS ~ 17
ENEMIES > BOD

BLOOPER BATTLE

Bloopers follow you in an up and down pat-
tern.Lead thisone to the left. Then turn around
and stomp it when itdrops downto attack.

i LOW OVERHEAD

'-: There's not much room

b= n__.____,_._;___ o = 'l'j =

J
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to jJump in this pas-
| sage if your hero is
super-sized, especial-
ly if he is high-jumping

Y Luigi. You'll have
{ more clearance if you

duck first, then jump.

ANOTHER BLOOPER

There's not much room to run

bluff. You'll have to react quickly as the
Blooper approaches. Let it drop, then stomp it.
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THE LOST LEVELS

MUSHROOM MOVE

If your plumber is small, this Power-Up will
be a Mushroom that will quickly slide to the
right. Pop it up and grab it from the left side.

on this high

o >

s
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FIRE FEST

There are two types of fiery
obstacles here; Bowser's
Fireballs and rotating Fire-
Bars. If you've got good tim-
Ing you can make a spectac-
ular move and jump over a
Fireball and Fire-Bar at the
same time. The king will be
impressed.

REST ON THE WALL

Bowser's Fireballs never fly
higher than the walls here.
Jump on top of these brick
barriers and wait for the right
moment to continue your
journey to the level's end

MEET THE KING

Your expedition through the
first of the Lost Level Worlds
ends in an encounter with
Bowser, King of the Koopas. If
you have Fireballs you can fin-
Ish him off with four blasts. If
not, run past him to the right
and cut the bridge from under
his feet.
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TIME» 400

LA ]
freEdPREREPRPRERREREERRERPE AR RERRERED fPEREBERERERRRERD i eedReERREERRDREREREEN B AR EEEEEE N
COINS = 101 |

DIFFICULTY > B
ENEMIES » OOD

i, - .

WALL WALK

) The platform flies right
aad. under a wall. Walk to the
left with your back to this
barrier to move through it.

toboe coDeen

p
Z1G ZAG DASH WITH EASE BALLISTIC BOUNCE w
Jump to the pipe on the This is your first encounter CLIMB TO THE COINS EASY 1-UP
right, then to the left. Run with super speed for with a Super Spring. These

the length of this bridge.

You'll easily
avoid con-
tact with a
flock of fly-
ing Koopas.

bouncers Make the vine appear
will send you ' In this brick row
skyrocketing and be sure not to
if you jump scroll it off the screen

on contact. v Zoi as you jump up.

Jump up to this block
platform and jump
again from the block
on the right to pop up
a 1-Up Mushroom.

\

- - - ar =l - - - ‘ - - - - T L ""_ L e e ]
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START C

TIME» 400
COINS = 53 STEP UP

DIFFICULTY > B Two hidden Coin Blocks

¥ 1127375) act as steps to the float-
ENEMmiEs > O D ing pipe in this area. Hit
them as shown and start
climbing.

DASH AND JUMP

In order to reach the
other side of this gap
safely, you must run with
super speed and jump
before you hit the block.

STARMAN MANEUVER

It'll take some practice to
stop on a one block plat-
form from a jump, but it's
worth it to collect the
Starman from above.

———
SMALL ADVANTAGE

If you're small
here, you can hit
the Coin Block
very quickly from
the two block wall.

;
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TIME » 400 COINS ~ 16
DIFFICULTY > C ENEMIES » OOO0OERD

THE LOST LEVELS

A AR AR EDN

START C

FISH FLY IMPORTANT ITEM AIR ATTACK COIN MANAGEMENT
=e The airborne obsta- With so many Airborne Collect the num-
Y cles are in full force enemies in the groupers and ber of Coins that
= in this stage. Watch air, you'll be winged Koopas you need here in

order to earn a
1-Up when you

out for a school of
flying fish on the

happy that you
took the time to

gang up on our
hero here.

il

opening bridge and collect the Watch the ene- touch the flag-
try to zero in on Power-Up in mies closely pole at the end
them as they fly by. this group of and jump when of the stage.
- blocks. the coast is
clear.
LONG JUMP TAKE THE LOW ROAD PERILOUS POINTS
] You'll need Drop down to the i | If you're confi-
good distance floor when you T b dent that you
] in order to clear reach this passage. can hold off
TIME > 300 this gap. Run You'll avoid most of Bowser's attack,
COINS " 10 with super the heat from the you'll find a 10-
W DIFFICULTY > B speed and jump Fire-Bars and the Coin Block in
Lt ENEMIES > QOO uqhe:n the Fireballs above. this brick wall.
; Fire-Bar is on Make sure to dash Collect at your
o B the right side. over the small pits. own risk.
2
START O BOWSER
SHELL GAME POWER PLAY LEAP IN TIME WAIT FOR A BIG BONUS
% After you pummel the Koopa at the top, you can Kkick the shell Find a valuable Power-Up Balls of fire nRELO |
to the right and follow it as it plows through the enemies below. In a hidden block above the known as If you defeat

Bowser at the
same time that
the timer ticks

“Podoboos” in
the Mushroom
Kingdom fly up

If you don’'t lose sight of it, you'll earn a 1-Up. passage entrance.

from this pit. down to zero,
Wait for them you'll earn a time
to sink back bonus for 999
a1 ‘ down, then clicks of the
DN o 3 jump. clock; 50,000
5 Ddaad L — N points!
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TIME > 400
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DIFFICULTY > C .

-

ENEMIES > g%@@o

INVISIBLE VINE

When you emerge from the
Coin Room pipe here, you
can make a vine sprout from
the bricks above. The vine will
become invisible as you climb
up to it.

WRONG WAY

Beware! This pipe leads direct-
ly to the World One Warp.

STAY LOW

Run under the Hammer Bros.
here and collect the Starman.

TIME>» 400
COINS " 38

DIFFICULTY > D
ENEMIES > BO0DRD

................................

...........................................

---------------
------------------------------

............

...............

..............
--------------------

AGAINST THE FLOW

The fish swim to the left as you
move to the right. Get out of
their way.

NO STOMPING ZONE

There’s no getting rid of the
Koopa Troopa that walks the
ocean floor here. Swim on.

00000
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RETRO WARP

You'll take two giant steps
back if you enter this World
One Warp Zone.

1-UP BOOST TAKE OFF

This Super Spring gives you
enough hang time to reach
the flagpole at level's end.

> s

If Mario is your man, you’ll
have to jump off of a Koopa
in order to get the 1-Up here.

2 0

WARP ZONE

POLE POSITION

The hidden blocks near the World 3-2 flagpole will
give you a boost. Jump up to the top block, then
grab the pole for 5,000 points.

rrrrrrrrrrrrrr
-----------

‘‘‘‘‘‘‘ 1 - ..-...

TRIPLE THREAT

Three nasty Bloopers cause
trouble here. Wait for them to
converge, then swim away.

NO REST FOR THE WET

This opening to dry land looks
inviting, but jJumping out of the
water is a no go.

SUPER MARIO ALL-STARS 4]
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TIME> 400 COINS ~ 15

DIFFICULTY > B ENEMIES > BOO0OD THE LOST LEVELS

o o a2 - . 2 E e . - B . _ EEEREER.
]

START O JF

VER

T h ™

BLOCK HOP

=4 -4 e I

1-UP REBOUND POP THE POWER-UP JUMP AND HO

Kick a Koopa shell from the top of this land
mass to the left. It'll bounce after it drops

=i (B F

This precarious
platform will

The best way

Position your
to reach the

plumber just to

and clear out the Koopas below for a1-Up. the left of cen- fall if you stand high bluff to
ter on this on it for long. the right is to
bluff and jump Jump repeat- ¥ | jump from
straight up to edly up and DD DD one floating
collect a down as you block platform
Power-Up wait for the G to the next.
Mushroom or : pipe to clear. g oSy ARy THEURREL S Tedt
Fireflower. : . el ire % bie iRl E- Poiile
—
=
LOOPING LEVEL PLATFORM APPEARANCE LOW JUMP
TIME>» 400 Follow the Uncover a If your charac-
COINS ~ 4 route shown series of four o ter is super-
DIFFICULTY > C on the map Coin Blocks sized, he may
ENEMIES > DDD below in order and use them hit the ceiling
to keep from as a platform when he

getting lost in so that you B attempts a jump
a maze of can stay on here. Make him
repeating wall course. duck, then

patterns.

START O

0 BOWSER

DON'T JUMP DASH ON BY POWER BOOST

Deliberately take the
wrong route if you

When the
Podoboo is In

The low ceiling
here will make

for a disastrous the air, run want to power-
first jump over this nar- up.The "P"Block
attempt. Start row pit with resets automatical-
by running super speed to ly.Once Mario is
instead. You'll avoid two fiery "Big",you'll have to
clear the first obstacles. dash and slide :
gap easily. through the narrow
passage‘ TR L PRy ey R F :ﬁ_.
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TIME» 400
COINS " 149

DIFFICULTY > C
ENEMIES > QOODD

DOUBLE DANGER

A persistent
red Piranha
Plant and a
flying Lakitu
welcome you

TAKE A FLYING

You'll have to
hit this spring
while running
at super speed

In order to
to a very chal- I s
lenging world. clear the long
Be careful! gap ahead.

-

SAFE SPOT

When you pop up
the Power-Up
Mushroom, move
to the right, then
wait for it to drop.
The Bullet Bills will
not hit your hero.

TIME > 400 COINS " 48
DIFFICULTY> €  ENEMIES >

44 NINTENDO PLAYER'S GUIDE

Grab the
Starman in
the brick
here and
dash.
You'll flat-
ten all of
the
Mushroom
World
baddies in
your path
with ease.
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STEAMROLLER
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MUSHROOM MOVE NO LIFEGUARD

When you pop This pipe

up the Power- leads to a

Up Mushroom, challenging,
wait for it to Coin-filled
slide off the water stage.
block, then Swim at _
catch it in the your own risk.g

air.

RUNWAY CONSTRUCTION
Make the hidden Coin Blocks appear

here for extra running room on your
leap to the flag.

LOW APPROACH

Sty hislow JUMP ON THE RUN
the Hammer 3 Jump to avoid

Bro. and 3 the Hammer

knock him ou - el Brother as you

by hitting his s blaze through

Coin Block. veeRes e here.
N NN NN N
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HOP AND GO

The platforms
In this area
start to drop
upon contact.

Jump quickly
to avoid
falling.

P

AIM HIGH

TIME » 400

COINS ~ 19

DIFFICULTY »C  €ENEMIES > OO®

MID-AIR COLLISION

Bounce off of
the back of
Koopa Para-
troopa near the
right side of
this long gap | KRcEa
to guarantee a
safe landing.

TIME» 300
DIFFICULTY » D

COINS " 8

DROP AND GO

If you're control-
ling Mario, you'll
have to dash and
jump to reach
this dangerous
Fire-Bar block.
Hop on, hop off
and run.

46 NINTENDO PLAYER'S GUIDE

ENEMIES > OOOODDD

As "Small"Mario,

use your super
speed dash
while pushing
Right to reach
safety."Big"
Mario must jump
from lower

I | O\,

TOUGH STOP

BEWARE OF BILL

A Bullet Bill It's difficult to
flies through ’ stop on the
this area. . one-block plat-
Get out of its forms. You
way and may have

keep more luck with
moving. quick hops.

Three Koopa
Troopas drop
into this low-
ceiling passage.
Duck and jump
to stomp them.

POP AND RUN

Run through the middle passage and pop up the Power-
Up Mushroom. Then drop and run to catch it.

FLY FAST

THE LOST LEVELS

i dr £
e AN

L .: -." .:lh FL!:"I" '|'"f 7l r ;[’f

You'll need extra
speed to clear
the long gaps
and Fireballs in
this area. Keep
your thumb on
the Dash Button.

BEAT BOWSER

You'll have
the most luck
in your en-
counter with
the king if you
dash under
him as he
jumps.
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START ©

WORLD 6 WARP
If World 6 is your desti-

LET IT BLOW'

STAY LOW

TIME > 400 Piranha Plants ki ari Hiks A strong wind will blow
COINS » 36 drop down from sﬁéﬁchﬁ;fe, pnap ip to the right here and
DIFFICULTY » C the hanging pipes. hevine and bousea off help you fly across the

Wait for them to
go back up, then
make low jumps.

long gaps.

of a Koopa Paratroopa
P P Dash Jump and get car-

for a boost to the top.

ENEMIES > W

TIME» 400
COINS ~ 42

DIFFICULTY > B
ENEMIES > OOOD

—START OJEE}

L

EEDmERnEm
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WORLD 8 WARP

Jump from the rising
platform and make
the vine pop up from
the brick. Then ride
the platform again,
leap over to the vine
and climb to the
World 8 Warp Zone.

RUN FOR THE 1-UP

As soon as you pop up the 1-Up here, run to the right
and grab it when it drops.

CAUGHT ON THE REBOUND

Watch out. If you ganze.
kick the Koopa's
shell to the right

here and drop down sannae
to the floor, there's '
a good chance that

the shell will bounce
back and hit you.

»

WARP ZONE
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TIME > 400
COINS " 40
DIFFICULTY > B

THE LOST LEVELS

ENEMIES>» OOEDDP

START O

PROJECTILE ALERT

SLIDE, JUMP AND BOUNCE

THE RIGHT ROUTE
Sink into this

PICKUP A PGWER UP

The one advan-

Bullet Bills blast
through this area at

Leap from the sliding
platform in this wide

pipe to reach tage to DEFE'HQ unpredictable inter- open space and tar-
a narrow, through this part vals.Watch for them get the flying Koopa.
Coin-filled of the stage is that and try to move out of You'll bounce off of its

there is a hidden
Power-Up on the
tall bluff.

passage and
the rest of the
stage.

back and land on
solid ground.

the way in time.

STRAIGHT TO THE TOP

50

START O

The Lost Levels
are notorious for
their challenging

reputation.

passages. This is
where they really
start to earn their

TIME>» 300
COINS ~ &6
DIFFICULTY > €
ENEMIES > DD

THE GOING GETS 'I'QI.IGH |

NINTENDO PLAYER'S GUIDE

Avoid the falling platforms in this passage by jumping
up to the top and running to the right.

P

FLAME OUT
Run to the right
to make the
Fire-Bar scroll
off the screen.
Then move to
the left and col-

lect the Power-
Up.

KEEP MOVING

There are
Fire-Bars-a-plenty
and the threat of
Podoboos in this-
area. You'll have
to be a well prac-
ticed Lost Level
adventurer to
make it
unscathed.

This is no place
to rest. Jump
onto the platform
when the Fire-Bar
moves to the

right, then jump ’
off and move on.

SUPER MARIO ALL-STARS

Go low if your
plumber is pint-
sized here and
take the high road
if he is big. Either
way, this section
Is quite difficult to
negotiate.
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__START CHE

TOWERING FIXTURE

This pipe is too tall to top
with one hop. Pop up the
hidden Coin Block in the
area and use it as a step
to clear this Mushroom
Kingdom skyscraper.

POWER-UP BONANIA

A Power-Up, a 1-Up and a
Starman are yours for the
taking. Grab the items that
you need, then dash with
invincibility past the
Hammer Brother ahead.

SLIP THROUGH STAIRS

The wind pushes you to
the right. Use this to your
advantage by letting it take
you through the stairs.
Face left and tap Left on
the Control Pad.

TIME» 400
COINS ' 50
DIFFICULTY > €

ENEMIES » W

- —eee e Run to the left

b4 4
senee © e while riding on
TIIIL 616 30 308 006 10 230 - this moving
_ R R : platform to
seennBnee ‘o avoid blowing
sesnnNee e off to the right.

TIME» 400 COINS ' 34

DIFFICULTY » D ENEMIES > OO R D

52

—START CJIC]

SAFETY BELOW

Bloopers are a menace in
this area. Go low and run
along the ocean floor to
avoid being hit by one of
these sinister squids.

NOT WORTH IT SQUEEZE IN

With Bloopers and Cheep Wait for the downward
Cheeps patrolling the area, moving platform to pass by
collecting the two Coins in the opening in this area,
this coral box is too much then swim for the hole as
of a gamble. Pass them up. fast as you can.

NINTENDO PLAYER'S GUIDE
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PLANT GATE

Wait for both
plumber-eaters
to sink into their
pipes, then
make a run for
it.

SMALL TO TALL

If you're in need of a
Power-Up Mushroom,
knock out the one in the
fourth Coin Block from the
left, then run to the right
and catch it on the fly.

CORAL MAZE

A host of underwater crea-
tures will try to catch you
off guard as you negotiate
this mess of coral. This is
the acid test for evasive-
maneuvers.

.............
-------------------
------
__________
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START O

TIME > 400
COINS > 19
DIFFICULTY > C

ENEMIES > OOOE

TIME > 400
COINS >~ 10
DIFFICULTY »D
ENEMIES >

START O

STAY ON THE PATH

If you don't follow
the route on this
map, you'll be
locked in a never-
ending maze. You'll
hear a tone to let
you know that
you're on the right
path.
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WINGED ATTACK

BOUNCE AND WIN

After you hit the mid-air
Koopa [roopa here, target the
Power-Up Block and grab the
prize as it slides to the right.

Cheep Cheeps and Koopa
Paratroopas make for a dan-
gerous combination here.
Watch for these critters and
try to top them.

TOOL TROUBLE

Watch the Hammer
Brother's flying
weapons and jump
over this tool-toss-
iIng villain when
there's a break In
the action. Then
leap up to the top
and keep moving
along the path.

TAKE IT TO THE TOP

The route continues
to the top brick plat-
form here. Dash
over the small gap
when the fiery flying
Podoboo sinks into
the lava pit.
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Bouncing off of
Koopa Paratroopas
IS an important tech-
nique to know in this
open-air stage. Hit
the Koopa here and
bounce to safety.

STOMP AND FLY

?

DON'T DASH

Landing on this one-
block Fire-Bar plat-
form calls for all of
the accuracy that
you can muster. If
you try to move with
super speed, you
may be lava bound.

PIRANHA PERIL

This section of the
dungeon Is over-
populated by red
Piranha Plants. Be
patient and wait for
them to sink into
their pipes before
you advance.

L N L W L NN el NN el R
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hit the Koopa.

o
T

King Koopa's

 BONUS BOUNCE

You can reach the
flagpole by leaping
from the tall bluff in
this area, but you
can only reach the
top of the pole if you

-
W g i

Fireballs fly far.

You'll encounter his
fiery fury as soon as
you land on solid
brick. Run, jump and
don't get burned.

STOP AND GO

Dash over the small
gap in this area,
then stop and watch
the Fire-Bar. When it
swings back up to
the top, run with
super speed to safe- =
ty on the other side. I ey M S

- o " iy
i

-
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"
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START C

PLANT SANDWICH

Watch the
dual Piranha
Plants and run

WIND

when the Koopas, run and ride the
DIIFJES are wind over the gap.
clear.

>

TIME» 400
COINS " 42
DIFFICULTY > D

ENEMIES > %990@@

BLOWING IN THE

A strong gust blows to the
right. After you knock out the

START C B

BACK TO THE BEGINNING OF THE STAGE

Much like World 5-3, |EiS or.. 9259, wnio
this level repeats - Als '
unless you make it
to the pipe in the arr.
Bounce off the
Koopas and climb.

S
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o090 A 00

' 0
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TIME>» 400
COINS "~ 26

DIFFICULTY > D
eNeMIES > DOOOOE
][ﬁﬂ
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PIPES

right.

POP OVER THE

You'll have a clear path if you
leap to the top here. Jump to
the left and blow over to the
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TRIPLE BILL

Bounce off the backs of
the Koopa Paratroopas
here and leap to the top of
the pipe. This portal will
lead you to a chain of
three bonus areas.

MUSHROOM MOVE

It's a real challenge to get the
Power-Up Mushroom in this
Coin Room. Dash right and
jump left from the pipe. Then
pop up the 'shroom and
make it rebound by hitting
the brick on the right.
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the shell sailing.

KOOPA SHELL POWER

Stomp the wandering
Koopa in this area as soon
as possible. Then wait for
the Hammer Bros. to drop
to the ground and send

saecsbhioRbobOERRORY RS

CLEAR THE AIR

It's important that you knock
the Lakitu out of the sky
before you jump to the one-
block Fire-Bar platforms in
this area. Negotiating the
flames will be challenging
enough without a mid-air
menace.

DOUBLE HOP

After you hit the back of the
Koopa Paratroopa in this
area, jump onto the falling
platform and jump again to
the relative safety of the pipe.
Then you'll be in sight of your
goal.

SUPER MARIO ALL-STARS



LONG FLIGHT

This wind-blown stage features
wide open spaces and Super
Springs. Fly high and fly long.

GET CLEARANCE

A flying Koopa hovers over
head. Wait for it to move to
one side, then take off.

TIME» 400
COINS > 10

DIFFICULTY > €
ENEMIES> OOD

TIME > 400 COINS "~ 0

DIFFICULTY » D ENEMIES> OODD

START O

TO THE TOP

If you take this short set of
stairs one step at a time,
you may get burned. Jump
to the top in one big leap
and keep moving to the
next challenge.

SAFE HAVEN

The Fire-Bar will not reach
you if you duck in the cor-
ner here. Wait for it to rotate
out of the way, then leap to
the top and run.

GOING DOWN

All of the lifts in this area move
downward. Jump from the hidden
Power-Up Block and aim high.
Then continue to cross the gap,
making sure that you don't hit bot-
tom.
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SLOW AND STEADY

There's no need to dash in
this area. Leap with accu-
racy.

When your character
is in the air and off
the screen, move to
the right until the
target platform is
centered, then wait
for him to drop.

DASH, STOP AND STOMP

Wait for each of
the Koopas to

move away from
you. Then dash AT T _
across the gap . W proous

‘[ R

Jass
and stomp them. BN Sl >

>

KEEP CORNERED

Watch the Fire- =
Bars from the
safety of the cor-
ners here, then
move when the
path is clear.

BOWSER
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WIND
BREAKER

The wind could
influence the way
that you start your
jump. Move to the
right until the wind
stops, then leap.

TIGHT
SQUEEZE

BEETLE-
DOZER

START C

60

As you leap from
the falling plat-
form, hit the float-
ing brick from
below and grab
the Power-Up.

BRICK BOUNCE

TIME > 400
DIFFICULTY > €

COINS ~ 23
ENEMIES » OO0 OO

BIG JUMP

The wind is blow-
ing and the wall
is tall. Bounce
from the Spring
as high as possi-
ble and fly to the
top.

NINTENDO PLAYER'S GUIDE

; T

-, = J . ¥y B | Bt - i -
‘i: -'- “ +* !' ’: *‘rr =
] - y p -Fl- r =

1-8:8 ~8.0.8 y @Na-a g

GAP SKIP

Dash over the

Stomp the Buzzy After you pass this small gaps from
Beetle and kick its pipe, dash to the the pipe to the
shell to the right to left and jump up ledge and leap
knock out the between the pipe with super speed
approaching and the edge of to the Koopa
Hammer Brother. the screen to pop Paratroopa.

the Power-Up.

TIME» 400

DIFFICULTY » €

COINS - 24
ENEMIES » 0BO0O00OED
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HAMMER DUO

reERNEREB

One Hammer Brother fol-
lows another here. Jump
over them when they're not
tossing Hammers, or run
under them as they jump.
It's tricky, but you can do it.

HIDDEN BLOCKS-A-PLENTY

You'll find several hidden blocks in this dead end,
but don't collect the items in the blocks because

they are Poisonous Mushrooms.

ot
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THE ONLY WAY TO GO

The vine in this
brick leads to the
World 8-2 Goal.
Bounce off the
Koopa, hit the
brick and climb
the vine.
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TIME» 400
COINS " 78
DIFFICULTY > €

ENEMIES > HOOU
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START O

SPRING FREE CLEARANCE

MAJOR DANGER

A Lakitu, a Hammer
Brother and a Poisonous
Mushroom cause trouble
for heroes here. Watch
them carefully, then dash
and jump when you see a
clearing.

If you bounce off of the SPEERs gy PP
Spring here, you may
collide with mid-air )
enemies. Dash and leap
from the top cloud. You'll ﬁ@
clear the long gap with
ease.
. .

START O

TIME > 400
COINS " 5
DIFFICULTY > €

ENEMIES > OO

When the sliding
platform is within a

clearing jump.

r BOWSER'S BROTHER

You're in for a surprise. Bowser's got a twin.
Watch out for his Hammers and pelt him with
Fireballs or make a run for it.

62 NINTENDO PLAYER'S GUIDE

block's width of the
bricks, dash from the
platform to the bricks
and make a Fire-Bar

MAKESHIFT RUNWAY
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A pair of hidden blocks
near the edge of this gap
serve as a platform for
your big leap into wide
open spaces. Pop the

blocks, dash and jump.

PIT PROBLEMS

A pair of Koopa Paratroopa
make leaping over this lava
pit a tricky task. Watch the
Green Koopa carefully and
bounce off its back when it's
in the right position.

PLATFORM CONSTRUCTION

- o

MID-AIR MOVE

Walk off the ledge to
the right and move to
the left in mid-air to

land on the pipe.

THE REAL DEAL

No more fakes! This is
the real King of the
Koopas and he's
meaner than his
brother.
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FALSE BLOCKS

The cloudy Coin
Blocks at the
beginning of
this watery
world are

only an illusion.
If you attempt
to pop them
from below, you
might swim into
the path of
Bullet Bill.
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START O

TIME » 400
COINS " 9
DIFFICULTY > €

ENEMIES >

COIN COLLECTION

Collect enough
Coins so that
your total is a
multiple of 11.
Then hit the
flagpole when
the last digit of
the timer
matches. You'll
earn a 1-Up!
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SURFACE SAFETY

Swim with the
waves near the
surface of the
water in this
area. You'll
avoid contact
with the water-
bound Lakitu
and Koopa
Para-troopas
who patrol the
ocean floor.

SUBMERGE

With Piranha
Plant potential
and a Lakitu
between the
pipes in this
area, you'll do
well by

staying near the
bottom of the
screen.

TIME » 400

DIFFICULTY » €

NO BILL

The water has disarmed this
Bullet Bill battery. You won't
encounter any shells here.

COME UP

Swim toward the surface here to
avoid being chomped by the
Piranha Plants.

COINS O
ENEMIES » OO0 OOONIE
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THE LOST LEVELS

THE MOST ELUSIVE OF THE LOST LEVELS

World 9 and its four challenging stages can only be reached by
hearty adventurers who complete all of the first eight worlds in one
playing session. They are the ultimate Lost Levels.

1) SAVE THE TOADS

There are Toads in every one of
the first seven worlds. In order
to qualify for admittance into
World 9, you must save the el o g LK
Toads in each of those worlds,
then move on to World 8 and
save the Princess. If you warp
past any of the dungeons, you'll
go straight from World 8-4 to
World A-1.

BUT OUR PRINCESS IS IN

ANDTHER CRASTLE™®*

THANMNE YOU
“qFRAR1ICO*
THE KIMNGDOM

IS SAVED*

MO TRHRHY

} A MORE
| DIFFICULT

W-111 23 o

N
g .I"-- ..l'«.1 ﬁ\ -ﬁ."TI-

2) DON'T STOP

The second condition that you
must conform to in order to
reach World 9 is to play
through the first eight worlds
without quitting.If you choose
the "Save & Quit" option or
reset the game at any point,
you'll be locked out of the
_ world. You can, however,
UL U choose "Save & Continue" as
o many times as you wish.

r COHNTIHUIE

SRUE S CONTINUWUE
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TIME> 400 COINS " 16

DIFFICULTY > A ENEMIES > O THE LOST LEVELS
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THE FIREBALL CHALLENGE

Having completed
the first nine worlds,

STARTC you can perfect your
- sl ————— i ————— skills by playing

DOWN TO THE NO NEED TO FIGHT g g
CLOUDS Koopa appears in NO LAVA PIT ATTRACTIONS below with Fireballs.
This pipe serves as an alternate this narrow While you can
entrance to the Coin-filled passage. Avoid approach the edge
bonus area. After you sink into the ousted King of the lava pit in this WORLD 1-4
the pipe, you'll find your hero of the Koopas by area, thereisnoway [EEEEEE————— | | yo3a  MORE0  TINE
climbing an invisible vine up to leaping through to cross the surface
the clouds. Collect the Coins the hole in the of the pit and there
and return to your adventure. ceiling, then run are no items of

along the roof. interest nearby.

4

TIME> 400 COINS "~ 0
DIFFICULTY > A ENEMIES > OOO0OODD
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START C

FIERY FIEND

Before you get to
the end of this water
stage, you'll
encounter a flaming
Podoboo. Watch it

A MESSAGE IN THE
BLOCKS

When you reach
the end of this
ultimate Lost
Level, you'll see a

WORLD 9-3 » BOWSER

MUSHROOM KINGDOM PARADE

Various Mushroom 38830 smp
Kingdom enemies
will approach you
one at a time in this
watery passage.

WORLD A-4 » KOOPA TROOPA
WORLD B-4 > BUZZY BEETLE

You can easily avoid message in the carefully and move WORLD C-43 » SPINY
them by swimming block formations. quickly to avoid it.
toward the surface. WORLD D-4 > BOWSER

&6 NINTENDO PLAYER'S GUIDE SUPER MARIO ALL-STARS 6/




TIME» 400

--------

POWER POINTS

Pop a Koopa through the
space between the blocks,
then hit the shell in the air for
8,000 points.

START C

&

HIT THE CEILING

falls through the next opening.

DIFFICULTY > D

Use the Spring to bounce up and pop a 1-Up
Mushroom from the brick. Then collect it as it

COINS = 103
ENEMIES>» BOOOD

UP AND OVER

You'll drop to the top of this
row of bricks from the bonus
area and avoid a tricky jump
below.

REBOUND 1-UP

Kick the top Koopa shell to
the left, then follow it as it

plows through the enemies
for a 1-Up.

TIME» 400
DIFFICULTY > C

COINS ' O
ENEMIES » QPP

P

MUSHROOM RECEPTION

If your hero is small, the Power-Up item in this
row of bricks will be a Mushroom. Run to the right
as it slides and catch it on the platform.

468 NINTENDO PLAYER'S GUIDE
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STOP FOR HAMMER BROS.

After you clear the pipe, stop for a moment and
wait for a Hammer Brother to approach. Then
dash and jump over this pesky critter.

THROUGH THE ROOF

A super-sized character can
crash through the bricks and
jump to the top row.

HOP AND HOP AGAIN

A small character's only way
to the roof is to jump onto a
lift here and jump again.

THE LOST LEVELS
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WARP ZONE
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TIME > 400 COINS » 27
DIFFICULTY » D ENEMIES» OO RD
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WIND WARNING

You'll be hit by a
strong gust while
running on this
cloud platform.

POLE VAULT

If you hit the Spring just right here, you'll have
enough air to clear the top of the pole. Then
you can move on to the Warp Zone ahead.

Now that you've 005200
survived several
underwater stages,

Let the wind the danger of R, sty
blow you as you Bloopers. This mid- [ i
go and try not to air Blooper is not as e
lose your menacing as its | _
footing. fishy buddies. et =
S— 9 : ' - |
WARP ZONE
r
KEEP HOPPING
When the Fire-Bar |IESEE o0  (Blaca” 427 A LONG WAY BACK
Ilg}:; 3:“ moves out of your | ;
anFI‘"lw *n “'I:ay! jJump onto the No matter how far you advance in
eNemies > OB DD Fire-Bar block, then the levels of World 8 and beyond,
jump with super you will always start from the
speed to cross the beginning of the level after your
long gap and character bites the dust. That's

land on the stairs.

one more reason why these are
such challenging stages.

START P

SAFETY ON THE EDGE

The Fire-Bars will not
scathe your charac-
ter if you stand on
the left edge of the
Coin Block. Wait
there, then grab the
Power-Up when the
timing is right.

CLEAR THE KOOPA

You can stomp
this Koopa
Troopa and send
it sliding to the
right. There's no
danger of it
bouncing back.

VALLEY OF THE PODOBOOS

Five Podoboos pop
up and sink back
into the lava in this
area. Start jumping
as they are on their
way down.

DASH AND DOUBLE HOP

Approach the edge
with a super quick
dash, then jump on
the ornament at the
end and jump again.
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WORTHLESS 1-UP

Since you have endless
chances to continue, this 1-

Up is not needed.

TIME > 400

DIFFICULTY » C

BLOCKED BY A BLOCK

Watch out! If you wait under a hidden block to stomp a Koopa,
you'll jump with less height than you expected.

COINS = 87
ENEMIES » ©OO0OD

5
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| START CJRCS
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DROPPING A KOOPA
A Kﬂﬂpa G 2 HORLUDIERT ™ ES
Paratroopa OO0 0o Bl oo N c s - T L. C I

bounds down
the stairs near
the beginning of
this water stage.
If you're not
careful, you'll be
trampled.

NINTENDO PLAYER'S GUIDE

TIME > 400

DIFFICULTY » D

COINS " 62
ENEMIES> OORD

STAY GROUNDED

Go below here
to avoid the
hopping Koopa
Paratroopa that
rules the top of
the blocks. You
won't get the
Coins, but you'll
be safe.

AENEEEER N dcedconnnnn

BLOCK PARTY

A trio of hidden blocks in this
row of bricks make for a solid
platform when they materialize.
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DON'T SINK

The low route is |
safe and Coin- xa,w;_“_;“__:_*"__mﬂr;ﬂ
filled. Swim

steadily and

make sure

that you don't
let your hero go
below the
bottom of the
screen.

MID-AIR BONUS

Hit the block on the
far right and jump
when the Power-Up
Mushroom flies.
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LONG, LONG FIRE-BAR

This extended

Fire-Bar swings e e
freely in the

wide open
space. Follow
it as it goes
around and
head for the
exit.
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START I)

KOOPA HOP DANGEROUS
Move forward on the ledge LANDING

STOMP FREE ZONE

Instead of stomping the pair
of Koopa Paratroopas in this
area, you should target the
pulleyed platforms for a better
chance to advance.

QUICK CATCH POWER-UP DASH

Pop the block as you ride the sliding platform here and grab the If your character is super- until you can see the next \
Power-Up Mushroom before it drops. Then, secure your footing on the sized, hit the bricks quickly ledge, then wait for the ;:f?ﬂrﬁzg?f:tﬂﬂ;{ﬂg this
platform or the block and jump to the next challenge. to clear away one and make Koopa to approach and take I'EEIEi-: to the Kunc:-pa rigyhtu

a I;ire Flower appear in the two quick hops to your goal. when you land before it gets
ther.
other too close.
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TIME > 300 COINS 10

DIFFICULTY » D ENEMIES > OOOFED
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WARP BEFORE BOWSER

Sink into the last pipe in the dungeon and you will
go straight to the World D Warp Zone.

FOR EXPERTS ONLY

You can catch this Fire-Bar-guarded Power-Up if
you're fast.

LOW CLEARANCE

Riding this sliding
platform is the
only way across
the gap. If your
nero IS super-
sized, he'll have
to duck in order
to squeeze

under the bricks.

FAMILIAR SURROUNDINGS

f you sink into the first or third pipe in this part of
the passage, you'll go back to the beginning.
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TIME > 300
COINS " 0
DIFFICULTY » D
eENEMIEsS > OO

BOWSER
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TIME» 400 COINS 92 THE LOST LEVELS

DIFFICULTY » € ENEMIES » OO0
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START O

BOUNCE FOR HEI

WAIT HERE NARROW GAP Altitude is more o255,
Position your You've perfected the important than dis-
plumber to the If your charac- Koopa Paratroopa tance in this situa-

Bounce by now.
Jump to the
right and target the
Koopa to bounce off
of its back and land
on the bricks.

ter is smaill,
dash and jump
between the
pipe and the
row of bricks
to reach the
Power-Up.

tion. When you
bounce off of the
Koopa, take advan-
tage of the extra air
time and land on the
bricks above.

left of the pipe.
Then, when the
Piranha Plant
sinks and the
Koopa walks to
the left edge of the
bricks, jump and
bounce off of the
Koopa to the top
of the next pipe.

bbbbb

P,
e 2088GGG00” 4 W L - 'HE . ®E . "“SEEm 4 S
START O
BLOOPER WATCH | DASH ACCURACY A LONG WAY TO KOOPA POWER IN THE AIR
The Blooper on the You might remember a section of World 4-3 that The Koopa Paratroopa in this area hovers near the Jump up when the slid-
bridge will close in on was very much like this long, open gap. Run with right edge of the gap, leaving a big space ing platform is posi-
you if you wait too super speed and hop onto the blocks with all of between the left edge and itself. Walk to the right tioned under the
long. Move quickly and the expert-jumping skill that you can muster. until you see the Koopa, then back up, dash and Power-Up here, then
cautiously with your Then, pat yourself on the back. jump. With luck, you'll hit it. jump again and collect
eyes on the enemies. the Mushroom.
s

TIME» 400
COINS " 29

DIFFICULTY b €
ENEMIES> QO R BD
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TIME>» 400 COINS 10
DIFFICULTY > € ENEMIES » OOOODE

MID-STAGE POWER-UP

Position your hero between the row of
blocks and the bluff in this area. Then
jump up to pop a hidden Power-Up
block and get your

character into fighting shape.
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START ©C

FAMILIAR SURROUNDINGS

World C-4 is much like World 7-4, only this level opens with an
additional Fire-Bar. Dash past the extra obstacle and move on.
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TIME> 400 COINS O
DIFFICULTY > € ENEMIES » OO DD
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WIND LOSS
LAKITU TROUBLE NOWHERE TO RUN . , .
The wind stops blowing when you reach this area.

A Lakitu hovers near this Be careful! There's very little room to get away Don't let it affect the way that you jump.

Spring. Make sure the air is from the Lakitu in this area.
clear before you jump.

ARH IO
(FRsdERofn]n]

UPS AND DOWNS V-SHAPED HOP

The bricks in the corners of this boxed-in area will keep you from hiding from the Fire-Bar. Instead, you'll have

This open area of the dun-
to move very fquuc:rl-cly,nr Ieapmg frnrn the left edge to the center to the rlght edge without stuppmg

geon includes five lifts.
Power-Up by popping up the
hidden block first, then leap
from the block to the closest : e .
lift. If you're light on your feet, | 4 ; : : ] s

you should be able to hop >N I . Lt : =—ms ;\g s 2‘2

across the gap with ease. : = ) N Te : PIRPIIION
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START O

THE LOST
TOUGH BEGIHHING MUSHROOM SHORT RUN, HIGH JUMP
This level has 32658c 8 oo SOl 5251800 e molHRELR Hit the back of ' There's a
two challenges. a Koopa S;Eisfﬁ : ¥ Power-Up in
You must first Paratroopa to Coln Boort ﬂ the floating o
pass a pair of |# st it | “SBE | launch your  [RSSREEGERRS s Bov el i U Frlck.ﬂ?as_hilﬁﬂ 2
Hammer Bros., w3 B : hero to the top - by bricks. If S5V ‘-J 0 rom the rig
then clear a =3 [~ brick. Then ; your hero edge of the
long gap by : - D . O jump again to is small. it is grnu_nd block
bouncing off a [ &geR I - '8 . _~ reveal a 4-Up lirreachable. and jump to
Koopa. Ry | {[FEF X I = Mushroom. pop it out.

TIME» 400 COINS 25
DIFFICULTY > € ENEMIES » O©O0O0OEBD
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TIME» 400 COINS 65

DIFFICULTY > € ENEMIES » OO0O0OPBD
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HOPSVILLE MUSHROOM DOUBLE BONUS ACCURACY COUNTS

KICK AND DASH

Once you flatten the Koopa Upside-down Piranha Plants RETRIEVAL When you bounce off of the Koopa in Ihe fleatng DIack In i area © & NATow
kick its shell and run with super cause trouble here. Hop across After your pint-sized plumber tﬂ's ar?ﬁ tand climb ftge vine, you'll be on ?h”; E{;gf;ﬁgggmlb?ﬁzﬁ:‘w jJump to
speed to clear the narrow gap. the gaps and avoid the plants. pops the Power-Up, hit the the path to a pair of bonus areas. P g.

brick to the right so that he can
collect it.

« BOMNLIS

L= L st

.
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0

CANNON HOPPING

As you leap from one
Cannon to the next here,
make sure that a

Bullet Bill isn't launching g
from the next Cannon up. K

HAMMER HI-JINX WATCH FROM ABOVE

A Hammer Bros. duo causes Wait at the top of this
trouble here. Dash and jump stack of blocks for the
over the Bros. and between the Hammer Brother to
hammers. close in. Then jump off of |
the blocks and stomp or 8
pass.

NO BILL ZONE

By standing next to this Bullet Bill
Cannon you can keep it

from releasing shots as you wait
to collect the Power-Up in the
area.

TIME > 400 COINS ' 9
DIFFICULTY > € ENEMIES » O OOBEP

TIME > 400 COINS 47

DIFFICULTY > € (01139 g4 1517 11201411671 7118

STOP, THEN STOMP

Wait for the Hammer Bros. Muve; to the right until
i on the left side, then stomp the Piranha Plant
| ‘'em. comes into view. Then |

®

jump when the pipe is

L clear.

LONG JUMP, LONG BAR

Run under

Jump across | Bowser's bick GRAND FINALE
T orey KV Y sl et ol PR .

s:::ir? ZEtﬁse t Y K “I’f;;'*rﬁ"; ﬁ;ﬁ?{,ﬁ,; T; ' ; T You've met Bowser

Fire clears e anl dnibile - many times to get to

away, then hit i S0t xR [ | back to collect this point. Now, beat

the ground A the Power-Up him once more to

dashing and -~ == = . o ol st o mincid i complete the last Lost

EPTITTYYYYYY PO OO OO Level.
run to safety.

BOWSER

82 NINTENDO PLAYER'S GUIDE SUPER MARIO ALL-STARS 83

© B




ASSIVE 1-UPS

If you're a master at Koopa crunching, you
can accumulate a lot of 1-Ups by letting a
Koopa shell bounce between your character

After you pop the Power-Up out of
the bricks and collect it near the
beginning of this level, corner the
Koopa Troopa on a single brick to the
right. Then clear away the Ups.

and a wall. But, don't collect more than 100
1-Ups or weird things might happen.

WORLD 1-2 PART 1

surrounding blocks, stomp the Koopa
and jump onto the left edge of the
Koopa's shell. The shell will bounce
out of control and start to register 1-

WORLD 1-2 PART 2

Hit the Koopa Troopa from below in
the area pictured and continue to hit
bricks until the shell ends up on the
bottom step of the block stairs. Then
hit the Koopa shell from the left side.

Hit the Koopa Paratroopa on the
bridge and let it walk to the left
edge. Then arrange it so that the
shell bounces back and forth
between your hero and the top step
for a ton of extra lives as previously
described.

If you hit it just right, the shell will
bounce very quickly between your
character and the second step. You'll
first earn points, then 1-Ups.
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You probably have a good idea of what it takes to earn a
lot of 1-Ups with this technique by taking a look at the
above examples. Listed below are more places where
you'll find 1-Up opportunities.

®WORLD 2-3

O®WORLD 6-1

®WORLD 7-1
OWORLD 7-2
®WORLD 8-2
®WORLD A-1






UPER TEAM

200000000 0000000000000000000000000000000000C0C0R000R000000000000C00000OO0OORROOROORRRYY

What a team! Banded together for a huge
adventure are Mario, Luigi, the Princess and
Toad, her faithful retainer. Each character has

MARIO ==

Mario can walk, jump, squat,
slide, climb, swim, fly,

float and stomp. Those are
just the basics. How about a

pick-up and kick move? JUMP POWER
He's a well balanced guy!

(e

For the first time, the
Princess is playing more than
a waiting game. She's very
talented at floating into action.

()

JUMP POWER°
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special talents. Get to know them well. You'll
need all their skills to get you through the
challenges.

LUIGI

Mario's tall, slim brother has
a few tricks of his own. Those
long legs are good for extra
high jumps. And his running
ability isn't too shabby either!

JUMP POWER S SE

TOAD SPEED

He's happy. He's loyal. And
he's a helpful member of the
team in a pinch. The Princess'
retainer, Toad, is not hindered
in the least by the weight of
Items as he scampers along.

JUMP POWER




ASIC TECHNI

QUES. ... 2

[ JUMPING ‘I [7  SUPERJUMP | |[. RUNNING JUMP

While at a standstill, press "A." Your body flashes after you squat Press "A" while running, and you
You'll jump up and down, but not by holding Down on the Control Pad.  can jump much higher than when
very high. Pretty simple! Press "A" while flashing. Super! you jump from just one spot.

(> LIFTAND THROW | |: DIGGING k| DUCKING :

With the "B" Button, you can pull Press "B" repeatedly to dig into Throughout the crazy dream world
up the grass and even pick up and the soft sand and move downward. of Sub-con you'll find you want
throw the nastiest enemies. If you can, grab Cherries. to duck out of danger! Handy.
' . E‘_a. >
D oA |
: CLIMB ‘| [ PpoPINTO PIPES | |: DOORWAY 1
Some blocks contain magic vines Just press Down, and slide! Press Up when you're in the
that you can climb to reach What a way to get around. Try doorway to open the various doors,
bonus stages or secret rooms. going up an upside-down pipe. some of which are invisible!

; SUB-SPACE ] HE WARP ' | SLOT GAME ;
Take a potion to get through a The land of dreams has a Desert, If you do some weeding when you're
door and into Sub-space. Then Island, Winter Wonderland, Koopa in Sub-space, you get to play a
find a mushroom and Power-Up! Castle and more. Warp through matching game at stage-end.

doors.
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to enter new or hidden areas. This list will
help you identify unfamiliar items that you find
along the way.

All of these items will help you on your quest.
Use some items to get the best of your
enemies, some to restore your life, and others

SPROUT

BOMB

It's not full grown, but
you can still use it to
attack the bad guys!

W

e

»>  BOB-OMB <

Although he's an enemy,
Bob-Omb can also be
thrown like a Bomb.

1-UP MUSHROOM < »

This is especially helpful.
Just reach out and catch
it.You have a whole new
life!

£2

B> SUB-SPACE MUSHROOM <

This Mushroom appears

only when you enter into

Sub-space at one certain
spot.

>  HEART

4P

Defeat a lot of enemies
and a Heart appears. It's
great for your Life Meter.

STOPWATCH

An important trick is to
count and remember all
the vegetables you have
found.

In Sub-con, the World of Dreams, you will find
many strange creatures lurking at every turn.

They are Wart's "moppets."

This wandering
Zombie of Sub-
con Is weak.

& E VEGETABLES 24

Use them to attack. You
may also get a
"Stopwatch" each time
you find five.

SHELL

When you throw it, it will
glide on the surface of the
ground and "shell" the
enemy.

It will flash and explode
a few seconds after you
pick it up. Try it on walls.

Throw it and create an
earthquake! Enemies on
the ground will be "all
shook up.”

POTION

Use the Magic Potion for a swift voyage to Sub-
space. You'll need it to find mushrooms and

Coins.

You need it to unlock a
door. But you can also
give it a turn at enemies.
Yes!

STARMAN

It may appear when you
have enough Cherries.
You'll be invincible
against enemies.

& E COIN

The grass you pull up in
"Sub-space” will turn into
Coins. Handy at the
Bonus Chance Stage.

Sometimes when you pull
up grass, a Rocket
appears. Take off with it.
Zoom!

CHERRY

If you manage to pick up
plenty of bonus Cherries
in your adventures you'll
get Starman.

MUSHROOM BLOCK

Throw it to attack the
enemy. Use it as a lid, or
use it as a take-off base.

These enemies try to foil the efforts of the
brave foursome. Some enemies look different

in this All-Stars version.

He moves back
and forth on the
hills. Avoid him!
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gm

e's related to
Shyguy. Watch Lo
out for bullets!

He moves back
and forth and
shoots
accurately.




He jumps then
spits a bullet.
Learn the
timing.

This fellow is
mean. He
attacks by
diving at you.

If you have a
Key, Phanto will ||
chase you.

024

Omb, so steer
clear or get him!

<

A bad guy likes [#48
to ride Ostro--
your way!

@4

He's not nearly
as hot as Fryguy
but watch out.

FRYGUY

This nightmare
has a very hot
temper.

Each area of the game has
been rated for difficulty. A is
easy and E is brutal.

MAP SYMBOL KEY Y SPROUT
& BOMB

O _cravsuirit_JEG NN
This Ninji moves
fast and chases
you persistently.

<) PINK BEEZO

This is no rose.
Study the
pattern of his
movements.

> TROUTER
This fishy fellow

IS a little stinker. | - |
Scram! ~

Let Pidgit float
by if possible.

This crawling

cactus makes a [ :

point--ouch! o

The best way to
deal with this
egg tosser is to

toss 'em back!

CLAWGRIP

He scuttles bac
and forth and
throws rocks.

i

This Ninji jumps
around, but
doesn't do
much damage.

¢> HOOPSTER

If you have to,
jump through
hoops to avoid

Hoopster.

< BoB-oMB

Here comes a
hot foot! Don't | ™
step on him.

This bird is no .
feathered friend. k.
Watch the beak!

PORCUPO

This spiny fellow
IS a real pain to
run into. Jump!

IR0 BRDS,
2

PANSER

Stop Panser's
hot air by toss-
ing Shyguy at
him.

This slithery
fellow is trouble
In a jar.

This fellow (o He looks like a
makes for an harmless little
explosive N blob. Don't run

encounter. into him.

ER
This super-cool =
mouse hits you —

Oh, no, a three-
headed Fireball

with Bombs. : ”f';- thrower. Get
Bomb him back. help!

€l)  WART

This Boss has 0%

lots of special
tricks.

R

The enemies found in the
stage are listed by number.
See the enemy list above.

= _
Doty 5 s o000 3

VEGETABLES

POW
UB-SPACE MUSHROOM

KE

]
€ BOB-OMB @
*%* 'I-l{l{P MUSHROOM % POTION

ROCKET
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DIFFICULTY > A

START U
E

SUPER-JUMP SHORTCUT

Hop on Tweeter,
then squat. When
"TWEEE" hDDS.
jump high to
avoid a waterfall.

BLAST THE WALL

Pull out the grass
on your right. Get
the time bomb.
Now, when it starts
flashing, heave it.
Your timing is criti-
cal.

©

vy
A1t

g
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ENEMIES » OOODDD

BEAT BIRDO

Catch the eggs and duck be-
hind the stone steps. Now
wing 'em! Three hits is it!
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HEAVE SHYGUY AT PANSER!

Panser is spitting flames at the top of the steps. Throw Shyguy (below)
at Panser. You're cool!

START D

DIFFICULTY > ¢
ENEMIES >

. i | ——
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DON'T FALL BEHIND

Who's the plucky boss of World 2-17 Birdo!
Throw three eggs at him, and he'll be one
plucked boss. Watch out. Don't fall into the
chasm right behind him!

DIFFICULTY > C
ENEMIES > ¢

USE THE MUSHROOM BLOCK

You don't have to take the heat from Birdo. When he
spits fireballs and eggs at you, retaliate with three
Mushroom Blocks heaved from above. Bye bye Birdie.
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GRAB A CHERRY, AND KEEP GOING

If you have already picked Cherries, you'll meet up
with Starman. Grab that sand and start digging.
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SPEED TO SAFETY

There's trouble ahead at the top of the stone steps.
Cool off the two flame throwers with something at
the bottom of the steps— or hot foot it out of there!
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DIFFICULTY > C

ENEMIES >

.
it
b
an
s
e
-
b=l
i
-
[ =5
e
[
o
-
o
[
-
e
e
=

START O
p
COINS OR WARP?

In the secret room,
there's a Potion
hidden in the
grass. Use it for
gold or shortcuts-
If you can find it!

e ety
T i
e L

T

e S il

Y YY& Y

DIFFICULTY » D ENEMIES > QOO D DDD

. Y

pou
-
SUB-SPACE 2 SHORTCUT
You've cleared the underground! Before entering Uh-oh. A wide, bottomless pit. Luckily, you have
Sub-space, destroy the floor on the right with a two broad-jumpers on your side; Princess and
bomb. It's the only way to grab a Mushroom. Luigi. Switch to one of them, it'll save you a lot of
time!

A P
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P
A SHORTCUT FOR THE PRINCESS O

If you're playing with Luigi
or the Princess, jump from
here to the left. A secret |®

e e e i e e i e o o

R g g g g ey
i e T e M N

T T w2 B g g g e iy

B e e e e e e e

...........
e e

door! =

R LUIGI
5

HERE COMES THE FLYING CARPET

SR T

- Defeat Pidgit as in World 1-2.
= Fly up on the carpet. Grab the

SUB-SPACE 2
Descend the ladder. Find the
Potion in the grass (right).
The Mushroom is a cliff-
hanger.

THE BOMBS KEEP YOU AHEAD

Use the Bombs above to blast the 1st and 2nd
walls. Then use the Bombs below on the 3rd
and 4th walls. Watch out for backfires! Ouch!

USE THE MUSHROOM
BLOCK

You already know how to pluck
Birdo's feathers. Use the
Mushroom Block on your left
or throw back the eggs he
spits at you. He's one long-
gone bird brain.
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DIFFICULTY » D

I E3 1 1213145161 7 1001 2115016019]20[24126

SUB-SPACE 2

There's a Mushroom hidden at the top of Room
1 but the Room is locked! Get it with the pot
between Rooms 1 and 2. Beware of trouble-
makers!

SUB-SPACE 1 AND
DOUBLE POWS

If you have a POW inside Sub-
space, and Sub-Space

disappears, you'll get two
POWS! Weird.

HIGH JUMP FOR SPEED

First, the normal stuff. Go to

the top door in the room

"C" to get a key. Then enter the
door "E" on the map. But if you
know this tip, here's a shortcut.
Near the door in the room marked
"D", jump on the Ninji and then

lift him up, carry him to the door
marked "F", put him down. Now
when he jumps, you jump from his
head for a shortcut. Super Jump!

T— MOUSER

Now it's time to make peace in World 3. But
watch out! Heeere's Mouser. Remember how
to deal? Catch the bombs, and send back six.
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ENEMIES > (B
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DIFFICULTY » D
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GET ON THE EGG

Wait on Birdo's right side to
hitch a ride across the ocean
on a flying egg. Scramble!

FEFEFEF. LA A A4 A 44 444 4.
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RIDE ACROSS

The whale
spout will carry
“|you to the
Cherries. But
don't blow it!

ADVANCE ON AUTO BOMB
Avoid thorns! Catch the Autobomb.
A Cherry gets you Starman.

DIFFICULTY > D ENEMIES > QOO RDHD

FRYGUY

You'll need all your Mushroom Block-
throwing skills if you think you're
even going to dent Fryguy's hot head.
He even divides himself into four!

t ” A "=F- ;

WARP TO WORLD 6

You can Warp to another World §
through a jar. Carry your Potion
from the left side of Map 2

and create Sub- space.

FEFFEFP

el el R A
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LUIGI AND THE PRINCESS MAKE GOOD

These two characters can really jump, so take the gap
at full speed with either one. Hold the "Dash" button
(Y) and jump! Either way, you're in the clear.
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DIFFICULTY » D ENEMIES > BPOHODD

DIFFICULTY > C
ENEMIES > QOOPDBD
(15119120125

3 PR e e o e o o EOE ke on o EE O R o

DIFFICULTY » €
ENEMIES >

5 @

WARP ZONE

A power squat jump
alone isn't enough to e
reach the jar.
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DIFFICULTY > € ENEMIES > OO ROOADD

DIFFICULTY > C

ENEMIES» OB

START C

DIFFICULTY > D ENEMIES > OO 0O DB DBADDHD

........

AVOID THE BOB-OMB

Here come Bob-Ombs ! Just climb the ladder and
wait.They'll self-explode and blow up the jar.

e
TRYCLYOE

Beat the Boss! Build a wall
with three Mushroom Blocks.
A Lo £ .2 Stay cool! Now fling the

Blocks--at least three bonks!

CALL STARMAN

Use the Cherries you grabbed to blast the lower
wall. Get the 5th Cherry, and take off with Starman.

SHORTCUT
Quicksand. Move left to a door et
in the Warp Zone. : Wy

=

.
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MUSHROOM BLOCK FLOOR

Pull out the Blocks at your feet. Keep

DIFFICULTY » D ENEMIES » OO0 DEDDE going down. Watch for Sparks. Throw
Blocks. Pick Cherries. Starman helps too. :

R R

RETURN ON ALBATROSS

Get the Albatoss.
Watch the pole.
Jump! Back to Map 2.
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TWO WAY

In this map, you can go up (G) or down (F). It doesn't
matter, since you can enter Sub- space from either area to
grab Mushrooms. You can also get to Wart either way.
Increase your life meter to four at the end and go on to
meet Wart. Now is the time to wonder whether or not you
really want to look at this loony tune.

DIFFICULTY » € (3 [901[39 1 12 13 16 J10012]14115019[24125[30

PILE UP BLOCKS AND JUMP

| rime i i Pile up Mushroom Blocks and squat
- jump to the cloud. Watch the Sparks.
Get rid of them with Blocks before you
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way near the top of
the chain.Get past

him by ducking under
or jumping over him.
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WHAT ARE YOU DOIHG BIRDO?
Birdo is blocking your |B

; ‘T I8

".'f-.

SLIP THROUGH BY A

HAIR'S BREADTH

Sparks are flying! Run
fast or get fried.
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TAKE THE LAST KEY

Here, you'll find a Key
to the door leading to
Wart's digs. Take the

Key, open the door-

guip.
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MASK GATE ATTACK

Grab the crystal, but
beware the Mask Gate!
Three hits, you're in!

FINALLY, WART

This will take all you've got
because you are up agaihst the
ultimate bad guy. Sly, wily
and downright disgusting.

Wart pulls out all the stops.

Go for it!







Mario flies, swims, throws things and turns
into a rock in Super Mario Bros. 3! Grab a

~

RACCOON MARIO

That taill So smooth and
stylish! It also allows you to fly
and sweep away enemies!

|

Super
Leaf

FROG MARIO

Your swimming and leaping
abilities will be enhanced when
you wear this aquatic outfit!

108

KURIBO'S SHOE

Try on this shoe to really get
some air! Too bad it's only
found in World 5-3.
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OWER-UP MARIO®
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MARIO |

The fun starts! Get
Power-Ups and you'll
really take off!

Fire
Flower

SUPER MARIO

You're big; you're bad;
you can take an extra
hit as Super Mario!

Tanooki
Suit

Kuribo's
Shoe

TANOOKI MARIO

This cool suit gives you all the
abilities of Raccoon Mario, plus
the power to turn into a statue.

. . invincible statue.

Power-Up item in the action scenes, or get one
from Toad's House to pump up your game!

'FIERY MARIO

Fire is cool! You can really
torch the enemies that come
your way as Fiery Mario!

i'-{;

y
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HAMMER MARIO

In the Hammer Suit, you can
toss powerful Hammers, and
the shell is fireproof!

STATUE MARIO

Press Down and B to make
Tanooki Mario turn into an

e -
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Check out all these moves! Mario has
almost total freedom to do almost

: WALk ;

Walk when you're taking
things slow and easy.

Use the A Button to
control Mario's famed
jumping abilities.

: LEAP OUT OF WATER

Press Up on the +
Control Pad as you jump
to leap out of the water.

: SQUAT :

To duck, press Down on
the + Control Pad.

Jump up and land
squarely on top of an
enemy to squish it.

. TAIL ATTACK

Press the B Button to
swipe your tail at an
enemy or ? Block.

: SMASH BLOCK -
P EE=FFT - i T NS TR AT

Hit blocks from below to
defeat foe on top, or to
reveal any secrets.

o &
A it AN N o S TS o TR 3 AP

Look for vines inside some
? Blocks. These often
lead to hidden areas.

ASIC TECHNIQUES

anything in the world from running
and jumping to flying and swimming.

: ACCELERATE :

Hold down the B Button
as you walk to accelerate
to high speed.

" SUPER JUMP :

Hold the A Button as you
jump onto an enemy for
an extra boost of height.

. FLY OR FLOAT :

m.

: SLIDING :

When you're on a slope,
press Down on the +
Control Pad to slide down.

Swish your tail as you fall
from the sky and you'll float
gracefully to the ground.

. PICK UP AND BOOT :

With a Koopa in its shell,
hold B to pick it up.
Release B to kick it.

L L
o SWIM ¥
To swim, press the A
Button to stroke and the + -
Control Pad to maneuver.
L &
$ PIPES .

i
yl=2

Press Down to enter a
pipe; jump and press Up tof
enter upside-down pipes.

. DOORS ;

Enter doors by pressing
Up on the + Control Pad.

SUPER MARIO ALL-STARS
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Learn to use the many tricks and quirks of
the Mushroom Kingdom's varied geography to

. JET COASTER JUMP .

Slide down a slope with a ramp at
the bottom and jump at the last
second to make a super jump.

. SHORT RUNWAY ACTION.

Sometimes you need to fly but only
have a small space. Quickly run
back and forth to charge your power
meter to fly.

. SQUAT AND FLY .

To fly into narrow passages, get a
running start and at the last second
before you're airborne, press Down
on the + Control Pad.
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X WARP "

[
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There are three Warp Whistles and
they will take you to a different part
of the Warp Zone depending on
which world you use them in. You
can use a Warp Whistle in the Warp
Zone to go even further into the
game.

FROM
WORLD1 |51
WORLD2-6 &

WORLD7-9 |t

DVANCED TECHNIQUES
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master the game! Warp zones zip you ahead
while items make the going easier.

. COLLECT5-UP .

Collect three of a kind of the world
end cards and you'll score 5-Up.

YOU GOT P CRARD |%&

‘ FALLING ITEMS .

The Mushrooms in the ? Blocks will
fall out of the block on the opposite
side from the one you hit the block
on.

TOAD'S CARD MATCHING GAME

The Card Matching Game will appear on the Map Screen
every time you score 80,000 points. Here are the eight

lots of stuff!

different game boards. Turn over all the matches to get

= Jel=l2l>
olel=I=1=I>
EEREDE

glelolel=]=
ajo~Jojofs
EACB0E

offejojefo):x
slalojofelo
d0EE08

SONCRE
of=jJojolale
lelolef==

CERRMNC
NCORERAE
CAEBCE

slojaielalo
EERERM
ECERCE

si=jal=jofo

EEENEE
BECERCE

ofsfofefofx
ofglejolale
SEEECE
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NLIMITED 1-UPS®

There are several ways to win tons of can be somewhat tricky to pull off, but
free lives in Super Mario Bros. 3. Each the rewards outweigh the hazards!

THE BOUNCING KOOPA THE GOOMBA STOMP

In areas with an endless supply of enemy projectiles, Stomp Goombas repeatedly without touching the
boot a Koopa shell so it bounces between two stationary ground and you'll earn extra points and 1-Ups. You
objects. It will bounce and take out enemies for points need to be Raccoon or Tanooki Mario and have an
and 1-Ups. endless supply of Goombas to pull this off.
O®WORLD 3-4 ®WORLD 1-2

MULTIPLE 1-UPS / 200+ COINS

Stomp an enemy and then @ WORLD 3-7 You'll find multiple 1-Ups @ WORLD 7- I’ORTRESS
jump onto a vine. When or 200 or more Coins in QU000 OHOOOO
the enemy recovers, some worlds. In these, 00000000000

0000006 0600
grab all the 1-Ups and ;

O
Coins, and then lose your g
life. You'll still come out 5
ahead and can gain extra
lives this way.

stomp him and again jump
back onto the vine. Just
like in the Goomba Stomp,
you'll get points and then
1-Ups for each enemy. h 2

AGICAL ITEMS

These items can be found only in White It's worth the effort and time to find them
Mushroom Houses or other secret places. all.

B> STARMAN <@ P> P-WING <@ P>JUGEM'S CLOUD<{ P> HAMMER <{

L
L
000
L)

I[": i)
000
F* L))
000

1
@
L)
O

Your friend The P-Wing This magical You can break
Starman lets you fly at cloud lets you boulders on
grants you ﬁ will for an bypass a the Map
temporary entire world. world entirely. Screen with
invincibility. this Hammer.
B> MUSIC BOX <@ D>WARP WHISTLEQ P> ANCHOR << B> 1-UP MUSHROOM <&
The Music Box Use the Warp The Anchor Valuable 1-Ups
puts the Whistle to prevents the are hidden
Hammer Bros. reach the Koopaling's everywhere in
on the Map Warp Zone. Ship from Super Mario
Screen to sleep. escaping . Bros. 3.
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RING ON THE BAD GUYS!

The armies of King Koopa are made up of a Mario! Your mission: get past, through or
variety of troop types. Their mission: destroy around them all!

RED KOOPA GREEN KOOPA RED KOOPA
TROOPA TROOPA PARATROOPA

GREEN KOOPA RED GIANT

KOOPA TROOPA

GREEN GARGANTUAN COLOSSAL KOOPA
KOOPA TROOPA PARATROOPA

PARA-
- BEETLES

BUSTER » BLOOPER PIRANHA
BEETLE NANNY 7 PLANT

HANGING » PIRANHACUS
PIRANHA PLANT » GIGANTICUS

‘I, VENUS FIRE

) LITTLE ' MUGGER
GooOoMEBA . ~ MICRO-GOOMEBA

‘1, PILE DRIVER GRAND
MICRO-GOOMBA GOOMEA

SPINY
CHEEP-CHEEP

<§» PODOBOO

?
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ROCKET
ENGINES

\, MORTON
& KOOPA JR.

¢$ BOWSER, KING
'” OF THE KOOPAS

| There are five difficulty
Know the time limit for your | ratings from A (Easy) to E
current stage. ‘ (Hard).

TIME> 400 DIFFICULTY > C

Look for the types of BEST MARIO ~ RACCOON Mario stands the best chance
enemies, listed by number, In an area if he has the form
encountered in this stage. | noted here.

MAP SYMBOL KEY
SUPER LEAF FIRE FLOWER & |FROG SUIT TANOOKI SUIT

HAMMER SUIT STARMAN ¥ | CONTINUOUS STARMAN 1-UP MUSHROOM
HIDDEN 1-UP MUSHROOM TEN COIN BLOCK | O HIDDEN COIN BLOCK MAGIC NOTE BLOCK
VINE A | SWITCH BLOCK || MUSIC BOX ©)| JUGEM'S CLOUD

WORLD DATA BOX KEY
SUPER MUSHROOM SUPER LEAF FIRE FLOWER FROG SUIT

TANOOKI SUIT HAMMER SUIT P-WING STARMAN
MUSIC BOX JUGEM'S CLOUD HAMMER WARP WHISTLE
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TIME» 300 ENEMIES >

DIFFICULTY > A BEST MARIO " RACCOON

TIME)» 300 ENEMIES > (DDBDD
DIFFICULTY >R BEST MARIO " RACCOON

FIND THE FIRST WHISTLE!

Squat on top of this block for 5
seconds and you'll fall behind
the bushes. Dash to the GOAL
to enter a Mushroom House
with the Warp Whistle inside.

TIME» 300
DIFFICULTY > A

ENEMIES> QOD

2324135
BEST MARIO - RACCOON

START C

TIME > 300 ENEMIES > QOD
DIFFICULTY > B BEST MARIO ~ RACCOON

114 NINTENDO PLAYER'S GUIDE

P To get at least 44 Coins,
start hitting the first 10 Coin
Block as soon as it appears.

To max out the second 10 Coin
Block, jump first from the ele-
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vator, then from the
platform below.

el ol ol il

WORLD 1 DATA

GRASSLAND

(¢S

In World 1-4, collect 44 coins and the White
Mushroom House will appear on the map.
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TIME> 300 speeele | FN N T r T, Boom
DIFFICULTY > B Defeat the Dry Bones, fly left I I § . BN FeeERe e e e e stomp him three times. You
ENEMIES» ODDHD and up, then right. When you | rrrrrr can beat all the Boom-

can't fly any further, press Up
for a Warp Whistle!

BEST MARIO RACCOON Booms with this technique.

|
A A d dddd,

e

START C

Ty . il . e gy S

TIME» 300 ENEMIES > OOPBDD ©.0_0 cooodado 0000 000
DIFFICULTY > B BEST MARIO  RACCOON 00 A-Q 000 e 8 o ‘9 00 00 G

KNOCK THREE TIMES...

To defeat Larry Koopa, simply
stomp him three times. It's easy to

avoid him by running underneath

when he jumps. You can beat all
the Koopalings by stomping them.

AN
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TIME> 300 DIFFICULTY > B
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BEST MARIO ~ RACCOON
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TIME> 300 DIFFICULTY »C ENEMIES » BEST MARIO » RACCOON
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In World 2-2, collect 30 coins and the White
Mushroom House will appear on the map.
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TIME> 300 DIFFICULTY > B ENEMIES > OOD®

BEST MARIO ~ BACCOON

444444

$
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START O

TIME > 200 ENEMIES» OO DD
BEST MARIO RACCOON

DIFFICULTY > €

TIME)» 300

DIFFICULTY > C

ENEMIES > QOO DD
(29135

BEST MARIO " RACCOON

BEST MARIS. ARCCOON

TIME)» 300

DIFFICULTY > C
ENEMIES > OFBD

BEST MARIO " RACCOON

START O

TIME)» 300

DIFFICULTY » D

ENEMIES > DHD

BEST MARIO ~ RACCOON
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TIME» 300
DIFFICULTY » D

ENEMIES > PED
BEST MARIO = FIERY

» After you get the first

TIME» 300 ENEMIES > ODD Starman, hit the indicated ?
DIFFICULTY > € BEST MARIO ' FIERY Blocks while you are invinci-

ble. More Starmen will be
inside!
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TIME» 300
DIFFICULTY » D

ENEMIES > QO DD
BEST MARIO  FIERY

START C

TIME)» 300 ENEMIES > ODDDDD

DIFFICULTY » D BEST MARIO RACCOON
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P Don't get your feet wet!
The turbulent landscape will
put you within reach of Boss
Bass, who can eat you even if
you're Super!
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TIME» 300
DIFFICULTY > C

ENEMIES > OHDH DD
24129138

BEST MARIO * FIERY

STARTCHER. .

LAKITU'S UNLIMITED 1-UPS'

Clear out the enemies near the Piranha Pipe. Find
Lakitu, then capture a Koopa. Kick the Koopa so

it bounces beneath the Piranha Pipe. Stand under

the pipe as the Koopa racks up 1-Ups from
Lakitu's Spineys!

BEST MARIO _ FROG '

- ' |

FOR FROGS ONLY'

Only a frog can enter this
pipe! Once in, hold Right
so you can reach the 1-
Up Block.

.,
AEAE EEEERE

TIME» 300

DIFFICULTY » D

ENEMIES > QO DD
BEST MARIO - FIERY

START C
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ENEMIES» DDHDD
BEST MARIO  FIERY

TIME» 300
DIFFICULTY » D

BOOM-BOOM

START C

» The ground in this world is

even more unstable than in WORLD 3 DATA
TN S World 3-3. You must quickly

make your way to the safety

of the vines!
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TIME > 300 s z i
DIFFICULTY » C & I e
ENEMIES > OPHDD

OS
BEST MARIO  FIERY

MmO nAn=w@P
g0 R A AE Al

¢ S

In World 3-8, collect 44 coins
and the White Mushroom
House will appear on the map.

BULLET BILL'S 1-UP FACTORY!

There are two spots where a Koopa shell
can take out Bullet Bills for points and 1-
Ups. Safe spots are on the ledge over the
wall, and on top of the Piranha Pipe.

TIME>» 300
DIFFICULTY » D

ENEMIES > DHPD
BEST MARIO ~ RACCOON

START C
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TIMe>» 300
DIFFICULTY > R

.._..:. - ! P D, 4%
ENEMIES> OOODD ; e L2
m — - @ | = R . =i RIS : =l .= .
BEST MARIO ~ RACCOON

FIERIE

» More quirky earth! To
collect 22 Coins, you'll have
to stomp the P-Switch to
make Coins appear!

' 37
BEST MARIO  RACCOON

START

I——— —— —

TIME > 400
DIFFICULTY » D
ENEMIES > DD

BEST MARIO " RACCOON

$

In World 4-2, collect 22 coins and the White Mushroom House will appear on the map.

BOOM-BOOM
128  NINTENDO PLAYER'S GUIDE
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»Pipe "A" is another STARTC S
entrance only accessible

with the Frog Suit. Inside,
you'll find bonus Coins!

lrl.l |-I--‘|| '] LR - -
aovDenaDn B

ENEMIES» DD
BEST MARIO » FROG

TIME» 300
DIFFICULTY »B
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» By entering the doors in
this World, you can change
the size of the enemies

from giant to normal! Cut
'em down to your size!

TIME > 300 4[4 1(39 1 1214 151617 [15018[22127)
DIFFICULTY > C BEST MARIO "~ RACCOON
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TIME> 300
DIFFICULTY » D
ENEMIES> @

BEST MARIO * RACCOON
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TIME>» 300
DIFFICULTY »D
ENEMIES » QB
Eﬁéﬁﬁ
BEST MARIO * FIERY
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AT m

TIME>» 300
DIFFICULTY > €

ENEMIES > 11116017,
BEST Mﬂﬂlgggilﬁlw
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TIME» 300 ENEMIES)> DPDPD

DIFFICULTY » D BEST MARIO ™ TANOOKI
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BOOM-BOOM

§

Use a P-Wing to find
three 1-Ups on the far

side of the tower. Two

» It's a magical pipeline

are hidden off the top
of the screen.

to the clouds! In the
aerial action that follows,
it's to your advantage to
be Raccoon Mario!
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ENEMIES )
BEST MARIO " RACCOON
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» To collect all 28 Coins, From H go to I. Drop out

b T

take the seven Coins on of I and go left. The

=
TIME> 300 DIFFICULTY> D €ENEMIES> OBHDD BEST MARIO ~ RACCOON 2.
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top, then go down pipe H. Coins have returned.
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SWITCH HITTER

Activate this Switch Block to make
the path to the Goal easier. You'll
earn extra Coins in the process!

>
TIME> 300 DIFFICULTY> D €ENEMIES > ODDDD BEST MARIO - RACCOON A

Q

L]

I'M GONNA GO OVER THE WALL

You can bypass the pipe if you're P-Wing equipped! Fly right over the
end wall to the Goal!
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ENTER STARMAN ) T sBeeane
Use Starman before you start this world. [y *
The indicated ? Blocks will contain

Starmen if you hit them while you are

invincible! *
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SKY'S NOT THE LIMIT!

Use a P-Wing to fly up and hit the Switch
Block in the sky. All the blocks will turn
into valuable Coins!

KY WORLD
S . ' ﬁ.'::::::l;: 3 A S D &
; TIME> 300 SV o G e B | Eé & 8
- DIFFICULTY > D f # C| @ F & 66 &
v ENEMIES > MM ----- In World 5-5,collect 28 coins and the White Mushroom
y BESTMARIO TANOOKINL., = | BEEsTossvssaee House will appear on the map.
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LAKITU REWARDS YOU

At the Goal, wait for Lakitu to toss
four Spinys before tagging the
card. You'll get points and a 1-Up!

TIME» 300 ENEMIES )
DIFFICULTY » D BEST MARIO " RACCOON

» World 5-9 scrolls
automatically up and left.
Jump from platform to
platform to stay alive!

TURN TURTLES INTO TREASURE'

Release a Koopa over
In Worlds 1, 3, 5 and 6, the top of a pipe to get
you can turn the wand- rid of it.

ering Hammer Bros. |
Into a Treasure Ship!
Collect a number of Coins
that is a multiple of 11.

Score points so the tens
digit in your score (the block away from a wall

second number from the and it won't hit you on
right) matches the the rebound!
multiple of 11. Finally,

grab the Goal Card when
the timer is on an even

number. Presto! A Treas-
ure Ship appears like ma-
gic on the overworld map.
On board,you can collect

TIME>» 300
DIFFICULTY »- €

ENEMIES» ODDD
BEST MARIO ~ RACCOO

Release a Koopa one

SELF-DESTRUCTING
TENDENCIES

Stand still in the center of the
plattorm! Ignore the Fire
Chomp and it will self-destruct
on your feet.

A FINE THANK YOU

TANOOKI SUIT

Finish the Koopaling's

Coins and Power-Ups. Ship wearing one of e———
the special suits and e .
: v e ol % o O P4
the King will give you a e s M’::f}{f:
different thank you |$28s L S
message! AL S

FROG SUIT

START O

TIME» 300
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ENEMIES > DPD
BEST MARIO ~ RACCOO
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BEST MARIO "~ RACCOON

» Start this World invincible,
and the indicated ? Blocks
will have a Starman inside!
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CLIMB FOR A COIN CACHE!

Use a Koopa to make the vine grow. It leads to a room in the sky full
of Coins!
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RENEW POWER-UPS

You can renew the Power-Up in the 7 Block using
this door! Get a Raccoon Leaf and fly!
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ENEMIES > DPDDD
BEST MARIO » FIERY

In World 6-7,collect 78 coins and the White Mushroom

House will appear on the map.
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TIME»> 300
DIFFICULTY > D
ENEMIES > OD

BEST MARIO * FIERY

START O

» Collect 78 Coins in cool
Koopa cash to make the
White Mushroom

House appear. You'll have
to be Fiery Mario to do it!
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BLAZE A TRAIL TO THE HAMMER SUIT
Hit the Switch Block and run right. Melt the ice with fireballs to

TIME » 300

gain access to the pipe. A Hammer Suit's inside!

DIFFICULTY » C

ENEMIES > QO DDD
BEST MARIO » FIERY

&

-
L ]

=L L R L R FE R PL PR P R e R R e e

LB B e e B B e D B e e D B e e B B B | [ ]

-_"
]

-.1'1.

R T T R T e e e e e e e ey |
(o B B b B el D e B B e D B e B B B B |

e R e

EoE_wS_S_W_W_ w_Ww
e e e

. . G o o L i G G G G ol . o . . L G G A G G Gl . N

'''''''''''''''''''''''''''''''''''''''''''''''''''

vvvvvvvvvvv

L
L
-

START O
D,

Ll o
Ll

LN O

L 2
-

g b i B b G G . B b o b o
L gl N N G N G N N N N G N O o
Ll N S N N N N A N N . a o
""""""""""
iiiiiiiiiiiii

11111111111111111111111111111111

L

L .

L —

START C -I-I-I---I_----.-I-I- ‘;;;Tl---."-‘"i:'-'-'-'-'-'-'-'-';F;; R R

e ®

TIME » 300
DIFFICULTY > €
ENEMIES >

BEST MARIO - HAMMER

DASH OVER STRETCH!

When Stretch comes close, hold down the B Button as you jump
over him and then run all out to the rignht.

FLYING ADVANTAGE

Dash from the start to fly over
the Roto Discs, collect a 1-Up
and avoid the conveyors.

MAGNETIC SPOOK

Attract the Ghost by turning
your back, then jump over him
when he comes close!

- Frr
B rrr
AALP sk

BOOM-BOOM

START O

TIME > 300

DIFFICULTY » D

ENEMIES > DD

BEST MARIO » TANOOKI
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START O

TIME » 300

DIFFICULTY » D

ENEMmIES » OOOD
BEST MARIO " RACCOON

CHASE DOWN THE 1-UP

Make the 1-Up appear and follow it
to the right. You should land on

one of the lower pipes without los-
iIng too much upward progress.

KOOPA DROP BLOCK KICK

Stand on the left ? Block with a
Koopa, kick him between the
blocks and the Power-Up will
sprout under you!
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START C S

» You can only collect the 46
Coins you'll need to make the
White Mushroom House

appear if you are wearing the
Frog Suit.

P Invincibility can be yours
throughout this world if you
act quickly. Hit the ? Blocks
while you are invincible, and
they will contain Starmen!

TIME» 300
DIFFICULTY » D

e i b o o ‘ ‘e Ve Ty NS ey, T T R

TRAPPED!?

Make all the Note Blocks
appear, then exit the area
and use the Note Block
bridge to continue.

ENEMIES OO DD
BEST MARIO - FIERY

A 1' A

-] {

TIME» 300

DIFFICULTY » D ENEMIES > OO DD2DD BEST MARIO » FIERY

In World 7-2,collect 46 coins and the White Mushroom House will appear on the map.
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P You can fly over the wall at  is no shortcut to the Goal.
the beginning of the world to Head back and enter the pipe
find a pair of 1-Ups, but there  to tackle the world!
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P This lonely fortress has his room through Pipe L in
only a single inhabitant: the ceiling of the room with
Boom-Boom! You can reach the checkerboard floor.
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TIME > 200 eENEMIES > BDD
DIFFICULTY > € BEST MARIO " RACCOON
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» You can use a P-Wing to
completely bypass the main
room of World 7-6! Fly up
and over!
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TIME)» 300
DIFFICULTY > D

ENEMmIes > OO

BEST MARIO " RACCOON

TIME > 200
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BEST MARIO  FIERY
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» Follow the red line through
the pipe maze for the shortest
path to the Goal!

]
B
~ = =
L
.
L
-
(!
-
L]
-
nm
-
|
.

Tl e P LR R T En e i BT T e e et T e T T P e e e [ T i T T e e T i, Dl e R T T e R i T el e T e P P o (BT T . (T, P T L e i T T IeL T
=i = AL ol mib U = z - e - T o X o - 1 il el ™ I = M Bl T " o g = - =

IR

START O

m
FIFIP) '

DOOO000000EQ 0000000000

TIME)» 300 ENEMIES » ODD
DIFFICULTY » B BEST MARIO - FIERY

[
L i

60060 H0DOO0

n M0 00 ﬂﬂﬂﬁﬂﬂﬂmﬂ

A A T - AT S W

TIME» 200
DIFFICULTY » €
ENEMIES >

BEST MARIO ~ FIERY

154

ENEMIES > DPD
BEST MARIO = TANOOKI

TIME>» 300
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eNemics > OBDDOODD
BEST MARIO " HAMMER

TIME» 300
DIFFICULTY » D
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SUPER MARIO ALL-STARS

~
AROUND THE CORNER

Jump up and "bend" your
jump around the ledge to
reach the pipe.
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START O

TIME» 300 ENEMIES » HDD
DIFFICULTY > € BEST MARIO - RACCOON
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BOOMERANG BRO

» Although you can swim underneath the battleships, it's
TIME> 300  DIFFICULTY> €  €NEMIES> DD  BEST MARIO » RRCCOON d. better to take the dry route if you're Super Mario. It can be

|
1
|
difficult to get aboard the ships once you're in the drink! ‘
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TIME» 200 DIFFICULTY>» D ENEMIES > DEDEHED BEST MARIO - FIERY

e o =

TIME > 200 DIFFICULTY > C
ENEMIES > D
e P BEST MARIO » RACCOON

-

LA B N NN

P If you have a P-Wing in
reserve, it's time to use it!

This world can be extremely
difficult without unlimited

BOOM-BOOM
flight power!
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» Explore every nook and
cranny of this tricky two-
sided fortress!
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SUPER MARIO ALL-STARS

BOOM-BOOM
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» Bowser's Castle is your
final obstacle! Take the high
road to the Goal!
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TIME > 400
DIFFICULTY > €

eNeEMIES > ODDDHPD
BEST MARIO ~ RACCOON

p
CONQUER THE KOOPA KING

Bowser's own weight will destroy the floor
of his chamber as he jumps. Avoid his
body slam and fire, and soon Bowser will
fall into a hole to his doom!

160 NINTENDO PLAYER'S GUIDE



€
Join the club!

Just sign-up for a full year of club benefits for $18 and get 12
issues of Nintendo Power magazine!

Way more than a subscription!

There's nothing like Nintendo Power Super Power Club--
we ve taken all the best parts of Nintendo Power magazine,
and Super-charged them to give you more playing power than
ever before! Just look at everything you'll get!

NINTENDO POWER SUBSCRIPTION--Your membership
includes 12 1ssues of Nintendo Power magazine.

Every month, you'll get valuable tips, strategies, full-color
maps and game reviews for all three Nintendo systems.
Plus, tons of other cool stuff.

POWER CERTIFICATES--When you're a Super Power Club
member, every year you get 836 in exclusive Power Certr-
ficates to help you get the hottest game paks at reduced
prices.

POWER TRADING CARDS--Each month you'll get six Power
Trading Cards— featuring stats and challenges for your
favorite games. Collect them all!

SUPER POWER ISSUE--In January, this member's only issue
gives you a year-end look at the very best of Nintendo.

It's packed with plenty of extras that you | only find in this
special Issue.

POWER CLEANING SERVICE--Get the most power out of
your Nintendo system with a free cleaning at your parti-
cipating official Nintendo World Class Service® Center.

Join NOW and choose your
FREE Player's Guide!

Get the Player's Guide of your choice with your paid
membership. That's an $18 value!

NES Game Atlas (code 2035)--featuring complete maps for 18
best-selling classic games! 180 pages of must-have info for
the serious player!

Mario Mania (code 2036)--including over 100 pages about his
new 16-bit adventure, Super Mario World. Plus fascinating
details, graphics and more about the oniginal video super
hero.

Game Boy (code 2037)-- packed with in-depth reviews on
over 25 top titles including ultra hot power tips, strategies,
maps and more! 180 pages of vital info to unleash the full
potential of your Game Boy!

Super NES (code 2038)--filled with tips, maps and tricks for
the incredible new line-up of 16-bit game paks that await
your skills and daring!

= Top Secret Passwords (code 2039)--160 pages of top-secret
e e e e shortcuts, winning moves, plus stage selects that let you
enter the game at any stage--no matter how tough.

CALL 1-800-255-3700 FOR INSTANT MEMBERSHIP!

MORE THAN EVER
BEFORE--STILL JUST

Order by VISA or MasterCard. Call Mon.-Sat 4 a.m. to 12 midnight Pacific Standard Time (PST). Sunday 6 a.m. to 7 p.m. {The Nintendo representative will need to speak to the person whose name appears on the credit card |



GET READY FOR MORE ACTION THAN A
BARREL OF BOWSERS

The best way to discover all the action packed into Super Mario
All-Stars for your Super NES is with this super-huge, super-
informative Nlnlenclo Player’s Guide. This 160-page guide
gives you fips, fricks, complete maps and litle known facts for
these super hits:

*Super Mario Bros. Super Mario Bros. 2

*Super Mario Bros. 3 oThe Lost Levels

In fact, this guide gives you everything you need to succeed.

It will help you find every Mushroom, every Fire Flower, every
Coin, every Starman. And it will help you avoid every trap and
defeat every enemy. I's a guaranteed winner!

YOU'LL BE LOST WITHOUT THIS PLAYER'S

GUIDE TO THE LOST LEVELS!

One day, deep in the halls of Nintendo, a game programmer
went berserk and created The Lost Levels. At first glance, it may %
look like your old favorite, Super Mario Bros., but then, SLAM!
NN | You run into a Poison Mushroom! POISON? Crunch! Your
e old tricks don’t work on the enemies. ZAP! You're
b blown away by a whirlwind. And oh NO! You

saved Toad instead of the Princess. Is there a Prin-
4 cess? This is tough. Really TOUGH. Play it at your
own risk. And don’t forget your Player’s Guide.
I¥s your ONLY CHANCE!
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