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This official seal is your assurance that Nintendo has reviewed this product
and that it has met our standards for excellence in workmanship, reliability

and entertainment value. Always look for this seal
Official

(Nintendo)
Seal of Quality

when buying games and accessories to ensure

complete compatibility with your Nintendo product.

All Nintendo products are licenced by sale for use only with other authorized
products bearing the Official Nintendo Seal of Quality.®

This product has been rated by the
Entertainment Software Rating Board.
For information about the ESRB
rating, or to comment about the
appropriateness of the rating, please
contact the ESRB at 1-800-771-3772.

KIDS 10 ADULTS

*© 1996 T & E Soft, Inc. Tetris © 1987 Elorg
© 1996 Nintendo Tetris® is a registered trademark of Elorg
; All Rights Reserved
Original Concept, Design and Program by Alexey Pajitnov

TM & ® are trademarks of Nintendo of America Inc.
© 1996 Nintendo of America Inc.



Thank you for selecting the 3-DTetris ™ * Game Pak for the Nintendo® Virtual Boy™
system. Please read this instruction booklet thoroughly to ensure maximum enjoyment of
your new game. Save this booklet for future reference.

A WARNING

This product MUST NOT be used by children under the age of seven (7) years. Atrtificial stereo vision
displays may not be safe for such children and may cause serious, permanent damage to their vision.

Before using the Virtual Boy, carefully read the Virtual Boy Instruction Booklet and the Consumer Information
and Precautions Booklet. Before playing, make sure that you correctly adjust the hardware, including the IPD
and FOCUS. Do not play if you are feeling tired. Discontinue use immediately if you feel dizzy, nauseated or
tired or if your eyes hurt or become strained. Do not use unlicensed or counterfeit games. Failure to follow all
instructions could injure you and cause serious damage to your vision or hearing.

For additional copies of the Virtual Boy Instruction Booklet, call 1-800-255-3700.

CHOKE HAZARD « SMALL PARTS
NOT FOR CHILDREN UNDER THE AGE OF THREE YEARS. Babies and young children could choke on the
Virtual Boy Game Pak cover. Keep the Game Pak cover out of reach of small children.

This Game Pak has a battery backup function to record the progress of the game.

CAUTION: Do not rapidly turn the power switch on and off, as this may shorten the life of the batteries and
cause the battery backed-up Game Pak to lose your stored information. n
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‘blocks are maneuvered and stacked within the “Well” in order to
etely fill each individual layer. The Well is a wire-framed display
e center.of the screen. Only on the Virtual Boy can such a game

concept become a reality!
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When using the Virtual Boy, several udwstmems must be muée before sturtmg 1he gum“’ orysur
health and safety, be certain fo pe:form these adjustments ¢ eacht itmé you*plny:i If y youwe gklsses
or confact lenses, be sure fo weur them whtle usmg the Vrrtuul Boy H ;f

Insert the Game Pak into the Virtual Boy, then turn the POWER switch
located on the front of the controller to the ON position. When the screen
pictured to the right appears, continue with the IPD and FOCUS
adjustments.

Press START fo display the “IPD and FOCUS adjustment screen.” Both
adjustments are made using this screen.




This adjustment sets Virtual Boy to the distance between your eyes (the
Inter Pupil Distance).

While looking at the adjustment screen, turn the IPD dial located on top of
the Virtual Boy unfil you can see a mark in all four corners of the screen,
as shown on the screen to the right.




This adjustment makes sure that you see the game image in the Virtual Boy display clearly.

Move the FOCUS slider to the CENTER POSITION as marked on the housing. For most people, the center

position should give you the clearest image. If the image is still fuzzy, adjust the FOCUS sltder nght or
left until the image is sharp and dlear.

Ddring Game Play

To access the IPD and FOCUS Adjustment screen during game play, press
START to pause the game. Select “EYES” using the Left +Control Pad and ‘

press the A Button. When the necessary adjustments have been made,
press START.




This Virtual Boy Game Pak contains an automatic pause function. After completing the IPD and FOCUS
adjustments, press START and the screen pictured at right will appear. The automatic pause is preset fo
the ON position. Nintendo recommends Iﬁui you ALWAYS set the automatic pause to ON. To override the
seiting, use < or > on the left +Control Pad, then press START to begin the game.

After playing “3-D Tetris” for 25 minutes, the game will present you with the Automatic Pause Screen. At
this point, please take a break and rest. Press START fo restart the
game.




Controller Functions

AT TR Changesthe perspecive ofthe Well./ Cancels men selecion,

While the L Button is held, the Left +Control Pad will control the direction in which th‘ew
Well tilts.

menu nems

SELECT Toggles between the clutom(ﬂ'*»E of “hon;of 1he Well? i
belng ON or QFF ,;;_iévfgi’i i T ;2: i
“ Accepis menu xtem / Sturts the game / Puuses

On the PAUSE screen, you can seled GIVE UP or EYES (IPD Ad|ustment)

‘ s | | i Reset the gume by pressmg the | Button, R Button,



Mukes the current block drop IONM R BUTTON

/ Adlvutes menu selemon

Roimes the il (@8 RIGHT +CONTROL PAD
as it falls./ Switches '
etween menu ltems

~ Rotates the blocks ockwise os they fall. A BUTTON
/ Adtivates menu selection. |

 Rotates the blocks counter-clockwise os  [R:R:11}0 (1]
they fall. / Cancels menu selection.

- SELECT, START, A and B Buttons simultaneously. : | | El



How To Play 3-D Tetris

On the Title screen, press either START, the A Button or the R Button to
move to the Game Select screen. On the Game Select screen, choose from
the three game types: “3-D Tetris,” “Center-Fill” or “Puzzle.”

Different types of blocks will appear depending on which of the three
difficulty levels (EASY, NORMAL and HARD) is set. The LEVEL semng alters -
the speed at which the blocks fall.




Selecting DISPLAY on the Game Select screen will take you to the Display Adjustment screen. On this
screen you may select BRIGHT to adjust the brightness, DEPTH to adjust the depth of the Well or EYES to
go to the IPD and FOCUS Adjustment screen. Additionally, the perspeciive of the Well may be changed on
this screen by using the L Button.

HI-SCORE

Selecting HI-SCORE on the Game Select screen will take you to the Hi-Score screen. On the High Score
screen, the high scores of one game type and mode will be displayed. To see the high scores from other
game types and modes, press either the A Button, the R Button or START.



The Game Types Explained

i " The Score The Radar
Fill in each individual layer of the Well without leuvmg any open

spaces. Once a layer is completely filled, it will disappear. The Well
is comprised of five layers, and each time the player stacks blocks
over this limit, the number of layers is reduced by one When the
final Iuyer is lost, the game isover. i

[ TYPQA ] || Next Block [-
Compete for the high score by completing as many layers as o

possible.

[ Clear It! ]

Clear five layers to complete a stage. The complexity of the blocks is dependent on the difficulty setting,
and the speed at which they fall is dependent on the LEVEL setting. When a stage is complete, the player
collects bonus points.



About The Radar About Scoring

The radar display on the right side of the screen The more layers you clear, the higher your score.
shows the condition of each of the five layers of The more layers you clear simultaneously, or with
the Well. The layers are displayed in order, with  chain reactions, the more points they are worth.
the lowest one on the bottom.

Basic Scores

Lowest Layer: 1,000 points Clear 1 Layer = Basic score x 1

Clear 3 Simultaneously = Basic score x 3

i,

2 chains = Chain-multiplication rate is x 2

4 chains = Chain-multiplication rate is x 8



Place blocks symmetncully around the cemer square

of each layer of the Well, and then drop a block into

the center square. When a block is placed in the
center square, the layer will be cleared if the filled-in
parts of that layer are symmetrically ploced uround
the center square. In this game the center square of

the Well is a special location, und uny block dropped

there will dlsuppear

The Well is comprised of five layers, und each nme (
you stack blocks over this limit, the number of layers

is reduced by one. When the final luyer s losi then
the game is over. , i

The Score The Rudur

The A

Next Block Formation
Symbol
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and compete for high scores. Bonus points are added
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Clear ten symmetrical layers to complete a stage.
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Type B
Clear It!

Type A
In addition to the falling blocks, there are obstacle blocks on the lowest layer. Every time you dear a

layer, new obstacle blocks will appear. Bonus points are added as you achieve higher levels.

Complete as many symmetrical layers as possible,

as you achieve higher levels.
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About Scoring

A =Ten times the number of blocks used in forming the symmetrical layer.
B = The complexity of the symmetrical layer, as measured from 1 to 10.
(= The vertical height of the Well in which the symmetrical layer was formed.

© “A" means the bigger the symmetrical layer, the more points awarded.
© “B" means the more complex the symmetrical layer, the more points awarded.
© “(" means the higher the symmetrical layer, the more points are awarded.

Calculating bonus scores for Type A and Type B

Bonus score = The current score divided by the number of blocks that have been dropped into the center
square.

16|



Symmetrical Forms Chart

Score Multiplier FORMATION symbol FORMATION example




At the start of each stage, the goal shnpe ill be The Preview Area The Rador
displayed in the Well. When the player mﬂmpuiutes ;
the falling blocks correctly and creates the desired
shape, the stage is complete. If even one squure of
one block is placed incorrectly, then the game is. ovet
When the stage is complete the stnge»endmg
ummuhon ecrsi |

About THE BLOCK PREVIEW AREA

The Next Block

The blocks used in the stage are displayed in the
Block Preview Area. If there are a large number of blocks used
in the stage, not all of the blocks will be shown at first.

18



About SAVE

The battery in this Game Pak saves high scores and name entries for the “3-D Tetris” and “Center-Fill”
games; it also saves the highest stage completed in the “Puzzle” game.

With the “3-D Tetris” and “Center-Fill” games, the save occurs after the player enters their name, while in
the “Puzzle” game the save occurs when the stage-ending animation begins.

-Low Battery Indicator .
Ven the batteries in the Virtual Boy get low, the indicator
shown on the right will flash on the screen. Replace the
batteries immediately.




7] Meet The Block Characters [ 1 0 0 001 0 @)

The next block to drop into the Well is
indicated by the Block Character in the
NEXT BLOCK box, which is on the
lower left-hand side of the game
screen. Memorize which block each of
these glorious dudes represents!
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WARNING: Copying of any Nintendo game is illegal and is strictly prohibited by domestic and international copyright
laws. “Back-up” or “archival” copies are not authorized and are not necessary to protect your software. Violators will be
prosecuted.

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

The contents of this notice do not interfere with your statutory rights.

This manual and other printed matter accompanying this gume are proteded by domestic and international copyright
laws. i

The rental of this game without permission of Nintendo or its licensees is strictly prohibited.

For further information or assistance, please contact:
Nintendo Consumer Assistance Hotline
1-800-255-3700 (U.S. and Canada)

Or your local authorized Nintendo retailer.

24



Warrantyand Serviee! (70 (0 (70 00 00 00 00 00 00

3-MONTH LIMITED WARRANTY (For Hardware, Game Paks, & Accessories)

Nintendo of America Inc. {“Nintendo”) warrants to the original purchaser that the product (hardware, game paks and accessories) shall be free from defects in material and
workmanship for  period of three (3) months from the date of purchase. If a defect covered by this warranty ocaurs during this three (3) month warranty period, Nintendo
will repair or replace the defective product or component part, at its option, free of charge.

ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware only)

Nintendo warrants to the original purchaser that the hardware product shall be free from defects in material and workmanship for an additional three (3) months beyond the
original 3-month warranty period described above. If o defect covered by this warranty occurs during this additional 3-month warranty period, Nintendo will repair the
defective hardware product or component free of charge. The original purchaser is entitled to this additional 3-month limited repair warranty only if the Consumer Proof of
Purchase Card (attached to the hardware packaging when sold) is returned promply after the date of nurchcse to Nintendo by the original purchaser or the original
purchaser’s retailer.

WARRANTY SERVICE OR REPAIR /SERVICE AFTER EXPIRATION OF WARRANTY

You may need only simple instructions to correct any problem with your product.

Call the Consumer Assistance Hotline at: 1-800-255-3700 rather than going fo your refailer. Hours of operation are 6 a.m. to 9 p.m., Pacific Time, Monday - Saturday, and
6 a.m. to 7 p.m., Pacific Time, on Sundays (times subject to change). If the problem cannot be solved over the telephone, you will be ‘referred to the nearest NINTENDO

AUTHORIZED REPAIR CENTERSH or you will be offered express factory service through Nintendo. In some instances, it may be necessary for you to ship the complete product,
FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the nearest service locaticn.

WARRANTY LIMITATIONS

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED
GAME ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY DEVICES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS MODIFIED OR TAMPERED
WITH; (c) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (d) HAS HAD
THE SERIAL NUMBER ALTERED, DEFACED, OR REMOVED.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED IN
DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 MONTHS OR 6 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR
INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED
WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY T0 YOU.

This warranty gives you specific legal rights, and you may also have other rights which vary from state to state. Nintendo’s address is as set forth on the back cover of this manual.

This warranty is valid only in the United States

25



NEED HELP WITH INSTALLATION, MAINTENANCE,
OR SERVICE? CALL 1-800-255-3700.

‘ Nintendo of America Inc. g
PO Box 957 Redmond, WA 98073- 0957 U BN PRINTED IN JAPAN



