The complete guide to EarthBound—straight from the pros at Nintendo!
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ARNING:

‘ PLEASE CAREFULLY READ THE CONSUMER INFOR
‘ CAUTIONS BOOKILET INCLUDED WITH PRODU
N

YOUR NINTENDO® HARDWARE SYSTEM, GAME PAK, OR ACCESSORY.

Thank you for selecting

EarthBound

for your Super Nintendo
Entertainment System.

Please read the following instructions thoroughly to ensure the
proper handling and use of your new game. Please save this
manual and strategy guide for future reference.

Warning: If the POWER switch is switched ON and OFF repeat-
edly, the accumulated contents of your Super NES cartridge may
be deleted. Avoid turning the POWER switch OFF unnecessarily
(before saving the game) or data may be lost.

This official seal is your assurance that Nintendo
has reviewed this product and it has met our stan-
dards for excellence in workmanship, reliability and
entertainment value. Always look for this seal
when buying games and accessories to ensure com-
plete compatibility with your Nintendo product.

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

Can four average kids save the world from certain destruction
at the hands of an evil, alien invader? They might be inexperi-
enced, but don’t count them out!

The four spunky kids have the fate of mankind in their hands and the weight
of the world on their shoulders, so it’s a good thing that they have psychic
powers—and you—on their side. As you begin this unique gaming experience
and explore the world in search of the sinister spirit of Giygas, pack along our
travel guide. You'll need it to find your way through Earthbound’s twisted and
hilarious world, and you won’t want to miss a single side-trip or pass up any
sights along the way. Just remember to phone dear old Mom and Dad—after
all, the kids will wander a long way from home.
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Controller Functions

Basic game control in EarthBound uti-
lizes the Control Pad, the A Button
and the B Button. The Control Pad is
used for moving a character or cursor,
the A Button is used for selecting an
option and the B Button is used to
cancel. Each of the buttons on the
controller has at least one use, except
for the Y Button, which has no func-
tion in the game.

Control Pad

The Control Pad is used to
move your character or
characters while on the main
screen. When controlling a
group of two or more, the
Control Pad moves the lead
character and all others in
the group will follow. The
Control Pad is also used to
move a cursor through a list of actions you can take,
options presented to you or items that are being held.

SELEC

The Select Button has the same use as the B Button. It
can be used in place of the B Button when you wish to use
the one-handed option of controlling the game.

START

The Start Button will start the game from the title screen.
This is the only use that the button has in EarthBound.

L Button

The L Button can be used to
“check” your surroundings
or “talk to” someone. It
also allows you to control
the game with your left hand
only. By-pressing Select, the
HP and PP window appears.
If you then press the L
Button, the Command
Window appears. Pressing
Select again clears the screen.

CHARACTER

NINTENDO PLAYER’S GUIDE

COMMAND SELECT

CANCEL
NO FUNCTION

R Button

The R Button has only one ; %
function in the game. When : > m

R Button will ring the bell.

riding a bicycle, pressing the &
Give it a try! You'll almost

feel the breeze blowing
through your hair.

X Button

You can view the town map, once you have it, by pressing
the X Button. Pressing the X button again closes the map.

A Button

The A Button is used to register a selection that you have
made from a list of options or items. The A Button is also
used to open the Command Window.

B Button

The B Button is used to
cancel a selection and

return to the previous
screen. While moving
on the main screen,
pressing the B Button
brings up the HP and
PP window. This allows
the player to view cur- -
rent Hit Points (HP) and Psychic Points (PP) for the main
character or for the group. Pressing the B Button again
clears the screen of the HP and PP window.

Starting the Game

You should now be ready to start your
adventure in the world of EarthBound.
Your adventure will be a long one, so
you will be creating a game file in
which to save your progress.

If you can play the game in stereo:

If your Super Nintendo Entertainment System is hooked up to a stereo television,
or your television is connected to a stereo, you can take advantage of the stereo
sound effectsin EarthBound by selecting “Stereo.”

If you can’t play the game in stereo:

If your Super Nintendo Entertainment Systemis not hooked up to play stereo,
you should select “Mono” to be sure you hear all of the sound effects. If you
select “Stereo,” you'll miss some sounds.

Opening Screens

Once you have turned
the Power ON, you will
see the title screens and
the game demonstration
screen. At anytime dur-
ing the demonstration,
you may press either the
Start Button, the A
Button or the B Button to progress to
the Game File window.

Game File Selection

After exiting the demonstra-
tion screen, the Game File
Start New Garne window displays three sepa-
- Start Mew Game rate files. Your progress in
{ the game is saved in the file
that you select. The first time
the game pak is played, all of the files are titled “Start New
Game.” Selecting one of the files opens the next window.
If you are continuing a previous game, select the proper
file, and a window opens allowing you to: continue your
game, copy the file to another file, delete the file or change
the file set up.

File Set Up Selection

Once the game file has been select-
ed, the Text Speed window opens.
This window allows you to select
how fast the game text will scroll.
You can select either Fast, Medium
or Slow. The speed can be changed
at any time by opening an existing

»1: Start New Game

game file and selecting Set
Up. After text speed, the
Sound Setting window
opens. You may select
Stereo or Mono sound.
Again, this can be changed
later using the same method

1 Glart Nevw Gamne

as changing the text speed.

Saving Your Adventure

After you have selected the game file where your progress
will be saved and established the game set up, you are
given the chance to name the four main characters that
appear in the game. You also name your dog, enter your
favorite homemade dish and key in your favorite thing.

Once all the necessary information has been registered and
verified by you, the file where your save information is
stored is then established. During the game, you have the
chance to save your progress when you speak to your
father by telephone.

)nce You've Saved

As mentioned earlier, you continue a saved game by select-
ing the proper file in the Game File window, then selecting
“continue.” You contin-
ue your game from the
last point at which you
saved the game. Should
you want a back-up file,
you can select “copy”
and create a duplicate
file. If you select
“Delete,” the file is
completely erased, and
all of the information is
permanently lost. Be
careful with the
“Delete” command.
Also, as indicated, the text speed and the sound setting can
be changed by selecting “Set Up.” Your EarthBound game
information is saved by the built-in battery in the
EarthBound game pak.
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ur ero and his Friends

Possesser of
Psychic Powers

She is the first friend that Ness meets on his adventure.
Once the meteorite lands, however, everything changes. She comes from Twoson, where her mother runs a

Unlikely Protector
of the Earth

He is a normal kid living in Onett, a town in Eagleland.

An alien believes him to be a very special human—one preschool out of the family home. All the children at the

with the power to affect cosmic events. Ness has a good preschool love her! Though she looks like your average

balance of speed, |Q, offensive power and mysterious psy- sweetie pie, she has powerful Psychic abilities that help
chic abilities. His psychic (PSI) powers include healing abili-  make the group a force to be reckoned with. Television
ties that he can use on himself and his friends. His pre- reporters have reported on her powers. Her Psychic abili-
ferred weapon is some type of baseball bat, and he loves ties are great for offensive attacks. When she needs a

to wear a special baseball cap with his favorite team’s logo weapon, she prefers a frying pan. Her girlish charm also
on the front. acts as some type of defense against attacks.

NINTENDO PLAYER'S GUIDE u

In EarthBound, you play as four friends who are on a mission to save the
world, and ultimately the universe, from an evil entity named Giygas. At the
beginning of the game, you are a single character who has been given an awe-
some adventure to complete. As you travel from place to place, you meet
these friends, and the power of your group grows. An age-old prophecy tells

of the group of friends, and their influence on the plans of Giygas. Now, step
in the shoes of these friends as they strive to fulfill their incredible destiny.
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Mysterious Prince
from the East

Mechanical Genius
of the Team

Winters is home to the son of a famous scientist. He is The prince is from the country of Dalaam, an eastern coun-
the same age as Ness, so they naturally have a lot to talk try that is very mysterious to most people living in

about. Jeff's own scientific knowledge is tremendous, and Eagleland. He is a little older than Ness, and he has great
he can use machines and gadgets that none of the other physical, mental, and spiritual strength. He seems very

three friends have any idea how to use. Jeff is especially popular with the girls, as well. Though he has all of these
good at repairing broken devices. Winters is an island tremendous attributes, he remains modest and loyal. He
country, so meeting up with the group becomes a major commands strong Psychic abilities that only he can use.
undertaking. Jeff doesn’t have any Psychic abilities, but his His weapons and protections are mostly unknown because

of his mysterious background. Now, if he could only get
used to western-style food...

u EARTHBOUND

mechanical skills make up for it. Weapons that he has
repaired can be used by only him.



Decisions, Decisions, Decisions

When you start a new game, you have the chance
to name the four friends that make up the group.
It's always more fun to play a game with characters
named after you and your friends. Give it a try!

Don’t Care

After completing the game Set Up, you are asked to name
the four friends that battle Giygas in EarthBound. By nam-

ing the characters yourself, EarthBound feels more realistic,

and it's easier to imagine yourself wandering through the
strange locations and meeting the even stranger inhabitants
of the world of EarthBound.

You have five spaces to use when naming your characters.
To select a letter, move the cursor to that letter and press
the A Button. It will appear in the box in the top-left cor-
ner of the screen. If you make a mistake, you can either
use the B Button to erase the mistake, or you can select
“Backspace” on the Name Entry screen. Once a name is
complete, select “OK” on the Name Entry screen and
press the A Button. This opens the next‘ Name window.

After the four friends,
you are also asked to
name your dog, your
favorite food and your
favorite thing.
Unfortunately, you
only get six spaces for

A B C D E 2 H) -
P O R

naming your dog, food
and thing. Finally, after

you have completed all
of the names, you
have the chance to
verify that they are
correct. If there is a
problem, you can
select “Nope” at the
bottom of the screen

or press the B Button,

and the Name Entry
screens start over
again.

If you prefer, there are
a number of default
names and items that
you can choose from

as well. On the Name

Entry screen, select

“Don’t Care,” and a name or item is automatically selected
for you. If you do not like the selected name or item, press
the A Button to cycle through the default names and items.
Once you find one that you like, move the cursor to “OK"
and press the A Button. You can mix and match your names
and items, too. Some you may want to enter yourself, while
with others you may want to use a default name or item.
Below is a list of all the default names and items.

Chart of “Don’t Care” Entries
LBy | Gl | Geniuss | Pince | Dog | Food | Fave Thing |

Ness Paula Jeff Poo King Steak Rockin
Alec Nancy Dan Kato Peach Pie Hammer
Roger Skye Henry Kai Sparky Pasta Love
will Paige Isaac Omar Rex Cake Gifts
Brian Marie Ralph Ramin Baby Eggs Slime
Tyler Holly Sean Aziz Rover Bread Gaming
Lane Jane Rob Lado Misty Salmon Boxing
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Game Screen/Command Window

In EarthBound, you open windows to gain information
about yourself and others around you. When there is
no open window on screen, press the B Button to
view your current HP, PP and cash on hand.

Cash on Hand Current HP and PP

Command Window

By pressing the A Button, the Command Window is
displayed. Five or six commands are displayed,
depending on your ability to use Psychic power.

* Talk to « Goods
* Check * Status
* Talk to When next to a person, select “Talk to” in

order to communicate. If you are next to
a phone, it also picks up the receiver.

Selecting PSI gives you a chance to use
some of your PSI powers. If you have not
yet realized any of your PSI powers, or no
one is present that uses PSI, this option
does not appear in the Command Window.

PSI

This command allows you to check the sur-
rounding area. It is especially useful when
you find a gift box, chest or coffin. By
checking these containers, you gain many
useful items. When going to the ATM, you
also use the Check command to activate
the ATM.

e Goods Ths com.ma.:d af!ow:s: you to look at all of your items.
By selecting “Goods,” you view the items that you are
carrying. By pressing left and
right on the control pad, you
are able to cycle through the
characters in your party. You
B can then select items and
M Use, Give, Drop, or get Help!
about them.

This command is very important. In order to fight
effectively, you must make sure that your strongest

- items are properly equipped,
d orin use. This command
allows you to change what is
being worn or held by your
characters. If you buy some-
thing at a store, you can
equip it right then.

e Status This_ command allows you to view the health and
attributes of your characters. There are a number of
categories displayed on the status screen. Pressing
left and right on your control pad allows you to look
at the status of all your characters.

O Level _
Your current level as determined by
how much Exp you have acquired.

© Condition -
If you're ailing somehow, it is indi-
catedhere.

© Hit Points/Psychic Points
Displays current levels as well as
maximum levels.

O Experience Points
The number of Experience Points
currently earned.

© Next Level
The number of Exp needed to reach
the next level.

O Offense .
Displays offensive power using the
currently equipped weapon.

Guts:

'-_;'rt.a]ﬂu

@ Defense
Displays defensive power using
currently equipped items.

O Speed
Displays current speed level,
which Is important in escaping.

O Guts .
Displays the guts level, affecting
your frequency of SMAAASH
attacks.

@ Vitality _
Displays vitality, affecting how
fast your max HP increases.

(11 ]3]

Displays IQ, affecting how fast
your max PP increases.

@ Luck

Displays Luck, which affects
whether or not an attack on you
misses.

From the Status screen, you
can also view the PSI powers
that a character possesses
by pressing the A Button. You
can view Offense, Recover,
Assist and Other tvges of PSI
powers. Press the BButton

| toexit the PSl screen.

EARTHBOUND



How to Fight

In EarthBound, your travels will take you to many
unusual and hostile places—even your own home-
town! There is a wide variety of monsters as well as
normal people that you must battle. Many regular
animals and people have become violent because of
the influence of Giygas over the evil in their minds.

Monsters and evil citizens can be seen wandering around
while on the main game screen. If a person is under an evil
influence, their face will appear to be blue. Animals lurk
everywhere and try to ambush you as you explore an area.
Worst of all, there is a huge assortment of strange mon-
sters that have been unleashed because of Giygas’ plot for
universal destruction.
Below are screens
detailing how a battle
takes place.

On the main game screen, you
find enemies and others look-
ing for a fight. They are often
very fast and difficult to avoid.
Try ducking behind a tree or

another object to avoid a bat-
tle, though this may not work.

If you decide you want to
attack, or you are not able to
avoid an enemy, a battle begins
when you touch the enemy.
Occasionally, other nearby
enemies maK joinin on the
fight, even though they were
wandering around separately.

Once you have encountered an
enemy, you enter the battle
screen. You and the enemy
continue to attack until one
side s totally defeated.
Complete loss of HP deter-
mines when one side or the
other is defeated.

Once you cause all attackin
enemies to lose their HP, a “You
Won" message appears. When
enemies are defeated, they dis-
appear, while a person or animal
becomes normal again. You
then gain eerrience points for
winning the battle.

Z g )
Hey! The battle swirl is a
different color!

As mentioned, you enter battle when you, or anyone
in your group, touches an enemy. Since enemies are
quite fast, it can be very difficult to avoid a battle.
You should always, therefore, try to fight your battles
so that you have the greatest possible advantage.
This is accomplished by being aware of which way
you are facing when you and an enemy touch.

Face to Face

If you touch an enemy from
the front or side while you
are facing forward or to the
side, the swirl that signifies
a battle will be black. This
indicates that neither side
has gained any special
advantage, and the battle
begins as normal. Most
battles will occur in this
manner.

Your Surprise Opening Attack

If you're lucky, you may be
able to successfully
approach an enemy from
behind and force a battle
before the enemy has a
chance to turn around. In
this case, the swirl preced-
ing a battle might be green.
You and your party will then
get a free opening attack on
the enemy before the regu-
lar battle begins.

-8

The Enemy’s Surprise
Opening Attack

If you are approached by
the enemy, and they attack
you from behind, the swirl
preceding the battle will be
red. In this case, the enemy
might get a free opening
attack. It is very important
to avoid this attack whenev-
er possible, especially when
the enemies begin to get
very strong.

. J/
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Battle Screen/Command Window

After you encounter an enemy, the Battle Screen
appears. The enemy is in front of you, possibly in
two separate rows if enough enemies are present.
Two windows also appear, your HP and PP win-
dow and the Battle Command Window. Your con-
dition is constantly indicated by the HP and PP
window at the bottom of the screen.

. Current HP and PP
Command Window

The Battle Command Window is different for each
character in the game. Use the Control Pad to move
the cursor to the desired action and then press the
A Button. Select the target of the attack, if applica-
ble, and press the A Button again. To cancel a select-
ed action, press the B Button.

Ness (The Hero) | NS

Auto Fight

Defend Run Sway

Ness has a number of
options to choose from as he
is the leader of the group of friends. He is offensively well bal-
anced, with strong physical as well as psychic attacks. Be sure
to equip the strongest bat possible. A bat is Ness's weapon of
choice.

(L1111} PS I LIl LL T Y]

Allows you to select a PS attack,
recover or assist power. Be sure
to watch your PP level!

sessscse Bach eeecccee

Bash deals damage to the enemy
by use of a physical attack. A
strong weapon results in greater
damage done.

(11T 11] Goods [11111)]
Allows you to select anitem and
useit on the enemy. Some goods
are very effective weapons, oth-
ersaren't.

seee Auto Fight eeee
The computer selectsa course of
action for you. To cancel Auto
Fight, press the B Button.

seceee Defend eeecee
Places you in a defensive position,
which can minimize the damage
that gets dealt to you.

eess Run Away eeee
Asit sounds, thisis your shot at
running away from abattle.
Sometimes you succeed, some-
times you don't.

Paula 5 o

(First Friend) Defend

For the most part,
Paula’s battle commands are similar to Ness's, with a single
notable exception, the Pray command. If Ness is knocked
unconscious, Paula also has the chance to select the Auto Fight
and Run Away commands.

(LIl ]l ] Pray (I 11111

This command is very mysterious, and
the effects can vary widely. Though
potentially helpful, be careful!

JEff (Second Friend)

Jeff is not able to employ any
psychic abilities, but he makes
up for it by being able to fashion great weapons out of broken
items. Though he is not a very strong fighter, Jeff is indispens-
able to the success of the group.

roBoBR® Spy eescese esssee (GOOCds eeeeee

A very special ability that allows As mentioned, there are special
Jeff to size up the enemy and weapons that only Jeff is able to use.
report all weaknesses to you. Look for broken gadgets he can fix!

POO (ThirdFriend |E

Prince Poo is a mystical fighter
who has been trained in ancient martial arts. This makes him a
very powerful fighter, and a big bonus when he finally joins the
group. He employs the special ability to mirror that is awe-
some, to say the least!

LL Ll M irror o0

This special ability allows the prince
to assume the shape of one of the
enemy attackers. The effectis tem-
porary.

Rolling Hit Points

One special feature of
EarthBound is the Hit Point meter
that decreases gradually. If you
receive damage that will force you
to lose consciousness, try to com-
pletely defeat the enemy before
your HP meter reaches zero. If
you do so, you can stop yourself
from going unconscious.

m EARTHBOUND



Before You're

Phone Calls

It’s always a good idea to call your
dad to save your progress in the
game. You never know when you
may accidentally wind up facing a
strong enemy, so saving your
progress will definitely help you. In
the game, black phones are free,
while other phones cost one dollar.

Using the ATM

Your bank account holds your hard-
earned cash, and your ATM card
allows you to withdraw or deposit
money. Find an ATM at a Drugstore,
Hotel or Department Store.
Withdraw your money and buy those
expensive, powerful items that you've
been drooling over!

Catching a Cold

A cold is just one of the ailments that
you may run across in the course of
the game. Sometimes, you can pur-
chase some type of treatment from a
Drugstore. In the case of a cold, you
may want to look for a Cold Remedy,
to avoid going to the hospital.

— — — —; |

Doctor

The Doctorisimpor- ~ The Nurse is excellent
tant because he can at reviving someone in
cure some of those E}/our group who has
nasty conditions you ecome Unconscious.

pick up.

The Magic Butterfly

If you are lucky, you will come across the
elusive Magic Butterfly from time to
time. If you catch the butterfly, a sense
of relaxation comes over you, and 20 PSI
Points are restored to you. These butter-
flies have been known to inhabit caves.

Healer

The Healer can take
care of conditions that
the doctors can't do
anything about. Look
for him!

Nurse

NINTENDO PLAYER’S GUIDE

On Your Way

Delivery Services

During the course of the game, you may find that you need to have
something delivered to you. Escargo Express is the local delivery com-
pany, and your sister Tracy has a part-time job with them. Another
delivery service is Mach Pizza, great at delivering a piping hot pizza to
you, no matter where you are.

Hint Stand

One of the biggest helps that you
can discover is the Hint Stand. The
gentleman who runs the business
seems to know what you've been
doing, and what you need to do
next. The hints may not be cheap,
but they can certainly help you get
out of a confusing situation.

If You Miss Your Mom...

Even a hero out to save the

world can get homesick. After )

all, this is the longest you've

ever been away from home! R\,

The best cure for those bouts

of loneliness is the gentle voice

of your understanding mom. " . {
The great thing is, she’s just a |

phone call away...
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Imagine the earth as you know it changing overnight into an

alien planet where people are not what they seem to be, and

where familiar places suddenly become foreign. That is exact-

=

ly the situation that Ness finds himself in when he is awakened

.
M

Nestled in his cozy bed
at his home in the small town
of Onett, Ness is lost in
dreams of cookies and bright-
ly wrapped birthday presents
when, suddenly, a violent
crash breaks the peaceful
silence of the night. Sitting
bolt upright in bed, he rubs his eyes,
then rushes downstairs to find out
what could have caused the tremen-
dous tremor that ripped him from
sleep. Also alarmed, his mother is
already downstairs. Ness is
eager to investigate,
and his

by a thunderous crash that rocks his house violently.

it, too, blocked by policemen who tell

him to go home and go back to bed.

Near the scene, he also runs into his
bothersome neigh-
bor, Pokey, who is
pestering the police.
After talking to
everyone, including
one man who
claimed to be the
first person on the

scene, Ness returns home to
report his findings to his moth-
er, then he goes back to bed. Just
as he drifts

+*'Welcome home, Ness

mother reluc-
tantly allows him to
leave, but only after he
changes out of his pjs.

Once outside, Ness finds
his small town all abuzz over
a meteor that has crashed to
earth just a short distance
from town. The police have
constructed roadblocks at all
entrances to the town, and no one is
allowed to come or go. When he tries
 to get close to the crash site, he finds

*It’s not necessary to talk
about it tonight

back off to
sleep, though,
someone
pounds on the
door. He opens
it to find a dis-
traught Pokey
on the door-
step. It seems
that while
Pokey was hanging around the crash
site, his younger brother, Picky, disap-
peared. Because Pokey was supposed

to be taking care of Picky, Pokey

*My land! Who could be
knocking at the door at this

time of night?

YWon't YOU help me find
Ficky?
FYe No

knows that he's in big trouble if he
doesn’t find his brother and take him
home before his parents return. He

13adaRa S R Ry e S e B -1

begs for Ness’s help.

Ness agrees to return to the
crash site in the meadow near town.
He sets out with his dog, King, and
Pokey. At this time of night, with the
police busy in town, monsters are

Wha!
*Oh!

*You woke me up.

am
o

*not

+I'm from 10 years in the
future
~
[l < e
b -
. E. e L e
-

lurking in the shadows. The boys fend
them off with King's help, and when
they reach the meteor, sure enough,
they find Picky. They plan to high-tail it
home, but before they can leave the
area, an eerie column of light pierces
the dark sky just above the meteor,
and they hear a peculiar buzzing voice
address them.

Buzz Buzz, the

-5

.tends that G:y’s evil plan has

been set in motion on earth. He

believes that if Ness begins to

counter Giygas immediately, he

might have time to save the

earth from devastation. The leg-

end also says that three boys and a

girl defeat Giygas. He advises Ness

that three things are of utmost impor-

tance: wisdom, courage and friendship.

Buzz Buzz joins them as they
head home, and it’s a good

bee-like creature
behind the voice,

*(The) Starman Junior tried PSI Fire 61

thing, too. On the way,
they're attacked by Star

tells them that he
has come from the
future, ten years in
the future, to be
exact. He tells of
devastation at the
hands of Giygas, the

ancient times tell of three
boys and a girl
+who defeat Giygas.

universal cosmic destroyer. He says
that the people in the time and place
he comes from tell a legend that says,
“When the chosen boy reaches the
point, he will find the light. The passing
of time will shatter the nightmare rock
and will reveal the path of light.” Buzz
B:'zz believes that Ness is the chosen

Man Jr., one of Giygas's
henchmen. Buzz Buzz pro-
tects the boys using a psy-
chic shield during the ensu-
ing battle. When they
defeat Junior, Buzz Buzz
warns them that they'll be
facing not only soldiers sent by Giygas,
but also humans and animals that have
been possessed by Giygas's evil forces.
When they reach Pokey and
Picky’s house, their parents are
already home, and the two boys are in
big trouble. They're sent to their
room, leaving Ness and Buzz Buzz to
deal with the angry parents. Buzz Buzz
isn't around for long, though—Pokey’s
mother mistakes him for a dung beetle
and promptly grounds him with a fly
swatter. In his waning moments, Buzz
Buzz gives Ness some final advice.
He whispers, “To defeat
Giygas, your own power must unite
with the earth’s. The earth will then
channel your power and multiply it.”
He tells Ness of eight points, or sanc-
tuaries, that he must visit. And with

l +Before | pass on, | want to
i} give you something...
+It is the Sound Stone.

his dying breath, Buzz Buzz gives Ness
the Sound Stone, a sacred stone that
records the songs of the sanctuaries.
Now Ness must pursue the adventure
on his own, and following the advice
of Buzz Buzz, he sets out for the city
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of Onett and the legendary sanctuary
known as Giant Step.

In the traveler’s almanac that fol-
lows, trace Ness's steps as he jour-
neys all over the earth, battling
Giygas's evil influence at every turn.
This complete traveler’'s companion
points out places of interest in every
region and recommends the best
restaurants to dine in and the best
places to shop. It's your complete
guide to Ness’s world—when you're
EarthBound, you won't want to be
without it!

EARTHBOUND
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ONETT TIMES

VOL. XXIII

ALL THE NEWS THAT’S FIT TO FIT

MYSTERIOUS METEORITE

Late last night, the town was
rocked by a meteor that crashed
to earth just north of Onett.
There were no witnesses to the
collision itself, and the police,
suspecting that aliens were on
board, immediately cordoned off
the site and constructed road
blocks to keep any unauthorized
beings from coming or going.
Many people awakened by the
crash tried to get a glimpse of the
mysterious chunk of flying

CRASHES NORTH OF ONETT

debris, but the boys in blue kept
them at a distance. No one actu-
ally admitted to seeing aliens
coming from the meteor, but
with some of the strange happen-
ings around here lately, it's cer-
tainly possible that extraterres-
trial beings are at work. Some of
them may even be people you talk
to on the street today! Be sure to
pass along a friendly Onettian
welcome to the visitors, no mat-
ter what they look like.

THE SHARKS CLAIM, “REFORMED!”_

Long-time bad boy Frank,
leader of the notorious Sharks
gang, claimed today that he
and his gang have reformed.
Long known for terrorizing
women and children, the
Sharks claim that they will be
organizing a food drive next
month. The surprising turn-
about came at the hands of

Ness, who thumped the boys soundly and made them promise to devote
their time and efforts to worthwhile causes henceforth.

NINTENDO PLAYER’S GUIDE

1

GIANT STEP SAID TO

HOLD PSYCHIC POWER

Scientists announced today that
Giant Step holds a strange psy-
chic power, confirming suspi-
cions held by many Onettians
for decades. When pressed, the
scientists declined to identify
the source of the mysterious
power, but those who have expe-
rienced it assume that it comes
from the foot of the giant who
left his footprint there. Not all
are able to experience the power.

POLICE ATTACK
INNOCENT BOY!!

+*There is no

way | can beat

Five policemen, under the direc-
tion of Chief Strong, ganged up
on a local youth who, they claim,
was trespassing in closed terri-
tory. To their surprise, the boy
trounced them all, including the
chief. It was caught on video by
a bystander and will be aired on
this evening’s news.

DONT MISS THE
VACATION HOME OF A
LIFETIME!

o

i

IT’S THE PERFECT SECOND HOME! E
AWAY IN STYLE IN YOUR OWN OCEAN-
FRONT RETREAT!

LIE'N’CHEAT REAL ESTATE

Call Now! 1-800-111-1111

GUIDE

Nestled in a northern meadow, Onett is a
pleasant village with a small-town atmosphere
that is relaxing at any time of year. Spring,
summer, winter or fall, it makes a great place
to get away from it all. When you visit, don’t
miss the crater south of town.

TRAVEL & SHOPPING

UNEFT

STATE. CF THE
ART ARCADE

¢ *Average Temperature..7 2 F
Onett has a great arcade in ~ +Annual Rainfall.............10"

the downtown area. It has all
of the biggest arcade titles,
including, of course, the latest
and greatest of them all, Killer
Instinct. Players from all over
Onett get together every dfter-
noon, so if you're traveling
with kids, be sure to put a
stop here on your “to do” list.

GIANT STEP

Just north of Onett is an unusual land formation that looks, quite literally, as if it
were a giant’s footprint. Of course, many local legends abound about its origin. It's
a tounift favorite.

Scenic Vistas

The people of Onett take great pride in their
small hamlet. The streets are meticulously neat
and are lined with towering maple trees that put
on an incredible show in the autumn when their
leaves turn to brilliant shades of
yellow and orange. Be sure to
take a short side trip to the
coast just west of town to see
the beautiful view from the
: 2 ‘ bluffs. During the summer #
;i ﬁ e o months, when weather per-
i 3 /' mits, a local musician plays to

entertain visitors as they enjoy
the view.

=

MEN IN

URES

Be sure to call ahead BLUE PROTECT HISTORIC LIBRARY
when you’re planning a AND SERVE

Don’t miss Onett’s extensive library,

trip to Onett. Th
rip to Une e which is a rich source of local histo-

police construct barriers Onett has a fine police force that

B \ihenevir thera's a it keeps the streets safe for visitors and ry as well as maps that they give
« | of safety hazards on reSi'dentg alike. When you see one of freely to visitors. Take your time
B8 roads leading to or the public servants on the street, be exploring the stacks.
from the city. sure to stop and say hello.
Sometimes an officer can give you
tips on things to do or see.
17 EARTHBOUND



'- Map Key

Y NESS'S | HOME,

B3 POKEY'S HOME

[ LIER X. AGERATE'S HOUSE
I} METEORITE

@ LIBRARY

CITY HALL

[E@ HOSPITAL

[E] POLICE STATION 2238 b3 N R
0 HOTEL ONETT B Vo wle) W@ "SRR S, Y
I ARCADE 3w - -- ' 7

I3 SEASIDE HOUSE
HINT HOUSE
] BURGER SHOP
X1 DRUGSTORE
& BAKERY

Welcome to the small city of Onett, where you’ll be greeted
by cheerful, sunny streets. Visit all of the city buildings and
L G&W leqm about the real Onett.

OUT OFHEWAY STOP ONETT DRUGSTORE
Before leaving the northern neighborhood, where™ ISR, Everything for your aches and pains
Ness's house is located, and heading for downtown N | — -~

«COLD REMEDY $22
*CRACKED BAT $ 188
ov0-v0 $29
sCHEAP BRACELET &

Onett, return to the small cabin on the trail to the
meteor landing site and talk to the'man inside to learn
about an interesting treasure.

TRAVEL STEPS

While you're in the environs of
Onett, you should try the activ-
ities listed. If you follow the
chart items in the order listed,
you should have no problem
completing them all. Start by
talking to Pokey at the meteor
landing site, then return home
and wait for the knock that
starts the chain of events to fol-

Frde o TP L A A LA

EQC 5 'POSE FOR THE LOCAL
- PHOTOGRAPHER

Smn'e' You're on less-than-candid camera! Every so often low.

W

on this version of earth a fanfare breaks out and a black-coated '

5 photographer drops from the sky.

Strike your best pose, say “Fuzzy [
Pickles,” and let him capture your =
image, where you are, as you are. /.
Y He’s keeping a traveler’s log and |

taking photos of important events Go home and go to bed
| on your journey. When you finish o

Talk to Pokey at the
Meteor Site

the adventure, perhaps you'll Get the Brncked Bat Irom
have an album to remember i
everything you did Tracy's room
Enlist King's Help
Find Picky
Talk to Buzz Buzz
Get thoBSouan Stone
from Buzz Buzz in
ONETT PUBLIC LIBRARY Pokey’s house
Don’t miss a visit to the Onett Public Library. The librarians 0
there are very friendly and helpful. You can learn about con-
troller functions as well as about the city of Onett. One Geta map of town
library clerk will give you, free o
of charge, a map to the area. Defeat Frank
You'll refer to it frequently to
make sure that you don’t miss 0 _ ,
any important points as you Get a Key to the cabin
- 2 explore Onett and its sur- from the Mayor
e e e i rounding region. Don’t miss o
B = the seaside. 2
— — Defeat the Titanic Ant

Pick up a map so you'll know
how to get around in Onett.

O

NINTENDO PLAYER’S GUIDE m

- Learn the Sound at the
Giant Step
Fight the Police
SCOOKIE ..coccoiiian B’ ’
«BUTTER ROLL.......$12
' +SKIP SANDWICH ...$38
Learn about Magic Butterflies in «LUCKY SANDWICH ..$128
one room upstairs. % J
EARTHBOUND




SECRET.CLUBHOUSE

If you walk into the wooded area behind the Library,
you'll meet a-kid who asks you if you want to take his
place guarding the.Clubhouse. He's just kidding, and he
won't let you even if you offer, but if you search in the
trees directly’below the Clubhouse, you'll find a hidden
path that leads into it. One of the kids inside will give

- Ness a Baseball Cap that

SUDDEN VICTORY

Unlike most RPGs, this one doesn’t make you fight all of your own bat-
tles. If you by far outclass an opponent that approaches you, the
game automatically gives you the victory and even gives you the expe-
rience points that you would have won had you fought the battle.
When you are much stronger than the opponent, you won't even
enter a battle scene; instead, the words YOU WON will immediately

DRUGSTORE

Drugstores have ATMs

and telephones, and they
generally also have clerks
who sell medical supplies

he can use for protec-

ﬂash on the screen and you'll be credited with the win.

POLICE STATION

and armor. While you're
there, you can call home
for cash, withdraw it
from the cash machine
and use it to buy supplies.

\ﬂ /\ ?QE{J'B

~ “CHECK THE
TRASH CANS

Although you normally might avoid
Trash Cans while on vacation, it's a
good idea to look in the ones in Onett.
Inside, you might find valuable items
that will be helpful to you. Nevermind
how it looks—it’s worth the eﬁron:’

NINTENDO PLAYER’S GUIDE

When you first visit the Police
Station, no one will be very help-
ful or have anything very interest-
ing to tell you. Just talk to every-
one and note what they say.
Later, when you return from the
Giant Step, you'll have your
hands full at the station.

THE BAKERY

When you're running low on energy, and
before you set out for side trips, stop off
at the Bakery to buy some Rolls, Cookies
or Sandwiches. They'll refill your energy
and put you back in the pink.

CITY HALL

Something's up at City Hall, and.it’s'not the.morale of
the workers. For some reasongimost of them are unhap-
py-with the Mayor. If you try to see the Mayor now,
you'll be turned away—by a police officer. The secretary
tells you, that you need to have an appointment, but she
won't make one for you. You'll have to come-back later.

HOTEL ONETT

When you're
low on energy
and PSI Power,
spend the night
at the Hotel
Onett. It costs
$35 per night,
but it’s a bargain. When you wake, be
sure to get a copy of the morning
newspaper.

VIEWFRONT PROPERTY

If you follow the trail that leads to the
west of town, you'll come upon a sea-
side cabin that’s for sale. The real
estate agent there will give you the

em hard sell, but

i don't fall for it.
W The house may

| have a great
view, but it’s no
bargain at $7,500.

a

Gossip around town
says that there's a
tough guy at the
arcade who calls the
shots with the gang
around town, the
Sharks. As you walk
around town, the
boys in black will pick
on you, so keep a
wide berth unless

ENEMIES

Onett might be a nice place to
visit, but you won't want to live
there until you clear the streets
of the residents. The town is
crawling with the beasts.

STARMAN JR.

you're trying to build & hWhen youaei:t'uir;;u vgur
i omes with Pokey an
yEUR CEpericnce ) Picky, you'll be ambushed

level. When you are
building experience, |
take them all on.

étarman Jr. You'll be
glad that Buzz Buzz is
- still alive to help with
¥ thebattle.

. HP..200 / PP..999 / SPEED...|
OFFENSE...1| / DEFENSE...10

SPITEFUL CROW

Squawking Spiteful
- Crows dive-bomb out

of bushes in Onett and
elsewhere. Don't let
them strike you from
behind! Watch out for
them and start the
battle when you're
face to face.

HP..24 / PP..0 / SPEED...77
OFFENSE...5 / DEFENSE...3

COIL SNAKE

After you've thoroughly checked out the town, and
o T when you're fully stocked with supplies, head for
oAl AT the arcade. This state-of-the-art fun palace is a
two-story facility packed with the latest arcade
games. Downstairs, you'll have to fight a couple of
Sharks who don't like strangers trodding on their
turf. In the yard behind the arcade you'll find Frank,
the leader of the Sharks. When you talk to him,
the fight will begin. And when you think the fight is
— over, think again.
i i Auto Fight ] 8 =bdAr. Frank becans

oods e Frank is backed up

-

11

by Frankystein, a Watch out for Snakes
maniacal robot, and in the grass as ou re
you'll also have to e“"”"g‘agntg:eﬂﬁ
defeat him to tame qmc |v to strike, so
the Sharks. make sure that lrou
meet them head on

HP..18 / PP..0 / SPEED...2
OFFENSE...3 / DEFENSE...4

RUNAWAY DOG

Ness's dog, King, might
have great manners,
but none of the other
dogsin townhave
graduated from obedi-
ence school. Watch out for them as
you tour town

\“ HP.21 / PP..0 / SPEED..26
OFFENSE..4 / DEFENSE..5

FRANK

Frank thinks hes one tough
dude, but if you're fairly experi-
enced, he won't give you much
trouble. Be sure you're well-
supplied when you face him.

HP..63 / PP..0 / SPEED...7
OFFENSE...|12 / DEFENSE...|7

EARTHBOUND



(EReGaves al Giant dlep

After.you defeat Frank at the Arcade, go to the Mayor's
office.' This time, his secretary will greet you warmly and
invite you upstairs'to meet the Mayor. He'll be so grateful
toyou for taking care of those pesky Sharks that he’ll give
yol a key.to the little cabin north of town. The cabin was
locked.up-because the Sharks had trashed it. It's still a
mess, but that doesn’t matter—you're only going to walk
through it, not stay there.

R %

BUGS ‘N’ SLUGS

Watch out for tiny enemies inside the
caves. Even though they're so little you can
hardly see them, they attack fiercely. Well,
the slugs might not be fierce, but they’re a
pain because they attack in numbers. The
Black Antoids are fast and nasty.

i b -

GIANT

Loods

Detend Run

GIFT BOXES

© SKIP SANDWICH
€ COLD REMEDY
© HAMBURGER

NINTENDO PLAYER’S GUIDE

)

Tlia

BUTTERFLIES

Take the time to chase down a Magic Butterfly if you
see one fluttering in the area. Catching one will make
you relax, and it refills your PSI Power completely.
Because you'll use lots of PP fighting groups of enemies
at one time, the Butterflies will be very helpful.

= This is the Tirst “Your

When you see the Shining Spot, you'll

be near—not at—your goal. Before

you can pass through the Spot, you'll
have to defeat the Titanic Ant. The huge Ant is
flanked by two smaller Black Antoids, but they’ll
waste their PS| Power
by casting Lifeup even
if they don'’t need it.
By now, Ness should
have the Drill PSI
Power. Use it before
the Ant can put up a
shield, then keep
Bashing away until
you squash the titanic
bug. Only when
you've defeated the
Ant will you be able
to pass through the
doorway to the Giant
Step itself.

+Mess tried PR POWERo!

SOUND STONE

The stone that Buzz Buzz gave Ness just before he traveled off to the big
bug zone in the sky is a memory stone of sorts. When you reach sanctuar-
ies, such as the Giant Step, it will record the sound you hear there so you
can play it back at any time later. Exit the cave after defeating the Titanic
Ant, walk to the big footprint and the Sound Stone. You will hear a special
melody. As you listen to it, the Sound Stone will record it. You will collect
several other sounds on your
journey.

ary. ™ But it’s mine

ENEMIED

POGO PUNK

There are several Pogo
Punks loitering on the
streets, and
they don't like
it when you get
in their way.
Steer clear or
?.repare to

ight.

HP..35 / PP..0 / SPEED...3
OFFENSE...8 / DEFENSE...|10

YESMANIR. A
© @

The Yes Men Jr. swing
mean hoops. They're part

of the Sharks
gang, and they T g
tend to hang *

with other members of the
gang. You're in for a brawl.

HP..33 / PP..0 / SPEED.. 4
OFFENSE...8 / DEFENSE...9

SKATE PUNK

; The Skate Punks are also
Sharks, and like
o o4 ' theothergang

“ members, they're
always spoiling for fights.
Fight them to build experi-
ence so you'll be ready for
Frank.

HP..31 / PP..0 / SPEED...5
OFFENSE...7 / DEFENSE...8

BLACK ANTOIDS®

When you venture into
the caves, you'll have the
distinct displeasure
of meeting the Black
Antoids. They're
small, quick and they
attack in teams.

HP..34 / PP..25 / SPEED..4
OFFENSE...|4 / DEFENSE...I3

;. FRANKYSTEIN

When you defeat
Frank, you ma
think that you've
brought peace to
Onett. Think
again—Frank has
. asurprisein
al '~ store for you.
It’s his robotic
"} buddy,
- Frankystein.

= HP.91 / PP..0 / SPEED..4
. _ i
OFFENSE...|5 / DEFENSE...18
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POLICEMAN ON GUARD ﬂ’! . ﬁgf e T e p ; 25 AT R R TR R 1T : EN EMIES
After you defeat the Titanic Ant, the enemies 2 \E‘Eg,g +~ FRANK IS REFORMED '/ w '

that attacked you on your way in will flee from F ENLIST AN EXIT MOUSE CROOKED CcopP

Perhaps he’s trying to make up for all the trouble he

~~

you as you work your way to the exit. Once T || ;
ou reach thie exic b miich strondges i was earlier—whatever the reason, Frank appears to On your way to Twoson, stop off it Before you head out of
Y : ’ Sl | have changed his ways. Instead of attacking you, Frank thalistle-house by the side o the town, you'll have a
though, you'll be d will now help you out when you approach him in the Y showdown with five of
in big trouble. An - - e road and talk to Ma Mouse. If you Onett’s finest. Before

yard behind the arcade. Step
up and have your energy
refilled whenever it begins to
run low. That’s fabulous,
Frankie.

you set foot in the

have an opening, she’ll persuade you bolice atation, be <o

to take one of her little ones along to stock up on supplies.
with you. Later. if you're stuck in a HP.75 / PP..0 / SPEED..5
maze of some !(lnd. the Exit Mouse OFFENSE 15 / DEFENSE.. 18
will find the quickest way out. The

little rodent really is handy to have

along, so don't miss out. Go outside CAPTAIN STRONG

officer will be
waiting there for
you, and he’'ll
order you to go
to the Police
Station.

and drop something if you have to After you take
in order to free a place in your gg:u?tlllrgmlsvou‘ll
inventory. come face-to-

face with the wily
Captain himself.,

+He may look like reqular, small ﬁatrmog?r;&matsgis
Before you follow the policeman’s orders rmouse, but he can lead you to keapwu'}'enérgv
and go to the Police Station, call Ness’s up.

father and spend the night at the Hotel.
Stock up on supplies and be sure that you
have powerful tools equipped. Then, enter
the station and talk to the Captain Strong.
You will immediately be escorted to the
room that was empty when you visited the
station earlier. Captain Strong challenges
you to fight his five meanest officers—and
he won't give you much choice in the mat-
ter. One by one, they'll give you a pounding. If
you survive the fights against the officers,
Captain Strong himself will challenge you. Keep
Ness’s energy up and try to outlast him. In the
end, beating the Captain is your ticket out of
town.

HP...140 / PP..0 / SPEED...I5
OFFENSE...20 / DEFENSE...24

Pty " 4 ROWDY MOUSE

along?’ # s
r L ) : The mice in the caves
(es 0 B sometimes attack ina

/""‘ = pack, sometimes attack
2 = t\ !

- solo. It doesn't matter

., how they mount their
offensives, though,

After you enlist the aid of the

Exit Mouse, continue on the path

to Twoson. There is one Gift

Cmmil

they're mean.
HP..36 / PP..0 / SPEED..5
OFFENSE...7 / DEFENSE...20

ATTACK SLUGS

Slow-moving slugs

Box to find along the way, but “s”§||“'.|.a|1tt3%‘$"l‘,t & %
+qet ready for my “Super Ultra ther_‘e are severgl mushrooms to lrjnzcchsi:fae;unch,hm
kambo-Tango-Fostrot martial avoid on the twisty path' At one .thet\fbcaﬂhe da?gﬂe‘rqus
; ; ; just because of their
point, the path will duck into Siihare tles dPS)

. some trees. Don’t worry—you
«Oh.._you wo | - I e won't be attacked while you're in
& the dark, and when you come
out, you'll be safely in Twoson
territory. Talk to the Mole hang-
ing out near the forest exit to
find out about some of the ene-
mies in town. If you've been
infested with fungi on
the journey, make the

attack. -
HP..30/ PP..6 / SPEED...| '

OFFENSE...9 / DEFENSE...2

£

TITANIC ANT

The first major
‘m-‘ g enemy you'l

WS I hospital your first stop. afeantar on
TICKET TO TWOSON *He’s akid in ared cap...| 7, gt e sy et The i I the Iobbyp \ e et
When you defeat Captain Strong, he'll use his radio el b R b SR N -7 there can cure what \ To sink it, you'll
to call ahead to the officers who are guarding ok r R, ails you, but actually i - EZ‘{ﬁ ;:%rse
Onett’s south exit. Now when you go to that exit, getting to the hospital S 4 attacks and
the officers will stand aside and let you pass, but in your confused state :ﬁ%gl;akrsBaSh

before you do, stock up on supplies and stay at the can be a challenge.
hotel. Afterward, head south to the village of

Twoson.

P..:235 / PP..102 / SPEED...6
§ OFFENSE...|9 / DEFENSE...23
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TWOSON
TRIBUNE

.50

JUNE 6, 199Xm

MISSING GIRL
RESCUED FROM CULT

A local teenager was rescued yester-
day from the clutches of the Happy
Happy Village cult by a heroic youth
named Ness. The

the location where she was be |l12ﬁ held
prisoner. Once Ness reached Happy
Happy Village, he searched the cult hall
and reportedly fought

Happy Happy Cult, led
by Mr. Carpainter, has
been active in Twoson
and-the Happy Happy
Valley where cult
members have painted
the town blue. Paula,
the daughter of the \
owners of Polestar :
Day Care, was abduct-
ed several days ago in
Twoson by Happy
Happy cult sympathiz-
ers. The girl used her
remarkable telepathic

‘\'\_'\‘i Fii,
» % ¢
' ‘ over the keys for

several Happy
Happyists before
reaching Carpainter’s

shrine. The cult leader
was unwilling to hand

Paula’s prison cell to

- Ness. Ness then bat-

tled the false prophet
and won the key,
releasing Paula soon
thereafter. When the
two young heroes
returned to Twoson,
there was great rejoic-

abilities to lead Ness to

ing.

RUNAWAY FIVE TOUR

LEAVES TWOSON

an
e nded
rjl_:".y of
several
months In
Twoson,
the famous
o 5 T
group, the Runaway Five, is set to
leave town. Owners of the theater
where the group had been perform-
INg said that the Five had owed them
money, but that a mysterious bene-

factor had paid off their debt of
$10,000

NINTENDO PLAYER’S GUIDE

AGERMNVIMIEE
At the Meager Livin’ Farm, you
won't get milked. In fact, you can

stay free overnignt. Just look for
the friendly cow outside.

OLD GUY

- WILL LET
* YOU STAY
FREE!

HAPPY HAPPY
VILLAGE HAPPY
ONCE MORE

With the humiliating defeat of Mr.
Carpainter at the hands of Ness,
most of the cultists who had
moved to this once-peaceful
town have suddenly lost the faith.
Work has already begun on the
renewal of the town, which was
painted entirely blue by the
fanatic followers of Carpainter.

INVENTIVE KIDS

Twoson's renowned inventor, the
Apple Kid, revealed today that he is
working on his next great invention—

Zombie

THIS CRAZY

Paper. The
Pencil eraser
was a chal-
lenge, but
this zombie
trap is even
more diffi-
cult,

WINDFALL

The youth from Onett, whose self-
proclaimed mission to save the earth
brought him to Twoson, today
received $10,000 dollars from a
reformed hoodlum in Burglin Park.
The money was given to Ness with
no strings attached, in small,
unmarked

bills. Ness
Eevealed
that he
knew exact-
ly where he
was  going
with the
money...to

the theater.

IR

Congenial Customs

The people of Twoson are especially conge-
nial and will tell you all about their fair city if
you ask them to. Just talk to everyone you
run into and find out everything of interest
happening while you're there.

CATCH THE RUNAWAY
FIVE IN CONCERT

The famed Runaway Five appear in

concert nightly at the Chaos Theater.

Tickets sell out fast, so buy early.

REST VALLEY

Although there is plenty to do in
town, Twoson is algo known as
the Gateway to Peaceful Rest
Valley, @ beautiful site east of

&l

town. lts unusual inhabitants include Li’'l UFOs and Spinning Robos,
interesting sights on their own. A pleasant stream runs through the
valley, which is a great place to hunt for wild mushrooms.

GATEWAY'TO PEACEFUL

ET™8& SHOPPING

21

GUIDE

Sunny streets and a year-round mild cli-
mate beckon travelers to Twoson. There is
plenty to entertain them in town and near-
by. It’s a town that should be on everyone’s
itinerary. Don’t miss it!

FAST
FACTS

*Population ............. 371
*Dogs 1
*Average Temperature..72 F
*Vendors in Park
*Mushrooms ..............

SHOP THE FLEA
MARKET

Don’t miss the Flea Market in Burglin
Park. You'll find all sorts of curiosities
for sale there, some of them very rare
and valuable. It's open daily during
daylight hours. The park is a popular
gathering spot for locals, too.

EARTHBOUND



Twoson

With both a Flea Market and an indoor mall, Twoson is a bustling mar-
ketplace where goods of all kinds can be bought and sold. Its thriving
economy draws traders in, and its lively nightlife keeps them well enter-

Map Key

3 HOTEL TWOSON
B BICYCLE SHOP
HOSPITAL

Bl CHAOS THEATER

@ POLESTAR
PRESCHOOL

@ BUS STATION

[Ed ORANGE KID’S
HOUSE

B APPLE KID’S HOUSE
I MACH PIZZA
M TWOsSON

THRIFT

Defense Spray.......$500
Rust Promoter .......$89
Travel Charm............ $60
Copper Bracelet....$349
Broken Spray Can....$189
Broken Iron...........5 149

U

1 BANANA SHOP
& TOOL SHOP
@ THRIFT SHOP

a

Flea Market

IR EVERDRED’S HOUSE
EGG SHOP
B ANTIQUE SHOP

2] BAKERY
I CONDIMENT SHOP

NINTENDO PLAYER’S GUIDE

TRYA'BIKE

When you first get to _town, go
to the Bicycle Shop that's right
next to Hotel Twoson. The
manager of the shop is very
friendly, and"he's generous,
too. He'll offer to let you use
one of his bikes, as long as you
don't try to ride double on it.
It's faster than walking, so give

BLUE BADDIES

There are some strange (and unhap-
py) bad guys wandering the streets of

Twoson. You can quickly identify

them by their blue faces, so if you see

them coming, either steer clear or

prepare to fight. You'll run into more

of the baddies’ buddies when you
travel to Happy Happy Village.

THOSON

abap 971 1 1 DEPARTMENT STORE

BIBURGER SHOP
*Fruit Juice .......... $4 e<Coffee.............. $6
*French Fries........$8 *Hamburger...$14

- ABAKERY

*Lucky Sandwich ..$128 *Bread Roll ...$12
*Skip Sandwich $38 e<Cookie ............ $7
EIDRUG STORE

*Cold Remedy ....$22

*Teddy Bear ......$178 eTee-ball Bat $48

*Fry Pan .............. $56 *Slingshot ......$89
*Cheap Bracelet ..$96 *Ribbon .......... $89
*Baseball Cap ...$19

\

@8 L

IN CVRELIN PARK

g *CooKi..............S7 *Canof Fruit Juice..$4
*Skip Sandwich....$38 Cup of Coffee...$6

*Lucky Sandwich...$128 Roll.....................$12

TASTE OF °Ketchup.. $2

T WOSON *SUBAK i isimisidion $3

L. ""'"N YEOCON i veseiriois $4

<, 'Cream ... t
Sy Jn

‘Parsley .. $2

Hot Sauce sk ... $2

TRAVEL STEPS

Be sure to take part in the activ-
ities listed below while you're in
the Twoson area. You don't nec-
essarily have to accomplish the
tasks in the order listed, but it is
the most direct route through
the events. '

Defeat Mr. Everdred in
Burglin Park

O
Give $200 and food to the
Apple Kid
(&)

Go to Peaceful Rest
Valley

- ©
Examine the Pencil
Statue

O

Return to Twoson

O _
Get the Pencil ErtmiuRi
Device from the Apple Kid

Return to Peaceful Rest
Valley and remove the
encil Statue

O

Continue to Happy Happy
Village

()
Get the Franklin Badge
from Paula

Defeat Pokey’s Friends

O

Defeat Carpainter and get
the Jail Key

O

Free Paula

O

Go through the eastern
caves

O
Defeat the Mondo Mole,
get I.illipg Melody

Return to Twoson

EARTHBOUND



 STRANGE DREAMS AT
\ABTEL PWOSON

Mhen Ness“bunks atHotel Twoson, he
fias@ Secange dream that will haunt him
every time-te stays. In his dream, he
hears a girkeallingiout to him for help.
The weird thing is that he doesn’t even
know this girl. He can tell that she’s in
trouble though, and it puzzles him. The
longer he stays in town after first hearing
the message, the more frantic he
becomes to find out about the mystery
girl. As he wanders around, he learns
about a girl missing from town. Her
name is Paula, just like the girl in the
dream, and she’s beloved by the kids at
the Polestar Preschool. Although Paula’s
father suspects that Mr. Everdred had
something to do with Paula’s disappear-
ance, there is no evidence to prove that
he did. All Ness knows at this point is
that he needs to get to the bottom of
things.

RUNAWAY
FIVE
L7 E EVERY NIGHT

haos Thealer
WATCH FOR WILD SHROOMS

While walking around town, you might be attacked by Evil Mushrooms. If you fall victim to
their Spore Attacks, you'll know it, because a mushroom will begin to grow out of Ness's
head and you'll lose control of him. Get to a hospital as quickly as you can and have the
healer there remove the mushroom. He'll even pay you for letting him keep the fungus!

¥ v

POLESTAR PRESCHOO

When you visit the Polestar Preschool, you'll hear the bad _
news about Paula. She’s missing, and the kids are really sad. If ad

you go upstairs to her room and \ [ al ;ﬁ‘-

open the Gift Box there, you'll find a _z7=7g\\ ﬁ’awl‘ﬁ ¥, TRY TRAVELING

Teddy Bear. Take it with you when s ¥ TO THREED

you head through the caves east of "\ % " If you go to the Bus Station and check the schedule,

town. It will absorb a lot of damage a bus will arrive and load passengers bound for Threed. You
won't be getting out of town so easily, though. When you reach
the tunnel between Twoson and Threed, the bus will turn around

NINTENDO PLAYER’S GUIDE m

STROLL IN THE TWO INVENTORS IN THIS
PARK TOWN

When you go for a stroll in There are two inventors vying for benefactors
the park, you'll be attacked by here, and you probably can't afford to donate
Mr. Everdred, who will funds to both of them. Which will it be? The
pounce from the roof of his Orange Kid runs a neater operation, but that
house. If you're well-supplied, doesn't mean he'll produce the inventions you'll
you should have little trouble need. Put your money on the Apple Kid.The girls
defeating him. When you do, on the street are all ga-ga over the Orange Kid,
he'll apologize for his bad but they think that the Apple Kid is gross. So
manners, and he'll explain that much for them! That just leaves the Apple Kid
Paula is about to be sacrificed more time for inventing cool stuff.

in Happy Happy Village.

The girls are crazy about The Apple Kid looks like a

the Orange Kid, and he slob, and his house is a big
runs an organized opera- mess. First, give him some-
tion. Even if you give him thing to eat, then give him

money to finance his stud-  the money he asks for.
ies, though, he won’t come  Later, when you need an

through with a helpful unusual, pencil-related
invention. He’s too hung up invention, he'll come up
on Einstein’s theories. with it for you.

After stocking up on supplies and talking to
everyone in Twoson, head east through
the caves to Peaceful Rest Valley. There are
lots of enemies in both the caves and val-
ley, so it helps to have a Teddy Bear along
to absorb some of the damage. You'll prob-
ably have to attempt the trip more than
one time before you can make it all the
way through the valley.

G
s ,w.! - 3. 1

and bring you back. It seems that the tunnel is haunted, and
the bus won't go through scary places like that. After you've
completed the necessary tasks in Twoson and Happy Happy
Village, you'll have to find another mode of transportation in
order to get out of town. Be creative. Perhaps there are oth-
ers who are eager to move on to a new town. You just might
be able to hitch a ride if you do them a favor.

ENEMIED

MOBILE
SPROUT

=

ghe Mobile
routs sprini
upsudden?y, agrlld
they can grow
new sprouts to
help themin
battle. They
oftenattackin
pesky packs.
HP..79 / PP..9 / SPEED...6

OFFENSE...| 7 | DEFENSE...I2

CRANKY LADY

= There are some

people in Twoson

{ who just can’t

keep their noses

out of other peo-
le's business.
teer clear of

i them when you
can.

HP..95 / PP..0 / SPEED...6
OFFENSE...16 / DEFENSE...I8

UNASSUMING
LOCAL GUY

Although he
claims to be mel-
low, this man has
a chip on his
shoulder and
something to
prove. He'll chase
ou down for a
ist fight at any
opportunity.

HP..73 [ PP..0 / SPEED...5
OFFENSE...|8 / DEFENSE...I3

LI'L UFO

Li'lUFOs dart in and attack quickly.
They're so fast that it's tough to dodge
them, and they can leave you with a bad
case of the sniffles.

HP..82 / PP..0 / SPEED...53
OFFENSE...|8 / DEFENSE...I7

EARTHBOUND
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THE BROKEN

The first bridge you come to is bro-
ken, so you can’t use it to cross the
river. You'll have to find another way

to continue to Happy

Continue heading north, avoiding as
many enemies as you can as you try
to find an alternate route.

2. Peaceful Rest Valley &

* Happy Happy Village | Sz

: l] I]y I] py !] @ LUCK CAPSULE
The trek through Peaceful Rest Valley to Happy Happy Village is an 9 CROISSANT
arduous one, so be sure to take along lots of provisions and a Teddy o BOMB

Bear or two. You'll run into several Li'l UFOs and Spinning Robos.
You'll eat up energy when you have a cold, so use Cold Remedies
when you get sick.

BRIDGE

Happy Village.

WHAT’S WITH THE
IRON PENCIL?

TWOSON

(" GIFT BOXES )

© HARD HAT
e )

FIGHT YOUR WAY BACK TO

© CUP OF LIFENOODLES

TRY OUT THE PENCIL ERASER

After replacing supplies you used up on your 1% L
last foray into Peaceful Rest Valley, head for the L3 . QJJ
Pencil Statue again. Now select “ras

the Pencil eraser and use it on

the statue. The amazing

machine will make the statue
disappear like magic. Now you [
can continue working your way @
down and around to Happy

Happy Village.

X CULT OFFICE  [§] SELF-SERVICE SHOP

Map Key @ Hoste

HOSPITAL

@ DRUGSTORE

[HE BEST BUYS IN TOWN!

SELF-SERVICE SHOP

You probably used lots of supplies and energy getting
as far as you did, but now you'll have to fight your

As you head north, you'll come
to a strange, Iron Pencil blocking
the way. You can’t walk around it
and you can't move it. You'll have
to find another way to handle the
obstruction, but you'll have to
return to Twoson first.

NINTENDO PLAYER’S GUIDE

way back through the caves to Twoson. Once there,
replenish your energy by staying at the Hotel, then
seek out the Apple Kid. He's not at home, so look
for him in the park—that's where people seem to
gather on sunny days. He has a new device for you,
one that's guaranteed to ‘

work on Pencils.

HAPPY HAPPY

PRUZL STORE
Cold Remedy............$22
Refreshment Herb ....$80
Grossam o 318
Skip Sandwich .......... $38
Lucky Sandwich......$128
Eruitduice oinshis $4
Colfen o.vnnvnnn $6
Tee-Ball Bat .............. $98
FIY PAN. o cconssinnnining $56
Copper Bracelet......$349
Holmes Hat ................$59

RIOBON . ...oceconsssinimanpBB
- 4




"% MAKE A DONATION OR

=0l 8 e, SAVE YOUR CASH?
banacnnipm gwmmt! VVhen you first reach Happy

] Happy Village, a woman will
rush up and ask you to donate
cash to the local tourism fund.
Depending on how much you
spent supplying yourself for the
trip through Peaceful Rest Valley,

\ [T a %":‘
¥\ BOWY RAISE
{ %6 VTS CHICKENS

) You can make quick money by raising
chickens here. Go to the Self-Service Stand and
buy Fresh Eggs for a few bucks. If you hold onto
the egg for about a minute, it will hatch into a
Chick. If you hold onto it for a little longer, it will
grow into a Chicken that you can sell at the

TRACK PAULA DOWN

As you traveled through Peaceful Rest Valley,
you probably came to a place where you
could see, but not reach, a little house. You
can reach the house only by going through
the cave to Happy Happy Village, then follow-
ing another cave north of town.
Go there after restocking your
supplies at the Drugstore. When

The villagers speak of a leader who lives in the temple in

the center of town, but he won’t make time to see just

anyone. The people are so insistent that they're happy

that it seems odd, and they speak of mysterious rituals.

When you do get inside the

B temple, you'll find that it's

| filled with insane cultists, and

8 many of them will attack you

gl if you approach them. It's

B best to come back later when
8l you're better prepared to

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

8l investigate the place.

T Y R T T N R N T

o S

Drugstore for a huge profit.

you might be short on cash by T
now. At any rate, if you .
do make a donation, all
you'll get for it will be a
phony “thanks” and a
post card of town. Don't
feel obligated to give to
this cause unless you
&4 have money to burn.

HAPPY HAPPY OR STRANGE STRANGE!?

you exit the cave just above the
house, you'll have to fight a cou-
ple of Spiteful Crows, then you'll
be able to enter the cottage.
Inside, you'll meet Paula, and
she’ll explain that she had been
calling you in your dreams to come res-
cue her. She’s slated to be the Happy
Happyists® next sacrifice, and she's not at
all willing. You'll have to get a key from
Carpainter to release her from her jail,
and he won't give it up without a fight.
She'll give you
the Franklin
Badge to use for
|| protection
against him.

ENEMIED

TERRITORIAL
OAK

Territorial
Oaks are trou-
ble. Attack
with weapons
or spells until
they burstinto HP..|45/ PP.4| / SPEED..5

flames. OFFENSE...26 / DEFENSE...30

MOLE PLAYING
ROUGH

- The Moles Playing
Rough generally
hang aroundin =
caves, where their
vision is an advan-
tage. Attack them
aggressively.

HP..103 / PP..0 / SPEED...9
bl —
OFFENSE...22 / DEFENSE...28

CARPAINTER

There’s no
telling what
Eushe_d
arpainter off
the deep end,

Carpainter commands lightning, but
the Franklin Badge reflects it. When
he calls down a high-voltage bolt, use
the badge to reflect it right back at
him. He can't take but a couple doses

but he has
painted every-
thing blue and
starteda

twisted cult.

DON'T CONTINUE
WITHOUT<THE

LR Y W

TALK TO THE-FAST.-

MOVING CULTISTS work your way through the once you
When you enter the temple a second time, watch maze of cultists before you have the ; HP..262 / PP..70 / SPEED...8
how the cultists sway back and forth: You'll. see that talk to Paula, don't bother badge, ;‘ OFFENSE...33 / DEFENSE..45

some move much faster than the others. Talk to the
fast-swaying ones to find your way through the
maze downstairs. Some of them will make you fight,

U B N NN W W W W

NINTENDO PLAYER’S GUIDE

BADGE

Even if you manage to

to go upstairs and take on
Carpainter until you've vis-
ited her.in the little house
north.of town. You won't

won't be able.to beat him until
she gives you theFranklin
Badge. If you try to take him
onfiest, you'll be fried by light-
ning bolts before you have a
chance to defend yourself. It's
a brutal way to go.

3

of his own
medicine, so

defeating him [

will be easy.

o

She’ll grab her Teddy Bear
and say good riddance to
jail. The bear will absorb
punishment until you can
equip Paula.

35

MR. BATTY

but then they’ll move As soon as singe Carpai 3
: you singe Carpainter, he’ll cough up the Attack Bats hang
and let you by. be 3b|f3 to free he" without RESCUE PAULA Jail Key with little protest. Take it back to Paula’s cell. outin the caves
defeating Carpainter, but you round Happy

Happy Village. Try
to attack them
before they take
flight.

HP..86 / PP..0 / SPEED...29
OFFENSE...25 / DEFENSE...5

EARTHBOUND



ﬁ:eﬁﬂau pjoiné Ness, return to Happy Happy Village.
it ‘GaPpainter inndisgrace and the villagers no longer
u his'peiver, the village is once again a pleasant
place to live. The villagers have re-painted the buildings,
and you won't see anything blue around here again.
When you talk to them now, they'll
have new messages for you. One of
them mentions tiny footsteps to the
east. You should equip Paula with
tools as soon as possible, then enter
the caves to the east and go investi-
gate the tiny steps. Paula will gain
experience quickly as you explore.

(" GIFT BOXES )

© GREAT CHARM
€ CROISSANT
© PSI CARAMEL

\\

TOUGH
PROGRESS

It will be tough going inside the
caves, and Paula won’t be up to
the challenge until she gains
some experience. Exit often to
save your progress and stay at
the Hostel to re-energize. You'll
need to have Paula strong
enough to help you out when
you meet the Mondo Mole.

NINTENDO PLAYER’S GUIDE

Finally, after a difficult trek through the caves, you'll come to
a Shining Spot at the cave exit. Guarding the exit is the
Mondo Mole, a challenging foe, to be sure. Be prepared to
unleash your PSI powers when you go toe-to-toe.

After you manage to man-
handle the Mondo Mole,
exit the cave and check
out the tiny footprints.
When you do, you'll hear
the second sound. Be sure
to use your Sound Stone
to record it before you go
back through the caves
and return to Happy
Happy Village.

36

PA U LA ’S When you check Paula’s Status Screen, you'll see that,
PR 0 F’ L E although she can'’t use healing powers yet, she does

have some attack abilities. And, of course, she does
come equipped with her own personal Teddy Bear.

TAKE PAULA BACK TO PRESCHOOL

When you return to Twoson, make Polestar Preschool
one of your first stops. Paula’s parents are worried sick,
and the kids have missed her, too. They'll all be very
relieved to find that she’s all
right, after all. She will
explain that she's going to
be helping Ness for a while,
and when you leave the
bbbk % building, one of Everdred’s
men will be waiting.

MEET WITH MR, EVERDRED

Everdred had wanted to offer Ness a job, but he
knows before he makes the offer that Ness won't take
it. Instead, he simply hands over $10,000. What can
two kids do with that much money? It can be their
ticket out of town, if they talk to the right people.

CATCH THE RUNAWAY FIVE, LIVE

Go to the Chaos Theater and talk to a couple of
guys from the Runaway Five to get a Backstage
Pass. Enter the club, talk to all of the patrons, go
backstage to talk to the band, then take in their
show. It's easy to see why they're so hot!

GIVE AWAY TEN GRAND

After the show, go to the manager and give
him the $10,000 you got from Mr.
Everdred. That will free the Runaway Five
from their debt, and
they'll be able to
leave town. Ness
and Paula can catch
a ride on their tour
bus to get to
Threed.

HAPPY
HAPPY] ‘

The Happy
Haﬁp\ﬂsts aren't
as

Irr:ssg—as they
appear to be.

are paint brushes
and their mission
Is to paint every-
thing blue.

ENEMIES

r

armful—or as
at first

eir weapons

HP..94 / PP..0 / SPEED...8
OFFENSE...19 / DEFENSE...25

O i —

MIGHTY
BEAR

When you wake
Mighty Bears
from their hiber-
nation, they're
very grouchy.
They Il chase
you down and
maul you, if
given half a
chance.

HP..167 / PP..0 / SPEED...7
OFFENSE...29 / DEFENSE...3|

MONDO MOLE

You've met other moles
while wandering around in
caves, but you've never
seen one this big or bru-
tal. Use Psi power to
both attack and heal,
and try to keep Paula
inthe pink until the
end of the skir-
mish. It might
take a couple
tries to topple
him.

HP..498 / PP..161 / SPEED...9
OFFENSE...37 / DEFENSE...50

EARTHBOUND



[hreed Journal

ZOMBIES STUCK
ON THREED

Threed citizens gathered at
the Circus Tent today to
bemoan the continuing
condition of zombie infes-
tation that has befallen the
city. A young adventurer
named Ness and his friend,
Paula, have indicated that
they are willing to chal-
lenge Belch, who is the
acknowledged master of
the zombies. Zombie
experts suggested that Ness
and Paula would have to

obtain some Fly Honey to use against Belch. The only source of Fly Honey in
r Threed is said to be in the evil Tent south of town. In a sur-
prising development, the Apple Kid from Twoson sent a mar-
velous new invention—Zombie Paper—which is used to cap-
ture unwary undead. It is thought that the Zombie Paper will
allow Ness and Paula to take the underground road that leads
to Belch s secr el bdst near Qalur n \dl]t‘\

Flymg Saucer

Crashes in Graveyard

The city buzzed today when a UFO appeared in
the skies over Threed, then took a swan dive into
the graveyard. Eyewitnesses watched the silvery
craft wobbling in circles above the city, as if

NINTENDO PLAYER’S GUIDE

Ll UL

search-
ing for
Some-
thing. Shortly after the crash, the young
heroes, Ness and Paula, appeared in the
company of a young man named Jeff.
After defeating the evil Tent, the trio used
Zombie Paper in the Circus Tent.

(38

SECRET BASE
DISCOVERED

The Journal has received an exclu-
sive on the progress of Ness, Paula
and Jeff as they search for Belch.
After a brief stay in Saturn Valley,
the three heroes moved north to
Grapefruit Falls. Under the fdlls,
they used a pass-

for three min-
utes until the

door opened.

SUNSHINE RETURNS

After weeks of dense cloud cover,
sunshine returned to Threed today.
Dr. Freitag of the Threed Academy
suggested that the change had some-
thing to do with
Ness’s mission. [HEE
“Zis giant Sprout E
haf bin sooking
up all zee light,”
explained Dr.
Freitag.

HOT SPRINGS Pl]llIJTll]N

The famous hot springs in
Saturn Valley are suddenly giv-
ing off a disgusting odor accord-
ing to Mr. Saturn. The vile aroma
began shortly after Ness, Paula
and Jeff returned from defeat-
ing Belch.

TRAVEL & SHOPPING GUIDE

Threed was once called the “Fun” capitol
of the world because it is home to the
famous Threed Circus. More recently,
: however, the city’s fortunes have dipped
due to an incursion of zombies. You may
find the city less accommodating than in

previous years.

The Clouds of Threed '1.

One of the great meteoro-
logical mysteries of our age
can be found in the overcast
skies of Threed. Although

the city is located near the

FAST
FACTS

*Population

Dusty Dunes Desert where *Zombies .................2,000
the intense sunlight can cause *Temperature............62 F
severe tan lines, Threed itself eRainfall ..o 56"
languishes under a gloomy +Pumpkin Patches .............12
cap of iclouds. Scientists from *Graveyards. ... 2
around the world have stud- B 5
ied the phenomenon, but so -

far no reason can be found sLions, Tigers, Bears ... 0

for the mysterious presence
of the cumulo nimbus. Even
stranger is the fact that
Threed was once a sunny
resort city before the chang-
ing weather patterns and
influx of undead inhabitants.

GRAVEYARD TOUR

History buffs, mediums
and occultists of all types
won't want to miss the
graveyard tour in Threed.

Both cemeteries in town r i it

remain open to the pub- i [- r IL
lic throughout the year. e o SATURN VALLEY
Self-guided. tours only. The Saturn Valley is home to an unusual race of people known

May be subject to zom-
bie attack!

collectively as Mr. Saturn. In recent times, the journey to the
Saturn Valley has become dangerous and difficult. Only the most
adventurous travelers will want to make this side trip.

MILKY WELL

One of the colorful leg-
ends of this region con-
cerns a place called the
Milky Well where
unusual sounds
emanate from the
ground itself. Today, vis-
itors can record the
stone music and take it
| home with them.

GRAPEFRUIT FALLS

The thundering waters of
Grapefruit Falls cascade into
the long lake. Intrepid trav-
elers will find a secret road
beyond the graveyards in
Threed that leads to this watery
region. They-should be aware of the
many dangers found here including a
foul smelling monster.

EARTHBOUND




[hreed

Visitors to Threed can enjoy fine shopping, dining and accommodations,
but the once inviting town has recently become a magnet for zombies—
a fact which may keep some tourists away from the city. In its prime,
Threed boasted one of the finest circuses to be found anywhere and a
sunny climate all year long.

TO TWOSON

@ ARMS DEALER

Map Key

YMEET ME BEWIND TOY AIR GUN  BOTTLE ROCKET |
3 THREED SUNSET HOTEL THE p1ZZA Mop @215 «$29» |
B HOSPITAL FOR A DEAL YOU BOMB RUST PROMOTER |
ZOMBIE RELIEF CORPS (AN’T REFUSE. «$149 » <« $89 :
HINT
E BARERY DRUG STORE
T p— | THREED DRUG EMPORIUM
'BEST Bread Roll sesesesssser Cold Remedy ......... .$22 Minor League Bat..$399
BAKERY ~ Croissantssssssssssees. Vial of Serum ..........$58 Thick Fry Pan.......$198
@ Skip Sandwich +....-$38 Refreshing Herb......$80 Hard Hat ................$298
e M Toothbrush.............$3 Insecticide Spray ...$19
CENBE aaciseiia $6 i Calorie Stick........... .$18 Copper Bracelet....$349
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BUS SERVICE

The only way for visitors to arrive in Threed
these days is by bus, and the only bus that can
make the trip through the haunted Twoson-
Threed tunnel is owned
by a blues band called the
Runaway Five. For a hefty
| fee of $10,000, however,
you can hitch a lift with
the “Five” to begin your
nightmare vacation.

THE TROUBLE
WITH THREED

Threed's current civic difficulties
can be traced back to the famous
meteorite crash in Onett. About
that time, a hideous being known
as Belch began attracting zombies
to the Threed area. One of the
unfortunate side effects of Belch
and his minions is a vile stench
that permeates Threed.

AU QA add

ROAD

Visitors wishing to travel to the
Grapefruit Falls region must first
overcome a zombie guard. The
zombies block the path north of
=8 the graveyard. If you use Zombie
Paper you can slip past them to
the secret road beyond.

«Take a look at that chick in

front of the hotel Zombies aren’t the only hazard to be found on
the streets of Threed in these troubled times.

§ Visitors have reported a suspicious woman,
dressed-to-kill and loitering outside the hotel.
Those unfortunate fools who have followed her

are savagely attacked by a group of thugs.

o

THE UNDERGROUND

BEWARE OF STRANGE WOMEN!

TRAVEL STEPS

Follow these steps to ensure a
happy and exciting journey. If
you prefer discovering the won-
ders of EarthBound on your
own, ignore this section.

Go To Graveyard

Speak Withéombie Guard

Get Info About
Mysterious Woman

Go To Hotel

O

Follow Woman Inside

Paula’s Psychic Call To
Jeff

O
Get Bubble Monkey

Ride On Tessie

¥
Go Through Brick Road

O
Use Bubble Monkey In
Cave

O

Go To Lab

O

Take Sky Runner To
Threed

O

Jeff Joins Party

Escape Witleey Machine

Defeat The Tent
Get Zombie Paper
Use Zombie Paper

Defeat Master Belch

Go To Saturn Valley

EARTHBOUND
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Youth Flees
Daormitory

Administrative officials of Snow Wood
Boarding House are quietly investigating
the recent disappearance of student Jeff
Andonut, son of the famous scientist, Dr.
Andonut. “All | can tell you right now is
that the young man is in BIG trouble,”
commented  Ms.
Snidely, head disci-

plinarian. The

youth has been

m’ missing since late
last night.

L Residence directors

c:". will not comment

on whether or not
the disappearance was linked to cookies
stolen from a dormitory room. Rumors
persist that the student left because the
school cafeteria was serving Tendakraut.

Bad Key
Maching
invented

While Technicians at Maxwell Labs refuse
to confirm or deny reports of a break-
through in locksmith technology, industry
insiders hint that a revolutionary new
tool has been invented for opening doors.
“They can't tell anyone, cause if they did,
thieves might steal the device and use it
on doors everywhere,” explained
Anthony Bigmouth. Detailed technical
specifications for the device recently
appeared on the Internet. (See Key
Machine, Page A3)

NINTENDO PLAYER’S GUIDE

WINTERS NEWS

THE HOTTEST NEWS DOWN COLD No. 120267 Established 1889 Only Fifty Cents

TESSIE SIGHTED

Jubilant members of the Tessie Watching Club report seeing a large dinosaur swimming
in the waters of Lake Tess yesterday morning. The recent account is hotly refuted by
local skeptics, who refuse to believe there is any truth to the legend that a dinosaur lives
beneath the surface of Lake Tess. The stories regarding the four limbed Mesozoic Era
reptile have existed since the founding of Winters in 1889. “People couldn’t believe the
Fourside Rangers would ever win the Stanley Cup, but they did,” argued an unidentified
Tessie club member. Critics of the report argue that the Tessie Watching Club experi-
enced a “group hallucination.” “You get a group of people camping out there in the
snow—they catch hypothermia and start acting weird,” commented one local pessimist.
“Remember when those producers filmed that rock video here last year? The same stu-
pid stuff happened. You can't run around in the snowy woods wearing leather, chains

and a guitar.”

Monkey Linked to
Dinosaur Sighting?

An escaped laboratory monkey is believed to be linked to
yesterday's sighting of Tessie the Dinosaur. Both locals and
experts remain puzzled over the mysterious series of
events leading to the sighting of the large reptile but specu-
late that the primate encouraged the beast to surface. “I
saw this monkey running around the Drugstore earlier
today,” stated Thelma Dingquist, local pharmacist. “| yelled
at him after he opened up a couple of boxes of laxatives.
Somebody gave the critter some gum and he went away.”
The monkey was later seen following an unidentified youth
into a nearby forest. (See Missing Link, Page A5)

& S HOPPING

5\9

. The wild woods of Winters welcome only the
The Wild Woods hardiest of woodsmen, like the members of

the Tessie Watching Club. If you find yourself wandering alone, be
prepared to meet dangerous wild animals including mountain goats,
crows, and wild'dogs. Most visitors camp out on the lake shore
south of the Snow Woods Boarding School. Here they scan the
blue lake waters for any sign of the beast.

TESSIE OF THE LAKE

The shore may be covered with snow, but the waters
of Lake Tess remain ice free throughout the year.
Many believe that hot springs deep in the lake keep
it warm enough for the dinosaur known as Tessie.
Enthusiasts line the northern shore, waiting for some
appearance of the creature.

LAKE TESS

For centuries people told the tale of
Tessie—a primordial creature that
swims in the lake south of Winters—
but not until a student from the Snow
Wood Boarding School actually tamed
the beast was there positive proof.
Now visitors can ride Tessie for a
modest fee and a fish.
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*’J I Show Wood
B Boarding School

—

| ] Drugstore
; Tea Tent

&) Phone Tent
A Stew Tent

winters

Travelers in Winters shouldn’t expect the
luxury accommodations found in other des-
tinations. Apart from the Snow Wood
Boarding School, the only other signs of civ-
ilization in this forest maze are to be found
in crude tents.

TELEPATHIC. DREAMING

While sleeping in
the dorm at the
Snow Wood
Boarding School,
Jeff Andonuts
receives a wake-up
call from Paula.
Unlike most long
distance calls
received at the
school, this call is
transmitted telepathically. |eff accepts the message at face
value and begins his southward journey to rescue Paula
and Ness.

*T-Rex Bat ------------ $698
*Non-stick Fry Pan --$1,490
*Coin of Silence ----$2,500
*Picnic Lunch ---------- $24
*Skip Sandwich DX ----$98
*Lucky Sandwich ----§128 E
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JEFF ANDONUTS

Even at an early age, the only son
of the famous scientist and inven-
tor, Dr. Andonuts, showed a gift for
fixing machines and tools.
Beginning with simple tasks such as
refitting his rattle with a Boron-flex
shaft and 125 HP twin-cam engine,
Jeff soon moved on
to more complex
gadgeteering. At the
Snow Wood
Boarding School, Jeff
studied with the
mechanical genius,
Maxwell Labs, one
of the great fixers of
all time.

SNOW WOOD
BOARDING SCHOOL

The floor plan of the Snow Wood
Boarding School shows that students
have full access
to all of the
school's many
facilities. The
dorm rooms,
shown at the ;
top of the floor plan, are used for
sleeping, studying and wrapping pre-
sents. Just outside is the upper hall

where students gather to discuss the
legend of Tessie. Downstairs,
Maxwell fiddles with unique
machines like a Bad Key Machine.
The locker room is filled with useful
items. One of the most common
complaints at the Snow Wood
Boarding School has to do with the inferior
nature of the keys that are used to keep lock-
ers secure. These keys, purchased at a substan-
tial discount from Keys R You, show a marked
propensity for bending. Fortunately, the student
body can turn to Maxwell Labs. Just for fun,
however, Maxwell often gives students a bent
key before he lends them his Bad Key Machine.

‘BOY

ENEMIES

GRUFF GOAT

This woodland
creature can
inflict severe
damage to I
unwary travelers
with his horns. If
attacked by a

oat, you should

ight back fierce-
lyandeata

ookie torestore
your energy.

HP..45 / PP..0 / SPEED...I2
OFFENSE...8 / DEFENSE...23

ORTHLESS
PROTOPLASM

The wild strain of this
Protoplasm escaped froma
science lab and now oozes
about the forest of Winters.
Itis an extremely weak foe,
easily mopped up.

HP..38 / PP..0 / SPEED..27 :
| OFFENSE...| | / DEFENSE..2| | % S

.\: f |

YN YMAD DUCK &+

A This water fowl's
w ~ / attackis worse than
its quack. Althoughiit

A ' may seem a bird-

~ brained baddie at
e hfa;gt tlin: Duck :
LN g s like an eagle
y \ P-’ . withan attitﬁgg.

HP.51/ P-P,.,U / SPEED..30
OFFENSE...12 / DEFENSE...24

CAVE

CaveBoy isa
nasty .
Neanderthal
withaspiked
club. He looks
mean--and he is
mean, Use a
powerful attack
to send him back
to the stone age.

'HP..314/ PP..0 / SPEED...79
OFFENSE...2| / DEFENSE...33
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STHESOUTH SHORE
!fy geto catch a ride with

' Tessie.fd-the South SHore of Lake

M F Tess, you'lhfind more woods and

4 some animals that you've already
met like the Goat. Follow the path

' ssouthward, defending yourself as
you.go.. Asshorthike will bring you

to a fascinating artifact and another

amazing challenge.

&)

BRICK ROAD MAZE

One of the most famous attractions along the shores of Lake Tess is the
Brick Road Maze, constructed with minimal funds by the great dungeon

designer, Brickroad. Inside, visitors will find an assortment of lovely gifts.
They may also encounter several less-than-lovely creatures who jealously
guard those gifts. Do not let them deter you. Seek out all the Gift Boxes.

V4 N
( GIFT BOXES )
o BREAD ROLL

@ BROKEN IRON

0 CROISSANT

© INSECTICIDE SPRAY

0 STUN GUN The Gift Boxes inside the Brick Road Maze have
\\ /» been left for those hearty explorers daring
enough to hunt them down and unwrap them.
The effort will be well rewarded. The Stun Gun can be of great help in
the dangerous areas that lie ahead, and you can never have enough Bread
Rolls or Croissants when traveling through hazardous country.

NINTENDO PLAYER’S GUIDE m

IRON PENCIL

Travelers who have already visit-
ed Happy Happy Village outside
of Twoson may recall finding an
Iron Pencil now on the southern
path along the shore of Lake
Tess. This object must remain
here until later. After taking a
snapshot or two, move on to
the intriguing cave maze nearby.

Pond Gave

The Pond Cave offers travelers a chance to
duck inside to escape the howling northern
winds. Inside, they will find
numerous specimens of the
local wildlife such as Struttin
Evil Mushroom, Rowdy Mouse
and the charming Deadly
Mouse. The lovely crystal at
the far end has no hidden pur-
pose. The biggest difficulty for
most spelunkers comes just
before the exit to the cave
where the rope on the ledge is out of reach. If
you have a monkey with you, feed it some
Bubble Gum and let it float up to the rope.

Spudersmaygwevw g
any weapon attack sh

GBS 316/ p.0 / SPEED.23 (RN
OFFENSE...6| / DEFENSE. 30 PR

S BATTY

This bat has a weakness
to PSIFlash likeits
weaker cousin,
MrBatty.

HP..294 / PP..0 / SPEED..33
OFFENSE..66 | DEFENSE...72

/STRONG
CROCODILE |

THE HANDYMAN

As a master of mechanical know-how, Jef}

can fix up broken Like the Armored Frog,

tools an_d «'Working through the night, th's mﬁlllaﬂ \"I“mhas J

WCOPOHS once his leff fined the Broken spray

1Q reaches 10. At R Rockets and PSI attacks

that point, Jeff will » e&?;hw-jts

fix one item each J. .V.“;“-"
STONE- 2l

time you stop for a rest at a hotel or spend the night
at some other s