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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY PRECAUTIONS
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR NINTENDO®
HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS
IMPORTANT HEALTH AND SAFETY INFORMATION.

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFORE
YOU OR YOUR CHILD PLAY VIDEO GAMES.

A WARNING - Seizures

« Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, such as while
watching TV or playing video games, even if they have never had a seizure before.
* Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a
doctor before playing a video game.
* Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child
have any of the following symptoms:
Convulsions Eye or muscle twitching Loss of awareness
Altered vision Involuntary movements Disorientation
* To reduce the likelihood of a seizure when playing video games:
1. Sit or stand as far from the screen as possible.
2. Play video games on the smallest available television screen.
3. Do not play if you are tired or need sleep.
4. Play in a well-lit room.
5. Take a 10 to 15 minute break every hour.




A WARNING - Repetitive Motion Injuries and Eyestrain

Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these instructions

to avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain:

* Avoid excessive play. It is recommended that parents monitor their children for appropriate play.

* Take a 10 to 15 minute break every hour, even if you don't think you need it.

* |f your hands, wrists or arms or eyes become tired or sore while playing, stop and rest them for several hours
before playing again.

* |If you continue to have sore hands, wrists or arms or eyes during or after play, stop playing and see a doctor.

A WARNING - Battery Leakage

Nintendo portable video game systems contain a rechargeable lithium ion battery pack. Leakage of ingredients
contained within the battery pack, or the combustion products of the ingredients, can cause personal injury as well
as damage to your hardware. If battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash
thoroughly with soap and water. If liquid leaking from a battery pack comes into contact with your eyes, immediately
flush thoroughly with water and see a doctor.

To avoid battery leakage:

* Do not expose battery to excessive physical shock, vibration, or liquids.

* Do not disassemble, attempt to repair or deform the battery.

* Do not dispose of battery pack in a fire.

* Do not touch the terminals of the battery, or cause a short between the terminals with a metal object.

* Do not peel or damage the battery label.




THIS GAME PAK WILL WORK ONLY WITH THE GAME BOY®
ADVANCE, GAME BOY® MICRO, OR NINTENDO DS™
VIDEO GAME SYSTEMS.

The official seal is your assurance
that this product is licensed or
manufactured by Nintendo. Always
look for this seal when buying

video game systems,
accessories, games V" otficial
ﬂﬂ.d ff’!ﬂt(’d ' (Ninlt:nili_) J'

roducts. % :
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Nintendo does not license the sale or use of products
without the Official Nintendo Seal

Important Legal Information
Copying of any video game for any Nintendo system is illegal and is strictly prohibited by domestic and
international intellectual property laws. “Back-up” or “archival” copies are not authorized and are not

EVERYONE
necessary to protect your software. Violators will be prosecuted.

This video game is not designed for use with any unauthorized copying device or any unlicensed acces-
sory. Use of any such device will invalidate your Nintendo product warranty. Nintendo (and/or any
Nintendo licensee or distributor) is not responsible for any damage 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 attached
to it, please contact the game publisher’s “Technical Support” or “Customer Service” department.

L2 The contents of this notice do not interfere with your statutory rights. This booklet and other printed mate-
rials accompanying this game are protected by domestic and international intellectual property laws.
Rev-D (L)

NINTENDO, GAME BOY, GAME BOY ADVANCE AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO.
© 2001 NINTENDO. ALL RIGHTS RESERVED.
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GETTING STARTED

'-Pte&Se follow the instructions below before attempting to play this game.

. cmke sure the POWER switch is in the OFF position.

lmert the Nintendo GAME BOY® ADVANCE Game Pak into the slot on the back of the
ﬁ‘lme Boy Advance SP, label facing AWAY from play side.

. Silde the POWER switch to the 0N position to turn 0N the power.

i__,n Founw gameplay instructions throughout this manuval.

Power Switch




STARTING LP

L Button

+Control Pad

B Button

SELECT
START

MENU SELECTIONS

Press the +Control Pad Up, Down, Left or Right to highlight menu items. To select menu
options, press the A Button. To return to a previous menu, press the 8 Button.
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GAME CONTROLS

UNIVER: COITROLS FOR ALL CHARACTERS

wmm Pad Left/Right . ................. Move character Left/Right
B B e Be & 2 = 5.vvvis s oo anwiee s Attack/Use Weapon

L N A Attack 2/Use Weapon
utton . ... L e Mojo Attack/Taunt

R E&]@eﬁ .............................. Jump
ALTER ..TE Jumes

| : Performing a Double Jump allows you to gain extra lateral distance. To perform a
*ﬂﬁuble Jumn. press the R Button to jump, and while in the air, press the R Button a second time.

' Slnll‘ Jump: Performing a Super Jump allows you to gain extra height so that you can reach cer-
i ta"iﬂ pick-ups and platforms. To perform a Super Jump, press the R Button to jump, and while in the
ﬁ?. pt_',ess_ the +Control Pad Down. The Super Jump also causes damage to any enemy you land on.

i

~ COMBO MOVES

HLEMH character can perform several unique Combo Moves. All moves are performed by sequen-
ally m‘essing the A Butlon and B Button in a set order within a limited time span (see Main

r's, pgs. 7-9).




GAME CONTROL

Multiplier

M0JO ATTACKS & COMBAT MULTIPLIERS

Each playable character in the game has their own

v unique Mojo Attack. To use a Mojo Attack, your charac-
ter must have a full “Mojo Meter”. You can fill this bar
by defeating enemies.

Each time you dispatch an enemy, an “X2” icon will be displayed. This icon will stay illuminated
for several seconds. If you manage to defeat another enemy during this time frame, you’'ll
receive double the points for defeating that enemy and quadruple the “Mojo Meter” bonus. A
new “X4” icon will then illuminate. The “X8” state represents the maximum multiplier that the
player can reach. Using a Mojo Attack will fully deplete the Mojo Meter, giving bonus points for
any enemies killed.
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MAIN EHARALTERS

BILLY

Billy 1S a fierce fighter powered by sugar and an acute lack of disci-

him senseless with his mighty warhammer.

Mojo Attack: Bouncing Billy

Billy removes his gigantic nose from his face and holds it between his legs
like a space hopper. He then bounces into the air and lands on opponents.
If Billy bounces too high, an arrow will point to his current location.

While Mandy prefers to simply use her hands in melee combat, Billy
prefers to vuse a large wooden mallet. Billy's attacks do slightly less
damage than Mandy's but can be strung together more quickly.

‘A, A, A - Kick, Kick, Head-butt
"~ B, B, B = Forward Punch, Reverse Punch, sideways mallet swing
A, B, A = Kick, Punch, Mallet swing
. then B = Billy will jump In the air and then perform a swing with his mallet

-— I
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pline. Billy is likely to show mercy to a former foe, but only after beating ™



MAIN CHARALTERS

MANDY

Mandy is a merciless, unsmiling foe who Is as likely to demolish her
opponents with her razor sharp wit as with her powerful fists. Given

enough time, Mandy could beat up a thousand monkeuys with a thousand
typewriters.

Mojo Attack: Will Power

Mandy levitates in the air with an angry expression on her face. She slowly
changes to a brilliant white, and begins to summon falling meteors!

Mandy doesn’t use a weapon, becauvse she prefers to use her fists as her
primary means of attack.

B, B, B = Three Punch Combo
B, A, B = Punch, Kick, Punch
A. A, B = Kick, Punch, Roundhouse Kick (attacks enemies on both sides)

Jump, then A = Flying Punch




MAIN CHARALTERS

CRIM

The Grim Reaper has a lot of pent-up frustration after having to live with
Billy and Manduy, and he can make a fearsome foe. When in a frenzu, only
a powerful opponent can end Grim’s reaper madness!

Mojo Attack: Scythe Tornado

Grim holds out his scythe and begins to spin violently. As a result, a pow-
erful whirlwind forms around him, and all enemies he comes in contact
with are instantly destroyed. While Grim is spinning, vuse the «Control Pad
to control his movement.

.. A, A, A = Kick, Scythe Swipe, Scythe Twirl
| B, B, B = Punch, Scythe Swipe, Head-Butt
~ Jump, then B = Jump, Scythe Swing
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TUTORIAL

The Grim Adventures of Billy & Mandy includes a Tutorial mode to help teach you the basics.
Select Tutorial from the Main Menu, and follow the on-screen instructions.

STORY

After selecting Story Mode, you will be introduced to the story line with a series of screens. You

will initially start off as Billy in your quest for the Mojo Balls. As you progress in Story Mode, you
can unlock additional characters for use in both story mode and Mission Mode.

10



MAIN MENL

MISSION Me

el s S HON -
Mission 2

0-" ) Nigh Scone

E Chal Lenge!
0 A

L3Pt

= noas 8

' HISSIOI MODE

qﬂt the Mission Select Screen, you must first select a Tier and then a Mission. Initially, you will only
| pe am to play Mission 1 of Tier 1. As you earn Mojo Balls in Mission Mode, you will be able to
unlo ‘more Missions and Tiers. Certain Missions require you to have specific characters unlocked.

"E'a;h mission will have a specific goal that you must accomplish in order to progress, such as find-

'hg a hidden treasure or destroying an army of enemies in an allotted time frame. After success-
& 'Mly completing a Mission, you will earn a Mojo Ball, which will unlock more missions. Also, a Mojo
l!gllh icon will be displayed next to the successfully completed Mission.




MAIN MENL

LOAD

. I_EILFL;;I R >
If you've already saved a game, you can select this option to § It EUE NS v i
load it and continue your previous game. dld
D 1LDAD GANE ‘:) LANM
= SAVE
Saving only occurs after you’ve completed Story Mode and Missions in Mission Mode.

0P TIONS

At the Options menu, highlight an option, then press the
+Control Pad Left or Right to increase or decrease the Music or
Sound volumes. You can also select Credits to view the names
of those responsible for bringing you this game.

2




Multiplier

Timer Mojo Meter

2% Enemy Count

Health - Your Health bar dimishes as you take on damage.

LR Multiplier - This represents the amount your score will be multiplied each time
| you vanquish an enemy (eg. X4).

Timer - Some missions will be timed, while others will have a time limit.

~ Enemy Count - This is the amount of enemies you'll need to vanquish in order to
move onward.

Score - This displays the amount of points you've earned.

Mojo Meter - As you vanguish enemies, your Mojo Meter will increase. When full, you
can perform a Mojo Attack against your enemies.




WEAPONS

The game features four weapons that can be vsed by either Billy or Mandy.
When you use a weapon, an ammo counter will appear on-screen. When the
ammunition is depleted, the weapon is avtomatically dropped.

FLAMETHROWER

The Flamethrower launches a ball of flame across the screen.

600 CANNON

Fires green globules that damage and slow enemies.

LASER RAY

The Laser Ray fires a powerful laser that can destroy rows of enemies.

WAND

The Wand transforms enemies into snails for a brief period,
allowing you to easily squash them.




PICR-LIPS

pjak-—l]ps will be placed at predetermined positions in the levels.

% *_.:"-
i -I 1;: : .
i~ - Atomic Frenzy Cake: Your movement and attack speeds are increased.
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Programmers: . ..o v wirds » el s s va crispian Daniels & Florian Raoult
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Game design & Level building ........ James Barnard
Business Development .............. Paul Adams
Managing Director . ................ Lee Adams
Technology . . .....ovn e i nnenan Andrew Docking
Office Managier ...« voa s »sii s sbvd i Sarah Brewster
Pixelated Castle Soundtrack ......... James Barnard

MIDWAY HOME ENTERTAINMENT

Production

Executive Producer ................ Jim Molitor
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Associate Producer ................ Jaime Bencia
Development Director .............. Trevor Showden

Technical Director ................. Mark Allen
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L e e G S R T Adam Jones
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WARRANTY

MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser of this Midway Home Entertainment Inc. software product that the medium m
which this computer program is recorded is free from defects in materials and workmanship for a period of ninety (90) days from lha m of purchase.
This Midway Home Entertainment Inc. software program is sold “as is," without express or implied warranty damages of any kind, and Midway Home
Entertainment Inc. is not liable for any losses or damages of any kind resulting from the use of this program. Midway Home Entertainment Inc. agrees for a
period of ninety (90) days to either repair or replace, at its option, free of charge, any Midway Home Entertainment Inc. software product, postage paid, with proof
of purchase, at its Factory Service Center.

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shail be void if the defect in the Midway Home Entertainment
Inc. software product has arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO
OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE Midway Home Entertainment Inc. ANY IMPLIED WARRANTIES APPLIC-
ABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90)
DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAM-
AGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS Midway Home Entertainment Inc. SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of incidental or consequential damages so the
above limitations and/or exclusions of liability may not apply to you. This warranty gives you specific rights, and you may also have other rights which vary from
state to state.

Toll Free: 1-866-588-GAME

Midway Home Entertainment Inc. 9am - 6om / Pacific Time
Attn: Tech/Customer Support Dirac?BSB- 450-8190
6755 Mira Mesa Blvd., Suite 123-155 Fax: 858-658-9027

San Diego, Ca 92121 Technical & Customer Support at http://support.midway.com

Software © 2006 Midway Home Entertainment Inc. MIDWAY and the MIDWAY LOGO are trademarks or registered trademarks of Midway Amusement Games, LLC. All

rights reserved. CRI Sofdec and the CRI Sofdec logo are trademarks of CRI Middleware Co., LTD. All rights reserved. Distributed under license by Midway Home
Entertainment Inc.

The Grim Adventures of Billy & Mandy, The Cartoon Network Logo, and all related characters and elements are trademarks of and © Cartoon Network.

(506) 20



—

—THE VIDEOGAME—

) iNt0 tHe aDVeNture anD FUN!
370w from a small fluffy toddler named Mumble into 2
tall, sleek, confident adult as you belly-sled,

swim through Antarctica on an amazing adventure! |

AvailagLe NOVENIBEP 14tH, 2006
www.HaPPUFeet-GamMe.com
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