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This official scal is vour assurance that Nintendo
has approved the quality of this product. Alwavs
look for this seal when buving games and accessories
to ensure complete compatibility with vour Game
Bov Svstem.

LICENSED BY

Nintendo, Game Bov and the Official Seals are trade-
marks of Nintendo of America Inc. © 1989 Nintendo

of America Inc.
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SAFETY TIPS

® [f you play for long periods of
time, take a 10 to 15 minute break
every hour or so.

® [ his is a high precision game. Do
not use or store it under condi-
tions of extreme temperature, or
subject it to rough handling
or shock. Do not disassemble
the unit.

® [0 avoid malfunction, do not
touch the terminals or let them
come in contact with water.

® Do not wipe this equipment with
volatile solvents such as thinner,
benzene or alcohol.

® Store the game cartridge in its
protective case when not in use.



DACK

WITH BLOB

> DAVID CRANE, designer of the award-
(;& Y Jg winning NIES A Boy and His Blob, is back

i f '*.5.* £ 2W1 with this all-new adventure for Game Boyv.
A Boy and His Blob, the winner of a 1990 Parents’
Choice Approval, was also named Most Innovative
(xame of the Year and Best Strategy Video Game of the
Year by Video Games and Computer Entertainment.
David is also the author of many more highly acclaimed
games including Pitfall!, one of the best-selling video
game cartridges of all time.
David Crane lives in California with his wife and
daughter.
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WHERE IS SHE?

The Boy and his Blob are searching
for Princess Blobette. It is believed
she’s being held prisoner by the An-
tagonistic Alchemist of Blobolonia
who is aspiring to become Emperor.

But who is the Boy? Who is his
friend Blob? And why are they looking
for the Princess?

Maybe we should back up a bit. . .

You see, in the first episode of our
saga, Blob came to Earth from the
planet Blobolonia looking for someone
to help him defeat the Evil Emperor.
That’s how he met the Boy.

The Boy and Blob traveled back to
Blobolonia to try to poison the Evil
Emperor with the one thing that could
weaken him: vitamins. It worked.

But now the Alchemist is trying to
take the Emperor’s place. So he’s cap-

tured and caged the beloved Princess
as part of his plan. And worse still,
he’s locked the Boy and Blob in the
castle’s tower!

Luckily, the Alchemist doesn’t know
their secret: by feeding Blob various
flavors of jelly beans, the Boy can
alter Blob’s shape.

So unlocking the door to the castle’s
tower is really no problem—if you have
the right jelly bean. In fact, most of
the obstacles that the Boy and his
Blob encounter can be overcome by
feeding Blob the right jelly beans.
Which is a good thing. Because the
Antagonistic Alchemist has not made
things easy for this duo.

So let’s join them in their search for
Princess Blobette. Then find a way to
free her. And finally, help them follow
her to a surprising—and perfectly
wonderful—conclusion.




GEARING UP

1. Make sure the power switch is OFFE

2. Insert the THE RESCUE OF
PRINCESS BLOBETTE game
pak as described in vour GAME
BOY guide.

3. Turn the power switch ON.

TO START: Push the START
BUTTON.

TAKING CON TROL
The following

illustration shows
you the control
points on your
GAME BOY.
Throughout this
instruction book
we will refer to
these controls by
the names indi-
cated here.

LEFT RIGHT

DOWN

SELECT

START

19, - BUTTON B

To move right or left—Press the RIGIIT
or LEFT ARROWS.

To move up or down—Press the UP or
DOWN ARROWS.

To call Blob (just whistle!)—Press
BUTTON B.

To turn a shape back into Blob—Press
BUTTON B.

To select a jelly bean flavor—Press the
SELECT BUTTON repeatedly until the
desired flavor is listed at the bottom of
the screen.

To reverse the order of the flavors—
[{old down the DOWN ARROW and
press the SELECT BUTTON.

To toss a jelly bean to Blob—Make sure
the Boy is facing Blob and press BUT-
TON A. Note: You'll be feeding Blob the
flavor that’s indicated on the screen.

To pause—Press the START BUTTON.
To continue—Press the START BUT-
TON again.
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INAND AROUND THE CASTLE

THE RESCUE OF PRINCESS
BLOBETTE takes place in the
Roval Castle of Blobolonia.

The castle’s steepled tower is where
vou'll first encounter the Boy and
his Blob. And where you'll find the
jelly bean that turns Blob into a key.

Once you open the door, watch out
for the drop-off. It might be a good

idea to test out its distance first. If
you must leap, carry something to
ease vour landing. Then watch out:

those updrafts are quite strong. (It's

OK to get a little carried away. )

Remember to look everywhere for
hidden treasures, peppermints (for
extra lives), and bags of jelly beans.

Scarch every room, every ledge—
even climb (or jump around) the
walls! And if you get “torched,” try a
mid-air “meltdown.”

You may actually find Princess
Blobette early on in vour quest. But
remember: finding her is not releas-
ing her. So keep going. And keep
looking. And keep taking advantage
of Blob’s magnificent repertoire of
shapes.

With courage, creativity, and per-
sistence vou can free Princess
Blobette from this cruel fate. And
then the castle will be returned to
its rightful heirs.




SEEN ON THE SCREEN

Once you press the START BUTTON, vou will see most of the following

information across the top or bottom of the screen. What’s not there now
will be added as the game progresses.

score (based on SN0 TRL 3 & lives remaining
trecasures collected) - (not including the

one vou're in)

]
e |
ll

R ummv“ L\ EF4 N\ number of pepper-
-t m*m*ﬂ! L 4N . mints collected
number of indicated - '
flavor remaining

not shown here
( here) number of treasures

left to find

jelly bean flavor
selected




FOURTEEN FABULOUS FLAVOR S

You’ll start the game with 7 jelly

bean flavors, but you’ll quickly pick Licorice Tangerine

up a bag with more flavors. Plus, =

throughout your search for the Prin- | §iruwberry .

cess, you should find even more. | |
In the beginning, you'll have to ex- Cocomut [ Honey

periment to see what shape each | |

flavor makes. But you'll soon find
yvou have them memorized. That’s
because each flavor name corre-
sponds somehow to the shape it
creates—either in the sound of the
word or in its meaning.

Here is the list of flavors you'll find.
If you like, jot down the shapes
formed next to each flavor.

Cola Ketchup™®

— t

Banana Punch

Apple Lime

t '1 J
Vanilla Mint

L

*There is one jellv bean flavor Blob detests:
KETCIHUP! In fact, if he accidentally ate one,
he’d be petrified.
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MORE ABOUT THE

AMAZING JELLY BDEAN

[n addition to feeding Blob jelly
beans, vou can also use jelly
beans to scout out unknown
arcas. IHere's how:

If vou want to know what lies
beyond a ledge or beyond the edge

of a screen, simply toss a jelly
bean in the unknown direction.
The “camera” will follow the jelly
bean and you’ll momentarily be
able to see what lies ahead.
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THE TREASURES OF BLOBOL ONIA

Throughout your search for the
beautiful Princess Blobette, you'll
encounter plenty of obstacles and
dangers to overcome. But vou’ll also
have the opportunity to collect valu-
able hidden treasures. You can save
them to bestow upon the precious
Princess (when you finally find
her). Or you can trade them in for
real estate on Mars—just kidding.
But you can use them to raise vour
cash stash.

You'll also find bags of jelly beans to
increase your jelly bean supply. And

you can never have too many of ‘w

those, can you?

as you can. Even if you didn’t
appreciate them, Blobette will.

Jelly Bean Bags: IHere's
where you'll find the two
new jelly bean flavors. As
well as extra jelly beans of
all flavors.

Diamonds: A Blobette’s
best friend.

Peppermints: Scarfup
enough of these—like five—
and you'll earn an extra life
Coins: Pick them up along
the way. When you reach
the Alchemist’s Treasure
Vault, you may find that

09

yvour collection forms a
’ winning “combination.” @

Treasures: Collect as many




THE ANTAGONISTIC
ALCHEMIST'S TRAPS

You don’t have to be a super sleuth
to figure out that the Antagonistic
Alchemist does not want you to res-
cue the Princess Blobette. He's set
up elaborate obstacles and deadly
dangers at every turn. And even if
vou do find the princess, only Blob
can set her free.

[Here’s a brief description of some of
the many conflicts vou can expect.

Mighty Machinery: What's turned
on can be turned off. But vou and
Blob have to figure out how. Fach
machine requires a different tech-
nique. Try “monkeying” around
with them and see what happens.
Flame Throwers:
Nothing douses
this fire. So dodge
them.

Vats of Boiling Water:
There is a way to cool these
off, though. Tryv the same
trick vou used on the torches.

KA RPN
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Torches: There must be a
way to cool their searing
flames.




| At the beginning of each game you
get five lives. When you lose all five
of them, the game is over.

There are three ways in which you
I can lose a life:

1. If you fall more than 1'/2 screens
unaided.

2. If you drown. (Try a flotation
device. )

3. If you run into (literally) deadly
dangers (like updrafts, heavy ma-

“ chinery, moving flame throwers,

boiling water and more).

FIVE ILIVES TO LIVE

ADDED LIVES

You get an additional life for every
five peppermints you pick up. Look
high and low for them, because you
can never have too many lives.




TEMPTING TIPS

¢ To increase the height of a jump on e Never get too far away from Blob. If
vour trampoline, press the UP vou lose him, you’re out of luck.
ARROW. To decrease the height, Unless, of course, you can make
press the DOWN ARROW. To him “ketch-up.”
jump off, move to the side at the ¢ Be careful where you carve your
pinnacle of your jump. holes. It could be a long way down!
e Whistling is one way to bring Blob e Remember: once you've freed
closer to you. But if you're trying Princess Blnhetté, the game is
to position him in a critically pre- still not over. You must then
cise spot, change him into search for her and reunite her with
something that can be picked up Blob.

and moved. -. . 4 .
d e [\ xperiment! Experiment!

e To put a little distance on a tossed Experiment!
jelly bean, take a step while toss-
ing it.
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90-DAY LIMITED WARRANTY

Absolute Entertainment, Inc. warranls lo the original retail purchaser of this video game computer program product (“Program”) that the game cartridge in which
the Program is embodied will be free from defects in malerial and workmanship for ninety (90) days from the day of purchase. If your game cartridge becomes
defective during that period, Absolute Entertainment. Inc. will replace il free of charge

|  Toreplace a delective carlridge during the warranty period, mail the entire game cartridge, the sales receipt you received when you made your purchase with the
purchase dale circled, a brief stalement describing the defect. and a large. sell-addressed stamped envelope 1o. Warranty Officer, Absolute Entertainment, Inc,, PO
Box 116 .Glen Rock. N.J. 07452, Tel. (201) 652-1227

| Ityour cartridge fails after the end of the 90-day warranty period, you may return it fo Absolute Entertainment, Inc. at the address above along with a check or money
order for $15.50, a brief statlement describing the defect, and a large, self-addressed, stamped envelope. This offer to repair or replace defective game cartridges
afler the end of the 90-day warranty period may be withdrawn at any time without notice.

We recommend thal defective cartridges be packaged caretully and sent certified mail, return receipt requested. Absolute Entertainment, Inc. will not be
responsible for replacing delective cartridges until they have been received by us al the above address.

This warranty is limited to the cartridge originally supplied by Absolule Entertainment, Inc. and is not applicable to the Program embodied in the cartridge. This
warranty will not be honored if the defect has arisen through abuse. mistreatment, improper care of the cartridge, neglec!, or normal wear and lear.

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, INCLUDING ANY WARRANTY OF
MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE, AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE WILL BE BINDING ON OR
OBLIGATE ABSOLUTE ENTERTAINMENT, INC. IN NO EVENT WILL ABSOLUTE ENTERTAINMENT, INC. BE LIABLE FOR SPECIAL. INCIDENTAL. OR CON-
SEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF THIS PRODUCT, INCLUDING DAMAGE TO PROPERTY, AND TO THE
EXTENT PERMITTED UNDER THE LAW, DAMAGES FOR PERSONAL INJURY, EVEN IF ABSOLUTE ENTERTAINMENT, INC. HAS BEEN PREVIOUSLY ADVISED
OF THE POSSIBILITY OF SUCH DAMAGES

THE PROGRAM IS SOLD "AS-1S" AND NO WARRANTIES, EXPRESS OR IMPLIED. INCLUDING WARRANTIES FOR MERCHANTABILITY OR FITNESS OF
| PURPOSE, WILL BE APPLICABLE

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, S0 THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY
GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE.
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