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Storming Fort Koopa

Mario  crawls past the guard tower and into
an open window. He walks sowly down the
hall, peering into room after room, but he finds
nothing. Fort Koopa ssems deserted.

"| guess no one's home," Mario says to him-
sdf as he rounds a corner. Then he freezesin
his tracks.

He's in the throne room of King Bowser
Koopa The walls are covered with portraits of
the evil turtle king. Mario can tell they're
pictures of Bowser, because the real Bowser is
therein person, too.

Mario has no time to back out of the room.
Two massive green arms stretch out menac-
ingly above his head. Bowser's mouth widens
into a snaggle-toothed grin.

"Uh-oh," whispers Mario.

What should Mario do next?
It's up to you to make the decisions that will
get him through this hair-raising adventure!
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Dear Game Player:

You are about to guide me through a great adven-
ture. Asyou read this book, you will help me decide
where to go and what to do. Whether | succeed or
fail is up toyou.

At the end of every chapter, you will make choices
that determine what happens next. Special puzzles
will help you decide what | should do—if you can
solve them.  The chapters in this book are in a
special order. Sometimes you must go backward in
order to go forward, if you know what | mean.

Along the way, you'll find many different items to
help me. with my quest. When you read that | have
found something, such as a magnifying glass, you'll
see a box like the one below:

*** Mario collects one coin, and he now has
the magnifying glass.**
Turn to page 96.

Use page 121 to keep track of the thingsyou collect
and to keep score.

Good luck!
Driplessly yours,

Mario
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Bzzang! Clang! Bee-bee-beep! It's the emer-
gency dlarm!  Red warning lights begin to
flash. One after another, alarm bells ring
throughout the Mario Bros." house.

"Ooooh," groans Mario, opening one eye.
The bedroom he shares with his brother Luigi
is dmost pitch black, but their plunger-shaped
alarm dock glows in the dark. Mario squints
at the faint green numbers. "It's three in the
morning," he moans. Sitting up, he runs a
hand through his thick black hair.

Ahoooghah! Honk! Before Mario has a
chance to get out of bed, the alarm goes off a
second time. The lights automatically switch
on and a pillow on the end of amechanical arm
swings down from the ceiling. It knocks Mario
out of the top bunk and onto the floor.

"All right, &l right, I'm up," he grumbles,
scrambling into his bright red overalls.
Grabbing his hat and his waterproof plumber's
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wristwatch, he charges out of the bedroom and
down the hall. He hurries past the supply
room, the game room, and the kitchen, and
heads into the plumbing workshop to answer
the emergency call.

The place is a mess, as usual. A pair of
socks hangs among the racks of wrenches and
spare copper tubing. On atable, buried under
severd stale bologna sandwiches, is a broken

"Definitely have to get this room organized
someday," says Mario. "But I'd better answer
thiscal first."

Mario sits down in front of the Mushroom
Kingdom Network System, which takes up the
eastern wall of the workshop. He shoves a
two-day-old plate of ravioli to one side and
throws the main power switch.

"Now, let's ssewhat al the fussis about,” he
saysashewaitsfor thevideo screen to cometo
life.

The Mario Bros' communication system has
come along way since the day they were first
called upon to save the Mushroom Kingdom.
Back then, they had to listen for Princess
Toadstoal's voice ringing through the pipe that
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leads from her mysterious world to the plumb-
ing shop. Now they rely on an advanced net-
work of computers, radio telescopes, homing
pigeons and TV monitors. But, for some rea-
son, today the network doesn't seem to be
working.

"Mario ... Crackle ... quickly!" Thevoice of
Princess Toadstool fades in and out of one
spesker. Mario fiddles with severd dids, but
the video screen is awash with static. "Bring
Luigi and a ... Buzz . . to the palace . . .
Crackle ... plessehurry!"

"I'm not going to bother trying to get this
equipment working," says Mario, getting up
from his chair. "It sounds like the princess
needs us there on the double!”

Tarn to page 4.
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“L n X
uigi!  Wake up!" Mario calls as he runs
back into the bedroom.

No one answers.

Mario considers waking his brother with a
bucket of cold water. But the last time he did
that, Luigi got even by filling Mario's shoes
with some of his top secret spaghetti sauce. So
Mario leans over the bottom bunk where his
brother segps and gently pulls back the heavy
wool blanket.

The bed isempty!

"That's srange” says Mario, puzzled. “Luigi
usually deeps seventeen hours a day. Why
would he be up at this time of night?'

He looks around the bedroom. Everythingis
in its place — two dressers, a stand-up mirror,
their comic book collection— but there's no sign
of Luigi.

Mario peers down the hall and notices a
faint blue light spilling out of the kitchen door-
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way. But before he has a chance to investigate,
the Mushroom Kingdom alarm begins to ring
once more.

Ahoogah! Ahoogah!

"I'm coming, Princess!” shouts Mario. He
runs down the hallway and startsto unlock the
supply room door. At that moment, the darm
goes off again, louder than ever.

Should Mario look for supplies? Maybe he
should find Luigi first. Or maybe he should
just head to the Mushroom Kingdom immedi-
aely. Hed better decide—quickly!

If you think Mario should search for Luigi,
turnto page 100.
If you think Mario should get supplies,
turn to page 34.
If you think Mario should head straight
to the Mushroom Kingdom, turn to 68.
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"All right," announces Mario, looking at
GLOM. "It's time for me to take this thing
apart and see what makesit tick."

As he approaches the machine, it wheels
backward for afew feet. Thenthe evil contrap-
tion abruptly stops. Severa parts around its
frame begin to grind and turn. With a pop,
GLOM coughs out an exact copy of Mario.

"Out of my way, you phony clone," shouts
Mario, charging toward GLOM. The fake
Mario stands in his way. The two plumbers
collide head-on and fall to the floor. Both rub
their foreheads in unison and stand up at the
sametime.

"Il take care of you first," says Mario. He
punches his double on thejaw. At that exact
moment, the double punches him on thejaw.

"Take that!" Mario shouts as he daps his
twin. The fake Mario's hand flicks out in
exactly the sameway.

The two Marios punch, slgp and kick each
other until both collapse on the floor from
exhaustion and pass out—at exactly the same
time.

lggy Koopa grabs the real Mario by the
straps on his red overalls and drags him back
to the maze of mirrors. He leaves the plumber
there, adegponthefloor.

A few hours later, Mario wakes. "My beard
stubble is getting out of hand,” he comments as
he looks in one of the mirrors. “"Well, the soon-
er | get this adventure over with, the sooner |
can shave" Sighing, he heads toward where
hethinksthelabis.
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Mario quickly grabs a heavy wooden oar
from the deck of the Doom Ship. Just as Roy
reeches him, Mario swings the oar.

It hits Roy and snapslike atoothpick.

"Rrrrrooooaaar!" Roy damsintoMario. The
plumber is stunned by the blow and before he
knows what's happened, Roy is holding him
high above his head with both arms.

“About the flowers, and the hospita—I was
justkidding, Roy," says Mario meekly.

"Hrrraarrr!" The reptile tosses Mario over
the side of the Doom Ship. Mario's flailing
hands snatch at a rail that encircles the ship's
hull. Saved! He throws one leg over the rail
and hauls himsdif up.

His head is spinning as he tries to stand.
Only the narrow metal rail keeps him from
falling.

Turn to page 94.
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Mario  decides to risk the shortcut and climbs
down into the ravine.

Zing! Something whizzes over his left
shoulder. A blazing chain of fireballs with a
small, alligator-like head rockets past him.
The ar around the plumber instantly gets a
few degreeswarmer.

"Hresneked" Mario shouts. He drops to the
ground—just in time to avoid being scorched
by a sizzling mongter. He pops his head up and
risks a quick look around. “If I can only make
it to that bush over there, I'll be safe" he tdls
himsef.

A Firesnake zooms over Mario's head and
lights up the sky as it makes a sharp U-turn.
Along the way, it brushes against the bush,
which immediately burstsinto flames.

"“On second thought, maybe I'll try to reach
that cluster of rocks up aheed," says Mario as
he dodges the flying flamethrowers.
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Solvethis puzzle to find out what
happens next:
Mario would like to avoid as many Firesnakes
as possiblel Draw a path from the plumber to
the rocks  Then add up the number of Fire-
snakes he passes dong the way. If Mario has
the Super Mushroom, he has extra power to
hop over the blazing monsters, so you can sub-
tract three from your total score.

If Mario passes five or less snakes,
turn to page 55.

If Mario passes six to ten snakes,
turn to page 97.

If Mario passes eleven or more snakes,
turn to page 110.
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-Dowser steps forward, blocking the doorway.
"I've been waiting here for your brother," he
snals "l heard Luigi was captured and | was
looking forward to chewing him into little
pieces. He never showed up, but you'l dojust
fine" The giant turtle moves doser to Mario.
"Any last requests?"

"Just one, your slime-ness," says Mario
bravely. "I want to know where dl these twins
are coming from."

Bowser cackles, breathing out a cloud of
greenish smoke.  “It's dl happening right here
in this fortress" he crows. "My kid Iggy—the
brainy one—put together a machine that
meakes instant copies of anything it sses  That
includes turtles, mushrooms, chickens .. . and
even nosy plumbers!

"Anything the machine creates is under
Koopacontrol," Bowser continues, gloating. He
paces back and forth. "Theway | seit, I'll be
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running most of the people in the Mushroom
Kingdomby next Tuesday."

Mario inches toward the door. Suddenly,
Bowser notices what Mario is doing. He
scrambles to block the way.

"As | was saying," he growls. "On Tuesday,
Il cdl avote and have mysdf dected Grand
Imperid Boss Then you'll see some changes!
I'll get rid of that crummy king and his fungus
friends." He blurts out a sour green laugh. "I
may keep copies of you and Luigi around,
though, just for laughs."

Mario looks around the room for another
way out, but with no luck. "Interesting. So
where do you keep this machine?' he asks.

“I'm not telling you!" shouts Bowser.
"Besides, it wouldn't help you. Your timeis up.
I'm going to lock you in aroom with sixty-four
red Koopa Troopas—hah, hah, heh!"

Bowser reaches out a scaly fist to grab
Mario. The agile plumber jumps back. Bowser
swings a second time, but Mario dodges again.
Then Bowser charges  Mario legps over the
turtle king's head and races out the door.

"lll get you, plumber!" Bowser yells, lum-
bering after him.



Mario dashes down the hall, searching fran-
ticaly for clues. "That machine is here some-
place" hepants. "But where?"

Ahead of him, a huge marble staircase
sweeps up to the second floor of Fort Koopa. A
sgn on the wall seems to have directions on
it—but itswrittenin Koopanese!

“Swel,” Mario mutters. "I left my Koopa-
nese dictionary a home."

Hisonly other choiceisto heed for the end of
the hal. The squishing sound of Bowser's feet
agrows louder behind him. Bowser is gaining!
Whichway shouldMariogo?
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Becade thia Keepanese message 10 see which
way Marie should go.

* Mario doesn't have aclue—but you do. Use

the chart below to learn the letters of the

Koopabet.

Sk TS Tk THeCSED

wonon B

N S T

If you think Mario should go down the hall
to look for the machine, tum to page 61.
If you think Mario should look for the
machine upstairs, tun to page 18.
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"Left," Mario says. He turns left and walks
into another glass wall. "Ow," he grumbles,
and rubs his bruised nose. He feels his way
adong until he reaches another turning point.

"You've got to be kidding," he groans. "I
think this is where | came in."

Suddenly he hears something. The sound of
machinery hums in the background, but Mario
can't tell where the sound is coming from.
However, there are only two paths.

"Hey," says Mario, "I bet one of these paths
will leed me right to Iggy Koopa..."

Solve this puzzle to help decide where Mario
should go next:
« Study the picture of Mario, then study al of
hisreflectionsbelow. Ifyoulook carefully, you'l
notice that some of them are dightly different.
« Cross out &l the ones that don't match the
Mario pictured at the top. The letters under-
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nesth the drawings spdll out a message that
tells you what Mario should do next.




T P

Mario can't figure the sign out, but he thinks
the second floor must be the place to go. He
races up the marble staircase as fast as his
plumber's legs will carry him. At the top, he
stops to catch his breath. He can hear Bowser
only afew yards behind.

Looking around, Mario sees that he's in a
waiting lounge. The walls are covered with
pink polka-dots. On a stand, a glass bowl is
filled with freshly cut weeds.

A wooden door seems to be the only way out
of the area. A dgn that says "PLEASE KNOCK,
WIPE YOUR FEET, AND DO NOT DISTURB" hangs
from the doorknob. But Mario has no time for
second thoughts. Bowser is dmogt a the top
of the stairsnow.

"Trick or treat!" Mario shouts. He throws
open the door and charges inside.

Turn to page 95.
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the Micro-Goombas, Mario makes a
despe*aedam to the dugter of tubing. "Time
to pipe down!" he shouts.

The Para-Goombas are caught off guard.
Before they can gather their wits to attack
again, Mario divesinto arusty pipe section and
rollshimself into aball. He madeit!

“"That was close—and kind of gross" he
pants, picking sticky mushrooms from his
dothes, mustache and eyedlashes

The giant fungi circle the pipe for a while,
waiting for Mario to come out. But Para-
Goombas get bored easily. Soon they give up
and flap away. Mario stays hidden in the pipe
until the last of theflying pests has disappeared.

gtting in the dark tube, he notices severa
loose coins scattered about. "Oh, good," he
says, gathering them up. "Now | can buy
Wooster that computerized feather duster he's
been asking for."



After afew minutes, Mario heads back to
check out the huge, dark object, dill hovering
in the sky.

** Mario collects 16 coins **
Turn to page 51.

"Toad could bejust about anywhere,” Mario
sghs, as he looks out across the Mushroom
Kingdom countryside. But the plumber doesnt
get much time to think about the places he
could go to look for Toad. Less than five min-
utes from the paace, he hears Toad's squeaky
voice. And its coming from the very center of
an enormous Piranha Patch!

"Oh no," says Mario. He gazesinto the fidd
of swirling, snarling green plants. "These over-
grownflytrapsarebad news"

"Save me" cries Toad.

Mario can see awhite dot in the middle of
the moving green fidld. "I'm on my way!" he
cals and begins to make his way through the
viciousplants.

Turn to page 90.
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l\Marioslips between Iggy and GLOM and
runs to the other side of the room. He grabs
test tubes, books, chairs—anything he can
find—and hurls them at the dowly advancing
machine. None of it does any damage.

GLOM backs Mario up against the green
double doors that lead back to the hall of mir-
rors, "Giveit up, Maio. You'e finished!" calls
lggy Koopa.

Desperately, Mario dives through the doors
and triesto hold them shut. “Can't... hold...
them ... much ... longer," he grunts as GLOM
dowly forces the doors open.

Then, asmileformson Mario'slips. Helets
go of the doors and stands to one side.

"Were open. Please come in!" he cdls, as
GLOM pushesitsway into the corridor.

The giant machine rolls into the mirrored
hallway and begins to curie in search of Mario.
As it turns, it catches a glimpse of its own
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bizarre reflection in one of the mirrors.

Sowly, the screens and light bulbs that pep-
per the sides of the hideous machine begin to
flash, and a high-pitched whine fills the air.
There's abright flash. When the smoke clears,
Mario is pleased to see that GLOM has created
an exact duplicate of itsdf!

The two machines begin to examine each
other, sniffing each other's TV screensand but-
tons. A moment later, there's another small
explosion. This time, when the dust settles,
there are four duplicating machines.

Mario crouches behind one of the double
doors and watches as the number of GLOMs
goes from 128, to 256, to 512 The machines
have long since crowded out of the hallway.
Now they fill thelab from wall towall.

"Stop! Wait! You're ruining everything!"
lggy shrieks as the four-thousandth GLOM is
coughed into existence.

When there are about ten thousand of them,
some of the machinesbegin to explode.

“Time to make like a headache and start
splitting!" says Mario, picking his way through
channels of broken mirror frames. By thetime
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he reaches the stairs, huge clusters of duplicat-
ing machines are starting to sdf-destruct. He
races down the hallway and dives out the first
open window he finds. He ralls to the bottom
of the hill as Fort Koopa crumbles in an explo-
sion of smoke, lightning and strange machine
parts.

Later, when the dust begins to settle, Mario
thinks he sees three large, rounded shapes
scurry from the wreckage and dither away, but
hecan't be certain.

Turn to page 69.
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"You go outside. Ill meet you there," Mario
says, smiling. The other plumber nods and
heeds out the side door of the shop.

". .. When cows canfly," Mario adds as soon
as he's done. "Either Luigi is acting stranger
than usual, or that's some kind of impostor. He
didn't make one dumb joke and he went al the
way across the room without bouncing up and
downlikeagoofball.

"Besides," Mario continues, "we can't waste
time working on an invention while the princess
isin trouble. Something strange is going on,
and I'll bet it has to do with the weird way Luigi
isacting.”"

Mario runs to the supply room and grabs a
Super Mushroom for extra power in an emer-
gency. Then he hurries back to the workshop.

*** Mario now has the Super Mushroom. ***
Turn to page 68.
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Mario  decides to check out the Mushroom
Kingdom before heading to the palace. "A
quick peek is aways a good ideg" he says to
himself as he bounces down the road.

Mario thinks the Mushroom Kingdom is the
most beautiful place he's ever seen. It's full of
roaring waterfalls, brilliant rainbows, and
clear, sparkling ponds. The weather is nearly
dways sunny and warm. And with al the pipe
passageways, underground caverns, and hid-
den treasures Mario keeps discovering, there
are endless opportunities for adventure.

Of course, even beautiful places have their
problems. When he travels to the Mushroom
Kingdom, Mario's amost certain to run into
some unfriendly creatures. Tweeter birds
awaystry toland on hishead. Masked Snifits
often sting him with pointy little bullets. If he
tries to have a picnic, giant Hoopster bugs are
admost certain to carry away haf of the food.
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But Mario is a professional creature-dodger
as well as a master plumber. Even though
there seem to be twice as many pests as usual,
he hops and skips over pairs of Shyguys,
Fryguys and Clawgrips with the grace of afine
ballet dancer—or at |east of amediocre football
player.

Mario counts the creatures as he walks.
"Something is definitely wrong here," he says.
“I'm seeing everything twicel"

As he tries to figure out what direction the
creatures are coming from, Mario notices two
separate shapes approaching in the sky. One
seems to be aflock of small creatures. The
other is harder to see, but it looks like one
huge, shadowy form.

If you think Mario should head toward the

flock of small creatures, turn to page 31.

If you think Mario should head toward the
giant shadow, turn to page 51.
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The first boomerang sails over Mario's head,
missing him by almost ayard. "Isthat the best
youcando?' hetaunts. Heturnsand sneersat
themonstrousturtletwins.

But Mario has forgotten that these weapons
return. When the boomerang circles and bash-
es him on the back of the head, he has no idea
what hit him. His knees buckle and he falls.

The Boomerang Brothers lumber up to
whereMarioislying out cold.

"Not bad," remarks one of the turtles, pick-
ing Mario up by aleg. He tosses the plumber
into a sack of old orange peels and other things
he has picked up in his travels. Then he dlings
the sack over his shoulder.

The second turtleyawns. "I'mtired."

"Me too," says his brother. "Let's go home
and make a nice pot of plumber soup.”

GAME OVER!
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Swish! Swish!  The cloud of boomerangs
sils over Mario's head. They miss denting his
cap—not to mention his skull—by the narrow-
est of margins,

When he sees the deadly swarm begin to
turn around, the plumber hits the dirt until
the boomerangs whoosh past him once more.
Then he gets up and makes a frantic dash
away from the giant turtles.

As powerful, terrible, and truly awful as
they are, the Boomerang Brothers aren't very
fast. Soon they're choking on Mario's dust.

"I'll deal with those two goons later,” Mario
pants, tearing down the road to Fort Koopa
"Maybe in another adventure.”

When he reeches the massive stone fortress,
Mario peeps through the castle's dingy windows.
He can see lights on in amost every room, but
there's no sign of life. Quietly, he walks inside
and beginsto explore thefilthy rooms.
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Just when he's decided the castle is turtle-
free, he rounds a corner and runs smack into a
large, leathery leg.

"Hello, Lunch," croaks adeep voice.

Mario looks up silently. Bad news! He's
standing at the feet of none other than Bowser
Koopa, king of the turtles.

Tum to page 12
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Mario headsfor the cloud of creatures. As he
gets close, they begin to swirl about in the sky.
Suddenly, the entireflock swoops down on him.

It's a swarm of ParaGoombas! Not al
mushrooms in the kingdom are nice—and
these brown flying fungi are some of the worst.
Plop! Plop! Plop! They shower him with tiny,
sticky baby mushrooms as they sail by.

Tuck!" exclams Mario, stumbling aong the
road. Micro-Goombas cling to his mustache.
"l'\ve got to find cover, or I'll be smothered.”

The giant winged mushrooms reverse course
and sal past Mario again, pelting him. He
pulls away fistfuls of sticky fungus. But the
Para-Goombas bomb him a third time.

It's getting hard for Mario to sse. Ashe
wipes off the little pests, two of the large fungi
settle on awall, licking their pulpy lips.

"These guys are ready to order, and it looks
like I'm the main course" says Mario.
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Up ahead is a pile of rusty pipes. Mario
thinks hell be able to hide in them. But if he
doesn't get rid of those sticky little mushrooms
first, he might not make it!

Solve this puzzle to help decide what Mario
should do:
« Thirteen flying pests that Mario wants to
avoid are hidden in thisword search. Words go
up, down, forward and backward. Use the
word list for help. Circlethem dl, and the left-
over letterswill tell you what Mario should do.
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TWEETER ~ PARA-GOOMBA  PHANTO
BEEZO  HOTFOOT CHEEP CHEEP
ALBATOSS THWOMP FRYGUY
PDGT . BOO PARABEETLE
NINJI

S
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Lls|rlE|T[E|E|w|T
wlo[rivivjalviR[F
NEERRNAED
(|alo|vle|e|ejz]o
e|ls[rlpimjo[wln[r
elLjT|E|E|B|A|R]A
plalrlaleloioim]e

If you think Mario should stop and clear
away the Micro-Goombas, turn to page 104.
IfyouthinkMarioshouldignoretheMicro-
Goombasandrunforcover,gotopage19.
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1 know better than to go on a misson with-
out proper equipment,” Mario says, unlocking
the supply room door. He scans the shelves.
"Paper dips? Naahh. | need something that
will comein handy against the Koopas"

When there's trouble in the Mushroom
Kingdom, that repellent reptile Bowser Koopa
and his turtle kids are usually the cause.
Bowser dready rules dl the vicious turtles in
thekingdom. But he and his family won't rest
until they rule the entire land.

Mario thinks of the time Bowser tried to
carry the kingdom's doorknobs away in a hot
air baloon. "It's a good thing someone had a
pea shooter with him that day," he says.

Unfortunately, Mario has no idea what's
going on at the palace now. He walks through
the maze-like shelves of plumbing tools, cook-
ing utensils and inflatable beach toys.

"Should | bring some Swiss cheese? A bicy-
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cle pump? If the Koopas are up to their old
tricks again, what will | need to stop them this
time?" hewonders.

Solve this puzzle to see what equipment Mario
takes with him to the Mushroom Kingdom.

« Choose one path for Mario and follow it until
he reaches an object. That item is the one
Mario takes.




"This is my Giant Likeness Outputting
Machine," Iggy says. He giggles. "I call it
GLOM for short. It took months to build, but
dl the work was worth it. GLOM will finish
you off and then get back to business—taking
over the Mushroom Kingdom."

As Iggy twitters on, Mario has time to exam-
ine the machine. GLOM istruly frightening to
look at, even for Mario, who has seen some
pretty scary things inside drain pipes.

More than ten feet tal, GLOM is covered
with giant eectronic eyeballs and hundreds of
tiny televison sets, each displaying a different
1960s monster movie. It crawls across the
floor on acombination of wheels, feet, and tank
treads that leave a slime trail behind them.
GLOM stops for a moment and spits a pair of
Koopa Troopas out of afunnel a its top. Then
it rolls next to Iggy and comesto a halt.

"Beautiful, isn't it?' asks the turtle prince.

36

He gestures to a bank of TV screens on one of
the walls. "l've hidden cameras al over the
Mushroom Kingdom and beyond," he explains.
"With the information they send back, GLOM
can scoop up sand from our yard and make it
into a perfect double of anyone. That's how |
copied the king. | would have gotten the
princess, Toad and Wooster too, if that finicky
fungus hadn't ruined my plan by watering one
of my cameras."

On one of the flickering screens, Mario sees
Luigi bouncing cheerfully around their shop at
home, tinkering with a stopped-up sink.

Iggy notices Luigi, too. "Hey!" the turtle
shouts, stamping his lumpy green foot. "I put
adouble in your brother's place, but it can't be
that guy. He's singing! Doubles don't sing.
That's the real thing. Something went wrong."

Mario laughs. "It looks like Luigi clobbered
yourclone."

"Well, I've still got you. GLOM! Get the
plumber!" Iggy shouts, pointing a Mario.

The machine slowly grinds toward Mario.
Suddenly it reaches out one of its mechanical
arms and tries to grab him. But Mario is too
quick to be caught that way. He ducks as the
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metal claw swings over his head. He dashes
behind GLOM and waits for it to turn around.
The machine turns. Mario edges backward,
trying to buy time and avoid sure destruction.
He is so distracted by the machine that he
loses track of Iggy. The sneaky turtle sticks
out his foot and trips Mario. Our hero stum-
bles into a corner and falls down, hitting his
head yet again.
GLOM dosesin. "Crushhim!" Iggy yells.
Mario scrambles to his feet, but he's trapped.
"I guess this is it," he mutters. He looks
around the lab. To his left is Iggy, rubbing his
wart-covered hands and cackling with glee. To
his right, Mario can see the green doors that
lead back into the maze of mirrors. Straight
ahead, GLOM crawls steadily toward him.

Solve this puzzle for a hint:

« Draw adtraight linefrom Iggy to GLOM.

« Draw adraight line from Iggy to the exit.

« Draw adgraght line from the exit to Glom.

« Draw astraight line from Mario to the exit.

« Study the picture. The leftover letters spel
out some advicefor Mario.
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If you think Mario should go after Iggy Koopa,
turn to page 92.
If you think Mario should attack GLOM,
turntopage®6.
IfyouthinkMarioshouldrunaway,
turntopage22.
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Mario decidestogoforit. The Chain Chomp
is the only thing between him and the fortress
walls. He can't give up now.

Mario decides to play a dangerous game
with the sngpping monster. If he can make it
mad enough, maybe it will get careless and
Mario will get through. The plumber waves
his arms at the Chain Chomp. "Hey, Bady!"
heydls.

Clack! The Chain Chomp snaps a Mario.
Its jagged teeth miss him by almost a foot. It
lunges again. Mario flattens himself against
the ground, and the Chain Chomp whizzes by.

Now it's really mad! When it rears and
growls, Mario ducks under its nose and races
for thewall.

"And awa-a-a-y we go!" he yells, as the
Chain Chomp swingsin for one last bite.

Solve this puzzle to find out what happens next:
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« Which route should Mario take to reach the
top of the wall safely? Look carefully at the
length of each Chain Chomp's chain.

If you think Mario should take route A,
turn to page 56.

If you think Mario should take route B,
turn to page 113.
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“Let'sdoit," says Mario, as he spins the
great wooden steering wheel. He pilots the
Doom Ship back to the entrance of the
Mushroom Kingdom. There, the two plumbers
climb down from the ship and crawl into the
main pipe. Within minutes, they are back at
their plumbing shop in Brooklyn.

"Oh Mister Impostor, come out, come out
wherever you are" sings Mario, sauntering
into theworkshop.

Luigi's evil twin pokes his head around the
corner to find out what's going on. By the time
the dow-witted duplicate decidesto run, it's too
late. Mario has blocked the door.

"Will al sensitive and delicate people please
leave the auditorium at this time," announces
Luigi. "The Super Mario Bros, are back in
town."

Turn to page 49.
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“Let'stry thisway." Mario turns left, going
down a series of mirrored hals. The machine
noises grow louder. At last, he turns a corner
and stepsinto a plain cement hall.

I'm freel" he cries "But I'll miss those guys
inthemirror. They were so good looking!"

Mario marches down the hall and pushes
open a set of green doors. He steps into a
weird laboratory. On the walls are huge spools
of wire. Lightbulbs of every color and size flash
on control panels. Thefloor is strewn with test
tubes, gears, and—of course—bags of old
garbage. Facing Mariois Iggy Koopa

"Hmm," says Iggy. "I didn't think you'd get
through my maze. But since you're here, I'd
like you to meet my new crestion." He presses
abutton on a remote control device and a giant
méchine ralls into the room.

Turn to page 36.
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"Rrroaarr!" Roy Koopa bellows, charging
toward Marioin ablind rage.

Mario camly stepsaside and wetdhes asthe
awful turtle hurls himsdf through the guard
rail and over the side of the ship. "Oh, nooo

. ." Roy walils. He's heading straight for a
patch of snapping black Muncher plants!

"| dways knew Roy was going to be a drop-
out," Marioremarks.

He picks up some shiny coins that are scat-
tered on the planks of the Doom Ship. Thisis
good," he says. "Now I'll be able to buy the
King that gold-plated mustache brush he
wanted for his birthday."

"Mmph!" says Luigi, il tied to the mast
behind the steering wheel.

Mario unties his brother, who begins to run
frantically about thedeck.

"Hurry, hurry!" he shouts. "We've got to stop

the Koopas while we il havetime!”
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"Hold on aminute," says Mario. "Would you
mind telling me how you got here in the first
place?

The Koopas grabbed me while | was deep-
ing," explains Luigi. "They tied me up and left
aphony me in my place. | don't know how
they're doing it, Mario, but the Koopas are
making copies of everybody!" He begins to
climb over the rail of the Doom Ship. "I've got
to get home and stop that impostor,” he calls
The universe isn't big enough for two Luigis.
Areyoucoming?

Decode this secret message to get a clue to
help decide what Mario should do.

7 LAPONOK‘]‘RUOF
';gTDEDAEHUES‘iPINHS

Crass out the firsel Hires letiors
anil the st Hiros lotters of the
L

Cross sl all of the U's and A's in
D ihewzagn,

a
Wirfty the rewwaining lotters In
hackwards ordor oa 3 plese of
rpe n-!mgmu! 5



*** Mario collects 11 coins. ***

IfyouthinkMarioshouldgohome
with Luigi, turn to page 42.
It you think he should stay behind and
ride with the Doom Ship, turn to page 111

Mario rushes headlong down one, then
another, then another flight of stairs. He hears
Iggy squishing ahead of him the whole way
down. But when he finaly reaches the bottom,
Iggy is nowherein sight. The place is silent.

Then, out of the corner of his eye, Mario sees
someone move.

"Ahal" he shouts, as he spins around. But
instead of Iggy, Mario finds himself face-to-face
with a handsome plumber in red overalls.

His first thought is, "This doubles thing has
gone too far." Then suddenly, he redizes he's
looking at his reflection in a mirror. "Ges" he
says "l need a shave”

As he looks away from the familiar figure,
he spots a glass door next to the mirror.
Through it he can see a long glass hall lined
with rows and rows of mirrors. He opens the
door and enters. Behind him, the door swings
shut with an ominous click.
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Mario shrugs. "Oh well, | wasn't planning to
turn back anyway," he says He walks down
the hall into the maze of mirrors.

-~ Turntopage108.

1 here are a handful of creatures in the
Mushroom Kingdom more powerful than
either of the Super Mario Bros. But there are
amost none who could defeat both of them at
once—especialy when they'rein Brooklyn!

"I'd say we've got the home court advantage,
little brother," says Mario, grabbing a plunger
from arack of plumbing tools.

"You are so right," says Luigi, rolling up his
sleeves. "Let's make haste and waste this
attrective but evil intruder.”

The plumbers surround the phony Luigi.
Mario bops him on the head with the plunger
while Luigi delivers a Double-Tornado belly
punch. Their opponent collgpses.

Luigi runs to the kitchen and returns with a
lukewarm pot of his top secret spaghetti sauice.
He pours it over the unlucky impostor. That
should hold him for a while" he says, licking
hisfingers.
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But when the sauce hits the fake Luigi, he
begins to melt!  The brothers watch in aston-
ishment as the impostor dissolves into a pud-
dle of orange mush.

Mario hurries to the supply room. A
moment later he comes back into the workshop
with amagnifying glass "Now, what have we
here?" he muses as he ingpects the soggy mess
on the floor. Tomato sauce ... and something
dse. | cant tell what itis" He tucks the mag-
nifying glassinto one of his pockets. This may
come in handy later."

Mario turnsto face Luigi. "You wait herein
case there are any more messages from the
paace. I'm heading there now." He bends to
pick up some coins that the fake Luigi dropped
during the battle. "lll buy some comic books
with these," he decides. "I hear there are some
great new comics featuring two extremely
brave and handsome plumbers from Brooklyn."
Then he dives into the centra pipe.

Mario's back in the Mushroom Kingdom.

*** Mario collects 9 coins and he now has
themagnifyingglass.***
Turntopage79.
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Mario walks toward the solitary giant shad-
ow inthe sky. As he gets doser to the floating
object, its features become frightfully clear. It's
the Doom Ship—the Koopa family's floating
battleship and number one secret weapon. It
looks very much like an ancient sailing ship,
except that it's covered with propellers, bub-
bling sime spouters, and deedly flame-throw-
ing Koopa cannons. The evil craft is hovering
above abed of snapping black Muncher plants.

"The Doom Ship!" says Mario excitedly. "I
knew that dark ark was involved in this busi-

Standing at the wheel, searching the land-
scape with a telescope, is an enormous
armored turtle in bright pink sunglasses. It's
Roy Koopa, the meanest of the seven Koopa
kids. Roy and Mario spot each other in the
same instant.

"Yoo-hoo! Roy! Come down here for a
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minute," cals Mario. "l've got a few things I'd
like to ask you."

"Not onyour life, plungerface!" yells Roy. He
spins the Doom Ship's great wooden steering
whed. Slowly, the boat turns to the east and
beginsto drift away.

"Oh no you dont!" Mario dashes after the
floating warship. He tries to grab one of the
many cables and ropes trailing below the craft,
but they'rejust out of reech.

"Bon voyage!" shouts Roy Koopa.

The Doom Ship starts to rise into the sky.
There's plenty more to see in the Mushroom
Kingdom. But if Mario is going to try to board
the boat, the timeis now!

IfMariohastheanchorfromthe
supply room, turn to page 105.
If you think Mario should try to jump and
reach the Doom Ship, turn to page 87.

If you think Mario should let the Doom Ship

goandcontinuetoexploretheMushroom

Kingdom, turn to page 58.
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"Now we have two contenders for the
throne!"

Princess Toadstool |eads Mario up to the
front of the room, where two identical kings
are taking turns pushing each other off the big
gold throne. Each is wearing a purple robe and
an onion-shaped crown. Wooster, the royal
mushroom assistant, is there too, wringing his
hands. His usually spotless apron is covered
with dirt. He looks as if he hasn't slept for
days.

"You've got to help us, Mario!" wails the tall
mushroom. "lI've been so busy trying to clean
up after two kings, | haven't even had time to
wind theroya cuckoo dockd"

"Frankly, your Highness," Mario whispers to
the princess, it could be worse. |'ve never seen
the king actually do anything anyway,"

"It's the principle of the thing!" snaps the
princess. "Every kingdom needs a king, and
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there can only be one king in every cadtle, and
weve got two—so ... hdp!"

"Il do what | can," Mario promises.

Just then he notices that Toad, the royal
mushroom retainer, is not around. "Where's
Toad?' heasks.

"He went out to find a magnifying glass"
answers Wooster. "He thought it might help us
discover who the real king is"

"Greet idea," saysone of thetwokings.

"'| wasjust about to say that!" criesthe other
one.

"| wonder whether | have a magnifying glass
with me" says Mario. He sarts to check his
pockets.

*** Check your notes to see what
equipment Mario is carrying to decidewhat
happens next. **

If Mario has a magnifying glass, turn to page 64.

If Mario does not have a magnifying glass,
tun to page 116.

STOP! It's impossible to get that result. Go
back to the page you just read and try again!
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Sngp! The Chain Chomp sinks its teeth into
the tip of Mario's shoe. It rips away a small
piece of leather, but Mario reaches the top of
the wall and climbs to safety. He mops his
forehead. Then he sits down and pulls off his
shredded shoe.

"One, two, three, four, five . . . everybody's
ill here," says Mario, counting the toes on his
barefoot.

"Hraaar," growls the Chain Chomp as it s&t-
tles down to munch on the tasty piece of shoe
leather.

Mario walks aong the top of the wall until
he reaches the front of the fortress. On his
way, he reaches up and knocks down a fistful of
coins from an overhead ledge. Then he leaps
onto a catwalk and crawls past the guard
tower and into an open window.

"This must be Fort Koopa, al right," Mario
sys Hemakesaface. "Thewindowsare filthy."
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He walks dowly down the hall, peering into
room after room, but he finds nothing. Other
than the occasiond pitter-patter of cockroach
feet, the entire wing of the building is silent.
The rooms contain only enormous piles of dust.

"| guess no one's home," Mario says to him-
sdf as he rounds the next corner. Then he
freezes in his tracks.

He's standing in the throne room of King
Bowser Koopa The walls are covered with
several hundred portraits of the evil turtle
king. It's easy for Mario to tell that they're pic-
tures of Bowser, because the real Bowser is
standing there in person.

Mario has no time to back out of the room.
Two massive green arms stretch out menacing-
ly above his head. Bowser's mouth widens into
a snaggletoothed grin.

"Uh-oh," whispers Mario.

*** Mario collects12 coins ***
Turn to page 12
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Mario tramps on through the Mushroom
Kingdom, deep in thought, hopping over pairs
of monstersthat come at him from every direc-
tion. Suddenly he looks up and sees atangle of
snapping, snarling, leafy green monsters
ahead. He's at the edge of an enormous field of
Piranha plants.

"Help!" cries a squeaky voice from some-
wheredeepwithin the PiranhaPatch.

Toad? Isthat you?' calsMario.

A small white head bobs up and down in the
very center of the field. It's Toad, the royal
mushroom retainer.

"How did you get here?' Mario asks.

"There are two of dmost everyone in the
kingdom, including the king," Toad says. "I
went to find amagnifying glass, but on my way
back | got trapped in thisfield. A turtlewith a
mustache and glasses told me it was a short
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A turtle! It was probably one of the Koopa
kids in disguise, but Mario has no time to
worry about that right now.

"Hang on, little buddy," he calls, and
chargesinto the thicket of vicious plants.

Turn to page 9.




"l guess I'll go right," Mario decides. He
bounds into the right-hand fork. "Now we're
getting someplace," he says, heading down a
new mirrored corridor.

Wham! He walks into another glass wall
and falls down. For a few minutes, he sits
there, stunned. Then he picks himself up and
looks around. He has a choice to make once
again, left or right.

"Okay, it's time to get serious,” Mario says,
reaching into his back pocket. He takes out his
lucky penny and tossesit into the air. "Heads |
go left, tals | go right. It's smple! When in
doubt, let AbeLincolnfigureitout...."

Flip a penny to decide where Mario
should go next:

HEADS, turn to page 118.
TAILS, turn to page 108.
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Mario decides the long, dingy hallway isthe
way to go. He races down to the end and darts
around a corner. "I need someone who'll lead
me to that machine," he says to himself.

Just then, Iggy Koopa waddles past.
Bowser's homely, purple-haired son doesn't
notice Mario, and continues on hisway.

"That's what | call service," murmurs
Mario. Hefallsinto step behind Iggy.

They wind through the filthy halls of Fort
Koopa, past battle trophies, statues, paintings
of ancient Koopa rulers, and bags of garbage
that no one has bothered to throw out for cen-
turies. The stench is incredible. But gradualy
Mario begins to relax. Clearly, lggy has no idea
that he's being followed.

They plod onward, past Bowser's prized rot-
ten vegetable collection. When Iggy turns the
next corner, Mario bumps into a statue of
Genghis Koopa. It wobbles for afew moments
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that seem like hours. Mario holds his breath.
Will it fall? Wontit?

It fals. With a crash, it hits the floor and
shatters into a thousand pieces.

"Eeep!" Iggy cries, as he whirls and spots
Mario.

"Eeep," squeaks a mouse that used to live
inside the statue. The mouse scurries down
the hall and out of sight.

Never one to face a fair fight, Iggy dashes
through a doorway by a sign that says "BASE-
MENT-IN CASEOFFLOOD, DONOT ENTER."

"Not so fast, Ig!" Mario calls. He races after
Igay, down aflight of dimly lit stairs.

Solve this puzzle to find out where
Mario is headed:

* Mario steps on the first step—the one with a
"Q"' onit. Crossit out.

« Decide if Mario should touch every other
step, every third step, or every fourth step.
Cross out the letters on the steps that Mario
touches.

« If you got the pattern right, a message will
appear. The leftover letters spell where Mario
isgoing.
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Turn to page 47.
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Magnifying glass in hand, Mario marches up
to the throne. Findly, he thinks, a chance to
find out what this trouble is al about.

"All right, everyone," he calls, holding up the
glass "Maybe | can straighten things out.”

Woogter, the roya assistant, nudges one of
the kings toward the plumber. Mario holds the
glass in front of the royal nose. "Hmm," he
says as he studies the king.

"What isit? What do you see?' asks Wooster
impatiently.

"l see ... anose" announces Mario. He
takes off his cgp and scratches his head. Both
kings shrug their shoulders.

"Gredt!" says Princess Toadstool. "Any more
brilliant deductions, Mr. Detective?

"Don't rush me" answers Mario. “"Let me
take alook at His Majesty Number Two."

Wooster |eads the second king to Mario, who
holds the glass up to the second regal nose.
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But when Mario sees it magnified, it doesn't
look like aking's nose at al. It looks more like
asand dune. In fact, up close, no part of this
monarch looks like a king. He's made entirely
of sand!

"Ahal Here's your impostor,” Mario says.
"Take him away!"

"l toldyou I'mme," saysthereal king.

"| told you I'm me," shouts the impostor as
the roya mushroom guards haul him away.

No one says anything as he's dragged from
the room. The doors slam behind him. The
real king gazes after his double sadly.

"Don't worry," says Wooster. "We have a spe-
cia home for people who try to impersonate
the roya family. Hell have fun." He runs one
finger dong an arm of the king's throne and
ingpects the dust buildup. "Of course, it isn't
very tidy there," he adds.

"So, what should we do now?" asks Princess
Toadstool. "We can't possibly check every set of
twins in the kingdom. New ones are showing
up every minute."

"No, weve got to get to the root of this prob-
lem," Mario agrees, dropping the magnifying
glass into his overdls pocket. "The impostor
wasmadeof sand, right?'
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"Right," answers the princess.

"And where are there tons and tons of
sand?" asks Mario.

"The Koopahari Desert," answers Wooster,
shuddering. "Frightfully dusty place

"And what dse is in the Koopahari Desert?'
continuesMario.

"'Fort Koopal" everyone shouts.

"I'm on my way," Mario declares. He
bounces down the hall. “I'll have this double
trouble taken care of in no time at dl."

"Hooray!" the king shouts.

"Makeit snappy," adds the princess.

"And plesse don't track sand into the palace
whenyou comeback," Wooster begs.

Solve this puzzle to find out what could be
waiting for Mario in the Koopahari Desert:
« Study this grid and then look at the list a
thetop of the next page.
« For eech entry on the list, match the num-
bers on the sde with the letters dong the top.
Cross out the corresponding space.
« Thelettersin the |eftover boxes will spell out
something Mario will find in the Koopahari
Desert.
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“Geronimo!" yells Mario. "It's time to save
the Mushroom Kingdom." He divesinto the
central pipe in the middle of the workshop and
tumbles down into darkness. "You know," he
mutters to himself, "no matter how often | go to
the Mushroom Kingdom, | till hate this part.”

He falls through the pipe for hundreds of
feet, or maybe hundreds of miles—he cant tell.
Then, suddenly, he shoots out the other end
and drops into atuft of spongy grass.

Mario gets up and looks around. High over-
head, brick platforms and clusters of metal
boxes hang mysteriously suspended from the
sky. Rows of bright flowers and polka-dot
mushrooms spread out in every direction.

Once again, Mario is a the entrance to the
Mushroom Kingdom, the magica land that he
and Luigi have vowed to protect.

Tumn to page 102.
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Mario wanders through the wreckage of the
once-mighty fortress, picking up grest piles of
coins scattered among the ruins.  Tee-rrific,”
he says. "Now | can buy the princess that
stainless sted surfboard she's been asking for."

When there are no more coins to be found,
Mario brushes the dust from his overals and
bounces off to the palace. As he travels
through the Mushroom Kingdom, he can tell
that there are already fewer doubles than
there were afew hours ago. A light breeze is
blowing, and a great many piles of sand are
scattered about the countryside.

Finally Mario reaches the palace. He makes
his way up the stairs and is about to enter
through the roya double doors when he notices
the time on his waterproof plumber's wrist-
watch.

"What? |'ve only been out of bed for fifteen
minutes?' he asks in disbelief. Then he real-
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izes that he's been awake for more than twen-
ty-four hours.

"I'll tell the princess all about my adventure
... tomorrow!" he says. He stumbles away
from the palace to the kingdom's entrance,
climbs the central pipe, and drags himself
home. Finally he collapses into his favorite
armchair for athree-day nap.

*** Mario collects 206 Coins. ***

You win!
The kingdom has been saved!

GAME OVER!

Lu.igi leads his brother through the kitchen
and out the side door of the plumbing shop.
Behind the shop is an dley full of spare parts
and strange-looking machines.

"Try this on, please" he mumbles, handing
Mario a shiny metal vest. "lll show you what
it can do." A dozen metal cebles are connected
to the vest. They dangle from the sky above
the dark aley. Mario looks up, but it's impossi-
ble to see where the cables come from.

The whole thing seems a little strange to
him, but then Luigi has always been a bit
strange, Mario thinks. He sticks his arms into
the vest and begins to fasten the buckles on its
front. Then he stops short.

Did Luigi say "Please?' That's something
new. Well, maybe it's just because he's
tired—after all, he got only twelve hours of
deep today. Mario shrugs and continues to fas-
ten the shiny metal garment.
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Luigi waits for his brother to finish. Then
he turns slowly and pulls down on a lever
sticking out of one of the strange machines.
"Goodbye" he says camly.

Instantly, the cables begin to snake up into
the night sky, taking Mario aong with them.
"Whoa!" he shouts, but he can't do a thing
about it. In seconds, Mario is several hundred
feet above the ground.

As he comes to a halt, high in the air, Mario
sees a dark, familiar object floating towards
him. It's the Doom Ship, the evil Koopa fami-
ly'sflying battle boat! Its propellers hum busi-
ly and its heavy iron cannons stand ready on
the wooden prow.

Mario struggles to break loose, but the
cables hold him tightly. He can see an armored
turtle in bright pink sunglasses standing on
the poop deck as the Doom Ship approaches.
He recognizes Roy Koopa—Bowser's son, and
one of the rottenest reptiles in the Mushroom
Kingdom.

"Drip ahoy!" calls Roy. He reaches out and
scoops Mario up into alarge net.

Turn to page 85.
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Suddenly, Mario remembers that he's been
carrying a hammer around with him al day
long. "I guess those knocks on the head have
dulled my memory," hethinks.

He reaches into his overdls in search of the
hammer. "Yed" he shouts, taking the tool from
apocket. "I knew there was areason | brought
this along." He swings the hammer at the
glass panel in front of him. "When in doubt,
break something!"

The wall shatters. Mario legps through the
broken glass. "That was fun," he says, and
begins to smash a trail through the maze of
mirrors, panel by panel.

After about twenty panels, he bresks into a
strange, brightly lit room—Iggy Koopéls labo-
ratory!  On the walls are huge spools of wire.
Lightbulbs of every color and size flash on con-
trol panels. The floor is cluttered with test
tubes, gears, and—of course—bags of old
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garbage. In the center of the room, facing
Mario, islggy himself

"Well look who's here," says Iggy. "I redly
didn't think you'd be able to get through my
maze. But aslong asyou've decided to drop by,
1'd like to introduce you to one of my creations"
He presses a button on a remote control device
and agiant machinerolls dowly into the room.

Turn to page 36.
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As soon as Mario crossss into the Koopahari
Desert, the red brick road ends abruptly. So do
the grassy hills, the brooks, and everything
dsein the Mushroom Kingdom that's lush and
colorful. An endless expanse of yellow sand
stretches out before Mario. Dunes, crags, and
rocky outcroppings dot the landscape. The
only plantsare afew withered cacti.

However, there's definitely no shortage of
living things. "Jugt as | thought," Mario says
dodging a pair of masked Shyguys that waddle
past. The doubles problem is even worse here
than at the pdace. Enemies are everywhere,
in s#ts of two, four, and even eight. I've got to
put a stop to this quickly, or well be knee-deep
in cregpd”

In the distance, Mario can see the faint out-
line of Fort Koopa. A winding road leading to
it has been worn in the sand by thousands of
feet. But asign in the shape of a paw standing
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by the side of the road reads "SHORTCUT TO FORT
KOOPA — NOT FOR THE SQUEAMISH." A black-
nailed finger points to a rocky ravinejust south
of where Mario is standing.

"Hmmm," Mario muses- "Something tells
me neither of these trails will be a picnic."

Solve this puzzle for a clue about what's ahead:

« Follow the path that leads from Mario to
Fort Koopa. Read the letters as you go. They'll
tell you something about the short cut through
theravine.

6

If you think Mario should take the main road
to Fort Koopa, turn to page 81.

If you think Mario should follow the shortcut
into the ravine, turn to page 9.
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The horrible green creatures fan out their
leaves, surrounding Mario. They swing their
sticks at him viciously. Whap! One of them
smacks Mario on the side of the head. He
stumbles out of the Piranha Patch and passes
out cold. Theinningis over.

Of course, Piranha plants could never be
really great baseball players—they couldn't
run the bases.

When Mario wakes, he staggers back to the
entrance to the Mushroom Kingdom. But his
whacking has made him forget everything that
has happened in the last two hours!

Turn to page 102
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Mario decides he'd better talk to the princess
before doing anything ese. So he scampers up
the path that leads to the palace.

Along the way, and on into the distance in
every direction, the landscape is dotted with
strange yet familiar structures. Stone stair-
cases climb ten feet into the air and stop.
Brick ledges hang in the sky, though nothing
seems to be holding them up. Meta boxesare
scattered al over the blue-green hills.

Mario hops onto a stack of red and blue
cubes and snatches two shiny coins that are
hanging above them. "These might come in
handy later," he says. "I hear the princessjust
installed a new gumball machine at the
palace." Thenhecontinuesonhisway.

It usually takes Mario about thirty seconds
to dash up the road to the palace. Today,
though, it takes him amost ten minutes. Too
many creatures get in hisway.
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He bounds up the grand marble staircase to
the paace's front gate.  One of the two roya
doormen is standing guard. "Hello, Brock,"
Mario calls as he passes.

The muscular mushroom sautes, touching
hisfurry whitehelmet.

Mario goes inside. As he walks down the
main hall, he senses that dl is not as it should
be. Paintings are missing from the walls, and
there are muddy footprints al over the roya
carpets. Woogter, the king's finicky assistant,
would never alow the palace to become such a
mess—something must really bewrong!

Mario stops to inspect apile of broken flower
pots. Just then the other royal doorman walks
by. "Hi, (jerkins" saysMario.

"I'm Brock," the doorman answers.

"Hmph," mutters Mario. "I thought | just
saw Brock. Well, maybe | waswrong.”

Mario hurriesto the throne room. Along the
way, he thinks he sees the same doorman a
third time. Now he's confused. Maybe
Princess Toadstool can clear up this mystery!

*** Mario collects two coins. ***
Tumn to page 114.
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Mario redizes that, in the Koopahari Desert,
shortcuts aren't always a good idea.  Sighing,
he sets out dong the main road.

After several hours of somping Dry Bones,
avoiding Fire Snakes, and sweating, he spots a
sign by the road that reads, "FORT KOOPA 2,000
FEET (OR 10000 TOES) AHEAD."

"It's about time," says Mario, trudging
wearily dong the sandy highway. "My feet are
killing me" Ahead, the dark towers of Fort
Koopablot out the |ate afternoon sun.

Mario kneels to tighten his shoelace. As he
does, he notices atiny pebble in the road quiv-
ering like a Mexicanjumping bean. Then larg-
er stones begin to move. Soon, the whole
ground around the plumber is shaking.

"I've got afeeling this isn'tjust a happy little
earthquake," says Mario. He gazes down the
road. Marching toward him are two enormous
armored turtles.
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"The Boomerang Brothers," he grumbles.
"These guys aways throw me some curves”

The last time Mario tangled with the
Boomerang Brothers, he broke a tooth and
ripped his best pair of red overalls And that
time, Luigi wasthereto help him.

"What's that?' rumbles one of the giant tur-
tles, pointing to Mario. "An inssct?"

"Hmmmmm," says the other one. "It could
be a piece of sausage that fell off someone's
pizza. Lookstagy."

Mario has no time to battle it out with the
giant shell heads. He doubts hed win if he did.
This calsfor strategy, not strength, so he waits
until the massive creatures get dangerously
dose Then he dashes between them and runs
toward Fort Koopa.

"Come back here!" they howl in unison.
"Were hungry!" Both turtles reach into giant
holsters hanging at their sides and pull out
handfuls of boomerangs. A cloud of deadly
whirling objects screams after the plumber.  If
Mario can't dodge the weapons, he's through!

Solve this puzzle to find out what happens next:
« Choose any two of the giant turtlesin this
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drawing and follow the boomerang path from
each of themto Mario.

« Add up the total number of boomerangs you
encounter on the two trails.

« Add ten to your totd if Mario has the extra
power of the Super Mushroom to help him
dodgetheweapons.




If you've scored atotal of 28 or higher,
turnto page56.
If you've scored atotal of 18to 27, turn to
page29.
If you've scored atotal of 17 or less,
turn to page 28.
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Hoy hauls Mario onto the deck of the Doom
Ship, smiling evilly the whole time. Behind
him, Mario can see atdl, skinny man in green
overdlstied to amest.

“Luigi!" Mario cries. "How did you get up
here? Andwho—"

"Good copy of your brother down there,
wouldn't you agree?' Roy interrupts. "I'd tell
you all about how we made it, but that would
be awaste of my time" He dumps Mario, till
tangled up in the vest, into a small metal cage.
Then he drags the cage to the mouth of an
enormous burlap bag.

"You should be flattered that we went
through all this trouble just to get you two
plumbers out of the way," Roy sneers. He
shoves the cage into the bag and pushes Luigi
in after it. Then, he ties the bag shut. Finaly,
he fastens abig yellow baloon to one end of the
bag and pushesthe wholething overboard.
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"What a drag," Mario complains to Luigi
from deep inside the package. "My rescue
plans are going down the drain.”

"Solong, suckerd" Roy leansback against a
rusty Koopa cannon as Mario and Luigi drift
helplessly off. "Youll never stop us now. The
Koopas will rulethe land!"

GAME OVER!

"Come back here, you rotten reptile,” cals
Mario, chasing after the Doom Ship.

As the evil boat begins to climb, Mario
makes ajump for it. He snatches at a cluster
of cables and wires hanging from the bottom of
the vessd. Sowly, hand over hand, he climbs
up to the wooden hull. There must be some-
thing solid to hold onto! At last, his fingers
find athin metal rail that encircles the boat's
hull. He grabs it, throws one leg over, and
hauls himself up.

Running a hand along the hull, Mario dis-
covers a smal hole with a cord dangling from
it. He reds in the cord and finds an anchor
tied to the end. That's useful!

He balances precariously on the thin rail.
"Look, Mal No handd" he shouts. He swings
the anchor around his head, hoping he can
throw it onto the deck of the Doom Ship.
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Solve this puzzle to see what happens next:

« Use aruler or straight edge to draw alinein
the direction that Mario's anchor is pointing.

« When the line reaches a new anchor, study it
carefully. Ifitlooks exactly like Mario's anchor,
draw aline in the direction of the new anchor.
Otherwise, continue drawing your line in the
samedirection until you come to another anchor.
* Repeat these steps.  Eventually, youll reach
the top of the Doom Ship. Your line will lead
you to directions that will tell you where to
turn next.

If you land on the O, turn to page 94.

If you land on the X, turn to page 105.
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"Unhand my pal, you dirty weedsl" Mario
shouts. He pushes his way through the growl-
ing green monsters.

One huge Piranha plant turns to face him.
It runs afleshy pink tongue across its lips and
twists itsgreen mouth into a horrible grin.

Mario picks up a baseball-sized rock and
hurlsit at the plant. "Batter up!" he cals.

Quickly, the creature picks up a large stick
with its mouth and uses it to bat the stone
away. Mariolooks around. Oh no! Nearly al
the Piranha plants have picked up sticks—and
they're swinging them at him!

"Uh-oh," he mutters. "I shouldn't have
given them any idess"

The mean green duggers block his path in
every direction. Mario needs an exit, and fast!

Play this game to see what happens next:
* Start in the center of this drawing and move
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two spacesin any direction to land on abox.

« Each time you land on a new space, read the
number there and move that many spaces in
the direction the arrow points.

« Keep moving until you land on a drawing of
Mario or aPiranha plant. When that happens,
the game is over. Look a the bottom of this
page to find out where you should turn next.
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Ifyoustoponaplant,turntopage119.
IfyoustoponMario,turntopage 78.
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Mario takes hislucky penny out of his pocket
andflingsit at Iggy Koopa. "Heeds | win, tals
you lose" he shouts.

Ping! The coin knocks Iggy's glasses off his
nose. "Hey! | cant see" squedls Iggy, fumbling
for hisspectacles. "Nofair!"

Mario charges Iggy and gives him a hearty
shove. Iggy skids across the floor, waving his
ams helplesdy until he crashes into a pile of
books.

"OneKoopadown," saysMario. Then some-
one taps him on the shoulder.

"Have some liquid, plumber!" shrieks a sec-
ond lggy Koopa He heaves atest tube full of
bubbling blue goo towards Mario. The
plumber dives out of the way just in time as
the vile liquid splashes onto the ground. With
a hiss agreat patch of floor tiles vanish in a
puff of blue smoke.

"Don't mess with draining fluid unless you
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have a plumber's license," Mario advises Iggy 11
as he flings the phony turtle into a spool of wire.

A third Iggy attacks Mario, then afourth.
Thisisridiculous," Mario exclams. "Onelggy
isbad enough. Fouristheworst!"

He fights the sand turtles off with his best
jumps and kicks. Hetriesturning on afan he
finds in a corner, hoping to blow his opponents
away. But whirling sand gets into the fan's
engine and clogs it.

Each time Mario disposes of one Iggy,
GLOM cranks out a new copy. Finaly, the
tenth Iggy sneaks up behind Mario and bashes
him on the head with a tdescope.

"I guess four lggys aren't the worst," he
thinksjust before everything goesblack.

A team of Iggy Koopas carries Mario back to
the maze of mirrors and leaves him there.
Mario dreams he's being trampled by thou-
sands of 1ggy Koopas dressed in business suits.

A few hourslater he wakesup. "Oh, no, not
the mirrors again," he moans. He gets to his
feet, puts his cap on his aching head and
marches toward where he thinks the lab is.

Turntopage118.
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Just then, Mario's foot dips. He teeters on the
narrow rail for afew terrible seconds. Then he
plunges toward the ground.

"Plumber overboard!” he shouts. Mario tries
to grab one of the ropes trailing from the boat,
but they all slip through his fingers.
Fortunately, the Doom Ship has drifted away
from the clusters of prickly Muncher plants.
Mario plummets to the ground and lands in a
moss garden with a thud.

Sitting up, he watches the sinister outline of
the Doom Ship drift into the distance and dis-
appear. "Oh, well. That's that," he says, brush-
ing afew clumps of fuzzy green moss from his
overalls. "The ride was making me seasick
anyway."

He scampers back onto a nearby road and
makes tracks for the Mushroom Kingdom.

Turn to page 58.
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"My! Thisisatreat," exclamsalarge turtle
with a pink bow on her head. She sits on a pil-
low in the center of the room. "I had no idea
Halloween came early thisyear."

It's Bowser's spoiled-rotten daughter.
"Wendy O. Koopa" groans Mario.

"That's mel" chirps another identical Wendy
0. Koopa, stepping behind him.

"Metoo," says athird turtle princess.

Mario whirls. Two more Wendy O. Koopas
have shut the door behind him. "Going some-
where?' they ask in unison.

There must be at least a hundred Wendy O.
Koopas in the room, though Mario has no time
to count them. One by one, they leap forward
to grab him. He dodgesthe first seven of them.
Then the eighth Wendy knocks him down. He
rolls to the side and gets back on his feet, but
there's nowhere to run.

"What an ugly Halloween costume,” twelve
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Wendy O. Koopas chorus as they surround the
terrified plumber.

The last thing Mario hears is a loudspeaker
somewhere in the room, calling, "Two more
Wendy O's, coming up!" Two new turtle
princesses pop out from a large nozzle set into
thefloor

More than fifty Wendy 0. Koopas close in on
Mario. Suddenly, everythinggoesblack. Oris
that pink?

GAME OVER!

Mario dives between two Firesnakes, rolls
across a patch of sand, and then leaps over a
third fiery beast. Severd more whiz after him.
Heducksjustintime.

"Ea my dust, you crispy critters" he shouts.
Before any more Firesnakes can reach him, he
throws himself behind the cluster of rocks at
thefar sideof theravine.

Mario leans against arock for afew minutes
until he catches his breath. "Whew!" he gasps.
"That was hotter than Luigi's top secret
spaghetti sauce.”

Mario scouts along the ravine until at last
he can see the walls of Fort Koopa Hejumps
onto a stone and surveys the situation. "All |
have to do is scde the fortress walls" he says.
"No prob—"

Suddenly, something horrible flies directly at
his head. It's a large black ball and
chain—with fangs.
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"Chain Chomp!" Mario yells. There's no
time to duck. The thing's steel jaws dose with a
snap, only two inches from Mario's nose.
Lucky for him, the monster is at the end of its
leash. The heavy chain is bolted to a block set
intothedesert floor.

"I'm really having a ball now," mutters
Mario. He wipes his forehead and wonders
what to do next. Should he should try to dash
past the Chain Chomp and scae the fortress
walls? Or should he head back to the road?

Solve this puzzle for help:
« The blocks of bricks underneath the Chain
Chomp follow a pattern. Study them carefully.
Here's ahint: to find the truth, skip ahead and
then step back.
« Look at the four blocks below the drawing
and try to guess which one should go next in
the series.
« Follow the directions after your choice to
cross out some of the links in the Chain
Chomp's chain. The letters in the remaining
links will tell you what Mario should do next.

@ Cress gut thy E's, As and H's
ﬁ Cross aut the G's and K's

i Cross out the As, Us and T's
E Cross qutthe E's and I's

If you think Mario should try to get past the
Chain Chomp, turn to page 40.

If you think Mario should go back to the main
road, turn to page 81.
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1 he first thing he should do is find Luigi,
Mario decides. If the trouble is serious, his
brother'shelp could comein handy.

"If you're having a midnight snack, | hope
you're not eating my cookies" Mario cdlsashe
heads toward the kitchen.

When he enters, he finds his brother in the
middle of the room. The taller, skinnier
plumber isgazing blankly a the doorway.

"What's up, little brother?' Mario asks.

"Nothing," answers Luigi in an odd, soft
voice. A television set by the sink is on, but
nothing is playing, only atest pattern. Luigi is
not cooking, or eating, or even watching the
TV.Hesjust standingthere.

Mario frowns. "What areyou doing?'

"Waiting for you," Luigi mumbles. Hewalks
through the kitchen, heading for the shop.
Then he dowly turns and beckons to Mario.
"Now that you're here, there's something I'd
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like to show you," he saysin aweird, flat voice.
"Come see my new invention—a flying
machine.”

Mariopauses, wonderingwhat to do.

Solve this puzzle to help decide what Mario
should do next:
« The box above Mario's head contains asecret
message. |f you can read it, it will give you a
clue.

IDQCSQEZ)JQUJ]M(U

Ifyou think Mario should go outside
withLuigi,turntopage71.
If you think Mario should leave him and
head to the Mushroom Kingdom, turn to page 25.



Mario steps onto the brick road that winds
through the Mushroom Kingdom. Immedi-
ately, a bright blue snapping turtle charges at
him. Mario hopsintothear. Thesmall reptile
scuttles underneath without touching him.

"Those Koopa Troopas aren't very bright,”
Mario says, watching the turtle scamper off.

Just then, he feels something bump into him
and a sharp pain shoots through his leg. He
looks down to find another turtle with its teeth
duginto hisankle.

"Ouch! Where did you come from?" asks
Mario, picking up the small blue turtle. It
looks exactly like the one hejust dodged.

Mario frowns at the turtle, but it doesn't
answer. "Oh, never mind," he says  He drops
it to the ground and shovesiit out of the way.

"Things seem normal enough,” he notes as
he looks about the countryside. But after a
minute he begins to change hismind.
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The Mushroom Kingdom is made up of open
meadows, rolling hills, and valeys. There's
usually room for every creature there to go
about its business undisturbed. But today, for
some reason, the kingdom seems crowded.
Beetles swarm about in such great numbers
that a single flock entirely covers a grassy hill
by the road. Orange Tweeter birds fight for
space on anearby brick ledge.

Mario watches two tiny masked creatures
walk by. That's strange, too, he thinks.
Shyguys dmost alwaystravel done.

"I'd better get to the bottom of this" says
Mario, gazing around. A few feet ahead, the
road forks. One path zig-zags up to the roya
paace. The other winds around some metal
boxes and fadesinto the distance.

Mario must decide which path to take. He's
sure hell find trouble on either one.

If you think Mario should go to the palace,
turntopage79.

If you think Mario should explore the
Mushroom Kingdom, turn to page 26.
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Mario frantically tries to pick the Micro-
Goombeas off his overalls, but there arejust too
many of them. When a new batch drops from
the sky, the heroic plumber stumbles and falls.
Soon he's buried under a blanket of baby
mushrooms.  Slowly, the sweet odor of Goomba
ges sends Mario into adeep deep.

Two big Para-Goombas swoop down toward
him. One pecks at an exposed part of Mario's arm.

“Icky, icky, blech!" the beast squawks.

The ParaGoombas decide they'd rather not
eat the unconscious plumber after all. They fly
off, taking their babies with them.

When Mario wakes, he can't remember a
thing that just happened. The Goomba gas
has made him forget everything. He rubs the
sleep from his eyes and wanders back to the
entrance of the Mushroom Kingdom.

Turn to page 102.
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Mario  whirls the anchor over his head a few
times. Then he lets it go. It soars up to the
deck of the Doom Ship and hooks negtly into
one of the wooden floorboards.

"Yeee-hd" hollers Mario, as he swings up the
rope. But when he lands feet first on the deck,
he finds more than he expected.

Roy is there, scraping his dirty toenails
against the ship's warped floorboards. And
behind Roy, a tall, skinny plumber in green
overdls is gagged and tied to the main mast.
It's Luigi!

"Roy, it'sillegd to steal peopl€e's brothers,”
says Mario. "Give Luigi back now, and |
promise I'll only beat you to apulp.”

"Oh yesh? You and what army?" cries Roy.
He stomps forward.

"Don't worry, I'll bring you flowers when
you'rein the hospital,” Mario goes on.

"Oh, yesh?' The furious turtle's huge, yel-
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low teeth are now inchesfrom Mario'sface. He
swingshispaw. Mario ducks.
"You missed,” Mario says. "Would you like
to try again, or do you want to surrender now?"
"Rrooaarr!" Roy hurlshimself at Mario.

Play this game to find out what happens when
Roy charges at Mario:

« Choose one of the three shapes in the space
abovetheword"START."

« Read the number in the shape you chose and
move that many spaces along the track.
Repesat this when you reach anew space. Keep
the same shape every time.

« If you stop on a space where your shape has
an X iniit, follow the arrow and read the mes-
sage it points to.  The message will tell you
where to turn next.
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If you land on the #, tum to page 8.
If you land on the €, turn to page 44.
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Mario walks on, glancing left and right at his
reflection. Distracted by the presence of so
many good-looking plumbers, he slams face-
first into awall of glass.

"Ouch," he mutters, rubbing his nose. "I
wish Luigi were here. Then | could make him
leed the way."

The mirrored path bends to the left.
Winking at the plumber on his right, he turns
left and walks ahead for afew feet. Again, he
runs headlong into a clear glass wall.
"Whoever cleans this glass can do my shop
windows anytime," he says to himself.

Using his head as a compass, Mario moves
through the maze for what seems like hours,
but all he gets for his trouble is a colossal
headache. At last he comes to abranch in the
maze with two ways to go—Ieft or right. The
problem is, he isn't sure he hasn't been this
way before.
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"All right," he says. "I've had enough. There
must be some way out of this place.”

If Mario has the hammer, turn to page 73.
If you think Mario should go right,
turn to page 60.
If you think Mario should go left,
turn to page 16.




Afiery streak zips past Maio's face, scorch-
ing his mustache. Then another Firesnake
dicesinto his shoe.

"Ow! My toes!" cries Mario, backing away
from the two firemonsters. He stops when a
searing pain in his foot tells him he has just
stepped on awhole nest of them.

"Yeow!" he shouts. "I can't beat the heat—
1'm heading back to the road!"

Mario hurries back the way he came.
Looking over his shoulder, he sees a crowd of
Firesnakes in the ravine below.

"Thet'sjust too hot to handle!" he pants.

*** |f Mario had a Super Mughroom, he
dropped it while running from the Firesnakes
—It'sgonel ¥**

Turn topage8L.
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"Sorry, little brother, I've got to reach Fort
Koopa," says Mario. "I'm sure you can take
careof your double by yourself."

"Wish me luck," says Luigi. He leans over
the rail and gives his brother the secret
plumber's handshake. Then he dlides down a
rope and drops to the ground.

Mario walks over to the steering wheel and
inspects the buttons on the control panel.
"Now, how do | make this crate go to Fort
Koopa?'

He locates a large blue switch marked,
"Return to Sender,” and flips it on. Instantly,
the Doom Ship lurches forward, cruising
through the sky at top speed.

"That should do it," says Mario. He leans
against a mast and lets the boat guide itself
through the desert skies.

All of a sudden, a terrible odor wafts over
the side of the ship. "I'd know that smell any-
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where," saysMario, holding hisnose. "Wereat
Fort Koopa"

He peers over the rail. Sure enough, he is
now hovering over the sooty stone fortress that
the Koopas use as their summer home.

He scrambles down a rope and walks up to
thefront gate. No oneisthere. Mario thinks
about calling out Y 0o-hoo! Anyone home?* but
he decides to let himselfin quietly instead.

He sneaks through the hallways. There
seems to be no one there but himself—and
several hundred piles of soot.

"I've heard of dust bunnies before, but these
must be dust buffaloes!"” Mario says, kicking
aside greet piles of fuzz. He wanders through
thefilthy halls of Fort Koopauntil he rounds a
corner. Suddenly he runs smack into a large,
leathery knee.

"Hi and goodbye!" araspy voice snarls.

Mario is in the Koopa throne room—at the
feet of King Bowser Koopahimself.

"Oopd Wrong address” Mario says. Butit's
too latefor him to back out.

Turn to page 12.
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Snap!  The vicious Chain Chomp sinks its
teeth into Mario's big toe.

"Yeow!" he shouts. He falls off the wall and
tumbles to the ground. The monster snaps
again. It misses only because Mario isjumping
up and down, holding hisfoot in pain.

"I'd better retreat while | still have feet!”
wails Mario, hopping away from the wall.

The Chain Chomp continues snapping until
Mario is well out of range. Then it settles
down in its nest to snack on the tasty piece of
leather from Mario's shoe.

Limping, Mario heads out of the ravine.

Turntopage81.
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"Thank goodness you're here," cries Princess
Toadstool the moment Mario opens the roya
double doors. She's dressed in a long pink
evening gown and matching earings. She's as
beautiful asever, Mario thinks. But her finger-
nails are bitten dl the way to the quick. She
looks really stressed out!

" was afraid you didn't get my message"
she says, fingering her gold and emerald neck-
lace.

Mario gazes around the throne room. The
place is a madhouse. There are two of dmost
everyonein the hal! Everyoneisyelling a his
or her double. Even one of theroya pool clean-
ers is looking in a mirror and yelling at her
reflection. "I guess she got confused,” Princess
Toadstool says.

"Looks like you've got a major disaster on
your hands, Princess" says Mario. "But what
happened?'
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"It dl started two days ago, when the mail-
man showed up with bunches of flowers for
everyone," explains Princess Toadstool.
"Everyone took the flowers to then- room. But
Wooster dropped his, Toad's, and mine when |
asked him to put them on the windowsill.
Then the next morning when Wooster watered
the king's flowers, they started crackling and
shooting sparks.  All the bouquets had strange-
looking tiny video cameras hidden in them!"

The princess's heels click on the throne
room's marble floor as she paces anxioudly. "As
soon as we figured that out, we threw al the
flowers away. But it was too late. Doubles of
amost everyone began to appear. Since then,
things have been getting more and more con-
fusing. No one can remember whom they've
spoken to, the roya refrigerator is empty from
feeding dl the extras, and swarms of monsters
are overrunning the kingdom!"

Mario arches one bushy black eyebrow. "1
smell abig, fat Kooparat," he says.

"That's not the worst part,” warns the
princess, adjusting her tiny crown___

Turntopage53.
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Mario’s plumber's pockets are chockful of
useful stuff, but no magnifying glass

"Time to look for Toad!" Mario declares.
Promising the princess hell be back as soon as
possible, he rushes out of the paace and heads
off into the Mushroom Kingdom. As he skips
down a hill, he trips over a large metal pipe-
stump. "What's this?' he says, peering into the
circular opening. Below him, asmall, dimly-lit
chamber isfilled with sparkling coins. It's dso
sprinkled with Shyguys.

"Yahoo!" shouts Mario, diving into the pit.
He gathers as many coins as he can before
climbing back out onto the grass.

Thisisgrest," he says, counting his change.
"Now | can buy Luigi that eectric bowling ball
he's been asking for." He drops the coins into
one of his overdls pockets and continues his
searchforload.
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Solve this puzzle to find out how many coins
Mario collects:

« Study this map carefully.

« Cross out any three Shyguy pedts.

« Count up the tota number of coins that
Mario will be able to reach without touching
any of the remaining Shyguys. Mario may fol-
low more than one path to collect coins, but
don't count any coin more than once!

If Mario gathered 20 or more coins,
turn to page 55.
If Mario gathered fewer than 20 coins,
turn to page 21.
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"Here goes nothing," Mario mutters as he
turns left and walks past severa rows of mir-
rors. Then he goes right for a few feet. Then
he turns back and goes left again. Finaly he
stops and shakes his head, feeling very con-
fused. "Hep!" hewalils. "I'mlost!"

He takes off his cap and scratches his head.
He paces around in circles for a few minutes.
Then he walks on to the next dividing point
and takes out the coin again. "Let's see. This
time I'll go right if it's heads, and left if it's
tails" Mario says. Heflipsthe coin.

Flip a penny to decide where Mario
should go next:

HEADS, turn to page 60.
TAILS, turn to page 16.
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A weedy-looking Piranha plant swings its
bat. Mario jumps straight up into the air.
"Strike one" he yells.

But the play is better than a strike. Instead
of hitting the plumber, the bat squelches into
the pulpy flesh of another plant. The injured
plant howls and swings back. Ska-Blump! Its
bat smashes into a third one. The Piranha
Patch soon becomes a field of furious green
duggers.  The monster plants forget dl about
Mario as they bash each other.

"Psst!  Toad, come on!" whispers Mario.
Toad crawls out from his hiding place and he
and Mario tiptoe out of the patch unnoticed.

"Shall we strike out for the palace, little
buddy?" asks Mario once they're on safe
ground. Hejumps up and snatches a coin from
anearby ledge.

"You bet!" Toad says. As they make their
way home, he hands Mario a magnifying glass
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"Heréswhat | was looking for."
Mariowinks. Thid! beabhit."
Soon they're back in the throne room.

*** Mario collects one coin, and he now has
the magnifying glass. **
Turn to page 64.

Drip by Drip Scorecard

Circle each object as you collect It.

® A b 2B

Keep track of your coins here:
Now, use this chart to find out now good a plumber
youare. Count up the total number of coins that Mario
collected during his adventure. i~
Score 10 points for each coin. Then gy
look up your rating on the chart. ~ {fagrs
Did Mario rescue Luigi? Did
he help fight Luigi's double? Did
he get pastthe Fresnakes and the
Chain Chomp? Read the book
again, until you getthe
best possible score.






