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Princess In Peril

The Mario Bros. dash up. Leaning against a
rock, tired, confused, bedraggled, is Princess
Toadstool. The sinister music has stopped
playing—for now.

“I’'ve tried and tried, but these magic
sneakers won’t come off!” wails the princess.

Suddenly, the music begins to play once
more. Before she can say another word, the
spell seizes her again. She grabs her
basketball and begins to dribble away.

“Stop her!” cries Mario. He and Luigi race
after Princess Toadstool.

Finally, Luigi is within arms’ reach of her
Highness. Just as he reaches out to grab her,
though, she drops straight down into a large
opening in the desert sand.

Luigi is moving too fast to stop, so he jumps
right over the hole—into an even larger one.

“Aaaauugh!” he wails as he plummets into
darkness.

What will happen to Mario, Luigi and Princess
Toadstool now? It’s up to you to make the decisions
that will get them past the pitfalls of this adventure!
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Dear Game Player:

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

At the end of every chapter, you will make choices
that determine what happens next. Special puzzles
will help you decide what we 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 we mean.

Along the way, you'll find many different items to
help us with our quest. When you read that we have
found someihing, such as a pair of wading boots,
you'll see a box like the one below:

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

Good luck!
Driplessly yours,

The Mario Bros.



“It’s a shoe polisher!” Princess Toadstool
shouts gleefully. Of the sixty-seven presents
she’s received so far, this is the first one that
isn’t a pair of shoes.

All of her friends have come to celebrate the
ninety-ninth birthday (in fungus years) of the
heir to the throne of the Mushroom Kingdom.
Toad, the royal mushroom retainer, has deco-
rated the great hall of the royal palace with
glittery ribbons and plastic palm trees.
Wooster, the chief mushroom assistant, has
made sure the palace floors are more spotless
than ever, and has baked a huge chocolate
cake. All the great fungus nobles have
descended from their mountain bungalows to
join in the festival. And, of course, Princess
Toadstool would never throw a party without
inviting her two dear friends, those fearless
defenders of the Mushroom Kingdom—The
Mario Bros.



“Gee, big brother;” whispers Luigi, wiping a
glob of chocolate frosting from his bushy, black
mustache, “I hope the princess unwraps my
present soon.”

“What did you get her?” Mario asks.

“Some shoes,” answers Luigi.

“Me too,” says Mario.

So far, Princess Toadstool’s ninety-ninth birth-
day party has gone off without a hitch. That’s
why Mario and Luigi aren’t able to enjoy them-
selves completely. In the history of the Mush-
room Kingdom, no one has ever thrown a party
that the evil Koopa clan hasn't tried to wreck..

“Keep on your toes,” Mario whispers to the
younger, skinnier plumber. “Those terrorist tur-
tles are bound to crash this party sooner or later.”

“Yeah, well, keep off my toes!” snaps Luigi.
“You're stepping on my foot, fatso.” He pushes
his brother to one side.

Both plumbers are ready for action. Mario
has brought his lucky penny along with him,
and is armed with his strongest plunger. Luigi
has also brought a plunger, some waterproof
matches and a monkey wrench.

Just then, several mushroom servants make
their way through the crowded hall. One is



handing out small bags of shiny coins. Another
is carrying trays of balloons, noisemakers, fish-
ing nets and other party favors.

“Grab one of those toys!” Luigi advises as he
pockets a small bag of coins. “We might have
to catch a Koopa, or make some noise.”

Solve the puzzie on the next page to find out
which party favor Mario grabs:

* Choose one of the three wrapping paper pat-
terns. Circle all of the numbered boxes that
are decorated with that pattern. Then arrange
the boxes in numerical order. The letters will-
spell out the item that the plumbers will have
to help them on this adventure.
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*The Mario Bros. collect 10 coins.***
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Mario and Luigi plod onward for at least
twenty minutes, but there’s no way to tell how
far they’ve gone or in which direction. Then
the tunnel comes to a dead end.

“That’s just swell,” grumbles Luigi as the
light begins to flicker and fade. “And I just
used my last match.”

“Wait a minute,” says Mario. He points to a
tiny stream of light shining down from over his
head. “We must be just below the surface.”

The two plumbers begin to scrape and claw
at the tunnel ceiling. Within seconds, they cut
a plumber-sized hole to the surface.

“Yuck,” says Luigi, as he pulls himself out
and wipes the dirt from his hair and mustache.
“Hey, look where we are,” Mario exclaims.

Mario and Luigi are back in the Mushroom
Kingdom, only a few hundred yards from the
border of the Koopahari Desert. Princess
Toadstool is long gone.



“Let’s go find those boots!” commands Mario.
The two dirty, dusty plumbers stomp back
along the brick road to the palace..




A.t last the plumbers turn a corner and enter
a square chamber with three large pipes stick-
ing out of the floor. The music becomes louder.

“Now we're getting somewhere,” says Luigi.
He starts to climb into the center pipe.

“Wait!” cries Mario. “Remember rule num-
ber one at the plumbing academy? ‘Look
before you leak.”

Luigi rolls his eyes and leans his elbows on
the rim of the pipe. “Well, I'm positive the music
is coming from one of these tubes,” he says.

“Right.” Mario nods wisely. “But which one?”




Magically, the two steel-toed army boots
come to life.

“All right!” Mario shouts excitedly.

Stomp! Stomp! Stomp! The boots march in
a complete circle around the plumbers.

Then they click their heels together once and
stand at attention.

“Is that it?” asks Luigi.

“Oh no!” shouts Princess Toadstool from cen-
ter stage. “Those boots belonged to my aunt,
Duchess Puffball. She was the only person ever
to be kicked out of the Mushroom Kingdom for
snoring too loudly. I wanted you to bring my
cowboy boots!”

“Uh-oh,” says Mario, as the scratchy music
of the Piranha quartet grows even louder.




Mario grabs the lever with the tiny flower on
the handle and pulls it downward. Immediate-
ly, a metal panel flaps open on the elevator wall,
displaying three large, spinning dials.

Crown . . . crown . .. crown! Three tiny
drawings of the Mushroom King’s onion-
shaped royal headgear slide into place. A
blinking yellow light starts to flash the words
“YOU WIN!” Then a flurry of shiny coins
pours out from a slot in the wall.

A blue Starman, shimmering with the power
of invincibility, slides out from a different open-
ing. Finally, a small, yellow slip of paper drops
out from the opening. Mario picks it up.

“It says, ‘Now, pull another lever,” he reads.

“Let me try! Let me try!” Luigi begs, jump-
ing up and down.

“Be my guest,” says Mario as he gathers up
the coins and the Starman. He tucks them all
into the pocket of his overalls.



Eagerly, Luigi reaches out to grab one of the
two remaining levers.

Solve the puzzie on the opposite page for a
clue about which lever he should pull:
¢ When Mario turns the handle, some of the
letters will rise into new positions and others
will drop. Then the letters will spell a message
that will help you decide which lever to choose
in the elevator.
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‘Make like an egg . . . and scramble!” shouts
Mario.

In a flash he runs up the hard, orange surface
of the Clawgrip’s face and dives over the terrible
creature. When the monster turns to follow,
Luigi dives through its six spiny legs and joins
~ his brother in a mad dash down the hall.

Behind them, the Clawgrip hefts its enor-
mous bulk and scuttles down the hallway.

“Any bright ideas?” asks Luigi, as the gargan-
tuan crab gains on the plumbers.

“Throw it some coins!” shouts Mario.

“Where could it spend them?” asks Luigi.

“Aahhhhh!” screams Mario as the monster’s
giant pincers close in on them.

m&mmm&mm,mmwn
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“M e e
ake a fast break, Luigi!” Mario cries.
“We're losing her!”

The plumbers resume their mad dash after
Princess Toadstool, past the end of the brick
road, over a hill, through a field of snapping
Piranha plants and onto the hot, dry, sandy
plain of the Koopahari Desert.

“I think we’re catching up,” pants Luigi,
shielding his eyes from a flurry of yellow dust.

“Just keep going, little brother,” Mario calls,
“and be on the lookout for—”

Bap! A small red bird wearing a white mask
smacks into Mario’s head. The plumber is
stunned for a moment, but he is unhurt. Then
two more birds bounce past his head.

“Tweeter birds!” shouts Luigi. He ducks to
avoid several of the hopping pests.

When he looks up again, the plumber can
see that Princess Toadstool has moved even
further ahead of them. And the open plain
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between the plumbers and the princess is now
filled with Tweeters.

“Batten down the hatches,” says Mario.
“Let’s try to get through this without too many
scratches!”

Carefully, the plumbers make their way into
the field of bouncing, twittering, flightless birds.

Solve this puzzie to see whether the plumbers
make it through the field of Tweeters:
* Choose any four Tweeter birds. Circle them.
Then use a ruler and draw a straight line out
from every toe on each of those Tweeters’ feet.
The lines should continue until they reach the
end of the page.
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With a crunch, Ludwig cracks his scaly
knuckles. Then he sits down in front of the
organ. “Five, six, seven, eight!” he shouts, and
begins to play.

Mario and Luigi begin to hop and twirl along
with the music.

“How embarrassing,” grumbles Mario as he
leads his brother in a pas de deux.
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h, no you don’t!” shouts Ludwig as the
plumbers draw near. He reaches to one side
and grabs a bagpipe from the floor.

Honk! Honk! Honk! The bagpipe bleats as
the giant turtle uses it to bash Mario and Luigi
over and over again.

“It’s no use,” says Mario, backing away.

“I've always hated bagpipes,” Luigi says,
also retreating. “Now I know why.”
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“Let’s move!” Mario shouts.

The princess and the plumbers race to the far
side of the room.

Mario gazes up at the tall pipes of the organ.

“We certainly can’t get out the way we came
in,” he says.

“You guys! This way!” Luigi calls, pointing to
the wooden doorway kicked open by the boots.

As fast as they can, the trio dashes into the
opening by the organ, and races through a long
hallway. They wind through tunnel after tun-
nel, weaving left and right.

“Do you two know where we're going?” asks
the princess.

“Not really,” the plumbers answer at the
same time.

Soon they round a corner. “Oh, no!” groans
Princess Toadstool. They've stumbled right
back into Ludwig’s music chamber!

The giant turtle blocks the door with a piano.
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