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. juse the lens is plastic. . ;
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'\ .GETTING STARTED
% 'Iqs{r.tﬂﬂ-ne Game Boy Camera info the GameBoy
systenr by pressing down on the body portion of
the Game Boy Camera anly. ' 3
2. Slide the!Game Boy power switch
* " position. The Nintendo® loge
few seconds, followed by t

" Ladvance to the Mode Sefect Screen. Salect the fnode | =

n é

ywwmnopluy i rhe-l-ConlrdPudou

There are seven different modeﬁto chaose from!
ch from the Mode Select Screen. Press
to/access four more modes: LINK, Db(@.l

& ‘Rolllovillg thq Game Boy Cam
“To remove the
p‘&iiion then grasp the camera by the body only and pull

ONW)

'

:

Boy Camera, sllelerhrpowerswnchto ﬁ§

u
Ramemborl /
sl:de the Gumo“oy power. swm:h the OFF position b;loro

mserhng or gemoving the Gam Camera.

®  When insetfing the Game Boy Camfera, hold only the body por-
tion and push it all the way down.

®  Never apply pressure to the camera head or the Game Boy dis-
* play screen. >y

Plonol' Screen . f"'?

Press START on the Mode Select Screen to display the

Planet Screen. Use the + Contrirol Pad to select USER

N RECORD, HI-SCORE or CREDITS, then press the

A But to display your choice.

USER NAME

USER NAME

&

7 ‘User Name Information
i v { This displays the vser's information and the Camera’s

rida ¥ "

a0 e o7 4 ID. To enter your information, begin by pressing
START. Use the+ Control Pad to select letters and.sym-

[T

uvmy [ LT
b e o T

bols and then confirm your choices By pressing the A‘
Button. Select END to advance to the next screen.
Camera IDs are assigned automatically and cannot be chunged

&) 0
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w;w rmpgg SCREEN. -

LET’S START PHOTOGRAPHING! _
By moving I'he + g |

Tulill;gjli'llohgmphs
1. Select SHOOT on the Mode Select Screen and the
Shoot menu will appear.

2. Select SHOOT again.and the View Fisder Scmen will
appear. After a few moments, am
adjust to the available light,” & ‘

3! - Rotdte the carherd or moya  the que Bﬂ
that the image you war Yo photograph is. displayed
on the screen. Makegsure to hold the Game y sys-
tem steady with bo&:hunds.

4. Press the A Bufton to take a picture. photo
‘taken will be displayed on the screem. Press the A

" Button to save the photo or B Bution to cancel
and take. another picture. e F

Press the B Button to return to the Shoot menu.

\ ) This indicates the number qf‘
Pad @ or (¥, the brightness : picture spaces remaining in
is adjusted. . the album.

m!

By thoving the # Control Pad
4 or ¥, the contrastis adjus
&

T : : g |
Thi ths the Use this feature to invert

Jﬂmﬂiior‘%efween shades. | E your view finder vertically
e or horizontally,

This will change your m:m_ 'm

screen’s colour scheme. This changes the sounid of

£ your camera’s shutter, |
View Finder Screen Options L
Pressing SELECT on the View Finder Screen will reveal four more opfions. \
Press the + Control Pad in the direction of the option you wanf'to use. @ | o
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Check 1
Select CHECK on the Shoot Menu screen and press
the A Button to display the pictures you have
taken. Use € and [ on the + Control Pad to cycle
through the photos in Album A.

Ch.cl( Screen Op‘llous 7y /

Pressing the SELECT Button on the' Check S:‘;r;-wii bring up the a’f

options described below.

Select this option and press, |
the A Button to print.*

PAINT/STAMP: EOTL LT

See "Let's Doodle!" on page
13.

the 4l and [ buttons ~ "¢
e + Control Pad to
;I‘oase the frame.

Add a message to your
picture using this option.

Use this optien fo Helete the ,, ::
picture di i
"‘GI& di ‘Game Boy Printer sold separately

N { A
1 &7 ]
-y, &

, L &)
COMMENT et
Select COMMENT from lhe Check'Screen ions
screen and confiri your choice with the A Button.
(Comments can be added only to Album A pictures.)

The photographer’s User Name information will
be displayed on the bottom of the screen.

Press START to display the Letfer Entry Box.

Highlight and select letters with the + Control
Pad and the A Button. Use BACK and FWD to

sasssnssnnn

move the cursor and DEL to delete letters. Press
the B Button to return to the original screen.

Comments can only be seen by selecting COMMENT when viewing
pictures or by printing with ygur picture.

Picture Voice (P.Voice) 4

The odd sound that you hear when taking plcmres “is the picture's '1
voice. You can also hear this sound in the Slide Show (Page 12).

)




thing Options

IC from the Shoot Menu Screen brings up @ number of
“camera options. For more details on these features, check:
out SﬁUTT_ERIUG ‘on page 19.

Saving Pictures
You can save up to 30 plctures in
been saved, you must del
ones. Delete the saved pictures,from a full
add new pictures. Please
more information,

Album A and Album f ) 'y
There are two picture rolls, Albym A, and Album B

This holds pictures that you have
taken, oopled exchanged or

L]

All;;.:A When

e pictures and textures areinclud-
id with the camera. They can be
copied but not deleted.

screen fo rhe right will be {
VIM again and the photo

2., \Seleci a picture usmgﬁi
Ih A Button. Press [€'@nd ] on the * Control
!o ﬂlp through the pages of the album.

30 pictures have
e room for new

picture is selected, its number is
hﬂly displayed:inithe picture’s upper-

Pressing SELECT on menu s:t{d‘ will often display
'more options. Navigate these submenus just like'
the Shoot or Check submenus.
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SHOW™ .. b e - ﬁ ‘S DOOPLE!
Select _‘4 on the View Menu Screen. The Show ( v : T's v ¥ E:
Meny Screen will appear. Put the cursor on SLIDE q::' 1 Press SELECT on t‘n‘dode Select Scre nd then
SHOW and press the A Button. See pages 24-30 Ul [ amswarron : ¢choose DOODL and.* on the# Control
for information on Animation and Hot-Spot. 075201 *  Pad to select either PAINI' or ST
SLIDE SHOW 3‘ e\ _ Select the picture you want fo le on, then

- § weﬁs the A Bl:lﬁon '
On the Slide Show Menu, pre ﬁ!e A Il.lto_r;, ] AV
individually view the pictu haye taken. Use ﬁl&'l' Control Pad to flip the Album’s pages

Press the B'Button to reium fo the pmvlwrm \
Submenvu

“Press ﬂj‘i Button on the Paint or Stamp screens
Pressmg SELECT brings upM more opﬂoﬁ

and'the Save Window will appear. Press the A
Buffon once to save and once moré to exit.
. ) ))

This allows you to view your piduros‘J can select either "Classic” or 3 _ 7 oF 4
in random ordek | "P.Voice" N ' S i
‘ ¥ : | )5
@ NSA, f‘) 3 ' N\

- e Aamm— - v e .




OMNE PAINT | & b A stamp
. Pressithe A Iluﬂqn while mo\nng the cursor with T

_ the + Confrol Pad to draw lines. The width, colour,
« and drawing speed of the lines can be?dungd on |

:"'? Pﬂl_ﬂl‘ w ; E.low- 7a .

;-')’ ' " ; '( - l_ Jf" » " ; ‘} ; —',_‘—

Use the + Contrgl Pad to move the § Lursor

‘around the screeq: Press the'A Bu place a

!Iamp in the cursor’s current position. If you con-
l‘lnlw holding the A B\lflon, lhe p will flip.

A\
: | » > 4
Paint Window : At (‘} @ : ?‘ N N
Press START to display the Paifif Window. Mo¥e t } LB
nglu and then up or down thoose eﬂher @N OLOUR, or SPEED." N Stamp k‘ﬂd“"
L e START Button to display the Stamp
iiom jelect ! ' . Wi .iLhoose the type of stamp (letters or pic-
Press E‘S »'on ﬂ,e > c," | Pad “tures en select your stamp. Press the A
i Bu to return to ﬁle Doodh screen,
Pon, “Colour or Spc Select S?AMR f .
Move the cursoiallgthe way to the right, then e Select these with ﬂ,e.|.con_ﬁ-ﬂ_pjd_................__..'.....E AN
press [& or ¥/ on'ffie + Control Pad. 5 N 'STAMP “‘E N & ; N ‘i
\ d : ,,f; 2P\ Press &l or [¥ on the + Control Pad to flip rhmugh thedefter. siveee i
. g &9 7 and picture s. ; . »
e)) RETERY e S aNe)
aF i B N ( N ot s

* ~m, ¥



DEI.EI'ING AND cépvme

Press sﬁia on the Mode Select Screen, then EDIT.

|J

A
.

Select ALBUM with the + Contrel Pad,
then press the A Button fo make the

album appear. ‘ ,

VAL S)

/4

Deleting Pl:g'v Nl ,’I
Use the # C roll'udl'omovet

3 cursor to picture to be delete

then press the A Bufton. Press the A
Button againgto confirm. »

Note: You can copy the pl:lurep'fn Album
B, but they cannot'be dela

Dolellng All Pictur

ss both START and SELECT, then & on the R
Control Pad. When the message "deleteall  ~_/ »

-l

otos?" appears, press the A Button to confirm. 7
AUTION: Animations created from Album A phota data wrll

ulso be del.eled

L First,\move t
s upper-left cc
] y

to switch be

the + Control Pad to move the cursor over

_L'ﬁlﬁer the box displays the Copy icon, use
Rndure to be copied, then press the A

- _ n, Press the A Bufton again when the
: " _confirmation message appears. The copy
wlll appear next to'the original. Copies of

" Album B pictures will) loppear at the end of

Alhym A.

’

cursor to the bex in the
er and press the A Button -
een COPY and DELETE.

TEJ&E |
T G 5 (2|
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ADVANCED OPTIONSITEMS _ ApVAuﬁp omo S—MAGIC

Select SI-IDOI’ from the Mode Select Screen and then

SHI.I'I"I'EIBIJG

(-\l SHITTERHUG

ITEMS. Seléct either SELF-TIMER or TIME-LAPSE with the Choese SH rgn the Mode Select #treén and then AR
+ Control Pad. MAGIC, This brings up four new fegfures! ¥l ik
SELF-TIMER y S

1. Use the + Control Pad to sef;i* d{uyrfﬂ‘e the
picture is taken.

2. Select,SHOOT and the ti (it bogk nﬁo?d
down, When the timer, feaches 0, pictur
“taken automatically,, '

'y
TIME-LAPSE e 2
1. Use the + Control Pad e set the mterv ‘between

b TRICK LENSES
Experiment with nine
different lenses! At left
are a few examples.

MONTAGE

There are seven ways
to combine pictures!
Examples can be seen
to the right.

‘consecutive shots.

24" Use the # Control Pad to set Q_\o 'y’r‘:ber of pic-

. tures you want to take.

3. _Select BEGIN to start taking pldures. Aim the
camera fowards the subject you want to shoot
-qnd fh?y-eu the A Button.

12 BN

Tt ol
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IO PANORAMA

Shoot and print four sequential photos to capture larger subjects.
114 ST TERBG _'l PMIOI!AMA

| ! Select PANORAMA and then purthe cursor on LENS.

Select either WIDE (fow#os?ur ‘[ﬁl (four down}. .

Press the A B l'o take ﬂl&'#f . To help you

line up the rest.of the pictures, the @dge of your first

shot is shown on the Jeft side of the screer (WIDE lens)
_or. the bo of the screen (TALLdens).

Remember, WIDE.js, four framies’acros

Printing .
Connect the Game Boy system.and Gar
king Opfians, on page 38. Selett PR
¢ ‘or WIDE with the + Control Pad. N
" will'appear. Seldet the four photos you wish to print with the ",
* r.ommm? jnss the A Button to begin. N

Q .

Boy Printer as detailed in
T, then choose either TALL
the Panorama Print Screen

W/

- o

d TALL is four frames down,

£ GAME‘FﬁdE

>/

Put your own fg!e In the DJ and Ball gpin.sl

reshool these pholos?

1 the left will

SHOOT Fd

Select GAME FACE, then SHOOT, and the screen to
splayed. The oval in the upper-left
corner dwlﬁs the first picture. Line up your face

s] and the camera so that your face fills the oval and

then press the A Button. Repeat the same steps to
take the other three pictures.

Replacing Saved Faces

If you have glready saved Game Faces and use
this option, you will be asked if you want to
"Reshoot these photos?" Press the A Button to
replace the old faces with new ones, or the B
Button to cancel.

If you take a photo you do not like, press the B Bu!ton to back wlle
and then enter again. Press the A Bufton to save when you huv'g )

four pictures that you like.

B 1)

s
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PLAY -

Select GAME FACE, ‘and then PLAY to l:'y Iﬁe.guma

BAI.I.“ "y the pictures you feck in SHOO‘I' .
'DOODLE “ & _

The DOODLE  option will allow.you to Stamp and

Paint on your face shots. For. informati draw-.

ing; see' ”

l.et’s Shoot an Illustration!

way you can play the ga
best results, turn dithering OFF. (See page 7.)

‘L '.Iu i L } \ .
“The plcfureé tak
F PHY is s'lecfed

NUue
Q0 \\

]

A 5. g% = = b

i )4

oodle!” on pcge,ﬁ

AN
awith any faee you

in this mode will'be available in alf games wheta
the Mode Select Screen. - -

] £ . b \4

ﬁo!pding Pictures °
[ SPLIT displays four pwturu

N

‘This f‘uses or blends two pictures.

L co

Pmu"SLEI.ECIrn L L EENE - FOSION
QA . an Er POSE "‘lﬁ E -
options to combifie pictures. .

-

space of one and
FUSION blends two pi . To choose
pictures, place the curser over one of the four
frames, ‘press and hold the A Button and then
¥ on the # Control Pad to cycle through
s. Once four pictures have been select-
e BEGIN to combine.

s

SPHT
This tiles four pictures in I'ho an one.
Fusion * 5 4l




LET’S MAKE AN ANIMATION!

I_'-!r:’ss SELECT on the Mode Select Screen, then
choose EDIT. On the next menu, choose ANIMA-
TION.

The Animation Screen will uppa-r&ﬁ‘ﬂh

+ Control Pad, move the magnifying dlass olopg
the three strips of film at the boﬁom to frame 01
of the MOVIE FILM.  ** [
Press and hold the e"'Buﬂon, then use the

+ Contrel Pad to choose a picture to usslﬁ

to frame O01.

" Release the A Button to assi q,lelected pic-
ture to frame 01. Continue ug;%@ﬂng plcfuros to
the next empty frame to create an animation.
Up lo 47 fm\es can be used.

SUe)
@ &, ___"

(;

Erasing a Frame _."

If you wish to srusd'J o frame you haye @ssigned, just
select the blnnk,ﬁ'ume in the uppe g corner of
the screen andiassign it to the frame Jou wish to
clear.

4 K
= r'

5. To finish the animation, mﬁe the cursor to END ']
.and then select eitherLQOP to make your ani- ﬁ - =
mation repeat or END'fo make it end after E>

being shown once. =
I —1
To, sea additional animation options, pl seée "Animati T e BT W
Jogis [ page 27 LOOF: SORT PRCH TEST AN
» 3 AL,
6. *To preview your animation, press SELECT, then - =
choose TEST from the options that appear. e s
e —

Saving the Animation Z o s
After creating the animation, press the B Buton o g _—
open the Save window. Press the A Button once to @YES & ®NO

save. You will then have the option to quit or continue.
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ipmus vpun Mﬂfmﬁu

r Album A nnd Alhum B
To select a picture to put into
a frame, press and hold the
A Button while placing the
cursor over the picture you
want, then release the A
Button.

smeas
-

PHOTO NO.
This indicates the number of
the picture that you currently | "
have selected.

i) * - - N

MOVIE FII.M b Ny

. This indicates the frame num-
' ber of the animation that the
 Magnifying Glass currently
" covers. F

"a %

@ '-r-/f" “

Animation Scmn

xS

¥

NSY R T A

END and LOOP

If you want your animation
to keep repeating when
played, choose LOOP.

| 4

.!

. o4 \.“*.. (’} v g
. FRAME NO. Animation Tools

To select this option,
press (4] on the

1 + Control Pad to
" highlight FRAME.

| Press the A Button
and then use the +
Control Pad to scroll

~ through the available
frames.

P .\.\
q \ »
' -

* PLAY SPEED

= To select this option,

press 4l on the

4+ Control Pad to
highlight SPEED. Press
and hold the A
Button, then change
the value by pressing
& or [¥ on the

+ Control Pad.

Press SELECT on the
Animation Screen and the
Tool Window will appear.

LoOP

To play the animation
repeatedly, select
LOOP.

PACK

Select PACK to
remove one or more
empty frames from
your sequence.
SORT

To copy the Album A
pictures into frames,

TEST
Select this to preview
your animation.

choose SORT and then
NORMAL. To put them
in a random order,
choose SORT and then
SHUFFLE.

CLEAR
Select this to erase
your animation.



SUPER GAME BOY 4«7 Hor-sPaT

Game Eoy Camera can also be used with the Super Game Boy p Sounds, special ﬂofls and links to o‘)hL pictures can
adaptor for the Super Nintendo Entertainment System. Using this be added to pi€tures with HOT-SPOT, Press SELECT on
handy accessory will allow you to make video taped copies of your the Mode Select Screen, then sels ECIAL. Choose
photos and compositions for review any giffié. You'll be able to HOT-SPOT, then press the A Buttan. Select the picture
change the berder, alter the palette’and more. Animators will find ﬁ < in Which you want to create a Hot-Spot and press the
this especially useful in creating e>dended ‘q;.leﬂcpsl { AButton. 'y
( - - Creating a Hot-Spot
‘ select one of the five buttons at the bottom of the

\ scrge with the + Control Pad and the A Button. Move
the gutsar to where you want the Hot-Spot to be.

Press the ‘A Button and a -
window with three boxes will-appear. Use
H\DJ ': add a SOUND, a fade EFFECT, and
; a 'to another picture when that Hot-

; VDA S JUMP  ghot is triggered. Use the # Control Pad |
v, and the A Button to change the box values.

) - — <7 Each picture can have up to five Hot- %




9‘} /
Chan hlg, and Deleting Hot-Spots. j ' = |
Move the cursor to the Hot-Spot you created and CHANGE “(5) DELETE I
press the A Button. A window will appear with the A
options CHANGE and DELETE. Select the option you want, then pross
the A Botion to confirm.

Save and Quit : o\ “saveE? O
Press the B Button and the Save vt Y Heoves ono 'Y

appear. Press the A Button to s
you will‘have the optfion to 3{0 '

Let’s Check Out the Hot-Spot! " g
1. To see your Hot-Spotin action, choose VIEW on the
Mode Select Screen then Hot-Spot.

2. Choose the picture in which you plaé Hot-

J ‘Spot from the album.

3. Move the cursor to the location
bk press the A Button to hear
jump torother pictures!

If t is a Hot-Spot on the picture you JUMP to, you can

@ cgm:nquo )vum

or"’clipﬁ tilen%
- N \ — pi

e Hol-Spot and
S, sae effects, or

vAKL))

LET‘S PLAY"A GAME! . ~
p " & N
Select PLAY on tifeMode Select Sereep 16 begin a game..Aveid
attacks by pre @ and [ on the #Control Pad and shoot with

the A Button. Shoot the UFOs that gppear at the beginning to try
different games. 4

Try to get a high score.
Maybe something good

R i hopperi ECTET
o
BALL UFO | [ ~ DJUFO
Shoot this to start the | b2 4~ Shodt thisito sfupﬂ-m < a
"BALL" game. " "DJ" game. ’
Game Over

Pressing the B Button or getting hit by enemy attack will cause ymﬁ(
ship to explode Choose PLAY to restart or EXIT to quit.

\ ')@



N BALL

You can be the star of this gamel Place your own face at the centre

of the u:hnnl

Check out Advanced Options on page ?'for tips ‘on how to do this.

c))

wum q;mg-ﬁ‘
e menu tothe | rng

How to Play
Choose the music and face
BGM and FACE options fro

Move your hands to ca!‘n the hcllls by pressl '
or lEI on the # Control Pud‘a

a Over X

e game ends when'a ball falls.
;-‘_'Bl.l‘l'l‘on to piuy\qigum or the B Buttoh to quﬂ'

. [ |
N f) :
™ 'l .{' y

€. )
11 pxr ¢ o))

.;n?;ouﬂ a-ﬁ '
BEATS AS THE DJ

If you shoot th J UFO in the first gmpa the DJ
Game will begin.. By changing rhythms and adding
sound effects, you can create y% music!

#

¥

r SAVED from the DJ :
n. The cursor will then drop.to the face icon at the bot-

e screen 0 you can choose a face.

Be a DJ!
Choose un'her SAMPLE, NE)
Menu

tom of

Fuce“}almi
To ghglhe DJ your face, see Game Face on page 21.

Rhythm EDIT mode o e

Create music and Change the sample
rhythms like a DJ. rhythms. Create =
: your own rhythm. - r



2% 43N

N m scnuﬂ £ _

MAKE rGUR OwN
BEATS AS THE DJ.

Seleq PLE'Io choose a luul then choose either

1, 2 or ? to selech the DJ’s face.

Adjust each item. at the bettom of the screen to .
customize lr::g‘mm:ilml beats. Expe mzf%u‘ 3
n

‘make the sound completel
and [ on the + Control Pad to sek
and H'le & and @ bul'h:ns to [

_ LTEMPO .. .. % .Achust the m‘( mpo
T SOUND I-. & -1 ~woe Sound 1 ON/OFF
SOUND Il Db o oan . .Sound N/OFF
~NOISE . & oo ol o e ON/OFF
‘Chunga the type ofiscratch effect
#&l thoA\IuHon to play the scr'qp:
ART IoutoﬁQr start the music.

4

Q w\()l

with your rhylhrrll.und :

.;’a
Q {‘
N

SN

- N 4

quun/nou! Scroens ° )
ss SELECT on th

wscreen with the + Control
switch, hold'the A Button
+ Col‘nrol Pud to cha
ON o

UND/NOISE

betweenthe

ode Screen to make

s appear. Return fo

by pressing the B Button.
LECT to switch between the SOUND |,
‘Il and NOISE sereens.

t switches on a

m«m

d.To change a ~

use the

or switch “‘l@fé

|

Save these

0 Yes

NS

¥

»
Boats?

@ No

e

W

Call it quits?
[ARLH

O No




J

-\ SOUND/NOISE sénm\rs

Use SELECTM swhch

screens

DUTY:
ENV. (Envelope):

MOD. (Medulation):

Sound Two

.........................................................................

" Gavses the.geund to gradually dec
lncl::u:!urdeamls&mw's

. myou-wnnlilm mbsical pofe faibe 1

plcyvdwi’hllﬂi-tun!‘rd?u‘. dhllﬁhﬂnundlhewrﬂr"willmu

downmnhemsunlkeybourd uﬂmngywhsehd!he you want.
/ &

WhﬂautmgﬂwNOTE ﬁ.ldmll‘mNoue Scmn,ywm&loosodtherm‘
‘or!byprenmg@or@onlhac-twmoll'ud 1

When you hold START, aundruonmucmnulmmbamdmdirﬁ
sound fo the left, the right, or the centre.




i --,' ( ,k

. f :
(2)N\ LINKING OPTIONS ,
A e
To print, you must link your Game Boy Camerda fo the Game Boy
Printer. To transfer, you will link to another camera and system. Use
the examples below to determine how to mgke  atd connections.
(Al items sold separately) - o\ -
‘Game Link Cables Printi | Link Up! .
s — ) 4 Col:lknld the two Game stems by inserting the

r "N appropriate Game Link ¢ables into the EXT. socket
Linkkone ‘original e BT e N on emh.‘:ﬂress SELECT on the Mode Select Screen

cnﬂr}n choose LINK.

Exchan ng Pictures

1. "The Link screen'will appear. Choose TRANSFER
on both Game Boy sysfems. ¢

2. Iect either SEND or RE&M from the options. : X?;

Use a Game Urw Cﬁble (sold separa
w1th others.* ' Try ﬁdlng a caption

to exchange pl&'luu data
picture to gwe to afriend as

J

B Game Boy pocket Game ' : ' ' displayed. The user that chooses one of these 7./

Link Cable Adapter

Game Link iginal Game Boy and Go Gumﬂvyﬂnd(hm ot—
m% loy wll’nnlur—-l.lu Unl\:snd'zm Use Universol Game Lin ?ﬂ
Link Cable.

*Using one or more Game Bay pocket G8me Link cable ddopurs, the
ariginal Game Link cable alse can be used to make any connection.

options first will be able to view the remote
album.’

J

- Pﬂ[SSOTIJ BEGIN == 3

I
|




”:‘*J.

3A. SEND '
ihl picture you wish to transfer from your

3B. RECEIVE —,

Select the picture you wish to tm;lﬁr from your
friend’s album. V/

# / :
’,' A L :
Remember! -f

p S
If you want to keep the pldune, make and send
copy. Transferring will rrnwe the picture from

4. Press the A Button to complete the trangfer.

e

Important

ur album.

T SN
oo 1

Please do not slide the power swi?l;b.éﬁ, insert or remove the

Game Link Cuﬁ‘lt during the transfer,

ve)
(40} NS

vALe
4 LET’S PRINT!

By connecting yolr Game Boy cumiﬁy

TN

system to thg"&,cme Boy

Printer (sold separately), you can prinf your pictures.
Py

Preparing o Print y

Connect the Game Boy system 6 the Game Boy
Printer with a Game Link Cable. Please see the
Game Boy Printer® instruction booklet for more
information.

'Ga:é Boy Printer sold separately.

Press the SELECT Button on the Mode Select Screen
and-then choose LINK.

1. The Link Screen will uppeur Select PRINT.
2. Select either PRINT or OPTION and the album,

will appear.




-
PRINT b S
3. | seléct a picture and the options PRINT and
Q&C’EL will appear. Any comments you have
added will\dlso be printed if you press START.
OPTION
Use the + Control Pad to set the rlems’(m :
' ' }

screen.

FILM

Move the cursor to the pichf:?/you wish Ic'ﬁfm

and press. the A Button. T will place a'check

mark next to the pictures Up to 3(1'plctures can

checked to be printed una time.

FEED. MARGIN 4 .

This option adjusts the' number of I:ln es between pictures. Each
eis equaj to pressing the prmhq-‘s D Button one time,

(PRIAT
©.. GG

‘I'O'I'AI. PRINT.

" Thié indicates-the total number of pictures that will be prlnled
)
{ -

/ '{ (,) )
PRINT - ¢ J

Select this and prgﬁfll:o A Butten 19 begin

printing.
Print Screen:

Choose PRINT from the Link Sereenfand then PRINT

again. Press SELECT to access more options
with the + Control Pad - ' A"

EXPOSURE
This uc‘.lsfs the darkness of the print.

m - Scroll with the + Control Pad
wild 4~ Scroll with the % Control Pad

4. 'me screen at right will uppour while data is
being transferred to the Game Boy Printer.
Printing begins after al _§ix seconds.

Remember!

Cable durmg data transfer or printing.

P

by e
transferring. . J

Do not turn the power _switch OFF or insert/remove" the Game Lmk \

F}e
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ERROR MESSAGES

An error rnessage may uppeur when printing or transfemng. If so
please refer to the chart below. )

Delete pld'ures from the receiving | B N ’
_camera’s ‘s Album A, then retry. 5 2‘ is.the Game Boy Ccmoru
Save snapshots in the sending - , 'd fh' way?
camera’s Album A, then retry. )
a. ﬁ-) Gclne Boy bcﬂ'enes
R L L L L L T R L LR S LS L ~ .- 'n”M - ‘
Save snapshots in the sending o, SR ‘*“'};.
camera’s Album A, then retry. 4, "Have the Game Boy system’s . .
bcﬂanas Iosl‘ their charge? )}, 24
“Consult the Game Boy Printer 5. Are the Game Boy Camera
: contacts. dirty?

instructions (sold separately).

sﬂda the Game Boy power swifch’
ON, check the Contrast and Volume

‘and if the problem ponists, go fo #2.

Please insert Game Boy Camera cor-

rectly and if the proHcm persists, go I
to #3. )|

Insert the batteries into the Gam
Boy in the correct direction and if the
p_mﬂam persists, go to #4.

se replace the bﬁ!&a\wnﬁ
new ones and if p.ﬁl‘am pmm,
to #5. N
Clean the conl‘nds ‘with the Ninfend

Game Boy Cleaning Kit. If the prub-
lem pemsn, the caméra may
mpﬂlf N \

T

N



Problem 2: Pictures can’t be taken

mblom 4: Pictures can not be saved

What te-Check Solution What to Check - Sol A
1. Can you select the SHOOT See, "How to Play—Basic Operation" 1. Is the album 'hrllf I'f'ﬂ_n album is full, delete one or
command? beginning on page 5. If the problem rpre pictures. See “Deleting and
perslsfs, go to #2. . 4 €opying” on page 16 for details.
2. Is the camera head facing your W look at the screen, rofate v ¥
cubject? ay h m& R rKugrcid the su bject 2. ‘Hus the Game Boy C_q_merq-‘s ¥ Contact Nintendo Consumer Service
yw widh to photograph. If the d internal battery lost its charge?

f/ pmbbm#surg the camera may "
_,:“ need mpdr

Problem 3: The camera head cloos not rotate

Problem 5: Unable to Print

What to Check ' Solution® g Please review the Game Boy Printer instruction booklet.
1. Are you frying to rotate the Rotafe the camera head in the correct B *
camera in the right direction? dim;b'n. See page 4 for details. If

: y ! N fha preblem persists, go fo #2. L .
” ::;:enm :l;hh::l:;e‘::lrgo?:?_‘:‘ Jﬁy removing the foreign obect with I
body? a soft cloth or cotton swab. If the
Lf \ pmbl'em persists, the camera mgy
@ o) need repair. -




REV-J
wAHRANTY FOR THE NINTENDO GAME BOY
(GAME PAK) BY NINTENDO AUSTRALIA PTY. LTD.

product is sold subject to all warranties implied under the provisions of the Trade

practices Act of Australia. Nintendo Australia Pty. Ltd. (Nintendo) warrants to the original
imer/purchaser that this GAME BOY (‘GAME PAK") shall be free from defects in

:terial and workmanship. If a defect covered by this warranty occurs, Nintendo will

repair or replace the (GAME PAK) at its option, free of charge.

To receive this warranty service, contact Nintendo's Head Office.

The undertaking to repair or replace the product will not apply if the (GAME PAK) has been

damaged, after sale to the original consumer/purchaser, by negligence, accident,

unreasonable use, modification, tampering, or by other causes unrelated to defective

materials or workmanship.

1INTENDO AUSTRALIA HEAD OFFICE ADDRESS:
48-52 Dunlop Road, Mulgrave, Victoria 3170 Australia
Phone : (03)9265-9900

* NINTENDO HELPLINE 190 224 1001
(LEGION CALL RATE AT 75 CENTS PER MINUTE

Calls from mobiles and public phones attract a higher rate.) @




