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n Health and Safety

Thank you for choosing Pushmo™ for
the Nintendo 3DS™ system.

Please read this manual carefully
before using the software. Please
also read your Nintendo 3DS
Operations Manual for more details
and tips to help you enjoy your
plaving experience.

Health and Safety Information
A IMPORTANT

Before using this software, read all
content within the Health and Safety
Information applicaticn on the HOME
Menu.

To access this application, tap the
& icon on the HOME Menu, then

tap Open and read the contents of
each section carefully. When you are

finished, press to return to
the HOME Menu.

You should also thoroughly read the
Nintendo 3DS Operations Manual,
including the Health and Safety
Information section, before using
Nintende 3DS™ software.

A CAUTION - STYLUS USE

To avoid fatigue and discomfort
when using the stylus, do not grip it
tightly or press it hard against the
screen. Keep your fingers, hand,
wrist and arm relaxed. Long, steady,
gentle strokes work just as well as
many short, hard strokes.

When you download or use this software
(including any digital content or
documentation you download or use in
connection with this software) and pay any
applicable fees, you are granted a personal,
non-exclusive, revocable license to use this
software on your Nintendo 3D5S system.
Your use of this software is subject to the
Nintendo 3DS Service User Agreement,
which includes the Nintendo 3DS system
Privacy Policy and the Code of Conduct.

Your Nintendo 3DS system and this software
are not designed for use with any
unauthorized device or unlicensed
accessory. Such use may be illegal, voids
any warranty, and is a breach of your
obligations under the User Agreement.
Further, such use may lead to injury to
yourself or others and may cause
performance issues and/or damage to your
Nintendo 3DS system and related services.
Nintendo (as well as any Nintendo licensee
or distributor) is not responsible for any
damage or loss caused by the use of such
device or unlicensed accessory. Except as
authorized, copving of any Nintendo
software is illegal and is strictly prohibited by
domestic and international intellectual
property laws. "Badk-up” or "archival” copies
are not authorized.

Nintendo of America Inc. respects the
intellectual property of others, and we ask
Nintendo 3DS software Content Providers to
do the same. In accordance with the Digital
Millennium Copyright Act in the US, the
Electronic Commerce Directive in the EU,
and other applicable law, we have adopted a
policy of removing, in appropriate
circumstances and at our sole discretion,
any Nintendo 3DS software that appears to
infringe anyone else's intellectual property. If
you believe your intellectual property rights
are being infringed, please visit

wwny. nintendo. com/ippolicy to view the full
policy and understand your rights.

Software Rating

EVERYONE

For more information,
please visit www.esrb.org.

CONTENT RATED BY

ESRB

© 2011 Nintendo/INTELLIGENT
SYSTEMS

Trademarks are property of their
respective owners. Nintendo 3DS is
a trademark of Nintendo. All rights
reserved.

“QR Code reader” includes software
deliverables of Information System
Products Co., Ltd. and Institute of
Super Compression Technologies,
Inc. QR Code is a registered
trademark of DENSO WAVE
INCORPORATED in JAPAN and other
countries.
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a Controls

-. Pushmo Park Controls

You control Mallo, the hero of the
game (page 4). Select Tutorials from
the main menu (page 3) to review
control details and read helpful hints
about controlling Mallo.
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Pull a block out @4
a @ + © (up)/
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(This option
hecomes
available as you
progress through
Pushmo Park.)

eI PA s sEUEA-N [ START |/tap the
game Touch Screen

Enlarge the map
on the Touch
Screen

sl = About the Pause Menu

After you've spent a certain amount
of time on a Pushmo puzzle, Skip to
Next will become a selectable option
on the pause menu. Use this option
if you want to skip ahead to the next
Pushmo and save the one you're on
for later. The length of time it takes
hefore you see this option depends
on the difficulty level of the Pushmo
you are on.

Note: Skip to Next is only available
the first time you play a Pushmo. It
is not available during any of the
Basic Lessons Pushmo.

. Pushmo Studio
‘ Controls

All controls in Pushmo Studio can be
performed using the stylus (page 5).
Some controls can also be
performed using buttons.

O/ (while

zoomed in)

Mave cursor

Fast-forward OE

message

LEE‘H:E! Pushmo ©)/[ START |
Studio o

All controls in the menus can be
performed using buttons. Some

controls can also be performed using
the stylus.

Select item O/ 1

Contem B
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SECRGENGER (This option
displayed on the Bil=l«]n k-1
Pushmo available as you
=i (e sl a=1=a 8 progress through
Pushmo Park.)

Change Pushmao
selection-screen FALE

page

MNote: Close your Nintendo 3DS
system during play to activate Sleep
Mode, greatly reducing battery
consumption. Reopen the system to
resume play.

Note: Press [ + & + at the
same time to reset the game and go
back to the title screen.

m < =& s d =



r:_ Starting the Game

Three options will _.
appear on the main

menu when you first
start the game.

Note: Pushmo Studio will become
available after you've completed all
of the Basic Lessons Pushmao in
Pushmo Park.

s = Tutorials

Go here to talk ta Papa Blox, who
can tell you about the controls and
give you advice about how to play.

s » Pushmo Park

Play through Pushmo in Pushmo
Park. Pull and push blocks of various
shapes to create steps and head for
the goal (page 4).

sl » Pushmo Studio

In Pushmo Studio, you can create
your own original Pushmo (page 5)
and create and read Pushmo QR
Code images (page 6).

Options

Press (¥) or touch the icon to access
the options menu, where you can
turn music and sound effects on or
oif and delete vour save data
(restaring it to its state at the time of
purchase).

Once save data is deleted, it cannot
be recovered, so please be careful.

Saving Data

As you progress through Pushmo
Park, game data is saved

automatically each time you
complete a Pushmo or select Skip
to Next from the pause menu. In
Pushmo Studio, game data is
saved when you tap Done and
save the Pushmo vou created.

@® Data can be lost due to user
action such as repeatedly
powering off and on the system
of removing the SD Card while
saving. Data loss may also be
caused by poor connectivity,
due to dirt or dust in the

system's ports. Please be aware
that in these cases data cannot
be restared.

Replaying Pushmo in
Pushmo Park

In Pushmo Park,
vou can replay
Pushmo that you
have already ¥
completed. Pushmo @
you have completed
are marked with £.




ﬂ Pushmo Park

This is the character you control.

& Reset switch

Jump onto this switch to retract all of
the blocks and start the Pushmo
over again.

© Goal

The goal you are trying to reach is
marked with ™ on the Touch Screen
and marked with & (trapped-child
marker) or E (goal-flag marker) on
the upper screen.

® Mallo's current position

Mallo's current position is marked
with € on the Touch Screen.
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Pushmo Studio

g Creating Pushmo

In Pushmo Studio, vou can create
your own Pushmo using the stylus.
You can make Pushmo from scratch
or copy Pushmo from Pushmo Park
or Papa Blox to use as a starting
point. In the beginning, your Pushmo
can be up to 16 x 16 squares large.
If vou progress far enough in
Pushmo Park, you'll be able to make
Pushmo 32 x 32 squares large.
Note: When you select a tool, such
as (&, an explanation of how to use
that tool will scroll on the upper
screen.

Note: Progress through Pushmo Park
to unlock the pullout-switch (&) and
manhole (&) gadgets.

- Creating Blocks
If you tap @ or U e

be displayed on the
right side of the |

Touch Screen. To = 3
create a black, first Palette
tap @ and tap the editor

color you want the

block to be, then draw the block on
the canvas. Tap the palette editor to
change the colors that appear in the
color palette.

s Deleting Blocks
Tap @ and then tap a T
block to delete it. Tap |=.
U to delete all o
blocks.

sl = Placing the Goal Flag
If you select @, the [ESE
goal-flag icon will |&
appear to the right.
Drag and drop this Lt
icon anto the block ©
where vou want the goal. The goal
flag can only be placed on the top
side of a block.




' QR Code Images

Pushmo QR Code
Features

®

In Pushmo, you can turn Pushmo
you create into QR Code images and
read QR Code images made by other
players.

Pushmeo QR Code images can be
shared with other people. Please
do not distribute QR Code images
that could reveal personal
information about you or ather
people, infringe on the rights of
others, or cause offense.

A Note to Parents and Guardians:
You can configure the Nintendo
3DS system's Parental Controls
settings to prevent vour child
from creating QR Code images by
restricting the Share Images /
Audio / Video / Long Text Data
option. For details on how to
configure Parental Controls
settings, please refer to the
Nintende 3DS Operations Manual.

s = Creating a QR Code Image

@ On the Pushmo
selection screen in
Pushmo Studio,
tap the Pushmo for |,
which you want to
create a QR Code
image, then tap QR
Code.

B Next, select
whether you want
to allow recipients
of this QR Code
image to copy.
edit, and share this Pushmo.

® The QR Code
image for your
Pushmo will be
displayed on the
upper screen. Tap Save to 5D
Card on the Touch Screen to save
your new QR Code image.

Note: You must successfully play
through a Pushmo you've created
before you can create a QR Code
image of it. Pushmo that can be
converted into QR Code images are
marked with £,

Note: QR Code images are saved in
the DCIM folder on the SD Card. QR
Code images saved to the SD Card
can be viewed using Nintendo 3DS
Camera in the HOME Menu.

sl » Reading a QR Code Image

@ On the Pushmo [Tgfgtey
selection screen in CIl
Pushmo Studio,
tap an empty slot,
then tap Read QR
Code.

@ Using the outer [§
cameras, align a oo
QR Code image so E
that it fits within
the frame on the upper screen.
The QR Code should be
recognized automatically. Select
Yes on the next screen ta save
the Pushmo.

Note: Pushmo vou receive via QR
Code images are framed in blue on
the Pushmo selection screen.

Note: Pushmo marked with a lock
icon (») can be played but cannot
be caopied, edited. or converted into
new QR Code images.

sl » Editing a Pushmo Received

via a QR Code Image

@ On the Pushmo [ igig’
selection screen in | @

Pushmo Studio,

tap an empty slot,
then tap Create.

@ Tap Copy. then
select Pushmo
Studic as the
location from which
you want to copy.
On the next screen, tap a Pushmo
you received via a QR Caode
image. You can then edit that
Pushmeo as normal, as a new
Pushmo.




Support Information

NEED HELP WITH
INSTALLATION, MAINTENANCE
OR SERVICE?

Nintendo Customer Service
SUPPORT.NINTENDO.COM

The Official Seal is your
assurance that this product is
licensed or manufactured by
Nintendo. Always look for this
seal when buying video game
systemns, accessories, games
and related products.

Oificial

Seal
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