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A Special Message From

Thank you for selecting exciting and
fun-filed MEGA MAN 2™, . . One
of our exclusive family of
computer/home video games fram
CAPCOM's Captain Commando ™
“Challenge Serles.”

MEGA MAN 2™ created by
CAPCOM™ . . . premier
world-wide anrcade game desigrer ,
. . features colorful state-of-the-art
high resolution graphics.

Licensed by Nintendd For Play On

@
ENTERTRINIMENT 3
SYSTEM" ¥ .

This offiral 08 i§ wour assurance that Nintendo® has
revived Bhis pHECILKT 3 1hat it has met o sandands kor
expolice N waorkrmartship, seliability and enpeLaEnment
valie, Alvays koak for this seal when buyng Games and
ACCREINNES MY ENEUNE COmplee compatibility with your
Mintendo Erdenaindmerd Sysiem®

CAPCOM and Captain Commando am regisemd rademaks of CAPCOM LLSA, INC
Minfernid and Mintendo Ercenairment Sysiem e segistened trademarks af Mintendo of Amenca Inc

GETTING STARTED

Insert the MEGA MAN Il cartridge and turn on your Nintendo
machine. The story of Mega Man will begin. If you would like to
skip the story, press START.

The MEGA MAMN Il title screen should be on the screen. Use
SELECT to choose NORMAL or DIFFICULT mode. Press START

to begin the game.

You must now choose to START or enter a PASSWORD. Press
START to begin the game. The PASSWORD option will be
discussed later In the Passwords section of the manual.

The STAGE SELECT screen will appear. This screen has pictures of
ali elght enemy robots plus a spot In the middle for Dr. Wiley. Use
the control pad to move the fleshing box to the opponent of your
choice and press START. The experienced player will probably
want to choose Metal Man first. The beginning player may want
to try Alr Man or Flashman flrst. Later on In the manual you will
find a section calied How to Beat Alrman. This Is Intended to
help a beginner get the feel of the game.

imNimandu recommends agaiﬁst using a rear pmj.ucl'.iu:n takevision with your NES as 'image
| retention on the scréeen may ocour.



CONTROLLING MEGA MAN

The contrals for Mega Man are quite simple, but true masteny takes both
practice and skill.

Pushing RIGHT and LEFT onthe controller moves Mega Man right and left.
This works even when he is jumping or falling. Remember thisi it is a very
important feature.

UP and DOWWN are used for climbing up and down ladders. Anytime the
pad is pushed UP and Mega Man is over a ladder, he will immediately
start climbirg.

The A button is used for jumping. The longer you hold the button down,
the higher Mega Manwill jump. If Mega Man is standing still on a ladder
when you try tojump, he will fall. Pushing UPwhile Mega Man is falling
off of a ladder will make him stop falling.

The B button is used for shooting. Unlike some super heros, Mega Man
can shoot while he is jumping or falling.

The START button is used for changing weapons, using energy crystals,
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CONTROLLING MEGA MAN

and finding out how many lives yvou have left. Itis also a convenient way
to pause the game. Choose Next to look at the second screen. Use the
UP and DOWN arrows to select the weapon you want and push START
again to returm to the game. For more information on this function, see the
Weapons section of this manual. Be careful; ifyou push START while on
a ladder, Mega Man will fall off the ladder when you returm to the game.

One final note: \When Mega Man is damaged, he is invulnerable for a
second ortwo. Take advantage of this time to get past tough cpponents.
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In the upper left hand comer of the game screen is an energy meter. This
shows how many more points of damage Mega Man is capable of
absorbing. Whenthe meter reaches zero points, one Mega Man life will be
lost.

There are a number of chjects that Mega Man can find that will increase his
energy. There is an energy pellet and an energy ball. These add a little energy
and a lot of energy respectively.

There is also an energy crystal. This is a full load of energy that Mega Man
can carry around with his weapons and use whenever he is running low on

Jjuice. This is accessed by pressing the START button and sefecting the Energy
crystal. Pushthe START button again to fill your energy back up to maximurm,
Then select a weapon and hit the START button once more.

When you select a weapon besides the standard Mega Man weapon, a
second meter will appear to the left of the first. This telis how much charge

remains in the current weapon. When that reaches zero, the weapon no
Ionger fires. Weapons may be re-energized with weapon energy pellets and
balls.

The final rabat of each leve| also has an energy meter on the right side of
the screen to tell how many of your shots it can absorl. When this meter
reaches the zero, you have defeated the enemy. Some enemies are
imvulnerable to cerain weapons, but wsually one certain weapon will
damage each cpponent a great deal.

b
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In addition to the weapons, there are three special transportation items.
These are:

Item: Acquired when HeatMan is defeated. Thisis a levitation platform. Up
to three may be launched at a time,

em: Acquired when AlfMan is defeated. This is a jet sled. Use it to fly over
difficult areas.

lem: Acquired when FlashMan is defeated. This is an elevator and may
only be used against a wall. This item is capable of traveling higher
than the Levitation Platform.

PASSWORDS

After defeating each enemy, you will have a choice benween either Stage
Select or Password. [f you choose Password, the current password will be
shown. You may write this down and use it later to get [o this exact same
point inthe game. Simply keep track of where the bubbles are and next time
you begin the game select Password. A cursor will be displayed. Maove the
cursor around with the control pad and hit the A button in each square that
had a bubble in it before, When you are finished you can continue the game
from that point,

MEGA MAN
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HOW TO BEAT AIRMAN

Alrman lives in his domain in the clouds. Fortunatehy, Dr. Light has found
information about his damain. Here is a step-by-step guide beginning just
after you select the Alrman level. Pushthe START button to pause at the end
of each section. [Remember: You must push START again to retum to the
game.}

1. Walk right to the edge of the platform. When you reach the edge. the first
Alr Tikkd will appear. Itwill immediately stan raising its horms. Jump onto
it 45 5000 as it starts to lowwer its horns, run across and jump to the platform
onthe otherside. Do not remain on its head if you can help it. Assoon as
you land on the platform on the other side, turm around and shoaot the
Lump that pops up. Ifyou do rot hit him immediately, jump up and shoot
at hirm until you hit hirm.. Then tum and wait for the horns to go down on
the next Adr Tikkl and repeat the process. Do this for all five.

Z. a] A Lightening Lord will fly on the screen to your right. Jump up and
shoot him until he explodes. Then jump onto his Thunder Charlot.

b) Turm to your right and shoot at the next Lightening Lord as he comes
onto the screen and jumps his chariot.

c] Ride through the cloud and as you drift up into range, carefully jurmp up
and shoot at the next Lord as quickly as possible. Jump to his chariot as
fast as you can.

d} Tumn to the left and shoot the next Lord as vou come up alongside.
Then simply step off the left side of your chariot and you will land on his.

el Face right to shoot the final Lord when he comes up alongside, and
Jumpto his chariot. When this chariot gets close to the next edge, you can
easily jump onto it

. Run along the platforrm until you see 3 Flying Fish drop anegg. When the

egqg hits the ground it will explode and the feathers will hurt you. To avoid
this, you should stop and shoot at the egg as it is falling. The Flylng Fish
are evenly spaced and some are not visible because they are behind
clouds. You will have to learm how far apart they are so that you know
when to stop running and stan shoating. When you reach the right edge
ofthe platform, walk into the cloud and off the side and you will fall down
to the lower level.




HOW TO BEAT AIRMAN
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Walk right to the edge of the platform and another Alr Tlkkl will appear.
When its horms star to go down, jJump onto it and walk to the right edge
and back to the center. Walking to the right edge will summon the next
Alr Tikkl. You must wait, however, for the homs on both demons to go
down before jumping onto the second one. Wait at the center of the
second one for the horns to go down again and jump to the edge.

Remember, if you get hit. you are invulnerable so mowve quickhy.

. Jump frorn platform to platform until you get close to the first Fan Flend.

The Fan Flends will try to blow you away from them, just jump up to the
right and shoot away while he blows you back left, After you defeat him.
move on tothe next one. Be careful, there are more flying fish out there. IF
you are jumping between platforms and get hit, you may fall into the
abyss. Once past all three Fan Flends, you will reach a gate. Walk
through this gate and you will enter a room with another gate o the far
ernd, Beyond this gate dwells Alrman.

. Adrman throws small tormados which deflect your shots and damage you,
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4. Jump left onto the two upper platforms. Thenwalk into the cloud on the

lovwer left and you will fall down to the next screen,

Run up close to the nearest tomado and try to jump over it. When there is
nathing between you and Alrman, he s very vuinerable o your shots.
Shoot as quickly as you can before he has a chance to throw more
tomados. He will usually throw 2, 3 or 4 sets of tomados before a
proficient player defeats him.

Good luck!




hMetal Man

Flash Man

Bubble Man

As Mega Man defeats each enemy. he aguires their powers.

HeatMan: The (H) Atomic Fire can throw three different sizes of firsbalis, The longer you hold
the fire Button, the bigger the fireball.

AlrMan: The [A] Air Shoater throws small omados.

WoodMan: The (W) Leal Shield creates a shield around you untl you mowve, The leaves are then
throwe (0 the disection the control pad is pushed

BubbleMan: The (B} Bubbie lead iz a bubbie that rofls on the ground in front of you and
darmages what it hits.

CuickMan: The [Q) Quick Boomerang can throw up to three boomerangs, Hold the fire bution
for continuaus fire,

FishMan: The [F] Time Stopperwill freeze all enemies for a little while. Be careful. When this is
Lised, it will continue until it is completely drained of energy. It cannor be wmed off early,

MetalMan: The (M) Metal Blade is a gear. Up o three may be thrown in arry direction the
controlpad is pushed. This is probably the best general purpose weapon and [(Ne encngy [asE a
g tirme,

CrashMan: The [C) Crash Bornber can be thiown atwalls and will detonate after a short delay.
it may be used to get thraugh cerain walls

These weapons work with varying degrees of effectivengss on differert opponents. It |5 bestio
experiment, especialhy when fighting the final robot of each level.
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COMPLIANCE WITH FCC REGULATIONS

This equipment generates and wses radio frequency energy and if not installed and used
properly, that is. in stict accordance with the manufacturers' instructions, may cause interference
1o radio and television reception. thas been nype tested and found to cormply with the Timits for
a Class B computing device in accordance with the specifications in Subpart J of Fart 15 of FCC
Rules, which are designed fo provide reasonable protection against such interference in a
residential instaliation.  However, thee (s no guarantee that interference wall not accwr in a
particular instaliation. |f this equipment does Cause inferference to radio or television reception,
which can be determined by turning the equipment off and on. the wser s encouraged 1oy 1o
comect the interference by one of more of the following measures:

— Reorient the frecening antenna

— Refocate e computer with respect 10 the Roeiver

— Move the computer way Irom the recener

— Plug the cornputer inta 3 different outlet S0 that compuier and ecenes ane on different

—CICLLS,
If nec essary, the wer should cansult the dealer of an experienced radio /television technician for
additional suggestions.  The wser may find the followeng booklet prepared by the Federal
Cormmurncations Cormmission haloful:

Hova 1o Identfy and Kesohe Radio-TV Interference Prablems.
This booklet s available from the LS, Government Printing Ofice, Washington. DuC, 20402
Stock Mo, OE-000-00345-4.
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90-DAY LIMITED WARRANTY

SO-DUAY LIMITED WARRANTY
CAPCOM US4 ind ["Capeom”| wamants o the angnal
cormurer hat thes Capoom Game Fak [PAK"] shall e e
fern defects in manevial and workmardhng for & perhid of 0
days from dare of puchase ¥ a defect covered by this
WAy DU duning this S-day weamanty penod, Capoom
wrilf repail o repkace the FAK, at &5 oftion, free'of dhange.
|- B0 MAT returm your defectree Game Pak o the setaler.
2 Moy the Capoom Consumer Senace Depanmens of
the DOEm MeqUInng Waranty sendoe by caling
Ohtwche Califoerna Seste (B0 B43-45637, or nsde
Califmviia Stae <all (506 T95-7081. Owr Oorsumer
Sereie Depamment in operatioe: fnom B0 AM. 10 500,
P Pacilic Time, Monday through Fridasy
. Hihe Capoom sendce mechiician is unabée oo solve the
probiem bty phone, he wall pronide Yoo with a Renam
Authorizaton number. Simply necord tis numioer on
s s e s e ine) OF wour defiscbase AN and etum
your PAK fenght. prepaid, of youw rok of damege.
pogether wish wour sales shp o Similar proof-of-
PUMTNAsE withan fhe F-Clay wamanTy Denod 10:
CAPCOM L SA Inc
Consumer Senacs Depammeny
3303 Soom Bhd.
Sovrta Clwa, A 95054
This wamancy shall not apply if the FAK nas been damaged
by negigence, accident, ureeasonatie use, moddicabon,
Rary ] O By OIEr CAUSES urme Al s et riaberals
ar workmanshig

ot

If the FAK deveions. a probiern after the S0-0ay warraniy
period, you may canlacl the Capoom Corsumer Senioe
Dwpartment Al the phone number nomed above. I e
CADCOm SERCT IChinksLan s unabile so sohee the probiem by
phone, he may provide you with' @ Retum Autfionizabon
rimber. Tow may then record this number on the Guisiie
packagirig af the delectiae PAK ard retuam e defpaiae FAK
feighl peepaid 1 CApoam. enciasing 3 check or money
arder for SI00 payable 0 CAPCOM LLS A, ing. Capoom
weill, 30 It ppTion. sLbjecT 3o the condRions aboue, repai the
PAK arseplace i/ wetth a e or iegared P I repdale menl
PAKS are ot areailable, the gefediive PAK wal De retuamied
and the 3000 Gawment refunded,

WAARRANTY LIMITATIONS:
AN APPUICARLE BAPLIED WARRAMTIES, PaCLLIDING WiAR-
FAMTIES OF MERCHAMTAHILTY AMD FITMESS FOR A
PARTICLLAR PLRPOSE, ARE HEREY LWATED TO RMNETY
[AYS FROM THE DATE OF PLRCHASE AMD ARE SLBJIECT
T THE COMTATIONE SET FORTH HEREIM. 1M MO EVENT
SHALL CARCOM BE LIABLE FOR CONSECLENTIAL OR
IRCIDERTAL DVMMAGES RESLLTING FROM THE BREACH
OF AMY EXPRESS OR IMPUED WRERANTIES.

Thee prcrasiar of thes wamanny ae valid in the Lirsesd Statss
only. Seme srases Jo nat abow limetaticrs an bow fong an
ImgHieg wearanty lasts or exclusions of corseguential o
incidertal clamages . so e Ak |FHEE0nG and eeCkision
oy P S0Pl Do pil. Ths wasTdnioy Qives ol 5peciic ingal
fighes. and you My haw ather sghts which vany fram suee
[k SLRT
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