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A Special Message From

Thank you for selecting exciting
and fun-filled MEGA MAN™ . .
one of our exclusive family of
computer/home video games
fraom CAPCOM's Captain
Commando™ “Challenge
Series.”

MEGA MAN"™, created by
CAPCOM™. . . premier
wiorld-wide arcade game
designer . . _ features calorful
state-gf-the-art high resolution
graphics.

Licensed by Mintendo For Flay
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SAFETY PRECAUTIONS

Please take time to read the impartant instructions inthis bookfet. Observing the
step-tn-step instructions and complying with the wamings will be your personal
quarantee o greater satisfaction over a long period of fime,

SAFETY PRECAUTIONS

1. Avoid subjecting this high precision GAME PAK to extreme
temperature variances. 5tore at room temperature.

2. Do avoid touching terminal connectors. Keep clean by inserting
GAME PAK in protective storage case.

3. Never attempt to disassemble your GAME PAK.

4. Use of thinners, solvents, benzene, alcohol and other strong
cleaning agents can damage the GAME PAK.

5. For best results, play the game a distance away from your tele-
vision set.

6. Pause for 10-20 minutes after 2 hours or more of continuous
game playing. This will extend the performance of your GAME
HARE: | Mintendo recommends agsalnat using a rear

projection television with your NES as
image retention on the screen may occur.



HELPFUL GAME-PLAYING HINTS

A thermometer-shaped MEGA MAN “Energy Meter” appearing upper
left in game-playing scenes serves to monitor MEGA MAN's power
levels. If and when MEGA MAN is bodily struck or hit with enemy pro-
Jjectiles, degrees of energy are l0st.

Conversely, the player’s MEGA MAN power is boosted by winning

energy capsules.
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A Magnet Beam will appear during the middle of the Elecman stage.
Snare the Magnet Beamn to create steps for climbing upward.

Magnet Beam
Becarnes & slep
for plaver

The lceman stage offers real challenge when square-shaped steps quickly
appear and disappear on the backdrop. When MEGA MAN's jurmps and
leaps are timed perfectly, he's able to scale walls and press onward toward
defeating empire leader lceman.

Each time MEGA MAN successfully out-duels each of his six foes, he
acquires new firepower he will need as MEGA MAN enters final stage
seven to defeat evil Dr. Wily,

Ahl MEGA MAN must use the newly-acquired armament wisely, for he
can use thern just once while engaged in battle with Dr. Wily.



THE MEGA MAN STORY

It's MEGA MANMN versus the powerful leaders and fighting forces of Mon-
steropolis — that strange multi-faceted land of robot-like Humanaids.

Brilliant scientist Dr. Wright conceived the construction of fully-operational
human-like experimental robots to perform specific everyday duties. Dr.

Wright, and his assistant Dr. Wily, encouraged with their very first near-
human robot — MEGA MAN — proceeded to develop six additional
Humanoids, all programmed to perform prescribed rituals:
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But, with the exception of MEGA MAN, all of Dr.
Whight's near-human robot expenmentation Went awry,
Assistant Dr. Wily tumed disloyal, re-programming Dr.
Wright's Humanoids, now bent on destroying opposi-
tion so D Wily could control the world and its resources.

Fesisting re-programming, MEGA MAN is chosen the defender of the
uriverse and its inhabitants. MEGA MAN dares to single-handedly pen-
etrate seven separate empires of Monsteropolis, eliminating the leaders
and followers of these sovereignties.

Get ready for some very exciting challenges!



HOW TO PLAY

NAMES OF CONTROLLER PARTS
& OPERATING INSTRUCTIONS

Controller *1 — Moves MEGA MAN in 1 player game.

BeLiDn o CONTROL [ - --—{3—"'
Press to make PAD  — @ D.. A
MEGA MAN jurmp. ey ==
Biittoe B SELECT — START
Press to fire.

U Four Separate Action Tips
Control Pad Pressing any of four tips moves you
Each tip is imprinted and MEGA MAN in that direction
WHIRIE D ahone - R = MEGA MAN roves eft.
direction or
overent: = MEGA MARMN moves nghnt.

A MEGA MAN leaps upward
D ¥ MEGA MAN crouches down.

HOW TO PLAY

Press START Button

Six of MEGA MAN's seven empire enemies will be displayed on the
T/monitor screen. Player selects the character he chooses to challenge
by pressing the control pad’s tip "R,

Re-press START Button
Ta begin encounter with the enemy character selected by the player.

Special Feature

Every time a key character is defeated by MEGA MAN, the backgrournd
of enemy’s illustration becomes black. When all of Dr. Wily's re-

programmed humanoids are eliminated, and all backgrounds appear
black, Dr. Wily appears automatically. It is now time for the player to

conguer Dr. Wily in this seventh and final stage.



DR. WILY'S EVIL EMPIRE LEADERS
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Elecman
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Firemsan
Bombman

leemarn

Dir. Wright

Earn From 50,000 To 100,000 Points Per Victory

ENEMY CHARACTERS/POINTS SCORED

Blader
SO0 Poilnts

W ey on O man, Gutsmean,

Elacrnan and the fnal stage

Spine
204 Paints

W -appean On e, Bombiman,

Firesmdrn, and Elorman Sage.

et
500 Podrits

Ootopus Batery
200 Peeints

It appears ont Cutman, Bambman,

ceman and the final stage .

Flea
N0 Pairnts
k appeans o Cutmans, Bombman
and the final sTage .

Screw Bomber
500 Polnts
i Appears on Cutman. Bombmarn.
Firman amd the final siEge .



ENEMY CHARACTERS,/POINTS SCORED

Watcher
800 Paints
It appears oo Elecman and
the linad stage

Flying Shel
BOD Points
It appears on Cuiman and
Bombman sage

Peng
500 Points
b apoeans on loeman and
the final sLage

Beak
200 Paints

It Appess on Cubimd, Bombemen

and the final S1age

Killer Bullet
800 Polnts

H appears on Bombman, Freman

Arad e Brial deage

Bombomb

It appean an Bomboman and
L final st

Sniper Jog
S000 Paints

It appears on Bombman stage

-

Plcket Man
T500 Polnds
It appears on GLEsman st

Foot Holder

k appeans on keman and
the final stacye

g

Tackle Fire
200 Points
It appears o Freman sage

ENEMY CHARACTERS/POINTS SCORED

Crazy Razy
SO0 Polnts
E appears an Kerman Shage.

Big Eye
10,000

It apgedrs ooy Cobman, Guisiman,

Teerman, Eleciman and
ther firial sbage.




ENEMY CHARACTERS/POINTS SCORED BONUS SYMBOLS

The plasa's The falanyer’s
e TR MWCTEAG0S VAR SNETY I e

Dr. Wily 1uP

It skt one player
200,000 Points
It appears on the final stage.

Yashichi

10000 poirits Bonmus




20-DAY LIMITED WARRANTY

-DAY LIMITED \ZARRANTY

CAPCOM LS A inc. [ 'Capoom®™ | wanarti o the origimal

comsarmes that this Capiom Game Pk [“PAKT] slu'il 3

free from clefects i omatenal and workmanihop e 3

period ol 90 days from dae of purchese, |1 a dedect

corvenad . Oy INE wartanty Ooours Jurnng s sy

WEFANLy pEod. CARCOm Wil nepair or replace the PAK

a1 I oprony Tres of chame.

T rescenee RIS wearranly semnice

R0 HOT reun oLy chelective Games Pak iothe mtake

2. Moty the Capearm Corsuimer Sevvioe Depattrent of
e peoliern evuiing wairarty Sevvice Dy Calin
Crprsice California SLane [BOG) 393-05633 or Inside Call-
fannda Sane call (B0 A5-2081, Cur consumes Senvice
DNpar T i A Operation fepen B0 A M 50 S:0d0 BaA
Paodic Times Monday thesugh Friday

. Hthe Capoorm tenace techmcian is unablie posole the
pobben by phee, e sl provice you wih & Befum
Adtfrizabon aumber. Simply recofd this nember on
the owsside padkaqing of your delective PAE, and
FEDUFT DT PAR Tepight prepaicd, at your rak of dam-
aqe, [oether with your sakes ship or simila peoaf-of-
purchase within the S-oay wacrnty. penod ba:

CAPCOM LISA g
Concurmer 3enace Depa riment
1283 Mogniain WiFwiheiss Boad
Sunmeaie, CA M0EY

This wwamanty shall not asphe al the PAK Bas beendamaged

oy reegligence, accidenl, wireasonable wee; modificagion.

Lampering, of by other causes undelated o defedtive

rraberials o warkmanshio.

e}
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HEPAIRS AFTER EXPIRATION OF WARRANTY:

I the PRK cemvelops @ probiberm aftes B S0-chiy waarcanty
werckd, i mery contact he Capoan Consumed Sefme
Depaimerd at the shone number naled abawe, i the
Capoim senace echnician is unabbe posobaee the probaam
Ery phionee, be may pRoide wow with & RBeim Althoriza-
Eion nuenbern Yo many then repoed this nambey o fhe
oLside r_uar_kag,ﬂg prm.- cefectnee PAE arnd mium the
dedecive PAE freight prepasd o {'..1pmp|_ enclokrg a
check or moneyonerdor SO0 paya ble o CAPT O LLSA
inc: Capcom wall, ab it optron, subject to the condtions
abenee, repar the PAR o ieplace @ with 2 rew of repained
PAE. I peplacament PAKS dre nat available, the defecive
PAK will b rerurmed and the 210000 peyment nelunded

WARRANTT LIMITATIONS:

ARY APPLICABLE IMPLIED AWARRANTIES, INCLUCHNG
VARRANTIES CF SAERC HAMTARILTY ARD EFTRESS FOR A
PARTIC LILAR PURPCAE, ARE HEFEEY LIMITED TO MINETY
DAYS FROM THE DATE OF PURCHASE AND ARE SUB-
JECT T THE COMNDITEDNS SET FOETH HEREIN. B MO
EVERNT SHALL CARZOM BE LIABELE FOR CORSECLEN
TIAL R INCIDENTAL DAMASGES RESULTING FROM THE
BREALCH {OF ANY EXFRESS OF IAPLED WARRANTIES

The: picrvisions o this seanfanty are vahd in ihe United
S1anes Orehy’ Somne SLATES a0 Rt Al [ImBatars on b
b an implied wearranty basis o exclusiors of corse-
quentiad o incidental damages, 5o the abowe imidatans
and esciusion maly nod 3y oopou This warinty ges
woa spesonlic legal sights, and you mury hinat ather nghts
whichvary from stabe o state.

COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequendcy enerdgy and if not installed and
LEed propery. that 15, in strict accordance with the manufaciurers’ instructions, may
cause interference fo radio-and telewvision reception. it has been type tested and found
[ comply with the limits for a Class B computing device in accordance with the
specifications in Subpart J of Part 15 of FCC Rules, which are designed o provide
reasanable protection against such interference in a residential installation. Howewver,
there is no-guarantee that interference will not ooourin a particular installation. IFthis
equiprment does cause interference. to radio ar television reception, wich can be
determined by turning the equipment off and an, the wier is encouraged (o try to
cofrect the irmerference. by one of more of the fallowing measures:

— Reorient the fecehving anenna

— Relocate the computer with respect 1o ihe receiver

— Mowve [he computer away fram the recener

— Plug the compurter into a different outlet so that computerand receiver ane on

different Circiits,

If meceszany the user should consult the dealer of an experienced radio/television
technician for additional suggestions. The user may find the following booklet preparcd
by the Federal Communications Commission helpful:

Howw to [dentify and Resobve Badio-TV Interference Problems.
This booklet is available from the WS, Governmment Printing Office, Washington, D.C.
20402, Stock Mo, 004-000-00345-4,
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Licensed for play on the

ENTERTRAINMENT
SYSTEM®

/\ WARNING: DO NOT USE WITH FRONT
OR REAR PROJECTION TV A

Do not use a front or rear projection television with your
Nintendo Entertainment System™ (“NES') and NES games.
Your projection television screen may be permanently
damaged if video games with stationary scenes or patterns
are played on your projection television. Similar damage may
occur if you place a video game on hold or pause. If you use
your projection television with NES games, Nintendo will not
be liable for any damage. This situation is not caused by a
defect in the NES or NES games; other fixed or repetitive
images may cause similar damage to a projection television.
Please contact your TV manufacturer for further information.
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