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A SPECIAL MESSAGE FROM CAPCOM

Thank you for selecting MEGA MAN 7,
the latest addition to the Mega Man uni-
verse for your Super Nintendo
Entertainment System. Mega Man 7 con-
tinues the tradition of action packed
games for the whole family.

MEGA MAN 7 features colorful, state-of-
the-ant high resolution graphics, anima-
tion and stereo sound. We at CAPCOM
are proud to bring you this thrilling new
title to your video game library.

WARNING: PLEASE READ THE ENCLOSED CONSUMER
INFORMATION & PRECAUTIONS BOOKLET BEFORE USING YOUR
NINTENDO® HARDWARE SYSTEM OR GAME PAK.

THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT SOFTWARE
RATING BOARD, FOR MORE INFORMATION ABOUT THE ESRE RATING, OR TO
COMMENT ABOUT THE APPROPRIATENESS OF TH RATING, PLEASE CONTACT
THE ESRB AT 1-800-771-3772

CAPCOM ENTERTAINMENT, INC.
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Sunnyvale, Calfornia 34086
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Follow these suggestions to keep vour MEGA MAN 7 Game Pak
in perfect operating condition.

1.

i

DO NOT subject your Game Pak to extreme temperatures,
either hot or cold. Always store it at room temperature.

DO NOT touch the terminal connectors on your Game Pak.
Keep it clean and dust-free by always storing it in its
protective box.

DO NOT try to disassemble your Game Pak.

DO NOT let your Game Pak come into contact with thinners,
solvents, benzene, alcohol or any other strong cleaning agents
that can damage it.

b

Insert your MEGA MAN 7 Game Pak into your Super
Nintendo Entertainment System and tumn the power ON.

Watch as Mega Man captures Dr. Wily or press the START
button to skip to the title screen.

A1

When the title screen appears, you will see the following
choices: GAME START, PASSWORD or SOUND. Use the
control pad to move the cursor next to GAME START and
press the START buuon.

Note: To switch the SOUND from STEREO o MONO based on your TV, use the
conirol pad ta bighltght SOUNED then prress the control fxad left or right to niilke the
change. For an explanation of the PASSWORD made, see page 15 in this manual

After meeting Bass and Treble, you will be presented with a
password. Write down this password to begin later from the
Robot Select screen. After writing down the password, press
the START button and Mega Man will be faced with 4 robots.
This is the Robot Select screen. Use the control pad to select
the robot you wish to face and press the Y button. Mega Man
will telepont to that area and be ready for battle!

To end Mega Man's quest at " T
any time, simply tum the jxecl] [ ]
¥ “ AR L 4%
power on your Super Nintendo
Entertainment System OFF and
remove your Game Pak.




The world’s pulse raced with excitement! Everyone truly believed
the conniving Dr. Wily had been stopped for good and impris-
oned by the valiant Mega Man. Reporters jockeyed with camera-
men for snapshots as the infamous Doctor hung his head while
being dragged away in handcuffs. Dr. Wily would soon be
behind bars. Or would he?

Dr. Wily was ready for anything. He had known his dastardly
plans would end in failure some day, so after six months without
contact his laboratory sprung to life. Monitors whirred into action,
lights flashed and the lab control panel booted up.

In no time four hidden robots emerged. The robots then began a
rampage in search of their master. Wily had done it again.
Nothing would get in their way!

The world's racing pulse tumed to nervous fear as a city was
pummeled. Wasn't Dr. Wily in jail? Why was this still happening?
The four robots took no heed to the great robot creator named
Dr. Light. Mega Man found Dr. Light and the canine cyborg Rush
fallen in the streets.

“Dr. Light? Are you O.K.?" Mega Man shouted.

"Mega Man! We have no time,” replied Dr,
Light. “Dr. Wily is using his robots to cover up
his escape. You must go! Follow his spaceship!!!”

Mega Man. Dr. Light and Rush looked on in
horror as Dr. Wily's spaceship shot out of the
prison. Dr. Wily was on the loose!

L
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To Move Mega Man Left or Right  Press the control pad

Left or Right.
To Move Mega Man Up Press the control pad Up or
or Down a Ladder Down at the ladder
To fire the Mega Buster or Press the Y button.

active weapon
To Charge the Mega Buster or Press and hold the Y button.

active weapon Then Release Y button to fire.

To make Mega Man Jump Press the B button.

To make Mega Man Slide Press down on the control pad and
hit the B button. Mega Man will
slide in the direction he is facing.

Activate Weapon Screen Press the START button

(Pause Game)

Change weapon during batde Press the L button or R button

» Note: Works only for ocquired
weagpons, not Rush Adaptors,

Enter Eddie’s Cybernetic Press the SELECT button at
Support Shop Robot Select screen.
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As you blast each of Dr. Wily's metal maniacs, you will gain a
special weapon and add it to your arsenal. Also, there are a variety
of supplemental items you can find in the game or purchase at
Eddie's Cybemnetic Support Shop. For a description of some of
these powers, refer to the next few pages of this manual.

You can pause the game to view and access the various
weapons you have collected by pressing the START button
during gameplay.

When the initial Weapon Select screen appears, you can see the
weapons acquired and the current Rush adaptors you can use,
On the Supplemental Menu screen, you will see remaining energy
tanks, remaining weapon tanks and remaining Super Tanks. It
also shows RUSH circuit plates collected, bolts collected and lives
remaining. You can also see the remaining
chances if you have rescued Beat, Dr.
Light's crime-fighting bird, who brings
Mega Man back if he falls.

ENERCGY LEVE: WEAPOMN

RUSH ADAPTOR

Press the control pad in any direction to select the weapon or
item you wish to activate. To activate a weapon, highlight the
weapon then press B, 'Y or START. When you return 1o action,
Mega Man will be equipped with that weapon.

To activate an item, bring up the Supplemental Menu screen by
highlighting NEXT on the first screen and pressing Y, or just use
the L and R buttons to move back and forth between screens.
Use the control pad to highlight an item, then press the Y button
to activate the item. When you return to action, Mega Man will
be equipped with that item.

ENERGY TANKS
REMAINING {EN)

WEAPON TANKS
REMAINING (WP
RIS H CIRCUAT PLATES
SIUPER TANKS COLLECTED
REMAINING (ST)

BEAT CHANCES
REMAINING (RS)

HOLTS COLLECTED (BO)

LIVES REMAINING




Where would Mega Man be without his trusty canine companion
Rush? Mega Man begins his batile against Dr. Wily with the Rush
Coil power. When called upon, Rush will appear and when Mega
Man jumps onto Rush’s back he will bounce high in the air and
get 1o an area previously out of reach.

There is another Rush adaptor power called the Rush Jet, It is
hidden but if Mega Man finds it he can ride on Rush’s back to get
across a dangerous area safely. The Rush Jet can also be pur-
chased at Eddie’s, but isn't it better to find it for free?

In Mega Man’s most recent adventure, he acquired special Rush
enhancements from Dr. Light that launched him high into the sky
and also transformed his body armor to give him an extra Rocket
Buster. Mega Man still has these abilities, but this time Power
Mega Man and Jet Mega Man have been combined into one Rush
power adaptor called the Super Adaptor (S. Adaptor). Once Mega
Man finds the circuit plates that spell R U S H, they will automati-
cally be teleported back to Dr. Light and Mega Man will be able
o 10 call up the Super Adaptor from the Weapon
Select screen.

SUPER ADAPTOR
Charge up Power  Pressand hold Y
Mega Man/Rocket  button. Then release Y
Buster button to send out
Mega Man's arm to
make a really big hit!

WARNING
Becaugse of the size of the Supev Adaptor. Mega Man canuot use other weapon
systems and canndi slide while weaning it

£

g
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Charge up Jet Mega Man Press the B button, then press and
hold the B button to fire the wrbo
thrusters and send Mega Man
soaring into the sky.

WARNING!

The turbo thrusters can only keep Mega Mar in the qir
Jor a short time hefore they cverbeat and drop Mega Man
hack dovim to the ground.

RUSH SEARCH

Dr. Light has been hard at work with
additional enhancements for Rush. His latest invention is the
Rush Search. It can be found in one of the Robot stages, or you
can purchase it at Eddie’s. Why buy what you can find with a
little ingenuity?

The Rush Search is a power adaptor that allows Rush to find
buried power-ups or items. He can also identify hidden passages.
The Rush Search is a very helpful addition, so use it as much as
you ¢an to get special items and to find hidden rooms or path-
ways to special power-ups. You may save time and money
(bolts) in the long run.

To activate the Rush Search once you acquire it, go to the
Weapon Select screen and use the control pad to highlight it.
Press START to retumn to the game.

Actvate Rush Search Press the Y button

11
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Rush will appear and begin to sniff the area. If he finds a hidden
item, he will begin to dig and the item will appear. Many times
he may just dig up some useless junk, but most of the time he
will find a special item.

If Rush Search finds a hidden room or passageway nearby, he
will bark and go crazy. Search around the walls to find the
hidden area. If he just stands still and yawns, there is nothing
hidden in the vicinity,

Mega Man can meet up with Auto and Flip Top inside Eddie's
Cybernetic Suppon Shop. To enter the shop, press the SELECT
button at the Robot Select screen. You will see the huge shop
drop above Mega Man. To bypass the animation and enter the
shop, press the START button.

Once inside the shop, Auto asks vou
1o select an item vou want made. As
you play Mega Man 7 yvou will collect
small or large bolts. These bolts are
used like money.

Use the control pad o highlight an

item you need, and if you have
enough bolts in the Bolt Meter on the right, Auto will make the

£,
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item for you. Once it's made, the item
will bounce at Mega Man and he will
automatically receive it. The item will
then appear in the Supplemental
Menu for you to use during batle.

If you don't have room o canry any
more items, or you don’'t have enough
bolts, Auto will be sure to let you know.

As Mega Man blasts through wave after wave of metallic may-
hem, he'll find a variety of powerful items that will increase his
chance of survival in battles that lie ahead. Here is a short list of

items. For more on special items and power-ups, s¢e the item list
in Eddie’s Cybernetic Support Shop.

Energy Pellets: These pellets increase Mega
Man’s energy level.

Weapon Capsules: Weapon Capsules

increase the energy level of Mega Man’s
current special weapon,

— Energy Tanks: Energy Tanks completely
@ recharge Mega Man's energy supply. Mega
- Man can store these tanks until needed.

mm@ Small Bolts: Adds 4 bolts to your meter.
Collect bolts to purchase items at Eddie’s.

13
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Large Bolts: Adds 8 boilts to your meter.

Collect bolts to purchase items at Eddie’s.

I-UP: A |-UP gives Mega Man one more
chance to complete his mission.

Super Tanks: Super Tanks fully recharge
all the energy levels in Mega Man's special
weapons and fully recharge his energy

Beat's Whistle: Once Beat has been res-
cued, you can purchase these at Eddie's.
Beat will automatically come and rescue
Mega Man if he falls off a platform. -

Each robot is vulnerable to a certain type of weapon.
If a robot seems too hard to defeat using the J
normal cannon, you may need to acquire a
special weapon to defeat him.

Use Rush Search as much as possible. Its'
power is easy to recharge, and it is very
helpful in finding power-ups. It may even lead
to something that Mega Man desperately needs
to end Dr. Wily's threat!

Once you acquire a robot’s weapon, it is effective against
other robots. But why not try it in other places? Experiment
and see what a weapon can do.

There are many items hidden in the game that can be pur-
chased at Eddie’s. If you cant find something you know
exists, see if Auto can help.

Be sure to have many Energy Tanks on hand just in case.
Even a Super Tank in reserve is a great thing to have.

15



- . 3. Move the cursor to each grid slot until the entire password
has been entered.

4. When you have completely entered yvour password,

If you reduce the sinister cyborgs into scrap metal, Mega Man press START.
will be rewarded with a secret password. Each character in the T g - Dl e el= g R i

id ha di o ‘ ; full 5. You will hear a tone if your password is correct. You will
arid has a comresponding number. On a piece of paper, carefully " ;
& P & ., e then see the Robot Select screen with the defeated robots
copy the number next to the character in each position of the ot B . :

oy : A7 darkened. Choose a robot to begin.
grid. When finished writing down your password, place the
paper in a safe place. Note: If you have entered the password incorrectly, you will see an ERROR message, Check

your password carefully and use the above instructions 1o re-enter the password.

The next time you play MEGA MAN 7
you can continue from where you
received vour password. The pass-
word will retumn you to the Robaot
Select screen with the same robots
defeated and all the special items you
acquired or purchased when you
stopped playing. Here's how to do it:

1. From the MEGA MAN 7 title screen, use the control pad to
move the cursor down to PASSWORD. Now press the START
bution, Press the X or A button (o return o the title screen.

2. An empty password grid appears. Use the control pad to
highlight a grid slot, then use the Y or B buttons to change
the picture/number in the slot.




Slash Man

CAPCOM ENTERTAINMENT, INC (“"Capeom™) warrants o the orginal consumer that this

Capeom Game Pak ("PAKT) shall be free from defects in material and workmanship for a period

of 90 days from date of purchase, If a defect covered by this wamanty occurs during this 90«&y

warranty penod, Capeom will repair or reptace the PAK, at its option, free of charge

To receive this wimanty service:!

1. Noufy the Capeom Consumer Service Department of the problem recquiring warranty
service by calling (408) T74-0400. Our Consumer Service Depanment s in operation from
B:30 am. 10 5:00 p.m. Pacific Time, Monday through Friday,

If the Capeom service technician i unable to solve the problem by phone, he will pro-
vide you with 3 Retum Merchandise Authorzation number, Simply record this number
on the outside of your shipping package, and retum the entire PAK freight prepaid at
your own fsk of damage. Please include your sabes slip or similar proof-of-purchase
within the 90-day wamanty period to:

CAPCOM ENTERTAINMENT, INC.

Consumer Service Department

475 Oakmead Parkway

Sunnyvale, CA 94086
This warranty shall not apply if the PAK has been damaged by negligence, accident, unrea-
sonable use, modification, ampering or by other causes unrelated to the defective materials
or workmanship

REPAIRS AFTER EXPIRATION OF WARRANTY:

I the PAK develops a problem after the 90-clay warranty penod, you may contact the
Capcom Consumer Service Depanment at the phone number noted previously, 1f the
Caprom service technician s unable 1o solve the problem by phone, he may provide you
with & Return Merchandise Authorization number. You may then record this number on the
eutsice of vour shipping package and retum the defecrive PAK freight prepaid at your own
risk of damage 10 Capeom, enclosing a check or money for $15.00 pavable to CAPCOM
Capcom will ar its opton. subgea to the conditions above, repair the PAK or replace it with a
new or repaired PAK. IF replacement PAKs are not available, the defective product will be
retumed 0 you and the $15.00 pavment refunded

WARRANTY LIMITATIONS

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANT-
ABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY
(90 DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET
FORTH HEREIN. IN NO EVENT SHALL CAPCOM BE LIABLE FOR CONSEQUENTIAL OR
INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED
WARRANTIES,

The provisions of this warranty are valid in the United States and Canada only. Some states
anl prowinces do not allow limitations on how fong an implied warranny lagts or exclusions
of consequential or incidental damages, so the shove limitasons and exclusions may not
apply 1© you. This warranty gives you specific legal nghts, and vou may have other rights
which sary from state to state or PrOVIDGE 10 provinge
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