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A Special Message From

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

MEGA MAN', created by
CAPCOM™. . . premier
waorld-wide arcade game:
designer . . . features colorful
state-of-the-art ligh resolution
graphics.

Licensed by Nintendo For Flay

ENTERTRINMEMNT
SYSTE

CARCOM and Captan Cormeands e egistered tademarks of CAPCOM LIS A NG
Minbereco and Pmibendn Erfetainrnend Seten ane registened ademarks of Mnlimda of Armerica
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SAFETY PRECAUTIONS

Flease take time to read the Important instructions in this booklet. Observing the
step-ty-step instructions and complying with the wamings will be your persanal
quarantes [ greater satisfaction over a long period of time,

SAFETY PRECAUTIONS

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

2. Do avoid touching terminal connectors. Keep clean by inserting
GAME FAK 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 resuits, 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
e [ Mintendo recommends against using a rear .

projection television with your NES as
image retention on the Screen may occur.
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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-
Jectiles, degrees of enengy are [ost,

Conversely, the playvers MEGA MAN power is boosted Dy winning
ENErgy Capsules.

Flayars life Player's srafon
Ty INCREases Sy INOCasss

TAP Yashichi
Adds Ore Player 100,001 points
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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
Becornes a sep

for player

The lceman stage offers real challenge when square-shaped steps quickly
appear and disappear on the backdrop. When MEGA MAN's jumps 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 therm just once while engaged in battle with Dr. Wily.
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THE MEGA MAN STORY

I's MEGA MAN versus the powerful leaders and fighting forces of Mon-
steropohs — that strange multi-faceted land of robot-like Humanoids

Brilliant scienuist 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 prograrmmed 1o perform prescrbed rituals:

Cutman: Desigred 1 Gutsman: A Dulidozing
furscrkan 45 a lumberjack Characier capable of
Ponerlod save-toathiesd liFring A lransgaring
IS0 [ |r'|-.rr|||'|'|{' il hue boulders

Bambman: A real “blast
¥ ok Py
LBON W

By
LS 1
WIS
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Firemam: Melis and Elecman: L. Wiight's

el rowslads weith arme- r:lr_'r_lrl.-'_llnrrd creation —

Throwamg tonch flanng planmed far condutiang

frcarm atape has hesad, electrical operations
EWEN SUpETising nuclear
powvEr plants,

But, with the exception of MEGA MAN, all of Dr.
Wiight'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.

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

Get ready for some very exciting challengesl
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HOW TO PLAY

NAMES OF CONTROLLER PARTS
& OPERATING INSTRUCTIONS

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

Button A:
Fress o make
MEGA MAMN jump.

Button B:
Press to fire.

Control Pad

Each tip is imprinted
with letter to showy
direction or
rrovenment:

S

SELECT — i START

U Four Separate Action Tips
Pressing any of four tips moves you
arnd MEGA MARN in that direction

L "R - MEGA MAN moves el
= MEGA MAN moves ngnt
A MEGA MAN (=aps upward
D ¥ MEGA MAN crouches down
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HOW TO PLAY

Press START Button

Six of MEGA MAN's seven empire enemies will be displayed on the
N/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 background
of enemy’s illustration becomes bDlack, When all of Dr Wily's re-

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

conquer D \Wily in this sevenith and final stage.
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DR. WILY'S EVIL EMPIRE LEADERS

Elecman

Dir. Wiright

Earn From 50,000 To 100,000 Points Per Victory
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ENEMY CHARACTERS/POINTS SCORED

Blader
S04 Points
It apyars on CLEr
Elecrnan and e

Spine
2040 Peints
W appean 0n Lerman, Bomberan,
Firerman. and Ekdrman ag

Mer
500 Podrits
It agpears o GiRsman

Octopus Battery
300 Points
It appeears on Cyoman, Bombman,
Meerman ared the final stage
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Flea
300 Polnts
I appeats on Cutman, Bamiman
ared the i age

Screw Bomber
500 Poines
E appeans on CuEman, Bombman,
Fupman anc the taal siage



ENEMY CHARACTERS/POINTS SCORED

2

(]

Watcher
200 Paints
It appeans 0 Elecman and
the dinal saqe

Fiying Shell
BO0 Paints
It apfarars om Ciaman and
Bornbiman siage

Peng
$00 Points
I appeaes on leran and
the final sLage

Beak
200 Paints

T appeats orrCulingr, Bormbee

and thi findd slage
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Killer Bullet
800 Points
It appers an Bpmoman, Freman
ard e i

Bombomb

It s an Bambman and
L s




ENEMY CHARACTERS/POINTS SCORED

Snilper Jog
5000 Paints

It appears on Boymbiman srage

Picket Man
1500 Paints

It AGfHars on GLESTAR STadge

Foot Holder

& appears an keman and
the final stacye

g

Tackle Fire
200 Points

T ARpars o Faramary g
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Crazy Razy
SO0 Points
B appes an eman shage

T firval Shage



ENEMY CHARACTERS/POINTS SCORED

Dr. Wily
200,000 Points
It appears on the final stage.
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BONUS SYMBOLS

1 UP Magnet Beam Yashighi
5 i Py T Pl Caey Chea0n 13 CED gy Bonun
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20-DAY LIMITED WARRAN

FO-DAY LIMITED WARRANTY
CAPOOM LIS A o [0 ap oen™ | v sir i sk origaraal
coreLmes B s Capooen Gusenes Pl [PAE T Ahall
free foom defech o rmodetial ! r
T dan feoem (ke
. el Dy IR owdiranly (m Wi G My thas S0
WAy pr_'rl_)qJ l_.1|_l HT Wl PO OF repiace :J:-'! I'-:.\[
AT QDU fooe Of chamge
Tor e i wirranly senade
P A MY T ree T s che et feae D Pk io the retatker
2. Motify e Capoorm Consumer Senicr Depaeoment of
PODETN U walmarey Seeiie By calbin
Ot Califcrreg 3 GO0 8819657 or Insicks Call
forea Stane call (406 FIHEL Cor Consnimer Senvioe
n‘t‘l:lcl'[l'l'li\'-l 5 A O e DG AC R S S P
Panfic Tima: Manday 1hesugh Friday
2 Cogrooem semace Sechrine s snalde o salee the
prabibenn Ly pricee, e wall prowkie s with & Redum
ALFRC e AN P by ‘~|l||.-l_|.' o this npmber on
thee OuEShe Packaging ol wois delechive BRE. and
FELAT i PAK Tegngfil fuepaid, ot wouit ek of dam-
A0 DRI wAth yous Lales il i siinide peoal-of
pIrhase wAnin 1 Wty wWariaity [senod o
CAPCOM LI A
Loty Sonve e Caofasipimene
D3R E T DA s W sy Biooa
Sarrwnyvaie A SRORT
Ay sl DOl apgyral Thae FAK Fuss Do
SR, LI HOrhEe WS, T

REPAIRS AFTER EXPIRATION OF WARRANTY:

If ghe FAR, cieweiopn a prodiem after e Y-cay wananty
PR, you! ey oot the  apdorm Conastey Servce
Dwpuabrend & the phre Faemedy noted abowe. I i
C g ommy e v e R il wieh o) Ui 50 50 et pegiiem
Loy Dfwcerae, e Friey Poeeict yOUU WD 3 Breoumn Asdhores
T Py -l'l'L:,- tFe feoodd thes rumber on the
gugade poxkacprag of the defectne PAK and retum the
dedeiiive FAK Foignt prepuig B :',qp.n-m enckoaTig a4
I'nkn-nm wcker o 4100 '-‘:'F--f:r e b CAPCORA L

bnc. Capcarm wall_at i ggibon suL]n.I o e covchdsor s
abares, e e PARK of refalage & with o rengy of repaaned
Pk IF » placement PAKS ane nat avalabie, the defecrae
PAE il B rebaimsrdd Sird e 310 00 paymiens reluncend

WARRANTY LIMITATIONS:

ARY AFFLICARLE IMPLIED) WARRAMTIES, INCLUCHNS
WUAERARITIEY C3F MAERC AR TAE LY AR FrTaESS FOIR A,
PARTELILAK FLIRPOME . ARE WERERY LIMITED TO MINETY
DS FROR THE DWIE OF PUBCHASE ARID ARE 5
JECT TO THE COMNDYTIONS $ET FORTH HERERY ) m::
EVENT SHALL CAMCCA BE LIARLE FOR COMIECIEN
TIAL O INCIDENTAL DAVIAGES RESULTING FROM THE
BREACH CoF ARY EXPRESS O IVILE [ WAERANTIFS

T pedratiaiee oF Mg WieTanty 2er vaid enthe Lieacd

Seae O Lo UL G ol ATIOWY BeTeas

WG 0 N Wy or

fpatifaal TR TR U0

G it Iy Nk Ay 10 Yo THE Wiy O e

woui Sperehs egal nohey
W vy i 4136 by
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COMPLIANCE WITH FCC REGULATIONS

This equipment generates and wses radio frequency energy and if not installed and
used properdy. that 15, m stiict accordance with the manufacturers’ instruchons, may
cause interference o radio and television receptian. It has been type tested and found
[ coemply with (R lirmts for 2 Class B computing device in accordance with. the
specifications in Subpart J of Part 15 of FCC Rules, which are desigrned o provide
reasarable protection against such interference in & residental installation. Howewer,
there is no quarantee that interference will Noacousin @ particular installation. If this
equIpment does cause interference to radio or elevisian receprion, which can be
determined by turning the equipment off and an, the wier is encouraged o try 1o
corect the inerterence Dy one or more of the following measures:

— Reonent (e LCeiving anienna

— Relocate the computer with respect to the receiver

— MDWE [Fe COmpLULer avedy rom the receher

— Plug the computer into a different cutlet so that computer and receher ane on

chifferent Circuits,

I meceszan: the user should consult the dealer or an experienced radio/television
technician for additional suggestions. The user may find the following booklet prepared
by the Federal Commumications Comrmission helpful

Howar Lo [dentify arsd Resohve Badio-TV Interference Problems.
This bookfet is available from the ULS. Government Frinping Office, Washington, 0.C.
20402, Slock Mo, 004-000-00345-4,

17
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Licensed for play on the

ENTERTRINMENT
SWSTEM®
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/A WARNING: DO NOT USE WITH FRONT
OR REAR PROJECTION TV A

Co 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
accur 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.

20513
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PREMIER
WORLD-WIDE
ARCADE GAME
DESIGNER

CAPCOM

1283-C Old Mountain View/Alviso Road
Sunnyvale, CA 94089
Telex: 62916740 B800-843-4632 [Outside CA)
FAX: 408/745-7920 408-745-7081

Primted in Japan
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