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system, the ttle screen appears.
To select its options:

1. Use the Control Pad to highlight the option
you want
2. Press START or the A Button to confirm.

The options are:

NEW GAME - Play a game from the beginning.
Choose a character (Control Pad to highlight
and START/A Button to confirm) and then the
opening scene will begin.

CONTINUE - Continue a saved game.

(See page 19.)

DATA BASE - See various Mega Man images
on CDs you collect while playing the game.




When a new game starts, you can choose the opening stage:
and the 3 stages connected to it. More stages unlock the
longer you play and the further you advance in the game.
STAGE MARKER - Shows the locations open to Mega Man s
and Bass. :
ROUTE - You can choose a stage attached to the path.
CHARACTER PANEL - Shows the character that will appear
in that stage
STAGE PANEL - Shows a picture of the stage you selected.
LIGHT RESEARCH CENTER — Choose this when you want
Lightott to make an item for you. (See page 16).
DATA BASE - Choose this to see the images of Mega Man
on the CDs you collected in the game.




LIFE ENERGY GAUGE - Shows your character’s
Ly e

energy for the weapon you're using.

BOSS ENERGY GAUGE ~ Shows the remaining
energy of the Boss you're fighting.

remaining energy.
WEAPON ENERGY GAUGE - Shows the remaining
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SLIDE - Press and hold down the A Button to slide into tight
passageways and slip under jumping enemies.

BUSTER SHOT - Press the B Button to fire a Buster Shot.

(CHARGE SHOT - Hold down the B Button to charge up the
Buster Shot, then rele: ise to fire off a power-packed shot.

“we

BASS JUMP — For a spectacular double air, 1
press the A Button to jump, then press again at
the peak of the first jump.

BASS BUSTER - Hold down the B Button to fire

off rapid continuous shots. Use the Control Pad
to aim the Bass Buster #, ¥, 4 and ® while
rapid firing.

DASH - Press the Control Pad twice in the same
direction and Bass will dash that way.

-




Press START on the action screen to switch
to the equipment selection screen.

To switch between the weapons selection
screen and the item selection screen, press
the Control Pad 4 or ®, or move the cursor
to NEXT and press the A Button.

WEAPONS — Move the cursor over a special weapo
press START to switch to that weapan.

NEXT - Move the cursor here and press the A Button to switch
between weapons selection screen and item selection screen.
LIVES - Shows your remaining lives.

SCREWS - Shows the number of screws you have. Give these to
Dr. Light to acquire a new item. (See page 16.)

DS - The number of CDs you have collected. These contain
images of Mega Man that you can view on the Data Base screen.
ITEMS - The items you have, including USABLE ITEMS and
EQUIPPED ITEMS.

EXIT PARTS - This symbol is displayed when you have exit parts.
Use them by pressing the A Button. (See page 17.)

TRANSCEIVER - This is displayed when you have a transceiver.
Use it by pressing the A Button. (See page 17.)
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Items appear in special places. Also, a Boss may
drop an item when you defeat it. Run over items to
pick them up.
LIFE ENERGY PELLETS - Restore your health
according to theirsize, large or small.
WEAPON ENERGY PELLETS = Increase your
weapon’s energy according to their size,
large or small.
SCREWS - Dr. Light will create different
power-up parts for you based on the number of
screws you collect. Small screws are worth 5,
big screws are warth 15, and special screws are
waorth 100.
1UP - Adds an extra life fo your total count,
upto 9.
€D - Collect these to see exgiting Mega Man
images on the data base screen.




‘into powerful power-up parts. Bring him Here are just some of the power-up parts you can get. Dr. Light can create many
1at you can get. more, so keep collecting those screws!
First, go to the Light Research Center from the stage select ENERGY BALANCER — When you pick up a weapon energy pellet, the energy
screen. balancer automatically fills up your item that has the lowest energy.
Then, chouss the Hem witl the Gonrol EXIT PARTS - Select this while in a stage to exit the stage. You can only exit
Pad and press the A Button. from stages where you have beat the boss.
You can also get power-up parts for Rush SHOCK GUARD - This protects you one time from thorns and spikes that would
and Gospel, and maybe some of your other normally destroy you.
friends. See what happens! TRANSCEIVER - Use the transceiver to communicate with Roll from the
Once you have Dr. Light create a new part for you equipment selection screen. She will inform you about enemy weak points and
you cannot cancel the action or switch the part for a other stage hints. Listen to her carefully! Her advice is vital to your mission.
new item. ITEM PRESENTER - Gan Balls containing life energy pellets will appear in
different parts of the stage once you have the item presenter. When you leave
a stage, this item will break and disappear.
RUSH SEARCH (Mega Man only) - When you use this item, Rush appears and
dives into the ground to dig up hidden items.
BOSPEL BOOST (Bass only) — When you us*lnis item, Gospel appears, turns into / /
7

~ arocket hooster, and attaches itself to Br . Bass can now temporarily fly!
- 1
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Co mls stage reveals the CDs that King has stolen from Roll BESEIN e S:yeitatais toen any| e Yol lear astage)
- or when the game is over. Here you can save your game data up to
The CDs store robot data. If you send a CD 1o the research data your present level.

base, youw’ll be able to read it. To do that, move the cursor to 5 . o
your CD selection and press the A Button. Use the Control Pad « Saving over another file erases the previous game data.
1o see more information about the selected CD. = If you quit the game midway, then your midway data is saved. You can
i it e i resume it by selecting MIDWAY DATA. Once you start a midway save
K;l[l‘gﬁlaans?msappeared Wit i iow many can game or load other data, the midway data will be erased.
= To continue a saved game, select CONTINUE from the title screen. (See
page 19.)
« The CDs you gather are automatically saved. If you want to erase the
CDs, go to the save screen, press and hold the SELECT + L + R Buttons,
and then press START
* Save often, and always save when you clear a stage.
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Bass is a “special
Wiley numbered”
war robot, one of a
battalion created
by Dr. Wiley.
His life’s work is
1o defeat Mega
Man with his own
hands. But, in order
to defeat King, the self-
proclaimed “world’s
strongest robot,’ Bass had to
make peace with Mega Man..
temporarily.

This outstanding
example of the robot
race was developed
as a kind household
robot that lived a
serene existence
working as Dr. Light's
assistant. However, in
order to stop evil
Dr. Wiley’s plan of
world conquest,
this peaceful metal
man requested Dr.
Light to modify him
into a battle robot.




A support robot that Dr. Light made for

Mega Man. Possessing an excellent
sense of smell, Rush is outstanding at
sniffing out hidden items.

DR. THOMAS LIGHT

Number one in Robot Engineering and Mega
Man’s creator. He goes all out to create robots
that help mankind in peaceful ways. Whenever he
sees someone in trouble he’s the type of guy who just
can’t stand by and watch.

ROLL

An assisting engineer robot created by

Dr. Light, Roll is loaded with practical

advice for Mega Man and Bass. She’s
always ready to assist the mission with +*

helpful hints.

LIGHTOTT
An assistant robot that helps Dr. Light
with his research and in developing EDDY
RoeLE patis An item transport robot that Dr. Light
created. It now has the ability to fly
and can transport items rapidly.
BEAT
A support robot bird that Dr. Kossack made
for Mega Man as a present. It is currently
being modified to perform crash attacks as
well as transport items.

GOSPEL

A support robot that moves with Bass. Gospel can
transform as well as form one unit with Bass.

BLUES
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A robot that plans fo
take over the world
and create a total

robot supremacy.
He stole the robot
creation dafa from
Dr. Light and Dr.
Wiley and used it to
generate an army of
evil robots. He likes
chess, but considers
himself so good that
no one can give him
an even match.

Albert W. Wiley
was Dr. Light's classmate
at robot engineering school,
and has become his rival in
professional life. He became
involved in creating evil robots in his
bid for world domination. Wiley was
attacked while developing a new fortress
and now lives in Dr. Light's research center.




This robot used to guide school
kids on field trips through the power
) plant. But when King made him create an . King modified a sample of
A internal power generator that emitted a \ dinosaur DNA from a special
massive energy force field, no one could get close freezer unit in Dr. Light's
to him. After that Dynamo Man ~ \ research center, turning it
began to resent everyone! A < / { into a guardian robot. The
Special Weapon - center of this unit is always
IGHTNING BOLT ( 4 nl:ep( at ah::n!uh: m(?"[“ has
A 2 e power {o instantly freeze a-
dF’a';sa;I':n;Iga'l‘lmmgy / target. Due to its low body
enemies in the A | temperature, it has a slow rate
Ere \ 5 of movement. f

Special Weapon
ICE WALL

Creates an ice wall that it pushes
toward the opponent or rides to

w more rapid speed.
» 27
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Created to attack QI, 1
cargo vessels on the open ‘
sea, Pirate Man will use any
method to achieve his goal. Recently
several ships have been blown open and
their cargos stolen. It is rumored that
Pirate Man was behind these events.
It's also rumored that his secret

hideout is somewhere at the bottom

of the sea.

Special Weapon —

REMOTE MINE

A magnetic electric mine that

sticks to the enemy. After firing,
you can control its vertical
ovement with the Control Pad.

r it attaches to its target, explode it

Byjpressing the B Button.

of the King numbered series. Though
always motivated to achieving his
goals, he hardly ever speaks and has no
feelings. He sometimes hordes treasure
that he finds for his own personal
collection, without telling King.
Special Attack -

SPREAD DRILL

Every time you press the B Button,
Ground Man’s shot splits into tiny
drills, effective against heavily
armored enemies.
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Formerly with the King Army

Burner Man was

ated to destroy the N / v Circus Group, Magic Man

lironment! While enlisted in King’s army (he

jeloping this robot, King > - thought it would make him look!
Scovered a super high cooler). He is always showing off

| emperature gas that shot out o magic card tricks to other troops, S8
fire. Burner Man believed King actually he is considered something
when he said, “You must burn a - of a geek. He puts a lot of effort into
forest every day or your self- researching his magic tricks, but few

destruct bomb will explode.” \ people think of him as a hard workes
Special Weapon - Z Special Weapon - MAGIC CARD
WEB BURNER He fires cards siraight to
Shoots out a flame in a wig-wag the right and straight up
formation that can burn down
anything.

31



experimental
robot developed to
artificially generate typhoons,
Tengu Man was converted by Dr.
Wiley into a battle robot. He enlisted
in King’s army to wreak revenge on
Mega Man for disgracing him in a
previous fight. He has undergone
modification to make him effective at
Both close-in and distance fighting.
Special Weapon — TENGU BLADE
HiS blade fires a vacuum
wave toward the enemy. He
tan slide and dash to
perform a dash slash.

32
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This robot was
revived using data that
King stole from the
museum. His main ability is to
show planetarium images from a
different dimension. He has been
reprogrammed to attack, but the
programming sometimes fails.
Special Weapon —
COPY VISION
He creates a mirror

/ image of himsel
that not only.
attacks but also
distracts the |
enemy.
/)




Consumer Information and Precaution

READ THE FOLLOWING WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES

[ A WARNING - BATTERY PRECAUTIONS |

FAILURE TO FOLLOW THE FOLLOWING INSTRUCTIONS MAY CAUSE THE BATTERIES TO MAKE “POPPING”
SCUNDS AND LEAK BATTERY ACID RESULTING IN PERSONAL INJURY AND DAVAGE TO YOUR GAVE BOY
) BATTES CCURS,

MARUFACTURER FOR FURTHER NEORMATION

[ A WARNING — REPETITIVE MOTION INJURIES]

Plaing i games can make yourmuscle, s or sk hut after a e hours. Folow these nsirctons 0 v problems
Such 5 Tondeni, Carpal Tunnel Syndrome o sin i

*Take a 10

« If your hands, wrists or arms ying, stop and before playing

. . wrists. after piay,

A\ WARNING - SEIZURE

Some people (about 1 in
evenif

i n ng TV or

P sl e i BT, of o s STOP PLAYHIC RAETUATERY arf i s ks K
. Altered v

1. For Game Boy Advance any other . y
2 Donot batteries at v had foss of awareness, or
3. Do ot put the batories in backvwar ] prop:
The suppl terminas aro oo bo shrtfouid.
4 Donotleave used batteries in the Gam:
s e of batteries). Involuntary movements, Disorientation.
Use only ttres of (the same or ‘auivalont o 3 rocommended
6 the Gam forvime. TO REDUCE THE LIKELIHOOD OF A SEIZURE WHEN PLAYING VIDEO GAVES
7 e 1 Storstand as a from the
hen you ih uing e Gamo Boy Advance. e i 19 powt S OFF 3 Play vide games on e smalles vl visin scree,
8. Donot ispose of baferies in a e Do no iy i o ar e o nee 0
9 ot uss rechargeale type batiries such s kel cagmu. 4. Play in 2 welIit room.

Nonrechargeabl alteris aro 1l bo

10. Do ot use a battery e ot %

1 Dorotimsertor pebiat g power s ON.
GENERAL

34
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5. Take 2 1010 15 minute break every hour.
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Game Boy Advance Game Pak conforms to:

Game Boy Advance Game Pak gepriift nach:

Game Boy Advance Game Pak en accord avec:

Game Boy Advance Game Pak getest volgens:

Game Boy Advance Game Pak cumple:

Game Boy Advance Game Pak & conforme a:

Game Boy Advance Game Pak uppfyller kraven enligh:
Game Boy Advance Game Pak opfylder kravene til
Game Boy Advance Game Pak tayttaa seuraavat vaatimukset:
Game Boy Advance Game Pak passer sammen med:

- TOY Directive (88/378/EEC) EN50088, EN71 Part 1,2, 3
~ EMC Directive (89/336/EEC)

c E (intendo) p.63760 GroBostheim

PLEASE RETAIN THE PACKAGING, VERPACKUNG AUFHEREN
CONSERVER LEf R DEZE VERPAKKING:

FOR FAVOR GUARDA ESTA GAJA. AINTHFHETE THN SYSKEYATIA
FAVOR GUARDAR A EMBALAGEM. SPARA FORPACKNINGEN.
GEM EMBALLAGEN. SAILYTA PAK

CONSERVA GUESTO INVOLUGRD,
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