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This official seal is your assurance that Nintendo 

has reviewed this product and that it has met 

our standards for excellence in workmanship, 

reliability and entertainment value. Always look 

for this seal when buying games 

and accessories to ensure 

complete compatibility with 

your Game Boy System. 

Official 

Nintendo 
Seal of Quality 



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

Thank you for selecting the GALAGA®*/ GALAXIAN™* Game Pak for the Nintendo® 
Game Boy~ unit. 

Please read this instruction booklet thoroughly to ensure maximum enjoyment of 
your new game. Then save this book for future reference. 



TM AND ® ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 
*GALAGA IS A REGISTERED TRADEMARK OF NAMCO LTD. 
GALAXIAN IS A TRADEMARK OF NAMCO LTD. NAMCO IS A TRADEMARK OF NAMCO LTD. 
GALAGA; ©1981 , 1995 NAMCO LTD., ALL RIGHTS RESERVED. 
GALAXIAN; ©1979, 1995 NAMCO LTD., ALL RIGHTS RESERVED. 
LICENSED FROM NAMCO LTD. TO NINTENDO CO.,L TD. 
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INTRODUCTION 

The ti111e: 

The place: YOUR LOCAL ARCADE 

The game: 

Do YOU REMEMBER WHAT IT WAS LI KE THE Fl RST TIME YOU 

DROPPED A QlJARTER IN A GALAGA GAME? YOUR PALMS 

WERE SWEATY AND YOUR PULSE WAS RACING AS YOU 

BLASTED ENDLESS WAVES OF ALI EN INVADERS TO Pl ECES. You 



KNEW ALL THE TRICKS. You WERE AN ACE IN THE 

CHALLENGING STAGES - A PERFECT SCORE EVERY TIME. You 

OWNED THE HIGH SCORE ON THAT MACHINE. BUT THAT 

WAS THEN, AND TIMES HAVE CHANGED. Now GALAGA HAS II 

TRIUMPHANTLY RETURNED ON GAME BOY (AND SUPER 

GAME BOY). CAN YOU REVIVE YOUR LONG-NEGLECTED 

SKILLS AND ONCE AGAIN BECOME A GALAGA ACE? 



GETTING STARTED 

► 1 PLAYER 
2 PLAYERS 

TM 01901 199S NAMCO LTC• . 
ALL RIGHTS RES ERIJEO. 

Insert the Galaga / Galaxian 
Game Pak (label side out) 
into the Game Boy unit and 
turn the power switch to 
the ''ON'' position. When 
the title screen appears, 
press UP/DOWN on the 
Control Pad (or the 
SELECT Button) to 

choose Galaga, and press the START Button. Again, 
press UP/DOWN on the Control Pad (or the SELECT 
Button) to choose 1 or 2 players, and press the START 
Button to play. 



CONTROLLER FUNCTIONS 

CONTROL PAD 
Steer Your 

Fighter 
LEFT/RIGHT 

B BUTTON 
Shoot missle 

SELECT BUTTON 
Not Used 

A BUTTON 
Shoot Missie 

START BUTTON 
Pause Game 



HOW TO PLAY GALAGA 

Rules 

1 When you have destroyed 
LTS 

S HOTS FIRED 
NUMBER OF HITS 
HIT- MISS RATE 71. 1.½ 

all of the enemies in a 
given stage, you will 
proceed to the next stage. 
There is also a Challenging 
Stage after the first three 
stages, and from then on 
Challenging Stages will 

J.UP 8 770 

appear after every four stages completed. 

2 If you are hit by an enemy missile {or run into an 
enemy), you lose one fighter. 



3 When all your fighters have been destroyed, the game 
is over. Your game will also end if your last fighter is 
captured in the tractor beam of a Boss Galaga. 

4 Extra fighters are earned when you 
reach 30,000 points and then at 
70,000 points. RII fighters after that 
are awarded with each additional 
70,000 points scored. 

Po\Ner Up 

The best way to rack up a high score in 
Galaga is to use the fearsome Dual 
Fighterl By joining up with another 

clrC cl DP 



fighter, your firepower is doubled and you can mow down 
your enemies with lethal efficiency. To become the Dual 
Fighter, you must: 

1 Let your fighter get captured in the Tractor Beam from a 
Boss Galaga (the large ships at the top of the screen). 

II 2 Wait for the Boss Galaga towing the captured fighter to 
attack. DD NOT shoot if it isn't movingl Blast the 
descending Boss Galaga (be careful not to shoot the 
captured fighterl) to free your captive ship. 

3 The fighter you released will now join up with your 
current ship, forming the Dual Fighterl 



The Challenging Stages 

As previously mentioned, you will have 
a chance to test your shooting skills 
after the first three rounds and then 
every four rounds from there on out. 
Forty Galagas will appear in several 
waves, flying in strange and erratic 
patterns. For each Galaga destroyed, 
you will earn 100 points. Should you 
shoot a perfect round (40/40), you will 
earn a hefty 10,000 pointsl 

arc~l □P 

CHALLENGING STAG 

NUM ·RO H:XTS 
BONUS 

:i~no PTS 

.lUP 57950 
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ENEMIES & SCORING 

The Galagans are a mysterious alien race we know very 
little about, except that they possess a formidable 
Military Force and are constantly attacking us. In this 
section we'll share whatever intelligence we've gained so 
far in an attempt to help you achieve victory. 

II Boss Galaga-The strongest Galagan. It takes not one 
but two hits to destroy this fearsome foe. The Boss 
Galaga is usually accompanied by an escort of guards. 
Sometimes a Boss Galaga will attack alone, and it will 
often employ a tractor beam during these solo attacks. 
We suspect that they have been capturing our fighters to 
learn more about our technology and the human race. 



Not attacking: 150 11ts. Rttacking with no escorts: l/00 
11ts. Rttacking UJith l escort: 800 11ts. Rttacking UJith 2 
escorts: 1500 11ts. 

Zakko-These are the front-line Galagan assault units. 
Individually, they aren't very imposing, but during a 
unified attack they may detach themselves from the main Ill 
group suddenly and assault you. Not attacking: 50 11ts. 
Attacking: 100 {]ts. 

Goei-The Goei serve as the escorts for the Boss Galaga. 
They will make feints during attack runs, so watch them 
carefully. Make sure you learn the difference between a 
fake attack and the real thing. Not attacking: 80 {]ts. 
Rttacking: 150 {]ts. 



TIPS AND HINTS 

1 Get the Dual Fighter! This is a no-brainer. Two 
fighters are better than one. The sooner you get the 
Dual Fighter, the sooner you can double your firepowerl 

2 Hold your fire. Because you can only have two 
missiles on the screen at once, be careful when 
shooting. Although blasting your enemies while they 
are not attacking is a good way to reduce their 
numbers, you don't want to get caught unprepared 
during an attack run. 



3 Work systematically. To avoid getting caught in a 
crossfire, you should systematically eliminate the 
enemies from one side to the other. That way, the 
threat will only come from one direction and you will 
have created some space to maneuver in during 
attacks. 

4 Get the Boss Galaga. After you have acquired the 
Dual Fighter, you should get rid of the Boss Galaga right 
away. 

5 Seize the moment! 'Nuff said. 

II 
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Way back in 1979, the Galaxian, a pilot from the United 

Milky Way Federation, attempts a mission in the mid-size 

advance guard craft, the Galakship. The ship is specially 

suited for lateral movement, but can load only one missile 

at a time. The mission will not be an easy onel Limited 



firepower will push your reflexes to the limit. Mindless 

blasting will not get the job done I It's a 

lucky thing that Game Boy allows you to practice this 

mission wherever you want because practice is what 

you're gonna need to survive. 

-
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Insert the Galaga I Galaxian Game Pak {label side out) into the 
Game Boy unit and turn the power switch to the ''ON'' 
position. When the title screen appears, press UP/DOWN on 

► 1 
2 

PLAYER 
PLAYERS 

-
NAMCO LT0 -

TM~0 l9?G9Hl~:i RE:SERUED ~ 
ALL RX 

the Control Pad { or the 
SELECT Button) to choose 
Galaxian, and press the 
START Button. Again, press 
UP/DOWN on the Control 
Pad {or the SELECT Button) 
to choose 1 or 2 players, 
and press the START 
Button to play. 



Steer Your 
Galakship 

LEFT/RIGHT 

Shoot missle 

Not Used 

Shoot Missie 

Pause Game 

arCclDC? 



The Aliens floating above you will start flying down and 
attacking you. Move your Galakship from left to right and fire 
missiles at the approaching enemies. Points vary by the type 
of enemy you hit. You can often increase those points if you 

RULES 
attack the right 
way. If you press 
''Start'' during play 
you will see the 1 When you have destroyed all of the 

enemies on the screen, you will go 
on to the next round. current High Score, 

the round number 
and your remaining 
Galakships. 

2 If an enemy or enemy missile hits 
your ship, that ship is destroyed. 

3 When all of your Galakships have 
been destroyed, the game ends. 

4 When your score reaches SOOD 
points, you get an extra Galakship 



Boss Alien - The General of 
the Alien forces. When it is 
accompanied by Red Aliens, kill 
the Red Aliens first and then 
shoot the Boss. You'll earn extra 
points. 

Green Alien - The problem 

Boss Rlien Scoring 
• In inactive mode: 60 pts. 

• In flying attack mode, alone: 

150 pts. 

• In flying attack mode with one 

guard: 200 pts. 

• In flying attack mode with two 

guards: 300 pts. 

• In flying attack mode with two 

guards, if you kill the Red 

with this enemy is quantity! Alien guards first: 800 pts. 

There's just so many of them! They don't have any 
habitual patterns of motion, but they often mount group 

Green Rlien Scoring 
• In inactive mode: 30 11ts. 

• In flying attack mode: 50 11ts. 

attacks in the second half of 
the round, so don't let yourself 
get careless. 



Yellow Rlien- These pesky adversaries like 
to approach quickly and attack suddenly 
from unexpected angles. If you're wise, 
you'll get them while they're still inactive. 

Yellow Alien Scaring 
• In inactive mode: L/0 pts. 

• In flying attack mode: BO pts. 

' 

'M SS ON: 
0 STROY ALI N ..:, 

W AR TH GALAX AN 

- SCORE TABL -
CONVOY CHARG R 
.,- 0 S00 ptS . 

·• 0 J..00 ptS . 

♦ 40 
.. 30 

O pts . 

60 p°tS . 

Red Rlien - These foes guard 
the Boss Alien. They generally 
follow the Boss's movements, 
but they're not as strong as 
the Boss. 

Red Alien Scaring 
• In inactive mode: 50 pts. 

• In flying attack mode: 100 pts. 



1 The Aliens only attack one at a time at the beginning of 
each round, but as fewer and fewer of them remain alive, 
they start to get nervous and seem to think that a unified 
attack is best. They fly in zigzag patterns, turn 
somersaults, attack from odd angles and use all sorts of 
strange offensive patterns. The Aliens really start 
storming you in the final stage. Gear up for itl 

2 You can only fire one missile at a time in Galaxian. This 
means that, even more than in Galaga, you have to make 
sure each shot counts. It's easier to hit the Aliens when 
they are close to you, so try to draw them in and only 
shoot at them when you are sure your aim is true. There 
is a considerable delay after you launch a missile during 
which you can't fire again. 

-,arcc1oe ; 
I I 



3 Everyone has their own pattern of attack, 
but the basic rule is to start attacking from 
one side. If you fire at the Aliens randomly, 
they will spread out and occupy a wider 
area. This means you have to fend off 
attacks from more angles. What's more, 
the Aliens are also likely to attack more frequently 
when they are spread out. 

4 Have you ever been trapped at the edge of the screen by 
successive attacks? The Aliens watch your movements 
and if you stay at the edge they will start attacking more 
aggressively. To avoid this, you should stay towards the 
center of the screen and keep moving left to right as much 
as possible when you shoot. 



5 After you shoot the Boss Alien the other 
enemies stop firing for a while. Use this 
break in the fray to your advantage and 
pick off some of the outer Aliens. This is 
especially useful during the unified 
attacks at the end of each round. 

6 One of the tricks made by attacking Aliens 
in the final stage of each round is the 
somersault. Luckily, the Aliens can't fire while they are 
somersaulting. Shoot them while they're turning. 

7 Don't give upl Everl 





REV-H 
3-MONTH LIMITED WARRANTY {For Hardware, Game Paks, & Accessories) 
Nintendo of America Inc. ()Nintendo-f) warrants to the original purchaser that the product (hardware, game paks and accessories) shall 
be free from defects in material and workmanship for a period of three (3) months from the date of purchase. If a defect covered by this 
warranty occurs during this three (3) month warranty period, Nintendo will repair or replace the defective product or component part, at 
its option, free of charge. 

ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware only) 
Nintendo warrants to the original purchaser that the hardware product shall be free from defects in material and workmanship for an 
additional three (3) months beyond the original 3-month warranty period described above. If a defect covered by this warranty occurs 
during this additional 3-month warranty period, Nintendo will repair the defective hardware product or component free of charge. The 
original purchaser is entitled to this additional 3-month limited repair warranty only if the Consumer Proof of Purchase Card (attached to 
the hardware packaging when sold) is returned promptly after the date of purchase to Nintendo by the original purchaser or the original 
purchaser.is retailer. 

WARRANTY SERVICE OR REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY 
You may need only simple instructions to correct any problem with your product. 
Call the Consumer Assistance Hotline at: 1-800-255-3700 rather than going to your retailer. Hours of operation are 4 a.m. to Midnight, 
Pacific Time, Monday - Saturday, and 6 a.m. to 7 p.m., Pacific Time, on Sundays (times subject to change) . If the problem cannot be 
solved over the telephone, you will be referred to the nearest NINTENDO AUTHORIZED REPAIR CenterSM or you will be offered 
express factory service through Nintendo. In some instances, it may be necessary for you to ship the complete product, FREIGHT 
PREPAID AND INSURED FOR LOSS OR DAMAGE, to the nearest service location. 

WARRANTY LIMITATIONS 
THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO 
(INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY DEVICES); (b) IS 
USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL) OR IS MODIFIED OR TAMPERED WITH; (c) IS DAMAGED BY NEGLIGENCE, 
ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (d) HAS HAO 
THE SERIAL NUMBER ALTERED, DEFACED, OR REMOVED. 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 MONTHS OR 6 MONTHS, AS APPLICABLE). IN NO 
EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED 
OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION 
OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 
This warranty gives you specific legal rights, and you may also have other rights which vary from state to state. Nintendo i s address is as set forth on 
the back cover of this manual. 

This warranty is valid only in the United States 
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