


WARNING: PLEASE READ THE ENCLOSED CONSUMER 
INFORMATION AND PRECAUTIONS BOOKLET CAREFULLY BEFORE 
USING YOUR NINTEND(J@ HARDWARE SYSTEM OR GAME PAK . 

. 

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

LICENSED BY 

Nintendd 
NINTENDO, GAME BOY 
AND THE OFFICIAL SEALS 
ARE REGISTERED TRADEMARKS 
OF NINTENDO OF AMERICA INC. 
© 1997 NINTENDO OF AMERICA INC. 

Official 

_(Nintendo) 
Seal of Quality 

THIS OFFICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO HAS 
APPROVED THE QUALITY OF THIS 
PRODUCT. ALWAYS LOOK FOR THIS 
SEAL WHEN BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY. 
ALL NINTENDO PRODUCTS ARE 
LICENSED BY SALE FOR USE ONLY 
WITH OTHER AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL NINTENDO 
SEAL OF QUALITY. 



About f!?ust-A-- Move 2™ • • • • • 

t?asie • • • • • • • • • • • • • 

eontro\s • • • • • • • • • • • • • 



' . 

I. Ma~e sure the po~er s~itth is ~ff. 
2.. Insert the e,.ust a Move 1™: Aria~e Edition 6.ame 

'Pa" as des,ribed in 1our INIUINl1tlNI©~ ~~IMHf, ~~1® 
instruttion manual. 
3. Turn the RO~er s~itth ON. 
Wften the ~Uit-A-Move 2.™: ~rtade £dition title screen 
aepea~&, press ~,r~~f. 
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o -1\-Move 11M: ~rtade · · · & ~,"'•· .. ""'" · 
1, t · ame. efore wa . ne · . w 
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thoren have a wa1 of being ne letted, and 1our .,t . 

loved one& have a wa1 of ading into the r, r 
ba,~ round ... '5o ta~e care of business, then \et' s , ·. 
get own to the fun ntuff! And don't forget to eat! 

~ 

Nm bubbles with the tontro\ pad and fire them with the ~ ~mW 
rett1 nimp\e, eh? $0 nimpl at 1ou r ee t 

c:ontent~ate on-p\a1ing instea of learning 
bunth o \es and c.ontro\s. I{, 1ou aon' 
even nee to \o t · thif> manua\. 

·a ap) retia ·f . . ee . 
wit e bof.s, 

~-ea i& r& e& 
'' 



~ 

, • To be a top sc.orer, ~ou've got to bust as manf 
~·.~: bubb\es as possib\e! e,ut the rea\ triG~ here is 

\earnin how to strategic.a\\~ angle ~our shots. 
~-. ··~•-· A, .u. ~ -~--•;• ... -~· -=~~ --~ On j a \ot of pra'Gtice "'i\\ hone 1our aim, 

end 1our shame, and assure 1our fame! 

11 
START: ~tarts/'Pauses/14sumes a game. 
LEFT CONTROL PAD: Moves the Arro"' 
to the \eft. ~ . 

~\ 
RIGHI ·CONTROL PAD: Moves the ArroV' to 

\ 

·· NitltencJo GAME 80Yr .. 

the ri9ht. ' . 
UP CONIROt PAD: lenterf> the Arro~. 
LAUNC.lt &U&f>Lf,/ C.ONflF-M '5£L£C.TION'5 

' ' ' AIM ' . ~:: . 'PNJ'i>£/ 
*' , · . A\Z.tl,OW \l,€,'i,UME G.AM£ · . · ' · · ~. , 



• 

B BUTTON: Fine Aim. 
• • ,:: 

Use the ~ ~lUJff©fNl ..- the l(O){N]f~©l fA(g) to fine -· .. · 
aim ~the \aunGh arro"'. . 
A BUTTON: LaunGh the I?ubb\e/Fina\ite '5e\eGtions. 

After the \090 sc.reens ap.pear, a 
game demonstration begins . . 'Press 

' · . the ~f A~f button to b1pass the 
· aemo and get to the Title $c.reen. 

At · the Tit\e $Green I pre~s the · 
~tf A~1 outton one,e more. the · 
G.ame ~e\e,t st.t'len ~i\\ appear, 
with these ,hoites: ~AlM\t ~1f A~tf, · 
1fijlM\t ~1fli~~ and (O)ffij@lNJ~ . . 



• • 

~e\e,tin 
~ffe\Mt fffe\~f 

ta~es 1ou to the 
Mode '5e\ee,f ~treen, 
where 1ou thoose wliat . 

\:'.ind of game 1ou'd \i1'e to 
p\a~, b.ut first ~o·u wi\\ want 
to set iOUr ORfion.s!: 

. (Q)ffij(Q){NJ M@~t in · \43 
' ' " 

· , · · · · •·,: et · \\ & · · e e ~e at 
• . • I 

· ., ·. an s · · set · 
. . 

'( . ', e a 



• 

• 

, CREDITS: ~et the number of times a game tan 
'be continued. r> 

MUSIC TEST: Listen to the musit used in p\a1. 
Toggle through the sample numbers, then press 
the ~,r~~tf ~l!Jiir"il"CO>~ to listen f o the sample. . 

I 

SFX JEST: Listen to the sound effe,ts used · 
in pla1. :fo9gle through the sample numl>ers, 
then Rfe&s the ~if~~,r ~l!Jiir"if'(O)~ to li&t en to . 

. ·· , the sample. · 

f, 



Ill 6 I 
lhoose the 'Pu1.1.\e l.:.ame fllOde and 1ou've got a ton of 
e~Gitement on 1our hands. Wor" 1our wa1 through the 

a\phabet, as the pu1.1.\es get tougher and tougher to solve! 
1be right move at the right time is the diff eren,e between 
earning a qui," time bonus and being burred a\iv.e in bubb\es! 
An une~pe,ted strateg1 

ma1 ~or~ ~onders! 
After 1 ou se\e,t l?uz.z.\e l.:.ame in the 
mode sete,tion s,reen, 1ou · wi\\ be . · 
ta~en to the lourse ~e\e,tion ~,reen. -. ' 

' 

· a,b \ettered ,ourse consists ·_ 
· e · · · Master a\t five an 

\ I\' ' 

u • . e t-&e · · 
- ' . 

· · .. & ,our&e 'l'ith t 
f ,, . \ 

\ · · ·· re ~ ~QJJ1flf@iNI. 



• When 1ou have finished the \ast round, 1ou have 
comp\eted the game. 

CONTINUE: When a bubb\e sin~s 
be\ow the dead- line, the game is 

. over. If 1ou have an1 tredits · 
remaining, 1ou can resume p\a1in9 
the game from where; the game 

, ended b1 simp\~ pressing the ~if ffe\J.if 
~lliif@lNI during the rl@lNlifUlNl~t 
· iount-do~n. ~You set the number of 

_ · credit& in the Options ~eve.en.) 

.1 * IM 1111 . 
ere are $peti \et, that an sho\'I ue at an1 time, eitheP 
the bubb\ ra or in ·1our shooter -cue. Ul&e 1our heaa 

lie aiming em-: e oan real\~ help,! Diff ere · uf>b\e 
· · · · · me · e 1ou e, 

. . 



,~~r foa\)>{b~~: 1be ~tar e,ubb\e bursts a\\ ,;1 . 

... ,.~
1
•,,!.ci the bubb\e1, of the t1pe it fir11t toulhe11. 

~\ 

-~ .· For ey.amp\e, if it stri~e1, a white bubble 
first, a\\ the white bubbles will be eliminated. It 

ha1, no eff elt on other '5pelia\ f1ubb\e11. 
MtO~q foo\!)\!)qt: 1bi11 hea\l'f Meta\· @ubb\e de&tro111 
a\\ bubb\e1, it toulhe11 ~n the ~a1 to the top. 

" 

f~Wl~ foa{b{b~t: You ,an1

t : ust t .is on 
. ¥.ou mus rop it bt l>ustin · its nei or, 

t~\JD~ f~@c&t: lhis o\o,k wi\t never 
,a ' · · e, e · s st· · ! 

~ 

e ,n a · a1er . &. · . • a e i& . . 
. t s e , . ti t:ian · . se a,na en er- u hree t at t 

. ltf1 or-,,ijl&u~1 n , to e · 
· en e · ;.-.. ~11,-.\;e? • • · i -~ij)jfffl~. 





IEIF 
. VI TE r 

1bi& i& a Do -Or- Die &lenario. When 1ou def eat one 
lomputer opponent, the neY.t lha\\en9er \tli\\ appear. If 1ou 
are defeated, the game ~ ..... , .... ~~ ......... 

is over. 
· , Drop bubbles that are 

attalhed to the ones 10u 
t bust and 1ou tan dump 

th/,em 011 1our opponent's side­
the ultimate move! 

.~:,-. .. :ii,~·. lttin~~ tw~~~t: ~tar ~ubble. 
' ' ,,.-.~·-·.. ' \ , .... ~.:. ' 

·, .. . "t?.' - . (l! . , .••. ,.,, • ,~ ' 
\_'f.. . . • \ • ~ 

l'1 I •: ;'•." ,' ·, • 1 • f. 

C> 
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The ru\es are the same as for a l'uii\e 6tame. You 
will be pla1ing for the best time in 1our goal of 
busting a\\ the bubbles from the field. J5 

(In total, there are ,;o fie\ds.) In a Time Atta,~, \ 
1ou ,an lontinue as man1 times as 1ou \i~e. 

... 

• 

• 

~fter clearing a round, ~ou wi\\ be given a passwotid which 
allows 1ou to return to game pla1 at that point. It wit\ also 
save ,\eared rounds from tUMt 0 ~flf~~ M©(Q)t. 
"if@ t®~~\f' ~ ~~~~~@we£: Use the tontro\ 'Pad to 
hi9~\i9ht · a character,, and press t.he ~ ~W'\f@~ to 

, enter. it. Highlight _the ©>tlt"\ft cllaracter to 90 ba,~ 
.. over a character. When 1our pasr,wp~ct is com9\eted, 
/ 9res1; the -~"\f~J1 ~W"\f@~. · : . . · 

• 



' 
' 

'' 

In a Time Atta,~ 6,ame, 1ou can ,hoose which 
round 1ou_ want with the ~ound 'i>e\e,t. On,e a 
round is t\eared, the best three re,ords are 

dinp\a1ed. You do not jett inon bubbler, to an oppone~t 
in a lime Atta,~ 9ame. . , · ~ 

If 1ou prenn the ~1~i1 ~ll1!11~1Nl when a lime Attat." game 
is pa~ned, a window . wi\\ be disp\a1ed . 

. \ ~ \ 
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es e · 

II: 
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. ,, 

'. l~~q_ ~w\)>\bqt; '' . ;•,. ,.f >..:h.r.,irn,, ~ e, ~f, .. .r,."··•••"..f.l' ' 

!' · · u~· · be ~& ·.· ~ ·, ~ ... , ... ~t~if ... ~uu.1 t>imu\ ... ,.t .. ·,a .... , .. 
~ ' . ,. 
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I. '5tud1 the '1431 the puz.z.\e is tonstru~ted, a~d ho\tl 
the bubbles are suspended. Note '14\iiih l>ubb\es are "' :'­
"\inthpin" bubbles (bubbles "4hith have a string of 
bubbles suspended from them). ©ften, eliminating a 
a~ticu\ar strate9ita\\1 \ate \~ "4i\\ cause a_n· entire 

. utz.\e to ive wa ! " 

1_. __ ,:Prac.tite · ijn9 ang · ur shots off the sides. 
is t:he tnue wa1 to -mastering the me. Onte 1ou' re . o 
· 3oi his, 10 • - · ts 

t 1, . e da 
' 

e p1 i! Af> .... e . ·ne 



• 

4. WatGh 1our indiGator to see 'l'hat the neJt 
bubb\e is. A big part of a SUGGessfu\ strate91 is 
aiming the Gurrent bubb\e in antilipation of 

'l'here 1ou'\\ shoot the neJt one! 

··· ,;. When 1ou're down to the \ast -remaining bubb\er, in a 
puii\e, don't fire a bubb\e that doenn't match at a b\an~ _ 
spot un\ess 1ou have no GhoiGe-1ou'\\ end up having to 

· · ~. eliminate that bubb\e separate\1 when ever1 seGond Gounts! 
· · Instead, shoot the non..:matGhing bubb\e so it doesn't flit 

the "Gei\in ". t\an it from a bubb\e that 1ou a\read1 need to 
matlh, and it_ wi \ fa\\ w en 1ou eliminate, that one. 
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ACCLAIM LIMITED WARRANTY 
Acclaim Entertainment, Inc. (ACCLAIM) warrants to the original purchaser only of this ACCLAIM software product that the medium on 
which this computer program is recorded is free from defects in materials and workmanship for a period of ninety (90) days from the 
date of purchase. This ACCLAIM software program is sold "as is, 11 without express or implied warranty of any kind, and ACCLAIM is not 
liable for any losses or damages of any kind resulting from use of this program. ACCLAIM agrees for a period of ninety (90) days to 
either repair or replace, at its option, free of charge, any ACCLAIM software product, postage paid, with proof of date of purchase, at its 
Factory Service Center. Replacement of the game pak, free of charge to the original purchaser (except for the cost of returning the 
game pak) is the full extent of our liability. 

This warranty is not applicable to normal wear ~and tear. This warranty shall not be applicable and shall be void if the defect in the 
ACCLAIM software product has arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ACCLAIM. 
ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS 
FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL ACCLAIM BE 
LIABLE FOR ANY SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF 
THIS ACCLAIM SOFTWARE PRODUCT. - ' 

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions of liability may not apply to you. This 
warranty gives you specific rights, and you may also have other rights which vary from state to state. 

This.warranty shall not be applicable to the extent that any provision of this warranty is prohibited by any federal, state or municipal law 
which can not be pre-empted. 

REPAIRS/SERVICE AFTER EXPIRATION OF WARRANTY J 

If your game pak requires repair after expiration of the 90-day Limited Warranty Period, you may contact the Consumer Service 
Department at the number listed below. You will be advised of the estimated cost of repair and the shipping instructions. 

ACCLAIM CONSUMER SERVICES HOTLINE (516) 759-7800. 

TAITO is a registered trademark of TAITO CORPORATION. Bust A Move 2 is a trademark of TAITO CORPORATION.© 
TAITO CORPORATION 1997. All rights reserved. Acclaim is a division of Acclaim Entertainment, Inc.® and© 1997 
Acclaim Entertainment, Inc. All Rights Reserved. Marketed by Acclaim. Distributed by Acclaim Distribution, Inc. 
One Acclaim Plaza, Glen Cove, New York 11542-2777. 

www.acclaimnation.com 
971219 




