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SBlUP 
Set up your Game Boy System as described in the 
Game Boy Instruction Manual. 

2. Make sure the power switch is OFF before inserting 
the game pak into the Game Boy unit. 

3. i urn tfue power switch ON. 

4. ] he Title Screen will appear. 



GET 'iOVR MOTOR RUNN/N'! 
Ready to burra rubber? Race eight different Micro 
Machines on 28 different tracks across eight 
enviroamernts. Choose from 11 challenging competitors 
eacn with nis or her own skill level. 

In Micro Machines Challenge (1-Player game), if you 
kee~ winning you will race against each character on 
ir;icreasingly difficult tracks. Eliminate your competition 
until you are the Micro Machines Champion. 

Race against a friend or a group of friends, one at a time 
in Head-to-Head play (2-Player game). In this true 



head-to-head action, there 
are 0nly 2 cars on the track 
at a time and the race is 
over 3 laps of the course. 

¥ou can even link 2, 3 or 4 
Game Boys for multi-player 
racing. Rev up your engine 
and get started! 



GETTING STARTED 
Press the START button to begin. 

If you are using one Game Boy, press the CONTROL PAD 
tEFF or RIGHT to choose 1 or 2-Player. 

If you mave two Game Boys connected, you will 
automatically go into a 2-Player Head-to-Head game. 

If you have three or four Game Boys connected, you will 
automatically go into a special mode where you will race 
simultaneously against the other players. 
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CONTROL PAD LEFT/RIGHT: 
Turns your vehicle 
clockwise and counter­
clockwise. It doesn't 
matter which direction your 
car is facing, the controls 
will rotate it. You can 
practice in the qualifier 
race during the Micro 
Machines Challenge. 



A BUTTON: Accelerate. Hold down to accelerate until you 
reach full speed. 

B BUTTON: Brake. Hold down to brake; when you stop, the 
car will go backwards. 

START: Rauses and un-pauses the game. 

Note: With a tank Micro Machine, pressing BUTTON A 
and BUTTON B simultaneously will fire a shell. 



MICRO MACHINES CIJALlE:NGE 
In the Micro Machines ~ 

Challenge, you'll race .,. 
each Micro Machine 
in its own 
environment. With 
each win, you'll build 
up the collection of 
Micro Machines in 
your display case. 

....__'J"~ 

During the race, the car order is shown at the top left 



corner of the screen as a column of dots representing 
the cars. Each race lasts for 3 laps. 

If you receive first or second place, you qualify for the 
next level and race on a different track with a 
different vehicle. If you get third or 
fourtn P,lace, you lose a chance and 
Have to fepeat the same track 
again. ¥au start with three 
ctiances and if you lose them, the 
game's overl 



CHOOSING A CHARACTER 
After selecting the Micro Machines Challenge, select 
your character. Press LEFT and RIGHT on the CONTROL 
PAD to move through the list of characters, then press 
BUTTON A to select. All the 
characters have different 
abilities when they are your 
opponents, but choosing 
one over the other will not 
affect your driving. 

Press STARJ to continue. 



HEAD-1!0-HEAD CHALLENGE 
CHOOSING A CHARACTER 

After selecting Head-to-Head, choose your character by 
pressing LEEF or RIGHT on the CONTROL PAD to move 
through list of characters. 
Press the BUTTON A to 
make your selection, then 
press SIART to continue. 



HOW TO WIN THE HEAD-TO-HEAD 
CHALLENGE 
At the start of each game, 8 colored lights are shown in 
the top left screen. Each player: has 4 lights that are the 
same color as their Micro Machine. 

Whenever a player gets a wnole screen's length ahead, 
the player wins a bonus. Tne loser's lights will change to 
the color of the winner's lights. 

When a player has all 8 lights showing their color, they 
have won the ra0e. If neither player has all 8 lights 
showing their eolor at ttie end of 3 laps, the player with 



• 
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the most lights in their 
color wins the race. 

At the end of the game, if 
both Rlayer's lights are 
equal, the game becomes 
a sudcJen death play-off 
and the next player to win 
a oonus light wins the 
game. 



2 RLA YER SIMULTANEOUS HEAO-TO­
HEIAO CHALLENGE 
A special option in Micro Machines enables 2-players 
to play on one Game Boy. From the 2-Player Menu, 
cffloose the 2-Player Simultaneous option. • 

' 
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First, both players must select their character. Player 1 
chooses first. 

Now select whether you wish to play Single Race or 
Tournament. 

Handicappir1g and scoring works the same way as in the 
1 and 2-Player games. The only difference is how the 
player controls work . 



Special Controls for 2-Player Heall-to-Head 

In 2-Player Head-to-Head gameglay the players share the 
controls on the Game Bo'/ as follows: 

Action Player 1 Player 2 
Rotate counter- CONJROt PAD UP B BUTTON 
clockwise 
Rotate clockwise CONtROt PAD DOWN A BUTTON 

Brake GONIROL PAD LEFT START BUTTON 

NOTE: 

When you are not braking, the car accelerates automatically. 

• 

' 
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2-PLA YER GAMEPLA Y 
After, choosing your character, select either the Single or 
I ournament race. 

In the Single race, you pick the Micro 
Mac nine vehicle you want to use. In 
ttie Tournament game, you are 
cnallenged by a random 
selection of Micro Machines in 
th nv,~onments. The first 
pl o win 4 races is the 
cha o 



HANDICAPPING 
If or1e of you is more experienced than the other, 
choosing Annie, Mike or Walter will give the other player 
a better chance. 
lnnie's handicap is 
slight, Mike's is large 
and Walter's is the 
worst. 
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SCORES 
The scores and ratings on the Results screen are 
affected by the results of the Single race game as well 
as the results of the Tournament. You can make up 
competiti0ns for more than 2-Players, providing each 
player sticks to a particular character and you play a 
series of single race 2-Player games. A good way to do 
this is to have a group of people playing a ''winner­
pla~s-all'' series of races, with the newcomer choosing 
which course to race. 



MULTI-PLAYER GAMES USING 2, 3 OR 4 
GAME BOYS CONNECTED TOGETHER 

2-PLAYER HEAD-TO-HEAD CHALLENGE 

To race in the 2-Playe~ ~eae-to-Head Challenge, you will 
need: 

1. Two Game Boys · 

2. Two Micro Machines ffiame Paks 

3. One Game Boy-to-Game Boy cable 

4. One friend 



To set-up for the Head-to-Head Challenge: 

1. Turn the power switch on Player 1 's Game Boy OFF. 

2. Insert one end of the cable in the socket of Player 1 's 
Game Boy. 

• 3. Turn the power switch on Player 2's Game Boy to OFF. 

• 

4. Insert the other end of the cable into the socket of 
Player: 2's Game Boy . 

5. J-urn the power switch of both Player 1 's Game Boy 
and Player 2's Game Boy ON. 

Player 1 and Player 2 each must select the character 



they want for the rest of the game. Each player should 
follow the 1-Player directions for Selecting a Character 
(see pa g e 1 o. ) . 

ou ready to race! 

R - LAYER GAME 

~or the 3 or 4-Player Game, you will need three or four 
Game l3o~s, each with a copy of Micro Machines, 
err1ougti Game Boy-to-Game Boy cables to link all the 
Game B©¥S, a 4-Player adapter and two or three friends. 

1. 00r1nect the cables according to the 4-Player adapter 

• 
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2. Follow the 1-Rlayer Character Selection 
directions to select a character. 

3. You will see the other players' choices 
• 

o ur een. 

4. n ,:.....,~ ayers have chosen their 
R e screen will change to the 
Race .&...'e ection screen. 

5. Cno our race and start your 
engIaes ! 



LIMITED WARRANTY 
Ocean of America, Inc. warrants to the original purchaser only that the game 
pak provided with this manual and the software program coded on it will 
perform in accordance with the descriptions in this manual when used with 
the specified equipment, for a period of 90 days from the date of purchase. 
If this program is found to be defective within 90 days of purchase, it will be 
replaced. Simply return the game pak to Ocean of America, Inc. or its 
authorized dealer along with a dated proof of purchase. 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 IN LIEU OF AlLl OTHER WARRANTIES, WHERE ORAL 
OR WRITTEN, EXPRESS OR IMPEIED. ALL IMPLIED WARRANTIES, 
INCLUDING THOSE OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE, IF APPLICABLE, ARE LIMITED IN DURATION TO 90 
DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT. 

• 
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Ocean of America, Inc. shall not be liable for incidental and/or 
consequential damages for the breach of any express or implied warranty 
incluaing damage to property and, to the extent permitted by law, damages for 
personal injury, even if Ocean of America, Inc. has been advised of the 
possibility of such damages. Some states do not allow the exclusion or 
limitation of any incidental or consequential damages or limitations on how long 
an implied warranty lasts, so the above limitations or exclusions may not apply 
to you . 

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 cannot be 
pre-empted. This warranty gives you specific legal rights and you may also 
have other rights which vary from state to state. 

Ocean of America, Inc. 
1870 Little Orchard Street 
San Jose, CA 95125 
(408) 289-1411 

170820 
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All Rights Reserved. Ocean is a registered trademark of 
Ocean Software Ltd. 
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