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ADVISORY

READ BEFORE USING YOUR GAME BOY SYSTEM
Avery small portion of the population may experience epileptic seizures when viawing certain
kinds of flashing lights or patterns that are commonly present in our daily environment. These
persons may experience seizures while watching some kinds of television pictures or playing
certain video games including games played on the Game Boy Compact Video Game System.
Players who have not had any previous seizures may nonetheless have an undelected epileptic
condition. Consult your physiclan belore playing video games if you have
any epileplic condition. Consult your physician if you experience any of
the following symptoms while playing video games: altered vision,
muscle twitching, other involuntary movements, loss of awareness of
your surroundings, mantal confusion, andfor convulsions.
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v Seal of Quality

LICENSED BY THIS OFFICIAL SEAL I3 YOUR ASSURANGE THAT NINTENDO
- r HAS APPROVED THE QUALITY OF THIS PROCUCT, ALWAYS
Nintendo LOOK FOR THIS SEAL WHEN BUYING GAMES AND
ACCESSORIES TO ENSURE COMPLETE COMPATIBILITY WITH
NINTENDO, GAME BOY AND THE OFFICIAL  YOUR GAME BOY SYSTEM. ALL NINTENDO PRODUGTS ARE
SEALS ARE REGISTERED TRADEMARKS LICENSED BY SALE FOR USE ONLY WITH OTHER

OF NINTENDO OF AMERICA INC. AUTHORIZED PRODUCTS BEARING THE OFFICIAL NINTENDO
SEAL OF QUALITY,
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XEMON 2 is a trademark of THE BITMAP BROTHERS. Copyright © 1989, 1992 THE BITMAP
BROTHERS. All Rights Reserved. “Megablast” written by Tim Simenon. Produced by Pascal
Gabriel. "Megablast’ appears courtesy of Rhythm King Records.@ Rhythm King Records
1988. (P) Rhythm King Music. © 1992 MINDSCAPE INC. ALLRIGHTS RESERVED.
LICENSED BY MINDSCAPE, INC. 60 LEVERONI COURT, NOVATD, CA 84849, MINDSCAPE
AND ITS LOGO ARE REGISTERED TRADEMARKS OF MINDSGA E ING SOFFWARE
TOOLWORKS COMPANY. i
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Control Pad
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Control Pad

Move up.
Move down.
Move right.
Move left.
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During game set-up, you use the control pad to select play
options.

During play, the current player's points are displayed in the lower
right corner of the screen.

Starting the Game

To start the game;
1. Put Xenon 2 in the Game Boy
2. Turn on the Game Boy.

3. If you like you can turn the music on or off at the selection
screen—place the pointer next to MUSIC ON or MUSIC OFF
and press A,

4. Select 1 PLAYER or 2 PLAYER and press START.

5. Select EASY, MEDIUM, or HARD and press STABT'tT: bagin
ytothe.

play. You'll see the LEVEL screen, then go directl
game.

To pause during play, press start.




Playing the Game

How do you like those Xenites? Just because they got creamed in
the last Great Conflict—what was it, about a million years ago?—
they want revenge on the whole universe. Are they sore losers or
what?

And what a way to try to get back at the rest of us! The word is,
the Xenites have actually planted time bombs throughout
history—five in all. Which means nobody's safe—notyou, not
your children, not your children’s children’s grandchlldren Until
you find and destroy those bombs. i

Happy hunting.

Your Squadron. How many ships you have depends upon what
level you start in. EASY =5 Ships, MEDIUM = 4 Ships, and HARD
= 3 Ships. If you start in the HARD level you will have three
Megablaster ships at your disposal. Lose all three, and it's
curtains for you and the rest of the human race. But what a
shipshape little battlecraft, that little Megablaster! With omni-
directional thrusters for excellent maneuverability, a simple
blaster for destroying anything that moves, and a shield to protect
you from collisions. Of course, the shield can only take so much,
and when it's depleted, the next hit you take will be your last. So
drive carefully, and fire at will.

The Journey Ahead. You'll travel through time, following the
process of evolution itself through five increasingly difficult
scrolling levels. Each level has distinctive scenery and
lifeforms—all of them nasty, but some worse than others (keep
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reading, you'll see). The scenery itself can’t damage your ship,
unless you get trapped in a corner and crushed as it scrolls on.

So be careful not to get tra ped in the maze-like landscapes of the '

later stages.

Yuck—These Enemie gly. You'll meet up with everything
from wiggling, mgglmg-——and ‘harmless—nbrachipods to
seaworms that shatter wheri'shot into dangerous shooting
particles, and the grand enchilada of them all: the Nautilus
Shellfish, which will take a big old dose of laser fire before it
explodes into a shower of cash,

Big, Bad Boys. Midway through each level (except the first) and
at the end of every level is a big, bad guardian that must be
destroyed in a special way—which we'll let you discover for

yourself—in order to diffuse the time bombs ticking away on that
level.

C Stands for Cash. That's right; we said “cash.” Blast a
@ creature and it leaves behind a floating cache of cash.

Scoop it up with your ship before it evaporates—you can
use that money to buy equipment at the Swap Shap.

At the Swap Shop. Two times during each level (halfway through
and at the end), you'll have a chance to buy and sell stuff—
weapons and other equipment that will enhance your chances of
success against the Xenites—at the Swap Shop.

When you're selling, you can place the cursor on an item in your
inventory and press A to see what price the item will fetch. To sell
it at that price, press A again—your bank balance will be credited.




With the selling over, press B to move directly to the EXIT and
press A to see what's for sale—at least the stuff you can afford.
You buy in the same way you sell—except that your bank balance
is debited when you buy,

What You Can Buy And/Or Collect. Here are some of the
weapons and other cool things you can buy and—sometimes—
scoop up out of the blue as you're blasting your way upstream.

S (in a Bubble) Is For Speed-Up. And that's what you'll
do if you nab this stuff.

P Is for Power-Up. Enhance your firepower with this
commodity, available in two strengths.

AutoFire. That’s with the capital F. With this on board,
you just hold down the fire (A) button for a continuous
hail of laser-blasting bullets

o0 & ®

or so.

Electroball. This thing clings to your ship 'til you press
the fire button—then you can maneuver it and use it to
bash anything bad around you.

A Means Advice. The ugly shopkeeper has some
valuable tips on how to play, including what weapons
may be most useful in a particular section. He's usually
trustworthy, too. Usually.

S Is Also for Side Shot. In an octagon, S gives your
Megablaster lateral firepower.

Zas in Zapper. And that means everything on screen is
toast, in a blinding flash of light.

Super Nashwan (the Power of the Horse). A device of
total destructive power—with a useful life of 10 seconds




You Gotta Have Heart. Especially when your shields
are damaged. The small heart restores power to the
shields, the large heart restores more.

Megablasters. These bolt onto the front of your ship
and add some intense firepower to your arsenal.

Mines. You can leave these in a trail behind you—a
form of floating disaster that explodes.after a second or
two. i

Fall-Back Positions. Each level features three restart positions,
so every time you lose a ship you don't have to start over.
Instead, you'll start from the highest restart position you ve
passed.

High Scores. When you get a score big enough to make the Top
Ten chart of ace megablasters, use the control pad to advance
through the characters to your initials, and press A to record
each initial, one by one.




Limited Warranty

Mindscape Inc. warrants to the original purchaser of this
product that the recording medium on which the Game Pak is
recorded will be free from defects in material and
workmanship for ninety (90) days from the date of purchase.
Defective media returned by the purchaser during the ninety
(90) day period will be replaced without charge, provided the
the returned media have not been subjected to misuse,
damage, or excessive wear.

Return defective media to point of purchase. You must include
a dated proof of purchase, a brief statement describing the
defect, and your return address.

Mindscape Inc. does not warrant that the Game Pak will meet
the purchaser’s specific requirements, ANY STATEMENTS
MADE CONGERNING THE UTILITY OF THE GAME PAK ARE
NOT TO BE CONSTRUED AS EXPRESS OR IMPLIED
WARRANTIES.

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES,
WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED. ANY
IMPLIED WARRANTIES INCLUDING IM-PLIED WARRANTIES
OF MERCHANTABILITY AND FIT-NESS FOR A PARTICULAR
PURPOSE, ARE EXCLUDED.

IN NO EVENT WILL MINDSCAPE INC. BE LIABLE FOR
INCIDENTAL OR CONSEQUENTIAL DAMAGES OF ANY KIND
IN CONNECTION WITH THE GAME PAK.

Some states do not allow the exclusion or limitation of
incidental or consequential damages or limitations on how
long an implied warranty lasts, so the above limitation or
exclusion 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. Address all correspondence to:
Mindscape Inc., 60 Leveroni Court, Novato, CA 94949, or call:

USA (415) 883-5157
UK (0444) 239-600
Australia (02) 899-2277




Technical Support

For technical support in the USA:

Mindscape Inc.

A Software Toolworks Company

60 Leveroni Court, Novato, CA 94949
Telephone: (415) 883-5157

For technical support in Europe;

Mindscape International

P.0. Box 51, Burgess Hill RH15 9FH
West Sussex, En‘?land. United Kingdom
Telephone: (0) 444 239-600

FAX: (0) 444 248-996

For technical support in Australia and New Zealand:

Mindscape International

5/6 Gladstone Road, Castle Hill,
New South Wales, Australia 2154
Igphone: 802 899-2277

Te
FA (02) 899-2348




