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A SPECIAL MESSAGE FROM CAPCOM

Thank you for selecting MEGA MAN SOCCER, the newest
addition to the Mega Man saga. Following the success of
the original Mega Man series and MEGA MAN X, MEGA MAN
SOCCER introduces an all new Mega Man sports adventure
for the Super Nintendo Entertainment System.

Using the latest in 16-Bit technology, MEGA MAN SOCCER
features colorful state-of-the-art high resolution graphics and
stereo sound. We at CAPCOM are proud to bring you this
newest addition to the Mega Man universe.

Yours truly,

e Motia

Joe Morici
Senior Vice President

WARNING: PLEASE READ THE ENCLOSED CONSUMER
INFORMATION & PRECAUTIONS BOOKLET CAREFULLY BEFORE
USING YOUR NINTENDO® HARDWARE SYSTEM OR GAME PAK.
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SAFETY PRECAUTIONS

Follow these suggestions to keep your MEGA MAN SOCCER
Game Pak in perfect operation condition.

1. DO NOT subject your Game Pak to extreme
temperatures, either hot or cold. Always store
it at room temperature.

2. DO NOT touch the terminal connectors on your
Game Pak. Keep it clean and dust-free by always
storing it in its protective plastic sleeve.

3. DO NOT try to disassemble your Game Pak.
4. DO NOT let your Game Pak come into contact with

thinners, solvents, benzene, alcohol or any other
strong cleaning agents that can damage it.
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GETTING STARTED

Insert your MEGA MAN SOCCER Game Pak into your
Super Nintendo Entertainment System and turn the
power ON.

Watch the game logo appear or just press START
to skip the title screen.

When the title screen appears, press START to choose
GAME MODE and begin the game. For explanation
of the play modes and OPTIONS, please refer to the
sections which appear later in this manual.

To end the game at any time, simply turn the power
on your Super Nintendo Entertainment System OFF
and eject your Game Pak.




CHAOS AT THE SOCCER STADIUM

In the near future the day had come for the big showdown
between the two best soccer teams in the nation. A wide
television audience was expected in addition to the large
crowd that had already assembled at the stadium.

As the teams took the field an uneasy feeling fell over the
crowd. Suddenly, bursts of fire pelted the stadium and the
field was engulfed in smoke. The crowd gazed in amazement
as the smoke cleared to reveal that the players had been
replaced by highly familiar robots running out onto the field.
It seemed the robots were going to play the game instead.

The television audience was especially surprised at the
events. The most surprised person was the one and only Dr.
Light, who immediately recognized the robots and knew Dr.
Wily had to be up to his old tricks. This is unexpected, Dr. Light
thought. That's probably what Dr. Wily is thinking: no one will
notice when my robots take control of the world through its most
popular sport. Think again Dr. Wily, here comes Mega Man!

Dr. Light brought to life a reserve of blue crime-fighting
robots with the trusty Mega Man leading them. The next
great robot showdown will be on the soccer field. No matter
where Dr. Wily’s diabolical plots occur Mega Man will be
there to battle through the robots and get to Dr. Wily.




MEGA MAN SOCCER

Mega Man Soccer is a futuristic sports-action game where
you can play soccer with a team comprised of robot masters
from the Mega Man action game series. Press Start at the Title
Screen to bring up a menu of the play modes in the game.
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PLAY MODES
Move the “Met” icon up or down to choose the mode of play
you want. Then press Start to begin play.

EXHIBITION will let you play a single match where you
can choose which robots will play on your team. You
may play a one-player game against the computer (1P
vs. COM), a two-player match with a friend (1P vs. 2P),
team up with a friend against the computer (1P & 2P vs.
COM) or watch a demo match (COM vs. COM).

CAPCOM CUP is a one or two player tournament
feature. You play as the Mega Man team and battle each
of the eight computer-controlled robot master teams.

TOURNAMENT is the same as the above CAPCOM CUP
except that you may choose to control any of the eight
robot master teams in addition to the Mega Man team.




MEGA MAN SOCCER, conr.

LEAGUE is a one or two player feature that gives you
the chance to play a season against all the other robot
teams. You play against the computer as a one player
team or as a two player team.

OFPTION MODE
s KEY CONFIG
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OPTIONS Mode allows you to adjust the control
function of each button, set the game time length

up to 10 minutes per half and choose the number of
special attacks per game. You may also listen to the
music themes and sound effects used in Mega Man
Soccer and adjust the sound from STEREO to
MONAURAL. Finally you put the KEEPER control

on AUTO to let the computer control your goaltender
or set it to MANUAL to have full control.




EXHIBITION MODE

Choose your formation of 7 players plus a goaltender based
on the type of play strategy you want by putting the "A”

or “B” arrow on the formation listed. The first number is

the number of defensive players, the second number is

the number of midfield players and the last number is the
number of attacking players. For a more defensive strategy,
choose 3-2-2, 3-1-3 or SWEEPER, which is a 2-2-2 formation
with the additional player playing SWEEPER position near
your goaltender.

FORMAT ION SELECT

After choosing your formation you go into Member Change.
Here you can adjust which robots you want on your team.
FW means Forwards, HF means Halfbacks, DF means
Defenders, GK means Goalkeeper and SW means Sweeper.
After each of these player roles will be a number of Mega
Man heads based on the formation you chose. Move the
square cursor up or down to make a change in players. Press
A or B button to move the square down to the robot list at
the bottom of the screen. Choose which robot type you want
in that position and press X,Y,A or B button. This will make all
players in that position the robot type you chose. Press Start
when you have finished selecting your robots.




EXHIBITION MODE, conr.

Now you move to Position Change. You can adjust where on
the field each robot will play. Move the square cursor to the
player you want to move, then press the B button. That
robot will flash on the field above. Then move the square
through the list again and another player will flash. Press the
B button again to switch the positions of these two players.

To look at the STATUS of each of your robots press Down on
the control pad. “Met” will appear next to STATUS. Press the
A or B button and a robot on the field will flash and more
information about that robot will appear. Press Left or Right
on the control pad to look at a different robot. When you
are done checking your robots, press the X,Y,A or B button.
To then look at the computer-controlied robots, press Left
on the control pad when you see “Met.” Scan through the
robots the same way as above.

Press Start to exit this mode and select a playing field for the
game. Move the flashing square to the field you want to play
on and press Start to play the game. Once time runs out you
may return to Member Change, Stage Change or Retry the
same game.




CAPCOM CUP AND
TOURNAMENT MODES

After selecting this mode of play, you may start playing a new
tournament or enter a password to return to a previous tournament
(see Passwords, p.12]. When starting a new game, a short anima-
tion sequence will play and then the game select screen will appear.
The CAPCOM CUP is a one or two-player tournament. Mega Man
will be in the middle surrounded by Skull Man, Cut Man, Wood
Man, Pharaoh Man, Dust Man, Needle Man, Fire Man and Elec
Man. To win the Cup you must play as the Mega Man team and
defeat each of these robot master teams.

POSITION SELECT Move the flashing square to a team

88 and press Start to play a match against
that team. Choose your formation
then press Start. Adjust the position of
your players in the same way as in
EXHIBITION. In addition you may move
players from your reserve team onto
your starting team or vice versa. Move
“Met” down to RESERVE and press A or B button. The reserve
players will appear below the starting eight players. Select the
player you want to switch, then choose the reserve player you
want to move into starting position. The original player will
automatically go into reserve.

Review the STATUS of your players or the computer-controlled
players the same way as in EXHIBITION. Press Start to begin the
CAPCOM CUP.

At the beginning of the CAPCOM CUP you have a team of
only Mega Man robots. As you defeat the opponent, you will
automatically gain one robot from each defeated team. This
player will appear in the RESERVE, so move it to the field if you
want to use this player.




PASSWORDS

At the end of each match in the CAPCOM CUP only, a
password will appear with red dots on a grid. Write down
this password for future reference. Once you have a
password you can quit and return to the same point

later by choosing “Password” after selecting the CAPCOM
CUP mode. Enter your password to continue.

TOURHAHERT

TOURNAMENT

This feature is similar to the CAPCOM CUP except you
may choose any team you would like. Select your team
then the TOURNAMENT tier will appear to show you who
will be playing whom. Choose your Formation, adjust
your player Positions or check STATUS. Press Start to
begin the TOURNAMENT.




LEAGUE MODE

LEAGUE is a one or two-player series of games where you
compete against all the other robot teams. You will always
play against a computer-controlled team even when you
play a two-player game.

After you choose a one or two player game, you may
choose from any of the nine robot teams. The players on
each team cannot be changed, but the position they play
can be adjusted.

The LEAGUE schedule will then appear and show you the
match-ups for the LEAGUE. You will only play the games
that the team you selected is involved in. Your team'’s record
will be displayed from left to right. Use the graph to line

up your opponent.

A red circle means you won that
SR B game, an X means a loss and a blue
ammmmmmn 31l tiangle means you tied the game.

: --_--:-__-ﬂﬁ- B 2l “GP” refers to Game Points and
0 “GD" means Goal Differential. You
R el receive 2 points for a victory and |1
EOSLIEE IR point for a tie. The Goal Differential
is determined by subtracting the
number of total goals you have allowed the opponent to

score from the total number of goals you have scored.

After each match, the schedule will appear and show you
the results of each match. When you have finished viewing
the results, press START and you can play your next

league match.




CONTROLLING YOUR PLAYER

Here is an outline of how to control your robot player with
the default control settings:

Y Button
X Button
L Button
R Button
=
@ /o
N
Control Pad Sta” A Button
SEIECt B Button
Control Pad Moves player in direction pressed
WITH POSSESSION OF BALL
Y button Passes to teammate. Press control

pad and Y button simultaneously to
change direction of pass.

B button Shoots ball. Also can be used for a
long, low pass. Press control pad
and B button simultaneously to
change direction of shot.




CONTROLLING YOUR PLAYER, conr.

A button

Hold R button, then
press B button

Clearing kick or centering pass.
When in defensive zone, the A
button clears the ball straight
downfield. When in attacking zone,
the A button sends a long, quick
cross toward the goal. When near
the outside of the penalty area, the
A button will send a lobbing cross
toward the other side of the goal.

Special move (see page 17)

WITHOUT POSSESSION OF BALL

Y button
B button

A button

PASSING

Slide tackles or heads ball.
Depending on when you press
the button and the location of
the ball determines which move
is performed.

Shoulder tackle. Knocks opponent
off the ball and allows your player
to steal.

At the top of the field of play below the scoreboard there
is a player position guide that shows where the players are
since only part of the playing field can be seen at any one
time. Player 1 will be blue dots and Player 2 (or computer)

will be red dots.




CONTROLLING YOUR PLAYER, conr.

Use this guide to determine when to pass to a player. As you
are dribbling up field, watch the white dot on the guide. This
is the player with the ball. When you see one of your dots
move into an open or unmarked position, try to pass to that
player. If you pass before he appears open, most likely a
defensive player will intercept the ball.

SLIDE TACKLING, DEFENSIVE HEADERS

Tackling and defensive headers are an important part of
gameplay yet are difficult moves to perform. Try to start

a slide tackle about a half-inch away from the opponent
with the ball. Sliding diagonally at the opponent with the
ball can help you be more successful in making a steal.
Shoulder tackles only work when you are standing right
next to an opponent.

As for heading the ball, it really takes keen anticipation. You
must time the jump correctly in order to make contact. When
the ball is in the air, run underneath and if done correctly
your player will either head the ball in the direction you are
pressing the control pad or the player will trap the ball and
bring it down to its feet so you can pass, clear or shoot.




ROBOT CHARACTERS

SPECIAL ATTACKS

Each robot has special attacks that will change the look of
the ball and send it hurling toward the opponent’s net.
Should any player come in contact with the special attack
ball while in flight, that player will be disabled for a moment.
The ball will drop near that player, but that player cannot
play the ball right away. Another player may come in and
steal the ball.

In many cases, the special attack will go straight at the
opposing goal. Most goalkeepers cannot stop this shot so

a goal will be scored. Once again timing is crucial when
performing these special attacks. You must press the B button
and the R button precisely at the same time to perform the
special attacks, which are different for each type of robot.

ROBOT CHARACTERS

When playing in the EXHIBITION Mode you can select which
robots you would like on your team. Here is a list of the robot
you can choose from in the order as they appear on screen
from left to right in MEGA MAN SOCCER.

Mega Man Ice Man Elec Man
Skull Man Needle Man Wood Man
Flash Man Top Man Bomb Man
Bubble Man Fire Man Proto Man
Toad Man Pharaoh Man Dust Man
Cut Man Enker Air Man

Gemini Man Snake Man




LIMITED WARRANTY

CAPCOM U.S.A., Inc. (“Capcom”) warrants to the original consumer that this Capcom
Game Pak (“PAK") shall be free from defects in material and workmanship for a period
of 90 days from date of purchase. If a defect covered by this warranty occurs during
this 90-day warranty period, Capcom will repair or replace the PAK, at its option,

free of charge.

To receive this warranty service:

1. DO NOT return your defective Game Pak to the retailer.

2. Notify the Capcom Consumer Service Department of the problem requiring warranty
service by calling (408)727-0400. Our Consumer Service Department is in operation
from 8:00 A.M. to 5:00 P.M. Pacific Time. Monday through Friday.

3. If the Capcom service technician is unable to solve the problem by phone, he will
provide you with a return Authorization number. Simply record this number on the
outside packaging of your defective PAK, and return your PAK freight prepaid, at

your risk of damage, together with your sales slip or similar proof-of-purchase within
the 90-day warranty period to:

CAPCOM U.S.A,, Inc.
Consumer Service Department
475 Oakmead Parkway
Sunnyvale, California 94086

This warranty shall not apply if the Pak has been damaged by negligence, accident,
unreasonable use, modification, tampering, or by other causes unrelated to the
defective materials or workmanship.

REPAIRS AFTER EXPIRATION OF WARRANTY:

If the PAK develops a problem after the 90-day warranty period, you may contact the
Capcom Consumer Service Department at the phone number noted previously. If the
Capcom service technician is unable to solve the problem by phone, he may provide
you with a Return Authorization number. You may then record this number on the
outside packaging of the Defective PAK and return the defective PAK freight prepaid

to Capcom, enclosing a check or money order for $15.00 payable to CAPCOM U.S.A,,
Inc. Capcom will at its option, subject to the conditions above, repair the PAK or replace
it with a new or repaired PAK. If replacement PAKS are not available, the defective PAK
will be returned and the $15.00 payment refunded.

WARRANTY LIMITATIONS:

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY
LIMITED TO NINETY DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT
TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL CAPCOM BE
LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM
THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES.

The provisions of this warranty are valid in the United States only. Some states do not
allow limitations on how long an implied warranty lasts or exclusions of consequential
or incidental damages, so the above limitations and exclusions may not apply to you.
This warranty gives you specific legal rights, and you may have other rights which vary
from state to state.
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CAPCOM U.S.A.. Inc.
Consumer Service Department
475 Oakmead Parkway
Sunnyvale. California 94086

Game Counselors Available
8:00AM to 5:00 PM (PST)
408.774.0400
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