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A Special Message From

Thank you for selecting exciting and
fun-filled MEGA MAN 2™ .. One
of our exclusive family of
computer/home video games fram
CAPCOM's Captain Commando ™
“Challenge Serles.”

MEGA MAN 2™, created by
CAPCOM™ . . . premier
world-wide arcade game designer .,
. . features colorful state-of-the-art
high resolution graphics.

Licensed by Nintendd For Play Cn

@
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SYSTEM" ¥ .

This official 223l is your assweance that Ninendo® has
reviesswed Bhis prOdUCT 2nd 1hatil has mes ouwr sancands for
earglience N workrmarship, aelisbility and EnneLaEnment
valie, Always ok for this sesl when buying games and
ACCBSIONES MO ENsUne compkee compatibility wath yous
Mintendo Enteaainment Sysienr®

CAPCOM and Caprain Commangn am regisemd rademadis of CAPOOM LLSA, INC
MinfeTHaD and Mintenrn Ereedairment Spsem aee segistered rademanks of Mintenda of America Inc

GETTING STARTED

Insert the MEGA MAN Il cartridge and turn on your Nintendo
machine. The story of Mega Man will begin. If you would like to
skip the story, press START.

The MEGA MAM Il title screen should be on the screen. Use
SELECT to choose NORMAL or DIFFICULT mode. Press START
to begin the game.

You must now choose to START or enter a PASSWORD. Press
START to begin the game. The PASSWORD option will be
discussed later In the Passwords section of the manual.

. The STAGE SELECT screen will appear. This screen has pictures of

all elght enemy robots plus a spot In the middle for Dr. Wiley. Use
the control pad to move the fleshing box to the opponent of your
cholce and press START. The experlenced player will probably
want to choose Metal Man first. The beginning player may want
to try Alr Man or Flashman flrst. Later on In the manual you will
find a section called How to Beat Alrman. This Is Intended to
help a beginner get the feel of the game.

| Nintendo recommends against using a rear projection television with your NES as image
| retention on the screen may occur.




CONTROLLING MEGA MAN

The contrals for Mega Man are quite simple, but true masteny takes both
practice and skill.

Pushing RIGHT and LEFT on the controller moves Mega Man right and left.
This works even when he is jumping or falling. Remember thisl It is a very
important feature.

UP and DOVWN are used for climbing up and down ladders. Anytime the
pad is pushed UP 2nd Mega Man is over a ladder, he will immediately
start climbiryg.

The A button is used for jumping. The longer you hold the button down,
the higher Mega Manwill jump. If Mega Man is standing still on a ladder
when you try to jump, he will fall. Pushing UPwhile Mega Man is falling
off of a ladder will make him stop falling.

The B button is used for shooting. Unlike some super heros, Mega Man
can shoot while he is jumping or falling.

The START button is used for changing weapons, using energy crystals,
&

CONTROLLING MEGA MAN

and finding out how many lives you have left. Itis also a comvenientway
to pause the game. Choose Mext to look at the second screen. Lse the
UP and DOWN arrows to select the weapon you want and push START
againtaretum to the game. For more information on this function, see the
Weapons section of this manual, Be careful; ifyou push START while on
aladder, Mega Man will fall off the ladder when you returm to the game:,

One final note: When Mega Man is damaged, he is invulnerable for a
second ortwo. Take advantage of this time to get past tough opponents.
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In the upper left hand cormer of the game screen is an energy meter. This
shows how many more points of damage Mega Man is capable of
absorbing. When the meter reaches zero points, one Mega Man life will be
lost.

There are a number of objects that Mega Man can find that will increase his
energy. There is anenergy pellet and an energy ball. These add a litde energy
and a lot of energy respectively.

There is also an energy crystal, This is a full load of energy that Mega Man
can carry around with his weapons and use whenever he is running low on

Jjuice. This is accessed by pressing the START button and selecting the Energy
crystal. Pushthe START button again to fill your energy back up tomaximum,
Then select a weapon and hit the START button once more.

When you select a weapon besides the standard Mega Man weapon, a
second meter will appear to the left of the first. This tells how much charge

remains in the current vweapon. When that reaches zeno, the weapon no
longer fires. Weapons may be re-energized with weapon energy pellets and
balls.

The final rabot of each level also has an energy meter on the right side of
the screen to tell how marny of your shots it can absorb, When this meter
reaches the zero, you have defeated the enemy. S0me enemies are
imvulnerable to cerain weapons, but usually one certain weapon will
damage each opponent 3 great deal.

b

3

1°UP Player's Life Player's weapon
Adds One Player anergy increases anergy increases




In addition to the weapons, there are three special transportation items.
These are:

Item: Acquired when HeatMan is defeated. This is a levitation platform. Up
o three may be launched at a time,

tem: Acquired when AlrMan s defeated. This is a jet sled. Use it to fly over
difficult areas.

ftem: Acquired when FlashMan is defeated. This is an elevator and may

only be used against a wall. This item is capable of traveling higher
than the Lewvitation Platforrm,

PASSWORDS

After defeating each enemy, you will have a choice berween either Stage
Select or Password. [fyou choose Password, the current password will be
shown. You may write this down and use it [ater to get [0 this exact same
point inthe game. Simply keep track of where the bubbles are and next time
you begin the game select Password. A cursor will be displayed. Move the
cursor around with the control pad and hit the A button in each square that
had a bubble in it before, When you are finished you can continue the game
from that point,

MEGA MAN
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HOW TO BEAT AIRMAN

Alrman lives in his domain in the clouds. Fortunately, Dr. Light has found
information about his domain. Here is a step-by-step guide beginning just
after you select the Afrman level. Push the START button to pause at the end
of each section. [Remember: You must push START again to retum to the
game.}

1. Walk rightio the edge of the platform, When you reach the edge, the first
Alr Tikkl will appear. ltwill immediately start raising its horns. Jump onto
it as 500N as it starts to lower its hormns, run across and jump ta the platform
onthe other side. Do not remain on its head if you can help it. As soon as
you land on the platform on the other side, tum around and shoot the
Lump that pops up. Ifyou donot hit him immediately, jump up and shoot
at him wuntil you hit him.. Then tum and wait for the horns to go down on
the next Alr Tikkl and repeat the process. Do this for all five,

Z. a] A Lightening Lord will fly on the screen o your right. Jump up and
shoot him until he explodes. Then jump anto his Thunder Charlot.

b) Turm to your right and shoot at the next Lightening Lord 35 he comes
onto the screen and jumps nis chariot.

¢ Ride thraugh the cloud and as you drift up into range, carefully jJurmp up
and shoat at the next Lord as quickly as possible. Jump to his chariot as
fast as you can.

d| Tum to the left and shoot the next Lerd 35 you come up alongside.
Then simply step off the left side of your chariot and you will land on his.

] Face right to shoot the final Lord when he comes up alongside, and
Jurnp to his chariot. When this charlat gets close to the next edge, you can
easily jump onto it

. Run along the platform until you see a Flying Fish drop anegg. When the

egg hits the ground it will explode and the feathers will hurt you. To avoid
this, you should stop and shoot atthe egg as it is falling. The Flylng Fish
are evenly spaced and some are not visible because they are behind
clouds. You will have to learn how far apart they are so that you know
when to stop running and stan shooting. When you reach the right edge
of the platform, walk into the cloud and off the side and you will fall down
to the lower level.




HOW TO BEAT AIRMAN
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Walk right to the edge of the platform and another Alr Tikkl will appear.
When its horns start to go down, jump onto it and walk to the right edge
and back to the center. Walking to the right edge will sLimmon the next
Alr Tlkkd. You must wait, however, for the hams on both demons to go
down before jumping onto the second one. MAait at the center of the
second one for the horns to go down again and jump to the edge.

Remember, if you get hit, you are invulnerable so move quickly.

. Jump from platform to platform until you get close to the first Fan Flend.

The Fan Flends will try to blow you away from them, just jump up to the
right and shoot away while he blows you back left. After you defeat him,
move ontothe nextone. Be careful, there are more flying fish out there. If
you are jumping between platforms and get hit, you may fall into the
abwss. Once past all three Fan Flends, you will reach a gate. Walk
through this gate and you will enter a room with another gate on the far
end, Beyond this gate dwells Alrman.

. Alrman throws small tormados which deflect your shots and damage you.
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4. Jump left onto the two upper platforms. Then walk into the cloud on the

lovaver left and you will fall down to the next screen,

Run up close to the nearest tomado and try to jump over it. When there is
nothing between you and Alrman, he is very vulnerable to your shots,
Shoot as quickly as you can before he has a chance to throw mone
tomados.  He will usually throw 2, 3 or 4 sets of tornados before a
proficient player defeats him.

Good [uckl




hetal Man

Air Man

Flash Man

Bubble Man

As Mega Man defeats each enemy, he aquires their powers.,

HeatMan: The [H] Atomic Fire can throw three different sizes of fireballs. The longer you hald
the fire button; the bigger the fireball.

AlrMan: The [A] Air Shooter throws small tomados.

WoodMan: The [\W] Leal Shield creates a shield arcund you until you mone. The leawves are then
thrown im the direction the control pad s pushed

BubbleMan: The [B] Bubble lead i a bubble that rofls on the ground in front of yvou and
darnages what it hits.

CuickMan: The [Q) Quick Boomerang can throw up to three boomerangs, Holdthe fire button
fior contirmious fire,

FishMan: The [F] Time Stopperwill freeze all enemies for a little while. Be careful. When this is
used, it will continue until it is completehy drained of energy. It cannot be umed off early,

MetalMan: The (M) Metal Blade is a gear. Up [0 thiee may be thrown in arny direction the
control pad is pushed. This is probaibhy the best general purpose weaporn and the enengy 135 3
g time,

CrashMan: The [C) Crash Bomber can be thrown at walls and will detonate after a short delay.
it may be used to get through cerain walls

These weapons work with vanying degrees of effectivensss on differert opponents. It s best o
experiment, especialhy when fighting the final robot of each levef.
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ENEMY CHARACTERS

Bubble Bat Atomic Chicken Snapper
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COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency energy and if not installed and used
properly, that is, in strict accordance wath the manufacturers' instructions, may Cause interference
1o radio and teevision reception. thas been npe tested and found o comply with the fimits for
a Class B computing device in accordance with the specifications in Subpan 1 of Par 15 of FCC
Rules, which are designed o provide reasonable protection: against such interference in a
resicenial instaliation.  Howewer, there (s N guarantee that imerference wall not occw in a
particular instaliation. | this equipment does cause mterferance to radio o telewvision receplion,
wihich can be determingd by tuming the equipment off and on. the user is encouraged 1oty 1o
comect the interference by one or more of the: following measures:

— Reorient the recening antenna

— Refocate the computer with respect 1o the eceiver

= Mowve the compuber Sway from the recener

— Plug the cormputer inta a different outlet so that camputer and recedver are on different

—CirCLits,
If necessany, the wer should consult the dealer of an expenienced radio,/tekevision technician for
additional suggestions. The wser may find the followang booklet grepared Dy the Federal
Comrmurncations Commission haehoiul:

Howy to Igantify and Resohe Badic-TV Interference Problems.
This bookler i< available from the WS, Government Printing Office, Washinguon. CnC, 20402
Stock Mo, O04-000-00345-4.
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90-DAY LIMITED WARRANTY

S-DAY LIMITED WARRANTY
CAPCOM USA ine [“Capoom”| wamants to the angnal
corsumer thal this Capoom Garme Pak [RAK") shatl be fes
Feorm dlefenTs i manevial and Wormarshep for 3 perioaof 90
days from dane of pushase ¥ 3 defeo covered by this
WA CTUNE duiing this K-y wea manby period, Capoom
weilf repanr o replace the PAK, af &5 option, free of dharge.
1. B0 MOT retum your defectiee Game Fakiothe retailer.
2 Moty the Capoom Consumer Senice Depanmens af
the probiem nrequinng waranty serdce by caling
Chptde Califorriia Shate  [BO0] B43-4033 or fnside
Califorria Srae Call (&08) 745-7081.  Our Oorsumer
Senaoe Depanment inoperation iom BE00 A M. 10 510
P Pacitic Tane, Monday theough Friday
. ke Capoom service [echnician is unalee 0 sohe the
probiem by phons. e wall provde yoor with a Renam
Authorizatan number. Simply record dis numoer on
the cunside i aging Of your defectae PAK. and etum
your PAK feaght. pepaid, of youw riek of damenge.
[mgetner with wiur sales s or Similar groof-ol-
prchase warhan the A0-glay WamanTy period 10:
CAPCOM LS A . InC
Consumer Senacs Depanmeny
33013 Scom Bl
Sortta Clawa, A 95054
This wamancy shall not apply if the FAK nas been damaged
by neglgenice, sccident, ureeasonatbie vse, moddficabon,
Rarrmeei ] Of Dy OINEr Causes U rie aled it defect e ralenals
A Arkmanzhis

L]

If e PR cemvefogrs a probiern after the S0-day waranly
petiod, you May onacl the Capoonm COrsumer Senioe
O patmenl al the phont number nomed above. I e
(CE00N S nCe LRChC LN s unable so sohee theprobiem by
phone, he may provide you with' s Betum Aufonzabon
ruamber. Yow rmay then recoid this number on the utsiie
packaginig of the defediiee PAK ard retum e defpdhas FAX
gl prepaid 10 CApcom. enciasing A check oF money
arder for SO0 pavanle 10 CAPCOR LISA, e, Capoom
willar its ppnion, sLbent o the condrions abave, epaithe
PAK or sepdace 1wt a e or nepared P, I replacement
PAKS are rot svailable, the defeclive PAK wal De retumed
and thr $H0000 gament refunded,

WARRANTY LIMITATHONG:
AN APPLICABLE BAPLIED WARRANMTIE S, INCLLIOING AR -
EANTIES OF BMERCHANTARILTY Ml FITMESS FOR A
PARTICLLAR PLRPCAE, ARE HEREY LWATED TO NNETY
DAY FROM THE DATE GF PLRCHASE AMD ARE SLBIECT
T THE COMNDATICNE SET FORTH HEREIM. 1K MO EVENT
SHALL CAPCOM BE LIABLE FOR CONSECLENTIAL OF
INCIDENTAL DARAGES RESLL TG FROM THE BREACH
OF ANY EXPRESS OR MMPUED WARRANTIES.

Tree proedsions of ths wamanny ane valid in the Linited Stares
only. Some stases 0o nat aliow Iimetations on Bow fong an
implied weamanty lasts or exchmions of omedquential of
inciderral camages. $0 e Al [MMEEE0ns and sckision
iy i 0y D0 w0l THis wartdnoy Qives woi speciic egal
rghl:g_ and you iy hawe other righes wehich warny from see
T3 SR
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