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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND
BAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS
PRODUCT BEFORE USING YOUR NINTENDOY HARDWARE
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION.,

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES

QWARNING - Seizures |

* Some people (about 1 in 4000) may have seizures or blackouts triggered by
light flashes or patterns, such as while watching TV or playing video games,
even it they have never had a seizure before.

* Anyone who has had a seizure, loss ol awareness, or other symptom linked
10 an epileptic condition should consult a doctor before playing a video game.

= Parents should watch when their children play vides games. Stop playing
and consult a doctor if you or your child have any of the following symptoms:

Convulsions Eye or muscle twilching . Loss of awareness
Altered vision trvoluntary s * Disori lon

To reduce the likelihood of a seizure when playing video games:

. Sit or stand as far from the screen as possible,

. Play video games on the smallest available television screen.
Da not play if you are lired or need sleep.

Play in a well-lit room.

Take a 10 10 15 minute break every hour.

O

[ S WARNING - Repetitive Motion Injuries and Eyestrain

Playing video games can make your muscles, joints, skin or eyes hurt after a
few hours. Follow these instructions to avoid problems such as tendinitis, carpal
tunnel syndrome, skin irritation or eyestrain:

+ Avoid excessive play. It is recommended that parents monitor their childran for
appropriate play.

Take a 10 to 15 minute break every hour, even if you don't think you need it.

It your hands, wrists, arms or eyes become tired or sore while playing, stop and
res! them for several hours befare playing again.

It you continue to have sore hands, wrisls, arms or eyes during or after play, stop
playing and see a doctor.

LA WARNING - Electric Shock]

To avoid electric shock when you use this system:

+ Do not use the Nintendo GameCube during a lightning storm. There may be a
risk of electric shock from lightning.

* Use only the AC adapter that comes with your system.

« Do not use the AC adapter if it has damaged, split or broken cords or wires.

+ Make sure thal the AC adapter cord is fully inserted into the wall outle! or
axtension cord.

+ Always carefully disconnect all plugs by pulling an the piug and not on the cord.
Make sure the Nintendo GameCube power switch is lurned OFF before removing
the AC adapter cord from an outlet.

LA CAUTION - Mation Sickness |

Playing video games can cause motion sickness. If you or your child feel dizzy or
nauseous when playing video games with this system, stop playing and rest. Do
not drive or engage in other demanding activity until you leel better.

[ AACAUTION - Laser Device |
The Nintende GameCube is a Class 1 laser product. Do not attempt 1o
disassemble the Nintendo GameCube, Refer servicing to qualified personnel only.

Caution - Use of controls or adjustments or pracedures other than those specified
herein may result in hazardous radiation exposure.

CONTROLLER NEUTRAL POSITION RESET

if the L or R Buttons are pressed or the Control Stick or C Stick are moved oul of
neutral position when the power is turned ON., those positions will be set as the
neutral position, causing incorrect game control during game play.

To reset the controlier, release all butlons and
sticks to allow them to return to the correct
neutral position. then hold down the X, Y and
START/PAUSE Buttons simultaneously for 3 "' -‘-
seconds. ' )

L Button R Bathon




and related products.

The official seal is your assurance
that this product is licensed or
manufactured by Nintendo. Always
look for this seal when buying video
game systems, accessories, games

Himendn dags nas ficense the sate oruse of products without the O%izial Nincendn Seal.

Official

THIS GAME SUPPORTS
SIMULTANEOUS GAME PLAY
WITH TWO PLAYERS AND

i Player CONTROLLERS.
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MEMORY CARD FOR SAVING .

Jyour statutony rights. W

IMPORTANT LEGAL INFORMATION r.
Copying of any video game for any Nintende /' |
system Is illegal and is strictly prehibited by i
domestic and intematicnal intellectual property”
lows. "Back-up” or "erchivol” copies are not! &
authorized and are not necessary to protect gour
softwere. Violators will be prosecuted.

This videe game is not designed for use with any
unouthorized copying device or cny unlicensed

4, aucessony. Use of anu such device will invalidobe

your Nintende product wemranty. Nintendo .'d@kr
any Ninteado licensee or distributor) is nog i,
responsible for chy domoge or loss coused Bif the
use of gy such device. If use of such device couses
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GETTING STARTED |

PDoor I: Start

Selling Up ' Start a game by selecting one of these options:
1. Make sure the POWER Button is OFF : < New Game - Play any game from Mega Man |

any game to start it from the beginning. On the game's
Title Screen, select Start.

< load Game - finy time you clear a stage, your game
is saved automatically to the Memory Card in Memory
Card Slot A. Select this option to load your saved game.
[Just be sure the Memory Card is still inserted
in Memory Card Slot A.)

Tip: See page 18 for more information on saving.

2. Insert the Mega Man® Anniverrary
Gollection Nintendo GameCube™ Game Disc
as described in the instruction manual.

3. Insert the Nintendo GameCube™ tonlrotler
inte Controller Socket 1.-

4. To save games, insert @ Nintendo GameCube™
Memory Card into Memory Card Slot A.

5. Press the POWER Button ON. The Title Sereen
will appear.

Important: Make sure not to touch the conlrol
$tick while doing so. ¢

Door 2: Options
Set the game up your way.

= Sound Options ~ How loud would you like the game’s
music and SFR? Set it he{e

Gomeplog Opliom_ ¥
Navi Mode Onl/O# - Turn this On for in-game hints
(Mega Man 1 - & only).

Difficulty - Eary is for beginners. Normal is for

. everyone else (Mege Man | - 7 only).

tarting Lives - Give yourself 3 lives (just like in the
ginal Mega Man games) or § lives to clear a level.

i Press START/PAVSE at the
el Title Screen fo open the
Main Menw. Select one of its
} three doors. {Use the Menu
Controls here and for all
menus in the game.}

games qn' ochs unseen game features.
door to see the Illdden prizes




CONTROLS

Z Button
START/PAUSE ---- ~ Open/Close Sub-Screen
v Ulew game hints | e Y Button
~ Pause A

v Rutofire [Mega Man
I - & only]

----- X Button

v Slide [Mega Man
5 - 6 only)

i A Button

~ Fire

+ Confirm

» Scroll through Mission
screens in some games

¢ v Hold down to charge

your weapon, and

Control Stick
or Control Pad-

- v [flove Mega Man
v Select menu items

B Button
s
« Slide (5 Butten
v Cancel

Man 4- s onlg]

release to fire (Mega

ACTION!

Move Mega Man
= Press the Control Stick of Control Pad ¢/ § [=/mp,

flide

= Tap the X Button to slide [Mega Man 3 - & only).
o Press the B Button + § o slide [all games).

Jump

< Press the B Button fo jump up. Jump while moving
the Gontrol Stick or Control Pad to reach ledges
to the left and right.

flte

= Pre.ss the f Button to f‘ ire your weapon. You can fi ire
“and jump at the same time.

-2 Hold down the A Butten to charge up your weapon
‘When you release the button, you get a bigger blast
.. that does more damage (Mega Man 4 - 8 only).

. 2itiold down the Y Button ta autofire
- & only).



GAME SCREENS

GAMEPLIAY SCREEN

Current Weapon & Energy Level
Obtain another weapon to switch
] ol

Energy Level ---}

Decreases as

Mega Man
takes hils
Remaining -- W =
Lives == Weapon
“ Capsule

When they're
used up, the :
game ends 1

Energy Pellet
Restores Mega Man's energy

of your current
weapon

SUB-SCREEN -

- Press the Z Button to open the Sub-Screen where you can chech

your game status. In-game hints (page 7) also appear on this
screen. Select Aext to cycle through the pages. The game pauses
as long as the Sub-Screen is open. [ 3

- - =Stored Energy
Tanks

= NEXT Button

“The Stage Select screen appears

« . rokling, ;ﬁouse the stage you'll
- play by selecting the Stage Boss.
... You gan select any Stage Boss you
haven’t defeated.

Restores energy

MORE GAME INFO

STAGE SELECT

when you select either New Game
or load Game. To get the game

2 In'Mega Man 1 - 6, you see
all the Bosses.

"2 In Mega Man 7 - 8, you see the first four Stage Bosses.
Beat those Bosses to see the nest four Bosses.

' S fis you clear stages, more stages become available.

< Beat the Bird or other friends
show vp when the going gets tough
to lead you toward the right path.

haracters will give you hints, While in Navi Mode,
\START/PAUSE when you see “I" on screen
to display the hints. 1



PASSWORDS COUECTIBLES

Your game is saved automatically Run over collectibles to pick them up. Besides the items on this
when you clear a stage or lose T page, see what else you can find!
all your lives. You also get | = ENERGY PEWETS ~ Increase Mega Man’s energy level.

@ password every time you clear
a stage. The password gets you
back into the game at that spot.
{So write it down.}

< WEAPON CAPSULES — Increase the energy level of Mega
Man's current special weapon.

S ENERGY TANKS — Fully restore Mega Man’s energy supply.
To use a passwaord, select Mega Man can store Energy Tanks until they're needed.

a game, and then select < 1-UP - Gives Mega Man one mare life.

Password from the game's gt < RUSH COM — Rush turns into a springboard and catapults
Title Screen, ' Mega Man over obstacles.

< Use the Gontrol Stick or Control Pad < RUSH MARINE ~ Rush turns into a submarine
to move the cursor. for undersea searches.
< Press the A Button to enter a Chﬂ_fﬂtlef- = RUSH JET — Rush becomes a jet sled for sky-high travel.

2 Press START/PAVSE to submit the Password.

If you got it right, you’ll resume the game, but you'll
lose temporary items, such as extra lives, energy
and weapon subfanks.

Tip: Mega Man 8 doesn’t have passwords.

Tip: Not all items appear
in every game.

WEAPONS

<= The @ Button is the Fire and Charge button.
Tap it to fire. In Mega Man 4 - 8, hold i
(own to charge up your weapon, and release it to fire.

= You can obtain new weapons either by defeating Bosses
and collecting their weapons or by collecting enough
parts to make something new. When Mega Man changes
weapons, he also changes color.

<= When your weapon is charged up, it fires with a bigger
blast and does more damage. Mega Man sparkles Qi
when he’s using a charged-up weapon. ; .@@\



MEGA MAN GAMES

MEGA MAN I:

The Mega Man Story

it’s MEGA MAN versus the powerful leaders and fighting forces
of Monsteropolis - that strange multi-faceted land

_ of robot-like Humanoids. _
Britliant scientist Dr. Light conceived the construction of fully-

operational human-like experimental robots to perform specific
everyday duties. Dr. Light, and his assistant Dr. Wily, encouraged

\ by their very first near-human robot — MEGA MAR - proceeded

fo develop six additional Humanoids, all programmed to perform
- prescribed rituals:

= Cutman — Designed to function as a lumberjach. Powerful
saw-toothed scissors-like instrument protrudes from head,
capable of gnawing through giant forest lumber.

= Guteman - A bulldozing character capable of lifting
and transporting huge boulders.

2 leeman - Impervious to chilling sub-zero temperatures,
capable of human-like performances under extreme
climatic conditions.

= Bombman — Al real “blaster” as a heavy-duty laborer who
“uses intensely powerful explosives to clear land for Dr. Light's
construction projects. -

< Fireman — Melts and molds
metals with flame-throwing
torch flaring from atop
his head.

< Eleeman — Dr. Light's
electrifying creation, planned
for conducting electrical operations ,
— even supervising nuclear power plants,

But, with the exception of MEGA MAN, atl of Dr. Light’s
near-human robot experimentation went awry. Assistant Dr. Wily
turned disloyal, re-programming Dr. Light's Humanoids, now ben
on destroying opposition so Dr. Wily can control the world

and its resources.

Resisting re-programming, MEGA MAN is chosen as the defender
of the universe and its inhabitants. INEGA MAN dares to single-
handedly penetrate seven separate empires of Monsteropolis,
eliminating the leaders and followers of these sovereignties.

Get ready for some very exciting challenges!

MEGHA MAN 2:

The Return of Wily
In the year 200%, a super-robot named Mega Man was
created by Dr. Light to stop the evil desires of Dr. Wily.

However, after his defeat, Dr. Wily created eight
of his own robots to counter Mega Man....
¢




. MEGA MAN 3:
Metal Attack
. “Calling Mega Man! Calling Mega Man! Come in please!

“lMega Man, we need you! We're down to the wire on our
peace~keeping project. We've got to get those last energy :
. erystals or we can't finish it. Dr. Wily is here now, too...yes...
he's finally found his sanity. He knows where the crystals are!
They’re in the mining worlds, but we can't get to ‘em. The
robots are running amok and they’re destroying everything!

. “You've gof to get there, Mega Man, and get those crystals!
You'll have to face some pretty mean metal. Expect the worst!

< Is Rush there with you? Give him a bolt to chew on and tell him
it’s from us. What's that...we must be getting static...sounds like

- You said ‘Woof . continue. The world must be made aware

“Mega Man, get to those mining worlds pronto! Grab the crystals - of my genius!

and stop wheever's in charge! He's one dunatic guy! From my Siberian citadel, I've sent eight of my most

i T owerful robots to destroy the titanium troublemaker, Mega '
This is Dr. Light. Over and out! ﬁdan. Once they have obliterated him, | will place his brol?en

body on display for the entire world to see. Only then will [

be allowed to take my place as the greatest robot des:gner '

of all time!

" Good evening, Dr. Light:
' - Allow me to introduce myself
— 1 am Dr. Cossack. You may .
not have heard of me, but soon

the world will know my name.

Over the years, you have been
hailed as the greatest robot
designer in the world, while my
robotic creations have been totally

~ ignored. | cannot allow this to

(signed) Pr. Cossack



MEGA MAN 5:
Brother Against Brother!
“Cossach to Mega Man! Cossack to Mega Man! Come in, Mega Man!

“Protoman has gone wild! City Hall and the spaceport have been
totally destroyed and the city’s power gtid is in shambles. ve
never seen destruction on this scale before!

“I know you're worried about Dr. Light, but your first duty is to
free the city from the grip of Protoman's robots. | can modify your
reactor to give the Mega Buster a little more power, but the rest
is up to you. Dr. Light and | have been working on a special
project, but it's not finished yet. Maybe if | can get it
working, it might give you an edge.

“Remember to watch your back, Mega Man.
Protoman seems to have become more ruthless
than we thought possible. Good luck!

Cossack out!”

‘The Mysterious Me. X!

The most talented robot

designers from across the globe

have come to the First Annual

Robot Tournament sponsored

by the bitlionaire, Mir. K. Traveling from Japan, Canada and the

United States, the designers have brought their finest cybernetic
creations to do battle in a series of tests to see which robot can

claim the title of “The Most Powerful Robot in the World.”

Nothing seems strange as the contest begins, but when the top eight
robots enter the arena for the final event, the lights dim and the
mysterious fMir. X appears...

“Ladies and Gentlemen...I wish to thank you all for coming to see
the final event of my First Annual Robot Tournament. As you know,
| have kept the final event of the tournament a secret. This event
will test the strength, skill and intelligence of each of these find
robots. In fact, it will also test the strength and skill of each one
of you. That may seem strange, but I’'m sure you will understand
when | explain that the final test for these robots is to help me
onquer the workd!

‘Please excuse me and my robots as we teleport out of
, but we have a lot of work to do. But don’t worry,




MEGA MAN T:
Dr. Wily Behind Bars!

The world’s pulse raced with excitement! Everyone truly believed
“the conniving Dr. Wily had been stopped for good and imprisoned
by the valiant Mega Man. Reporters jockeyed with cameramen
for snapshots as the infamous Doctor hung his head while being
. dragged away in handcuffs. Dr. Wily would soon be behind bars.

Or would he?

- Dr. Wily was ready for anything. He had known his dastardly plans
~ would end in failure some day, so after six months without contact
* his laboratory sprung to life. Monitors whirred into action, lights
‘flashed and the 1ab control panel booted up. In no time four hidden
robots emerged. The robots then began a rampage in search of their
master. Wily had done it again. Nothing would get in their way!

The world’s racing pulse turned to nervous fear as a city was
pummeled. Wasn't Dr. Wily in jail? Why;was this still happening?
" The four robots took no heed of the great robot creator Dr. Light.
. Mega Man found Dr. Light and the canine cyborg Rush fallen
©in the streets.

“Dr. Light? fAre you 0.K.?” Mega Man shouted.

“Mega Man! We have no time,” replied Dr. Light.
“Dr. Wily is using his robots to cover
up his escape. You must go! Follow

his spaceship!”

Mega Man, Dr. Light
and Rush looked on

in horror as Dr. Wily's
spaceship shot out

of the prison. Dr. Wily
was on the loose!

MEGA MAN 8:
Mega Man

Mega Man, the second rebot
created by Dr. Thomas Light, was
originally intended only to perform
functions in the laboratory that Dr. Light _
could not perform himself. Slowly, Dr. Light began using Mega Man
for more and mere advanced robotics experiments. "

One day, MMega Man walked in on Dr. Light listening to an
intercepted transmission from the evil Dr.Wily. The transmission
exposed Dr. Wily’s plans for world domination. Mega Man
convinced the good Dr. Light to let him chase down and eliminate
the threat of his nemesis.

fMega Man’s days as a “gofer” in the lab were over!




POWER BATTLES

Join up with a friend in power battles, where you both take on \
Dr. Wily’s robots. Or take your chances alone. In these games you “I n‘r’
can control Mega Man, Bass or Protoman. Gofor it! \ f .

| SR

Vo

< When Mega Man is damaged e can
for a second or two. Use this time to get pasl
tough spots.

< |t takes magimum strength to beat any Boss.
Always go info battle with as much power \
as you can muster. |
|

= You get the Boss’s weapon when you defeat him.
Figure out which Boss to take on first, second,
and so on, so you'll have the right weapon
for the next battle.

|
T You'll pick up a password whenever you clear i
|

save), is mserted into’ I'lkmorg Card ,
Game {rom the Main menu i

2 If you turn on the puwer to t
~“ith the memurg gard alrea

a level. Be sure to note it down someuwhere.

T @ In Mega Man 8, some stages are longer than

others. The longer ones allow you o save in \
mid-level. Be sure to do so, so ii's not a tragedy |
if Mega Man loses all his lives before you defeat _ ‘
the Boss!

‘f.\ '

19
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The entire ClassiC Mega man cartoon series Is now
avarnabie in TWo exciting DUDS! Each three-gisc uoiume
CONtains ouer File nours oF Mega-action!

Find these and other ADU FilMS
DUDS wherever DUDS are soia or
at Wil adurims.com.

ACTION FIGURES - PLAY SETS - VEHICLES

MEGA MAN™ CCAPCOM CO LTD 2004 ALL RIGHTS RESERVED CAPGDM




CREDITS REPRIRS AFTER EXPIRATION OF WARRANTY

i

WARRANTY LIMITATIONS

Artbox Entertainment is very proud to be a

part of the 15th Anniversary celebration of

Mega Man with our American launch of

Mega Man™ Trading Cards. This set follows
the adventures of Mega Man, the boy robot.
and his creator, Dr. Light as they battle the evil

N

Dr. Wily in his attempts to conquer the world, plus more.
What to collect:
54 Total Cards
45 Standard Cards
9 Special Foil Chase Cards with all-new original art by
renowned Mega Man artist. Patrick Spaziante!*

* Chase Cards randomly inserted.

6 Cards per pack/24 Packs per box
Available Spring. 2004!
CAPCOM ;

™ & CAPCOM CO. LTD. 2004 ALL RIGHTS RESERVED us at www arioxen
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