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A Special Message From CAPCOM SAFETY PRECAUTIONS
Follow these suggestions to keep your Mega Man 5™ Game Pak in perfect

e ™ HH - J
Thank you for selecting Mega Man 5™ the latest addition to Capcom’s S ting eendion.

library of titles. Following such hits as Mega Man 4™ and Gargoyles

Quest II"™. Mega Man 5™ continues the tradition of action-packed family 1. DO NOT subject your Game Pak to exireme temperatures, either hot or cold.

Always store 11 al room emperature.

oriented games for the Nintendo Entertainment System. (it ; ;
£ Y 2. DO NOT rouch the terminal connectors on your Game Pak. Keep it clean and
: dust-free by always storing it in its protective plastic sleeve.
- ; ; : :
Mega man 5™ features colorful state-of-the-art high resolution graphics. 3. DO NOT iry to disassemble your Game Pak.
We at Capcom are proud to bring you this thrilling new addition to your 4. 2O NOT let your Game Pak come in contact with thinners, solvenis, benzene,
video game library. aleohol, or any other strong cleaning agents that can damage ir.
WARNING: DO NOT USE WITH FRONT OR REAR PROJECTION TV!
i P Do ot s  Irant or rear projectian tekeision with your Nertendo Ensanainment System® ('NEST) ard NES games.
e fla . Your projaction televsion screen may be parmanently damaged il video games with siahanary scenes or patterms
o L llr" | CIF ane played an your prajction Iefevsion. Similar damage may ocour i you place @ vided game on heid o pauss. B
t’;'{J-?f_.J Fild A r FOU UBE FOUr progection ieievision with NES games, Nirlerdo will not be kabie for any damaga, This situation s not
L cAused by a defect in the NES or NES games; other fed or ropeilive mages may cawse similiar damage 1o a
_lnc Mﬂr"c‘ Beirimncy el Bantnido Erlertainment This official seaf is your asswanos hal Ninkenda projaciion televizion, Plaase comact your TV manufaciores for lurthar informiabion
L Syanm A sk MRStk of has appioved the qualky of [his product. Always
. - - B rsnch of Americ no. book; e thiss seal witaen buping games ond ases-
SE]“DI Vlﬂﬂ- Prﬁ«ﬁlfbﬂ'nt SONEE A ENSLTE CoMmpiale Jompaihily with youe
Capons & & gl ateman of Mictandy Emerainment Sysiem. A8 Mistanco A B ¥ & 8 R ¥
CAPCOM U.S.A. Capoom US4 pinchacts are b fy s o utn Gy sih &, viery small portion 91 tha population may asperiance apionlic soiires when viewing cersin kinds of fashing lights ar
i i i E AN ﬁm%‘j Ig:':':_'&_"'ﬂ Eaanng the (Ml petlemne 1hat are commonly present i aur daily environment. These persons may aspanence seizures while walching
e L'.J-PUI.‘-‘JI-!Ils-anegﬁEﬂrd Eaiark : soms kinds of elevision pciures or playing cortan Moo games. Piayers who have net had any previous SRTUNgs may
"ﬂ GAPEOM LFSA nonatheiiass have & undalected epileptic condiion. Wie sLggest shal you consull your phwsician it yod have &n epbeptc
condtion or  you expanenca any of the follpwing symptoms while playing video games: allered vision, musde tariching,
oiher involumary movements. iods of awaneness af your surmoundings, memial condusion and convulsons,
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GETTING STARTED

. Insert your MEGA MAN 5™ Game Pak into your Nintendo

Entertainment System and turn it on.

. Watch the story screens to see the Kidnapping of Dr. Light or press the

START button to skip to the title screen.

. At the title screen, you can choose to begin a new game or use a

password to continue a previous game.

To begin a new game, move the arrow next to PRESS START,
then press the START button on your control pad,

To continue a previous game, see the Using Your Password section later
in this manual.

. When the next screen appears, you will see mug shots of eight of

Protoman’s robotic creations. Use the control pad to highlight the robot
you wish to battle and press the A button to start the action!

. To end the game at any time, simply tum off your Nintendo

Entertainment System and remove your Game Pak.,




BROTHER AGAINST BROTHER!
“Cossack to Mega Man! Cossack to Mega Man! Come in, Mega Man!”

“Protoman has gone wild! City Hall and the spaceport have been totally
destroved and the city's power grid is in shambles. I've never seen destruc-
tion on this scale before.”

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

“Hemember to watch your back Mega Man,
Protoman seems to have become more ruthless
than we had thought possible. Good Luck.”

“Cossack out!™

4}

CONTROLLING MEGA MAN

Move right or left

Charge the Mega Buster

Fire a weapon
Jump

Slide

See the stalus screen

CONTROL

Press the control pad right or left.

Press and hold the B button. (Only works
when the normal cannon is selected.)

Press the B button.
Press the A button,

Press down on the control pad and hit the
A button, Mega Man will slide in the
direction he is facing.

Press the START button.

PAD

.

L
SELECT— L—sTaRT




POWER UP!

ATTACK OF THE CYBERNETIC SOLDIERS!

The dark shadows of Protoman’s eight robots now cover the city. Each of Az you blast Protoman’s cybemetic creations to smithereens, you will gain
these cybernetic soldiers have surrounded themselves with wave after their special weapon and add it to your arsenal. You can view the various
wave of mindless metal munchkins who are just waiting to pound Mega weapons you have collected by pressing the START button, When the
Man! It's up to you to run, jump and climb past death-dealing robots and weapon box appears, vou can see

metallic maniacs to get into the robot master’s inner sanctum. Once you each all of the weapons, energy

arrive, you'll dig in and stand toe-to-toe against his awesome attacks! tanks, mega tanks and extra lives  yyeapans

Pummel him with the power of your Mega Buster to throw him on the you have collected so far. Press

scrap heap for good. Add his weapon to your arsenal and get ready for the control pad in any direction Weapon i o

action as you face the next robotic rebel! to select the weapon you wishto g nerey Level

activate and then press the A |  HEGAHENY
button. When you return to
action, Mega Man will be armed

with that Weapon. Energy Tanks Lives Remaining

Remaining

Energy Level

Mega Tanks Remaining




ROBOT REINFORCEMENTS

Mega Man isn’t the only one who is worried about Dr. Light! Rush and
Flip-Top are scouring the city for any clue to the location of their lost
leader. But, if Mega Man is in needs of a little help, Rush is ready to leap to
his side. Using his special powers, Rush can transform into a two unigue
configurations to help Mega Man get by treacherous traps.

Rush’s Configurations Are:

(RC)  Rush Coil: Rush wmns into a springboard to send Mega Man
flyving over obstacles.

(RJ)  Rush Jet: Rush tums into a jet sled for super-sonic travel.

NOTE: Rush can only transform into the Rush Coil at the beginning of the
game. Mega Man mwst find the Rush Jet adaptor before Rush can become
the Rush Jei.

To summon Rush, press the START button. When the weapon box
appears, press the control pad in any direction to highlight the machine yvou
wish to use, Then press the A button (o activate the machine.

10

CONTROL FOR THE BATTLE

When you retum to battle, press the B button to call Rush and he will
materialize next to you. Just jump on him and away you go!

Flip-Top, Dr. Light’s cybemetic suitcase, will appear from time to time and
give Mega Man a power-up item. Once he has dropped off his package, he
will automatically transport himself back to Dr. Light’s lab.




SPECIAL ITEMS

JUST BEATIT!
Prior to Dr. Light's kidnapping. he and Dr. Cossack had been working . '_“'\I Energy Pellets: These pellets increase Mega Man's
on a brand new attack robot named BEAT. Hidden throughout the city Nt energy level,
are the parts to activate this powerful new ally. If Mega Man can collect

the letters to spellowt M E G AM A NV, Mega Man can call and I rﬁ;\rj Weapon Capsules: These capsules increase the energy

activate BEAT, _ = level of Mega Man's current special weapon.
{
: [;E.j Energy Tanks: These tanks of energy refill Mega Man's
= = supply. Mega Man can store these tanks until needed.
5: = Mega Tank: These tanks of mega-energy refill Mega
= I—E—l Man’s energy level. They also refill all of Mega Man's
: weapon energy levels.
e Y I-Up: A 1-Up gives Mega Man one more life.
Y




USING YOUR PASSWORD

As you reduce Protoman’s robot masters into scrap metal, Mega Man may be
rewarded with a secret password, Using a piece of paper and a pencil, copy the
color and locations of the dots inthe password grid. When you finish, place your
password in a safe place.

The next time you play Mega Man 5. you can continue from where you
received yvour password. Here's how:

1. On the title screen. move the amow next to PASSWORD and press the
A button.

I

. When the emply password grid appears, move the brackets to select the color
of the first dot and press the A button,

3. Move the brackets to the location of the first dot and press the A button 1o
place the dot. (To erase the doi, press the A butlon again. )

4. To select a different color dot, press the B button to exit the password grid and
reselect a dot.

3. Once you have finished placing each of the dots in your password, move the
brackets to END and press the A button. If the password is correct, the game
will return you 1o where you received the password.

MEGA HINTS

1. Each robot master is vulnerable to a certain tvpe of weapon. If a robot
master seems hard to defeat using the normal cannon, you may need o
acquire a special weapon to defeat him.,

2.If your special weapon runs out of energy, pick up a weapon capsule
while the special weapon is active and it will recharge the weapon.

3. There are power-up items hidden behind some walls. Blast the walls with
your Mega Buster to find these secret passages,

4. Ride the Super Arrow to help Mega Man scale high walls.

5.Charge up the Mega Buster as you run, so it is ready when you need it..




ROBOT MAS 5 NOTES

CHARGE MAN NAPALM MAN GYRO MAN STONE MAN

CRYSTAL MAN WAVE MAN STAR MAN GRAVITY MAN
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ATIONS

"LIMITED WARRAT

This equipment generates and uses radio frequency energy and if not installed and usexd
properly. that is. in strict accordance with the manufacture’s instructions, may cause
interference o radio and 1elevision reception. It has been type tested and Found to
comply with the limits for 2 Class B computing device in accordance with the specifica-
tions in Subpart J of Part 13 of FCC Rules, which are designed to provide resonable
protection against such interference in a residential installation. However, there is no
guarantee that mierference to radio or elevision reception. which can be determined by
tuming the cguipment of ¥ and on, the user 15 encouraged o try o correct the interference
by ome or more of the following measures:
— Reorient the receiving anlenni
— Relocate the NES with respect to the receiver
— Move the NES away from the receiver
Plug the NES into a different outlet so that NES and receiver are
on different circuils.
If necessary, the user should consult the dealer or any experienced radigftelevision echni
cign for additional suggestions. The user may lind the following booklet prepared by the
Federal Communications Commission helpful:

How to identify and Resolve Radio-TY Interference Problems.
This booklet is available from the U.S. Government Printing Office,
Washington. D.C. 20402, Stock MNo. O04-000-00345-4,

H-DAY LIMITED WARRANTY

CAPCOAM LS A Bne, §"Capeoen™) wisants i the original
Axmspncr that this Capcom Gamee Pak {FAK”) shall e fres
fren dedects i marnerial and workmanship fora period of 90
shys from dale of perchase. If & defoc covered by this
wanmaniy cccurs dafeg his W-day waranty poricd. Capoom
will repair ar replace the FAK. ar s option. free of chage

To receive this narramty service:

1. TR MO pehirsy womer diofective Game Pak 1o the relailer.

1. Mol the. Capoom Consmeer Service Depamsent of the
problemn neguiring warranty servisn by calling (0BT T-(a),
O Comesomer Service Depanment is an operation from B:NF
LML i 5200 FM, Pacific Tine: Monday theough Friday.
3. W the Capoomm sorvace dechnician i enable 5o solve the
probiem by phoes:, b will provide you with a feluen Authori-
zarim mwmber, Simply record (his resnber on the omside
pickaging of vour defecive FAK, and refam vomr FAE
freighl prepaid, al yoer risk of damape. ingesher with your
sabes slip of smiluy prool-of-pechase within the W-day
warranty perksd i

CARCOM LS 8. ine
Conssmer Service Department
1300 Seoim Bowhevand
Sania Clara. CA 95054

This warranay shall not apply if the Pak has been dasnaged by
negligence, secident, unreasonable uso, modification, tam

pering, or by other o s s wnelvied 10 the delective matenals
of W inomansbap.

REFAIRS AFTER EXFIRATION OF WARRANTY:

18t AR develops a probleimn aficr e M0-day wastanty poriod,
wims ay coniac] the Capoom Consumer Service Depanmess ai
e phome number noled peeviously. I the Capeom service
techmictan ix wmable o solve the problem by phone, he may
provide you with & Relum Authcsizition aumber, You may then
rexcord this numbser o the cutside packaging of the Bxefecrive
PAK and return the defective PAK Teeight prepaid te Capeom.
wnlosing & chock or money onder for &1 000 payable o CAP-
OO LS. A Ine. Capoom will @ ifd oplion, sebjeci 5o the
dxmdiilions sbove, repair e PAK or replace it with & new of
repaired PAK. If replacemsint PAKS am nod avashable, the
defocing PAK will be retumed and the 5 100K paymes re-
framsched].

WARRANTY LIMITATIONS:

ANY APPLICABLE IMPLIED'W ARRANTIES, INCLLUDING
WARRANTIES OF MERCHANTARILITY aMD FITHNESS
FOR A PARTHCULAR PURPOSE, ARE HEREBY LIMITER
TORINETY [FAYS FROM THE DATE OF PURCHASE AND
ARESUBIECT TO THE CONIHTIONS SET FORTHHEREIN.
1M RO EVENT SHALL CAPCOM BE LIABLE FOR CONSE-
QUENTIAL OR INCIDENTAL DAMAGES RESULTING
FROM THE BREACH OF ANY EXPRESS OR IMPLIED
WARRANTIES.

The proviskons of this warranly e walid in the United Ststes
only, Some slates do mot allow limiations on how long, s
imiplicd warranty basas of exclusmns of comequential or inciden-
tal damapes, s the abowe bmilabons and exclesions may not
apply 10 vou. This wamanny gives sou specilic begal vights, and
yirut may have alhrer vights wivich vary from siaie 10 sime.




