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Thank you for selecting Mega Man 4 the latest addition to Capcom's library

A special message from CAPCOM

of titles, Following such hits as Mega Man 3 and Mega Man 2.

Mega Man 4 continues the tradition of action-packed family oriented games

for the Nintendo Entertainment System.

Mega Man 4 features colorful state-of-the-art high resolution graphics. We
at Capcom are proud to bring you this thrilling new addition to your video

game library.
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Senior Vice President
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SAFETY PRECAUTIONS

Follow these suggestions to keep vour Mega Man 4 cantridge in perfect operating condition,

|. DO NOT subiject your Game Pak to extreme lemperatures, either hot or cold. Always store
It 8t room lemperaiure.

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

3. DO NOT try to dissssemble your Game Pak.

4. DO NOT let your Game Pak come in contact with thinners, sobvents, benzene, alcohiol, or
any other strong cleaning agents that can damage it.

4. For the best game play, sit 3 to 6 feet away from your television.

6. Pause for 10 to 20 minutes after 2 hours of continuous play, Doing this extends the
performance of your Game Pak.

WARNING: DO NOT USE WITH FRONT OR REAR PROJECTION TV!

Diar ol s & Trond of rear projection helevision with your Mistendo Ereriainment Systamd ("NES®) and NES games.
Yowr projection selevision screen may be permananty damagad if video games wilh slatonary scanes o patierns
are playes] on your propection selevision. Simikar damage may 0o I you place a video game oo hald o pauss, B
YO LIS oL prajiction belavision wilh NES games, Nantendo wil not ba liabde for any damage. Thés sibuakion is nal
caused by & dalect in the NES or MES garmes: alher Tied or repetitive images may cause simiiar darfags 108
projction ielesision. Please comact your TV manufacturer for furthes infarmatian

A B ¥ 1 B O R X
A wvary smafl portion af the population may experence eplephc semsns when viewing cerlain kinds of lashing lights or
palterns that are commonly presan in our daly enviranmenl. Thess parsans may enparenca seizuras whie walching
soma kinds of television piclures of playing cenain vides games. Players who bave nol had a0y previous sezuras may
nometheless have an undetecied spisplic conditon. W suggest thal you consult your prysician if you hiawe an epileptc
candition oo if you experience sy o e Inllowing symploms while plaring video games: aflered vision. muscls mibching,
ol involuntany mavemants, loss of aeareness of your suimoundings, mantal confusion and comuisions. 3
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GETTING STARTED

_Insert your Mega Man 4 Game Pak into your Nintendo Entertainment
System and turn it on. Watch the story screens to leam the secret
origin of Mega Man. If you wish to skip these screens, press the
START button.

. On 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 START 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 various mug shots of
Dr. Cossack's robot masters. Use the control pad to highlight the robot
master you wish to battle, press the A button and get ready for action!

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

Entertainment System off and remove your Game Pak.




I EA LM EU MM CONTROLLING MEGA MAN

A year after the destruction of Gamma, a mysterious message arrives af

Dr. Light's lab... To move left or right  Press the control pad lett or nght.
Good evening, Dr. Light. Allow me to introduce myself - am Toclimb yp or-down, . Eress the conteol padup ex down,
Dr. Cossack. You may not have heard of me, but soon the world Jump Press the A button
will know my name. Slide Press the control pad down and hit the A button.
Over the years, you have been hailed as the greatest rabaot Mega Man will slide in the direction he is facing.
designerin the world, whils my robotic crestions heve been Fire your weapon Press the B button. Hold down the B button to

totally ignored. | cannaot allow this to continue. The world must

B Vil s oF i B energize the Mega Buster.

From my Siberian citadel, I've sent eight of my most powerful
robots to destroy that titanium troublemaker, Mega Man. Once

thay have obliterated him, | will place his broken body on A —a
display for the entire world to see. Only then will | be allowed to o = e ~ o=

: ; controt || 12 (2 ) OO —A
take my place as the greatest robot designer of all time! Pan =

SELECT START

V2 Cuuck




THE BATTLE BEGINS!

Wave after wave of mindless metal machines march toward you, Summon
the full power of the Mega Buster and melt them down to size. Pick up
energy pellets and weapon capsules to keep up your strength. Keep an eye
on your energy meter in the top left corner of the screen. Because once
your energy is gone, so is your life!

Run, jump and climb through the mazes
of twisted corridors 1o the lair of the
robot master, Onece you arrive, it's going
to be a cybernetic slugfest and only one
of you will survive. Keep on pounding
the robot master with your weapons until
his energy is depleted. Once he's been
deactivated, grab his weapon and add it Energy Level
to your arsenal. Now you're ready to take
on another of Dr. Cossack’s crazy creations.

Weapon Energy Level

MEGA POWER!

At Mega Man's command is a host of high-tech weapons including the
miraculous Mega Buster! You can view your weapons box at any time
by pressing the START button. Inside the weapons box you will see all
the weapons, energy tanks and extra lives you have collected so far.
Press the control pad in any direction to select the weapon you wish to
activate and then press the A button. when vou return to the action,
Mega Man will be armed with that weapon.

In every area, Mega Man must
battle his way through an endless
array of anarchistic androids. As
he blasts these robotic rebels into
oblivion, Mega Man may find a
variety of special items to aid him
in his joarney.

Weapons Lives left

Energy tanks remaining

Weapon Energy Level




MEGA POWER! cont.

A LITTLE HELP FROM YOUR FRIENDS

(B

Energy Pellets: These pellets increase Mega Man's
energy level.

Weapon Capsules: These capsules increase the
energy level of Mega Man's current special weapon.
They have no effect on the Mega Buster,

Energy Tanks: These handy tanks of liquid energy
replenish Mega Man supply. Mega Man can store these
tanks until needed.

1-UP: 1-UPs gives Mega Man one more life.

Balloon Adaptor: The balloon adaptor allows Mega
Man to launch out small floating platforms.

Wire Adaptor: The wire adaptor allows Mega Man to
fire a wire up to a ledge or ceiling. Once attached, the
wire will pull Mega Man straight-up.

Mega Man is more than a match for Dr. Cossack’s metal munching maniacs.
But even a cybernetic super-hero needs a little help now and then. So, Dr. Light
has sent Mega Man a couple of robotic reinforcements -- just in case,

Rush, Mega Man's canine companion, can be summoned using the weapons
box and transformed into a variety of mighty machines.

Rush Coil Rush turns into a springboard to catapult you over obstacles.
Rush Marine  Rush transforms into a submarine for undersea travel,

Rush Jet Rush becomes a jet sled for sky high travel.

NOTE: The Rush Coil is the only option available at the beginning of the game,
The Rush Marine and Rush Jet Adaptors can only be found by destroying
certain robot masters,




A LITTLE HELP FROM YOUR FRIENDS cont.

To activate one of Rush's machines, press START to bring up the weapons
box. Press the control pad in any direction to select the machine you wish to
use. Then press the A button to activate the machine,

When you return to the battle, press the B button to call Rush and he will
transport down next to you. Just jump on him and away vou go!

Waiting for you in certain stages is Flip-Top, Dr. Light's cybemetic suitcase.
When vou see him, just walk right up and Flip-Top will toss you a power-up
itemn. Once his compartment is empty, Flip-Top will automatically transport
back to Dr. Light's lab for a refill.

[

USING YOUR PASSWORD

Each time you obliterate one of Dr. Cossack’s robot masters you will be
rewarded with a secret password, Using a piece of paper and a pencil, copy
the location of the dots in the password grid. When you have finished, place
yvour password in a safe place.

The next time you play Mega Man 4 you can continue from where you

received your password. Here's how:

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

2. When the empty password grid appears, use the control pad to move the
brackets to the location on your first dot. Press the A button to place the
dot. To erase the dot, press the A button again.

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




THE WINNER'S EDGE

ROBOT M.

1. To summon the full power of the Pharach Shot, hold down the B button
until a giant fireball appears over Mega Man's head. Once it does, release
the button to send the fireball speeding toward your enemy.

2. After you complete a level, you are allpwed to play that level again in
case you missed something the first time. However, the robot master will
NOT be waiting for you the second time though.

3. Charge up the Mega Buster while running. If you do, you'll have Mega

PHARAOH MAN TOAD MAN BRIGHT MAN DIVE MAN :
power when vou need it.

4. If you get hit by an enemy, you will be invincible for a moment. Use this
lime to get by any tough obstacles,

RING MAN DRILL MAN DUST MAN SKULL MAN




COMPLIANCE WITH FCC

ULATIONS

This equipment penerates and uses radio frequency energy and if not installed and used
properly, that is, in strict accordance with the manufacture’s instructions, may causc
interference to radio and television reception. It has been tvpe tested and found to
comply with the limits for a Class B computing device in accordance with the specifica-
tions in Subpart J of Part 15 of FCC Rules, which are designed to provide resonable
protection against such interference in a residential installation. However, there is no
guaranies that interference to radio or television reception, which can be determined by
turning the equipment off and on, the user is encouraged to iy o cormect the interference
by ome or more of the following measures:
— Reorient the receiving antenna
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 nescessary, the user should consult the dealer or any experienced radioftelevision techni-
cian for additional suggestions, The vser may find the following booklet prepared by the
Federal Communications Commission helpful:

How to identify and Resolve Radio-TV Imerference Problems.
This booklet is available from the LS. Government Printing Office,
Washington, D.C. 20402, Stock No. 004-000-00345-4,
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H0-DAY LIMITI

MEDAY LIMITED WARRANTY

CAPCOM U5 A, Ine. {"Capenm™) warmanis o the orlginal
soqeaener T thas Capeom Game Pak (PAK ™} shall be free
lromy dedecix im matenal and workmanship for @ period of %0
dige Froo dite of perthes, N a defed coveead by thix
warraniy ocours during this H-day warany pericd. Capeom
will peguin o pepilace The FAK. a1 it aption, fre: of g

To receive this warrasly sorvioe:
1. [ MOT returs voor delective Ganse Pak 1o the remiler.
I Woaily the Capeom Cotsemer Service Depannment af the
problem requiringwarmanty =service by cabfing (40872 T- 000,
Uy Consumer Servile Depanment isin operalos Do B0
AM. o 500 BEA Pacific Time. Monday throsgh Frday
% I she Capoomn service wechnician is unabde 1o solve the
probdem by phaone, e will provide ve with @ pelum Authori-
salicn number. Sirphy record this number on the outside
packagerg al your defective PAK, and reurmn pour PAK
[reighi prepaid. a8 your rigk of damage, ogeiker with voor
sabes slip or simalior proof-od-purchase wiahin e Hiday
warmanly pesical &

CAPCOM USAL Inc.

Cansumer Service [partment

3303 Scon Boulevasd
Sania Clara, TA %5054

Thiz warraniy shall mot apply il the Pak bas beon damaged by
megligence, accident, unreasenzbde use, modificeion, am-
pering, or by olfer Cases pe e 1 B déTecti- materials
o workmanshin

WARRANTY

REPAIRS AFTER EXPIRATION OF WARRANTY:

T il PAR dleveiopn & prohlen sfier e 90-day sarranty perisd,
vou may coniac the Capoom Consmmer Service Depariment s
the plete smenber fotad prevemsly. 17 the Capoom s
tockmacian is weablo io wdve & problem by phone. he may
pravide you with a Retom Author zason nunthes. Yo may then
revord this number on the vuisde packaping of the Defective
PAK ond sequrn the defecive PAE (regiha prepaed 1o Capooen,
oo losing s chock ar money arnder for S50, 00 panarble po CAPRCOM
L8 A, Ine. Capoom will a1 i option, subje 1o the conditas
s, mepai the PAK or peplace it with 2 new or repaired FAK
I replacement PAKS are not availohle, the defecnive PAK will
be: meturmel sl the S10.00 payment refundod

WARREANTY LIMITATIONS:

ANY APPLICABLE [MPLIED WARRANTIES, INCLUDING
WARRANTIES (OF MERCHANTABRILITY AMD FITNESS
FOR A PARTICULAR PURPOSE ARE HEREBY LIMITED
TOMINETY [AYS FROM THE DATE (F PURCHASE AMD
ARESUBIECT TO THE CONDITIONS SET FORTH HEREIN,
IN RO EVENT SHALL CAPOOM BE LIABLE FOR CONSE-
QUENTIAL OR INCIDENTAL DAMAGES RESULTING
FROM THE BREACH OF ANY EXPRESS OR IMPLIED
WARRANTIES

The prenasions of this wamasiy are valid m the United Saies
only. Some ssarce do nol sllow BEmitations an how kg an
implied warranty lasts or exclusions of consequential or mciden
Tal dameages, a0 the ghove limsiations and exclitions may mol
apply to vom, Thix warranty pives you specific kegal rights, snd
you may bave atber nighis which vy oo stese o stace.
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