


WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM,
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY
INFORMATION.

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

| AWARNING - Seizures

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

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

Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have

any of the following symptoms:
Convulsions
Altered vision

Loss of awareness
Disorientation

Eye or muscle twitching
Involuntary movements

To reduce the likelihood of a seizure when playing video games:
1. Sit or stand as far from the screen as possible.
2. Play video games on the smallest available television screen.
3. Do not play if you are tired or need sleep.
4. Play in a well-lit room.
5. Take a 10 to 15 minute break every hour.

IAWARNING - Repetitive Motion Injuries |

Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation:
= Take a 10 to 15 minute break every hour, even if you don't think you need it.
= If your hands, wrists or arms become tired or sore while playing, stop and
rest them for several hours before playing again.
- If you continue to have sore hands, wrists or arms during or after play, stop
playing and see a doctor.

| AWARNING - Battery Leakage |

Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs,
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may
make popping sounds.
To avoid battery leakage:
« Do not mix used and new batteries (replace all batteries at the same time).
» Do not mix alkaline and carbon zinc batteries.
= Do not mix different brands of batteries.
= Do not use nickel cadmium batteries.
= Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may
become dim, the game sounds may become weak, or the display screen may be blank. When this happens,
promptly replace all used batteries with new batteries.
« Do not leave batteries in the Game Boy or accessory for long periods of non-use.
« Do not leave the power switch on after the batteries have lost their charge. When you finish using the
Game Boy, always slide the power switch OFF.
+ Do not recharge the batteries.
« Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the
correct directions. Insert the negative end first. When removing batteries, remove the positive end first.
» Do not dispose of batteries in a fire.
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The Reploid War, sparked by the Sigma Virus that drove reploids berserk,
lasted for centuries. Finally our hero, Mega Man X, put an end to
the everlasting battle. At last, people were able to begin reconstructing
the world.

The City of Neo Arcadia was established as a primary base for building
a world where everyone could live happily: People went at the restoration
work cheerfully, with smiles back on their faces. However, this “people’s

paradise” soon became a disaster for reploids. The government, fearful
of the threat of reploids going berserk, accused and arrested them
for any reason — or no reason at all!

Those fortunate reploids who could escape were forced to seek safety
in a deyastated city. To stay alive, they mined its limited stores
of energy for their own use. Ciel, a human and former reploid
researcher, emigrated with the reploids to the ruined city. She
could not abandon them while they were falsely accused by the
government. She was determined to find a way to help them.

The evil hand of the government is about to extend to the
reploid sanctuary. The reploids will all die if something isn't
done quickly. Ciel remembers the name of Zero, the legendary
reploid rumored to be sleeping in suspended animation at some
hidden place near Neo Arcadia.

REPLOID REBELLION!

“If the legend is true ... he might save us ..."



RESISTANCE
|LEADERS

ZERO

Abandoned n a remote
energy mine, Zero :
wakes up from 100 %
years' sleep when ;
security guards chase Ciel
into a cave. No one yet
knows that Zero used

to fight for world peace

as a Hunter, since

he has lost his
memory data.

CIEL

The leader of the exiled reploids,
Ciel lives with them in the ruins.
She is an excellent scientist
who was cagerly doing
research on new energy
before the rebellion.
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BASIC CONTROLS

You can change the button controls in Option mode.

R Button ~
L Button - Use Sub weapon + B Button
Dash (depending on your Attack Mode; see page 17)

Control Pad —
Move ZERO

or Mmenu cursor = i
GAME BOY
Nintendo®

START — \
Display Sub Screen

SELECT —
Not used

\ A Button —

Jump

Confirm menue selection

B Button —
Attack

Cancel menu selection

ZERO’S BASIC
ACTIONS

RUN

Use the Control Pad to move Zero.

DASH

Press the L Button (or press the Control Pad
or B twice quickly) for a speed burst
while running.

WALL KICK

Stand near a wall and press the A Button
while holding the Control Pad or




SHOT AT TACK

Press the B Button to fire the Buster Shot.
You can power-up the Buster Shot by
meeting certain conditions.

SWORD AT TACK
Once you find the Z-Saber, press
the R + B Buttons to slash. You can
power-up the Z-Saber by meeting

a special condition.

SUB WEAPON ATTACK

Use the R Button to fire your sub weapon.
The current Attack Mode determines how
you'll use the button. (See page 17.)

CHARGE AT TACK

Charge your attack by holding down
the B Button. You can use the R Button
to attack with your sub weapon.

JUMP

Press the A Button to
jump. Use the Control
Pad to change direction
during a jump. Hold
down the button longer
(or press the Control
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ACTION SCREEN

It

P S E—" T T

Current Level coecoccscesof
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CYBER ELLF
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Cyber EIf in Use
Cyber EIf Description

Cyber Ef is the program created to help Zero in dire
straits. Copies of Cyber EIf are hidden somewhere

in a stage for Zero to find. Sometimes‘they mysteriously
appear when certain conditions are met.

To use the Cyber Elf, download it from a Transmission
Room:and move it to the Status screen. Then use
the Control Pad to select a.Cyber EIf.

OP TION MODE

You can change button assignments and Attack
Modes in Option mode. Use the Control Pad
to make a selection, and press the A Button

to change the setting.

BUTTON ASSIGNMENTS:
e Choose TYPE A, TYPE B or CUSTOM.

AT TACK MODES:

* TYPE A — Usc a sub weapon
by holding down the R Button
and pressing the B Button,

* TYPE B — Use a sub weapon
by pressing the B Button.

¢ TYPE C — Press the R Button
to toggle between your main
weapon and sub weapon,
and press the B Button to fire.

[TBUTTON SETTING S

TYPE A
MAIN WEAPON BeurTon
JumMpP AsurTOoNn
DASH Leutron ||
SUB WEAPON  Reurvon ||
=== i
TYPE A ¥ [ |

- Beurron - MAIN WEAPON
{ || RtBeurTon - SUB WEAPON

& sTATUS (LN A0 T




To save your game, talk to Ciel in the
Resistance base. Select YES when you are
asked if you Wang to save. You can save
up to threesave files, or you can save over
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an older saved file.

CIE

To resume a saved game, select

CONTINUE in theMain Menu.

RESIS TANCE [LOG
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- CAPCOM ENTERTAINMENT, INC. (“CAPCOM”) warrants to the

riginal consumer that this Game Pak from CAPCOM shall be free
from defects in material and workmanship for a period of 90 days
hase. If a defect covered by this warranty
rs durin 380-day warranty period, CAPCOM will replace

ranty shall not apply if the Game Pak has been damaged
egligence, accident, unreasol 8. use, modification,

90-DAY LIMITED WARRANTY

REPAIRS AFTER EXPIRATION OF WARRANTY

If the Game Pak develops a problem after the 80-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/she
may instruct you to return the defective Game Pak to CAPCOM
freight prepaid at your own risk of damage or delivery, enclosing a
check or money for $20.00 (U.S. funds only) payable to CAPCOM.
We recommend sending your Game Pak certified mail. CAPCOM
will replace the Game Pak, subject to the conditions above. If
replacement Game Paks are not available, the defective product
will be returned to you and the $20.00 payment refunded.

WARRANTY LIMITATIONS

ANY APPLICABLE [IMPLIED WARRANTIES, INCLUDING
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY (90)
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 and
Canada only. Some states and provinces do not allow limitations on
how long an implied warranty lasts or exclusions of consequential

1 ing or by other causi def
or workmanship.

ori | sothe 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 or
province to province:
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