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Loading Instructions:
Starting Up

1. Make sure the power switch is OFF.

2. Insert the ALEX Kidd™: THE LOST STARS cartridge in
the Power Base (shown below) as described in your SEGA
SYSTEM ™ manual.

3. Turn the power switch ON. If nothing appears on the
screen, turn the power switch OFF, remove the cartridge
and try insertion again.

IMPORTANT: Always make sure the Power Base is turned
OFF when inserting or removing your Sega Card/Cartridge™

For one player only: Push the START Button on Control
Pad 1.

Insert Mega Cartridge

Control Pad 1| | Control Pad 2

.
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The Kidd Returns!

He’s Alex Kidd, the little guy with big ears...and a big taste
for adventure!

He’s also the Crown Prince of Aries, the Miracle World.
When danger threatens, Alex is always there to come to the
rescue.

In his last adventure, ALEX KIDD IN MIRACLE WORLD,™
Alex learned of his royal blood as he saved Aries from the
tyrannic rule of the evil Janken the Great.

With his father back in place as the rightful King of Aries,
Alex left to explore the mysteries of Miracle World...until the
twelve stars of the Aries Constellation were stolen from the
sky! But why? |

Alex climbed to the top of Mount Eternal in search of an-
swers. There he found the ancient wizard Daleda reading an
old, magical scroll.

Daleda told him that, over five thousand years ago, a myste-
rious evil creature called Ziggarat had stolen the same stars
from Aries’ sky. A noble prince by the name of Halifax
Kidd...Alex’s ancestor...had journeyed beyond the realm of
space and time to defeat Ziggarat and return the stars to the
sky. But before Ziggarat fled, it vowed to someday return
and finish the dirty deed it had begun!

Now, that day had come. Ziggarat had once agair: stolen
Aries’ stars! But to get them back, Alex would have to follow
Halifax’s footsteps into the unknown.



“Where do I begin?,” Alex asked. Daleda smiled, and
opened a magic doorway where only air had been before.
“To save the stars of the Aries’ skies, step through this door
between worlds!”

Alex knew that if he failed on his quest, the skies of Aries
would forever be cold and dark. There was only one thing to
do. He stepped through the door . . . ..

The Lost Stars

You are Alex Kidd. Your first step has taken you into the six
other worlds. Here, anything is possible...and everything is
strange.

In order to return the stars to the Aries Constellation, you
must recover the 12 Miracle Balls in which Ziggarat hid the
stars. Two Miracle Balls have been hidden in each of the six
worlds.

The problem is, Ziggarat made sure the Miracle Balls were
guarded by some very nasty traps and monsters! To get the
Miracle Balls, you will have to evade these obstacles.

And to frustrate those who try to stop him, Ziggarat also

made sure that if the first 6 Miracle Balls were recovered and

set back into the sky, you would have to go back to the very
beginning to get the other six stars!

The journey will be long and filled with danger. Are you
clever enough to beat the evil plans of Ziggarat?
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The functions operated by the Control Pad will change
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BUTTON

(D-Button)

e Moves Alex left
or right
jump

On The Ground
D-Button:
e To shoot

Button 1
Button 2
e TO



In The Water

-Button:

e When pushed while hol

ing Button 2 down, Alex can be

moved UP, DOWN, LEFT, RIGHT and DIAGONALLY.

Button 1:
e To shoot

Button 2:
e Push down and Alex

will float. Release and
Alex will sink.

NOTE: Alex will float

e

e e R

e

e

only as long as Button 2 is held down.

In The Air

-Button: .

e When Alex has a balloon, he can move in all eight direc-

tions.

Button 1:
e To shoot

Button 2:

e When on the ground,
Alex will jump to grab
a balloon.

° When Alex has a
balloon , pressing this
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Object

You are Alex Kidd. Your mission is to get back the stars that
were stolen from the constellation. To do this, you must
recover the twelve miracle balls.

You will receive one miracle ball every time you successfully
complete a round. By completing the first six rounds, you
will return half of the starlight to the sky:.

If you complete the last six rounds, then all the stars will
once again shine over the Miracle World City of Radactian.

End of the Game

Alex Kidd™: The Lost Stars is a metered game. The game
ends when your life meter, located at the top of the screen,
turns completely white.

As long as your life meter is red you can continue playing,
no matter how many Alexes you lose!

If you make it through a round with red remaining in your
life meter, your meter is increased in the next round.

Continuing Play

If your life meter turns white before you return the stars to
the sky, the SEGA MASTERS have given you a way to
continue your adventure.

When the Continue screen appears, use the D-Button to
select CONTINUE and press Button 1 or Button 2.

Your game will resume at the beginning of the round you
finished in. ]



Getting Started

To begin a game of Alex Kidd™: The Lost Stars, press Button
1 or Button 2. .

In the course of the game you w1lI see th1s information on
the screen: BTSN e

Number of
Number of Miracle Balls
Cloud Shots
Life Meter
Super Jump
Scoring

The main object of Alex Kidd" : The Lost Stars is to clear all
twelve rounds. So clearing a round is more important than
getting a higher score.

The score screen appears at the end of each round.

Total Scorc

Score this
Round

Bonus

You receive a bonus at the end of each round. The bonus
depends on how much of your life meter you have left...the
more life meter, the higher the score.

If you can clear all the rounds and still get a high score, then
you are indeed a SEGA super player!




Special Stars

From time to time, special stars that will help you get
through each round will appear.

[

Jump Star: If you catch this star, you'll be able
to jump higher and farther...for a limited
amount of time.

Cloud Shot: Get this star and you'll be able to
shoot at creatures you see in the rounds by
pressing Button 1. The number of shots you
have will be shown in the upper left corner of
the screen.

Ultra Shot: This will give you even more
cloud shots to use.

Seconds: Capture this star and precious time
will be added to your life meter.

Item Alert: This symbol means that there is a
special item nearby. Jumping or shooting will
reveal it. Place Alex over these items to claim

them for more points. |



Special Items

Money Mirror
1,000 points
Present |
1,000 points @
Puppet Clown - Knuckle
1,000 points 1,000 point

The Six Magical Worlds

When the stars were stolen from the constellation, two each
were hidden in seven different worlds. But because of the
way they were hidden, Alex must go through each world
twice...and journey twice into space itself...to return all the
stars to the sky.

Each world has its own special fun, bea'uty...and danger! As
Alex Kidd, you must decide when to run and jump, when to
shoot, and maybe even when to stand still!

At the end of each round there will be a dangerous obstacle
or big creature you will have to evade to end the round.
Strategy and timing will be your only way out!
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(Rounds 1 & 8)
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lieve (Rounds 3 & 10)

World of Make Be
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Monster World (Rounds 5 & 12)

Get ready for a really good scare! All sorts of terrifying
creatures are ready to block your way. But you better
“jump” to it if you want to get past the fire-spitting volcano!

The Giant’s Body (Rounds 6 & 13)

If you don’t make it through this round, you'll end up as the
giant’s lunch! You must travel through the mouth and
down to the stomach, without touching the slimy gastric
juices. Before you get out, you'll have to evade the white

blood cells. They are hungry too...for you!




i)

The Shrine of Jiggarat (Rounds 7 & 14)

These rounds will take you beyond the boundaries of the
planet Aries...deep into outer space! Without gravity, your
jumps will be twice as long...so be careful where you land.
Each time you make it to the shrine of Jiggarat, six Miracle
Balls will be released into the sky, returning half the starlight
of the constellation.

If you clear the 14th round, all the stars of constellation will
be returned and the good people of Aries will once again
enjoy the beauty of starlight!
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Helpful Hints

e Try to master the timing of jumping and swimming. The
better your timing, the faster you will be able to clear the
rounds.

e Remember that time is of the essence, but proceed with
care. If you try to rush through the rounds, you could
make more mistakes and reduce your life meter too far to
recover.

o Try to get every special item you see. The SC stars espe-
cially will help you build your life meter.

e Try to remember when and where the obstacles appear in
each round...and be ready for them!




Scorebook

/)
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Handling The
Mega Cartridge™

The Mega Cartridgé is intended exclusively for the Sega
System™,

Do not bend, crush or submerge in liquids.

Do not leave in direct sunlight or near a radiator or other
source of heat.




90-Day Limited Warranty
Sega® Card/Cartridge

To validate the following 90-day limited warranty, your sales slip or proof
of purchase should be retained at time of purchase and presented at time of
warranty claim.

90-Day Limited Warranty

Sega of America, Inc. warrants to the original consumer purchaser that this
Sega Card™ /Cartridge™ shall be free from defects in material and work-
manship for a period of 90 days from the date of purchase. If defect covered
by this warranty occurs during this 90-day warranty period, Sega will repair
or replace the defective card/cartridge, at its option, free of charge.

This warranty does not apply if the defects have been caused by negligence,
accident, unreasonable use, modification, tampering or any other causes not
related to defective materials or workmanship.

To receive fast, reliable service, call the Sega Customer Service Department at
the following numbers:

Outside California: 800-USA-SEGA

Inside California: 415-742-9300
Our Customer Service Department is in operation from 9:00 AM to 5:00 PM
(Pacific Time), Monday through Friday. Do not return your Sega Card/Cartridge
to your retail seller.
Sega’s service center is located at the following address:

Sega of America, Inc.

Warranty Repair

573 Forbes Blvd.

South San Francisco, CA 94080

Limitations On Warranty

Any applicable implied warranties, including warranties of merchantability
and fitness for a particular purpose, are hereby limited to ninety days from
the date of purchase and are subject to the conditions set forth herein. In no
event shall Sega of America, Inc. 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 only. Some
states do not allow limitations on how long an implied warranty lasts or
exclusion of consequential or incidental damages, so the above limitations of
exclusion may not apply to you. This warranty provides you with specific
legal rights. You may have other rights which vary from state to state.
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