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

THE OFFICIAL SEAL IS YOUR ASSURANCE THAT NINTENDO HAS
APPROVED THE QUALITY OF THIS PRODUCT. ALWAYS LOOK FOR THIS "
SEAL WHEN BUYING GAMES AND ACCESSORIES TO ENSURE

COMPLETE COMPATIBILITY. ALL NINTENDO PRODUCTS ARE LICENSED @

BY SALE FOR USE ONLY WITH OTHER AUTHORIZED PRODUCTS
BEARING THE OFFICIAL NINTENDO SEAL OF QUALITY.

~ THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT
' SOFTWARE RATING BOARD. FOR INFORMATION ABOUT THE
' ESRB RATING. OR TO COMMENT ABOUT THE APPROPRIATENESS
OF THE RATING. PLEASE CONTACT THE ESRB AT 1-800-771-3772.

EVERYONE
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| ANIMATED VIOLENCE | "rk
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_LICENSED BY

NINTENDO, THE DFFICIAL SEAL. NINTENDO 64 AND
THE “N° LOGO ARE TRADEMARKS OF NINTENDO OF AMERICA INC. !
S1994, 1779 NINTENDO OF AMERICA INC. }

CAPCOM ENTERTAINMENT, INC. |
475 Dakmead Parkway, Sunnyvale, CA tmss

© CAPCOM €O, LTD. 2000 ALL RIGHTS RESERVED,
. © CAPCOM US.A., INC. 2000 ALL RIGHTS RESERVED.
CAPCOM and the CAPCOM LOGO are registered,
trademarks of CAPCOM €O, LTD. MEGA MAN is
a trademark of CAPCOM CO. LTD. Nintendo,
) the Official Seal, Nintendo 64 and the “N” logo
are tradematks of Nintendo of America, Inc.
& 1996, 1999 Nintendo of America, Inc. i
The ratings icon is a registered tiademark
of the Interactive Digital Software Associations

CAPCOM EDGE HINT LINE

Hints are available:
1=900-976-EDEE
(1-900-976-3343)

5.99 per minute for 24-he. pre-recorded information.

§1.35 per minute for live Game Counselor assistance.
From Canada: 1-900-677-2272 ($1.35 per minute).

5:00 p.m. Pacific Time. This hint line supports games
produced by CAPCOM ENTERTAINMENT, INC. anly.

Mo hints will be given on our Consumer Service line.
You must have a touch-tone phone to use this service.
CAPCOM ON-LINE

Dy A RO TGO

Visit our website to see all the great new CAPCOM
products of 1o check out featured games on-line!

You can also e-mail us at megamail@capcom.com for
technical help or to find out what's new at CAPCOM!

Must be 18 years or older, or have parental permission,
Game Counselors available Monday - Friday 8:30 am. -
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THE NINTENDO® 64 CONTROLLER

CONTROL STICK FUNCTION
The Nintendo 64 Controller contains a Control Stick which uses an analog system
to read the angles and directions of its movement. This allows precision control that
is not possible using the conventional +Control Pad.

When turning the Control Deck Power ON, do not move the
Control Stick from its neutral position on the controller.

If the Control Stick is held at an angled position (as shown in the
top picture, left) when the power is turned on, this position will be
L set as neutral. This will cause games using the Control Stick to
operate incorrectly,

=) To reset the neutral position once the game has started, let go of
Q\lr‘ the Control Stick so it can return to its center position (as shown
Q in the bottom picture, left), then press START while holding down
the L and R Buttons.

The Control Stick is a precision instrument; make sure not to spill
liquids or place any foreign objects into it. If you need assistance, contact Nintendo
consumer Assistance at 1-800-255-3700 or your nearest Nintendo Authorized Repair
Center™,

HOLDING THE NINTENDO 64 CONTROLLER

We recommend that you use the
hand positions shown at right. By
holding the controller like this, you
can operate the Control Stick freely
with your left thumb. Using your
right thumb, you can easily access

the A, B and C Buttons. Place your
left index finger where it feels comfortable, but not in a position where you might
accidentally press the Z Button on the back of your controller.

STARTING THE GAME

Warning: Never insert or remove a Game Pak
when the power is on!

1. Make sure the power is OFF
on your N64°. < —

3

2. Insert the Game Pak into the slot
on your Né4. Press firmly to lock
the Game Pak into place.

i d Y
3. Confirm that a controller is connected.
MEGA MAN 64 is a one player game. Please connect the controller
to Controller Socket 1.

4. Turn the POWER switch ON. (Do not touch the Control Stick while powering-
on.) Game data is loaded automatically when a Controller Pak is connected
to the 1P Controller.

5. At the Title Screen, press START when prompted to begin the game.

Note: To save games, insert the N64” Controller Pak into the controller
before starting play.

SAVING AND LOADING
While saving onto your Game Pak, do not turn off your Nintendo 64, remove
the Game Pak or disconnect the controller. To play a previously saved game,
insert the MEGA MAN 64 Game Pak into your Nintendo 64 and choose “Load.”

PERIPHERAL SUPPORT
MEGA MAN 64 on Nintendo 64 supports the Controller Pak™,
the Rumble Pak™, the Expansion Pak™ and standard
controllers.

Before using the Controller Pak or Rumble Pak, read its
instruction booklet carefully. MEGA MAN 64 supports
“hot” insertion of the Controller Pak and Rumble Pak;
the game will search for empty controller accessory slots
and will prompt you if it finds any. If you wish to insert
the Controller Pak or Rumble Pak at any other time,
please turn the Control Deck OFF before doing so.
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A MAN 64 MEGA MAN 64

CONTROLS
THE NINTENDO 64 CONTROLLER MENU CONTROLS
Start Button Open Inventory screen during play
A Button Cancel menu selections
B Button (or ¥ C Button) Accept menu selections
A C Button Display the Reset screen (from Inventory)
R Button
GAMEPLAY CONTROLS
L Button Start Button Start game

— A C Button Control Stick/Control Pad Move Mega Man
A Button Jump

— ¥ C Button B Button Fire Left Arm Weapon (Mega Buster)

Kick (without Mega Buster)
Control Pad <C Button Fire Right Arm Weapon
~ <4 CButton Kick (when no weapon is equipped)
b : " - C Button Look around (with Control Stick/Control Pad)
Stars — B> CButton AC Button Display Cavern Map
¥ C Button Search items
Z Button A Button Open doors and boxes
Talk to townspeople
L Button Rotate Mega Man to the left
R (or Z) Button Rotate Mega Man to the right
Control Stick B Button L + R (or Z) Buttons Engage Weapon Lock-On
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- BASIC ACTIONS

| STARTING PLAY

_l

~ Press Start at'the Title screen. nghilght NEW GAME, and press
-, Start again to begin play. During play, press Start to open the
_ Status screens, where you can select weapons, accessories and
other items. Press the B Button to accept highlighted options
while viewing menus. Press the B Button to cancel menus.

MOVING MEGA MAN

Use the Control Stick or Control Pad to move Mega Man
forward, backward, left and right, to slide, and to choose menu
commands. Press the L or R Button to turn Mega Man left or
right while he is either standing or walking. Press the A Button
to make Mega Man jump.

DISPLAYING THE CAVERN MAP
During missions, press the AC Button to display the Cavern Map.

USING WEAPONS Fi

Press the B Button to fire the Left Arm Weapon (the Mega
Buster). If you have a Special Weapon, press the «C Button

to fire the Right Arm Weapon. Press the B Button or <4C Button
to kick when no weapon is available.

ACTIVATING LOCK-ON

Press the L + R (or Z) Buttons to activate Weapon Lock-On
for any currently selected and armed Special Weapon. Lock-On
mode is available while firing a weapon (see page 11).

When you're not firing, press the »C Button along with the
Control Stick or Control Pad to look up, down and all around
to view your surroundings. (You never know what might be
crawling around on the ceiling!)

SEA_]_!CHIN(_E/ TALKING/OPENING DOORS & BOXES

Press the WC Button to search items or talk to townspeople.
Use the same key to open doors and boxes.

A MA N

SPECIAL TECHNIQUES
STEALTH

Hold down the ¥ C Button, then press the Control S
Pad (any direction) to make Mega Man walk or
slowly. This is excellent for sneaking up on people.”

HANGING

When Mega Man jumps (A Button) onto certain places,’
he may hang or dangle from the edge, holding on
hands. To pull him up, press the AC Button repeate

QUICK TURN

To quickly turn Mega Man around while he’s walking,
press the Control Stick/Control Pad opposite the dire
Mega Man is facing. This is good to use when Mega
running away from enemies. By pressing the WC Bu .
Control Stick/Control Pad ¥, you can turn the camera

along with Mega Man 180 degrees.

TARGET LOCK

When Lock-On is on (see page 11), you can press the
(or Z) Buttons to lock onto enemies. As long as the en
in view, Lock-On will automatically target the nearest &
This is especially useful for targeting fast-moving enem
or enemies above the ground.

CARTWHEEL [

Press the A Button to quickly roll to the side to a\t'
When siderolling, Mega Man is invulnerable to att
until he is done rolling. So be carefull

ROLLER DASH

Once you acquire the Dash parts, Mega Man will belak
perform the Roller Dash. Press the ¥ C Button to |
ing up Roller Dash. Once you have charged up e
Mega Man will begin to move. Use the Control Stick/Conti
Pad to control Mega Man. To stop, release the ¥ C Button.
This is useful for moving quickly between areas.

i

@ o
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A MAN 64 MEGA M

MEEA mu

LEGENDS

iy
NEW GAME ”g
W CONTINUE \ 1

* QOPTION

GAME START

Once the demo begins, press Start te reach the Title screen.
From here you can start a new game, load assaved game

or configure game options. Use the Control Stick/Control Pad
to highlight one of the choices:

* With NEW GAME highlighted, press the'B Button
or ¥C Button to begin a new game.

* To load a saved game, use the Control Stick/Control Pad
to highlight CONTINUE and press the' B Button or ¥ C
Button. Assuming you want to continue that game, select
Yes to continue and access any previously saved games
(for more information see page 20). |

= To adjust game options, use the Arrow keys to highlight
OPTION, then press Enter to view the Option menu. From
this menu you can set Operation settings, sound pptions,
Lock On/Off, and Map On/Off (see page 11).

10

e

OPTIONS

OPTION - Access the Option menu from the Title screen
or by pressing Start during play to display the Inventory
screen. Use the Control Stick/Control Pad to highlight
and change the options:

Turn ~ Set motien operation for changing direction.

* L (or Z) Button/R Button - Change Mega Man's direction
with the L (or Z)/R Buttons, and strafe with. the Control
Stick/Control Pad.

«' Control Stick/Control Pad — Change Mega Man's
direction with the Control Stick/Centrol Pad, and strafe
with the L (or Z)/R Buttons. '

Free Look — Choose REVERSE to switch the orientation

of “looking” with the Control Stick/Control Pad, so that you
press A to look down, and W to leok up. NORMAL mode is
the opposite of REVERSE.

Sound - Select STEREO or MONO to work with the speaker
setup on your TV or monitor.

Map - Turn the Cavern Map ON or OFF.

l.fl';ck-()n Turn Weapon Lock-On auto-targeting ON or OFF.

When you are done setting options, press the B Button
or VC Button to return.to game.

11
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- HOW TO PI.AY
| PRACTICE MAKES PERFECT
g" .. After the game’s opening demo, a brief tutorial aummaﬁcaﬂy
{t \ appears for the first few areas you encounter. Follow the on-
- screen instructions to learn how to per!orm general actions.
- and moves. b !
LIFE SHIELD :

Mega Man is protected by a Life Shield. The shield limits-

the amount of damage he receives from enemies. Damage
temporarily slows Mega Man down, but after a short time

he will be back on his feet. If you find yourself defeated

and don’t have any tokens, call for Data to come and fix you up.

Press the B Buttantoﬁrqyour regular weapon. By upgrading
your firing power, you will become stronger.

SPECIAL WEAPONS

The weapons you can arm are strong, but are
limited in the amount of ammao available.
The available weapons power is shown
' in the Special Weapons Gauge
(see page 14).

A
She arms the weapons and modifies them {

SUPPORT & ITEM DEVELOPMENT

As the game progresses, talk to Roll and bring
her items you find and/or buy. Her expertise
and mechanical genius may help you discover
how items work and develop special weapons.

Roll uses the items you collect to make new

to mix or use items.

J'k _f". you last saved. . Ll

Wbl Vi

.\,.\ : \\ ? I i {

7 ul it B
W 1 [} 4

i {1 L i

for Mega Man to use, Ry

items. Talk to Roll to hear her ideas on ways [

12 -’7*?', A
[ fir
w: [ s

SPECIAL WEAPONS cnmce |

You can get Special Weapons for Megd Map s RI
Arm and charge them up. If you give Roll money (Z
for parts, she will strengthen your Special Weapons:
You can customize a weapon by refuthﬁg it, by rai )
the attack power, or by i |ncreasmg a weapon'

DATA e |
Mega Man's mysterious partner appears
in several places throughout the game, ¥
usually with Roll. Talk to him to rgplenlsh
your Life Shield and to save your
progress. It's a good idea to speak
to Data whenever you see him. He
usually has something |nte&tstirf gt
GAME OVER i

i
When Mega Man’s Life Shield is &d&e&d to zero,
the game is over. You can restart froqn the point




GAME SCREENS

PLAY SCREEN

Cavern Map

Life Gauge

Alarm Lamp

Cavern Map - Automaps the surrounding area (in underground caverns only). You
can turn the Cavern Map display ON-er QFF from the Option menu (see page 11).

Life Gauge - Indicates the remaining level of Mega Man's Life Shield.
Alarm Lamp - Lights up when an enemy is on screen to attack.

Special Weapon Gauge - Shows how much energy is remaining in Mega Man's
Right Arm (only in Battle areas).

Boss Life Gauge - (Not pictured) In battle, as the energy of your opponent
decreases, his energy bar will slowly disappear. When it's completely gone,
he’s defeated.

AUTOMAPPING FUNCTION

In underground caverns, a map appears automatically. Press the AC Button
to view a complete map of the entire area. Press the AC Button again to hide
the map and return to the game.

14

INVENTORY SCREEN

Life Shields

Money (Zenny) Elapsed Game
Remaining

Remaining Time

[y {zewn] 0 L{Tinel06:01

Explanation Box

Press Start to open the Inventory screen during play. Use the Control Stick/Control
Pad to select commands, and press the B Button or ¥ C Button to accept. Press
Start to exit back to the Play screen. (While in this screen, press the AC Button

to, display the Reset option.)

NORMAL ITEMS

Select different items to get a brief description. To use a selected item, press
the B Button or ¥ C Button. To close the screen, press Start or the A Button.

SPECIAL ITEMS

View a list of Special Items you can collect.

BUSTER PARTS

EQUIP -~ When you want to equip or un-equip a Buster Part, choose this item,
then choose the part. Press the B Button or ¥ C Button after each selection.

Tk
SORT, —Use this to ifle up Buster Parts in any order you like.

15



VIAN 64 M

SPECIAL WEAPONS

View the status of weapons equipped on Mega Man'’s Right Arm.
Use the Control Stick/Control Pad to select various weapons
and check their status.

ATTACK - Weapon'’s attack power.

ENERGY - Power energy. (For Mega Buster, the charge lasts
for one hit only, so aim carefully.)

RANGE - Firing distance.
RAPID — Speed.

SPECIAL —~ Available only when you have a Special Weapon,
given to you by Roll.

REMOVE/EQUIP SPECIAL WEAPONS - Remove or equip a Special
Weapon. Choose different weapons to equip by talking to Roll,

16
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EGA MAN 64 M

GAME STAGES

The world that Mega Man, Roll and Barrell ' -
will explore is divided into Normal areas }

and Battle areas. You progress through r
the game by using both areas to their fullest.

NORMAL AREAS

In Normal areas, you collect informa-
tion by talking and listening to people
you meet (press the W C Button).

In these areas the storyline unfolds.
You cannot use weapons in these areas
— only kicks (press the B Button

or 4C Button).

BATTLE AREAS

In these dangerous Battle areas, such
as the underground caverns, you will
meet and fight your enemies. Use your
weapons or items freely to overcome
these enemies and advance through
the game.




A MAN 664

BEGINNER'S GUIDE
JUNK SHOPS

You'll find various strengthening items in Junk Shops
and shopping areas, Look for Mega Buster power ups,
support;-and body armor. If you turn in your weapons
at a shop, you may have advantages later in battle.

INVESTIGATING AREAS

Press the WC Button to investigate things you see.
Try investigating many different areas and objects.

UNKNOWN ITEMS

You may discover some 'iter'r'is__t'hqi.t';ycu won't understand
how to use. Try giving them to Rall for item development
and something totally unexpected may develop!

BASIC STRATEGY

Because Mega Man is protected by the Life Shield, if he is hit
once he will receive little or no damage. When shot repeatedly,
however, he may be in trouble. If he is attacked before his Life
Shield recovers, he will receive damage. Sometimes it's

a good idea to retreat,

WEAPONS STRATEGY

Each weapon has unique advantages and disadvantages

in various Battle areas. What works well in one area might not
be much use in another. If you've chosen the wrong weapon,
don't keep attacking if it looks like you're out-gunned. Go back
to visit Roll and try equipping new weapons.

18

MEGA MA N|

ITEMS

DEFLECTOR — An important energy resource. Small ones
can be used for money (Zenny). You never know where
you might find one.

ENERGY CUBES — The origin of all power, these can replenish
Mega Man'’s energy.

ENERGY BOTTLE — The Energy Bottle has the same energy-
supplying capability as the Energy Cube, and you can drink it.
The bottle itself does not disappear, so you can refill it many
times at a Junk Shop.

BODY PARTS

HELMET PARTS — If you put this Helmet on Mega Man when he
is attacked, it is more difficult for an enemy to damage him.
Once you acquire the Helmet, you can access it via the Inventory
screen.

ARMORED BODY - If Mega Man locates Body Armor and equips
it, the damage an enemy causes him with an attack is reduced
by half.

JUMP PARTS — Equip these and Mega Man will jump higher.
DASH PARTS - These Skate parts allow Mega Man

to Roller Dash. You can equip/unequip Roller Dash
from the Inventory screen (see page 15.)

19




- SPECIAL WEAPONS ' ! o MEG*

POWER BUSTER ) 1 ' MEGA i _
This is a Special Weapon with more power and greater r_ﬁﬁge ! _" He was d overed 14 years ago |

. than your normal Mega Buster. It is single-shot only (no rapld ki by Barrell € aske: and raised as his ;’b

«  fire) and is useful in long-range battles. e I, Now he is ra Digger with the Cas t family. 1

< NERSIY. | As the Ieaﬁlng Digger exploring 3 diq sitej .
MEACHINE BUSTER - o \ l\(lega Man has many special skills ahd
The Machine Buster is a rapid-fire weapon ideal for close range L abilities, 'f.et no one has ever discovereg '
battles with multiple enemies. ; why he was abandoned as a chllé |
' Ji )

SPREAD BUSTER

This is one of the most powerful weapons available, capable
of firing multiple shots in several directions simultaneously.

SAVING & LOADING GAMES
SAVE

Throughout the game you can ask Data to call up
the Save Game menu. While speaking with Data,
select SAVE GAME and press the B Button

or ¥C Button. You can save as many games

as you want, or you can overwrite a previously
saved game by saving a new game to its

menu location.

b bel-j M@a- s 14-year-old lpesl friend,

fher Roll W baby, her parents disap-

LOAD

You can continue play on a previously saved game.
From the Title screen, select CONTINUE and press
the B Button or ¥C Button. Select the saved
game you want to load and press the B Button

or ¥C Button to select it and begin loading.

of someday discovering
ned to them.

Roll is a anical genius who loves |
to repair broken machinery. On i'nlssn:ms
she assis ;Mega Man above g
as the equ'bment operator.

Note: Be careful not to turn off your Nintendo 64
or press Resel while saving a game as doing so
may erase other saved games.

20




A MAN 64 MEGA MAN 64

BARRELL CASKET

Roll’s grandfather, now retired,
was once a well-known, very
successful Digger. He uses his
vast knowledge and experience
to advise Mega Man and Roll
on their explorations.

TRON BONNE

The 14-year-old sister of Teasel Bonne, Tron is
a mechanical wiz. She takes care of setting up
and repairing the Bonne’s fighting machines

DATA and maintaining the Bonne Family’s flying ship.

This mechanical monkey
has been at Mega Man's
side ever since he was
found. Data only speaks
in gibberish, and Mega Man
is the only one who can
understand him.

SERVBOTS

These little robots are con-
trolled and mechanically
operated by Tron to fight.
There are 40 of them, each
with numerous and unique
characteristics.

THE BONNE FAMILY

The Bonne Family are air pirates who
plunder treasures from successful Diggers
and passing air ships.

TEASEL BONNE

The notorious leader of the
Bonne Family, Teasel likes to
acquire treasure in a flamboyant
way. His brilliant mind allows
him to develop and implement
successful battle strategy. He is a
smooth talker who has never lost
an argument, He has a special
passion for animals, toys and
model planes.

BOME BONNE

Bomb is the youngest
member of the Bonne
Family. His huge size
hides that fact that he
is really just a big baby.

22



TAKE IT TO THE EDGE.

CAPCOM EDGE.

COLLECT CARCOM EDGE PROOF-OF -PURCHASE POINTS
EVERY TIME YOU BUY ANY SPECIALLY MARKED CAPCOM
GAME TO EARN AMAZING GEAR/LIKE SHIRTS. GAMES OR
EVEN A PORTABLE CD PLAYER! PLUS, YOULL BE ABLE
TO WIN QUARTERLY SWEEPSTAKES WITH KILLER PRIZES
- LIKE YOUR OWN SIGNATURE SIZE ARCADE MACHINE.

DON'T FIGHT IT! SIGN UP TODAY.
JUST COMPLETE THIS ENTRY FORM OR SEND A 3X5 CARD
WITH YOUR NAME, ADDRESS, PHOMNE NUMBER AND DATE OF
BIRTH, AND PARENT'S SIGNATURE (IF UNDER 18) To:

Hansha‘w Ink & im

mn%reamre Serw:ss Jennifer Dsalﬁlfe anﬁ N
irion Clllfmd Pal Dasrgn‘ Michi Morita and .
|hsun i n: Masayuki Fukumoto, PR: o5
ongelluzzo, Matt Atwood and Carrie Megenity:
gaocna‘n ﬂ'lunks to: Cus‘tomer Service, Tam Shiraiwa, Bil
rdner-and Robert L ndsey.

I.IIIITED WARRA
M ENTEHTMNMENTINC ("CAPCOM") warrants to
original consumer that this Game Pak from CAPCOM
shall be free from defects in material and workmanship for
m;;.ermnl of 80 days from date of purchase It a de{ect
red by this warrang 0CCUrs dunna' %v
warranty period, CAPCOM will replace the Game ak free
of charge.
To recelve this warranty service:
1. Notify the CAPCOM Consumer Service Department of
the problem requiring warranty service by calling (408)

WARRANTY LIMITATIONS

CAPCOM EDGE
i 774-0400. Our Consumer Service Department is in
475 OAKMEAD PARKWAY IJ)tamlmn from 8:30 a.m, to 5:00 p.m. Pacific Time,

SUNNYVALE, CA S4086 onday through Friday.

ANY APPLICABLE IMPLIED WAR- >«
RANTIES, INCLUDING WARFANTIES > |
OF MEHCHANTABILITY AND FITNESS * i

2..If the CAPCOM service technician is unable to solve the ARTICULAR PURPOSE, """‘ ’\ -
1 Offer valid 9/1/99 ta 1/31/01, Maximum 2 awards per name andior address, To problem by phone, he/she will instruct you to return the HEREBY UM”EU TO NWEW A
[ claim awards send a completed prize redemption form, Capcom Edge of Fighters entiré Game Pak to CAPCOM freight prepaid at your own  FRO
| Edge prool-of purchase points (or odginal UPC code) and shipping and handling risk of damage or delwené We recommend sending your SUBJEC TO THE CUND!TIONS SET
| feos to Capcom E (see .com for complele details), Game Pak cerfified mail. Please include your sales siip HEREIN. IN NO EVENT SHALL GAPG{]MEE LE, .
Award merchandise is subject {o changa and subject Lo availability while supply ror simﬂar proof-pi-purchase wmull_ the &,.day warranty  FOR CONSEQUENTIAL OR INCIDENTAL ES e
‘ lasts. Aliow 10-12 weeks for delivery. ltems may be shipped separately. Extra + «period {EELIIEEN\EAERF&%TTIE BREACH OF ANY EXPRESS OR o
wi paints on orders will not be refunded, Points cannol be transferred or sokd to
2 another party for uso for any ofhor purpose. Gapcom Edgo points cannal bo G pc Dej 1 The provisions of this warranty are valid in lhe'UanuI X
| ] orlsumer 2 men
E redeemed for cash. Capeom Entertainment may cancel, rescind or extend this w r% Slateps and Canada only. Snm'aystatas a DHIV*TGGB do S
| = offer at any time. Paints aro subject to verification. Only original Capcom Edge or Sun a]g c,q 04 not allow limitations on how long an implied‘warra al
Fighters Edge proof of purchase points or original UPC codes are valid from retail This vearranty shall no i ll‘l& Game: Pﬂ( h&men lasts or exclusions of consequential or incidental
packages or from authorized Capcom Edge or Fighters Edge cerificates. No the above limitat d excl
reproductions allowed, Points valid only once e purchase per person damaged by negllgenqs. ﬁ Ige mod ages ol a‘[‘]?\re mbatidhs. 4nd excUENE ey mt
| I ce per gam p ication, tampering or m, m EBB 511? 10 you, This warranty gives you spec
i Tha Capcom Edge program is valid only with current Capcom and Fighters Edge fetive matsrials of W rights, and you may have other rights, which vary, l'mm
{3 games. Those under age 18 must have parent or guardian signature 1o state to stafe or province to province. & | LS
| = = ! parlicipate. The Gapcom Edge program Is operated by Capcom Entertainment REPAIRS AFTER EXPI n ‘ ey i M
| | & Frausulontsme wh be v Prot of malin doss ot conethe ot o If the Game Pak d : e oty has boen ated b the Eqte |
4§ ing m warranty period, . is product has bean rate e Entettainment |
| § delivery. Capoom is not rosp for lost, d or illegible claim Service Departm Software Rating board. For inf ormanun about the ESR
i forms, Certified mail i for orders winners will bg Sineel “l“ rating, or to comment about the a opriateness al' he
| & determined in a random drawing from registered Capcom Edge members. No p Y. rating, please contact the ESRB at &] T71- ?T ¥ |
E ‘Et purd'msa necessary. Odds of wmnmu depend on number of registered Capgom -[ | -
| £ Sony C i Amarica, Nintendo of America and
=z £ S'gn of America are in no way affiliated with this program. Employses of Capcom
Tl Entenainment. its agencies, vendors and their immediate family members are not |
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