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Thank you for selecting the fun-filled “AMAGON” game pak by SAFETY PRECAUTIONS
AMERICAN SAMMY CORPORATION.

Please take time to read the important instructions in this booklet. Ob-
serving the step by stepinstructions and complying with warnings will
be your personal guarantee to greater game satisfaction over a long
period of time.

1) Awvoid subjecting this high precision game pak to extreme tempera-
ture variances and tremendous shock. Furthermore, never attemptto
disassemble your game pak.

2) Do avoid touching terminal connectors, and keep clean by inserting
game pak in protective STORAGE case.

3) Useofthinners, solvents, benzene, alcohol and other cleaning agents
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1. GAME STORY

Amagon, the most decorated Marine, was assigned a mission by his
commander to investigate a strange, monster-infested South Pacific is-
land, from which no man has ever returned alive.

With a machine gun as his only weapon, he took off by plane and
crash-landed on the island’s beachhead.

Amagan, with his unique ability to transform into the huge Megagon, there
begins his mission to become first to conguer the island.

See and experience the amazing adventures of our hero, Amagon!!
His rescue ship is waiting at the other side of the island.

Good Luck!

AMAGON

MEGAGON

2. INTRODUCING AMAGON _

AMAGON'S

TRANSFORMATION
INTO MEGAGON X 4



3. CONTROLLER PARTS
AND OPERATING INSTRUCTIONS
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Fress the B button and the top portion of the Control

pad to generate the laser beam.

Amagon/Megagon moves to the left.
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n[.—O @B B. Amagon/Megagon moves to the right.
; C. Amagon/Megagon crouches down.
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Use the Control pad to manauver Amagon/Megagon.
Press the A button to make Amagon/Megagon jump.
FPress the B button to allow amagon to use his machine
gun.

Press the B button and the top portion of the Control
pad to allow Megagon to generate the laser beam.
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SELECT BUTTON

During a game, if you have already secured a Mega-key, press theSelect
button to transform Amagon into Megagon. In Continue mode, select a
zone by pressing the Select button.

START BUTTON

Press the Start button to begin the game.

=< PAUSE FUNCTION >=

If you wish to interrupt play during a game, press the Start button.
Press the Start button again to continue play.

Mote: This game is for one player only. Please use the No. 1 controller ‘ﬁ‘\?
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4. DISPLAY DESCRIPTION
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* REMAINING NUMBER OF AMAGONS
{Sea “How 1o Play,” page B.)

* TRANSFORMATION “GO" SIGN
{Saa “How to Transform into Megagon.” page 11.]

* BULLET COUNTER
{See “How to Play,” page 8.} f Amagon Trans
forms inte Megagan, Maga-points will be
dizplayed here insiead (See “Megagon's

* POINT SCORE
(Sea “ltems,” page 13 and "Monstars” page 14.)

5. HOW TO PLAY

The object of the gamea s to help Amagon destroy his enemies and safely find hisway 1o the
ship.

The scene will be cleared if Amagon defeats a cartain number of monsters or destroys the
giant demon waiting at the end of the scene.

At the beginning of the game, Amagoen has 300 bullets for his machine gun. The remaining
bullets are displayed at the top center of the screen. If he runs out of bullets, be has 1o fend
off mansters using his gun as a club.

Fortunately, if he defeats some of his enemies, he can get extra bullet magazines, Thus, you
have to look for and get bullets while shooting down enemies.

Also, you have to look for the Mega-key, which enables him to transform into Megagon.
When you encounter a giant monster or fight thraugh many enemies, you'd better transform
te Megagon becauwse Megagon can survive if he is hit by a weapon or part of an enemy,

The game begins with four Amagon characters, Amagon will be eliminated if he is hit by a
wieapan or part of an enemy. And even Megagon will be eliminated if he falls into a fiver or
valley. The number of Amagons left is displayed in the upper right part of the screan. i all
four are eliminated, the game ends, but if you secure a ong-up item, you can add one mare
Amagon,

There is no time limit, 50 you should proceed with the game considering bullet comsumption
and tha right timing of Amagon's transfermation.



6. ZONES AND CONTINUE MODE 7. WEAPONS USED BY AMAGON

AND MEGAGON
AMAGON MEGAGON

The island to be conquered has six zones, each of which is divided into
two scenes, for a total of 12 scenes per game.

MACHIMNE GUMN MEGAPUNCH
ZOME 1—1 " 1 point for damage B points for damage
ZONE 12 ® Continue mode cannot be 10 8 MOnNSLer. to a monster.
used until Zone 4
ZOME 2—1
FOME 23 @ If all four Amagons are '
eliminated at Zone 4 or af-
terwards, you can choose
%g:g ::::; any rone except Zone 1,
which has already cleared,
Saelect & zone by pressing d
ggmg :_.-.; the Select button.
ZOMNE 5—1 e In Continue mode, all
ZONE 5—3 seores and bullets are car-
ried over (o the next scends,
ZOMNE B—1 but you cannot carry owver
FOMNE E—2 Amagon’s stock, GUMNSTOCK LASER BEAM

16 points for damage
to B monster.

1 point for damaga
bo A Monster,




8. HOW TO TRANSFORM INTO MEGAGON

There are two conditions necessary to
allow transformation into Megagon:

#First, you should look for and get the
Mega-key.
g Y i
*Second, you must have at least 5,000
points.

If you obtain both, the [GO] sign will be
displayed at the right of the bullet counter
at the top center of the screen. Then you
can transform him into Megagon by press-
ing the select button any time you want.
But if Amagon is eliminated before the
transformation can take place, you will lose
the Maga-key.

n

7. MEGAGON’'S FEATURES

Megagon has a strength value measured in Maga-
points. The score points that you have at the transfor-
mation will be converted into Mega-points, calculated
at 5000 points to one Mega-point. At this time the
converted score points will be deducted from your
score. The maximum Mega-points obtainable is 14
(70,000 points).

When Amagon transforms into Megagoen, the Mega-
points will replace the bullet counter at the top center of
the screen.

If Megagon is hit by a weapon or part of a monster, he
I not eliminated but loses his Mega-points one at a
time. Also, when he generates a laser beam, he con-
sumes one Mega-point.

If Megagon has no Mega-points, he cannot generate a
laser beam. And, if at that time, he is injured by mon-
sters, he will shrink to his normal size.

Finally, when Megagon clears a scene, the remaining
Mega-points will be converted and added to your score.
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11. MONSTERS

10. ITEMS

i . y ZONE li==i1 PV > The point value added to your score
The items below are hidden in some monsters. If you beat one of these 1—2 when ever you beat a monster.
monsters, one of the items will appear and you can run up to secure it. RV » The resistance value that monsters have
But remember, if Megagon punches one of these monsters away, no item against Amagon’s attack.
will appear.

Seo | e || Heee| | Sees|

= | MUSHROOM TARANTULA BIRD WASP
500 POINTS 1000 POINTS 2000 POINTS 5000 POINTS -
ADDED TO SCORE ADDED TO SCORE ADDED TO SCORE ADDED Tr;:js-::un.: FY-100 - RV-3 PV-500 « RV-1 PY-100 = RY-1 PY-300 » RV-1
10,000 POINTS BULLET MAGAZINE MEGA-KEY 1—UP ITEM

ADDED TD SCORE

20 BULLETS INOME  YOU HAVE TO SECURE  ONE MORE AMAGON
MAGATINE THIS T TRANSFORM WILL BE ADDED TO [ SMNAKE LION MAMN \?
INTE MEGAGON, YOUR STOCK, PYW-100 = RV-1 PV-1000 « RV-32 LION HEAD PV-0 -« RV-100.5
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MOSQUITO
PV-100 - RV-1

PORCUPINE
PV-300 = RV-1

MOLE
PV-100 = RV-1

EBEE
PV-500 - RY-1

VAMPIRE BAT
PV-100 « RV-1

ELEPHANT MAN
PV-1000 - RV-16

15

DEVIL TREE

=)

FROG
PV-100 = RV-1

o E_- 3

PV-0 - RV-64

ZONE 3~]

&

CRAY FISH
PV-100 - RV-1

FIRANHA
PV-500 - RV-1

IS

SEA HORSE
PV-300 + RV-1

ALLIGATOR MAN
PV-1000 - RV-18

16

SMNAIL
PV-300 - RV-1

HIPFO DEMON
PV-0 « RV-82



ZONE ;.

ARMADILLO BLUE IGUAMNA BERDWN IGUAMNA DRAGON BIRD
SPIRIT FIRE BALL RAT PV-3040 - AV-1 Pyw-100 = BV-1 PW-500 = Bv-1 PV-1000 » RV-8

PY-500 « RV-1 PV-300 = RV-1 F\V-300 « RV-1

SKELETON
V-0 « RV-104

RED DEVIL owL BLUE DEVIL
PV-300 - RV-1 PV-1000 - RV-16 PV-1000 » RV-16 PV-0 » RV-17 \5;»

i
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OCTOPUS
FV-300 = RV-1

MINI CAR

(GRAY)
PV-100 - RV-8

LOBSTER MINI CAR
PV-500 - RV-1 |PURPLE]
PV-500 + RV-4

7 7 / A
f % ALIEN

COSMIC MAN UFO
PV-3000 = RvV-16 Fv-300 « RV-1
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COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio frequency energy and if not installed
and used properly, that is, in strict accordance with the manufacturer's instruc-
tions, may cause interference to radio and television reception. It has been type
tested and found to comply with the limits for a Class B computing device in
accordance with the specifications in Subpart J of Part 15 of FCC Rules, which are
designed to provide reasonable protection against such interferance in a residen-
tial installation. Howewver, there is no guarantea that interference will not occur
in a particular installation. If this equipment does cause interference to radio or
television reception, which can be determined by turning the equipment off and
an, the user is encouraged to try to correct the interference by one or more of
the following measures:

- Reorient the receiving antenna

- Relocate the NES with respect to the receiver

- Move the MES away from the receiver

- Plug the NES into a different outlet so that Control Deck and
receiver are on different circuits.

If necessary, the user should consult the dealer or an experienced radio/television
technician for additional suggestions. The user may find the following booklet
prepared by the Federal Communications Commission helpful:

How to identify and Resolve Radio-TV Interference Problems. This booklet is
available from the U.5. Government Printing Office, Washington, D.C. 20402,
Stock Mo, 004-000-00345-4,
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90-DAY LIMITED WARRANTY AMERICAN SAMMY GAME PAKS

-DAY LIMITED WARRANTY:

-";ﬂ'*ﬂ'i:-“ Seenmy Corpovation (" Amancen Sammy”| worents o he celgingl eensumn thet shis AMEBICAN SAMMY Gama Pak
I"PAK"] Inat including Game Pak Azeassonn or ROBOT ACCESSORIES] shal ba tee feam defects in materisl and workmanahip far
b g iocd ol B0 daym dromn duie of purehase. il o delec) cowsrad by this wierasny cocwes duting 80-divy veinrracy period, American Samry
will inpat ar repdace the PAK, s option, fren of charge,

Tei éwnirnt B wrarmanty sorvlon;

1. DM NOT rebun pour celecsve Gne Pak 1 the mialle,

2. Mty tha Ameican Samiy Division of the prablem requiting warmnty serdice by ealling: {2730 2300-7167,

3. INtha American Sammy sarvics 1echnician i unasie 10 soive the probism by phona, b will provics wou with
8 Rituie Autheeicstion number, Simgly tecord this numbar on the aulsss pagkaging of vour dafiective PR,
and faturs your PAK fraight peapeid, = your risk of demage, Togethes with your salis skp e similar prool-
afpurchasn within tha B0-dpy warianty psiog 1o:

Asnecican Sammy Corporation Comsumar Division
22N Ni5h Steoet. Sune O-104, Torrance, CA 0500

Thi watt andy shall not apply If ter PAK his besn damaged by negligenoo. soctdont, weatsonsbis usa, modification, iemparing, e
by Gl copmes unilaied 0o defectivg matioinh ar wartbmasshin

REPAIRS AFTER EXPIRATION OF WARRAMNTY:

H iha PAK dovitlops s prohbemn aftar the B0-diy waisanty pariod, you mey contac Amancan Sammy Conestar Sevics Divisban at tha
nﬂ_'rhl'rl Frid vl ﬂnlld_ul:r?'.'u I the Amarncan Sammy seevics tchnkies ls unsble to soive the problom by phane, he may provide yau
weith ® Rartura -ﬁulﬁw-rw-:-n mmbe Yiow may than mecrd this rurmibar on the outside packegieeg of tha Safective PAK snd fatuin tha
dafective PAK fraight prapakd fo Amerkcan Semimy, sncinsing n check or money ordar for $10.00 paysbls fo Amerkcan Sarsmy
Corpadation. Asvidican Sammey will ol ies ontion, subimet bo the condiilon s sbowe, rapair the PAK oF resiscs & with o new or ropgired
FARE. I neplecesnest PARS are not avallabile, the defection PAY wdll be resumad and ths 51000 paymant redunded,

WARRANTY LIMITATIOMNS:

ANY APFLICAILE IMPLIED WARRANTES, INCLUDING WARRANTIES OF MERCHANTABILITY AT FITNESS FOR A PARTICLILAR
PURPOSE, ARE HEREHY LIMITED TO MINETY DAYS FAOM THE DATE OF PUACHASE AND FOR A PARTICULAR PUAPOSE, ANE
HEREEY LIMITED T NINETY DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITHING SET FOSTH HEREIM,
I M EVENT SHALL AMERICAN SAMBY BE LIABLE FOR COMSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE
AREACH OF ANY EXPRESS OR IMPLED WARRANTIES

Thip proviglons of this warranty ara valid in tha Unied Sia1es anly. Some atates da ol % miGatsoes on hovw fafeg am impllad
waartanty lats arenclusion, of eeesequantial or incldantal dim sges, 56 15 sbove limitations and sxclusicn may A2 appky (o wou,

Thiim warranty givoy you specific lagal dghts, and you may also kave sthar fighss which vany from stane 10 e 5
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D 1988 AMERICAN SAMMY CORPORATION

THIS GAME IS
LICENSED BY NINTENDO
FOR PLAY ON THE

(Nintendo)
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