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An All-New, Interstellar Adventure from Rare!
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T.l'u'.s official seal is your assurance that Nintendo has reviewed this product
and that it has met onr standards for excellence in workmanship, reliabilify
and entertainment value. Always look for this seal

; ¢ DHicial
when buying games and accessories fo ensure o
complele compalibility with your Ninfendo product, Sotlol Qualil,

Al Hintendo procucts on Bosrsed by Aok [or use cnly with ethor aunonzod
products bearing the Ciicles Nintendo Saal of Craaliy

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

Thank you for selecting the Jet Force Gemini™ Game Pak for the
Mimtendo® &4 system.

Flease read this instruction booklet thoraughly 1o ensure maximum enjoyment
of your new game. Keep this instruction booklet and warranty information in a
safe place for future reference.

Du @l This Game Pak has baen encoded with Dalby Suround®, If your 1e%2vision of shared
SUAROUND sourd system & equipoed wilth a Dolby Surround dacoder, and you have kR, right,
Sy and P dtie Dayreci e CEAIERN @0 122 channels connected 1o speakers, you will exparignce he axcitament of
P o Dol LS e llichanned surround saund.

m Thiz product has been rated by the

Entartainment Software Rating Board.
Far information about the ESRB rating, or
to comment about the appropriateness of
LOMTLAT BATLD T the rating, please contact the ESRE at
= 1-800-771-3772.

1

1% 219959 Rare, Rarcwere Logo £ a trademark of Rere.

™ & and the "N Laga are tragemarks of Mintendo of America Ine, Al rights reservod,
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MEED HELP WITH A GAME?

Fov froe, aulomated game ploy es and news, call Mintanda's Power Line af:

1-425-885-752%

ivnnce coff, o pleow 05k permisskon from whomeee poy the phena bil.

Rather falk with o game covnselor?
£1.50 per minute] 1-200-351-300 [Canads £2 00 par sinuk)

Fooihc ime, Monday i A 7 Eu
fﬂqueﬂ-n' I3 ohdovin p{lrﬂﬂ.'l:rpﬁ'.nl;ﬁ?ﬂ =] Enr[: fpr.uﬂ:ﬂu.guﬁ:r{{nﬂﬁgﬂ




FROLIAD L P E O O U

The Nintendo® 64 Controller

The Mintendo 64 Control Stick uses on enalog system fo read the angles and
directions of its movement. This allows subtle control that is not possible using the
conventional 4= Control Pod.

fi

When turning the Control Deck power ON, dn nui ove th 0 el Stick from i
neutral posifion on the controller.
% |

fthe Conrol rick S HRMIGEAR cngled postion (o

shown in the picup@amthe.le the power is

turned ON, this psi ! eufral. This

will couse gome ick fo operafe

incorrectly. Ty

i
to

N\ holdig the L o L
The Control Stick is a p to spill liquids e ploce !
any foreign objects info ed mssistance, contachNintendd Consum
Assistance ot 1-800-255 thoriz i |

Holding the Controller

Ml playing Jet Force Gemini, we recommend you
| wse the hand positions shown ot left. By holding the
mnnullm ik this, you can npam‘ra the Control Sfick

Connecting the Controller

Four players can play this gome. Connect sfid
player's controller to the oppropriote controller
socket on the front of the Control Deck. Beginring
on the left, the sackets are for Player 1,Ployesd
Player 3 and Player 4. You connot stafi o gaimel
the first controller socket is empty.® -

If you change the connecfion duNAEBame, Yoo
will need to either press RESET or ugilhgfpiowee. OFE o make 1

fjoretsing if, moke sure fo
ake stre that the Control
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TRAPPED IN A WAR ZONE

"There goes another one,” sighed Juno as one more dot on the splintered on-screen galaxy
map flickered and turned red.

The twins were fost losing count of the number of urgent reports they'd made o the
Federation since this whole affair began. But still the Federation had refused to commit. Just
another petty tyrant, they kept saying. Let him have o few minor stars, nnd he'll be satisfied...

But of course that wasn't hoppening. Savage attacks on the Jai orce Gemini patrol ships hod
left the squodron crippled, with only a single shi p»-lhrrl o, Velo and Lupus—escaping by the
skin of its testh. And with their hyperdrive unit dumugehl ‘T‘ apil Ihey were frapped in o
war zong that was expanding by the day.

As if thot weren't bad enough, Mizar had invoded Gnld oo i % orid of the peace-loving
Tribals, and foken u1ml:-s'r the entire colony info i!u-.'ur-,r | T. Ti a ]uatl llies, ond it
"t been there.to help.

‘she ofiflounced. "It's fime fo

Vela rose suddenly from her seat. "We're out of optignsy
go.”
"I know," he nodded, ruhhl g his hiead wenrity. "We're o sitt
st another doy ifwe..” [ " et
He found himself cut off in -3._=-'! fence o, Without wa
shuddered from the force of o -1' bl i
"Whot now?" yelled Vela, whegl A 2 fhe main
horrifying imagg of chittering Of lers pouring ft
devastated corgo bay doors. 8 '
"You two get going, and I'll jdig s
"Not a chonce!” spluttered VelofSit
But Juno wos already steering {
Mizar takes the ship, we're ol tri
foke Lupus and get aut of here!f i 4
Veln took o deep breath, ||'IBI} 1‘ od and sprinted along sl Lupus i

teleport boy—and the dﬂulh—dl—ghﬁr CTUSe -ﬁﬂl '-.' ond.

4

e i

JUNO

With ospirations fo be part of o trntlc Jet Force team since tha day he and Velo's trudar pmn’rs

urally fards his passion and dedication o their cause, but she often
1eacoul ofiricky situations. Alwoys the feisty one, she's followed the

Jet Force drenm both through o fierce sense of justice and o determination to prove the equality

of the foirer sex in the skeptical military world.

LUPUS

Each Jet Force squadron moscot comes cyberneticallysenh _,_,_,I'_ to hold their own as efficient

fighting units should the need arise. Tough, ufShakablegsd. totally loyal, Lupus is a long-time

companion of Juno and Vela and o vilal member of the "{'"i"}:i Bemini crew.

s 0 A2

The relentless brutality of Mizor's ombition s v ey

While the Dranes are created subservigat, othén

Al of the elite Airborne Squadrons imprale:

most recenl are actually beginning foqui

I ;. take its foll on his own forces.

i hye their dissenters: in particular, the
vBrg.baichy o the point where some of the
B ] m|II'_|’I]{-||tEII psks. Floyd is among this
i qul .,- {fdislu]ruirr to Mizar.

& !mher—undunfurlumial-,r h}rlum
& bl rlfs e fradii '1::.-,.": ;ﬂ'puwars and Jeff s

“DH 'rl + ;.',J

:! odthabederaiion ."' i :uru:,r Thuugh shrouded
Seem Bss Drone army have already broken the mold and
- lau'r fo mlargulurlu peace in centuries.
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SINGLE PLAY OPTIONS
Selecting a single-player game will bring up six save slafs. Choose an empty slaf to begin a new For all upﬂurﬁ, prﬁs Ilﬁ A Euliun 1u gn fnrwunf ] E|B|:| and press the B Button fo go back. Use
game and enter o nome. Use the Control Stick to move around and press the A Button fo choose e

a letter. When you have finished entering  name, select End. You'll move into the intraduction
sequence whith wil give you o brief update on the stary so far. This, in turn, leads 1o the
character select screen. Notice that as the gume picks uph:um '#here I]w intro left off, only Juno
is available. Vela and Lupus will become contrallable once you e th up with them during the

Allows you tn use Ihe [ﬂn'rrnl -I- 10 irag the bar to the preferred volume.

course of the game. % )
tl*.'. -.1 ' |
Choase a slat containing a saved game, and you'll be offerediaifu "'rmlg& of aptions. You
can dive stroight into the gome where you left off, or youscan¥etioos 10 :|:||1-'|r the contents of WIDESCREEN SETTINGS
the save slot into another empy slo or just erase the cff i hslo GpraIRYy. Toggles JFG's Widestreen Mode ON or OFF. The C#.ond€#.Buitons can be used to relocate the

letterboxed screen when Widestreen Mode is . .--.'

MULTI-PLAY . )
The first selection you'll make upon entering Multiplayéie Mod€Tsthat of yaur characer. CONTROL MODE ek ;}
choose Juno, Velo, Lupus or gy GiRERERATOCIERYou Ve Managed tainlottand s Toggles between Normal and Expert contral confif M
memory in the single-player g ‘_h_ nce, all players have:idde heir ghoices; préss F
bring up the main multiplayer GEme enu;See ' 0 for-§ . | 2-PLAYER SETTINGS J’I

Ly 9 | - Splits the two-player game screenih ,-1'r-.-,:- 2 mll-,r
CO-OP PLAY 3 iy . dre @
This option, which allows two pli ance 1o Mi s siml ingously, wil
only become available once Flofilis 1 ond re & Sinale-layer gome Unlacki
and selecting Co-Op Mode lets -‘i‘m‘LJr {8 up on the sapre screen, mlh > (on
the current character (Juno, Vel ) while the-other hel i i

Floyd and his gunsight. il selected from
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BASIC MOVEMENT

e s e ]
i ¥ R

..:,._g._-._jsl'i_r__:_'..__;_ 1_-. ”\' I R !
, Em:h ——— “t r¢| | H‘x i F[“?jﬂktu :B|:11r«dr Tha :um:&[m hahlnﬂHyuTlJl thoracter |
' Pad will instontly bring up SN X M-S0 atia): Kgafui Mose: o
whichever weapon hos been | = 2 -
 assigned to it through the Pause | Wit 1 : 30U e R e Y e A
Menu’s Weapons opfion. i (#/+: Sides!ep |Eﬁr"ng|'|1 llse 1|'|I']'II|E holding The Z Button to strafe.
™ (+: Jump. Press quickly 1o hop or hold down to leap higher,
| (#: Crouch. You can fire while crouching or use the Contral Stick to crawl
START [« : _ around. Press the C+ Button lo stond.
Brings up Pause Menu : ; —
(see pg. 11). ; t < U
) , m

"
=1 o '_!"'
F - = T:

A BUTTON

Wolk or FU"_[dEPE?d'“ﬂ on hﬂf" much Strolls forward through weapons. Also works os on Adion button in certain
ORI pressure is opplied fo the Stick). sifuntions (e.q., talking to ollies, opening chests, adivating puds) ond os o general
Select button with regard to menu opfions, conversations, efc,
TARGETING MODE

# Scrolls buckward through weapons. Alse works os o general Buck button with
regurd to menu opfions, conversations, efc.

The controls change slightly when the R Button is held and the Targeting mode activated to
allow you to move around while firing. In this situation, character mavement is controlled by |88
all four C Buttans, leaving the Control Stick free to move the crosshairs for precision aiming. -

Simply releose the R Bution lo return fo normal contrl, [\ N‘lﬁ |
&) l‘

N ___J
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SPECIFIC MOVES

; Jet Force Gemini boasts three completely different multiployer modes, each with its own unique
SIDESTEP - subset of options. llsa e Confral Stick 1o navigate os in any other menu. Press the A Bufton to
Press the C# and C+ Buttons during normol play to step aside, either 1o get out of the line of i d the & Bifion fo.move.back'e step. Select and taggle the fop-left icon fo change the

fire or fo begin a strafing movement (hold down the C+ or C+ Button and fire with the Z

and brigwp the appropriate range of icons (omy marked with on X ore not
Button). ini

TR T a——

CLIMBING
Juno and Vela can hong from certain ledges, either to heli P.-_u tlamber upwards or fo prevent :

them from dropping too far. When dangling in this Hﬂ?‘l;l shi o fhe-object with the Control - The traditional two- to four-player match-up opfion. In this mode, the various icons ollow you 1o
Stick 1o climb up or push away from it to drop down. You cam@lsgclimb up/let go by attempling thange the game type, level, range of weapans available, limit on time,kills/lives and type of
to jump/crouch while hanging on. rador. In Time Limited mode, the number of kills made within the allotied fime decides the
winner. In Slaughter mode, it's the first ployer to.oc BVE 0 cerfain kill total, and in Survival

SWIMMING “ Dy mode, it's basically the last man, woman or Hing off st ti"jﬁ‘
All Jet Force recruits have to be competent in this fieldgiit lunderwoler swimming. —
She is the only team member who can.actess.areas bidden benebtlr sireiches o d}mwnier. L 4

W X, G TARGET PRACTICE MOEL
FLIGHT Here the icons allow you fo chonge thede i 01 “_I'unjlinn and toggle the conirol
Available only to Lupus until Jug method. The game camera swoops oriroifs fhrough the-ehose TE'i'E| Uﬂd the players each
pressing ﬂlEﬂEuﬂnnumeml cantrol a set of rasshairs. The aingSHOpIEk ol as many Dr Hu s os possible while

quite o distance and cross gaps iding the Tribal turgEIE Tuinls aré ‘:I if do tl ills* ¢ mwd (Tribals serving os

I:Il'h af; | | ) Fre win _ i I--- i; iil] :
CROUCHING/CRAWLIN - ;‘;’
Pressing the (# Button fn}mu i

which point you con fire, crawl ofg Rdihg Mode, you first need

the C+ Button. messith Battle Mode, there
ﬁ.rf hosed), level and time
S 5 and nUmber o boosts ovailoble. You con
Use the C+ or €+ Button lﬁl'ﬁh crouchir D) pdnwn perspective. Direction and acceleration ore
! ile the A Button friggers a boost, the B Button brokes and the Z
8% the curreff pickup.
10

"



PAUSE MENU OPTIONS INVENTORY
Allows you to keep frack of the Keys, ltems, Tokens, etc. that you've picked up clong the way.

CHARACTER
Allows you to switch between available characters during the gome. Note that you will rejoin the
selected character where you last left it, rather than simply swopping the choracter in use during

the corrent level, - e

!‘_:a;.l!' e -rh,t,
Takes you to the seporate Options Menu, os seledoble u:'.- n th q. For a list of meny aL >
choices, see Getfing Starfed on py. 6. & :"_ The final Pause Menu option contains details of o spedal mission that you'll uncover further into

g : the game. For now, all you can do is guess..
Displays the health level of the currently-chosen thuru th up GemnEHalders 1o boost your SAVING VA _ NE
maximum storage copaocity. Y. e > .
1 In-game saves are performed through the Pause Menua e jUtan save at any fime simply

WEAPONS by pressing the Z Button os instructed. When yoUwant® qu ifing, remember to save your
Displays and describes the wigHOnS curFeslyoNmEd=PresSing t dis 1 gome data first (you'll cutomatically be given-th&optic .1;-“., aloct Exit from the Pause
while viewing a particular weaiGmmill assign. il fo thal- on, offeriiia in Menu). Be careful not to turn off the Deck.bal va process hos finished or you
four weapans during the gomey The'd and Bfutans con also be 1 risk losing dota.
through unossigned weapans.
Brings up o map of the gu1 Xy pas Ihat you've monaged tolgxplore, ot least.
shortaut back to a stage you've'alrendy complfed, simply usethe Corlfrol Stic

seledt it.
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STRUCTURE AND PROGRESS

At first. Juno is the defoult character, and you'll have o couple of levels in which to get used 1o
controlling him before you catch up with Vela or Lupus. From then an, you'll have the choice of
continuing 1o play as Juno or following the fortunes of another feam member for o while os 1
sach goes off fo explore o different set of levels. You can swap between Juno, Vela and Lupus
via the Character option on the Pause Menu. 4 &
Ultimately, all three JFG fighters will arrive of Mizar! sﬁl i }u ﬂi’?ﬁmn’r direction and wail
there for their teammates, so you con play through -_- meiin m mber of ways. You can
lead Juno all the way fo his final destination before satii 'L_,ga oh it I':H characier along his
or her own route, or you can swop frequently between d |:1<Ie oll three routes
simultaneausly. The choice is yours...

ALLIES
Along their journey, the Jet Force Gemini teom will megtup ¥
characters who'll be more inclined to help if you don’
Goldwood, Mognus in particuldrWil -

making progress. It's worth pe ""_-'_:' tentic

s likely fo want o sirike somékindiofdeat

ings cbout
atiworlds are just

rrrrrr

COLLECTIBLE ITE .

GEMS il < )
Effectively restore your hE-Il[T]l ""'|L|¢,Ld ) reptis fo your armo
of different colors will provide varyinglevelsiofrepairs

SHIELDS

In areas of porticularly heavy enemy fire, h:m 5
sporfing chance with the temporary mvul'na olility it bestaws (sig
effect). Get out in the open and fire away ail st | =

middle uf ] hhmng firefight... :

rids
il WOnids.

And You

AMMO CRATES
Top off the ommunition level of o particulor weapon when collected.

r[mhai coniaining ammo for weapons you hoven't picked up will be

ember where they are so that you can come back for

i *-., idh capacity of a weapon, leaving
g0 tesafd to your standard Pistol in the

ield:foken muy be left to offer you o
bestaws (sign ﬂmi by a swirling light

% &

KEYS
Some of the segurity,doofs pur path can only be opened by
keys of o cefficol 1"'"f REdh teceive these keys from on ally or

S Wi II 2 exclusive fo one JFG teom
----- pass through.

f N
I'm

e, S

ihe gomepyoumiay well come info possession of unique items used fo
] certain characters. You con view these with the Pause Menu

¥5e given the opparlunity to use them when the time is right.

15



GENERAL FEATURES

DOORWAYS
You'll find many types of doorways blocking off routes through the worlds chead—some that ,

FLOOR PADS

You'll come across a variety of Mizar Token-powered floor pads
throughout your crusade, boasting different functions os follows: Jetpack
Pads will temporarily chorge the Pack of any character equipped with
the ormor upgrade; Night Vision Pads will activate Night Vision Made for

you absolutely must find a way through, others that aren't essentiol but lead to useful hidden
arens. The main types of barriers are: Life Force Doors, which won't open uniil you've rid the
immediote area of Mizar's troops; Key Doors, which con only be opened by a Key of o spedific
color; Target Doors, which require concentrated firepower fo apen; and Floyd Doors, which
remain locked unhk you recruit the characler in question al o loter stage..

3"' > qf,ﬁm

REGION MARKERS -
Each of the gome's levels is divided info regions, mokin
progress and pin down the Tribals you've yet to rescue! o

while others have many. The main point fo remember is thaf ill reset (including the

' .s:_u oI, ';_ fo keep Irack of
’5;; only a single region,

Floyd Pads g_f[grl g op
TH:II'I‘S'IL'I'I'H'I aiar "5:.1- alloy

e ol
e FT

the mrkl_.r sum_nn ahead, provided the Gnggles have been pn:kad up;

inch. I:nnturl wilh o Totem brings up o message informing you that a
multiployer bonus feature hos been unlocked. This could be one of the

number of Tribals saved if you didn’t get them oll) when,finsletve, Which is why the morkers
are ploced fo let you knuw when you're about fo et ofeg tand/or edter a new one.
il your reward.

many hidden characters or 0 whole new battle orena. Just flick through

the aveiloble choracters and levels the next fime yous sfa i{-rj p loyer gome to find out

€

leave the current region, and both are used if there s — A‘k'

g fLe, Fﬂlifuﬂ feecty IH. i e b One of the main aims ] "% i in this adventure is the

monitor your performance in'each Yegie liberation of thefribaks -*1’"““ it 1o stand o chance of complete
success in thefle =| os many of the little furbolls os

LAUNCHPADS o possible (juskl m] n you free—or kill-o Tribal, o

You'll begin your expedition thea aunchpad; wifhgnath AN 3y | status bor Bie s u-n._-.n:- ueen, di sl 1 the number of Tribals

one (hopefully housing o Gemirii$ '. nge'Yo.p wda you withi g g | temaining , he remion. the number va sruud and the number

o route to further worlds. Just nmm_ ] dunng e 2 35 Wan't be parficularly

your loter explorations, the brafi ) alterndfiye unth s | SR el earefulal 2. qre Tribols: hum 50 deal with

: N

and the bonus stages that lie l:e w '_ i =
CONSOLES

There oren't too many left |1_|'mg
you do come across ong. Installeg
when activated. The Service Robot can'id
can make use of the same sérvices. os any Dr
exchange for o few Mizor Tnlmns '

e

*-."",, 0 cerfain characters, so
UPtirst trip through on

vag ember later.
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JET FORCE PISTOL

Standard-issue JFG equipment, fenturing a built-in charge gauge which
allows for eight or so ropid-fire shots before needing o few seconds

o refill

MACHINE GUN

A high-powered but i 1m:i:umlpﬂim iths || posﬂlﬂllhf of o very
short lifespan if you let yourself e _ @ | a) h',r‘lifmnlll: rafe

of fire! o A

PLASMA SHOTGUN ' -
Can be used in different ways ogdi nf . Jous situation, Quickfire
shos will do relatively little dam L,y "Tﬁ]-p & weapon by

holding down the Z Button wi u‘-’""

FEFE stond

sive Scale. -:- recl voleys g o N
ike out juskabout ony - - 58

SNIPER RIFLE

: A high-powered weapon, obviously most useful for long-range stealth

in torgeting mode (holding down the R Bution], the A and B

ns.contral Tts zoom function.

o severe distraction fo anyone it hits. Every bit os
5 any other weapon, of course, so be very careful where

SHOCKER
An experimental combat device which chonnels o powerful electric

current info its targef. Ef nl.J..lll':'l'[']u_rl: enemies, but lacks the
range of some of the/more tradifiggal weg

EHEH'ﬁDEE

SHUR! i_ﬂ_k__ f

| .-'. ri |ﬁm i L.:fl : 5 ". 1r k]n’m l:u;] about any

ad and accurate,

ety jeitaifuntil o*handy Drone passes
biffon apain fo detonate. Sneaky but effective.



PROXIMITY MINES

Automatically become active when they hit the ground. Anyone straying
into range is in for o nasty surprise—but thot includes you, so take core
where you set them!

CLUSTER BOMBS S
Similar ot first o the stondord. ' '
releases a further frio of para
wider area.

..-i.:'_
1e inifial explosion

'.lrh spraudnulru-:weru

FLARES

Mizor sn't renowned for his toslefufpasie plagschemes, so there'l
inevitably be fimes when you'| ight your way through
the gloom. A

i o flore f
¥

—————

|

| Hjenmnﬂjrmmwiﬂﬂnreudl of Mizti's

"l"l'l-'—z EI -31'4&' 'l’

DRONES
The bulk of Ml:nr s Irgops ﬂaage expendable, moss-produced pawns Come ino w:nenr of guises

‘I it -*“1‘_ inge of nther Drones dunng your fravels, including the
: L- Drane, two-gunned Stag, shambling Marsh Zombie,

AIRBORNE SQUADRONS
Like the Drones, there are many variations of enemy within the Airborne Squadron. Some rise

up in squodrons fo form o deadly woll before you,u
strafing runs. Others still may actively hunt y6ie
numbers, so don't go firing off oll those mathine

I;L_-.;', hers soar through the levels on
Ll'.""l dmntuga is sheer weight of

BOSSES e
Far be it from us 1o spoil the surprise far you, Sk
Drones and Airborne Squadrans for 1 i
likelihood that he'll have some ofgfist

¢’+

'.“F"

J

hat Mizor won't rely entirely on
st terrilpries. There's every
: —s0 should you
g{ gl.lurd up ot all fimes,
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GOLDWOOD

A tranquil forest planet where the vast majority of Tribals live in peate with their neighbors.
However, Goldwood has also been the torget of Mizar's latest ond most ambitious raids, so Juno
and company are about fo be thrawn in ot the deep end..

S.S. ANUBIS i

A vast cargo ship, now desolate but once part of Mizar's fleet=distarded ot the first sign of weor
and tear, as are all those who serve the fyrant. Stragglers andsome useful itams are likely o
remain on board, however. %w j

g f

TAWFRET 2, B

Onee o pleasant, sunny world of fields ond fens, Towfrefa '4" e -‘F” Ttibal colonies
currently face o peril greater than anything that hos coe befargSNaWoH within Mizar's
grasp can remain safe for very long. <

BATTLESHIP S i
Most recently responsible for thEisuesess o the G dvood:raids, Sekhmet forms o'key part of
the Drone army vanguard. Congéquentl * gh.of this huge, broodin &

the horizon has spelled doom i ?" ﬂ"h 4

L&
A world of cold desert and silent \( |

CERULEAN
J.Jll .tw'l.'.._.{!_l:. ';_'!'l: loe

i !
a . ot Lt
AR i

ruins of o divilization long since'g |'5u ned fo IF rafhg ' sml:e
known of them. o

L* t st /

I W T '|.. ] 1

folte ’u:rtha

N 3

ICHOR MILITARY BASE
Mizar's single biggest m1|1|nr-,rn ;. huilt ¢
barracks. ﬁ.n';rnne penehuhng il:

22

THE SPAWNSHIP

This mysterious, unnamed vessel is rumored to be the birthplace of Mizar's never-ending Drone
nrm*.r It thls is frua 16

geris doubled: even the fall of Mizar won't stop the insectoid

ESCHEBONE
Ihr!dl&tl with unuan’r restless wi:umes and eene olien li lfe forms who, 50 1|'|e stories w_t, don’t

MIZAR'S PALACE
The core of the tyrant’s rule and the ulfimiem:
they oll make it. Af losl, the confrontg
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WARNING: Copying of any Nintendo game is illegal and is strictly
prohibited by domestic and international copyright laws. "Back-up” or
*archival" copies are not authorized and are not necessary to protect your
software, Violators will be prosecuted,

This Nintendo game is not designed for u
copying device. Use of any such device
product warranty. Nintendo (and/or any N
not responsible for any damage or loss caused
device. If use of such device causes your garmi
disconnect the device carefully to avoid da
game play. If your game ceases to operate and’
attached to it, please contact your local authgy

with any unauthorized
,%@vahdata ynur Nintendo

i ] 2 or distributor) is
1e use of any such

It nperaung.
Eume normal

". ve no device
intendo retailer.

The contents of this notice do not interfere _.11';.5 5

This manual and other printed matter acee -'r-{;- Ag thisigame are
protected by domestic and ilciaatigaaleairioTaw

is strictly prohibited.

For further informatio
Nintendo Consumer AssiBiar

1-800-255-3700 (U.5. a I
Or your local authorizec

COH LIGENSED BY NINTEMDMNCH [ING

Y S SERVISE LNASAUMALTIS I

REV. K

.eJ..-.ﬁ.

You may neaed only almple Instructions to correct a problem with your product. Call the Consumer
Asslstance Hotline at 1-800-255-3700 rather than gaing ko your ralaller. Hours of operalion are 6 a.m.
1o 9 pm., Pacific Time, Monday - Saturday, and & a.m. 1o 7 p.m., Pacific Time, on Sundays (lime subjact to

changal. |t the problo ol ba &0 r the telephane, you will b offered express {aciony Eanvica
thraugh Ninbends'o INTENDO AUTHORIZED REFAIR GENTER™. Plaasa da not
=ond any products 4

o) arrants io the cdginal purchaser that the hardware product shall be
inship for fwelve (12) months from the date of purchasa. if a defect
avarranty pericd, Mintendo or a NINTENDO AUTHORIZED
drdware produck or component, free of charge, Th origing

puschaser & 8 Pihe data of purchase s regestared al point of sale or e
COMSUMEr can demonstrata, to Nin Atiztaction, that the product was purchased within the last 12
months,

GAME PAK & ACCESSORY WARRANTY

Mintands warsants o tha anginal penchazer that the product (Game Faks and accessories) shall b e
[ram cobesls in mabedal and wosomanship for 8 perod of th rnl:-rﬂl'rs from tha date of purchase, If a
dlelect cavered by this wammanty occurs during this thrag i pariod, Ninendo or a
HINTENDO AUTHORIZED REPAIR GEMTER will napd , frea of charge.

SERVICE AFTER EXPIRATION OF WARRANTY ©
‘laase call the Consumer Assistancd Hallire at 1-80
afarral ta tha naanest NINTENDO AUTHORIZED RE
iecesEAry for you be ship the complete product, FFIEIE;
WAMAGE, 1o the nearest service location. PleBEsTty
Irsk

_:.:;'t_

Beach 710 ul'lg gesistanca andiar
same instances, i may ba

Ay 40 INSURED FOR LOSS OR

] 1_-._. ducts o Ninkendo wilhout calling us

(815 ULJ ‘PRODUCTS NOT SOLD

i | rrEI::Tn H LICENSED GAME
ANCEMENT AND COPIER DEVICESTA PR ES}; {b) IS USED FOR
MERCIAL PUAPDSES {INGEUDHNG AMPERED WITH; (d) IS
mm:; B NEGLIG nEh.gﬁm Bl E L UTHER CAUSES
- =i ANSH 45 HAD THE SERIAL
ik =

"#;
8 DF MERCHANTABILITY AND

ATION TO THE WARRANTY
el IM MO EVENT SHALL
ESLILTING FROM THE

WARRANTY LIMITATIONS .
THIS WARRANTY SHALL NOT APPLYGIRS

igalits, and you mey also have othar rights which vary from stita io
pionh on the back cover of this boaklat.
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