Wonder Boy

SEGA



READ THIS BEFORE YOU
START

The SEGA CARD and the MEGA
CARTRIDGE are intended exclusively
for the SEGA MASTER SYSTEM.

HOW-TO-USE SEGA CARD
MEGA CARTRIDGE

(1) Make sure that the POWER

SWITCH is “OFF~,

Next. insart the SEGA CARD o

MEGA CARTRIDGE into the SEGA

MASTER SYSTEM ises the

iustration)

3 Turn the POWER SWITCH “ON" H
nothing appoars on the screen,
chack to see that the nsertion as
described n the above pont is
properly made

4} Atrer umng, first be sure 10 tum the
computer's POWER SWITCH ~“0OFF"
and then pull aut the SEGA CARD
or the MEGA CARTRIDGE and put it
In its case for safe storage.

&

For 1 player, push the START button of
CONTROL PAD 1

For 2 players, push the START button
of CONTROL PAD 2.

Once prass the START
BUTTON, you will see this
listing on the screen.

To start at a AREA
number: Press ON 21
twice, then press BUTTON #2
twice. Next, whils holding down
both BUTTONS # 1 and #2
move the ARROW
CONTROLLER up and down urti
the AREA number you wish ta
begin at is indicated on the
screen.

To start at a highe: ROUND
number: Follow the above
directions, but move the
tﬁﬂﬂw CONTROLLER right and



What's Happening

Just when things ware really
gaing greal with you and your
grifnenc, Tanya, some thug of
» woocland King had to gc
vdnap her and hide her away.

Just where does he have your
ittie pretty bcked up? Well,
that's part of the problem. You
really don't have B8 ciua.

And since she could be
anywhere, you're going to have
o ook evarywhaers

You'll go through deep dark
fcrasts You b cross endless
aceans. Llmk treachemus
siopes.

You'll explore exploding

v o lcanos,

Treacherous glaciers. And even
walk through clouds — soma of
which will hold you up and
§ema which won 1

But you'll never be totally alone.
Untortunately. Thaere'll always
be some nasty little woodland
creature, 588 monster or cregepy
insect who'll try to off yvou.

You'll have to laam to be handy
with 8 hatchet. It's your only
form of defense. Short of simply
running for it

And It it all starts to seem
hopeless, take heart. You've
always got your guardian Angel
who can make you virtually
mvincible.

S0 say good —bye to the foixs.
And don't worry about packing
a lunch. Thera's plenty of stuff
growing wild where you're
going.



Area. Round. Checkpoint,
Location.

The game consists of 10 AREA:
One AREA with 4 rounds, the
King's mansion., appearing at
tne and of the 4th rounds.

One round with & check points,

the goal appearing at the and of
the round.

The Torn—Tom's course
contains 14 locations.

There are fourteen different
locations you'll have to pass
through on your search. And
forty rounds for the entire
game. Some locations will be
rapeated. Others, like the
woods, will change as you go.

There are tha fourteen locatons,
but since soma locations are
repeated, they will net always
fall in this exact order,

. The Woods

. A Valley

. The Ocean

. A Long Open Roac
. A Steep Slope
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Taking Control

Tha folewing dllustation shows
vou the contro! rguhm on your
SEGA SYSTEM™ control pad

rnw?-m this instruction book
we will refer to thess controis

by the names indicated in ths
dlustration.

# ARROW CONTROLLERS
3) BUTTON 1
3) BUTTON 2

UFP ARROW

A

LEFT RIGHT

arROow > ARROW

DOWN ARROW

TO VIOVE RIGHT OR LEFT —
Fress the RIGHT or LEFT
AFROW

TO ACCELERATE MOVEMENT

" Press BUTTON 2 and the
RIGHT or LEFT arrow

simultaneously.

FOR A SHOART JUuMmP —
Use the ARROWS 10 indicate

your direction and press
BUTTON 1.

FOR A LONG JUMP —
Use the ARROWS to indicats

EB.I direction and g_r?u
TTON 1 end BUTTON 2
simutangously.

TO THROW THE HATCHET —
Press BUTTON 2

TO JUMP AND THROW THE
HATCHET SIMULTANEQUSLY

FPrase the RIGHT aor LEFT
ARROW and BUTTONS 1
and 2 all a1t she samea time.



Who's Who

You're Tom—Tom, who's
looking everywhare for his
kidnapped girlfriend.

You're pretty much on your
own. Against a slew of nasty —
and often deadly — little
cregtures. But there is someone
who can heip you. Your Angel,

Here's a list of the folks you'll
ancounter:

YOUR ANGEL

One of your allies is your very
own Angel, Your Angel can be
found inside certain types of
eggs and will simply pop out
when you touch one of these
eggs.

When your Ange! attaches itself
to you, you'll be protected from
all enemies, But your Angel's
heip doesn't last forever. So
:::tn advantage of it while it

s,

NOTE: Though the Angel makes
you invincible against attackers,
it doesn’t help in natural
disasters like falling off a cliff or
a cloud,

1 GOD OF DEATH
nside incther agg is the God
of Death. You don't want 1o
mess arounc with this guy
Because if he possasses you,
your energy wil be
drastically deplatec.

2 KING
This is the rogue who
nabbed your gil. Ha's a1
strong a3 he is maan. And
he’l atiack you with fire
balls Gruesomne as it may
sound. the bast way 10 et
him is 1© throw 8 hatchet
rght in his face.

TANYA

This is your lost girifriand.
Whan you find her, you wil
hava won the last round. Or
the whole game,

(@)



What"s What

There srs dozens of tams —
snimas, tools, foods, and what-
have-you — to be on the
ookout for. Some tams, like
hachets and skateboards, are
vilaable tools. Others. ke fruits
ind vegetables help increase
your vitality,

Almgst all lems ars worth a
cerntain rumbar of points. But all
dolis must be collectad to allow
you te go on to last area

Finally, thers are those things
bke insects, arumals and the
elamants that are out 1o gat
veu. The trick is 1o know which
tings ara friends. And which
things &res foes. The fallowing
kst will help you keep it all
straight




EGGS
Thare are two kinds of eggs.

1) WHITE EGGS -
These contain good things.
Either a hatchet, a
skateboard, a mushroom,
some milk, or an Angel.

(2) SPECKLED EGGS —
These are the bad eggs.
They contain The God of
Death.

(3 HATCHET
You've got to get your
hatchet. To use against evil
forces. You'll find it
somewhere on the course.
Or inside an egg.

Your hatchet does not

disappear when you throw it.

But every time you start a
new life, you need to get a
new hatchet.

(4) SKATEBOARD

ot e by ol
make you go a lot

faster. Only trouble is, they

don't have any brakes. So

when you run into anything,

they disappear. But you

don't.

1) MUSHROOMS
These are inside sggs to00.
They increase your vitality.
And are worth even more if

You can get some fruit later
on,

2 MILK
Again, they're inside eggs.
b\ﬁ'eich is a good thing, since
they're your best source of
vitality.

@ FRUIT
There's bananas, apples,
tomatoes, carrots and
melons. They're all worth

points. And they all increase
vour vitality,

4 LETTER
You'll find the letter when

you knock down a coyote
from behind, It increases

your points and your vitality.



1) POTATOES @
You will find them when you
ump or throw the hatchet

2» SEGA SIGN
This ilusive sign will appear
@ — whan you jump or throw the
hatchet in a certain place.
When you collect all 4 of
e, you will get an
additonal fitfa. @

B

Use this to ncrease the
length of your jumps.

<) DOLLS
Thers are two kinds of dolis.
1. Visble Dolls — these you

can see on the coursa .;-#J
2. nwsble Dolls — these @ e '
pop on when you pass e
tham. ===
There are 40 dolis in &l (one =
per round). And you can’t go S
on 1o area 10 until you have
all 36 dols

NOTE: Every time you collect a
. dol, sha will be replaced by a
@ hibiscus flower .




THE WARPED GATE
What It Does

You don't exactly find the
WARPED GATE. it finds you
Here's how it works.

Warps to the Bonus stage.
Warp occurs somewhere in
rounds 1—4 of sach AREA.

If you take ona fruit, another
changes into an ltem. Take tha
ltem and WARP to the BONUS
stage. When you came back
from the BONUS stage to the
previous course, you will find
yoursalf in a position shead of
you original one.

Dolls that Tom — Tom could
not take because of WARP are
automatically considered as
taken. And remember, you need
a total of 36 dolls in all to get
to the final area.

»
Where To Find It
You'll get a piece of fruit. Then,
all of a sudden, you'll see
another kind of fruit turn into
one of the following items:
A Handbag
A Wrist Watch
A Pair of Shoes
A Teddy Bear
A Borttle of Perfume
A Pair of Glasses
A Pendant
A Ring
An Umbrella
A Pair of Socks

The following is a list of all your
anemies.

Where you might find them.
And how to avoid or kill them.

ENEMY HOW TO
OVERCOME
T

1 FIRE — JUMP OVER
You'll find it OR
anywhera. AVOIID
Don't touch it.

@ ROCK — JUMP OVER
It'll deplete OR
your vitality. AVOID

(3) COBRA — AVOID
It pops up all of OR
8 suddan. HATCHET
But won't
attack you.

(&) ROLLING JUMP OVER
STONE - OR
This too will AVOID
appaar suddenty.

It has two differ-
enl speads.
And since it's
not really afive,

it can't be killed.



) COALKID —  JUMP OVER

They move OR
from right to HATCHET
laft.

in two differant

speeds.

FROG

(2} STATIC AVODID
FROG — OR
You can kill it HATCHET
with one stab
of your hatchet.

@ JUMPING HATCHET
FROG -

'l take two
stabs with your
hatchat to kill
it.

(3) BEE — AVOID
it'il follow you OR
anywhere. HATCHET
High or low.

(58] BAT — JUMP OVER
Don't get too OR
close to it. HATCHET

(8 SNAIL - JUMP OVER
Trua 1o form, OoR

this guy moves HATCHET
slowly.
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FLAMING
SKELETON —
Sa hot, it puts
out a blue
flama.

) COYOTE —

They'll attack
you from
behind whean
YOu see a
flower. And it"ll
take two
hatchet throws
to kill them.

OCTOPUS —
It appears in
the ocean.

But it's always

jumping out of
the sea.

TUNA —

Thase guys
jump out of the
water too.

ICICLE -

It may fall and
hit you if you

get too close.

AVOID
HATCHET

AVOID
OR
HATCHET

AVOID
nﬁ
HATCHET

AVOID
OR
HATCHET

AVOID
OR
HATCHET

I

(e

EAGLE —

They fvin a
parfactly
SUraght kne.
Droppng
aerfectly dracly
noCks B8 thay
@9

CHESTNUG —
They | fal on
vour head as
you get ciosar
to them.

vOLCANIC
ROCK —

The cicsa vou
gl tha Dot
cherca they
maght erup.

LOCUST -
They'! ty 1o
attack you as
you approach
therm,

SVIALL FISH —
They ke te
jump dut at you
from behina
watertglls,

HATCHET

HATCHET

HATCHET

HTAC HET

HATCHET



(1 CHAMELEDONS — JUMP OVER

You'l find tham OR

n the desart HATCHET
&) SCORPION — JUMP OVER

Waich oun! OR

They re really HATCHET
fast

(3 OWL - AVOID
H you eave OR
tham alora HATCHET
they"l icave
¥ou slara

(s ELYING AVOID
SQURIELS — OR

They 1l attack HATCHET
from the air.

(5 LIGHTNING — VoD
You can't
control it,

& SPIDER — aVvoID
They nang oR
around. And HATCHET
climb srownd




@) ROCKY JUMP OVER
MOUNTAIN -
It'll crumble
when you least
expect it

@ KING - HATCHET
You'll fmd him
in_the final
round of each
area, Make sure
your HATCHET
hits him on the
face.

3) CLOUD —
Some you can
walk on. Some
you can't.

@) LOG BRIDGE —
Same as
CLOUD.

(& ICE BOARD -
Same as
CLOUD.

Oops. Try Again.

At the baginning of sach game
you gat three ives. When you
losa all three of them, the game
S over.

There ara two ways in which

you can lose 5 ke

1. You are sttacked by the
enamy

2. Your vilalty level can
bacome depletad.

NOTE: You can gat an additional
life when your score reachas
30,000, 70,000 and ¥70,000
After that. you get an extra e
for each additional 70,000
POILS.

Starting Over

When you've finally lost all of
vour ives, the following teat
will appaar on the screen:



To bagn whem you just Bt oft

sie the ARRDOW
CONTROULLER to salect
CONTINUE. ' than press eithe:
BUTTON

To start from the beginning
use the ARROW CONTROLLER
to select ‘restart, then press
ather BUTTON

Know The Score

The porits you eam for finding
cartain items and defeating
different eremies sre added
tegether 10 produce your fina
ss0re

Some tems ae also worth
addrnional vitaity points H=re s
what eans what



ITEM POINTS SPECIAL VITALITY

BONUS EFFECTS
HATCHET 100 @ = =——=- -
SKATEBOARD 200 — i —— —
MUSHROCM 100 @ = === - ——
MILK 500 - ———— replensihes

all vitality

BANANA 50 500 w/MUSHROOM +1
APPLE 50 500 w/MUSHROOM +1
TOMATO 100 500 w/MUSHROOM +1
ITEM POINTS SPECIAL VAITALITY

BOMNUS EFFECTS
CARROT 100 300 wMUSHROOM + 2
MELON 200 500 w/MUSHROOM + 2
POTATO 00 —_——— + 7
LETTER 500 ——— - + 2
SEGA SIGN 1,000 -
DOLL 1.000 Bonus paint for —

cloaring round

will be doubled.
HIBISCUS 500
ENEMY POINTS FOR POINTE FOR

KILLING AVOIDING

WITH HATCHET WITH ANGEL

FIRF - e 8]
ROCK - 100
COBRA 100 &0
ROLLING STONE - 50
COAL KID 100 60
STATIC FRODG 20 100
JUMPING FROG 200 100
BEE 100 50

BAT 1]



POINTS FOR KILLING THE KING
AT THE END OF EACH AREA
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BONUS POINTS

Every time you clear a round,
you’'ll get BONUS POINTS, The
number of points you get is
determined by how much
vitality you have and by how
many dolls you've collected.

When you clear an area while
being possessed by the god of
death, you will get additional
1,000 bonus points,

BONUS STAGE

When you're in the clouds, you
have the opportunity 1o increase
your vitality by getting Tanya's
heart.

You have these three options:

1. You can get an item and go
back to another area of the
gamea.

2. You can jump off the cloud
and go back to another area
of the game.

3. You can wait untill your
vitality runs out.

Helpful Hints

Timing is everything when
throwing the hatchet.

Collect as many dolls as you

can.
Bacause by the time you ge! 1¢
the last area, guu will need 1o
have at least 36 dolls to go on
a #10 area.

Be sure to eat as many fruits
and vegetables as you can firc.
And drink the mikk every time
you see it. Becayse you're coing
to need all the vitality you can
get.

Remember: When you lose 2
life, you start over from the
beginning of the round you ware
Edn:grwud in.




HANDLING THE SEGA

CARD AND THE MEGA * Bal Nidsse vor dem Gabrauch

CARTRIDGE vallstan dig trock nen.
+ Be, Varschmutzung vorsscht

&h‘l‘ﬁlﬁﬁginn S B it einem wu-cm: in »

ara ntendad ; o

exclusively for the SEGA Seifenwasser getauchian Tuch

MASTER SYSTEM abr=ben
* Nach Gebrauch in die Huille
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* Be sspeaialy careful mot to A
stick anything on the SEGA &
CARD! %:} —

» Whan weat, complately dry = y
batore using e

* When it becomeas dinty, 3
caretully wipa ¢ with a soh -x.\.f @
cloth dippad in soapy water. - :

 After use, put 2 in its CASE
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