e S e
e e e
Girke P o m% s
e b b
e e i i
S ...:. s..?z.o.mrmwu omo.o et = o
o S 3%&3% o
T e
iy A%I% e
e i i
et SR et
B S R
e o
e =
pieee el
va&.w

.ﬁo.m.vbﬁ z
Ten .
s
e =
Fraies R £
= 2 = -
B & i 3
i :
S o o s
s S ¥
= b -
i e el
s -
]
= £
K
i
2 R,
St
o i e g
£ A e e
ol b
o i : i
e i
e e Sk
i i e e i o
Lk
o o
b
e e
" B
Rt
S
e
S
e e

S g

i B e

u.Huouo.
=
—Il

g i
e Sy
»Va&g»vmi&wﬂv S e e i
el S b.ﬂ.ﬂﬂ-.r ?Wﬂ.o.;?{ogigunou?vwmm*
gxof% 33”%?%?. et L
e e s e e
u..?.w.w?? e e
A e e e e Lt e
fe..m.s?..fzir?z e ,. e e e S AR S
e S A e e s,
e e e e bl%wwﬂfmro:f e e e B RO A A A et
e e R e e Tt i s -
B G S LS e e R : i %
S e S e R SRR e S ey
e i mmg«ﬁ&%ﬁ!&.ﬂ% e e e L s 1
R s i S i Z
e e e iy e

ko
e

A
i

COLOR PORTABLE VIDEO GAME SYSTEM

SR %

R o
B R

ST

B







TABLE OF CONTENTS ¢ ¢ ¢ ¢ ¢ ¢ e 6 6 0 6 0 0 o

Gallor ancl GobBlel:......o s osmmmmsmsmnam i T
il Wl o e ASSSBTCLS SRS R 4
THE CINEBIAVET TAAIRIE - ooos i imnesbiss bnmssnissoisms i S AR 6
Startingia T Wo-PlaYelr AT s domstrrms sisverss 7
Race Around THE NRBZEE L. o oo ey s 8
e Galle SCICEIM v ioirisiesinisteisrsrbyiiabey s mhbmit s 9
Pac-Man's Tricks and TreatS..........ooovvvvvvvvvreeeeieeeieiirnrnnens il
Sl EERON T O o L s T 13
GoBolRG FIRLS. T ... i asiss 14
Hanelling this QaillIEIHe. ... i i i 1.5
I BT arit e b e s 16



Gallopand Gobble! . ¢ « « c e e ¢ e 000000

Pac-Man's on the run! He's galloping through a maze
filled with food dots. He gobbles them down fast,
because the ghosts are right behind! If they catch him,
he's ghostflakes!

But he can munch a Power Pellet and catch them! Catch-
ing the ghosts and gobbling all the food earns high
points and clears the maze! Then Pac-Man starts right in
again on the next maze. And so do the ghosts, even
faster and hungrier than before!

Staningupil.illiiil.ii.lll«lI..i

1. Set up your Sega Game Gear System as described In its
instruction manual. For two player games, use the Gear-to

Gear Cable™ (sold separately) to connect the Game Gear
units.

9. Make sure the power switch is OFF. Then insert the
Pac-Man cartridge into the Game Gear unit.

3. Turn the power switch ON. In a few moments, the
Pac-Man Title screen appears.



4. If the title screen doesn't appear, turn the power
switch OFF. Make sure your system is set up correctly and

the cartridge is properly inserted. Then turn the power
switch ON asgain.

Important: Always make sure the power switch is turned
OFF before inserting or removing the Pac-Man cartridge.

* Note: Pac-Man Is for one or two players.

Gear-to-Gear Cable Input Insert Sega Cartridge




Theone-PlayerGame----------.-..-

1. After successfully reaching the Title screen, Press the
D-Button left or right to choose your game screen size. The full-
size screen will give you a close-up of Pac-Man's location in
the maze. The half-size screen will FEETEETEEE
show you the entire maze at once.
When you chose half-size, a sym-
bol appears to theright of "1 Player”
on the Title screen.

9. Forone player, leave the marker at
"1 Player." (For two players, read
Starting a Two-Player Game.)

3. Press the Start Button to begin
Pac-Mans race around the maze!

4. Press Start at any time to pause
the game. Press it again to resume
play.

5. To end the game at any

time, turn off your Game Gear.

Start Button

Button 2

Button 1

Directional Button (D-Button) Half-Size Screen



Starting d TWO"PIayer Game © © ¢ © © © © o © © o o

1. Connect two Game Gears with the Gear-to-Gear Cable™
(sold separately).

9. Plug a Pac-Man cartridge into each Game Gear.

3. Turn on your Game Gears. In a few moments, the Pac-Man
Title screen appears on both units.

4. With the marker on "1 Player," press the D-Button left or right
to choose your game screen size. Players can each choose the
size they want. R NTRRA, TR,

5 ' BOth playe rS press the D_B Utt'on down e ,_*w;"“,:m* :
to move the marker to "2 Players."

0. Press the Start Button. The Options [
screenappears, withyour position (1UP [ emdiidatdi|
or 2 UP) at the top. The player who [l St
pressed Start first is the 1 UP player. R —

7. Press the D-Button to choose the rounds (mazes) you'll play.
The first number is the maze you'll start at. The second number
is the last maze of the game. You'll play four rounds in all. (As
the round numbers get higher, the action gets faster. To even
up the competition, the more experienced player should start

at a higher round.)

8. Press the D-Button down to move the marker to "Pac-Man."
Then press the D-Button left or right to choose the number of
extra lives (from one to four) you'll start with. (More experi-
enced players can choose fewer lives fora more evenly matched

game.)

9. When both players are ready, press Start to begin the gob-
bling contest! e
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Ready, set, run! Press the D-Button to move Pac-Man
around the maze. He zips along the path, chomping
down food dots. But before he knows it, the ghosts slip
out of their nest and dash after him. He really has to
scoot! If the ghosts catch him, he's ghost lunch!

Quick! Get Pac-Man to a Power Pellet so he can gobble
it up. Yum! Now he can gulp down a ghost or two and
keep going! Ghosts that get eaten hurry back to the nest,
where they revive and return to the chase. (In two-
player games, when you gobble a ghost, it pops up on
your opponent's screen! Then your opponent has
double trouble!

Eat all the food dots and keep chomping ghosts to clear
the maze and go on to the next one. See how many
mazes you can win! See how big a score you can eam!

- Each time you play, try to go further and get an even
higher scorel
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One Player Games

The right side of the game screen has scoring information.
Glance at it every so often to see how you're doing.

Your Score: If you have the highest score in this play
session, to the left of the score will be displayed the

word "TOP". Otherwise, in this location will be displayed
the word "1 UP".

Current Maze: The number of the maze you're in now,
shown by the number of fruits.

Lives Remaining: On " 1 Player Game
sCreen, above the fruit,
IS @ Pac-Man symbol
with the number next to
it. This represents the
number of extra lives re-
maining for this game.

You start a game with Powsatz'ﬁnnel A

three Pac-Man lives. Lives Remaining

When a ghost catches Current Maze

Pac-Man, he loses one Player's Current Score
ife. He can revive, and High Score

keep chomping, as long
as he has lives left. If
Pac-Man loses all his
lives, the game ends.

€



Two-Player Games

In two-player games, you can also see how the other
player is doing. Don't let your opponent catch up!

Your Score: Your score will always be on top, whether
you're the 1 UP or 2 UP player.

Opponent's Score: 9 Player game
Check this to see how T
many points your OpPo-

-

nent nas. - - "‘""1 I~
Opponent's Round: The P
maze numoer your Opo- . R

nent is playing.

Opponent's Lives Re-  ©Opponents Lives Remaining

maining: How many lives Opponent's Round

your opponent has left. Opponent's Score
Your Score

A two-player game ends

when:

e One player clears four mazes. The player with highest

score wins! In a tie game, the player who cleared the four
rounds wins.

e One player loses all his or her Pac-Man lives. The other

olayer wins! If both players lose all their lives at the same
time, the player with the higher score wins.

€ o



Pac-Man's Tricksand TreatsS « « ¢ ¢ ¢ ¢ ¢ 0 0 o o o

Pac-Man can play plenty of tricks to fool the ghosts and
get high scores. Here's how:

Power Pellets: Gobbling a Power Pellet gives Pac-Man
the energy to munch ghosts. There are only four Power
- Pellets in a maze, but any little haunters who get
munched can revive and come back!

Run from the ghosts until you're close to a Power Pellet.
Move back and forth until more than one ghost is close
oy (don't wait too long.) Then quickly gulp down the
Dower Pellet, chase the ghosts, and chomp them all. The
more ghosts you eat, the more big scores you eam!




Look and listen to know when you're a chaser and not a
"chasee." When you eat a Power Pellet, the game sounds
change and the ghosts turn blue. They start flashing when
they're about to become dangerous again.

Fruit Treats: These appear twice in each maze, under
the ghosts' nest. Gobble them up, If you can, for big
bonus points. Fruit Treats appear on the Scoring side of
the screen to show what maze you're playing. The
number of treats is the same as the number of the maze.

Warp Tunnels: When the ghosts are close behind,
escape through a Warp Tunnel. There's one on either
side of the maze. You can run faster through the tunnels
than the ghosts can, and you pop up on the other side.
Just watch out for ghosts who might be waliting to
gobble youl




SCOFING o's ala 0ialls s 5 4% 55 % 6% 5 57 2% s

The more Pac-Man eats, the more points you'll scorel

Food Dots Worth 10 points each
Power Pellets Worth 50 points each
Ghosts Munch more than one ghost after

eating a Power Pellet to score high:

Fruit Treats

Scarf up Fruit Treats for big bonus points! Scores increase
as the mazes get higher:

b

Maze 1, Cherry......... 100 points
Maze 2, Strawberry....300 points
Maze 3, Orange....... 500 points

(and so on)

€

FIESEERCEU e st 200 points
Second ghest . semss 400 points
Third 8host .. e 800 points
FOLIEN GNOSE .. ovvsnris 1600 points




Extra Life

You gain an extra Pac-Man life at 10,000 points. More

lives may be given at even higher scores. Keep playing
and find out!

Gobbling Hints

e You can move faster through paths that you've cleared
of food dots. And so can the ghosts!

e Everything speeds up as the levels get higher. The
ghosts get faster, and Pac-Man's Power Pellet energy
wears off sooner.

e Trick the ghosts by leading them away from the food
dots. Then scoot back to gobble up the dots and clear
the maze.

e The ghosts will try tricks on you, too. Watch them to learn
their pranks, then outwit them for big scores.

o \When ghosts leave their nest, they always move down
first. Stay above them to gain time.



Handling this Cartridge . « « « ¢ ¢ ¢ ¢ ¢ ¢ ¢ ¢ o &

1. This cartridge is intended exclusively for the Sega Game
Gear System.

9. Do not bend, crush, or submerge in liquids.

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

4. Be sure to take an occasional break during extended
play.



Limited. Wamanty. . « « vt aiaragiiait

Namco Hometek, Inc., warrants to the original purchaser that
this Namco Hometek, Inc. cartridge shall be free from defects
in material and workmanship for a period of ninety (90) days
from the date of purchase. If a defect covered by this limited
warranty occurs during this 90-day limited warranty period,
Namco Hometek, Inc. will repair or replace the defective
cartridge or component part, at its option, free of charge.

This limited warranty does not apply if the defects have been
caused by negligence, accident, unreasonable use, modifica-
tion, tampering, or any other causes not related to

defective materials or workmanship.



Limitationson Warranty . « « « c e« c e o 0 ¢ o o o

Any applicable implied warranties, including warranties of
merchantability and fitness for a particular purpose, are hereby
imited to ninety (90) days from the date of purchase and are
subject to the conditions set forth herein. In no event shall
Namco Hometek, Inc., be liable for consequential or incidental
damages resulting from possession or use of this product.

The provisions of this limited warranty are valid in the United
States only. Some states do not allow limitations on how long
an implied limited warranty lasts, or exclusion of conseguential
or Incidental damages, so the above limitation or exclusion may
not apply to you. This limited warranty provides you with
specific legal rights. You may have other rights which vary from
state to state.

Send Inquiries to:  Namco Hometek, Inc.

150 Charcot Ave., Suite A
San Jose, CA 95131-1102

€7
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