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LIMITED WARRANTY

Sega of America, Inc., warrants to the original consumer purchaser that
the Sega Genesis Cartridge shall be free from defects in material and
workmanship for a period of 90 days from the date of purchase. If a defect
covered by this limited warranty occurs during this 90-day warranty
period, Sega will repair or replace the defective cartridge or component
part, at its option, free of charge. This limited warranty does not apply ifthe
defects have been caused by negligence, accident, unreasonable use,
madification, tampering or any other causes not related 1o defective
materials or workmanship. To receive warranty service, call the Sega
Consumer Service Department at:  1-800-USA-SEGA.

To receive Canadian warranty service, call the Sega Canadian Consumer
Service Department at: 1-800-872-7342.

DONOTRETURN YOUR SEGA GENESIS CARTRIDGE TO YOUR RETAIL
SELLER. Return the cartridge to Sega Consumer Service. Please call first
for further information. If the Sega technician is unable to solve the problem
by phone, he or she will provide you with instructions on returming your
defective cartridge to us. The cost of returning the cartridge to Sepa’s
Service Center shall be paid by the purchaser.

REPAIRS AFTER EXPIRATION OF WARRANTY

If your Sega Genesis Cartridge requires repairs after termination of the
90-day limited warranty period, you may contact the Sega Consumer
Service Department at the number listed above, If the technician is unable
to solve the problem by phone, he or she will advise you of the estimated
cost of repair. If you elect to have the repair done, you will need to return
the defective merchandise, freight prepaid and insured against loss or
damage, to Sega's Service Center with an enclosed check or money arder
payable to Sega of America, Inc., for the amount of the cost estimate
provided to you by the technician. If, after inspection, it is determined that
your cartridge cannot be repaired, it will be returned to you and your
payment will be refunded.

LIMITATIONS ON WARRANTY

Any applicable implied warranties, including warranties of merchant-
ahility and fitness for a particular purpose, are hereby limited to 90 days
from the date of purchase and are subject to the conditions set forth
herein. In no event shall Sega of America, Inc., be liable for consequential
or incidental damages resulting from the breach of any express or implied
warranties, The provisions of this limited warranty are valid in the United
States only. Some states do not allow limitations on how long an implied
warranty lasts, or exclusion of consequential or incidental damages, so
the above limitation or exclusion may not apply to you. This warranty
provides you with specific legal rights. You may have other rights which
vary from state to state.
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STARTING UP

Cartridge
Slot

_ Power

Switch

™ Control Port 2

Control Port 1

1. Set up your Genesis System, following the

instructions in the Genesis manual,

2. Make sure the power switch is turned OFF.

3. Plug a control pad into Control Port 1. For
two players, plug a second control pad into

Control Port 2.

4. Fit the game cartridge into the cartridge slot

and press it down FIRMLY.

9. Turn the power switch ON — and start playing!

One of the X-Men, selected at random, will
jump directly into the first mission, Siberia.

Note: Press the Reset button on the Genesis

console to start with a different X-Man, also

selected at random.

B. Press Start on Control Pad 2 to begin a
two-player team game. A second, randomly

selected X-Man will join the fight.

Important: Always turn the power switch OFF

before inserting or removing the game cartridge.

|

|

PLAY CONTROLS

START

= Begin the game from the Cerebro
character selection screen.
Note: Both players in two-player
games must press Start to begin.

® Pause/resume the game.

* Speed through text screens.

BUTTON C
* Jump.

BUTTON B
* Normal attack.

BUTTON A

= High-powered attack.

* For certain X-Men, press and hold to
activate the Charge Meter, then release
for supercharged mutant power.

D-PAD

* Select an XMan by pressing RIGHT
or LEFT on the Cerebro screen.

* Move your X-Man in any direction.

¢ Crouch by pressing DOWN.

Note: See pages 9 to 15 for special X-Men
moves and attacks.




THE PHALANX COVENANT

The Phalanx, a technological virus, has invaded
Earth! Bent on world domination, the deadly alien
has begun to infect all Earth beings on contact.
Slowly but surely, the Earthling becomes one with
the alien mind . . . and must obey!

The Uncanny X-Men are the only obstacle to the
Phalanx onslaught. They are impervious to the
virus's power. To combat them, the Phalanx has
already begun to replace powerful X-Men foes
with its own clones. These robotic versions of the
villains are programmed to seek out and destroy
the X-Men.

As a second line of offense, the Phalanx is alsao
reactivating the Sentinels, huge mechas created
to destroy mutants. And for the coup de grace,
the Phalanx is targeting Magneto, the sworn
X-Men arch-enemy!

The Phalanx has a final bio-harror in store that
even the X-Men cannot escape. With the merest
touch, any Phalanx being can extract strands of
genetic DNA from any mutant. Once an X-Man’s
genetic blueprint falls into the Phalanx’s control,

it can be copied . . . and copied again.

The result: X-Men clones!

The X-Men could charge into combat, only to
perish at the hands of their own mirror images!
Psylocke could fall by the psychic knife while
staring into her own enraged face. The Beast
could be crushed by his own sledgehammer fists.
Wolverine could be slashed to ribbons by his own
lethal adamantium claws!

Once the Phalanx annihilates the X-Men, the rest
of the world will be ripe for enslavement. Wil

all the X-Men's enemies succumb to the Phalanx
virus? Will Magneto be replaced by a Phalanx
dupe? Or will he change his allegiance and join
with the X-Men to combat this seemingly unstop-
pable, all-consuming being?

The X-Men are about to square off with their
worst enemies, including themselves. They must
destroy the Phalanx, or face their doom!



USING CEREBRO

Cerebro, Professor X's computer, monitors the
X-Men's progress and gives you combat orders.
This is where you begin each mission.

Beast Gambit Psylocke
i Cyclops \Nightcrawler | Wolverine

/
Player 1 Player 2

Lives Left Lives Left

SELECTING YOUR X-MAN
* Press the D-Pad RIGHT or LEFT to box the

portraits of different X-Men. All X-Men prepare

for battle by performing a punch attack.
* Press Start to select a hero and begin play.

Note: In two-player games, both players must

select heroes and press Start before the
mission will begin.

* The number under your character shows how

many lives you have left [O to 9). Lives carry
over from one hero to another, no matter
which X-Man you choose.

RETURNING TO CEREBRO

You return to Cerebro only when you complete
a mission or lose a life.

After each successful mission, you return to
Cerebro to receive the next combat order and
select the X-Man for the upcoming mission.

If you lose a life during a mission, you can
select any X-Man, and then press Start to
restart the mission level.

When you lose the last life, you've failed
the mission.

DOUBLE-TEAMING
IN TWO-PLAYER GAMES

In two-player games, two X-Men team up to
fight the forces of the Phalanx. Each player
chooses an X-Man independently, though
players can make selections at the same time.

Both players cannot choose the same X-Man
for the same mission.

To begin, both players must press Start.

When one X-Man loses a life, the other X-Man
continues the level alone. You will return to
Cerebro only after both X-Men lose their lives,
or the remaining X-Man completes the level.



X-MEN POWER
HEALTH METER

The Health Meter uses lighted bars to
show the X-Man's condition. When all
the bars, including the top two bars, are
lit, an X-Man is in peak health. In this
state, his or her attacks are extremely
powerful.

When an X-Man is injured, one or more of the
bars in the Health Meter dims. At the danger
level, with only two bars left, the meter will flash
a warning. \When all nine bars are dimmed, the
X-Man loses a life.

X-MEN DNA DOUBLE STRAND

Collect floating double strands of

DNA to improve your hero’s health.
Small double strands light up one bar in
the Health Meter; large double strands
light up three bars at a time; sparkling
DNA strands restore ALL an X-Man's health
at once!

CHARGE METER

Some X-Men have a Charge
Meter to supercharge their
mutant abilities. To use

the meter, press and hold
Button A until the red line
goes over the top. Then
release the button for a full
blast of mutant power! [See
pages S-15 for more details.)

X-MEN TEAM
BEAST P

Name: Henry “Hank”
P. McCoy

Bio: Beast is endowed
with super-human
strength and stamina.
As a biochemist, McCoy underwent a
series of genetic mutations by means of his own
mutagenic serum. The serum caused his blue-
hued appearance, and hyper-enhanced his already
powerful physical abilities, allowing him to perform
his unique acrobatic combat.,

SPECIAL MOVES
Earthguake fist smash ~~Button A

Punch ~~em~momnn~~~~~Button B
Low slap ~~emmmmmnmnin~ D-Pad down + Button B
Vertical mule kick ~~~men D-Pad up + Button B

Jump ~essmmmsnnnna~~ Button C
Somersault spin kick ~~~~ Button C + Button A
Flying punch ~~~~~~~~~~Button C + Button B

Wall stick ~~~~mamnnn~n~Button C + D-Pad in direction
of wall + Button B

Dive & roll ~~~~~ann~~~~D-Pad down/right or
down/left + Button C




CYCLOPS

Name: Scott Summers

Bio: Devastating optic blasts
erupt uncontrollably every time
Cyclops opens his eyes! Only his
ruby-gquartz visor can contain the
concussive force of his eye beams
— power he uses to his advantage
as he leads the X-Men's Blue Team
in their continuing battle against evil!

SPECIAL MOVES
Optic blast ~~emmnmnmnmn Button A + D-Pad to aim
Supercharged ~~~~~~~~~Hold Button A to charge

optic blast [watch Charge Meter]),
release to fire + D-Pad to aim

Punch ~~~~mmmmmmimninin Button B

Combo punches ~~~~~~~Button B twice

JUMP ~rmmmm i Button C

Flying death kick ~~~~~~~Button C + Button B

10
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GAMBIT

Name: Remy Lebeau

Bio: A former professional
thief, Gambit is aided by his
uncanny ability to throw
playing cards with impressive
= accuracy. Gambit charges

the cards with kinetic energy,

causing them to explode violently on
contact with this target.

SPECIAL MOVES
Charged card attack ~~~~ Button A + D-Pad to aim

Supercharged card ~~~n~ Hold Button A to charge

attack [watch Charge Meter]),
release to fire + D-Pad to aim

Staff swing ~~~~~~nmmnn Button B

Double staff swing ~~~~~Button B twice fast

Jump ~~mmmmaasmnnn~~ Button C

Flying death kick ~~~e~oe~ Button C + Button B

Charge
Meter

11



NIGHTCRAWLER
=¥~ , . Name: Kurt Wagner

Bio: Instantly teleports by
transmuting through an
unknown dimension. Night-

crawler’s bizarre blue skin,
pointy ears and prehensile
tail are the effects of genetic

mutation, as are his amazing

acrobatic and teleportation skills.

SPECIAL MOVES

Teleport ~~~~~mnmm~~a~~Button A + D-Pad to aim
Supercharged ~~~~mmmnn Hold Button A to charge
teleport [watch Charge Meter),

release to fire + D-Pad to aim
Punch ~~~~ammmnmn~~~~Button B
JUMp ~mmmnms s i Button C
Somersault spin jump ~~~ Button C twice fast

Flying death kick ~~~~~~~Button C + Button B + D-Pad
to aim

Wall stick ~~r~mmnin ~~~~~Button C + D-Pad in direction
of wall or ceiling + Button B

Wall crawl ~~rnemmammmnns D-Pad while on wall or ceiling;
Button C to dismount

PSYLOCKE
Name: Betsy Braddock =

Bio: Psylocke possesses
a "psychic knife," a blade
of telepathic energy
capable of overpowering
her foes. Trained in the
ancient ways of the mysterious ninja,
Psylocke is a master of a variety of martial
arts. She is also a mutant, with telepathic
powers, including her “psychic knife,” that are
hers to command as she battles beside her
fellow X-Men.,

SPECIAL MOVES
Use psychic knife ~~~~~~Button A

Sword slash ~~~~~~~~~e Button B

Double sword slash ~~~~Button B twice fast

JUMP ~rmmm s Button C

Double jump ~~m~mmn ~~~~Button C twice fast

Flying circle slash ~~~~~~Button C + Button B

Wall stick ~~mmmmmmmmmn Button C + DPad in direction

of wall + Button B

Floor sweep ~~~~~~~~~~~D-Pad down/right or
down/left + Button C

13



WOLVERINE

Name: Logan

Bio: Wolverine is

_ blessed with a quick-

~ healing ability and

super-humanly keen

animal sense. Years ago,
Wolverine's natural healing

abilities helped him survive the top-secret Weapon

X project, which gave him an unbreakable skeleton

and slashing, razor-sharp adamantium claws.

SPECIAL MOVES

Power slash ~~~~mmmmmn Button A
Slash ~~rmmmmnmnnn ~~ Button B
Double slash ~~~~~mnna ~ Button B twice fast

Jump e ererere e BUEtON C
Somersault spin jump ~~~ Button C twice fast

Wall grab ~~~~~~~~n~~~Button C + D-Pad in direction
of wall or ceiling + Button B

Wall elimb/ ~~mrmmmnnime D-Pad while on wall or ceiling;
ceiling crawl Button C to dismount

Note: With his quick-healing ability, Wolverine is the
only X-Man who can restore his own health. When his
Health Meter is down to one or two bars, it will auto-
matically heal, up to three bars total. Like all healing,
this takes some
time, so
Wolverine is
still in danger of
losing his last
health bar, and
his life, if he
takes too much
injury.
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MAGNETO

Name: Eric Magnus Lehnsherr

Bio: Magneto has the ability to
control and manipulate magnetic
? fields, and to discharge blasts of

» magnetic energy. As the arch-
nemesis of the X-Men, Magneto

plots his foes' destruction from

Avalon, a massive orbiting space

fortress. Possessing absolute
mastery over magnetic forces, Magneto can
decimate tank battalions or even turn Wolverine's
adamantium claws against himself.

SPECIAL MOVES

Magnetic destruct orb ~~Button A + D-Pad to aim;
hold down Button A to extend
the orb's casting distance

Energy shot ~~~~~~~~~~~Button B + D-Pad to aim
JUMp ~rmmmmmnmnmmn Button C
HOVEP ~rermmririrsmsms i o Button C + Button A; press

Button A again to release

15



CLONE WAR MISSIONS

SIBERIA

Toxic radioactive barrels and a driving blizzard
set the tone! The X-Men fight their way to the
Sentinel
factory
through an
onslaught of
the Phalanx’s
red Ninjas of
the Hand.

THE SENTINELS

The X-Men invade the Sentinel manufacturing
plant to annihilate its deadly defenders. Stop the
Phalanx from exploiting control of the Sentinels,
the huge semi-humanoid robots designed to locate
and termi-
nate super-
human
mutants.

16

AVALON

The Phalanx has infiltrated Avalon, Magneto's
Earth-orbiting base. The X-Men do their own
infiltration against the Acolytes and Exodus . . .
and end up in the crosshairs of the Phalanx's
weapons.
Magneto is
in danger of
being cloned!
Rescue him
and he
becomes an
X-Men ally!

APOCALYPSE’S FORTRESS

Apocalypse's fortress and computer system have
fallen into Phalanx hands. Raid his installation
under a hail of boulders. Fight off the attacking
Tusks and Tuskettes and penetrate the tomb-like
corridors for the showdown with Apocalypse.
Magneto will
battle
fiercely on
the side of
the X-Men
as an
uncomfort-
able ally . . .
for now.

17



SAVAGE LAND

Advance through an army of natives in a nearly
impassable jungle and poison-gas swamps. Invade
a flooding
fortress.
Defeat
Brain Child,
a hideous
master
clone . . .
or die!

THE PHALANX MOTHERSHIP

Destroy the Phalanx cloning factory, powerfully
defended by Deathbird, Cameron Hodge, Brood
and Brood
Queen.
Beware!
Any mutant
who gets
too close to
the sensor
arrays . . .
will be
cloned!
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NOTES

WARNINGS

READ BEFORE USING YOUR SEGA VIDEO GAME SYSTEM

EPILEPSY WARNING

A very small percentage of individuals may experience epileptic
seizures when exposed to certain light patterns or flashing lights.
Exposure to certain patterns or backgrounds on a television
screen or while playing video games may induce an epileptic
seizure in these individuals. Certain conditions may induce
undetected epileptic symptoms even in persons who have no
history of prior seizures or epilepsy. If you, or anyone in your
family, has an epileptic condition, consult your physician prior to
playing. If you experience any of the following symptoms while
playing a video game — dizziness, altered vision, eye or muscle
twitches, loss of awareness, disorientation, any involuntary
movement or convulsions — IMMEDIATELY discontinue use
and consult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TVS

Still pictures or images may cause permanent picture tube
damage or mark the phosphor of the CRT. Avoid repeated
or extended use of video games on large-screen projection
televisions.

HANDLING YOUR SEGA CARTRIDGE

[0 The Sega Genesis cartridge is intended for use exclusively
on the Sega Genesis System.
- Do not bend it, crush it or submerge it in liquids.

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

L

_1 Be sure to take an occasional break during extended play,
to rest yourself and the Sega cartridge.

FOR GAMEPLAY HELP, CALL 1-415-591-PLAY

For French instructions, please call:
Instructions en francais, téléphoner au:
1-800-872-7342
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