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THE METROID MENACE

Broken Peace

The galaxy once enjoyed a period of peace and prosperity.
Trade lines were open, the citizens were happy and the Galactic
Faderation kept a watchtul eye over the planets.

Mot lang ago, that peace was broken by a startling discovery.

The Dawn of the Metroids

On a routine survey mission of the planet SR3BE, the crew of a
Galactic Federation vessel discovered a new airborne lite form
and gave it the name “Metroid.” These creatures, which could
engult other living beings and take away their energy, proved to
be strong and prolific. After just a few seconds of Beta-Ray
bombardment, a single Metroid became two Metroids, and then -
four.

Several Metroid specimens were gathered so that the survey '
vessel crew could take them to Galactic Federation Headquarters |
for further examination.

As the crew sped lowards headquarters, they were ambushead

by space pirates from the planet Zebes. The pirates stole the

Metroids and took them to their home planet, where the planet-
leading Mother Brain created a Metroid force.

Enter Samus

Bounty hunter Samus Aran was commissioned by the Galactic
Faderation to eliminate the space pirates and do away with the
dangerous Metroids. Samus landed on Zebes alone and carried
out her mission with speed and precision.

After the skirmish on Zebes, a special corps was assigned by
the Galactic Federation to destroy the Metroids on SR388. That
corps was never heard from again.

The Supreme Council gave Samus the job to fly to SR388 and
do what the special corps could not do—make the Metroids
extinct.



Return to SR388 A

The Metroids on SR388 ‘
were more advanced than

the creatures on Zebes.

These monsters could ATV

shed their skins and grow

even stronger. Samus

worked deep below the

surface and blasted all of

the Metroids in her path.

Her final victory was against the enormous Metroid Queen.
When the queen was defeated, Samus discovered a Metroid
egg which hatched before her eyes. Even this hardened bounty
hunter could not destroy the Metroid larva. When the larva
sensed Samus' presence, it clung to her as though it had found
its mather.

Samus packed up the Metroid larva and took it with her to the
Space Science Academy on the Galactic Federation Space
Colony where scientists
could study the creature
and understand its special
organic structure.

A New Discovery

The Science Academy scientists found out that the enargy-
producing properties of the Metroid could benefit humankind.
Their report suggested that the Metroids may have originally been
created for peaceful purposes.

Just when it seemed peace and order had been restored, Samus
received an emergency directive from the Galactic Federation:

Emergency! Emergency! Return immediately to
the Space Science Academy!

When Samus made her way to the research facility, she found
the building in ruins and the Metroid larva was nowhare to be
found. Out from the darkness came a group of Zebesian space
pirates and their leader, Ridley. who had the Metroid larva in tow.
The pirates fled to a rebuilt planet Zebes and Samus followed
them, resolving to finish them off and save the haichling!



Super Metroid is a one-player game. Insert the controller
plug into Controller Port 1 on your Super Nintendo

Entertainment System .

L/R Buttons
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SELECT Button
Prass tha SELECT Bubion |
Spacinl Aem cons at tha oo «

+ Control Pad

Lip: Amms Samus’ weapon upwarnds
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15 In tha air 1o airm e Waapon dowrmeande

Pad while Samus

Y Button

Cancal Butiod

Press tha Y Bubion to tum o the saleciad spacid lam and swilch

Baick 10 SEMUS BERM wWaapon

X Button

Fire bufton

Press (e X Butlan (o Ihe béeams and launch messiles, Prass
thia X Bublos for rapid e shols of 10 changa the baam (i yol ¥
Charge Baarm #am). N vou b
b pressing he X Bullon whan Samus has mosed amho 8 ball

A Button

Jump bufton

Press tho A Buiton 1o make Samus jump. I you make hae jurmp il

g = runnimg. s il sean EhiE mir

B Button
Liash bution

Prass and hold thea B Bulton jo mdke Samus run Tasha

START Button

Press ithe START baution unng game play 1o pause the achon and

shiow The mMap sCrsar

Thé bufton agsignmants descnbad ans Iha nitial Sefns Yol Sl
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PLAYING THE GAME

F ] LER AR

TTING STARTED ! i

rt the Super Metroid™ Game Pak into the Super
ntendo Entertainment System” and turn on the power. ol e
title screen will appear, followed by a demonstration of CENTROLLER SETTING Mo

pi!lf' arEGITRL SE T VMG MO
LE SCREEN

thie START bunon of A& butlon while tha AFE T

*‘r&eﬂ is displayed 1o go 1o the Samus Data

US DATA B ...

mus Data Screen displays the progress ol the ihres data les, When you il mere o 3 = PR

a data file, play the game and save the data within the game, the data 'Ir.-l-u I you select JAPANESE TEXT, 18 Fortrolier aitiing and
updaled. You cin sso use the Samus Dala Screan 1o copy and clear files

@ tha cursor by pressing Uip and Down on tha Controd Pad 1o the desined

data file or lunclion, then press tha A Button to cary oul your chalce -

SAMUS A/B/C . START GAME
Select Samus A, B or C data and press the ¥ Sadact this antry when you ane ready 1o play the gama
| A Bution to make the Option Mode Scresn |
| appear ENGLISH TEXT
Displays tha Demo Screen fext in English
- DATA COPY
1 This selection indiates the data copy mode JAPANESE TEXT
1| (Seepage 17.) Displays the demo screan texi in Japanese
| DR
| — DATA CLEAR CONTROLLER SETTING MODE

! i, § Ll = T

OPTION MODE

The Opton Mode Screen allows you o change controler settings and Ehe 1
language. Mowe the cursar by pressing Lip and Down an the Contral Pad b
o the desired aniry, han press e & bufion o camy oul your choice

—

.

special settingf screens will be displayed in Japanese

| This selection intiates the data clear mode i Allows you to switch to the Controfler Sefting Screen. (See page 10.)
[Gea page 17.)
] SPECIAL SETTING MODE
\ EXIT Allews you o swiich 1o the Spacial Setting Screen. (Séee page 11.)
This sadection takes you o the e scraen

J




NTROLLER SETTING MODE

15 mode allows you o change the initial controllar settings

Maove the cursor 1o the flem

inat you want 1o changs by

=il prassing Up and Down on tha

Contral Pad, then press the

bufion o wheth wou wanl o sl

[HAiH the tam. The control ilem will
IEH SEILFE] J change o thal buton
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e GHAMLE
ANGLE D
P DR
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& that if the L and A buttons are set 1o any lem other than diagonal firing, the
| Hem will nol lunction

itial seffings of all buttons other than the START bution can be changed
rw budlon seftngs changed al this screen are saved together with the
data

D

ET TO DEFAULT

lion APPEArs whgn you bring e cursor balow EMND. Usa it to retum all of
med bufion asssgnments bo their iInifial seitings

SPECIAL SETTING MODE

This mode ARowS you 10 use SDacial SaiEngs dunng gamae play ~ N

Select the ilerms by pressing | SPECIAL SETTING WODI

Up and Down on the Conirol . -

Fad, then change e salachad

antries by pressing Left and = [N CHNE | IR R LT

Hl-:j."l 4

The ‘=.-E'|1||'|g-'5 Inoem hes SCnesn

e saved together with tha HII::I.: ::"I :' aFl 'y
b 1 IE] ]
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ICON CANCEL

>EMing s o ALITO will desaact a spacial waapon whan you go throwgh th

AUTO

Special items are automatically cancelad whan Wou pass through & door

MANUAL

Soacil Mems &nd fol cancéled unkil you prgss the cancel Bution
If you salect & special Bem with the Y butlon pressed during game play, Spocill
iems thal you hawve used once will automatically be canceded

MOON WALK (shooting while walking backwards)

When this is set ON, you can fire beams while walking backwards by pressiigy
tha Control Pad opposiia 1o the direction which Samus is lacing

END

HEUmS vord 10 e ODEon SCrsan
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— ENERGY
ISPLAY

£5 displays Samus
TRlINing GreEngy
When i falls to 0," the
ITHE &5 Ower

ENERGY TANK '
ISPLAY

s displays the

ol enengy

ks thal Samus 18
imying. The amownd
enargy contanad in
a singhe tank s 98

S

GAME SCREEN

- AUTO SUPPLY

This shows hosw
grergy fram the
rasanse 1anss 5

(Gea page 14.)

SAMUS ARAN

MAP DISPLAY
A section of the map
SCrean 15 ﬂ!‘aﬂi..'ll.'l':ﬂ
wilh Saimus” presen
posifion in tne canier
of thi sBCrsn. | Saa
page 13 tor details on
tha entra magp
SETEN

— ICON ITEM

DISPLAY

Thas displays tha nams
that can ba salachesn
by Eha iheem Sadact
Do, and s
FEMaring amoum
[=ea page 20.)

. Missiles
. Super Missiles
. Power Bombs

. Grappling Beam

. X-Ray Scope

MAP SCREEN

I you press the START bution during game play, the action will be paused, a
e map screan bor the current anea will be dizplayed. Press the START b
Bgain 1o resume pliy

Al

Thié purik aneas on tha m
indeCale Wiers Samus hs
baan. You can scroll the
scresn by prassing the C
Pad directions

THE FOLLOWING ITEMS ARE DISPLAYED ON THE

MAP SCREEN
m Samus’ current position The position of data sa
_uﬂ“.

-Thu position of area leaders -Thm position of the ma
computer

The position of missile
l““’*‘ﬂ" units E'ﬁ'll last save position

(The game will stan nom |
poSIBon winen you restan a
saved gama. |

I o

MAP COMPUTER

Wihan Samus touches the map computar
N 8ach angd, you will bé able o access the
map data for thatl area. The areas thal Sa
hias ol beaan 1o ane displayed in blue. Th
are some hidden araas thal ane ol show
area maps




SAMUS SCREEN

This display allows yod 1eWiew the itgmé that Samus & dary ] ar-oeanm or
disarm thosa items. Gae i ] 2 Ao il thase TIPS Hivoel press thi Ly bution
&, the map screol wilkappear. MyDugrass the BFAAT bution, wou Wil retum
h h -_],'1|'!.|-'\l

| ol =l ;
EFEFEF
E rail i

T a.’*

F Eibs
B
e
ol
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SUPPLY

s T ] SLIpEY Samius with BrErgy 1 you Tind a resan'a [F gl ]

A

AUTO ] A
SAMUE eneqgy is aulomaticaly refilled (o 99 unils '-‘-"f-"!;‘-"'r-'-" Ergroh TRl I:Fv:#.n-i.;

dusring game play i P .
MANUAL v | %

amus’ energy is refilled by 99 units f you move the Sumitho RESEEVE T
ind press Ehe A bution 1

O = 48

BEAM A
s shows wiach baams Samus s LEINg. You can combing sl r*-ﬂ"‘hq:“h_-l ]

powarful effect, but the SPATER and PLASKMA beams cafinol be Ligeerd A

IFTILIER Mgy r |r
|
g | 1
SUIT g1
Thig shows which siudls Samus |5 WAEET I F .
P =
[ e [
rd I$C ; __n" .
Usa thas i chack __-'h|---.l: STl DowWars il . = =g
s \

BOOTS

This shows the bools thal Samus |8 waanng
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_ DATA COPY MODE
You can copy the data of one file to another file. 1 you Want 10 CORY your Game data 5o anather
lata fibe, move the cursor to [DATA COPY
UNITS MODE] in the Samus Data screen, then pre

neach arnsa, Wy

DATA SAVE

Liala save unds a
- i@ i & 1
] calimiL 10 Ong OF thasa. you will be
il i Y y
rompled o save the game dala

To save the game data, sedect YES amd [

fhe A bubor

you can stard e aame over from whaos it was

SBCE which lile wiani 1o copy the data o, then prgss the A butios

DATA CLEAR MODE

I you want bo erase saved game data, move
ihe cursar o [DATA CLEAR BMODE] n the
samus Data screan, then press the A bution

BEhlE C10 &l wani

RESTART SCREEN

When you restart a gama, the planel Zebes map screen and the map
screen of the anea thal you last played will be showen after you pass tha
Oplion sCreen

SEBC] 1he data thial vou want 1o erase amnd prgss the & butior
L EEET PR - - e £ e WS ind press tha A Bufos
The data s DaieEn Brasen. Freas sy Dullon 1o returm o e Sams |'-|.-\.|.

r
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THE PLANET ZEBES

FZ

Samus Aran’s mission is to infiltrate the headquarters of the
Zebesian space pirates and recapture the Metroid hatchling. Zebes
is made up of six huge areas. Here's a brief survey of the planet.

e



ITEM ACQUISITION

There are several special items scattered throughout the
planet. Collect them and make Samus a more powerful warrior.

CHOZ0 STATUES

The Bncient bird peopla of Zebes ana

i rtalined in the form ol several S1atues
selllered throughout the planat. By fining on
it balks that ane badd by many of thesae Lhozo
sinses, you ll revedl specaal items

ICON ITEMS

Thase ilems appaar as ioons on the fop of the screen whien you collect them
ml‘_,.:l.'n eycla I""'-l-:'E-.J;ﬂ'I theam by pressIng thia ibam salac] Dution and return 10
inernal use of your baam weapon by pressng the iem cancel bufion

MISSILE TANKS Meihod of use: Fire Butlon

For every Missile Tank that you collact, you'll have (he
capacity 10 carry ivé more Mmsiles

You can refill your Missike capacity by tapping in fo & missila
charge unit

e N

SUPER MISSILE TANKS

Mathod of use: Fire Bullon.

Supar Mssiles are much more powerful than standand Misslees
For evary Super Missile Tank that you collect, you'll be able T
carry fve mone of these axplosig igms

Bilocks that show the Super Missile icon can ba gesimoyed w
Super Misgles

POWER BOMBS

Method of use: Fire Button in a rolled up stale.

Tha blasi of thess powearful bomDs can il gvanyiieng an ine
SCTEEN

Blocks with tha Power Bomb lcon can destroyed by Fowes
Bombs

GRAPPLING BEAM wmethod of use: Fire Butioh
Yiou can use this baam 1o grab onio special blocks, thén "-"-*ﬂ
mio Opan areas

You can shool the Grappling Beam into metallic biocks with
hokes in the center

X-RAY SCOPE

Method of use: Dash Button held down
(Samus cannol mowe while using this ibem)
This ilem allows you 1o see hedden passages

Fd)
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RGY ITEMS

ENERGY TANKS
Every Enangy Tank that you collect will give Samus 98 units of
anNedgy.

You can refill your Enargy Tanks io capacity by tapping in to
an energy charge unit

RESERVE TANKS
Mathod of use: Bring the cursor to RESERVE TANK on
the SAMUS scresn, then press the A button to start
supplying energy.

Resarve Tanks &cl s Samus’ emengency eneqgy SOurce.
Resarss Tanks are emply when you collect them.

BEAM ITEMS

At the beginning of the game. Samus is aquipped with a normal beam. ¥ou
increass Samus’ powar by collacing new Deams. Somd beams can be
comibined with offwer Beams for even mors power and diversity,

CHARGE
The charge item allows you to charge your beam and
& supar-powarful blast

ICE
The loe Beam freezas andmies bor a shor tima, You can use

frozen enemies as platiorms

WAVE
Tha Wave Beam sands oul & change in a wavy patiern
perces SOMmiE obSLacies.

SPAZER
The Sparer Beam is & three beam afack allowing you 10
objects in & wider range

PLASMA
The most powerful of all the beams can destroy several
at once



SUIT ITEMS

Thare ane wo special suts which allow you o explons dilerent areas of the planai

This sull cuts the damage from
anamy ailacks i hall and alows you
o axplore in hagh-lemperature zones

GRAVITY SUIT

s SUIT riscRaCas (he Qamage fnom
Bramy atiacks o one fourth and
allows vau 1D move fresly 11 wWaler
filled areas

BOOT ITEMS

These items ncrease Samus' mobility

HI-JUMP BOOTS

Tha Hi-Jump Bools allow Samus 1o reach higher places

SPACE JUMP

With the Space Jump Boois, Samus Can jump contnudusly in the
air ana fy -”'-’EILII;r‘I open aneas To opearghe thes itam, prass ha
jurmip butbon st aler Samus paaks in a somensault jumpg

SPEED BOOSTER

Thass boos allow Samus 1o run 8l @ super Negh SDied and maks
N INVINCIDSE A5 SHE runs oagh SreeEmags

Blocks with (he Speed Boosier ICon mell away when Samus nans
Mo or ower neem &l supes spead
* The Space Jump and Spead Soosiar cannol De used nm waler

LTRSS ."_'-\-|£l'"

s LS R Granvily St

B |

e i

SPECIAL ITEMS

Thesa flams Qive Sarmus Spacial powens

MORPHING BALL

Yiou can usa the Monphing Ball o make Samus roll intd a ball
and squeaze Mo Rarrow aneas

When you have Mg DOmMDE, you CAN SET BxXpelEive EVIDEs “
rraking Samus roll into a ball and pressing the fire bution
n addition o damaging enemies, Bombs can blow Gpen canain

sachons of the Nloors amd walls

SPRING BALL
The Spring Ball allows Samus 1o jump whillé She 5 roied Ul

TRy @ Dl

SCREW ATTACK

This pevaariul Bam furns Samus suil D & Wweagon, YWhan the

Scraw Allack & 3CvAIED, SAMUSE CAN SOMErsau inld anarmiHEes

and blast them oul of 1he air

*  The Screw Altack does nol work in waler uniess Samugis
waarnng fhe Gravily Sl




The doors on Planet Zebes were designed to prevent

OPENING DOORS

intruders from moving freely through the areas of the
planet. Samus must break down these doors in order to
maove on to the next area.

IE
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BLUE DOORS

Thess doors can ba cpened by Baams or Bombs

RED DOORS

Thasa doors apien fnosm the mpect of e Misslles or one Supar
Missgile

GREEN DOORS

A singhe Super Missile opens Green Doors

YELLOW DOORS

Super Bombs open Yelow Doors

METAL DOORS
Matal Choors can only De opendd when hey ang Rashing. ¥ ou can
miake Melal Doors flash by detealing ceram anamsss

Thans ane savaral metal poles in the passages of Febes The colar
ol the lights above these polas should give you an idea on how o
maka them move oul of the way

The fortress planet Zebes is packed with living creatures
and traps set in the relics of ancient civilizations. Here are
some of the creatures that you'll encounter in your journey
through the planet.

CRATERIA ENEMIES

THE EMEMIES IN CRATERIA ARE RELATIVELY WEAK WHEN COMPARED TD THE ENEMIES
OF THE OTHER AREAS, BUT S0 IS SAMUS WHEN SHE TOUCHES DOWN O THE PLANET
WATCH oUTI

RIPPER

The armaor of these fhying
craaluras s 50 strong thal
slandard beams cannod
baat thism

SKREE

These creatures hang
dowen from oeilings and
drog as intruders
approach

GEEMER

Geamers crawl on floors
ard walls

WAVER

Wavers fy in a wave
paAREm
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THE CREATURES OF THE TEBESIAN JUNGLE ARE LARGELY PLANTS AND INSECTS.
SOME OF THEM ARE EQUIPPED WITH SPECIAL ARMOR.

REO

These craaturas have Sham
claws and can withstand saveral
hits

CACATAC
These walking cactl launch

SIDEHOPPER

FIREFLEA
Thess snemias amit light, If you blast tham, tha surrounding
area will become darkar

naedies 48 4 delensive measura.

KRAID

(This Boss of Brinstar)
The giant lizard of Brinstlar aftack:
Smmwfﬂtﬂ'mypmpmmmm
spharas oul of its moulh. No widfsons
- beama, missiles, or bombs — have —=
any eflact on #s body.
The creature ' & waak
el 8 Lnknown,

SPORE SPAWN
(Tha Mini-Bass al
Brinstar)

This craatune wis
genatically engineansd
by the space pirates. is
waak poinl is is cora,
wihich s protected by the
plant's hard shedl




THE AIR IN NORFAIR 1S UNBEARABLY HOT FOR ADVENTURERS WHO ARE NOT

EQUIPPED WITH A VARIA. THE CREATURES OF NORFAIR ARE EDUALLY HARSH. MOVE
CAREFULLY THROUGH THIS AREA.

DRAGONS
These anemses ives n lava, and spal out Freballs

MAGDOLLITES

Magdoliibes have the powar b bum
into magrma and change shape af
will. They allack by iossing lava

CROCOMIRE

(The BAini-Boss. of Marair)
This huge ereature has
slicky skan and spas plasma
balls. When advantuners
aftempl to fght the
Crocomina, it becomas
angrer with every Diow

MULTIVIOLA

The fiery Multhaokas Bounce
off walls and randomby My in
Ihé TACE o irlfsiers

GERUTA
This enemy delends dsel by a heal-

resistant shed and alacks ceaselessly wilth
bwics Large claws

RIDLEY

(The Boss of Morfasr)

Ry haaded the mission o the
Space Colony and stole he Metnoid
H.;l!r,hllng it whips oul al enemies
with s long tail and spits fire while
ying thaodagh the air

VLD
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AREA ARE AQUATIC CREATURES. YOU MUST HAVE THE GRAVITY SUIT IN ORDER TO
MOVE ARDUMND IN THE AREA.

SKULTERA
These creatures are fish with bony frames
and joanis that rotate mechanscally

MOCHTROIDS

Mochitrosds are the space pirabes ' fins!
attempd at Matroid clones. Thasa
craatures, unlike the real Mebroeds., ans
aasy 1o deleat

OWTCH
Tha hard shalied Owiches keep enamies
away with sham spikes and burmow inbo
the sand when they
Sanse dangs

EVIR

Thess crealures
firg Evormy Dullets
from their tadls.

DRAYGON

{Tha Boss of Maridia)
Th Dvaypon has an ammor-
ik hard shall which gives i
& bt of delensive strength

1 H\ =

MIMM‘IHHWEMHHM THE WRECKED SHIP HAS BEEN SHUT DOWN BY THE FLOATING GHOST. PHANTOON.

COVERN

These souls of shipwrecked creatures turm inlo
avil apirits thal wrap themsehwes around
infrudens

WORK ROBOTS
Thase robots were built by ancient man o
sarvice the inside of the ship, Since he
crash, they hawe gone complataly haywing.




TOURIAN ENEMIES

IN HER LAST RAID ON ZEBES, SAMUS DESTROYED THE OLD TOURIAN COMMAND
CENTER. HOW IT HAS BEEN BUILT AGAIM, IN A DIFFERENT LOCATION, SAMUS' NEW
GOAL 15 TO INFILTRATE THIS AREA AMD TAKE DN THE NEW LEADERS OF IEBES

SPACE PIRATES —
ZEBESIANS

SPACE PIRATES
—KEYHUNTERS

It is said that Metroids are life
forms created by an ancient
civilization. Metroids engulf
living creatures and absorb
their energy. They are very
intelligent and quick to
reproduce.

You will encounier many strange crealures that were not introduced in the
previous pages. & few creatures offer hinls on using various lechnigues.
Watch the garme play demonstration following the title screen for mone
cluss on using Samus © hidden powers.

Thare ang several different ending segquences for
the game. The sequence that you ses depends on
ihe amouni of time that you log on the planet. &
shorter time results in 8 betler ending

35
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