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RPPEAR PrReGs OH TO PROCESD) PLEASE NOTE T
THE Wi CONSOLE MUST HAUE THE LATEST SVSTEM UPOATE IN
ORDER TO PLAY THE GAME DISC.
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WHENEVER YOU FIND A SAVE STATION R
OR ENTER SAMUS'S SHIP, VOU WILL
HAVE THE OPTION OF SAVING VOUR
GAME. WHEN YOU SELECT AN ACTIVE
FILE FROM THE MAIN MENU, YOU WILL
CONTINUE FROM THE SPOT YOU LAST
SAVED. SAVE STATIONS COMPLETELY REPLENISH SAMUS'S ENERGY,
FAIND HER SHIP ALSO REPLENISHES HER WERPONS.

STARTING A NEW CAME

AFTER VoU PRESS ) ON THE TITLE
SCREEN, USE THE Wil REMOTE TO POINT
THE CURSOR AT A NEW FILE, THEN
PRESS (@) AGRIN. SELECT PLAY GAME
10 GET STARTED.

CONTINUING/SAVING

oRTIONS
v = =
EEFORE STARTING VOUR GAME, vol ([
CAN SELECT OPTIONS TO MODIFY
VOUR GRAME EXPERIENCE

CONTROLS:
CHANGE IN-GRME CONTROLS TO MATCH W=
VOUR PREFERENCES. VOU CAN TOGOLE RUMBLE ON AND.
LOCK.ON FREE AIMING ON OR OFF [SEE P. 6], SWAP THE FUNCTIONALITY OF )
D [B]. ADOUST THE SENSITIVITY OF THE Wil REMOTE [SEE P 71, AND SWAP
FuNcTIoNAUITY O @) AN @)

DISPLAY:

MANAGE THE VISUAL APPERRANCE OF THE GAME DISPLAY.

SOUND:

-

TOGGLE THE VOLUME OF MUSIC, SPEECH, AND SOUND EFFECTS,
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AIM AT SCREEN TO
AIM SAMUS'S WEAPON

(c

FIRE MISSILES
ACTIVATE/
DEACTIVATE
MORPH BALL
MODE

FIRE BEAM CANNON/
BOMBS IN
MORPH BALL MODE

PRESS AND HOLD TO
ENTER HUPERMODE
IP-21]

GO TO Wii HOME MENU
wockonto J ¢
ENEMY/TARGET/
GRAPPLE POINT

G0/ TO,MAR/LOG BOOK
_SCREEN [P. 12]

ey
NUNCHDK. BALL MODE
- (PULL UPWARD)

PRESS AND HOLD TO SELECT
VISOR [P. 10]
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EXPERIENCE. VOU CAN
BEGINNING VOUR GAME OR PRESS!
SCREEN, THEN SELECT OPTIONS.\COl

THREE SENSITIVITV SETTINGS (BASIE, STHI

REFLECT HOW SAMUS'S VIEW CHANGES AS vuu m THE wii Re
THE BASIC SETTING IS RECOMMENDED FOR BEGINNERS-TRE Low |
SENSITIVITY WILL MAKE IT EASIER TO AIM AT ENEMIES AND Move:
WITHOUT BECOMING DISORIENTED, AND THE LOCK-ON FREE
SETTING WILL DEFAULT TO OFF. MAKING SHOTS HOME IN ON L
TARGETS. PLAVERS FAMILIAR WITH FIRST-PERSON GAMES WILL LIk
PREFER THE HIGH SENSITIVITY OF THE ADVANCED SETTING.

TO FIRE AT TARGETS, SIMPLY PRESS
@ vou can ALSO PRESS AND HOLD
© . THen ReLense IT TO FIRE A
CHARGE SHOT. WHEN VOU DESTROV
OBIECTS OR DEFEAT ENEMIES,
POWER-UPS IN THE SHAPES OF
GLOMING ENERGY ORES OR MISSILES
WILL APPEAR-SIMPLY WALK OVER
THESE TO PICK THEM UP, OR PRESS
anD HoLo @) To cHARGE VOUR
WIEAPON AND SUCK THEM IN LIKE
TRACTOR BEAM.

[ o
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LOCK-ON FREE AIMING

LOCK-ON FREE AIMING ALLOWS.

PLAVERS TO AIM FREELY AT ANUTHING
IN VIEW EVEN WHILE LOCKING ON TO

A TARGET Wit THe (B SINCE THE
GAME DEFAULTS TO A STANDARD
CONTROL SCHEME, VOU WILL
AUTOMATICALLY HAVE LOCK-ON FREE AIMING ENABLED-IF YOU WANT
TO CHANGE THIS. SELECT CONTROLS IN OPTIONS, THEN TURN OFF:
THE LOCK-ON FREE AIMING FEATURE. WHILE OFF, THE PLAVER'S
SHOTS WILL AUTOMATICALLY FIRE DIRECTLY AT A LOCKED-ON
YARGET. BEAR IN MIND THRT EVEN IN BASIC MODE, VOU CAN STILL
TURN ON LOCK-ON FREE AIMING IN THE CONTROLS SUB-MENU.

ERARPLING

£

ILL ACQUIRE THE GRAPPLE LASSO.
ICE SHE GETS THIS ITEM, SHE CAN
PPLE CERTAIN ITEMS LIKE DOOR
AND ENEMY SHIELDS. ITEMS
THAT CHN BE GRAPPLI
OR APPEAR WITH A GRAPPLE ICON
[LIKE THE ONEJSHOWN TO THE RIGHT]
LOCK ON T0 SUCHOBIECTS WITH
THe [ THEN CAST THE HAND
HOLDING THE NUNCHUK FORWARD RS
IF UOU WHERE WHIPPING SOMETHING.
THE GRAPPLE LASSO WILL DEPLOV-ONCE IT TURNS VELLOW, PULL
YOUR NUNCHDK HAND EACK TO RIP THE IMPEDIMENT BACKWARD.
LATER ON, VOUMMLLIUPGRADE TO THE GRAPPLE BEAM TO ADD
GRAPPLE SWING FUNETIONALITY, AND BE(BBLE 0 LOCK ON TO
GRAPPLE NODES WITHIEA. THIS WILL ALLOW UBB T0 HANG FROM
NODES AND SWING ACROSS GAPS., |
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CONTEXT SENSITIVE INTERACTION

VIS aRS (visor-seELscT]

VOU WILL FREQUENTLY HAVE DIRECT
INTERACTION WITH ITEMS IN THE GAME,
FROM D0OR HANDEES TO IKEY PADS
70 TUMBLER LOCKS, WHieN vou can
INTERACE UITH SOMETHING; Y0U WL
BE PROMPTED ON SCREEN T0 PRESS
€00 50610 voU L ENTER  CoNTEXYSENSITVE MoDE dleRe |
VOU MUST FOLLOW THE ON-SCREEN PRONPTS 0 PERFORM WHATEVER |
ACTION IS NECESSARY. IT'S IMPORTANT TO REMEMBER THAT WHEN VOU |;
ARE INTERACTING UITH SOMETHING ON-SCREEN, VOl MUST KEEP THE

i REMOTE POINTED AT THE SCREEN-OTHERWISE OUR Wil REMOTE
CANNOT COMMUNICATE WITH THE SENSOR GAR ON VOUR TU. WHILE 1N

THiS MoDE. vou chAN aLwAS Press BTo exir

SAMUS'S SHIP N
r 7 =5
OVER THE COURSE OF THE GRAME, VOU - =
WILL USE SAMUS'S SHIP TO TRAVEL >
TO MANV PLANETS, OFTEN TOUCHING !e
DOWN AT MULTIPLE LANDING SITES. B =
WHENEVER VOU STAND ON THE HATCH | |

OF THE SHIP, VQU WILL HAVE THE

OPTION TO SAVE. ENTER SHIP, SAVE AND ENTER SHIP OR CANCEL.
SAMUS'S ENERGV AND WEAPON WILL RECOVER WHEN EITHER SAVE.
ENTER SHIP, OR SAUE AND ENTER SHIP IS SELECTED. ONCE IN THE
COCKPIT, YOU CAN SELECT DESTINATIONS ON VOUR CURRENT PLANET
IF MULTIPLE SITES ARE AVAILABLE. WHEN YOU GET THE ABILITY N
TO TRAVEL TO NEW PLANETS, YOU CAN SELECT NEW PLANETARY
DESTINATIONS BV SELECTING THE GALAXY MAP. THEN PICKING THE.
PLANET AND'CANDING ‘SITE UOU WANT.

[P~ S ——
WILL SUPERIMPOSE OVER THE GAME
SCREEN. ALLOWING YOU TO QUICKLY
SELECT A DIFFERENT VISOR BY
SIMPLY POINTING TO ITS SECTION OF
THE SCREEN AND RELERSING @)
USE THE SCAN VISOR [TOP SECTION]
TO SCAN HIGHLIGHTED OBJECTS FOR
INFORMATION BY LOCKING ON TO THEM
wnmh THE (B, THE COMMAND VISOR
[RIGHT SECTION] ALLDWS YOU TO
CALL YOUR SHIP BY LOCKING ON T0
LANDING ICONS IN SPECIFIED ARERS.
TO RETURN TO VOUR EOMBAT VISOR,
SIMPLY SELECT THE CENTRE SECTION
ON THE VISOR SELECT SCREEN OR TAP
@ 1141 USING THE SCAN UISOR OR
COMMAND VISOR, JUST PRESS @)1




H'Y  PERMODE

M AP SCREEN

AFTER THE OPENING SECTION OF
THE GAME, SAMUS WILL BECOME |

ABLE TO ACCESS HYPERMODE, AN
ERTREMELY POWERED.UP STATE
THAT ENTAILS SOME RISK..TO ENTER ==
1m. PReSS AND Houo @) FoR REoUT
ONE SEEOND-ALTHOUGH BEAR IN'MIND THAT ENTERING THIS MODE WILL
DRAIN ANJENTIRE ENERGY TANK FROM SAMUS'S RESERVES. WHILE IN
HUPERMODE, WOU CAN KEEP SHOOTING POYERFUL BEAMS UNTIL THE

| METER ON THE TOBIDE THE SCREEN EMPTIES. DURING THIS FIME. VOU

WILL BE INVINCIBLE. HOWEVER,

1 vou stAv HuPerMoDe
past adfALLOTTED TIME,
sAMdS wiLL FALL INTO
EORRUPT HUPERMODE,
AT WHICH TIME THE
METER WILL TURNRED

Y e
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i comnur ok v o
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e e e
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PressiNG ) WiLL TAKE Vou T
SAMUS’S DATA BANKS WHERE, AMONG
OTHER THINGS, VOU CAN STUDY MAPS
OF THE AREAS VOU'VE BEEN. AS VOU
PROCEED THROUGH THE GAME, VOU
VILL RECORD EVERY ROOM VOU ENTER
ON THE MAP. AND VOU WILL ALSO DOWNLORD AREA MAPS THROUGH
INTERACTION WITH CHARACTERS AND COMPUTERS. TO ALTER THE
VIEWING RNGLE OF THE MAP, SIMPLY TILT THE CONTROL STICK. IF VOU
HoLD Bown [ #S VOU TILT THE CONTROL STICK OR HOLD DOWN @Y
RS VOl MOVE THE CURSOR ARGUND, VOU CAN SCROLL THROUGH

THE MAP. PRESS (Y TO Z00M IN ON A HIGHLIGHTED ROOM. PRESS )
WHILE HIGHLIGHTING THE CURRENT PLANET OR GALAXY MAP ICONS

N THE LOWERIRIGHT T0 JUMP BETWEEN MAPS OF UARIOUS AREAS.
PRESS AND HOLD (@) TO BRING UP R KEV FOR MAP NAVIGRTION.

ON THE MAP SCREEN, VOU CAN ALSO =5 ==
USE THE ICONS 0N THE BORDERS oF 5
THE SCREEN TO ACCESS SAMUS'S = i
INVENTORV (A LIST OF HER CURRENT = =
POWER-UPS) OR LOG BOOKS, WHICH s
-

CONTAIN DOWNLOADED INFORMATION
ABOUT CREATURES, LORE, OR IMPORTANT OBJECTIVES. R ROOM WITH

A 27 USUALLY INDICATES THE LOCATION VOU SHOULD GO TO NEXT.

VOU CAN ALSD ACCESS ALL CONTROL OPTIONS HERE BV SELECTING

THE CONTROLS ICON-ON THIS SEREEN, VOU CAN MODIFY THE SAME
OPTIONS THAT VOU CAN ACCESS FROM THE TITLE SEREEN [SEE

PAGE 4l J



O—

1 s
Art Additional Thanks Animation Voice Acting Interpretation//
Art Director Don H Animation Lead (Ttoy 8o SooCdinazion
Executive Producer Todd Keller Nathan Purkeypile {  Vince Joly Lainie Frasier Kiyohiko Ando.
Michaol Kelbaugh Principal Art Engineering | seror animaion Gray . Haddock Coordination Assistant
Senior Producer Elben Schafers Engineering Director | Derok Bonikowski Sl jinstiuko kot
Bryan Walker o Frank Lafuente Dax Pallotta Giayton (o Music
Rssistant Producer  Chuck Crist Animation Mary Law. e
Ryan Harris Eiizabeth Foster William Bate Timothy Patrick Miler  Minako Hamano
Design Ryan Powell Jack Mathews Carlos Mendieta Pl ¢ Masaru Tajifha
Luis Ramirez Senior Engineering Alejandro Roura Christopher Sabat upervisor
;‘;::P“a'::“"" Chris Vosllmann Mark Haigh-Hutchinson Stephen Zafros Ken Wabst (Samus Model)
i Art Steve McCrea Contralg Animation  Operations Tomoyoshi Yamane
r“""l" -l Sammy Hall Marco Thrush Brian Kowalczyk Al Artus Storyboards,
Mike Wian el Engineering Sonny SantMaria Cor Nagk Mor
Matt Manchester Ryan Cornelits Raphael Perkins, Kellle Prinz Johnson  Technical Support
Design. iya Nazarov lim Gagl: Audio Ethan R. McDonald Hironobu Kakui
jay Fuller Danny Richardson, ndy Hanson . e Thom: as:
Russell O'Henly Tosbios e Andy Hansor Audio Supervieae P omes Masahiro Takeguchi
Bobby Paviock. Quinn Smith Rhys Lewis, Scott Petersen Translation and NCL Special Thanks
Emnzm Bainos ‘”"g & Frank Maddin Administration Yoshio Sakamoto
Ben Sprout Alex Guinones Akiko Furukawa-Laban  Akiya Sakamoto
Andy Schwalenberg Ciiff Young Eric Rohmelhe A
o
Bill Vandervoort Bt A psd intendo
Contract Design Kip Carbone Paul Tozour o i
Scott: Carpenter Jake Johnson Aaron Walker S e
Jonathan DeLange Andrew Jones A con N haks Producer
Aaron DeCrive an Oisen Ted Chauviere Kensuke Tanabe
Additional Thanks Thomas Robins. Tim Cowan LSy Rssistant Producer/
Jason Behr Amanda Rotella Zoid Kirsch jlies Clisney. Coordination
Karl Deckard Karen Welford Eugene Kwon Risa Tabata
Kynan Pearson Inving Mah
Kai Mar i

in
Andy O'Neil




CREDOITS NOTES
Nintendo of America Teresa Lillygren Product Coordination
Staff Credits Jason Mahaffa Andy Fey
NOA Producer Tomoko Mikami Jan Peitzmeior
Jeff Miller Jeffrey Storbo NOE Mancal Locafisaion
Bublic Relations Special Thanks and
NOA Coordination Reggie Fils-Aime Silke Sczyrba
Nata Bibidorff Mike Fukuda Adrian Michalski
Jeft Gilbert Brett Gow Peter Swietochowski

Tatsumi Kimishima Jens Peppel
::‘e"f:: Broduct Howard Lincoln Kathrin Grieser
< Kalinda Raina Ursula Lipinski
Chel” J.C. Smi Roby Bonomo-Meves,
Testing Management/  Jacqualee Story Ivan Garrido
Supervision DB Talent Jan Peitzmeier
Sk < Nintendo Of Europe  Christopher Cael
oberdgironiie Staff Credits, Testing Coordination
Sean Egan Datioith
Shuil Hashimato Product Localisagion  Daril Horron
Kyle Hudson {Janr A s
inati German Translation ' Testing
Testing Coordination man Toans
Jan Peitzmeler Lutz Oh!
JonHor g Petra Gyarmaty
Leland Jones French Trarislation 2l
Testing Suriceolie Byl Raphael Jacobsen
Wichael Chipman Spanish Translation ™ Edoardo Toniolati
Melvin Forrest Wén Garrido Rubén Aragon
Kathy Huguenard Italian Translation Special Thanks
BraELans Roby Bonomo:Meves  Jan Peitzmeier

Al Bighse, inckuding the capynghs of Gora Sconar G Music and Plogtem,
reserved by NINTENDO.




	mp3_01
	mp3_02
	mp3_03
	mp3_04
	mp3_05
	mp3_06
	mp3_07
	mp3_08

