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This official seal is your assurance that Nintendo has reviewed this product

and that it has met our standards for excellence in workmanship, reliability

and entertainment value. Always look for this seal Bdhdig
y) official

/Mintendo) R

when buying games and accessories to ensure

complete compatibility with your Nintendo product.

All Nintendo products are licenced by sale for use only with other authorized
products bearing the Official Nintendo Seal of Quality ™

KIDS TO ADULTS This product has been rated by the

N Entertainment Software Rating Board.

For information about the ESRB rating,
or to comment about the
appropriateness of the rating, please
contact the ESRB at 1-800-771-3772.

Licensed by Nintendo

Nintendo, Virtual Boy, and the Official Seal are registered trademarks of Nintendo of America Inc.
Panic Bomber is a trademark of Hudson Soft Co., Ltd. Licensed to Nintendo

™* & © 1995 Hudson Soft Co., Ltd./Nintendo of America Inc.



Thank you for selecting the Panic Bomber™ Game Pak
for the Nintendo® Virtual Boy™ System. Please read this instruction
booklet thoroughly to ensure maximum enjoyment of your new game
Save this booklet for future reference.

_ AWARNING |

This product MUST NOT be used by children under the age of seven (7) years. Artificial stereo vision
displays may not be safe for such children and may cause serious permanent damage to their vision

Before using the Virtual Boy, carefully read the Virtual Boy Instruction Booklet and the Consumer
Information and Precautions Booklet. Make sure before playing that you correctly adjust the
hardware, including the IPD and FOCUS. Do not play if you are feeling tired. Discontinue use
immediately if you feel dizzy, nauseated or tired or if your eyes hurt or become strained. Do not use

unlicensed or counterfeit games. Failure to follow all instructions could injure you and cause serious
damage to your vision or hearing.

For additional copies of the Virtual Boy Instructions Booklet, call 1-800-255-3700.

CHOKE HAZARD « SMALL PARTS
NOT FOR CHILDREN UNDER THE AGE OF THREE YEARS. Babies and young children could choke
on the Virtual Boy Game Pak cover. Keep the Game Pak cover out of reach of small children.
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The dark island of Ever-Mist is | L
permanently enshrouded N 8 0EEP, e
dreary fog. Mamw-esetBniurers have

traveled there in quest of the legendary
| Golden Statue of Bomberman, but
| - none have returned...

The legend states, “He or she who
gathers together the three celestial
~medals of power, which lie on the island
' of Ever- Mlst shall open the g ke
et 0 the statue '

Learmng this, Bomberman sets off on
another great adventure!



‘When using the Virtual Boy, several adjustments must be
made before starting the game. For your health and safety, he
certain to perform these adjustments each time you play. If you
wear glasses or contact lenses, be sure to wear them while
using the Virtual Boy.

Insert the Game Pak into the Virtual Boy, then turn the POWER
switch located on the front of the controller to the ON position.
When the screen pictured to the right appears, continue with
the IPD and FOCUS adjustments.

Press START to display the “IPD and FOCUS adjustment
screen.” Both adjustments are made using this screen.




This adjustment sets Virtual Boy to the distance hetween your :
eyes (the Inter Pupil Distance). O ' O

While looking at the adjustment screen, turn the IPD dial |
located on top of the Virtual Boy until you can see a mark in all
four corners of the screen, as shown on the screen to the right.

The best 'adiuslment may allow you to see only three marks, or
four slightly blurred marks. When you have completed
the IPD adjustment, proceed with the FOCUS adjustment.




This adjustment makes sure that you see the game image in
the Virtual Boy display clearly.

Move the FOCUS slider to the CENTER POSITION as marked on
the housing. For most people, the center position should give
you the clearest image. If the image is still fuzzy, adjust the
FOCUS slider right or left until the image is sharp and clear.

During Game Play

To access the IPD and FOCUS Adjustment screen
while playing the game, press the L and R Buttons
simultaneously on the “won/lost” screen. After
completing any necessary adjustments, press START
to return to game play.




All Virtual Boy Game Paks contain an automatic pause
function. After completing the IPD and FOCUS adjustments,
press START and the screen pictured at the right will appear.
The automatic pause is preset to the ON position. Nintendo
recommends that you ALWAYS set the automatic pause to ON.
To override the setting, use «— or — on the L +Control Pad,
then press START to hegin the game demo. Pressing START
again will advance you to the game title screen.

After playing a Boss stage, every third stage, the game will
present you with the Automatic Pause Screen. At this point,
please take a break and rest.

Press START to restart the game.




L LEFT +CONTROL PAD: _

Move the cursor/Move the falling blocks.

RIGHT +CONTROL PAD:

«— Locks in menu selection/— Cancels menu
- selection/— Rotates the blocks counter-
clockwise/ — Rotates the blocks clockwise.

START:
Accept menu item/Start the game/Pause.

SELECT: L

Cancels selected item.

(| viRruassor




A BUTTON:

Accept menu item/Rotates the hlocks
clockwise. -

B BUTTON: |

Cancels menu item/Rotates the blocks
counter-clockwise.

L BUTTC

Rotates the blocks counter-clockwise.

R BUTTON:

Rotates the hlocks clockwise.




After the Virtual Boy adjustment screens the

Title screen will appear. On the MODE

SELECT screen, select and lock in GAME

START. The next screen gives you a nhowe

of which character set you will play with.

Once you have chosen one, the game begins.
Use the Left
+Control Pad tu
select GAME
STARTand
START t_o*luck in
the choice.

Choose which

character set to
play with. (See
page 20).

Choose the difficulty level of the game irum
“VERY EASY” to “HARD”
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Occasionally, a live homb will
drop in from the top of the screen.
When these hombs touch other
objects, they explode. Their
explosions will set off any other
bombs and scorched hombs in
range,
causing
a chain
reaction
of £
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Aiter the
explosion, a
number of
scorched
bombs will appear at the hottom of
~ your opponent’s playing field.
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When objects clog up the top . P
center of the playing field, the
game is over.
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Decker Bombs will cleara
(great deal of the clutter from
your playing field.

e
| (A

'There are two power ups that
occur during game play: Level
Up and Flame Up.

Now that you u'nde_rstand the
hasics, it’s off to the island of
[Ever-Mist! .







Interfering Bomber floats
~ around the playing field
 disrupting normal play.

Speed Blocks increase
the fall rate of objects

entermg the plavmg ﬂeld.f '

Joystick reverses the

functions of the
- *Control Pads.

Stop freezes everythmg
in the playmg fleld'

~ Bomb turns the next
object to enter the playing
field into a Decker Bomb.

Brick-to-Bomb turns all
bricks into unlit hombs.

~ Bomb-to-Boom lights the
fuses of all the bombs in
the playmg fleld

Block-to-Blank removes
ALL the blocks from the
| playing field.




CONTINUE

The player will lose when the last
blocks stack up to the top center of
the playing field. After the “LOST”
appears, the Continue screen will
be shown. You may continue if you
press either the A Button, START,

or — on the Right +Control Pad

‘hefore the countdown reaches zero.

There is no limit to how many times
you can continue.

PASSWORD

Each time you defeat a Boss, you
will receive a password. The
password will be a set of four
numbers. To re-start a previous
game, choose PASSWORD from the
main menu. Use the Left +Control
Pad to enter the password. Press |
or | to change the numbers; and —
or — to switch positions. Play
resumes at the stage following the
last Boss you defeated.




UNL" BOMBS As you

make blocks disappear, these will
appear at the hottom of the playing
field. On occasion, they will drop in
from the top of the playing field.

These appear in your enemy’s
playing field when you set off a lot of
Unit Bombs all at once. A homb blast
will clear them.

These appear instead of Scorched
Bombs when playing in Skull Mode.
When blasted, they will turn into
Skull ltems.

These
LiIT BOMBS drop in
from the top of the playing
field and explode when they
land. Their blast radius will set
off any Unlit Bombs when
caught within it.

DECKER BOMBS

These appear when your
Decker Bomh Meter reaches
the top. They hlast away
much of what is on your
playing field.

These appear in Skull Mode.
Only a Decker Bomb can clear
them from your playing field.




THE RULES

This mode explains how the
game is played. On the main
menu screen, choose“The
Rules” and watch the
explanatory demonstration.




B e
RS R R

R

B R R e 8 e e B8 e B A e o

i s B R B R e B R B e

e o R S
=

AP

R R A e P R

i A R S R
e e e e R e

o e e e e G e o
R e e L i

o R S R
i

e
o
o
o
o
a

i
e
i
-
&

i i R A S R e R e R e e

it e

T : i -
et S R R Smemeiiin et
osin%sz

y+9@;pu<$oxq‘98mﬁ>v
e s e

go&x829#53

e
e~i9-80<66 &

R
p¢,oyo»«xoaav»+az4avwoxo»
R A R

xovvv&$d8h§4nk
e S R R

s

T R R R e e T
e n e e e
sttt

b AR

i 5
5o 2 .
e e e o T A e e S
ki i i e

-

o

S B
e e
Gt

R e

e
SRR TR e
ot e o e e

o2
S
S
St e i o

SRR
i

-

-

i o

e
o S
e
i
s

SRR S
ot
s

SR e
e
e

i
ot

i
i
i
i
5

i
i
i
i
i
i
i
i
i

G

b g e o
L e e

e
Sl e e

G

Bomberman & The Locals
Bomberman and the inhabitants of the Island of Ever-Mist
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Bombermen
Five glorious renderings of Bomherman
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Bomberman & Friends .
Bomberman and his friends from around the world

Bomherman & The ltems
Bomberman and some familiar items
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IMPORTANT: | REV. B

WARNING: Copying of any Nintendo game is illegal and is strictly prohibited by domestic and
international copyright laws. “Back-up” or “archival” copies are not authorized and are not
necessary to protect your software. Violators will be prosecuted.

This Nintendo game is not designed for use with any unauthorized copying device. Use of any
such device will invalidate your Nintendo product warranty. Nintendo (and/or any Nintendo
licensee or distributor) is not responsible for any damage or loss caused by the use of any
such device. If use of such device causes your game to stop operating, disconnect the device
carefully to avoid damage and resume normal play. If your game ceases to operate and you
have no device attached to it, please contact your local authorized Nintendo retailer.

The contents of this notice do not interfere with your statutory rights.

This manual and other printed matter accompanying this game are protected by domestic and
international copyright laws.

The rental of this game without permission of Nintendo or its licensees is strictly prohibited.

For further information or assistance, please contact:
Nintendo Consumer Assistance Hotline
1-800-255-3700 (u.s. and Canada)

Or your local authorized Nintendo retailer.




3-MONTH LIMITED WARRANTY

(for Hardware, Game Paks, & Accessories)

Nintendo of America Inc. (“Nintendo”) warrants to the original
purchaser that the product (hardware, game paks, and accessories)
shall be free from defects in material and workmanship for a period of
three (3) months from the date of purchase. If a defect.covered by this
warranty occurs during this three (3) month warranty period, Nintendo
will repair or replace the defective product or component part, at its
option, free of charge.

WARRANTY SERVICE OR REPAIR/
SERVICE AFTER EXPIRATION OF WARRANTY

You may need only simple instructions to correct any problem with
your product. Call the Consumer Assistance Hotline at: 1-800-255-3700
rather than going to your retailer. Hours of operation are 6 am. to 9 pm,
Pacific Time, Monday—Saturday, and 6 awm. to 7 r.m., Pacific Time, on
Sundays (times subject to change). If the problem cannot be solved
over the telephone, you will be referred to the nearest NINTENDO
AUTHORIZED REPAIR Center™ or you will be offered express factory
service through Nintendo. In some instances, it may be necessary for
you to ship the complete product, FREIGHT PREPAID AND INSURED FOR
LOSS OR DAMAGE, to the nearest service location.

REV. |

ADDITIONAL 3-MONTH LIMITED WARRANTY WARRANTY LIMITATIONS

(Hardware only)

Nintendo warrants to the original purchaser that the hardware product
shall be free from defects in material and workmanship for an
additinoal three (3) months beyond the original 3-month warranty
period described above. If a defect covered by this warranty occurs
during this additional 3-month warranty period, Nintendo will repair
the defective hardware product or component free of charge.

The original purchaser is entitled to this additional 3-month limited
repair warranty only if the Consumer Proof of Purchase Card (attached
to the hardware packaging when sold) is returned promptly after the
date of purchase to Nintendo by the original purchaser or the original
purchaser’s retailer.

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH
PRODUCTS NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT
LIMITED TO, NON-LICENSED GAME ENHANCEMENT DEVICES, ADAPTERS,
AND POWER SUPPLY DEVICES); (b) IS USED FOR COMMERCIAL PURPOSES
(INCLUDING RENTAL) OR 1S MODIFIED OR TAMPERED WITH; (c) IS DAMAGED
BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES
UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (d) HAS HAD
THE SERIAL NUMBER ALTERED, DEFACED, OR REMOVED.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE
HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED
ABOVE (3 MONTHS OR 6 MONTHS, AS APPLICABLE). IN NO EVENT SHALL
NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES
RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES.
SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED
WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL DAMAGES, SO THE
ABOVE LIMITATIONS MAY NOT APPLY TO YOU.

This warranty gives you specific legal right, and you may also have
other rights which vary from state to state. Nintendo's address is set
forth on the back cover of this manual.

This warranty s valid only in the United States




NEED HELP WITH INSTALLATION, MAINTENANCE,
OR SERVICE? CALL 1-800-255-3700.
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