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A Special Message From Capcom

Thank You for selecting DuckTales 2, the latest addition to Capcom’s
library of Disney’s titles. Following such hits as Darkwing Duck and
DuckTales, DuckTales 2 continues the tradition of action-packed family
oriented games for the Nintendo Game Boy.

DuckTales 2 features state-of-the-art graphics. We at Capcom are proud to
bring you this thrilling new addition to your video game library.

Very truly yours,
@ /h LICENSED BY
NINTENDO, GAME BOY AND THE THIS OFFICIAL SEAL IS YOUR ASSURANCE THAT
OFFICIAL SEALS ARE TRADEMARKS NINTENDO HAS APPROVED THE QUALITY OF
J M e OF NINTENDO OF AMERICA INC. THIS PRODUCT. ALWAYS LOOK FOR THIS SEAL
Oe OrlCl © 1989 NINTENDO OF AMERICA INC. WHEN BUYING GAMES AND ACCESSORIES TO
S . V . P .d ENSURE COMPLETE COMPATIBILITY WITH YOUR
] CAPCOM IS A REGISTERED GAME BOY SYSTEM, ALL NINTENDO PRODUCTS
enlor 1Ce reSI ent TRADEMARK OF CAPCOM U.S.A, INC ARE LICENSED Y SALE FOR USE ONLY WITH
CAPCOM U S A OTHER AUTHONIZED PRODUCTS BEARING THE
oD . © DISNEY A OFFICIAL NINTENDO SEAL OF QUALITY.
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SAFETY PRECAUTIONS

Follow these suggestions to keep your DuckTales 2 Game Pak in perfect
operating condition.

1. DO NOT subject your Game Pak to extreme temperatures, either hot or
cold. Always store it at room temperature.

2. DO NOT touch the terminal connectors on your Game Pak. Keep it
clean and dust-free by always storing it in its protective plastic sleeve.

3. DO NOT try to disassemble your Game Pak.

4. DO NOT let your Game Pak come in contact with thinners, solvents,
benzene, alcohol, or any other strong cleaning agents that can
damage it.

WARNING: PLEASE READ THE ENCLOSED CONSUMER INFORMA -
TION AND PRECAUTIONS BOOKLET CAREFULLY BEFORE USING
YOUR NINTENDO® HARDWARE SYSTEM OR GAME PAK.
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GETTING STARTED

1. Insert your DuckTales 2 Game Pak into your Nintendo Game Boy
and turn it on.

2. Watch the story of the Lost Treasure of McDuck or press the
START button to skip to the title screen.

3. When the title screen appears, press the START button and three
difficulty levels will appear. (The difficulty level you choose will
determine how difficult the guardians of the treasures are to defeat.)
Press the control pad up or down to move the arrow next to the
difficulty level of your choice and press the A button.

4. The next screen is a map of the world with the locations of some of
the missing map pieces. Press the control pad up or down to select
the location you wish to visit and press the A button. Launchpad will



GETTING STARTED conr. THE LOST TREASURE OF McDUCK!

give you a quick description of the lost treasure you are looking for “Uncle Scrooge, we found this piece of paper in

and what type of enemies you may encounter. After he is finished, the basement. It looks like part of a treasure map.
he will ask you if you want to travel to that location. Press the A Look, it says ‘The Secret Treasure of McDuck’.
button to say YES and Launchpad will speed you to fun and adven Great, Great Uncle Fergus must have torn

ture or press the B button to choose another exotic location. the map into pieces and hidden them

"’
5. To end the game at any time, simply turn your Nintendo Game Boy all over the world!

off and remove your Game Pak. | Well, spit on my spats, 1’1l bet
you’re right! It looks like we’re
off on another treasure hunt, lads.

Let’s get crackin’ !




CONTROLLING SCROOGE McDUCK CONTROLLING SCROOGE McDUCK conr.

To do this: Do this: To do this: Do this:
Move Scrooge Right or Left  Press the control pad Right or Left. A Golf Swing Stand to one side of a box or rock and
p v Akt press against it using the control pad
g s S s r until Scrooge wiggles his tail. Then
Pogo Jump Press the A button to jump into the air press the B button to swing
and then Press and hold the B Button. [ Scrooge’s cane.
Grab A Rope Jump toward the rope and press Up on ! Pull A Metal Box or Switch  Stand to one side of a box or rock and
the control pad. press against it using the control pad

until Scrooge wiggles his tail. Then
press the B button to swing Scrooge’s
cane. When the cane attaches to the
box, press the control pad to pull the
box toward Scrooge.




CONTROLLING SCROOGE McDUCK conr.

To do this:

To Pause the game and to
see the special adaptors
and items available.
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Do this:
Press the START button.

A Button — [

B Button —%\/\

¢bControl Pad —Haldn) (SO

SELECT Button ——Q@w
\_C.QJ

START Button

IT°S TREASURE TIME

The six other pieces of the map to the Lost Treasure of McDuck are
scattered across the globe. Hidden in treasure chests and behind secret
walls, they will lead Scrooge to treasure if he’s smart enough to find
them all.

Money Collected

Health Meter Chances Left
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IT’S TREASURE TIME conr.

As Scrooge makes his way through each land he will encounter lots of
creepy critters which will try to block in his way. Pogo jump on their
heads to bounce them off the screen, but don’t let them touch Scrooge or
he will lose one ball off his health meter. If you let all of Scrooge’s health
disappear, he will lose one of his chances. After Scrooge loses all of his '
chances, the quest for the Lost Treasure of McDuck will be over.

Each of the strange and mysterious lands Scrooge visits has an ancient
and valuable treasure that is guarded by a Treasure Keeper. If Scrooge is
Iucky enough to find the Hall of the Treasure Keeper, he can earn the
treasure by pogo jumping off his head until he disappears. If he is suc-
cessful, Scrooge will earn the special treasure and then zoom back to
Duckberg for his next adventure.
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THE ITEM STORE

Every time Scrooge returns to

Duckberg, he drops off his loot at the
Money Bin and then heads for the Item
Store where he can spend some of his

hard-earned cash.

When Scrooge appears in the store,
press UP, DOWN, LEFT or RIGHT
on the control pad to move the arrow

Al tvEn suop]H{ EXI T}}T‘

@%som
%mgoooo
TINUE GLOBE
goon MOJO DOLL

¥ 1902000 [ [ [ ]

next to the item you wish to purchase and press the A button. Huey
will give you a description of the item and ask if you wish to purchase
it. After you are finished buying items, simply move the arrow next to
EXIT and press the A button to leave the store.
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THE ITEM STORE conr.
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Good Mojo Doll: Pick up this item and Scrooge will earn
another chance to find the treasure.

Continue Globe: Allows Scrooge to continue the game
after all his chances are gone.

Piece of the Map: A piece of the map to the Lost Treasure of McDuck.

Safe: Stores Scrooge’s money in a safe during a stage and
prevents it from being lost.

Cake: The cake restores all of Scrooge’s health. Scrooge
carries this item until needed. It can be used at any time dur
ing the game by pressing the START button. When the game
pauses, push up on the control pad until the cake appears and
then press the SELECT button to use the cake.

GYRO TO THE RESCUE

Flintheart Glomgold will stop at nothing to get the treasure for himself,
but Scrooge has an ace up his sleeve. His ingenious inventor Gyro, has
created three special adaptors for Scrooge’s cane.

Hammer Adaptor: This adaptor increases the power of
Scrooge’s golf swing.

Iron Adaptor: This adaptor increases the power of
Scrooge’s pogo jump.

Power Adaptor: This adaptor increases Scrooge’s

pulling power.
15



GYRO TO THE RESCUE conr.

Each of these special adaptors will give Scrooge the boost in power
needed to get by some tricky traps. But before Scrooge can use the
adaptors, he must search high and low for Gyro.

Once Scrooge finds him, Gyro will give him one of the special adap-
tors. Press the START button at any time to see which adaptors you
have collected.

(Note: The special adaptors are automatically used when needed. You
do not need to select them.)
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SPECIAL ITEMS
Ice Cream: This kit restores 1 ball of Scrooge’s health.
Cake: This kit restores all of Scrooge’s health.

Good Mojo Doll: Pick up this item and Scrooge will
earn another chance to find the treasure.

Large Diamond: Adds 50,000 dollars to
Scrooge’s account.

17



SPECIAL ITEMS conr. SPECIAL ITEMS conr.

@ Medium Diamond: Adds 10,000 dollars to
Scrooge’s account.

Magic Coin: Make Scrooge invincible for a
few moments.

@ Small Diamond: Adds 1,000 dollars to

Scrooge’s account. Walkie Talkie: Allows Scrooge to call Launchpad.

*: Extra Energy: Adds an extra ball to Scrooge’s

Health Meter. (Maximum 2 extra.) Scrooge Bomb: Destroys all enemies on screen.

Watch: Freezes all enemies for a moment. X-Ray Glasses: Allows Scrooge to see all
invisible treasures.
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TREASURE HUNTING TIPS
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Some of the treasure keepers cannot be defeated by pogo jumping
on their head. Try using another of Scrooge’s abilities.

Many pieces of the map are hidden behind fake walls. Be sure to
check every nook and cranny.

Use your cane to pull on objects, flowers and switches and see
what happens!

If you talk to Launchpad, you will re-appear next to him if Scrooge
doesn’t finish the stage.

Scrooge can jump and do a golf swing to get rid of high rocks
and boulders.

90-DAY LIMITED WARRANTY

90-DAT LIMITED WARRANTY

CAPCOM U.S.A., Inc. (“Capcom™) warrants to the original con-
sumer that this Capcom Game Boy Pak (“PAK”) shall be free from
defects in material and workmanship for a period of 90 days from
date of purchase. If a defect covered by this warranty occurs during
this 90-day warranty period, Capcom will repair or replace the PAK,
at its option, free of charge.

To receive this warranty service:
1. DO NOT return your defective Game Pak to the retailer.

2. Notify the Capcom Consumer Service Department of the problem
requiring warranty service by calling (408) 727-0400. Our Consumer
Service Department is in operation from 8:00 a.m. to 5:00 p.m.
Pacific Time. Monday through Friday.

3. If the Capcom service technician is unable to solve the problem by
phone, he will provide you with a return Authorization number.
Simply record this number on the outside packaging of your defec-
tive PAK, and return your PAK freight prepaid, at your risk of dam-
age, together with your sales slip or similar proof-of-purchase within
the 90-day warranty period to:

CAPCOM U.S.A., Inc.
Consumer Service Department
3303 Scott Boulevard
Santa Clara, CA 95054

This warranty shall not apply if the Pak has been damaged by negli-
gence, accident, unreasonable use, modification, tampering, or by
other causes to the def materials or workmanship.

REPAIRS AFTER EXPIRATION OF WARRANTY:

If the PAK develops a problem after the 90-day warranty period, you
may contact the Capcom Consumer Service Department at the phone
number noted previously. If the Capcom service technician is unable
10 solve the problem by phone, he may provide you with a Return
Authorization number. You may then record this number on the out-
side packaging of the Defective PAK and return the defective PAK
freight prepaid to Capcom, enclosing a check or money order for
$10.00 payable to CAPCOM U.S.A., Inc. Capcom will at its option,
subject to the conditions above, repair the PAK or replace it with a
new or repaired PAK. If replacement PAKS are not available, the
defective PAK will be returned and the $10.00 payment refunded.

WARRANTY LIMITATIONS:

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY
DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT
TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT
SHALL CAPCOM BE LIABLE FOR CONSEQUENTIAL OR
INCIDENTAL DAMAGES RESULTING FROM THE BREACH
OF ANY EXPRESS OR IMPLIED WARRANTIES.

The provisions of this warranty are valid in the United States only.
Some states do not allow limitations on how long an implied warran-
ty lasts or exclusions of q ial or damages, so the
above limitations and exclusions may not apply to you. This warran-
ty gives you specific legal rights, and you may have other rights
which vary from state to state.
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