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THE NINTENDO 64 CONTROLLER

Control Stick Function

The Nintendo 64 Control Stick uses an analogue system to read the
angles and directions of its movement, This allows precision control
that is not possible using the conventional + Control Pad.

When turning the Control Deck power ON, do not move the Control
Stick from its neutral position on the controller.

If the Control Stick ﬁ]ﬁld’.ﬂ% an angled
position (as shawn Iy the picture on the left)
when the power is t N, this position
W|II be set as neu

k. incorrectly.

&

The Control Stick is a
liquids or place any fo

Holding the Controller
=== —1Wihile playing Jet Force Gemini, we recommend you
use the hand positions shown af left. By holding the
,.controller like this, you can operate the Control Stick

Tasply with your left thumb, Using your right thumb,
| youton easily access the A, B or C Buttons.

Connecting the Controller

Four players can play this game. Connect eaf_'
player's controller fo the appropriate controller il
socket on the front of the Confrol Deck. Beginnin
on the left, the sockets are for Player 1, 1, Ploye
Player 3 and Player 4. You connot '
the first controller socket is emply.
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TRAPPED IN A WAR ZONE

“There goes another one," sighed Juno as one more dot on the splintered on-screen galaxy
map flickered and turned red.

The twins were fast losing count of the number of urgent reports they'd made to the
Federation since this whole affair begon. But still the Federation had refused to commit. Just
another pefty fyrant, they kept saying. Let him have a few minor stars, and he'll be satisfied...

But of course that wasn't happening. Savage atiacks on the Jet Force Gemini patrol ships had
left the squadron crippled, with only a single ship—that of Juno, Vel and Lupus—escaping by the
skin of its feeth. And with their hyperdrive unit domaged spair, they were trapped in o
war zone that was expanding by the day. '

As if that weren't bad enough, Mizar hod invaded Goldwood:home world of the peace-loving
Tribals, and taken almost the entire colony into slavery.TheTribals were alued ollies, and it
was a source of guilt and shame to Jet Force that they b 0 help

nced. "If's time fo

go.
I know," he nodded, rubbi
lust another day if we...
He found himself cut off in
shuddered from the force of o
| "What now?" yelled Vela, w
‘ horrifying image of chittering
devastated cargo bay doors.
"You two get going, and I'll
Not a chance!” spluttered Vel
But Juno was already steering
Mizar takes the ship, we're all tr

i = SR B <

JUNO

With aspirations to bq : part of a crack Jet Force team since the day he and Velo's trader parents
fell foul of murderou R@w bewrna o well-liked and respetted hghter in the Gemini

squadron, Though
iﬁt\.. w ' ‘_
VELA 3
Juno's twi rés his passion and dedication to their cause, but she often
relies on h Hricky situations. Always the feisty one, she's followed the

Jet Force dream both through a fierce sense of justice and a determination to prove the equality
of the fairer sex in the skeptical military world.
LUPUS

Each Jet Force squadron mascot comes cyberneti

enhmmd to hold their own a5 afhnent

take its toll on his own forces.
While the Drones are created subse heir dlssemars in particular, the
Al of the elite Airborne Squadrons i
most recent are actually beginning:

swmber—and unfuﬂunuieiy for h

Drone army have already broken the mold and
reat to infergalactic peace in centuries
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SINGLE PLAY
Selecting a single-player game will bring up six save slots. Choose an empty slot to begin a new
game and enter a name. Use the Conirol Stick to move around and press the A Button to choose
a letter. When you have finished entering a name, select End. You'll move into the introduction
sequence which will give you a brief update on the story so far. This, in furn, leads fo the
character select screen. Notice that os the game picks up from where the intro left off, only Juno
is available. Velo and Lupus will become controllable once you mg:’up with them during the
course of the game. 4 :

OPTIONS
For all options, press the A Bution fo go forward a step and press the B Bution fo go back. Use

the Control _Slkkﬂ-@jwwriuus options.

nd and Headphones.
|
MUSIC .

Allows you to use the Control Stick fo drag the bar to the preferred volume.

Choose a slot containing a saved game, and you'll be of
can dive straight into the game where you left off, or you-can
the save slot into another empty slot or just erase the

range of options. You _
o copy the contents of WIDESCREEN SETTINGS
mplete Toggles JFG's Widescreen Mode ON or OFF. The (+ and C+ Bununs can be used to relocate the

letterboxed screen when Widescreen Moda s

MULTI-PLAY
The first selection you'll make upon

bring up the main mulngluyar

CO-OP PLAY
This option, which allows two p
only become available once
and selecting Co-Op Mode lets
the current character (Juno, Veld'ar tupus); while:the Wi . =

Floyd and his gunsight. g = = | ke : g current ted from
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| Each direction on the + Control
| Pad will instantly bring up

| whichever weapon has been

: assigned fo it through the Pause

i Menu's Weapons option.

| Press to center the camera behind your character
 and keep held to enter Targefing Mode.

44 1 ‘_'-
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[ (+/+: Sidestep left/right. Use while holding the Z Button fo strafe. .'
| (+: Jump. Press quickly to hop or hold down fo leap higher.
| (+: Crouch. You can fire while crouching or use the Control Stick to crawl |
| around. Press the (+ Button fo stand.

Brings up Pause Menu
(see pg. 11).

= 3

- S 2l
= SEQUTION___ T ROL STICK
i Fire away!

R EE————

Scrolls forward through weapons. Also works as an Action button in certain
ol situations (e.g., falking to allies, opening chests, adfivating pads) and as a general
Select button with regard to menu options, conversations, efc.

TARGETING MODE
The controls change slightly when the R Button is held and the Targeting mode activated o

allow you to move around while firing. In this situation, character movement is controlled by
all four C Buttons, leaving the Control Stick free to move the crasshairs for precision aiming.
Simply release the R Button fo return to normal control.




SPECIFIC MOVES

SIDESTEP

Press the C¢ and C#+ Butfons during normal play to step aside, either to get out of the line of
fire or 1o begin a strafing movement (hold down the C+ or C# Button and fire with the Z
Button).

CLIMBING _
Juno and Vela can hang from certain ledges, either to help tt
them from dropping too far. When dangling in this way,
Stick to climb up or push away from it to drop down. You'c
to jump/crouch while hanging on.

er upwards or fo prevent
biect with the Control
h up/let go by attempting

SWIMMING
All Jet Force recruits have o be competent in this field
She is the only team member

FLIGHT =
Available only to Lupus until Jung
pressing the A Button once fo j
quite a distance and cross gaps

CROUCHING/CRA G
Pressing the C+ Button from o Stgndir
which point you can fire, crowl af
the C+ Button.

ROLLING
Use the C+ or (#Button while

“(pplicable].

e d- " ll‘—-l l’-m"i B " r Hl‘ls

Jet Force Gemini boasts three completely different multiplayer modes, each with its own unique
subset of opfions. Usﬂhe Control Stick to navigate as in any other menu. Press the A Button to
select and the B kﬂh QM step. Select and foggle the top-left icon fo change the
mulfiplaye =-i and bringup the appropriate range of icons (any marked with an X are not
pplicable av-have finished tailoring the various options, highlight and select the Start

The traditional two- fo four- player match-up option. In this mode, the various icons allow you to
change the game fype, level, range of weapons available, limit on fime/kills/lives and type of
radar. In Time Limited mode, the number of kills made within the allotted fime decides the
winner In Sluughter mode, it's the first player taudm certain kill total, and in Survival

method. The game camera swoop
tontrol a sel uf crosshairs. The o

g Mode, you first need
ith Battle Mode, there
ed), level and fime
(! ts available. You can
: p-down perspective. Direction and acceleration ore
lle the A Button triggers a boost, the B Bution brakes and the Z

1



PAUSE MENU OPTIONS

CHARACTER
Allows you to switch between available characters during the game. Note that you will rejoin the
selected character where you lust left it rather than simply swapping the character in use during
the current level.

OPTIONS 2
Takes you to the separate Options Menu, s seleciable from
choices, see Getiing Started on pg. 6.

zen. For a list of menu

HEALTH
Displays the health level of the currently-chosen characf
maximum storage capacity.

WEAPONS — s
Displays and describes the weapons cur

while viewing o particulor wea}
four weapans during the game;
through unassigned weapons,

MAP

Brings up @ map of the gala
shrtcut back fo a stage you
select it.

INVENTORY
Allows you fo keep track of the Keys, items, Tokens, etc. that you've picked up along the way.

eakdown of the number of Tribals rescued, killed and remaining
far. Until all Tribals in a region are saved, your best effort o

SPECIAL =
The final Pause Menu option contains details of a special mission that you'll uncover further info
the game. For now, all you can do is guess...

&
In-game saves are performed through the Pase Me
by pressing the Z Bution as instructed. When you
game data first (you'll avtomatically be giy
Menu). Be careful not fo turn off the
risk losing data. :

ng, remember to save your
elect Exit from the Pause
save process has finished or you
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STRUCTURE AND PROGRESS

At first, Juno is the default character, and you'll have o couple of levels in which to get used to
controlling him before you catch up with Vela or Lupus. From then on, you'll have the choice of
continuing to play as Juno or following the fortunes of another team member for a while as

AMMO CRATES
Top off the ammunition level of a particular weapon when collected.
 (rates containing ammo for weapons you haven't picked p will be

“ghosted!<remember where they are so that you can come back for

each goes off to explore a different set of levels. You can swap between Juno, Vela and Lupus
via the Character opfion on the Pause Menu.

Ultimately, all three JFG fighters will arrive at Mizor's Palace froma different direction and wait
there for their feommates, so you can play through the umber of ways. You can
lead Juno all the way to his final destination before se tother character along his
or her own route, or you can swap frequently between tackle all three routes
simultaneously. The choice is yours...

SHIELDS

ALLIES
Along their journey, the Jet Furte Gemini feam will meet-e

Goldwood, Magnus in particulas

middle of a blazing firefight..

In areas of particularly heovy enemy fire, a han
sporting chance with the temporary invulnergk
effect). Get out in the open and fire away whﬁe |

making progress. It's worth payin
as likely fo want to strike somaki

COLLECTIBLE ITEM
GEMS

Effectively restore your health by
of different colors will provide vag

o

KEYS
Some of the your path can only be opened by
keys of ither receive these keys from an ally or

find the exclusive fo one JFG team

ome keys will
llone ¢ through.

ay well come into possession of unique items used to
certain characters. You can view these with the Pause Menu

oy and you'['be given the apportunity to use them when the fime is right.

15




FLOOR PADS

You'll come across a variety of Mizar Token-powered floor pads
throughout your crusade, boasting different functions as follows: Jetpack
Pads will temporarily charge the Pack of any character equipped with
the armor upgrade; Night Vision Pads will activate Night Vision Mode for
_the tricky section ahead, provided the Goggles have been picked up;
Floyd Pads offer tlmﬁortu_@ 1o fake control of Floyd for specific flying bonus stages; and
Transformation. player to take on the appearance of a Tribal, or even o Drone,

GENERAL FEATURES

DOORWAYS

You'll find many types of doorways blocking off routes through the worlds ahead—some that
you absolutely must find a way through, others that aren't essential but lead to useful hidden
areas. The main types of barriers are: Life Force Doors, which won't open until you've rid the
immediate area of Mizar's troops; Key Doors, which can only be opened by a Key of a specific
color; Target Doors, which require concentrated firepower to open; and Floyd Doors, which
remain locked until you recruit the character in question af a later stage.

REGION MARKERS i -

Fach of the game's levels is divided into regions, making it .you fo keep track of
progress and pin down the Tribals you've yet to rescue. Some fevels have only o single region, inch. Contact with a Totem brings up o message informing you that a
while others have many. The main point o remember is that @ tagion wil rese (induding the multiplayer bonus feature has heen unlocked. This could be one of the
number of Tribals saved if you didn't get them all) wh khlg why the markers many hidden characters or a whole new battle arena. Just flick through
are placed fo let you know when you're about to exit 0 new one. the “"'"'I“b:;‘ characters and levels the next fime you. layer gome to find out
Markers that emit green light signify a new region ahe at you are about to Y rewi
leave the current region, and both are used if there o etween the

grfucked away in the deepest recesses of JFG's many
a final reward fo those who cover every lost uncharted

] TRIBALS
regions (i.e., you go dire yfu m.0f One of the main aims ini in this adventure is the
monitor your performance in'e liberation of th to stand a chance of complete

suceess in f escue as many of the little furballs as
itto-them). When you free—or kill-a Tribal, o

19 the number of Tnhuls

LAUNCHPADS
You'll begin your expedition the

fa.provide you wik

one (hopefully housing a Gemiri . ued and the number
a route fo further worlds. Just during won't be particularly
your later explorations, the b '- % als-about, so deal with

certain characters, so
ifirst trip through an

fitber later.

and the bonus stages that lie bey

CONSOLES

There aren't too many left lying
you do come across one. Installet
when activated. The Service Robot can’
can make use of the some services as any
exchange for o few Mizar Tokens.
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JET FORCE PISTOL

Standard-issue JFG equipment, featuring a built-in charge gauge which
allows for eight or so rapid-fire shots before needing o few seconds

to refill.

MACHINE GUN
A high-powered but inaccurate weapon, with the possibility of a very
short lifespan if you let yourself get carried away by its franic rate

of fire!

PLASMA SHOTGUN
(an be used in different ways o
shots will do relatively little da
holding down the Z Button will

= a—

SNIPER RIFLE

M ts zoom function,

SHOCKER

current info its target,
range of some of the.f

GRENADES

fire-button again to det

A high-powered weapon, obviously most useful for long-range stealth
ofs. When in fargeting mode (holding down the R Button), the A and B

An experimental combat dewca whlch channels a powerful electric
ost enemies, but lacks the

Standard explosives. H ito the fray and keep well back!

ck info just about any
.=. | and occurate,

andy Drone passes

. Sneaky but effedive.
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PROXIMITY MINES

Automatically become active when they hit the ground. Anyone straying [ PRONES

into range is in for a nasty surprise—but that includes you, so fake care

where you sef them!

CLUSTER BOMBS

Similar at first to the standard grenade, but émmnl explosion

releases o further frio of pa : vich spread out fo cover o

wider areo.

FLARES _ AIRBORNE SQUADRONS

Mizar isn’t renowned for his fasfeful pastewolor schemes, so therel Like the Drones, there are many variations of enemy within the Airborne Squadron. Some rise
inevitably be fimes when you'l are to light your way through up in squadrons to form a deadly wall before whihﬁhm oar through the levels on

the gloom. : strafing runs. Others still may actively hunt dvantage is sheer weight of

‘numbers, so don't go firing off all those machine ¢
FISH FOOD e ‘
You feed the fish with it. Thatis alf

BOSSES A
~ Faor be it from us to spoil the surprise far

1 Mizar won't rely entirely on
| Drones and Alrhurne Squadrons fpr _

temlonas There's every
case—so should you
uard up af all times.
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THE SPAWNSHIP
GOLDWOOD ,‘ This mysterious, unnamed vessel is rumored 1o be the birthplace of Mizar's never-ending Drone
A tranquil forest planet where the vast majority of Tribals live in peace with their neighbors. ; the danuar,ls doubled: even the fall of Mizar won't stop the insectoid
However, Goldwood has also been the target of Mizar's latest and most ambitious raids, so Juno b tnds!
and company are about to be thrown in of the deep end...

S.S. ANUBIS 4
A vast cargo ship, now desolate but once part of Mizar's ﬁoet—ﬁm d
and fear, as are all those who serve the tyrant. SIrugm
remain on board, however.

e htaking canyons, almost as famous for its spectacular
ons. All but deserted now, Rith Essa must be rid of the
it former glory.

-t the first sign of wear
ul items are likely to

B % : Riddled with ancient, restless volcanoes and eerie alien life forms who, so the stories say, don't
od Tribal colonies fake ki i : i i world that even Mizar has failed to

TAWFRET -
Once a pleasant, sunny world of fields and fens, anfre
currently face o peril greater than anything that hns cofmi
grasp can remain safe for very long.

MIZAR'S PALACE
The core of the tyrant's rule and the ultimate-m
they all make it. At last, the confrontg

BATTLESHIP SEKHME
Most recently responsible for e
the Drone army vanguard. Con§éguen
the horizon has spelled doom for

Juno, Vela and Lupus—ossuming
have waited for... but even now,

CERULEAN
A world of cold desert and sile
ruins of a civilization long sinc
known of them.

ICHOR MILITARY BASE
Mizar's single biggest military
barracks. knyone peneiruhng
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CAUTION

This Nintendo game is not designed for use with any attachment, “back-up" or
game altering 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. Il use of slich
device causes your game o stop operating, disconnect the device or attachment
carefully to avoid bending, breaking or damaging the connectors and resume
normal game play, If your game ceases to operate and you hav device
aftached to it, please contact your local authorized
- NINTENDO HELPLINE 190 2
(LEGION CALL RATE AT 95 CENTS PER M

Tha contents of this Caution do not interfere

WARNING

Copying of any Nintendo game is illegal and is stri
and international copyright laws (including sectio
Patents Act 1988 and the 1891 EC Directive on
Programs). Back-up copies are not authorized a

software, Violators will be prosecuted, r

national, local
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WARRANTY FOR THE NINTENDO 64

(GAME PA K) BY NINTENDO AUSTRALIA
PTY. LTD.

Id subject to all warranties implied under the
Trade Practices Act of Australia. Nintendo
(Nintendo) warrants to the original
1at this NINTENDO 64 (“GAME PAK?) shall
aterial and workmanship. If a defect
- occurs, Nintendo will repair or replace

the (GAME PAK) at its option, free of charge.

To receive this warranty service, contact Nintendo's Head Office.

The undertaking to repair or '
if the (GAME PAK) has been’damaged;
‘consumer/purchaser, by negﬂgenc
modification, tampering, or by
materials or workmanship.

roduct will not apply
r sale to the original
t, unreasonable use,

NINTENDO AUSTRAL
Scoresby Industrial Pa




