










STORY 

6 

•Moscow, June 6, 1996. 

50 years later ... 
•December 2047, Neo Kobe Cit~ a ci 
madness and decadence. .. / 
Mankind is facing its gravest crisis. AI 
mysterious bioroid life. form has ap~eare." • ft's 
true nature and purpdse are unknow1_{ Utlit some 
country's secret wea~on, or an alien fr 1m 
another world? 

2047 
Snatcher and terminated by a bounty 
hunier. The remains self-destruct. 

• • A Yakuza mob boss, killed in a 
gang dispute over "Liquid Sky'', is 
discovered to have been a Snatcher. 

Bounty hunier Thomas 
Kadota mistakenly shoots and kills a 
human citizen, causing a great 
controversy. Mr. Kadota is eventually 
found guilty of manslaughter. 

The leader of a prominent 
revolutionary religious group is 
determined Io be a Snatcher. During 
pursuit, the Snatcher's car crashes, and 
il is destroyed in the resulting lire. 

1 The former president of a 
biotechnology firm, John Rudolph, is 
uncovered as a Snatcher and 
tenninated by Jean Jack Gibson. 
During transport, the remains are 

stolen. 



2044 - Fint Encounter 
•• -T~w- First contact. A bioroid's 
remains are recovered from the 
wreckage of SAS Flight 4003, which 
crashed in the Rokko Mountain range. 
The Bioroid is identified by its 
possessions as Rick Sawamura 
(Computer lnstructor), but due to severe 
injuries, no further data is obtained. 
Rumours begin to circulate that il is a 

secret weapon !rom a certain country. 
• - ·-The Mayor of Neo-Kobe city 
asks ail the countries of the world to 
investigate the Bioroid incident, but ail 
investigations prove fruitless. 

2045 
·-- • : .. A Snatcher which had killed 
and replaced ("snatched") the mayor of 
Neo Kobe, B. O'Connor, is captured, but 
self-destructs during transport. 
• • A certain magazine editor 
leaks information concerning Snatchers 
This spawns an onslaught of Snatcher 
coverage. Japan catches "Snatcher 

62 Fever". 

2046 
Dm!I Neo Kobe City falls into "Bioroid 

Panic". Ali around the city, suspicion of 
Snatchers leads to violence and killing. 
The mayor calls on ail citizens to submit 
to "Bioroid tests". 

• - • - The police form an anti-
Snatcher task force. 

··1 am in pursuit °\a possible Snatcher! Request 
back-up!..... \ 

/ /.t's time to start youl\investigation and confront 
' the menace of the Snatchers ! 
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FRONT 

PARTNAMES 
l.NEEDLEGUN 
2. PINLIGHT 
3. NOZZLE 
4. SENSOR THREAD HOLE 
5.ANTENNA 
6. LIGHT SENSOR 
7. BATTERY CHIP 
8. CONNECTING CABLE 
9. POWER CABLE 

IO. EYE CAMERA 
11. SENSOR (SCANNER) 
12. ULTRA-SOUND SONAR 

SIDE 
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Spider-shaped probe/security robots 
used by Snatchers. Thread-like sensor 
apparatus deployed from rear of robot 
triggers needle gun attack if touched or 
approached. Micro-jet powered; known to 
jump. Specimens recovered for study by 
"Junk Team" invariably self-destruct, 
preventing further analysis. 

LENGTH: 30 cm 
WEIGHT: 500 g 

Proper nome: lnsector·O 1 

Length (body only): 15cm 

length (full): 30cm 

Height: 20cm 

W eight: SOOg 



TORSO/CHEST PARTS JOINT MECHANISM 
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SNA TCHER SYSTEMS 
(LEVEL 2: THE MUSCLES) 

Snatchers have only the type which 
corresponds to human's skeletal 
muscles. lnstead of the human's muscle 
fibers, Snatchers muscles are made of a 
plastic gel compound which , in the same 
way as a human's muscle, converts 
chemical energy into physical energy. 

SNA TCHER SYSTEMS 
(LEVEL 3: SKIN) 

Snatchers have synthetic skin which was 
designed using bic-engineering protein­
design techniques. ln order to avoid 
tissue rejection, il is attached slowly, over 
a long period of time. This skin is 
completely organic and energy 
exchange, oyxgenation, and waste 
excretion occurs in the artificial blood 
cells. This skin has both "epidermal 
structure" and "true skin cells" but since 
the skin cells do not self-regenerate, it is 
necessary for the skin to be re-applied or 
cultivated in vitro. 

SNA THCER SYSTEMS 
(LEVEL 4 : HAIR) 

CS 

Artificial hair is grown from real hair 
follicles and then attached. This hair will 
continue to grow as long as the follicle 
cells are alive. Therefore, even if pulled 
out, it will regrow. 

PARTNAMES 
1. ADJUSTABLE ARM MECHANISM 
2. EXTERNAL PROGRAM INPUT PLUG 
3. MAIN GENERATOR 
4. MINl ATOMlC REACTOR 
5. ARTIFICIAL BLOOD PUMP 
6. ARTIFICIAL KIDNEY 
7. MAIN $CANNING CONTROLLER 
8. LOWER JOINT SYNCHRONIZING 

SYSTEM 
9. GENDER UNIT SOCKET 

IO. PEDAL DYNAMO MODULATOR 
11. PEL VIC UNIT IMPLANT AREA 
12. BACK UNlT IMPLANT AREA 
13. POWER DISTRIBUTOR 

TYPES OF JOINT MECHANJSMS 
A. LEVEL JOINT MECHANISM 
B. PIVOTING JOINT MECHANISM 
C. ROTATION AL JOINT MECHANISM 

ABOUT COMMANDS 
Most of this game involves choosing 
commands from the command menu at 
the bottom of the screen. The commands 
change depending on your location in the 
game. Move the cursor with the direction 
key to highlight the command you wish to 
use, then press the C Button to choose or 
the B Button to cancel the command. 
Depending on the command you use, a 
sub-command may appear. 

BASIC COMMANDS 

Since the commands are the main part of 
this game, you should make sure you 
understand their meaning properly before 

you go on to play. 

MOVE: Player moves from current location to another location. 
LOOK: Player observes the people and/or things in the area. 

INVESTICATE: Player examines person orthing more closely. lt is possible to 
get more information 1han by simply "looking". 

T ALK: Player ialks with a character. 
ASK: Player makes not only just vague conversation, but aise asks 

concrete questions. 

POSSESSIONS: Player can look at, investigate, and show another character his 
possessions or evidence. 

USE METAL CEAR: Player can save the game or use the videophone. 

NOTE: Other commands appear depending on player's location - think carefully before 
you use these. 
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SHOOTING MODE • 
This game also involves a Shooting Mode. Further in the stoni, the player will · 
confront Snatchers and it will be necessani to clear these stages. in order to advance 
further. If you are killed by a Snatcher, the game is over. 

Shootmg Mode Instructions 
1. During Shooting Mode, f')ress the A 
Butten to draw your blaster. When you 
do so, a crosshairs will appea~ and the 
screen will be divided into a grid with 9 
"sectors". 

2. Use the Direction Key to move the 
crosshairs and the C Butten to shoot. 
3. If you are using the "Justifier'', press 

the gun's Stan bulton to turn off the 
gun's safety: and pull the trigger Io shoot. 

NOTE: When the enemy shoots you, the 
game screen will become red briefly. Be 
careful. When you are hit, your life 
gauge will go down. 
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Using "The Justifier" 
The game gun called "THE JUSTIFIER", 
which is included in the "LETHAL 
ENFORCERS" Mega CD package, can 
aise be used with "SNATCHER". Using 
"The Justifier'', you can experience what 
it is like to be Gillian Seed and enjoy this 
game even more. 

, 
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BACK FRONT 

LEFTSIDE 
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SNATCHER SYSTEMS (LEVEL 1 HEAD UNIT) 

3. FACE 

The Snatcher cepies the target's face 
precisely with mathematical accuracy. By 
adjusting the maxillary, mandibular, 
zygomatic, nasal, and temporal bones, 
the Snatcher can transform ils appear­
ance down Io the arrangement of the 
teeth. 

PARTNAMES 
1.DUMMYEYE 
2. VISU AL SENSOR 
3. OLFACTORY SENSOR 
4. ADJUSTABLE JA W 
5. MASTJCA TION CONTROL SYSTEM 
6. AUDITORY SENSOR 
7. PALATE SENSOR 
8. SKULL TEMPERATURE CONTROL 

SEN SOR 
9. LASER CANNON 

10. HEAD SKIN SUPPL Y SYSTEM 
11. SKIJLL BALANCER 
12. THERMO-PLATE 

Vou must leave the 1 P Control Pad 
connected Io the 1 P port. Connec! "The 
Justifier'' to the 2P port on your Mega 
Drive. 

The 2P "Justifier'', sold separately, is only 
for use with LETHAL ENFORCERS. IT 
CANNOT BE USED WITH THE 
"SNATCHER" GAME. 
ln case the gun doesn't lire, make sure 
that you are approximately 3-6 feet away 
from the television. Also, increase the 
brightness and/or contras! level of the 
television screen if the gun occasionally 
doesn't lire. 

Vou can always practice your shooting in the 
Shooting Range at Junker HQ, on the 
"Junker's Eye" system. ln order to do battle 

with the Snatchers, you should be 

well prepared. 

• 
. 

. 

. 

JUNKER 'S EVE 
On the Junker's Eye system, there is 

no enemy. Prepare for real battle on 

this practice system. The Junker's 
Eye system has three levels of 

difficulty • Beginner, lntermediate and 
Advanced. The level of difficulty is 

automatically adjusted based upon 

your performance. 

13 



Contracted slze Expanded slze 

55 



54 

·SNATCHER SYSTlMS (LEVEL 1 HEAD UNIT) 

1. Before a Snatcher strikes, it closely 
observes ils intended victim and allers 
itself to match the victims appearance. 
This is accomplished by the lengthening 
or shortening of the various sizing rods in 
the body as well as the slit in the front of 
the skull. like the human body, the 
Snatcher is made up of 260 units. The 
Snatchers have "slits" in places which 
would correspond Io a human's 
cartilaginous areas. By expanding and 
contracting these "slits", the Snatcher 
can radically alter its appearance. There 
is also a gender unit which can be 
attached Io the pelvis. 

NOTE: Snatchers targets are restricted 
by their physical size. While they can 
adjust the size of their major body areas, 
these adjustments are limited. As such, 
their victims are exclusively persons of 
150 - 190 cm in height. This makes 
snatching of children, the elderly, etc., 
impossible. 

2. SKULL 
Just like a human, the Snatcher's skull is 
made up of 26 bones/units. The Snatcher 
can drastically alter its skull shape by 
adjusting these same "slits" in the portion 
of ils skull which would correspond to a 
human's fibrous connections. ln addition 
to these slits, the Snatchers have 
removable thermo-plastic "plates" 
covering parts of their body. These 
'lhermo-plates" are designed to facilitate 
easy access to the inner mechanisms of 
the Snatchers for the purpose of repair. 
They are designed from a highly durable 
yet yielding material in order Io prevent 
damage to the parts. 



SNATCHIR 
Mysterious Bio-roid. 
Flrst contact was made with Snatchers in 
2044, and since then, they have 
reappeared every Winter. Their true 
identity and purpose are unknown. 
They are known as "Snatchers" 
because they kill their victims and 
then take their identities. 

PARTNAMES 
1. FRONTAL BONE UNIT 
2. NASAL BONE UNIT 
3. MAXILLARY UNIT 
4. MANDIBULAR UNIT 
S. CLA VICULAR UNIT 
6. STERNUM UNIT A 
7. STERNUM UNIT B 
8. RIB UNIT 
9. VERTEBRAL UNIT 

10. PEL VIC UNIT 
11. FEMORAL UNIT 
12. PATELLAR UNIT 
13. UPPER HEAD PLA TE UNIT 
14. GENDER UNIT 
15. HUMERAL UNIT 
16. SCAPULAR UNIT 
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HAIR : Brown 

l'iES: Dark Blue 

BLOOD TYPE: A 





HAJILE 
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CIBSON 

HEIGHT:160 c:m 

WEIGHT:? 

HAIR: Blue 

EYES: Blue 





passionate heart. 
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HEIGHT:167 cm 

WEIGHT: 

HAIR: Black 





NAPOLEON 
HEICHT : 155 cm 

WEICHT: 70 kg 

HAIR : Black 

28 

Age unknown 

Gibson's informer. He appears to be a 
Chinese man and sneezes habitually. He 
came to Neo Kobe City alter the 
Catastrophe as an immigrant. His true 
name and identity are unknown. 

HEICHT: 175 cm--­

WllCHT:? 

HAIR: Red 

EYES: Blue 

BtOOD TYPE: 0 

IYIS: ·Dark Brown 

BLOOD TYPE: AB 

ISABELLA 
V EL VET 
Age 24 

A famous Hologram Vision Star. ln 2045, 
she won the Best Supporting Actress 
Award at the Neo Kobe International Film 
Festival. ln 2046, she won an award at the 
Cannes Film festival. She was discovered 
by director Ridley Scotty while dancing at 
the club Outer Heaven. 







J 
JUNKER HQ 
Address: Konami Omni Building 150th Floor 

Port Island MT 7-3-2 Central District 

Neo Kobe City Japan 

Videophone number: 256-128 

KONAMI OMNI BUILDING 
(NICKNAME: THE BIC CORN) 
165 above-ground floors ; 

35 sub-floors. 

Height: 630 meters 
Designed by Carlotti-McGannon Mars 

Construction Research Center 

Built in 2025 in a joint venture between 
Konami Co. ,Ltd. and Omni Corporation. 
Due to the soit ground of Neo Kobe, 
skyscrapers of this size were previously 
impossible until the Omni Corporation 
began to employ the "Carlotti-McGannon 
Mars Construction Research Center''. 
Since the "Big Corn's" construction, there 
has been a rapid expansion in the 
number of skyscrapers in Neo Kobe. 
However, the Konami Omni Building is 
still considered the "model" upon which all 
modern skyscrapers are based. lt is 
called "Big Corn" due to ils resemblance 
to the vegetable. 

•The sub-floors 20-30 and the above­
ground floors 10-20 and 100-120 are 
used as Parking Facilities. Ali floors are 
used by Governmental Agencies , and 
commercial ventures are not allowed. 
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FRON 
This is the only entrance Io Junker HO. Il 
is monitored 24 hours a day by remote 
monitors. Anyone who is not a member of 
the Junker Agency is prohibited entry. 
The Operator is on-duty during working 
hours to check visitor's identities. The 
door leading Io the inner offices is 
protected by a heat-resistant shock 
shield. There are computerized sensors, 
"checkers", located on the 
doors and built into remote 
cameras which check a 

verify a person's tlliiiiil!fi!j~ 
identity by 
means of comparing 
the data on the Junker 
l.D. Gard with the 
person's voice 
print, retinal and 
brain-wave patterns. 
The checkers are 
linked with the 
Alpha-One 

Mother Computer and thus are kept up-to­
date on all data entries. 
The "Front Pod" is also protected by the 
same heat-resistant shock shield and in 
emergencies, ils "Security Shutter" can be 
closed. This shutter is able Io withstand 
even the attack of a tank. The Pod is 
equipped with a three-day supply of water 
and oxygen in the case of an emergency. 
The Front Pod may be considered a "mini­
fortress". 



J 
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CHIEF'S ROOM 
This is the Junker Chief's office. Here, 
the Chief receives real lime data tram 
the Navigators as well as tram all of the 
rooms in Junker HQ. From this room, 
the Chief is able Io give immediate 
orders ta any of his people in a timely 
fashion. This room may be considered 
the Strategic Planning Center. 

This is where the "Runners" work. The 
Runners have the most dangerous job of 
all the Junker Staff, but in this room, they 
can review all of the information they 
have gathered in the course of the 
investigation. The room has computer 
terminais which can download data tram 
Alpha-One. Each Runner also has a 
desk and a locker for his persona! use. 
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"Jordan'', the computer which manages 
Junker Headquarters, is located here. Il is 
networked with Alpha-One, the Computer 
which controls Neo-Kobe City, and 
therefore all types of information and the 
most recent data is available. 

JORDAN 
JUNKER ON-UNE REGIONAL DATA 
ACCESS NETWORK. 
This is Junker HQ's Mother Computer. Il is 
linked to all databases throughout the 
country and can access all sorts of 
information. 

Jordan is a model RM-1013 Artificial­
lntelligence based Bio-Computer. 
A-1 (ARTIFICIAL INTELLIGENCE) 
SYSTEM RX-202: 
Jordan employs the most recent A-1 
system, RX-202, and ils higher functions 
are divided into 6 main "sections": 
1. Self-Programming Ability 
2. Intelligent Interface 
3. Automatic Translation 
4. Advanced Problem-Solving 
5. Expert System Analysis 
6. Intelligent Peripheral Management 
(robotics) 

BIO-COMPUTER 
Jordan is an organic computer which uses 
a CPU constructed !rom organic macro­
molecules and functional macromolecules 
and developed using the latest proteir;i­
design techniques. 

The Junker Parking facilities are located 
on the 150th floor of the Konami Omni 
Building. The Turbocycles and the special 
pursuit vehicles, the "Road Runners" are 
housed here and kept in a state of 
readiness . Vehicle maintenance is 
performed by robots who also keep 
records of the lime of departure and arrivai 
of the vehicles as well as checking their 
registration numbers. 

This is where all the tools and weapons 
which the Junkers use are designed and 
manufactured and maintenanced. The 
small staff of engineers employ CAO 
systems and miniature robots for the 
actual construction . 

Jordan manages the acquisition of all 
necessary raw materials for construction. 
Jordan also monitors all of the latest 
technological developments !rom all over 
the world and makes certain that all of the 
most up-to-date techniques are employed. 

JUNKER HQ FACILITIES 

This is where the Junkers can practice 
their shooting skills. The "Junker's Eye" 
System (Shooting practice system) is 
located here. 

The "Junker's Eye" is designed Io 
raise the shooting ability of the Junker by 
tirs! determining the Junker's reflex speed, 
accuracy, personality and potential ability. 
The Junker's Eye then allers ils program 
to suit the particular needs of the Junker. 

This system was designed with the 
help of the noted psychiatrist, Dr. 
Maradonna lvanoff. Il is currently used by 
all Special Military Forces and ils 
programming is updated every month. 

35 



34 

"Jordan'', the computer which manages 
Junker Headquarters, is located here. Il is 
networked with Alpha-One, the Computer 
which controls Neo-Kobe City, and 
therefore all types of information and the 
most recent data is available. 

JORDAN 
JUNKER ON-UNE REGIONAL DATA 
ACCESS NETWORK. 
This is Junker HQ's Mother Computer. Il is 
linked to all databases throughout the 
country and can access all sorts of 
information. 

Jordan is a model RM-1013 Artificial­
lntelligence based Bio-Computer. 
A-1 (ARTIFICIAL INTELLIGENCE) 
SYSTEM RX-202: 
Jordan employs the most recent A-1 
system, RX-202, and ils higher functions 
are divided into 6 main "sections": 
1. Self-Programming Ability 
2. Intelligent Interface 
3. Automatic Translation 
4. Advanced Problem-Solving 
5. Expert System Analysis 
6. Intelligent Peripheral Management 
(robotics) 

BIO-COMPUTER 
Jordan is an organic computer which uses 
a CPU constructed !rom organic macro­
molecules and functional macromolecules 
and developed using the latest proteir;i­
design techniques. 

The Junker Parking facilities are located 
on the 150th floor of the Konami Omni 
Building. The Turbocycles and the special 
pursuit vehicles, the "Road Runners" are 
housed here and kept in a state of 
readiness . Vehicle maintenance is 
performed by robots who also keep 
records of the lime of departure and arrivai 
of the vehicles as well as checking their 
registration numbers. 

This is where all the tools and weapons 
which the Junkers use are designed and 
manufactured and maintenanced. The 
small staff of engineers employ CAO 
systems and miniature robots for the 
actual construction . 

Jordan manages the acquisition of all 
necessary raw materials for construction. 
Jordan also monitors all of the latest 
technological developments !rom all over 
the world and makes certain that all of the 
most up-to-date techniques are employed. 

JUNKER HQ FACILITIES 

This is where the Junkers can practice 
their shooting skills. The "Junker's Eye" 
System (Shooting practice system) is 
located here. 

The "Junker's Eye" is designed Io 
raise the shooting ability of the Junker by 
tirs! determining the Junker's reflex speed, 
accuracy, personality and potential ability. 
The Junker's Eye then allers ils program 
to suit the particular needs of the Junker. 

This system was designed with the 
help of the noted psychiatrist, Dr. 
Maradonna lvanoff. Il is currently used by 
all Special Military Forces and ils 
programming is updated every month. 

35 



J 

• 
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JUNKER HQ 
Address: Konami Omni Building 150th Floor 

Port Island MT 7-3-2 Central District 

Neo Kobe City Japan 
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KONAMI OMNI BUILDING 
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NAPOLEON 
HEICHT : 155 cm 

WEICHT: 70 kg 

HAIR : Black 

28 

Age unknown 

Gibson's informer. He appears to be a 
Chinese man and sneezes habitually. He 
came to Neo Kobe City alter the 
Catastrophe as an immigrant. His true 
name and identity are unknown. 

HEICHT: 175 cm--­

WllCHT:? 

HAIR: Red 

EYES: Blue 

BtOOD TYPE: 0 

IYIS: ·Dark Brown 

BLOOD TYPE: AB 

ISABELLA 
V EL VET 
Age 24 

A famous Hologram Vision Star. ln 2045, 
she won the Best Supporting Actress 
Award at the Neo Kobe International Film 
Festival. ln 2046, she won an award at the 
Cannes Film festival. She was discovered 
by director Ridley Scotty while dancing at 
the club Outer Heaven. 
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HAIR: Blue 
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HAIR : Brown 

l'iES: Dark Blue 

BLOOD TYPE: A 









SNATCHIR 
Mysterious Bio-roid. 
Flrst contact was made with Snatchers in 
2044, and since then, they have 
reappeared every Winter. Their true 
identity and purpose are unknown. 
They are known as "Snatchers" 
because they kill their victims and 
then take their identities. 

PARTNAMES 
1. FRONTAL BONE UNIT 
2. NASAL BONE UNIT 
3. MAXILLARY UNIT 
4. MANDIBULAR UNIT 
S. CLA VICULAR UNIT 
6. STERNUM UNIT A 
7. STERNUM UNIT B 
8. RIB UNIT 
9. VERTEBRAL UNIT 

10. PEL VIC UNIT 
11. FEMORAL UNIT 
12. PATELLAR UNIT 
13. UPPER HEAD PLA TE UNIT 
14. GENDER UNIT 
15. HUMERAL UNIT 
16. SCAPULAR UNIT 
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·SNATCHER SYSTlMS (LEVEL 1 HEAD UNIT) 

1. Before a Snatcher strikes, it closely 
observes ils intended victim and allers 
itself to match the victims appearance. 
This is accomplished by the lengthening 
or shortening of the various sizing rods in 
the body as well as the slit in the front of 
the skull. like the human body, the 
Snatcher is made up of 260 units. The 
Snatchers have "slits" in places which 
would correspond Io a human's 
cartilaginous areas. By expanding and 
contracting these "slits", the Snatcher 
can radically alter its appearance. There 
is also a gender unit which can be 
attached Io the pelvis. 

NOTE: Snatchers targets are restricted 
by their physical size. While they can 
adjust the size of their major body areas, 
these adjustments are limited. As such, 
their victims are exclusively persons of 
150 - 190 cm in height. This makes 
snatching of children, the elderly, etc., 
impossible. 

2. SKULL 
Just like a human, the Snatcher's skull is 
made up of 26 bones/units. The Snatcher 
can drastically alter its skull shape by 
adjusting these same "slits" in the portion 
of ils skull which would correspond to a 
human's fibrous connections. ln addition 
to these slits, the Snatchers have 
removable thermo-plastic "plates" 
covering parts of their body. These 
'lhermo-plates" are designed to facilitate 
easy access to the inner mechanisms of 
the Snatchers for the purpose of repair. 
They are designed from a highly durable 
yet yielding material in order Io prevent 
damage to the parts. 



Contracted slze Expanded slze 
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SNATCHER SYSTEMS (LEVEL 1 HEAD UNIT) 

3. FACE 

The Snatcher cepies the target's face 
precisely with mathematical accuracy. By 
adjusting the maxillary, mandibular, 
zygomatic, nasal, and temporal bones, 
the Snatcher can transform ils appear­
ance down Io the arrangement of the 
teeth. 

PARTNAMES 
1.DUMMYEYE 
2. VISU AL SENSOR 
3. OLFACTORY SENSOR 
4. ADJUSTABLE JA W 
5. MASTJCA TION CONTROL SYSTEM 
6. AUDITORY SENSOR 
7. PALATE SENSOR 
8. SKULL TEMPERATURE CONTROL 

SEN SOR 
9. LASER CANNON 

10. HEAD SKIN SUPPL Y SYSTEM 
11. SKIJLL BALANCER 
12. THERMO-PLATE 

Vou must leave the 1 P Control Pad 
connected Io the 1 P port. Connec! "The 
Justifier'' to the 2P port on your Mega 
Drive. 

The 2P "Justifier'', sold separately, is only 
for use with LETHAL ENFORCERS. IT 
CANNOT BE USED WITH THE 
"SNATCHER" GAME. 
ln case the gun doesn't lire, make sure 
that you are approximately 3-6 feet away 
from the television. Also, increase the 
brightness and/or contras! level of the 
television screen if the gun occasionally 
doesn't lire. 

Vou can always practice your shooting in the 
Shooting Range at Junker HQ, on the 
"Junker's Eye" system. ln order to do battle 

with the Snatchers, you should be 

well prepared. 

• 
. 

. 

. 

JUNKER 'S EVE 
On the Junker's Eye system, there is 

no enemy. Prepare for real battle on 

this practice system. The Junker's 
Eye system has three levels of 

difficulty • Beginner, lntermediate and 
Advanced. The level of difficulty is 

automatically adjusted based upon 

your performance. 

13 
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SHOOTING MODE • 
This game also involves a Shooting Mode. Further in the stoni, the player will · 
confront Snatchers and it will be necessani to clear these stages. in order to advance 
further. If you are killed by a Snatcher, the game is over. 

Shootmg Mode Instructions 
1. During Shooting Mode, f')ress the A 
Butten to draw your blaster. When you 
do so, a crosshairs will appea~ and the 
screen will be divided into a grid with 9 
"sectors". 

2. Use the Direction Key to move the 
crosshairs and the C Butten to shoot. 
3. If you are using the "Justifier'', press 

the gun's Stan bulton to turn off the 
gun's safety: and pull the trigger Io shoot. 

NOTE: When the enemy shoots you, the 
game screen will become red briefly. Be 
careful. When you are hit, your life 
gauge will go down. 

r 

}-

}-

L 

-r- -r-
'.".f?' 

+ "" ',,. + __,,...._ .,---+ -·'- ">+ 
- ---~-- -:... - .. 

."~. ·.;-.;;.:· 
-1.. -1.. 

:._ : F"E 

Using "The Justifier" 
The game gun called "THE JUSTIFIER", 
which is included in the "LETHAL 
ENFORCERS" Mega CD package, can 
aise be used with "SNATCHER". Using 
"The Justifier'', you can experience what 
it is like to be Gillian Seed and enjoy this 
game even more. 

, 
-i 

-i 

..J 

BACK FRONT 

LEFTSIDE 
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SNA TCHER SYSTEMS 
(LEVEL 2: THE MUSCLES) 

Snatchers have only the type which 
corresponds to human's skeletal 
muscles. lnstead of the human's muscle 
fibers, Snatchers muscles are made of a 
plastic gel compound which , in the same 
way as a human's muscle, converts 
chemical energy into physical energy. 

SNA TCHER SYSTEMS 
(LEVEL 3: SKIN) 

Snatchers have synthetic skin which was 
designed using bic-engineering protein­
design techniques. ln order to avoid 
tissue rejection, il is attached slowly, over 
a long period of time. This skin is 
completely organic and energy 
exchange, oyxgenation, and waste 
excretion occurs in the artificial blood 
cells. This skin has both "epidermal 
structure" and "true skin cells" but since 
the skin cells do not self-regenerate, it is 
necessary for the skin to be re-applied or 
cultivated in vitro. 

SNA THCER SYSTEMS 
(LEVEL 4 : HAIR) 

CS 

Artificial hair is grown from real hair 
follicles and then attached. This hair will 
continue to grow as long as the follicle 
cells are alive. Therefore, even if pulled 
out, it will regrow. 

PARTNAMES 
1. ADJUSTABLE ARM MECHANISM 
2. EXTERNAL PROGRAM INPUT PLUG 
3. MAIN GENERATOR 
4. MINl ATOMlC REACTOR 
5. ARTIFICIAL BLOOD PUMP 
6. ARTIFICIAL KIDNEY 
7. MAIN $CANNING CONTROLLER 
8. LOWER JOINT SYNCHRONIZING 

SYSTEM 
9. GENDER UNIT SOCKET 

IO. PEDAL DYNAMO MODULATOR 
11. PEL VIC UNIT IMPLANT AREA 
12. BACK UNlT IMPLANT AREA 
13. POWER DISTRIBUTOR 

TYPES OF JOINT MECHANJSMS 
A. LEVEL JOINT MECHANISM 
B. PIVOTING JOINT MECHANISM 
C. ROTATION AL JOINT MECHANISM 

ABOUT COMMANDS 
Most of this game involves choosing 
commands from the command menu at 
the bottom of the screen. The commands 
change depending on your location in the 
game. Move the cursor with the direction 
key to highlight the command you wish to 
use, then press the C Button to choose or 
the B Button to cancel the command. 
Depending on the command you use, a 
sub-command may appear. 

BASIC COMMANDS 

Since the commands are the main part of 
this game, you should make sure you 
understand their meaning properly before 

you go on to play. 

MOVE: Player moves from current location to another location. 
LOOK: Player observes the people and/or things in the area. 

INVESTICATE: Player examines person orthing more closely. lt is possible to 
get more information 1han by simply "looking". 

T ALK: Player ialks with a character. 
ASK: Player makes not only just vague conversation, but aise asks 

concrete questions. 

POSSESSIONS: Player can look at, investigate, and show another character his 
possessions or evidence. 

USE METAL CEAR: Player can save the game or use the videophone. 

NOTE: Other commands appear depending on player's location - think carefully before 
you use these. 

11 



TORSO/CHEST PARTS JOINT MECHANISM 
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Spider-shaped probe/security robots 
used by Snatchers. Thread-like sensor 
apparatus deployed from rear of robot 
triggers needle gun attack if touched or 
approached. Micro-jet powered; known to 
jump. Specimens recovered for study by 
"Junk Team" invariably self-destruct, 
preventing further analysis. 

LENGTH: 30 cm 
WEIGHT: 500 g 

Proper nome: lnsector·O 1 

Length (body only): 15cm 

length (full): 30cm 

Height: 20cm 

W eight: SOOg 



FRONT 

PARTNAMES 
l.NEEDLEGUN 
2. PINLIGHT 
3. NOZZLE 
4. SENSOR THREAD HOLE 
5.ANTENNA 
6. LIGHT SENSOR 
7. BATTERY CHIP 
8. CONNECTING CABLE 
9. POWER CABLE 

IO. EYE CAMERA 
11. SENSOR (SCANNER) 
12. ULTRA-SOUND SONAR 

SIDE 
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2044 - Fint Encounter 
•• -T~w- First contact. A bioroid's 
remains are recovered from the 
wreckage of SAS Flight 4003, which 
crashed in the Rokko Mountain range. 
The Bioroid is identified by its 
possessions as Rick Sawamura 
(Computer lnstructor), but due to severe 
injuries, no further data is obtained. 
Rumours begin to circulate that il is a 

secret weapon !rom a certain country. 
• - ·-The Mayor of Neo-Kobe city 
asks ail the countries of the world to 
investigate the Bioroid incident, but ail 
investigations prove fruitless. 

2045 
·-- • : .. A Snatcher which had killed 
and replaced ("snatched") the mayor of 
Neo Kobe, B. O'Connor, is captured, but 
self-destructs during transport. 
• • A certain magazine editor 
leaks information concerning Snatchers 
This spawns an onslaught of Snatcher 
coverage. Japan catches "Snatcher 

62 Fever". 

2046 
Dm!I Neo Kobe City falls into "Bioroid 

Panic". Ali around the city, suspicion of 
Snatchers leads to violence and killing. 
The mayor calls on ail citizens to submit 
to "Bioroid tests". 

• - • - The police form an anti-
Snatcher task force. 

··1 am in pursuit °\a possible Snatcher! Request 
back-up!..... \ 

/ /.t's time to start youl\investigation and confront 
' the menace of the Snatchers ! 

7 



STORY 
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•Moscow, June 6, 1996. 

50 years later ... 
•December 2047, Neo Kobe Cit~ a ci 
madness and decadence. .. / 
Mankind is facing its gravest crisis. AI 
mysterious bioroid life. form has ap~eare." • ft's 
true nature and purpdse are unknow1_{ Utlit some 
country's secret wea~on, or an alien fr 1m 
another world? 

2047 
Snatcher and terminated by a bounty 
hunier. The remains self-destruct. 

• • A Yakuza mob boss, killed in a 
gang dispute over "Liquid Sky'', is 
discovered to have been a Snatcher. 

Bounty hunier Thomas 
Kadota mistakenly shoots and kills a 
human citizen, causing a great 
controversy. Mr. Kadota is eventually 
found guilty of manslaughter. 

The leader of a prominent 
revolutionary religious group is 
determined Io be a Snatcher. During 
pursuit, the Snatcher's car crashes, and 
il is destroyed in the resulting lire. 

1 The former president of a 
biotechnology firm, John Rudolph, is 
uncovered as a Snatcher and 
tenninated by Jean Jack Gibson. 
During transport, the remains are 

stolen. 














