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View	source	Introduction	Hello	and	welcome	to	the	Sound	Effects	Wiki!	This	is	the	place	to	look	up	and	discover	all	the	sound	effects	and	sound	effect	libraries	used	in	movies,	TV	shows,	commercials,	video	games,	anime,	etc.	If	you're	having	trouble	on	finding	a	certain	sound	effect	in	a	scene	you	are	posting	in	the	Image	Galleries,	either	write	in	the
description	"What	___	sound	is	this?"	or	make	a	blog	of	it,	and	admins	will	help	you.	Some	basic	common-sense	rules:	No	NSFW	No	trolling	or	vandalism	(this	also	includes	creating	articles	with	non-constructive	edits)	No	sockpuppeting/block-evading	(i.e.	creating	an	alternate	account)	while	your	account(s)	is	blocked	Failure	to	comply	to	the	above
will	result	in	a	block	(as	listed	below)	and	from	then	on	the	vandalized	articles	will	be	protected,	or	any	new	article(s)	used	to	vandalize	the	wiki	will	be	deleted.	We	also	understand	that	this	wiki	had	garnered	a	rather	negative	reputation	over	the	years	thanks	to	some	admins	who	notoriously	abused	their	powers	to	unfathomable	extremes.	We	are	not
naming	names,	but	what	we	will	say	is	that	said	admins	have	finally	been	kicked	off	for	good	and	will	not	be	returning	ever	again.	Long-overdue	changes	which	will	significantly	improve	the	site	for	everyone	are	in	the	process	of	being	implemented.	Material	Rules	if	you	intend	on	contributing	information	First	off,	in	response	to	events	that	occurred
on	this	Wiki	in	the	past,	you	are	now	required	to	log	in	before	adding	anything.	Only	message	admins	or	users	from	this	site	and	not	on	other	Wikia/Fandom	sites	please.	Do	not	add	fake	or	irrelevant	information	on	this	site	please.	In	particular,	you	are	not	to	add	information	to	any	upcoming	films	or	video	games	until	they	are	actually	released	-	this
website	is	not	a	crystal	ball	-	we	cannot	predict	whether	or	not	upcoming	media	will	use	certain	sound	effects.	When	adding	a	new	page,	don't	forget	to	add	categories	to	it.	You	can	also	add	categories	after	you	make	a	new	page.	If	you	have	not	seen	a	whole	TV	series	yet,	then	please	do	NOT	put	Shows	That	Don't	Use	categories	on	the	article	until
after	you	watch	all	of	its	episodes.	Anything	that's	not	an	actual	sound	effect	(lines,	quotes,	voice	actors	or	actresses,	etc.)	should	not	be	added.	Only	sound	effects	are	allowed	on	this	Wiki.	Stock	screams,	cries	and	laughs	do	count	as	sound	effects,	however.	Porn,	hentai	and	fetishes	are	not	allowed	on	this	Wiki.	Remember	to	add	information,	links,
categories	and	images	(in	the	Image	Galleries)	to	BOTH	the	sound	effects	and	media	pages.	Don't	forget	to	add	descriptions	to	the	images,	as	well	as	putting	the	images	in	the	SFX	Image	Galleries	(not	the	media	Image	Galleries)	in	alphabetical	order.	(This	will	prevent	admins	from	having	to	do	them	themselves.)	Only	upload	images	to	the	sound
effects	pages	if	they	don't	have	media	pages	and	make	sure	you	add	them	into	the	Image	Gallery	correctly.	If	you	are	adding	several	images	or	audio	files	to	a	gallery,	it's	recommended	to	use	the	Mass	upload	tool	in	the	Source	Editor.	Don't	add	in	links	to	pages	on	the	Link	your	photo	(optional)	selection	on	the	images	in	the	Image	Galleries.	Images
are	used	to	click	on	to	see	the	full	size,	not	as	a	link	to	another	page.	External	links	to	other	sites	are	only	allowed	to	be	in	their	own	section	on	media	pages,	as	well	as	in	Clean,	Full	Length	and	Unedited	Link	to	the	Sound	Effect	sections	in	sound	effects	pages.	Don't	upload	screenshots	from	a	computer,	shot	from	a	camera	please.	Use	the	PrtScn
button	on	your	keyboard,	or	press	the	volume	and	power	buttons	on	your	phone	to	take	proper	screenshots	instead.	If	it's	from	a	media	source,	use	any	software	like	VLC	Media	Player	to	capture	the	moment	where	a	sound	occurs	at.	If	you	only	have	a	different	audio	file	of	a	sound	effect,	you	can	convert	it	to	an	MP3	or	OGG	file	on	this	site.	When
posting	captures	from	a	media	source,	you	can	either	upload	still	images	(jpg	or	png)	or	moving	GIF	images.	And	you	can	update	the	still	images	with	GIF	images	if	you	want.	Use	GIPHY	to	make	GIFs	from	YouTube	or	Vimeo	videos.	Use	Gfycat	for	to	make	GIFs	from	Dailymotion	videos.	Another	way	to	make	GIFs,	is	with	Clipchamp,	which	requires	a
video	file	to	make	them.	You	can	record	videos	with	Bandicam	or	the	Xbox	Game	Bar	(press	and	hold	Start	+	Alt	+	R	to	start	recording).	Use	YouTube	To	MP4	to	download	YouTube	videos	to	edit	on	Clipchamp.	You	can	either	add	an	MP3	or	OGG	sound	effect	file	here	on	the	Audio	Samples	in	the	sound	effect	pages,	and/or	link	to	the	sound	effect
found	on	either	www.audiomicro.com	or	www.sourceaudio.com.	Don't	remove	the	audio	files	from	the	Audio	Samples,	if	you	hate	that	sound,	don't	click	on	it.	Share	—	copy	and	redistribute	the	material	in	any	medium	or	format	for	any	purpose,	even	commercially.	Adapt	—	remix,	transform,	and	build	upon	the	material	for	any	purpose,	even
commercially.	The	licensor	cannot	revoke	these	freedoms	as	long	as	you	follow	the	license	terms.	Attribution	—	You	must	give	appropriate	credit	,	provide	a	link	to	the	license,	and	indicate	if	changes	were	made	.	You	may	do	so	in	any	reasonable	manner,	but	not	in	any	way	that	suggests	the	licensor	endorses	you	or	your	use.	ShareAlike	—	If	you
remix,	transform,	or	build	upon	the	material,	you	must	distribute	your	contributions	under	the	same	license	as	the	original.	No	additional	restrictions	—	You	may	not	apply	legal	terms	or	technological	measures	that	legally	restrict	others	from	doing	anything	the	license	permits.	You	do	not	have	to	comply	with	the	license	for	elements	of	the	material	in
the	public	domain	or	where	your	use	is	permitted	by	an	applicable	exception	or	limitation	.	No	warranties	are	given.	The	license	may	not	give	you	all	of	the	permissions	necessary	for	your	intended	use.	For	example,	other	rights	such	as	publicity,	privacy,	or	moral	rights	may	limit	how	you	use	the	material.	1996	video	game	1996	video	gameMega	Man
8North	American	Saturn	cover	artDeveloper(s)CapcomPublisher(s)JP/NA:	CapcomPAL:	Infogrames[3]Director(s)Hayato	KajiProducer(s)Keiji	InafuneArtist(s)Hideki	IshikawaShinsuke	KomakiComposer(s)Shusaku	UchiyamaSeriesMega	ManPlatform(s)PlayStation,	Sega	SaturnReleasePlayStation	JP:	December	17,	1996[2]NA:	March	1997[1]PAL:
October	1997[3]	Saturn	JP:	January	17,	1997[2]NA:	March	1997[1]Genre(s)Action,	platformMode(s)Single-player	Mega	Man	8[a]	is	a	1996	action-platform	game	developed	and	published	by	Capcom.	It	was	directed	by	Hayato	Kaji	and	produced	by	Keiji	Inafune,	both	of	whom	had	previously	worked	on	the	series	as	artists.	It	is	the	eighth	installment	in
the	original	Mega	Man	series,	and	was	initially	released	in	Japan	on	the	PlayStation	in	1996.	The	following	year,	Mega	Man	8	saw	a	release	on	the	Sega	Saturn	and	was	localized	for	both	consoles	in	North	America	and	the	PlayStation	alone	in	PAL	regions.	Mega	Man	8	is	the	first	game	in	the	series	made	available	on	32-bit	consoles.	The	plot	follows
series	protagonist	Mega	Man	as	he	is	called	to	investigate	an	energy	reading	coming	from	a	recent	meteor	crash	on	an	island.	Mega	Man	discovers	that	his	nemesis	Dr.	Wily	has	run	off	with	the	energy	source,	and	sets	off	to	stop	Wily's	evil	plans	to	use	the	energy,	and	to	discover	the	purpose	of	a	mysterious	alien	robot	found	at	the	crash	site.	Mega
Man	8	has	improved	graphics	and	sound	over	previous	iterations	in	the	series,	as	well	as	new	full-motion	video	and	voice	acting.	Aside	from	a	few	minor	conventions,	the	game	has	the	same	2D	side-scrolling	and	platform	game	formula	established	by	its	predecessors	on	the	Nintendo	Entertainment	System	and	Super	NES	platforms.	It	received	a
moderately	positive	reception.	Many	reviewers	appreciated	the	game's	aesthetics	and	gameplay	qualities	when	compared	to	its	earlier	counterparts,	but	several	other	critics	were	displeased	by	its	lack	of	innovation	and	felt	that	it	did	not	utilize	the	full	potential	of	the	32-bit	platforms.	Additionally,	the	English-language	version	of	the	game	received
considerable	criticism	for	its	voice	acting,	which	was	perceived	by	many	as	being	comically	poor-quality.	The	game	was	a	moderate	commercial	success	and	was	re-released	on	best-seller	lines	in	Japan	and	North	America.	Mega	Man	8	was	followed	by	Mega	Man	&	Bass,	a	1998	spin-off	game	for	the	Super	Famicom	which	reused	several	of	the	game's
assets	and	characters.	A	true	sequel	to	the	game,	Mega	Man	9,	would	not	be	released	until	2008,	and	would	revert	to	the	graphical	and	gameplay	style	of	the	early	NES	games.	Taking	place	in	the	21st	century	(the	ambiguous	year	20XX)	and	after	the	events	of	Mega	Man	7,	two	alien	robots	engage	in	a	battle	in	the	depths	of	space.	Ultimately,	both	of
them	plummet	towards	Earth,	critically	injured.	On	Earth,	humanoid	robot	Mega	Man	and	his	robot	canine	companion	Rush	are	caught	in	a	skirmish	with	his	rival	Bass,	who	still	wants	to	prove	himself	to	be	stronger	than	Mega	Man.	Thanks	to	the	timely	intervention	of	his	sister	Roll,	who	was	bringing	a	message	from	his	creator	Dr.	Light,	Mega	Man
manages	to	subdue	Bass	long	enough	to	leave.	Bass	swears	that	he	will	get	back	at	Mega	Man	for	his	"cowardice".	Dr.	Light	asks	Mega	Man	to	investigate	strange	energy	readings	on	a	nearby	island.[4]	On	the	island,	Mega	Man	finds	Dr.	Wily	flying	away	with	a	strange	purple	orb.	Before	chasing	him,	he	sees	a	damaged	robot	and	asks	for	Dr.	Light	to
pick	it	up	and	try	to	repair	it.	Dr.	Wily	then	releases	four	new	advanced	and	modern	Robot	Masters	to	combat	Mega	Man:	Frost	Man,	Tengu	Man,	Clown	Man,	and	Grenade	Man.	Each	time	he	destroys	one,	he	receives	a	purple	orb	like	the	one	Dr.	Wily	captured.	Each	of	the	Robot	Masters	are	empowered	with	a	strange	energy,	and	it	seems	that	this
power	comes	from	the	new	energy	cores	that	Wily	has	infused	them	with.	After	Mega	Man	defeats	the	four	Robot	Masters,	he	returns	to	the	lab	and	brings	Dr.	Light	the	energy	cores	he	retrieved;	Dr.	Light	examines	them	and	realizes	that	they	are	a	powerful	form	of	energy,	which	Dr.	Wily	must	not	have	in	his	possession.	After	they	leave	the	lab,	the
robot	awakens	and	sees	the	energy	cores,	becoming	enraged	and	flies	off	into	the	distance.	Mega	Man	follows	him	to	a	mine	shaft	on	the	other	side	of	the	globe.	After	battling	the	robot,	Proto	Man	shows	up	and	tells	Mega	Man	that	Dr.	Wily's	new	fortress,	"Wily	Tower,"	is	just	ahead.	Mega	Man	goes	there	but	is	captured	by	one	of	Wily's	giant	robotic
creations.	The	robot	saves	him	and	introduces	himself	as	Duo.	Duo	explains	to	Mega	Man	that	the	purple	orbs	are	"Evil	Energy"	and	he	has	been	traveling	the	universe,	tracking	down	this	energy	and	trying	to	destroy	it	before	it	engulfs	the	entire	world.[5]	However,	Wily	Tower	has	a	barrier	around	it	that	prevents	him	from	taking	out	the	source.	Duo
tells	Mega	Man	to	destroy	the	four	other	Robot	Masters	that	hold	the	key	to	the	barrier	(Astro	Man,	Sword	Man,	Search	Man,	and	Aqua	Man),	while	he	collects	and	extinguishes	the	rest	of	the	world's	Evil	Energy.	Once	the	remaining	Robot	Masters	are	defeated,	Wily	Tower's	barrier	is	lifted	and	Mega	Man	makes	his	way	through	it,	defeating	the
hordes	of	robotic	henchmen	inside,	including	Bass,	who	uses	a	piece	of	the	Evil	Energy	to	amplify	his	powers,[6]	and	ultimately,	the	evil	doctor	himself.	The	"Evil	Energy"	is	destroyed	before	it	is	allowed	to	spread	throughout	the	world,	but	it	manages	to	infect	Mega	Man	before	being	destroyed,	and	Wily's	newest	compound	is	demolished	with	Mega
Man	inside,	who	is	dying	from	the	Evil	Energy.	Duo	arrives,	and	seeing	the	goodness	and	justice	in	his	heart,	cures	him	of	the	evil	energy,	eradicating	the	last	remnants	of	the	Evil	Energy	on	Earth.	Proto	Man	catches	up	to	him;	Duo	then	says	that	his	mission	is	done,	and	leaves,	but	not	before	asking	Proto	Man	for	a	favor.	Mega	Man	then	wakes	up	in
Dr.	Light's	Lab	and	is	reunited	with	Light,	Roll	and	the	others	who	tell	him	that	Duo	saved	him.	He	then	walks	outside	and	finds	Proto	Man,	who	gives	him	a	message	from	Duo:	"Thank	You."	Mega	Man	8	retains	much	of	the	same	gameplay	featured	in	previous	titles	of	the	series.	Shown	in	the	image	is	Clown	Man's	stage.	The	gameplay	of	Mega	Man	8
is	similar	to	that	of	its	predecessors.	The	player,	as	Mega	Man,	must	complete	various	stages	that	contain	side-scrolling	action	and	platforming	elements.	The	player	can	run,	jump,	slide,	shoot,	swim,	charge	the	Mega	Buster,	and	change	weapons.[7]	Enemies	can	be	destroyed	to	reveal	items	used	to	refill	Mega	Man's	health	and	weapon	power.	Like
Mega	Man	7,	the	player	first	completes	an	introductory	stage	and	is	then	presented	with	four	Robot	Master	stages	(Tengu	Man,	Frost	Man,	Grenade	Man,	and	Clown	Man)	to	tackle	in	any	order.[7]	At	the	end	of	each	stage	is	a	boss	battle	with	a	Robot	Master;	defeating	the	Robot	Master	earns	the	player	its	Master	Weapon.[7]	Most	Robot	Masters	are
weak	to	either	the	Mega	Buster	or	one	or	more	Master	Weapon,	allowing	for	some	strategy	in	the	order	the	stages	are	completed.	An	additional	four	Robot	Masters	(Aqua	Man,	Sword	Man,	Search	Man,	and	Astro	Man)	become	available	once	the	first	four	are	defeated	and	an	intermission	stage	is	completed.[8]	An	addition	to	gameplay	in	Mega	Man	8
is	the	ability	to	display	and	use	multiple	weapons	onscreen	simultaneously.	This	change	introduces	a	unique	way	of	using	weapons	strategically.	For	example,	Mega	Man	can	place	a	Tornado	Hold,	jump	into	it	and	swing	the	Flame	Sword	while	rising	with	the	air	current.	The	player	also	has	the	ability	to	use	the	Mega	Buster	at	all	times,	even	when
equipped	with	a	Master	Weapon.	The	player	can	buy	new	abilities	from	Roll	in	Dr.	Light's	lab	in	exchange	for	special	bolts	found	throughout	the	levels.[7]	However,	due	to	a	limited	number	of	bolts	and	powerup	slots	available,	the	player	must	carefully	decide	which	power-ups	to	buy.	Power-ups	utilizing	Mega	Man's	dog	Rush	are	won	by	fighting	mid-
stage	minibosses.[9]	Such	Rush	items	include	Rush	Question,	giving	the	player	a	random	pickup,	Rush	Charger,	which	makes	pickups	rain	from	the	skies,	and	Rush	Bike,	used	to	cross	large	gaps.	Keiji	Inafune	was	the	producer	for	Mega	Man	8.	Tokuro	Fujiwara,	who	had	been	the	producer	for	previous	Mega	Man	titles,	had	left	Capcom,	so	Keiji
Inafune,	who	had	previously	played	the	role	of	artist	for	many	titles	in	the	series,	became	a	producer	for	Mega	Man	8.[2]	He	handed	off	many	of	the	main	responsibilities	to	Hayato	Kaji,	an	artist	he	often	considered	to	be	his	student.	Inafune	recounted,	"This	allowed	me	to	take	a	very	different	approach	to	creating	a	Mega	Man	game.	'Seeing	Mega
Man	from	a	distance,'	I	guess	you	could	say."[2]	Illustrators	including	Hideki	Ishikawa	and	Shinsuke	Komaki	worked	under	the	two	veterans.	Inafune	recounted	that	the	development	team	was	often	overwhelmed	during	the	game's	development	because	it	involved	some	unfamiliar	elements	such	as	coordinating	releases	on	two	new	systems	and	the
use	of	anime	cutscenes.[10]	The	team	enlisted	the	help	of	animation	studio	Xebec	to	produce	the	animated	cutscenes	for	the	game.	Inafune	had	wanted	to	include	animated	cutscenes	since	the	very	first	game	in	the	series,	and	stated	that	he	was	pleased	with	the	outcome.[2]	The	character	Duo	was	created	specifically	for	Mega	Man	8,	but	was	first
made	a	playable	character	in	the	earlier	1996	arcade	fighting	game	Mega	Man	2:	The	Power	Fighters.[11]	Kaji	initially	designed	Duo	as	a	robot	invented	by	the	Mega	Man	4	character	Dr.	Cossack.	When	it	was	decided	that	Duo	would	instead	come	from	outer	space,	his	appearance	changed	but	still	retained	remnants	of	Russian	traits,	such	as	his
ushanka.[2]	Like	past	games	in	the	series,	the	Robot	Masters	were	picked	from	design	contests	in	Japan.	Capcom	received	around	110,000	idea	submissions.[2]	For	the	contest,	Capcom	prepared	drawings	showing	basic	shapes	for	entrants	to	base	their	designs	on,	such	as	a	bipedal	top-heavy	base	with	two	heads;	three	of	the	final	designs	(Sword
Man,	Clown	Man,	and	Search	Man)	were	based	on	these.[12][13]	Ishikawa	recounted,	"The	submissions	we'd	get	for	the	boss	characters	were	absolutely	brimming	with	the	youthful	imagination	of	kids.	I	still	remember	how	everyone	had	permanent	smiles	painted	on	their	faces	as	we	looked	at	each	and	every	one	of	the	submissions	that	came
through."[2]	Tengu	Man	and	Astro	Man	had	already	been	designed	by	Capcom	prior	to	the	contest.[12]	The	musical	score	for	Mega	Man	8	was	composed	by	Shusaku	Uchiyama.	It	was	the	first	project	at	Capcom	that	Uchiyama	led	himself.[14]	The	Japanese	version	of	the	game	features	the	J-pop	vocal	opening	theme	"Electrical	Communication"	and
the	ending	theme	"Brand	New	Way"	by	the	group	Ganasia.[15][16]	The	two	versions	of	the	game	are	not	identical.	The	Saturn	version	has	two	added	bosses	from	previous	Mega	Man	games	and	a	bonus	mode	with	official	and	fan	artwork,	voice	and	music	tests,	and	a	secret	animation	test	for	the	cutscenes.[8][17]	Music	tracks	slightly	differ	in
arrangement	between	the	versions,	with	two	remixes	being	added	for	the	extra	bosses	and	the	music	for	Tengu	Man's	stage	being	completely	different.	Mega	Man	8	was	released	in	Japan	on	the	PlayStation	on	December	17,	1996,	and	the	Sega	Saturn	on	January	17,	1997.[2]	It	was	published	in	North	America	on	both	the	PlayStation	and	Saturn	on
March	1997.[1]	The	PlayStation	version	was	initially	not	going	to	be	released	in	North	America,	as	it	was	a	2D	game	at	a	time	when	Sony	was	pushing	for	games	with	3D	graphics.	Upon	learning	the	game	would	be	released	on	a	PlayStation	competitor,	Sony	changed	its	mind,	approving	the	game's	release	in	North	American	on	the	condition	it	have
content	the	Saturn	version	lacked.	This	resulted	in	the	first	editions,	branded	as	the	Anniversary	Collector's	Edition,	being	enclosed	with	a	12-page	full-color	anthology	booklet	commemorating	Mega	Man's	tenth	anniversary.[18]	In	Europe,	the	game	was	to	be	published	by	Laguna	Video	Games,	a	German	game	publisher	who	released	a	majority	of
Capcom's	SNES	games	in	Europe,	before	Laguna's	owner,	Philips	Multimedia	BV,	was	acquired	by	Infogrames	in	July	1997.[19]	The	game	was	released	in	October	1997	exclusively	for	the	PlayStation.[3]	In	Japan,	numerous	pieces	of	tie-in	merchandise	were	released	alongside	the	game,	including	action	figures,	gashapon	toys,	stationery,	vinyl
records,	and	furniture.[15]	A	43-track	disc	containing	the	instrumental	music	was	released	by	Team	Entertainment	later	in	2007.[20]	Initial	sales	of	Mega	Man	8	were	good.[21]	Major	gaming	retailers	in	North	America	including	Electronics	Boutique	and	Babbage's	reported	selling	55%	of	their	stock	within	three	days	of	the	game's	release.	Electronics
Boutique	additionally	noted	having	sold	75%	of	its	stock	within	ten	days,	and	many	locations	of	Babbage's	being	sold	out	in	similar	period	of	time.	Capcom's	president	Bill	Gardner	later	announced	that	the	response	they	got	from	retailers	was	so	overwhelming	they	had	to	allocate	product	based	on	orders	being	greater	than	anticipated.[22]
ReceptionAggregate	scoreAggregatorScoreGameRankingsSAT:	76.25%[34]PS:	70.75%[35]Review	scoresPublicationScoreAllGameSAT:	[36]Computer	and	Video	GamesPS:	[3]Electronic	Gaming	MonthlySAT:	8.5/10[23]Famitsu28/40[24]Game	InformerPS:	7/10[26]GameFanPS:	86/100[25]GameRevolutionSAT:	B[29]GameSpotPS:	6.3/10[27]SAT:
6.0/10[28]IGNPS:	6/10[30]Next	GenerationPS:	[32]PlayStation:	The	Official	MagazinePS:	[31]Ultra	Game	PlayersPS:	8.1/10[33]	Mega	Man	8	received	moderately	positive	reviews	from	critics.	One	complaint	involved	the	game	having	virtually	nothing	in	terms	of	gameplay	or	features	that	had	not	already	appeared	in	previous	installments	of	the	series,
and	very	little	change	in	the	gameplay	formula	that	had	been	used	since	the	first	Mega	Man	game	appeared	a	decade	ago.[26][29][30]	Jeff	Gerstmann	of	GameSpot	commented	that	the	robots	seem	to	be	clones	of	enemies	from	earlier,[27]	while	Matt	Rubenstein	summarized	his	reviews,	"this	whole	premise	has	been	done	seven	times	before	and	[...]
it's	starting	to	get	old."[28]	In	contrast,	Crispin	Boyer	of	Electronic	Gaming	Monthly,	while	agreeing	it	did	not	add	anything	new,	still	gave	praise	for	its	controls	and	bosses.[37]	Some	claimed	that	the	game's	graphics	did	not	utilize	the	abilities	of	fifth	generation	consoles	outside	of	the	FMV	cutscenes.[26][29][38]	The	English-dubbing	voice	acting	in
Mega	Man	8	was	considered	some	of	the	worst	in	video	games	by	publications	including	EGM,	IGN,	and	the	Australian	television	show	Good	Game.[39][40][41]	In	2010,	IGN's	Lucas	M.	Thomas	took	a	similar	look	back	on	the	franchise,	calling	Mega	Man	8	the	worst	in	the	core	Mega	Man	series	because	it	took	Capcom's	iconic	hero	off	of	Nintendo
consoles,	utilized	animated	cutscenes	with	bad	voice	acting,	and	further	changed	the	visual	style.[42]	GamesRadar	named	Mega	Man	8	the	23rd	best	Sega	Saturn	game	of	all	time	out	of	a	list	of	25.[43]	In	1998,	Capcom	released	Mega	Man	&	Bass	on	the	Super	Famicom	with	many	of	the	same	sprites,	animations,	and	backgrounds	as	taken	from	Mega
Man	8.[44]	Ten	years	later,	Capcom	announced	another	follow-up,	Mega	Man	9,	which	changed	the	graphical	style	of	the	series	back	to	its	8-bit	appearance	similar	to	the	first	six	installments.[45]	Capcom	did	not	replicate	any	of	the	gameplay	gimmicks	included	in	the	eighth	installment	for	this	sequel,[42]	save	for	the	shop	and	bolt	currency	system.
In	2002,	the	PlayStation	version	of	Mega	Man	8	was	re-released	as	part	of	Sony's	Greatest	Hits	label	of	bestsellers,	confirming	that	it	had	sold	at	least	350,000	units.[46]	In	Japan,	the	game	received	budget	re-releases	as	part	of	both	the	PlayStation	the	Best	for	Family	and	the	Sega	Saturn	Collection.[47][48]	The	PlayStation	version	was	ported	to	the
North	American	Mega	Man	Anniversary	Collection	for	the	PlayStation	2	and	GameCube	in	2004	and	the	Xbox	in	2005.[49][50]	The	PlayStation	version	was	later	ported	again	and	released	as	part	of	Mega	Man	Legacy	Collection	2	on	PlayStation	4,	Windows,	and	Xbox	One	in	August	2017,[51]	with	a	later	digital	version	released	on	the	Nintendo	Switch
in	May	2018.[52]	^	Also	known	as	Rockman	8:	Metal	Heroes	(Japanese:	ロックマン8:	メタルヒーローズ,	Hepburn:	Rokkuman	8:	Metaru	Hīrōzu)	in	Japan	^	a	b	c	"Mega	Man	Celebrates	Tenth	Birthday	With	32-Bit	Bang"	(Press	release).	Capcom.	January	1997.	Archived	from	the	original	on	June	16,	1997.	Retrieved	April	10,	2010.	^	a	b	c	d	e	f	g	h	i	MM25:
Mega	Man	&	Mega	Man	X	Official	Complete	Works.	Udon	Entertainment.	August	2013.	pp.	76–83.	^	a	b	c	d	Lomas,	Ed	(October	1997).	"Mega	Man	8".	Computer	and	Video	Games	(191).	EMAP:	81.	ISSN	0261-3697.	^	Capcom	(March	1997).	Mega	Man	8	(Sony	PlayStation).	Capcom.	Dr.	Light:	A	strange	meteor	has	fallen	to	Earth	just	a	while	ago.	This
meteor	seems	to	be	emitting	a	powerful	energy	signature.	Something	this	powerful	must	not	fall	into	the	hands	of	evil!	^	Capcom	(March	1997).	Mega	Man	8	(Sony	PlayStation).	Capcom.	Duo:	Yes,	this	is	what	you	people	call	"Evil	Energy".	Based	on	my	studies	so	far,	the	one	who	obtained	the	original	energy	must	be	a	being	of	complete	evil.	This	type
of	energy	absorbs	the	evil	in	a	person's	mind	and	then	multiplies.	Judging	by	the	quick	rate	of	its	growth,	it'll	take	over	the	planet	with	evil	energy	in	a	matter	of	days!	We	must	stop	it!	^	Capcom	(March	1997).	Mega	Man	8	(Sony	PlayStation).	Capcom.	Bass:	Mega	Man!	You	can't	escape	this	time!	Mega	Man:	Uh-oh...I	don't	feel	good...	Bass:	Hah,
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Retrieved	from	"	22017	video	game	2016	video	game20XXDeveloper(s)Batterystaple	GamesFire	Hose	GamesPublisher(s)Batterystaple	GamesDirector(s)Chris	KingArtist(s)Zach	UrtesComposer(s)Brandon	EllisPlatform(s)Windows,	PlayStation	4,	Nintendo	Switch,	Xbox	OneReleaseWindowsOctober	12,	2016	(Early	access)August	16,	2017	(full)PS4,
SwitchJuly	10,	2018Xbox	OneJuly	11,	2018Genre(s)PlatformMode(s)Single-player,	multiplayer	20XX	is	a	platform	game	developed	by	American	studio	Batterystaple	Games.[1]	The	early	access	version	was	released	for	Microsoft	Windows	on	Steam	on	October	12,	2016,[2]	and	in	full	on	August	16,	2017.[3]	PlayStation	4,	Nintendo	Switch,	and	Xbox	One
versions	were	released	in	July	2018.[4]	A	sequel,	30XX,	was	released	on	Steam	Early	Access	on	February	17,	2021,	and	in	full	on	August	9,	2023.[5][6]	Inspired	by	Mega	Man	X,	players	must	defeat	enemies	and	complete	difficult	platforming	challenges	to	finish	a	stage.	In	contrast	to	Mega	Max	X,	stages	are	proceduraly	generated	based	on	level
segments,	or	"chunks",	and	allow	for	both	local	and	online	co-op.[1]	Rather	than	giving	several	lives,	the	game	has	permadeath,	but	is	a	"roguelite"	in	that	the	player	can	use	Soul	Chips	earned	during	the	level	to	unlock	new	types	of	passive	upgrades	to	buy,	and	gain	upgrades	for	the	next	attempt	of	that	particular	run.[7]	During	levels,	players	can
use	bolts	gained	as	currency	to	buy	passive	upgrades	or	to	restore	health	or	energy	in	vending	machines.	They	can	find	upgrades	in	treasure	chests	and	other	places.[7]	Upon	beating	a	boss	the	player	can	choose	between	multiple	rewards:	the	boss'	power	(granting	them	a	new	special	ability),	bolts,	or	a	random	passive	upgrade.[7]	The	game	follows
Nina,	an	armored	girl	armed	with	a	power	blaster,	and	Ace,	an	armored	boy	with	an	energy	sword,	in	the	aftermath	of	a	robotic	uprising.[1]	Traveling	from	their	base	on	the	Ark,	a	space	station	orbiting	the	Earth,	they	have	been	hired	to	clear	dangerous	locations	infested	with	robots	running	amok.	20XX	began	development	after	a	crowdfunding
campaign	on	Kickstarter	in	the	spring	of	2014,	when	the	game	was	called	Echoes	of	Eridu.[1]	Following	a	successful	Kickstarter,	the	game	joined	the	Fire	Hose	Games	accelerator	program	and	appeared	in	the	Indie	Megabooth	at	Penny	Arcade	Expo	2015.[8]	The	game	was	developer	Chris	King's	first	commercial	game,	and	its	development	was
prompted	by	the	belief	that	it	was	his	last	chance	to	do	such	a	risky	thing	as	game	development	without	a	family	to	support,	as	he	was	in	his	late	20s.[7]	The	idea	behind	the	game	was	due	to	his	belief	that	Capcom	had	ceased	to	make	enough	Mega	Man	titles,	and	that	he	and	other	fans	desired	more	of	that	style	of	gameplay.[7]	The	developer's	main
focus	was	on	the	game	feel	and	getting	it	to	play	similarly	to	Mega	Man.	The	most	difficult	aspect	of	developing	the	game	was	debugging	its	netcode	that	allowed	for	online	play.[7]	Chris	believes	that	Steam's	Early	Access	program	was	essential	to	the	development	of	the	game,	and	he	"couldn't	imagine"	releasing	the	game	without	it.[7]	The	game's
soundtrack	was	composed	by	Brandon	"Cityfires"	Ellis	and	includes	chiptune	and	synthesizer	elements	to	make	it	resemble	that	of	a	Super	NES	game.[9]	This	section	needs	expansion.	You	can	help	by	adding	to	it.	(March	2025)	ReceptionAggregate	scoresAggregatorScoreMetacriticNS:	77/100[a][10]PS4:	77/100[b][11]XONE:	79/100[c]
[12]OpenCritic68%	recommend[d][13]	Nintendo	Life	described	the	gameplay	as	addictive,	and,	although	they	felt	some	aspects	were	a	bit	repetitive,	they	said	the	upgrades	and	customization	made	up	for	it.[14]	Nintendo	World	Report	recommended	it	to	fans	of	Mega	Man	and	platform	games,	but	they	felt	it	should	have	more	story.[15]	^	Based	on
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Announcements".	steamcommunity.com.	Retrieved	2023-08-15.	^	"20XX	launches	for	PS4	and	Switch	on	July	10,	Xbox	One	on	July	11".	Gematsu.	2018-05-23.	Retrieved	2023-08-15.	^	"30XX	is	the	sequel	to	Mega	Man-inspired	roguelike	20XX".	VentureBeat.	2020-02-13.	Retrieved	2021-04-22.	^	Romano,	Sal	(2023-06-11).	"30XX	launches	August	9".
Gematsu.	Retrieved	2023-06-11.	^	a	b	c	d	e	f	g	"Interview	-	Indie-Ana	Co-Op	and	the	20XX	Interview".	Retrieved	2016-08-27.	^	"20XX	-	Indie	MEGABOOTH".	Archived	from	the	original	on	2016-09-14.	Retrieved	2016-08-27.	^	"20XX".	SoundCloud.	Retrieved	2016-08-27.	^	"20XX	for	Switch	Reviews".	Metacritic.	CBS	Interactive.	Retrieved	26	March
2025.	^	"20XX	for	PlayStation	4	Reviews".	Metacritic.	CBS	Interactive.	Retrieved	26	March	2025.	^	"20XX	for	Xbox	One	Reviews".	Metacritic.	CBS	Interactive.	Retrieved	26	March	2025.	^	"20XX	Reviews".	OpenCritic.	Retrieved	26	March	2025.	^	Jagneaux,	David	(2018-07-09).	"20XX	Review	(Switch	eShop)".	Nintendo	Life.	Retrieved	2023-11-03.	^
Parton,	Mitchell	(2018-07-09).	"20XX	(Switch)	Review".	Nintendo	World	Report.	Retrieved	2023-11-03.	Official	website	Retrieved	from	"	32023	video	game	This	article	is	about	the	2023	videogame.	For	the	years,	see	31st	century.	2023	video	game30XXDeveloper(s)Batterystaple	GamesPublisher(s)Batterystaple	GamesPlatform(s)WindowsNintendo
SwitchReleaseWindowsWW:	August	9,	2023Nintendo	SwitchWW:	September	9,	2023Genre(s)Rogue-lite,	platformMode(s)Single-player,	multiplayer	30XX	is	a	rogue-lite	platform	game	from	independent	developer	Batterystaple	Games	and	the	sequel	to	20XX.	It	was	released	on	Microsoft	Windows	via	Steam	early	access	on	February	17,	2021,	and	in
full	on	August	9,	2023.[1]	A	Nintendo	Switch	release	was	planned	on	the	same	day,	but	was	delayed	to	September	1.	Like	its	predecessor,	30XX	was	inspired	by	the	Mega	Man	series,	but	uses	procedurally	generated	levels.	The	game	possesses	both	a	permadeath	roguelike	mode	and,	unlike	the	original,	a	new	"Mega	Mode"	where	the	levels	of	the
entire	game	are	generated	in	advance	and	do	not	change	upon	death,	giving	players	an	experience	more	similar	to	the	Mega	Man	games.[2]	The	game	follows	the	android	main	characters	of	20XX,	Nina	and	Ace,	who	awaken	after	a	millennium	to	discover	the	world	has	changed	irreversibly	after	the	advent	of	the	Synthetic	Mind.[3]	The	early	access
release	of	the	game	was	positively	received	by	critics,	who	called	it	an	improvement	over	its	predecessor.	Following	complaints	about	the	art	style	of	20XX,	the	art	style	was	revamped	for	the	sequel	to	be	more	similar	to	games	such	as	Mega	Man	ZX.	The	sprites	were	created	by	the	artist	of	Rogue	Legacy,	Glauber	Kotaki.[4]	This	section	needs
expansion.	You	can	help	by	adding	to	it.	(March	2025)	ReceptionAggregate	scoresAggregatorScoreMetacriticNS:	86/100[5][a]	PC:	82/100[6][b]OpenCritic96%	recommend[7][c]	TJ	Denzer	of	Shacknews	called	the	game	"sure	to	please	any	platforming	fan	whether	you	dig	roguelikes	or	not".[8]	Mike	Minotti	of	VentureBeat	said	that	the	game	had	a
"nice	visual	boost"	from	its	predecessor.[9]	^	Based	on	9	reviews	^	Based	on	11	reviews	^	Based	on	24	reviews	^	Romano,	Sal	(2023-06-11).	"30XX	launches	August	9".	Gematsu.	Retrieved	2023-06-11.	^	Lada,	Jenni	(2020-09-10).	"30XX	Mega	Mode	Removes	Permadeath	Threat".	Siliconera.	Archived	from	the	original	on	2020-09-11.	Retrieved	2021-
12-24.	^	Morton,	Lauren	(2021-02-17).	"Roguelike	platformer	30XX	launches	in	early	access".	Rock,	Paper,	Shotgun.	Retrieved	2021-12-24.	^	Wong,	Alistair	(2020-02-15).	"Mega	Man	X-esque	Roguelike	30XX	is	a	Full	Sequel	to	Fan	Favorite	20XX".	Siliconera.	Archived	from	the	original	on	2020-02-15.	Retrieved	2021-12-24.	^	"30XX:	Nintendo	Switch
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Genres	(all):	Action,	Adventure,	Fighting,	FPS,	Puzzle,	Racing,	RPG,	RTS,	Sports,	Strategy	Switch	2	Switch	3DS	DS	Xbox	Series	X	Xbox	One	Windows	All	systems	Announcements	September	30,	2024:	Upgrading	StrategyWiki's	text	license	StrategyWiki	is	upgrading	licenses	from	Creative	Commons	Attribution-Share	Alike	3.0	(CC	BY-SA	3.0)	to	its
more	recent	version	Creative	Commons	Attribution-Share	Alike	4.0	(CC	BY-SA	4.0).	A	list	of	differences	and	changes	can	be	found	here.	For	more	information,	please	consult	StrategyWiki:License.	June	24,	2024:	Visual	Editor	and	DiscussionTools	enabled!	This	provides	an	easier	interface	to	update	content.	The	old	editor	is	still	available	under	the
"Edit	source"	links.	DiscussionTools	also	makes	it	easier	to	participate	in	discussions	on	talk	pages,	and	if	you're	logged	in,	get	notified	of	new	replies.	May	6,	2024:	Upgraded	to	MediaWiki	1.41!	We	have	upgraded	the	site	to	MediaWiki	1.41.	Many	bugs	have	been	fixed	and	some	extensions	have	been	updated.	If	you	notice	any	issues	please	let	us
know.	Previous	news	can	be	found	at	StrategyWiki:Announcements	Skip	to	content	PlayStationJP:	December	17,	1996NA:	January	1997PAL:	1997Sega	SaturnNA:	January	1997JP:	January	17,	1997	Mega	Man	8	is	an	action-platform	video	game	developed	and	released	by	Capcom	in	1996.	It	was	directed	by	Hayato	Kaji,	who	had	previously	worked	on
the	series	as	an	artist.	Keiji	Inafune,	who	was	also	an	artist	for	the	series,	was	given	the	role	of	producer	after	the	departure	of	Tokuro	Fujiwara	who	had	been	producer	for	the	series	since	Mega	Man	2.	It	is	the	eighth	installment	in	the	original	Mega	Man	series,	and	was	initially	released	in	Japan	on	the	PlayStation	in	1996.	The	following	year,	Mega
Man	8	saw	a	release	on	the	Sega	Saturn	and	was	localized	for	both	consoles	in	North	America	and	the	PlayStation	alone	in	PAL	regions.	Upon	its	release,	Capcom	reached	the	franchise's	tenth	anniversary.	Mega	Man	8	is	the	first	game	in	the	series	made	available	on	32-bit	consoles.	The	plot	begins	as	Mega	Man	is	called	to	investigate	a	mysterious
energy	reading	coming	from	a	recent	meteor	crash	on	an	island.	Mega	Man	discovers	that	his	nemesis	Dr.	Wily	has	beaten	him	there	and	immediately	retreats	with	the	energy	source.	Mega	Man	is	charged	with	stopping	Wily's	evil	plans	to	use	the	energy,	as	well	as	discover	the	purpose	of	a	mysterious,	alien	robot	found	at	the	crash	site.	Along	with
new	animated	full-motion	videos	(FMVs)	and	voice	acting,	Mega	Man	8	features	improved	graphics	and	sound	when	compared	to	previous	iterations	in	the	series.	Aside	from	a	few	minor	conventions,	the	game	utilizes	the	same	2D	side-scrolling	and	platforming	formula	established	by	its	predecessors	on	the	Nintendo	Entertainment	System	and	Super
Nintendo	Entertainment	Systems.	Many	reviewers	appreciated	the	aesthetic	and	gameplay	qualities	of	Mega	Man	8	when	compared	to	its	earlier	counterparts.	However,	several	other	critics	were	displeased	by	this	same	lack	of	innovation,	finding	that	it	does	not	utilize	the	full	potential	of	the	32-bit	platforms;	additionally,	the	English-language
version	of	the	game	received	considerable	criticism	for	its	voice	acting,	which	was	perceived	by	many	as	being	comically	poor-quality.	This	resulted	in	an	overall	average	or	mixed	critical	reception.	However,	the	game	was	a	moderate	commercial	success	and	was	re-released	on	best-seller	lines	in	both	Japan	and	North	America.	Mega	Man	8	was
followed	by	Mega	Man	&	Bass,	a	1998	spin-off	game	for	the	SNES	and	later	Game	Boy	Advance.	A	true	sequel	to	the	game,	Mega	Man	9,	would	not	be	released	until	2008	and	would	revert	to	the	graphical	and	gameplay	style	of	the	early	NES	games.	Storyline[]	Sound	Effects	Used[]	Image	Gallery[]	Audio	Samples[]	Skip	to	content	Japanese	cover	and
promo	art.	Sony	PlayStation:	December	17,	1996[1]	February	28,	1997	May	15,	1997Sega	Saturn:	January	17,	1997[1]	February	28,	1997	February	4,	1999	(Saturn	Collection)PlayStation	Network	December	17,	2014	May	27,	2015	Mega	Man	8,	known	as	Rockman	8:	Metal	Heroes	(ロックマン	8:	メタル	ヒーローズ,	Rockman	8:	Metal	Heroes)	in	Japan,
was	released	for	the	Sony	PlayStation	and	Sega	Saturn	from	1996-1997	and	is	the	eighth	game	in	the	classic	Mega	Man	series.	The	game	is	the	first	in	the	classic	series	to	feature	anime-style	full-motion	videos	(FMV)	in	order	to	tell	the	story	and	is	the	first	and	only	game	(aside	from	the	DOS	game	Mega	Man	3)	in	which	Mega	Man	is	capable	of
swimming.	The	game	also	marks	the	tenth	anniversary	(1987-1997)	of	the	Mega	Man	franchise,	and	limited	copies	were	released	with	a	color	history	booklet	called	"Mega	Man	Anthology"	celebrating	the	series'	history.	The	PlayStation	version	was	later	re-released	as	part	of	the	Mega	Man	Anniversary	Collection,	and	was	released	on	the	PlayStation
Network	as	part	of	the	PS1	classics	on	December	17,	2014	in	Japan	and	May	27,	2015	in	the	U.S..	The	PlayStation	version	was	also	later	re-released	as	part	of	Mega	Man	Legacy	Collection	2	on	August	8,	2017	for	the	PC,	PlayStation	4,	and	Xbox	One.	The	Nintendo	Switch	version	of	Legacy	Collection	2	was	later	released	on	May	22,	2018.	Story[]
Mega	Man	8	is	a	continuation	of	the	original	Mega	Man	series	storyline.	Cutscenes	in	the	game	are	presented	both	in-game	and	with	newly	introduced	anime-style	FMVs.	Like	other	games	in	the	series,	it	takes	place	in	an	unspecified	year	during	the	21st	century	(20XX).	The	game	opens	as	two	alien	robots	engage	in	a	climactic	battle	in	the	depths	of
space.	Ultimately	both	of	them	plummet	towards	Earth,	critically	injured.	Meanwhile,	on	Earth,	Mega	Man	and	his	canine	companion	Rush	are	caught	in	a	skirmish	with	his	rival	Bass,	who	still	wants	to	prove	himself	to	be	stronger	than	Mega	Man.	Thanks	to	the	timely	intervention	of	Roll,	who	was	bringing	a	message	from	Dr.	Light,	Mega	Man
manages	to	subdue	Bass	long	enough	to	leave.	Bass	swears	that	he	will	get	back	at	Mega	Man	for	his	"cowardice".	Dr.	Light	asks	Mega	Man	to	investigate	strange	energy	readings	on	a	nearby	island.	On	the	island,	which	is	revealed	to	be	Dr.	Wily's	secret	base,	Mega	Man	finds	him	flying	away	with	a	strange	purple	orb.	Before	chasing	him,	he	sees	a
damaged	robot	and	asks	for	Dr.	Light	to	pick	it	up	and	try	to	repair	it.	Dr.	Wily	then	releases	four	new	Robot	Masters	to	combat	Mega	Man:	Frost	Man,	Tengu	Man,	Clown	Man,	and	Grenade	Man.	Each	time	he	destroys	one,	the	robotic	hero	receives	a	purple	orb	like	the	one	Dr.	Wily	confiscated.	Each	of	the	Robot	Masters	are	empowered	with	a
strange	energy,	and	it	seems	that	this	power	comes	from	the	new	energy	cores	that	Wily	has	infused	them	with.	After	Mega	Man	defeats	the	four	Robot	Masters,	he	returns	to	the	lab	and	Dr.	Light	tells	him	that	the	robot	he	found	should	be	fine	if	he	rests	for	a	while.	Mega	Man	brings	with	him	the	energy	cores	that	he	retrieved	from	the	fallen	Robot
Masters;	when	Dr.	Light	examines	them,	he	realizes	that	they	are	a	powerful	form	of	energy	which	Dr.	Wily	must	not	have	in	his	possession,	lest	it	destroy	the	world.	After	Dr.	Light	and	Mega	Man	leave	the	lab,	the	robot	awakens	and	sees	the	energy	cores.	Enraged	that	his	enemy	is	still	alive	somehow,	he	flies	off	into	the	distance.	Mega	Man	follows
suit	on	Rush.	Mega	Man	finds	him	in	a	mine	shaft	on	the	other	side	of	the	globe,	and	after	battling	the	robot,	Proto	Man	shows	up	and	tells	Mega	Man	that	Dr.	Wily's	new	fortress,	"Wily	Tower,"	is	just	ahead.	Mega	Man	goes	ahead,	but	is	captured	by	one	of	Wily's	giant	robotic	creations.	The	robot	saves	him,	introduces	himself	as	Duo,	and	reveals	his
purpose	to	Mega	Man.	Duo	explains	that	the	purple	orbs	are	"Evil	Energy,"	and	he	has	been	traveling	the	universe	tracking	down	this	energy	and	trying	to	destroy	it	before	it	engulfs	the	entire	world.	However,	Wily	Tower	has	a	barrier	around	it	that	prevents	him	from	taking	out	the	source.	Duo	tells	Mega	Man	to	destroy	the	four	other	Robot	Masters
that	hold	the	key	to	the	barrier:	Astro	Man,	Sword	Man,	Search	Man,	and	Aqua	Man,	while	he	collects	and	extinguishes	the	rest	of	the	world's	Evil	Energy.	Once	the	other	four	Robot	Masters	have	been	beaten,	Wily	Tower's	barrier	is	lifted	and	Mega	Man	makes	his	way	through	it,	defeating	the	hordes	of	robotic	henchmen	inside,	including	Bass,	who
uses	a	piece	of	the	Evil	Energy	to	amplify	his	powers,	and	ultimately,	the	evil	doctor	himself.	The	"Evil	Energy"	is	destroyed	before	it	is	allowed	to	spread	throughout	the	world	but	it	manages	to	infect	Mega	Man	before	being	destroyed,	and	Wily's	newest	compound	is	demolished	with	Mega	Man	inside,	who	is	dying	from	the	Evil	Energy.	Duo	arrives,
examines	Mega	Man,	and	seeing	the	goodness	and	justice	in	his	heart,	cures	him	of	the	evil	energy,	eradicating	the	last	remnants	of	the	Evil	Energy	on	Earth.	Proto	Man	catches	up	to	him;	Duo	then	says	that	his	mission	is	done,	and	leaves,	but	not	before	asking	Proto	Man	for	a	favor.	Mega	Man	then	wakes	up	in	Dr.	Light's	Lab	and	is	reunited	with
Dr.	Light,	Roll	and	the	others	who	tell	him	that	Duo	saved	him.	He	then	walks	outside	and	finds	Proto	Man,	who	gives	him	a	message	from	Duo:	"Thank	You."	Mega	Man	then	looks	up	to	the	sky	and	says	"Thank	You"	to	Duo	as	his	reflection	is	seen	in	the	sky.	Version	differences[]	Although	Mega	Man	8	was	released	on	the	Sega	Saturn	shortly	after
being	released	on	the	Sony	PlayStation,	the	Saturn	version	was	not	identical	to	the	PlayStation	version.	The	differences	are:	A	Bonus	Mode	was	included,	which	includes	official	and	fan	artwork,	voice	test,	music	test,	and	a	secret	animation	test	for	the	FMVs.	Of	note,	the	voice	test	includes	some	unused	vocal	samples,	including	an	unused	line	by	Frost
Man,	Dr.	Light,	and	Mega	Man	saying	"Metal	Heroes"	(used	in	the	Japanese	version).	By	holding	L	and	R	and	pressing	start	to	get	in	there,	some	additional	options	are	available.	Bonus	Mode	replaces	the	"Game	Information"	option	from	the	Japanese	PlayStation	version,	which	showed	previews	of	the	then-upcoming	Rockman:	Battle	&	Chase	and
Super	Adventure	Rockman.	There	are	a	few	additional	enemies	in	the	stages	(for	example,	the	game's	first	two	enemies	are	Metalls).	Water	has	an	additional	morphing	ripple	effect,	giving	the	scenery	and	background	an	animated	wave	motion.	A	loud,	red	siren	immediately	flashes	when	Mega	Man	enters	the	derelict	base	of	Duo's	mini-stage.	It	stops
during	boss	fights.	Cut	Man	and	Wood	Man	make	appearances	in	Duo's	mini-stage	and	Search	Man's	stage,	respectively.	Cut	Man	is	an	optional	encounter,	while	Wood	Man	is	a	mandatory	mini-boss.	Defeating	them	earns	Mega	Man	two	bolts	that	are	otherwise	lying	in	the	open	in	the	PlayStation	version.	Once	their	bolt	is	collected,	they	cannot	be
challenged	again.	The	music	is	slightly	different	in	the	Saturn	version.	Two	notable	examples	are	Aqua	Man's	stage,	which	is	moodier	and	has	a	wider	variety	of	instruments,	and	Tengu	Man's	stage,	which	has	an	different	song	entirely.	Also,	because	of	Cut	Man	and	Wood	Man's	appearances,	their	original	stage	themes	are	played	in	the	Saturn	version
when	players	battle	them;	both	are	remixed	to	match	the	sound	of	the	rest	of	the	music.	The	Saturn	version	uses	PCM	encoded	audio,	while	the	PlayStation	version	uses	the	internal	MIDI	system	of	the	console.	The	full-motion	videos	in	the	Saturn	version	are	compressed	using	Cinepak	compression,	which	causes	artifacting	and	slight	blockiness,
whereas	the	PlayStation	uses	its	native	MPEG.	Bosses[]	First	Stage	Select	Screen[]	Opening	Stage	boss:	Second	Stage	Select	Screen[]	Middle	Stage	boss:	Wily	Tower	bosses[]	Stage	1:	Stage	2:	Stage	3:	Stage	4:	Rematch	with	the	Robot	Masters	Wily	Machine	8	and	Wily	Capsule	Great	See	also[]	Other	media[]	A	vision	of	the	game‘s	events	from	Mega
Man	#55.	A	Rockman	8	manga	series	was	authored	by	Kōji	Izuki	and	serialized	in	Comic	BomBom	between	February	1997	and	March	1998,	and	compiled	into	two	volumes	between	December	3,	1997	and	May	6,	1998.	The	first	compilation	was	incomplete,	but	the	missing	chapters	were	later	included	on	the	2011	and	2015	reprints.	The	plot	of	Mega
Man	8	was	incorporated	into	the	Mega	Man	Gigamix	manga	by	Hitoshi	Ariga,	with	elements	from	Mega	Man	V	included.	Archie	Comics[]	The	Mega	Man	Archie	Comics	series	incorporated	elements	of	the	game,	though	a	full	adaptation	was	not	produced	before	the	series	went	on	hiatus.	Duo	notably	appeared	in	the	Worlds	Collide	crossover,	rather
than	in	an	adaptation	of	the	game.	The	opening	of	the	game	was	also	shown	during	Mega	Man	#20.	The	final	issue	saw	Dr.	Light	experiencing	a	vision	of	the	events	of	the	game	among	other	yet-to-be-adapted	games.	Development[]	This	is	the	only	numbered	game	in	the	classic	Mega	Man	series	to	feature	FMVs.	Mega	Man	8	is	the	only	mainline	game
in	the	series	not	originally	released	on	a	Nintendo	console,	and	was	not	released	on	one	until	Mega	Man	Anniversary	Collection	was	released	on	the	GameCube.	The	Saturn	version	is	thought	to	be	the	original	version	(or	at	least,	the	one	closer	to	the	original	vision	of	the	game)—according	to	interviews,	it	was	intended	to	be	a	Sega	Saturn	exclusive
all	along,	as	the	game	was	specifically	made	to	cater	to	sprite-based	games,	but	Sony	allegedly	demanded	the	game	be	released	on	their	system	as	well.	Due	to	its	ease	of	porting,	the	PlayStation	version	of	Mega	Man	8	is	the	version	always	used	when	porting	the	title	to	other	platforms	or	collections.	[Citation	needed]	In	the	boss	character	contest	for
Mega	Man	8,	Capcom	said	three	of	the	six	robots	(not	including	Tengu	Man	and	Astro	Man)	to	be	chosen	to	appear	in	the	game	had	to	have	a	specific	appearance,	being	one	with	a	sword	and	separable	body,	one	with	two	heads,	and	one	with	long	extendable	arms.	There	were	a	total	of	110,000	boss	character	submissions	for	this	game,	some	of	which
are	shown	during	the	ending	credits	and	the	Saturn	version's	Bonus	Mode.	This	is	the	first	Mega	Man	game	to	use	the	Japanese	logo	in	other	countries.[Citation	needed]	Errors[]	After	Bass	is	defeated,	he'll	say	"Bass,	why	you	don't	understand?",	when	it	should	have	been	"Bass,	why	don't	you	understand?"	In	Proto	Man's	speech	after	the	Duo
intermission	stage,	where	he'll	say	"What	happend?"	Mega	Man	incorrectly	pronounces	Bass's	name	as	'bass'	like	a	fish	in	the	opening	intro.	Reception[]	The	Sega	Saturn	version	of	Mega	Man	8	earned	a	76.25%	on	GameRankings,	indicating	positive	reviews.[2]	The	PlayStation	version	received	worse	reviews,	earning	a	70.25%	on	GameRankings.
Gallery[]	Main	article:	Mega	Man	8/Gallery	Japanese	Playstation	box	art.American	box	art	(alternate).North	American	Sega	Saturn	box	art.Japanese	Sega	Saturn	box	art.	Videos[]	Rockman	8	TV	Commercial	1TAS	Mega	Man	8	PSX	in	47	06	by	FractalFusionFull	playthrough	of	the	game.PSX	Longplay	029	Mega	Man	8Mega	Man	8	Longplay	(PS
version)Saturn	Longplay	-039-	Mega	Man	8	Trivia[]	This	game	marks	Duo's	first	chronological	appearance.	This	is	the	only	game	since	the	first	Mega	Man	(without	counting	spin-offs)	to	not	include	Energy	Tanks.	Starting	with	this	game,	Mega	Man	was	no	longer	able	to	use	the	Super	Adapter.	This	is	the	second	numbered	game	where	Mega	Man
could	swim,	the	first	game	being	Mega	Man	3:	The	Robots	are	Revolting.	As	with	Mega	Man	X4,	the	game	is	often	poked	fun	at	for	its	voice	acting	in	the	U.S.	and	European	releases,	particularly	Dr.	Light,	who	speaks	with	an	apparent	speech	impediment,	infamously	pronouncing	Doctor	Wily	as	"Doctah	Wahwee".	Notably,	this	is	the	only	Mega	Man
game	where	Dr.	Wily	doesn't	try	to	trick	Mega	Man	when	defeated	by	feigning	guilt.	In	fact,	his	reaction	when	the	Evil	Energy	tries	to	corrupt	Mega	Man	implies	that	he	was	not	planning	on	using	the	Evil	Energy	to	attack	Mega	Man	to	cover	his	escape.	The	music	that	plays	in	Dr.	Wily's	fourth	stage	is	a	remix	of	the	pre-boss	fight	music	in	the	game.
Duo's	enemy,	the	"evil	robot"	The	enemy	that	loses	the	fight	to	Duo	at	the	start	of	Mega	Man	8	doesn't	have	an	official	name.	His	design	appears	in	R20	Rockman	&	Rockman	X	Official	Complete	Works.	The	Archie	Comics	Mega	Man	series	would	later	give	him	the	name	of	Trio.	This	is	the	first	game	in	the	Classic	series	not	to	have	artwork	for	the
Special	Weapons.	This	is	the	first	Mega	Man	game	to	show	the	amount	of	available	shots	for	a	Special	Weapon	in	numbers	(as	opposed	to	the	traditional	Weapon	Energy	bars).	The	next	game	in	the	Mega	Man	franchise	to	do	this	would	be	Mega	Man	X4.	External	links[]	Mega	Man	8	official	site	(archive)	Mega	Man	8	on	the	Mega	Man	Fanon	wiki.
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