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Original

Seal of
Cuality

EEAL 15 YOUR ASSURANCE THAT MINTENDO HAS APPROVED THE GUALITY CF THIS
wﬂéﬂtﬂrﬁwﬂ'ﬂlnﬂﬂfbﬂ THES SEAL WHEN BUYING GAMES AND ACCESSORIES TO ENSUR:
COMPLETE COMPATIBRITY WITH YOUR GAME BOY SYSTEM.

CE SCEAL EST VWOTRE ASSURANCE QUE NINTENDO A APPROUVE CE PROOUIT ETME!‘I
CONFORME AUX NCAMES DEXCELLENCE EN MATIERE DE FADRICATION, D FIABILITE ET
SURTOUT, wamumummsmﬂnum“num
mmmmmu TOTALE COMPATIBILITE AVEG VOTRE SYSTEMIE GAME DO

DIEEES wirﬂmmumu DAFURL DASS SIE NINTENDO-OULLITAT GEKAUFT
HABEN. ACHTEN SIE DESHALE IMAE mfnﬂmmwﬂmﬂmmenmaﬂﬂ
KAUFEN, DAMT SIE GICHER S20D, MMMMINWM
SYGTEM PASST,
OUESTO SIGILLO E LA TUA GARANZIL CHE NNTENDO HA VALUTATO ED AFFAOVATO OUESTO
PRODOTTO, ACHEDLO SEUFRE mmnﬁmﬁmmﬁmﬁsnmwuu
COMPLETA COMPATIBILITA CON IL TUO BISTEMA GANE BOY.

ELLO seﬁumuswemammammu CALIDAD DE ESTE PRODUCTO
ﬁﬁfamﬁ'&m CUANDO COMPRES JUEGOS Y ACCESORIOS PARA  ASEGURAATE
UNA COMPLETA COMPATIMLIDAD CON TU GAME BOY SYSTEM,

DT TEQEL WAARBCRGT U, DAT DIF PROOUKT DOOR MNTENDO 15 GECONTROLEERD EN DAT HET
OUA CONSTRUCTIE, BETROUWDAARKDD EN ENTERTAINMERTWALRDE VOLLEDNG AAN ONZE
HOGE KWALITIITSEISEN VOLDOET. LET BU HET KOPEN VAN SPELLEN EN ACCESSCIRES ALTUD
OF BIT ZEGEL. 200AT U VERZEXERD BENT VAN EEN GOED WERKEND GAME BOY-SYSTEEM.

DEMNA ET ATT MNTENDD STAR FOA PRODUKTENS KVALITET. MONTROLLERA
Anmmwmam":’mmmm KOPER FOR ATT FORASAKAA DIG CMATT 0o
AR KOMPATIBLA MED GAME BOY.

mu&mmmmmummrm AF DETTE PRODUKT, 5E
ummnmmmwmnmmrum ©U ER SIRKER PA FLLD
KOMPATIBILITET MED DIT GAVE DOY,

TARA TARFA VAKUUTTAA, ETTA NNTENDO ON HYVASSYNYT TANMAN TUOTTEEN LAADUN.
TARSESTA AINA TANA TARIUA ENNEN WUIN GSTAT PELEIA JA MUSTA TARVIOCEITA, JOTTA SAAT
VARMASTI GAME BOY YHTEENSOPIIA TUOTTEITA

WARRANTY

Konami guarantees that this Game Boy Game Pak is supplied by
them in full working order and free from any defect. If this Game Pak
fails to work or develops a faull either return it to the place of purchase
or Konami will guarantee to replace it (if within 90 days of purchase).
In such cases, return your Game Pak by post to the address below
together with a fill receipt or other proof of purchase. Please describe
the problem as fully as possible. Do not forget to include your name,
address and telephone number.

This guarantee applies only within the UK and Eire and does not apply
if the Game Pak has been damaged by misuse, tampered with or
through any reason other than a manufacturing fault.

Distributed by Konami UK Ltd.
Konami House 54a Cowley Mill Road, Uxbridge, Middlesex, UB8 2QE




Story : N OIS

ﬁ—-"

Starting the Game : [T WAS THE MIDDLE AGES IN TRANSYLVANIA. ONE MAN CAME INTO POSSESSION OF
Playing the Game : | AN EVIL POWER. AND THE PRINCE OF DARKNESS WAS BORN, BEFORE LONG, THIS ¢
Controls : & 5% |  BEING HAD USED HS NEW-FOUND SUPERNATURAL POWERS AND THE MAGIC
Description of the Screen : 0 POWERS OF HIS FOLLOWERS TO SPREAD HI PLAGUE OF DARKNESS AND DESPAIR /
Passwords for Continuing a Game : 'ﬁmmmmmmmm B SRR PRACTEA 'i
o : i i > LN ' EVEN TO MENTION THE NAME OF THIS PRINCE OF DARKNESS WAS T0 CAST v
Combat Method : Y FEAR INTO THE HEARIS OF THE PEOPLE IN THE LAND, WHO WERE POWERLESS 10 DO
Soul Weapons :¢ | ANYTHING SAVE MJHEIR CONCERN. HOWEVER. AT ABOUT THE SAME TIME A BABY. Gifhs
Contents [tems : = POSSESSING SPECIAL POWERS WAS BORN T0 A FAMILY LIVING IN A REMOTETREA OFTHE
The Stage : COUNTRY. "\'oumwmimmmn HIGHER PURPOSE AND NOT O FORYQURSEIF"2255
§HE WAS OFTEN REMINDED AS $HE WAS GROWING UP. THE PLOT OF THIS uug;t 10~
' DEVELOP ONE NIGHT IN HER SEVENTEENTH YEAR WHEN SHE MET rwnnmnuuun
Correctly insert the Game Boy Game Pk into the Super Game Hoy, ENIGMATIC ALUCARD, WHO WAS ON A JOURNEY TO SEARCH EOR THE FATHER IHA'( HAD

Next, insert the Super Game Boy into the Super NES and move the

power switch on the Super NES 1o the ON position, For further DESERTED HIM. THE YOUNG GIRL'$ NAME WAS SONIA BELMONT, AND SHE WAS ]HE Hlﬂ OF THE

operatio _Illl.lliil'l'll-ﬂ.l!lll. please consult your Super Game Boy andfor b VAMPIRE HUNTERS IN THE BELMONT FAMILY TO BECOME LEGENDARY. A

Super NES instruction munual.

\

The Characters :




.: [‘55}} faniz;

lﬁ‘lm PRSI

. N o
Chansa this mode to start a game from the b&qinning EEEE,
After selecting the desired game level, the game will start following an
introductory story. (Press the Start button to skip the introduction.)
Password
By selecting this mode, you will be asked to enter a password, which will
allow you to continue a saved game. (For more information, see Passwords
on page 7.}
Game Select
In the Game Select Screen you can choose one of the following difficulty
levels.
Standard Mode
Players start in a normal state, with a normal whip.
Light Mode
Players start equipped with a whip increased two levels of power.

r of harks also drops to 0.
Players lose one of their lives if they are unable to complete a stage within
the time limit, if their life gauge drops to 0, or if they fall through gaps in the
ground. If a life is lost, thu pluvsl;m‘uat s:art over from the beginning of the
current stage. A

Players start with threo lw :
game. The game is o )
However, when the |as II
wishes to continue thajg
beginning of the curren't

After quitting a gamu, the plavar’s Hit Sco ill be displayed, indicating the
number of «anﬂmtasf ‘defeated du:yp ame. The Hit Score cannot be
saved. . R,

Wil be asked if he or she
e player can return to the

Different endings ¢g;1 be experienced depending on the number of items
-~ collected during the game. (For more informat on see Collected Items on p.
10.) [
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@A button + B button
For using the
Burning Mode.

B button
For attacking.

et GAME BOY
Start button ) @®Up Direction +
i For pausing!r:ominumg B button
z and for skipping For using a Soul Weapon.

conversations. f

= ' @Down Direction +
Select button Left or Right Direction
For displaying For moving in a crouch
a window.

@A + B + Start +

Select buttons
Directional button For resetting.

For moving and crouching, and
for moving the cursor,

E L

~ © Soul Weapon
-'flg.. {currently selected)
" r O Enemy
i _ == © Time remaining

0O Numbaer of hearts

(5]

© Number of lives remaining
O Life gauge
0 © © Burning gauge




yressing the Start button in | ¢ he player can select
*Password" to continue the game. The Password Input Screen will appear
after selecting *Password" and enter it with the A button.

Beginning from the left-hand box, the player inputs one |

of eight items in each of four squares by pressing the ERA
Direction button up or down to select the item and left |
and right to move the cursor. The player then enters the |
password by pressing the Start button. TS

-
- _‘:—FI ) :
a1
|.:"" TT'.-.":

If the password has been input correctly, the game will continue from the
beginning of the last stage played. Although the player's Hit Score will be
reset in a continued game, the player's soul weapons and collected items
will not be lost. If the password is not input correctly, an error beep will

sound informing the player of the mistake.

The whip can be used at all times except
incurring damage. ept when the player recoils after

Burning Mode

Using Supia‘s inborn self-defense ability, you can invoke this mode at will
During this mode, the player is invincible, the player’s status being raised tc:
twice the normal level. However, this mode can only be invoked once per
life in every stage. Further, this mode lasts for a limited time shown on the
:IL;::mg gauge. When the gauge runs out, the player returns to a normal




situations the weapons can be selected in real time, and by collecting heart

marks, the number of uses can be increased,

Once acquired, a soul weapon is never lost even when a game is over,
providing the player saves the game. The soul_ weapons can be used at all
times except when the player recoils after incurring damage.

Attributes of the Soul Weapons
lce

Flame

A Mash attack effective
egonst ol enemins bud area
end stage bosses. Consumes
5 beart marks por use.

Magic
Desvays a8 ereny sther thn
The area end stage bosses
aed ruliSies the eneny's
attack, Coenumes 5 hearl
rarks pes e,

iF & s

marks by 1.

Special Items

G |Increa ses your number of heart

1UP
Increases your remalning lives by 1,

Restores half of your life gauge.

Crystals
Raises the power of your whip

one level, The whip can be raised
a maximum of two levels,

Collected items and soul weapons the player has in possession can be
displayed in a window by pressing the Select button.

Collected items
These items do not
determine your

sub weapons, but
determine one of
the multiple endings.

X

X

& || %) ©

Dagger

Cress

Hody Water A Pocket Watch
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& B ] I . -"L- 5" The Creatures Bat is a

‘Bolmont fam = /W fiondish artificial life form

: loave her name fo f "" 7 that was created by fusing
I-' " e = R e e 1 posterity 5 2 ,— the abilities of a bat with
X 1 - ; et YT = vampire - those of @ human. The Bat
Stage 1 Stage 2 Stage 3 hunter, ' ' can fly and attacks with superhuman strangth.
Outside the Castle The Clock Tower Showas %
taught how b
10 handle o ¥ u—.f.. Death Dragon

Boss of the 2nd Stage

This lagendary monster
. was slain by Count Dracula
" himself and then was
brought back as a living
corpse. Tha dragon attacks

whip by hor
? grandlather and
learnad at an early
] ago of her ability to
sense the prosonco of
boings physical and f

)i Wi w80° - e 903 P~ In addition to the stages spiritual that cannot gl by broathing flames,
Stage 4 Stage 5 shown here, there are bo seen by P 1
The Top Floor of the The Cathedral hidden stages! ordinary humans. }

Castle i 12




great power of magic in

Count Dracula in an
atarnal master-servant
blood contract. The Grim
Reaper also brandishes a
vory sharp sickle.

Alucard

Boss of the 4th Stage
In order to pass on to
Sonia his own hopo of
slaying hig fother Count
Draculn, Alucard lurks
somowhaore in Dracula’s
castle, waiting for the
fatoful day when he
must rise to his linal

tost.
13

return for being bound to =

Master of the evil castlo, this
logendary Prince of Darkness
undertook o transmigration from
his human body and, in so doing,
cama into a magic ability
powerful beyond Imagination,




