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Original

Seal of
Quality

—
THIS SEAL l' YOUR ASSUAANCE THAT NINTENDO HAS APPROVED THE QUALITY CF TH

PRODUCT ALWAYS LDOK FOR THIS SEAL WHEN BUYING GAMES AND ACCESSORES ?D EhSURE
COMPLETE prkmlf" WITH YOUR GAME BOY SYSTEM.

G SCEAU EST VOTAE ASSURANCE OUE NINTENDO A APPROUVE CE PRODUIT ET QUL EST
CONFORME AUX NORMES D'EXCELLENCE EN MATIERE DE FADRICATION, OE FAGILITE ET
SUATCUT, DE GUALITE, RECHERCHEZ CE SCEAU LOASOUE VOUS ACHETEZ DES JUUX £T DES
ACCLSSOIRES POUA ASSURER UNE TOTALE COMPATIBILITE AVEC WOTRE SYSTEME GAME BOY

DIESES QUALITATSSIEGEL 157 00 GARANTIE DAFUR. DASS SIE MINTENDO-OUALITAT GEKAUFT
HABEN. ACHYEN SIE DESHALS INMER AUF DIESES SHGEL, WENN SIE SMELE OOER ZUBEHOR
KAUFEM, DAMAT SIE SICHER SIND, DASS ALLES ESVWANDFRE! JU IHREM MNTENDO GANE BOY-
SYSTEM PASST,

CUESTO SILLO E LA TUA GARENTIA CHE NNTENDD HA VALUTATO ED AFFROVATO GLESTO
PRODOTTO. AICHIEDLO SEMPRE ALL'ACOUESTO Di GIOCH ED ACCESSORI PER ASSICURARE LA
CMI—ZTL COMPATIEILITA CON IL TUO SISTEMA GANE BOY.

ESTE SELLO £5 TU SEGURD DE OUE MINTENDO HA APROBADO LA CALIDAD CE ESTE FROOUCTO
BUSCA SIEMPRE ESTE SELLO CUANDO COMPRES JUEGOS Y ACCESORIOS PARA  ASEGURARTE
I.MGDUH_E‘I’A COMPATIILIDAD CON TU GAME BOY SYSTEM

TEGEL WANRBORGT L. DAT DT I’PQOWI' DOCH MINTENDD 18 GECONTROLEERD EN DJ'I' HET
ow\ CONGTRUCTIE, BETROUWDAARHED EN ENTERTAINMENTWAARDE VOULEDIG AAN O

HOGE KWALITEITSEISEN VOLDOUT, LET BI.PHET KOPEN VAN SPELLEN EN ACCESSCIRES -lL'l'HD
OF OIT 2EQEL. ZODAT U VEAZEKIRD BENT VAN EEN GOED WEAKEND GANE BOY-SYSTEEM

DENNA ETIKETT GARANTERAR ATT MNTENDO STAR FCA PRODUKTENS KVALITET, mmnnuzm
ATT ETIKETTEN FINNS PA sm wl TILLEEHOR DU KOPER FOR ATT FOASAKRA DIG OM ATT Lo
AR HONSPATIELA MED GAM

DETTE SEaL mmITEHER AT Hmanw MAR GODKENDT KVALITETEN AF DETTE PRODUKT. SE
ALTID EFTERA DETTE SEGL NAA DU KODER SPIL OG TIDEHOR, SA DU ER SIKKER PA FLLD
KOMPATIEILITET MED DIT GAME DOY,

TAMA TARFA VAKUUTTAA, ETTA NNTENDO O HYVARSYNYT TAMAY TUOTTERN

TAFMESTA AlNA TAMA TARIA ENNEN KUIN OSTAT PELEIA JA MUNTA TARVIXEITA, .n:m.n SAAT
VARUAST] GAME BOY YHTEENSOPALA TUOTTEITA

WARRANTY

Konami guaraniees 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 fault either return it to the place of purchase
or Konami will guaraniee 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 till 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 manufacluring fault.

Distributed by Konami UK Ltd.
Konami House 54a Cowley Mill Road, Uxbridge, Middlesex, UB8 2QE
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Next, insert the Super Game Boy into the Super NES and move the
power switch on the Super NES to the ON position. For further
operation information, plesse consult your Super Gome Boy and/for

Correctly insent the Game Boy Game Puk into the Super Game Boy,

Super NES Instruction manual,
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lmm ONE MAN CAME INTO POSSESSION OF
0 ﬁmm WAS BORN. BEFORE LONG, THIS 4

N-FOUND SUPERNATURAL POWERS AND THE MAGIC
R4 10 SPREAD HI PLAGUE OF DARKNESS AND DESPAIR
ﬂ_lllllﬂﬂ MWUHIDRAWM. '

ME OF THIS PRINCE OF DARKNESS WAS 10 CAST
: -'mmmngwm WHO WERE POWERLESS 000
NCERN. HOWEVER, AT ABOUT THE SAME TIME A BABY. G
BORN A FAMILY LIVING IN A REMOJER EA OF )./ R
COUNTRY, "YOUR POWERS AREMEANT FOR A HIGHER PURPOSE AND NOT 0} . -. ) —
SHE WAS OFTEN REMINDED AS SHE WA AS GROWING UP. THE PLOT OF THIS IR r (ANTD.
DEVELOP ONE NIGHT IN HER SEVENTEENTH YEAR WHEN SHE MET UP'y YoUR
ENIGMATIC ALUCARD, WHO WAS ON A JOURNEY T0 SEARCH FOR THE FATHER'T THAT HAD
DESERTED HIM. THE YOUNG GIRL'S NAME WAS SONLA BELMONT, AND SHE WA }}fmomi
VAMPIRE HUNTERS IN THE BELMONT FAMILY 0 BECOME LEGENDARY.

POSSESSING iP!C[AI. HIWER!




Choose this mode to start a game from the beginning.
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.

'gauge drops to 0, her numb;

Players lose one of their lives if they are unable to complete a stage within
the time limit, if their life gauge dreps to 0, or if they fall through gaps in the
ground. If a life is lost, the player must start over from the beginning of the
current stage. .

Players start with three lives, butca' é;qira lives by earning points in the
game. The game is over when th’é*'ﬁ!ayer loses all of his or her lives.
However, when the last life'is lost, the plavaf will be asked if he or she
wishes to continue the game.. Bv selectlngrYE.S the player can return to the

beginning of the current stage.

After quitting a game, the player s Hit Score w1l| be displayed, indicating the
number of enemres defeated durmg the game The Hit Score cannot he
saved, /

Different endings can be exper:enced dependmg on the number of items
collected during the game. (For more information, see Collected Items on p.

10.) L




B button
For attacking.

Start button

conversations.

For displaying
a window.

@Directional button
For moving and crouching, and
for moving the cursor.

For pausing/continuing
and for skipping

Select button

.A button + B button
For using the
Burning Mode.

@®Up Direction +
B button
For using a Soul Weapon.

@Down Direction +
Left or Right Direction
For moving in a crouch,

@A + B + Start +
Select buttons
For resetting.

‘Soul Wa’apon

{currently selected)

© Time remaining

O Number of hearts

@ Number of lives remaining
0 Life gauge

© Burning gauge




pressing the Start button in the Title Screen, the p ]
*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
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.

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 wrlll be
reset in a continued game, the player's soul weapons and collected items
will not be lost, If the passwaord is not input correctly, an error beep will
sound informing the player of the mistake.

balls.

The power of your whip will not return to normal as long as your strength
remains above 0. In the Light Mode, the whip is always powered to the
second level.

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

Burning Mode _

Using Sonia'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 to
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

burning gauge. When the gauge runs out, the player returns to a normal
state.
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You cannot use two types of soul weapons at the same time, but in some
situations the weapons can be selected in real time, and by collecting heart
marks, the number of uses can be increased.

=N i 2 il

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

Wind Ice Flame

Steps entery movenest 2nd Resteres the player’s eatre A fash atiack effective
attacks in ol scenes except i gange. Conserees 20 sganst oll enemies but dred
the a1ea bass ad stage boss hart marks per e end stage begses. Contumas
Battlzs, Cangumes 5 heart 5 heart marks per use.
marks pir 8

Saint Magic

Sendts 2 wirve in kgl o e Destays as eneary ather than
playet, Casnot be fired the area end siage basses
contecutively, Cossemmes | aod s the enemy's

attack, Corgumas 5 heart
marks pes e,

marks by 1.

Special Items

@ Increases your number of heart

1UP
Increases your remaining lives by 1.

-‘g—”mm

L ] L (g

Restores half of your life gauge.

(W]

Crystals
Raises the power of your whip

one level. The whip can be raised
a maximum of two lavels.

C_ol[ectud'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
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Dagger

Conss
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Castle

Stage 3
The Clock Tower

" : Stage 2

2

In addition to the stages
shown here, there are
hidden stages!

4T F Stage 5
The Cathedral

e A
The Creatures Bat is a
fiandish artificial life form
that was created by fusing
the abilities of a bat with

Balmont fam
leave her name to ¢
posterity a5 3_ I\

vampire those of a human. The Bat
hunter. can fly and attacks with superhuman strength.
She was

taught how

to handle a Death Dragon

whip by her Boss of the 2nd Stage

This legendary monster
. was slain by Count Dracula
himself and then was
brought back as a living
corpse. The dragon attacks
by breathing flames.

grandfather and
learned at an early
age of her ability to
sense the presence of
beings physical and
spiritual that cannot
be seen by

ordinary humans.

17




his apparitior
great power
return for being bound to
Count Dracula in an
eternal mastar-sérvant
blood contract. The Grim
Reaper also brandishes a
very sharp sickle,

Alucard

Boss of the 4th Stage
In order to pass on to
Sonia his own hope of
slaying his father Count
Dracula, Alucard lurks
somewhere in Dracula’s
castle, waiting for the
fateful day when he
must rise to his final

test,
13

f magic in

Master of the avil castle, this
legendary Prince of Darkness
undertook a transmigration from
his human body and, in so doing,
came into a magic ability
powerful beyond imagination.




