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KONAMI INC. LIMITED WARRANTY
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IT'S A CURSED WORLD WE LIVE IN
(THANKS TO DRAC!)

The time is 100 years before Simon Belmont's birth. The moon burms red
overhead and black clouds loom large on the horizon. All is still and quiet,
Only the call of a distant crow stirs the cold night air. Suddenly, thunder
roars out of the Morbid Mountains and into the village of \Warakiya. Like
the yell of an angry giant. the terrible sound shakes homes and shops as
if they were sapling branches.

But no one blinks an eye. The village is dead calm. For all the people
have fled after receiving warnings from the Great Beyond that Count
Dracula has assembled a mighty army of evil, and they're poised to march
up from the Valley of Graveyards to bury mankind in a Tomb of Terror,
Unfortunately, there's no corner on Earth that won't be gobbled up by this
bloodthirsty legion of Swamp Dragons, Slasher Skeletons and Forces of
the Lindead.

The last line of defense is you, Trevor Belmont — the forefather of Simon
Belmont and the origin of the Belmont Warlord Chromosomes. But your
chances are slimmer than Jim. In fact, the only real edge you have over this
fang sharpened freak is your power to transform into three different
partner spirits: Grant DaMasty, the ferocious Ghost Pirate. Sypha, the
Mystic Warlord. And Alucard, Dracula’s forgotten son. Each of these spirits
will confrant you as you fight through 17 possible levels of never-ending
fright, including the Haunted Ship of Fools, the Clock Tower of Uintimely

Death and Curse Castle. You st
also possess the strength to wield
the mighty Battle Axe and Mystic
Whip, which were given to you
by the Poltergeist King.

5o go forth young Trevor into
the cold black night, where death
lurks around every comer and ewvil
lingers on every stone. And remerm-
ber, if your courage and cunning
are any less than magnificent or if
you fail to choose the correct Paths
of Fate, you'll be banished to the
world of the undead, and zombies
will rule until the end of time.

wu



HOW TO PLAY IN THE GRAVEYARD

The acheniure revoives around Toughras-naits Trevor Beimont. As Trewor, you wall find several focations
throughoul your jourmey where the mad forks [sarmy, ne spoans| in tawo directions. On these Faths
of Fate wou must make a chaice —\Whech wiay do you go, Geonge T \Which way doyou ga?

Thie spirits and the enemies you encounter, and your fate itself, will be determired by the path
you choase. So try and remember your Cub Scout Days and give it your best shat. Yow waill
encounter three differert spirits throwghout the garne, each with special Lalents that can be wsed
according to the stuation at hand. Each spirtt is waiting Tor Trevor in 2 different place, 50 keep vour
eyes peeled ar all tmes,

Wher you finally meet a spinit, he will join you in your guest to crush the Cownt.

{36 page 13 for degails on how to transform into partrer spirits. |

Clearing a Level of Terror

Depermng_gn the Paths of Fate you choose, you wall irudge through a vanety of Terror Lewvels,
Inciuding hurioy Marshof Morbid Morons and the Sunken City of Poltergeists. To successiuily
ciear a Terror J..El.'el‘.f:;au maist defeat that fewel™s Liltimate Bvil and ther grasp the Ball of Light ta
replenish your Life Gauge. Remembey, there area total of 17 gruesome ievel waiting 1o buty you aivel
Trevor's Life Stock

¥ou're given three fves at the start of the game. When all theee lives are vanguished by wilains front
the Great Beyord, the game is over, ard vampires will have free reign over the swiark]. NOTE: This
variguishinig will oCcur each time your Life Gauge cwindles to zero. Ao, wien you have trans-
formed into 3 Parner spdnt, you both wall share the same Life Gauge.

Countdown to Your Last

There is a tirme lirnit for each Terror Level. If the nme runs ot before you finish 2 level, Trewor will
I pne of s preciows thes.

Your Power and Your Confidence

o boost your pover, graib the item that appears after you have bliowen out a candie or lntern,
or after you have defeated an el cnermy.

HOW TO STIR UP THE DEAD
Read through the complete message, 1hen press the Start Button and the tithe screen wath the
winrds CPEMNIMNG and PASSWARD will appear. Lise the Select Button to chaose ane of these
messages, then press the SLarm Button 1o enter your sefection.

If woils are pdaying for the first time o want to start fram the beginning of the game, sefect
QPENING. A screen will appear far you to eritey Yo name, 3 j

Toenter your name use the Cantral Pad o Ene-up the crsor with the letters in your name. Press
thie A BUiton B enter each of the fetters. Press the B Button to cancel a ketter if you good. You can
also replace or charge lemers by moving the cursor to the Arrow Symbaol an the Letter Sheet and
then pressing the A Button 10 move the cursor on the Mame Window: Mext, use the Control Pad
and the A Button Io make your changes. Conclude the name enfry stage Dy selecting "End” and
pressiryg either the A Button or the Start Button. y

Iyl are coNtnung a previous game select FASSWAORD, The name screen wall appear o you
10 EnILEr oL NAme jList as you did for the previous game. You miust enter the identcal ndame as e
£ast time o played or the passwond won't work. Whens the passwond screen appears, enter the
password that you recened in the previous game. Now you're reacy to begin playing from the
beginning of the Termr Level where you kst finished. [For more details, see Passward instructions
an page 10

When the Game Ends f
Wheert e amE 5 OVEr yOU CAN CONGNLe your war against Drac by choosing COMNTINUE with the
Sefect Burton, This allows you to start the game again from the Terror Level where Trevor [ast
perished

To erd the game, choase PASSWORD wilh the Select Button. Mext, press the Stast Button and
o passwond will appear. Be sure 10 write your password dowrn for safekeeping,

Turning the Spooky Sound Effects On and Off

Press both the A ard B Buttons and the Start Bietton simultaneoushy when the title screen is
displayed ard the sound made screen will appear. Here you £an choose the eenie background
ILSIC YOU wWald [ sen to duning your adventue.

Press the Control Pad Up or Down b select your background music [press Do 1o go forwsand
and Up 10 go hackward). Fress the B Button and your favonte tune will begin playing. You can twm
the music off by pressing the A Button When you ane through making your selection, press the
Start Button to retum to the title screen



MEET YOUR TEAM OF

TREVOR C. BELMONT

Trewnr i [P infamous foredarber of Simon
Belmont —ife mi;,‘l'{:,- WArFIEw Wi puheeriped
Ciracula in Castievania® and agair i Simon’s
Qwest® Trevor has a number of oldie but
gonadie attack iwems that hawve been given to
hirn Dy the Poltergeist King. These include the
Pyt Wtaps, Battle Axe, Barmhes Boomerang,
Dagger and Sacred Water, Trewor is alo the
master of special itbems, inchuding a Podket
Wanch, Brvisiity Potion and the Rosany:

“SPIRIT” ALUCARD

A e son of Count Dracula, Alucard omoe
triexd 10 prevent Trevor frovn acoomplishing his
mission. Howeewrss e reached a point swhene
e cowld no longer abide by bes father's el
ness, and |s now kooking for a partner to-help
hiim Pt an end to his father's wicked plans

A resichent of undergidundd tunmnels, Alpcard
attacks with a Ball of Destruction, which he
«can alsa fine in three directions [if be captures
3 special power Dooster) Alucard's prmany
SIrerdth, though, is his abilicy to tum hermsedt
10 A Bal, FHoswever e canmol altack while
e 15 airborme and wall fur Back inka & Buman
form if his wings are clipped by an evil anemy:

“SPIRIT" GRANT DANASTY
Count Diracudy usedd his Sinisier posers to- turm
this Pirate Captain into @ ghost. And as ane of
Dracula’s gruesome gandg. he will Mack you
frioem thee o of the Chock Toweer of Lintimely
Death, Howeever, il you can defeat this scoun-
dred, his spert wall join ool He's small, nemble
arvd Mas & strong spring in his step, 50 he's able
[0 fLaTyD LUp onEo walls or ceilings and stick 1o
them like give, Grant’s primany Sttack weap-
ons e 2 ane a2 dlagger. Another of his
weapons is his skill to scurny along hicden
roLnes not accessible to Trewor, Linfomunately,
boak s bBody amd his ego Drutse eassly.

“SPIRIT” SYPHA BELNADES
Sypia, the Mystic \Warlord of Warakiya, & ako
avarmpire Funter who walks quickhy and carries
a big stick. Rumors of his death were spread
trwoisghout Eastern Eurcge, but in ruth he
wias capiured by “Cyclops.” the one-gyed
Litirnate Evil. Sypha uses his Warakiea Staff 1o
attack. Other attack Rrwanites of his snclude
flames, frozen orystals ard ighitring balts. With
these, he can destroy evil enemies belore they
gl chose to him. However, his skin is wery thin
arwd bilisters easily wihen Dlasted by grotesgue
enemy attacks, & score BIC, Sypha mast attack
befare his enemies fird him




THE PASSWORD SCREEN
(A MESSAGE FROM THE GREAT BEYOND)

Press the Select Bution 1o cali forth the password screen. Lise the Control Pad to move the cursor
arcund the Password Sheet. Press the B Button to select your passweord items |each time you press
the B Button the- cursor will move ane place T the right]. Enter your selection by pressing the

A Button. \When you have finished entering your password, press the Stan Button, IFyou make

a mistake, press the Select Button 1o retam [0 the name eniry soneen and sLart over

MName you have
entered
——— Item [Password mark]|
——— Password Sheet
T Cursor

HOW TO CONTROL YOUR TRANSYLVANIA TEAM

CONTROL PAD

Prass Left ar Right tomaove
characters to the left or the righs
Press Up or Down to demb up or
AT SEAINS

A BUTTOMN
Press to jump

SELECTBUTTON STARTBUTTON BBUTTON
Press to select Pressrobeginthe  Press toattack wath your Main
Opening, Password  game and 10 pause - Weapon. Also press the Cantrol
o Continue. Alo the actior during Fad Lip and the B Button simud-
Fess [ rarsionm the game, Lanetusly 1o ack with a Warakna
IO 3 AT SpinT war ltem currerithy displayed in

thie Warakiya W ltern Window:

GUIDING GRANT

Fress and hold the Control Pad towared e wall you want Grant oo cling to. Then press the Control
Pad in the direction you warit i 1o mowve and e wall clemb like crazy. NOTE: Depending on how
hard wou press the A BUtton, you can vary the hesght of Grant's feaps and baunds

ASSISTING ALUCARD
Press the Carvtrod Pad Down and the A Button simultaneowshy to transform Alucard into a winged

radent. .. for those of you who arent Biology Wizzes, thal means o Bal, (Repeat this procedure to
hurmanize bém |




AN OVERVIEW OF TERROR
(A GUIDE TO YOUR HUNTING GROUNDS)

Heart Gavge
Trws will increase each time You Capiune 3 nens Peart.
Hiowvever, it will decrease 8ach Hme i use arne of
Time youT Warakiya War ltems
When the tene it reaches pevo,
you wall kose one of your inses.

Warakiya War ltem Window Remaining
Waraknga War ey well Sopear in

SJDCIII.‘ it warcicna

Iy seore enceecds 200000 points, you Terror

wall get another life. From then on, you
willl gawn 4 Do lite after every 50000
AN,
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Trevor's Partner Spirit’'s Life GW
faur fife gauge decreases each time you
bump o am ewl enery or an2 hik by an
2yl ENermy's attack weapan. W wor
Life Chauge runs o, wou're histany [or
ahowakd | iy “Taast? )

Litimate Evil's Life Gauge

Each time you successfully attack an
Litimate Bwl. his Life Gauge will decrease.
\When his gadige runs out, he is Darnshed
fargver inbo the Land of Limbe Spaits

ADDING TO YOUR TEAM
(SORT OF AN OUT-OF-BODY EXPERIENCE)

Az the start of the adventure your only player is Trevor C. Belmont. But 25 The game progresses, yol:
will meet partner spints whao Trevor waill be able to transform into at hes will. The spirits swho appear
thraghout the garme will vany, depending on the Paths of Fate you choose.

T trawvafiorn Ml & partraer spdnit, press the Select Button

THE PARTNER SPIRIT'S APPEARAMCE

Spirits will 3ppear cut af thin @i when you have successfully defeated the Uitimate Bl at the
completion of & Ferrcy Leved, WoThen a spinit enters, the message screer will appear and the name
o the spwil joining the battle will be diiplayved. You can then choose whether or not you want this
Spine for Wour teammate. You Can anby Nave one Darmner spint at 2 pme, If you alfeady have 3 partnes
spirit and You meet a new spint, you can choose elther one and say “sayonara” 1o the other,

CHOOSING YOUR FRIENDS WISELY
Press the Control Pad Lip or Down to choose whether you want 1o form a ream warth a spirkt, Then
press the A Buttan toenter your decision.



GIFTS FROM THE POLTERGEIST MASTERS

These items may appear when you knockout/Diowout a candlke or ke, when you have
clobbered certain el enemies, or when you destroy certain walls, NOTE: The Pocket Watch,
Irwisibility Potion aned Reosary will appear in the Warakiva War ltem Window, and are used exactly
like a Warakiya War ftem

>

The Heart of Stone

The purriber of hearts collected determines
ey Ay TIMES yOL Can Use your Warakiya
War items and also how long Alucand

can soar like 2 Dat. The more heans you

possess, the better! i
Leg of Werewolf

Capture these and restore slhoes of your

Life Gauge

Bonus Bag
Your score wall increase when you grab

ore of these bags. The number of poirts
varies according to the value af the bag's
Contents.

1-Up

This gives you a bonus life [a bag plusi]

Double Trouble

This itern allows you to fire a Warakiya
War ltem twice in a rove. NOTE: Sy
and Aducard cannot use this itenm

Triple Threat

Thits aliowes you ta fire 3 Warakiya War
Item three mes in a rove NOTE: Again,
Sypha and Alucasd cannod use this item.

This ibem stops Svil enenees dead in their
traciks

Invisibility Potion

This makes you ivisitpie (and, [hE‘r{‘_fDrI:‘.
irifreratde] for a imsted penod of tme.
Rozary

This gives you the power to destroy il
he el enemies on the screen in the bink
of an eye.




SYPHA BELNADE'S SYPHA'S WARAKIYA WAR ITEMS
TREVOR C. BELMONT'S ATTACK METHODS ATTACK METHODS H
TREVORS MAIN WEAPON The flames are vieny pows
erful as they annihilate
My=tic Whip ol
The hhystic \Whip is Trewor's main vweapon. it has thnee differerit pawer ievels everything in their path.
Tris 18wy k=g palt] LTl Irr'l.-'n-"r

By adhvancing a certain distance and ¢ :lptun'l"{l:'r'.,am items, you can Boost
its penwer 1o 3 Chan \Whip and thena L. L.gThain Whip louchtl]
crystafs in all directions o freeas
your enemsss for an instant

TREVOR'S WARAKIYA WAR ITEMS

These are weapons Trevor wiil find as he jourmeys dosn his Paths of

Fate, You Can onfy DosSess one at a time, Winen yoe) obiain a Waraknya

War item, it wall appear in the Waraskiva War ltem Window and
While your enemies are
uack-frozen, climb on
top of them and destriny
theern wrths & brlone frioem

replace the one you previawshy had

Battle Axe
The Battle Axe flies through the adr along an arc, This is a
wery powerful ibem.
Dagger : :
The Dagger flies straight and lass but iois not
veny poerful.
é

Barnshee Boomerang
The Barnshee Boomerandg flies straight

through the air with the greatest of ease. SYPHA'S MAIN W N thae staff.
When it reaches the end of I0s path, it wall come EAPO
fiying back. Though it moves siowty, the Barshee Boomerang Warakiya Staff

is very powerful. [Banshee Fever. . Catch itl)

Sacred Water ) )
The Sacred Waber flles along an arc urtil it erashes into the Noor where it
spills cut and begins to bum, baby burm

Symha uses his Warakiya Staff to attack enemies,  Goodness Graclous

The poweer of the staff can never be increaied Great Bolts of Lightning
The fnghtning bodt shoots zapping balls in
three directions.
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GRANT DANASTY'S ATTACK METHODS

GRANT S MAIN WEAPON

Dagger

Grant can use the dagger to stab his eneymies ar e can b
it at thern. Wher thigsr, the dagaer flies to the rght and
= When Grant i stuck to the weall, he'll hurl it backwands,
50 be readly to duck, Chuck. Likewsse, when Grant & stuck in
the ceiling, he throws it dosan.

GRANTS WARAKMNA WAR ITEM

Axe

The axe is 3 very powerful weapon
that can be used if Grant is locky
enough o find it

ALUCARD'S ATTACK METHODS

ALUCARD'S MAIN WEAPON

N0

Capture this to Increase
your fire power.

Alucard is a bat or f he's hit by an enemy attack,
he will mmediately tum back into his hurmnan
fiarm and fall to the ground with & thod. [This
is definitefy a “fhy by réghit” attack method.)

Ball of Destruction

Al first, this weapon can anby be fined mane direc-
tion. However, you can boast the firepovver 10 shoot
1 bees ar e directions. | You can't fie a shot when
youi're 3t the top of the stairs.)

Although Alucand cannot fire dowuble or triple shots
ard has mo special Warakiya War ltems, he does have
the posver b0 transfonm Moo a bat and fly arournd.
Each time he goes
"beitty” b uses up.a
certain nurmber of
Feart mark s wwiheke in
Mighit. I the supply
of hearts
nans oLt
while
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COUNT DRACULA'S CAST OF EVIL CHARACTERS

There are an unkrowr number of evil characters hing inowait in every part of this cursed
acheersture. Cirnily & e of them have ever been seen by the human eye. The rest of the uncead
rerrain shrouded in a vedl of mystene A sample of these assored ewils inClude:

BAD BAT

SKELETON
DRAGON
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Treat Your Konami Game Pak Carefully

# This Konami Game Fak is a precision-crafted device with complex
electronic circuitry. Avoid subjecting it to undue shock or extremes
of temperature. Never attempt to open or dismantle the Game Pak.

* Do not touch the terminal leads or allow them to come into
contact with water or the game circuitry will be damaged.

 Always make sure your NES Control Deck is SWITCHED OFF
when inserting the Game Pak or removing it from the NES

Control Deck.

A, WARNING: DO NOT USE WITH FRONT
OR REAR PROJECTION TV &

Do mot wse 3 frond or rear prajeclian Eevision with your
Mimtende Enteriainment System® | NES") and NES games.
Wour prajection lelevision soreen may be parmarntly
damaged if video games wilh stofionany soenes of patierns

are played on your projacian beevigion. Semilar damage may
oo iE you place a video game an bald or piuse. B you use
Yo projection television with NES gamas, Manlende will nat
b liable for ary damage. This siteation is not coused by &
detect in the NES or MES gamdd: sthir fiaed or mpetitive

impgos may cause smilar demage b a propclion lelevision.
Pleasn cantact your TY manwlactarer for further infesmation

COMPLIANCE WITH FCC REGULATIONS

This equipment generates axd uses radio frequency energy arsd if ict salafied and used propery. that is,
i1 sarict acoordance with the manuiadtuer’s insTructions, may cause intevfererce 1o radic and television
reception. It as been type tested and found 10 comphewith the limits for a Class B computing dewece m

accovdance with the specifications in Subpart Jof Part 15 of FOC Rules, wihich ane desigred to provice

mascrabie pratection against sach interfersnce in a resideritial rstaliation. Howewver, there is no guararn-
tee that interfenence will rot eoour in 2 pamouar instaffation. If this squapment does cause interference to
radio ar television reception, whch can Be determined by turming the equipment off and on, the user &
encouraged to fy to correct the interfersnce by one or mone of the followng measures:

— Recnient the reciving antenna

— Rehocate the MES with respect Lo the receiver

—Mowe the MES away from the receiver

—Plug the MES inta a different cutiet so that computer and receeer are on different circuits.

If recessary, the user shauld consult the dealer or an experienced radicyTefesision techniclan for additional
suggestions. The user may fir the fallowing mmw the Federal Communications Conmms-
sion helpfut How to Identify and Resohe Radio-TW | B 5. This baokler is availabie from
the LIS Gowernment Printing Office, Washingtor, DC 20402, Stock Mo, 004-000-0034 5-4

SCORES
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