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LICENSED BY

HINTENDO &, GAME BOY™, SUPER GAME BOv™ AND (5] ARE TRADEMARKS OF MINTENDO CO.LTD.

QOriginal

Sealof
Guality

THIS SEAL 15 VOUR ASTURARCE THAT MINTENDO HAS APPROVED THE QUALITY CF THIS
PROCUCT ALWAYS LOOK FOR THIS SEAL WHEN BUYING GAMES AND ACCESSORES TO ENGURE
COMPLETE SOMPATIDRITY WITH YOUR GAUE BOY SYSTEM.

GE SCEAL EST VOTAE ASSURANCE GUE NIMTENDO A APPROUVE CE PROCUIT ET CRAL EST
CONFORME 20 ROAMES D'EXCELLENCE EN MATIERE DE FABRICATION, DU PLASLITE ET
SUATOUT, GE QUALITE. RECHERCHEZ CE SCEA LOASOUE VOLIS ACHETEE DES JULX ET 005
ACCLSSOMAES POUN ABSURER UNE TOTALE COMPATIBILITE AVEC WOTRE SYSTEWE GAME oY

[HESES OUALITATSSEGEL 15T 0ol GARANTIL DAFOR. DASS S3E MINTENDO-OUALITAT GEKALFT
HABEM. ACHTEN SIE DESHALE IMNER AUF DIESES SGEL, WENN SIE SMELE OOER ZUBEHOR
KAUFEN, DALIT SIE SICHER SiND:, 0ASS ALLES ExnWARDFREN DU IHREW RINTENDO GAME B -
EYETEM FAZET,

CRIESTD SIGILLO E LA TUA GARSMNTIA CHE NNTERDO HAVALUTATO ED AFFRAOWATO QLESTO
PRODOTTO. AICHEDLO SEMFAE ALL'ACCOLESTC D GICCHI ED ACCEEE0R] PER ASSICURARE LA
COMPLETA COMPATIBILITA CON IL TUD SISTEMA GANE BOY.

[EETE SELLO E5 TU SEGURD DE OUE HINTENDD HA APROBADD LA CALIDAD DE EETE FRODUCTO
BUSCA BIEMPRE ESTE SELLO CLMNDO COMPRES JUEGDS Y ACCESORIDS PARA  AZEGLIRARTE
UHA COMPLETA COMPATIRLIDAD CON TU GAME BOY SYETEM.

DT FEQEL WAARBORGT UL DAT DIT PRODUKT DOOH MINTENDD 15 GECONTROLEERD EM DAT HET
A COMSTRVETIE, EETROUWTAARHED EN ENTERTAINMERTWAAADE WOLLEDNG &AM DMZE
HOOE KWALITIITSEISEN VOLDOUT, LET BLU HET ROPEN VAN SPELLEN BN ACCESSCIRES ALTLID
OF GIT ZEGEL. ZO0AT U VERZICKERS DENT AN EEN GOED WERHEND OAME BOY-SYSTEEM.

DEMKA ETIHETT GARANTERAR ATT MINTENDOD STAR FCA PROCUKTENS KVALITET, KONTRCLLER:
ATT EmeErrl EN FINNS PA SPEL OCH TILLEEHOR DU KOPER FOR ATT FOASAKFLA DIG OM ATT DO
AR HOMPATIBLA MED GAME BOY.

|
DETTE SE0L GARANTERER AT MINTERDO MAR GOOKENDT KYALITETEM AF DETTE PRODUKT, 5B

ALTID EFTER DETTE SEGL, HAR DU KDDER SPILOG TIREHGI, SA DU ER SIKKER FA FLLD
KOMPATIBILITET MED DIT GAME DOY,

TAKA TARFA VALIUTTAA, ETTA MNTENDO ON HYWVARSYNYT TAMAY TUOTTEEN LAADLIA
TARMESTA AIKA TAMA TARIA ENNEN BUIN OSTAT PELEJA JA MUNTA TARWVHKEITA, JOTTA SAAT
VARLAST] GAME BOY YHTEENSOPIIA TUOTTEITA

WARRANTY

Kenami 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 fault either return it to the place of purchase
or Kanami will guarantee to replace it (if within 20 days of purchase).
In such cases, return your Game Pak by post to the addrass 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 nat 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, UBB 2QE




Story :

Starting the Game :

Playing the Game :

Controls :

Description of the Screen :
Passwords for Continuing a Game :
Combat Method :

Soul Weapons :
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contents [tems ;10
The Stage :11
The Characters : 12

pvwer switeh on the Super NES 1o the ON position, For further

Super NES instruction munual,

Comectly insert the Gume Boy Game Puk inta the Super Game Boy.
Mext, insert the Super Game Boy into the Super NES and move

the

operation information, plesss consult your Super Gome By andfor

IF HI'III‘.:&GH II'IIIHHHWAHII ONE MAH CAME INTO POSSESSION OF
Mnummmmﬁgmmmm WAS BORN. BEFORE LONG, THIS

¥-FOUND SUPERNATURAL POWERS AND THE MAGIC

POSSESSING SPECIAL II'EIH ]
COUNTRY. "YOUR POWERS AR
SHE WAS OFTEN REMINDED A

ENIGMATIC ALUCARD, WHO WAS ON A JOURNEY 10 SEARCH E
DESERTED HIM. THE YOUNG GIRL'S NAME WAS SONIA BELMONT, AND §
VAMPIRE HUNTERS [N THE BELMONT FAMILY TO BECOME LEGENDARY,




AF VOUT S
New Game
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.

3

Players lose one nl’ their lives if thaq.r are unable to cnmp!ete 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, the player rnust start over from the beginning of the
current stage. e

Flayers start with three lives, hu’t can g ] Extra lives by earning points in the
game. The game is over when thb‘player loges all of his or her lives.
However, when the last life is lost, tha plaver will be asked if he or she
wishes to continue the | game. By 5erecung YES the player can return to the
beginning of the current staga,

After quitting a game, the player's Hit Scum Wlll be displayed, indicating the
number of enemies defaated durmg ther game. The Hit Score cannot be
saved. A

Different endings can be Experiencad depending on the number of items
collected during the game.{For more information, see Collected ltems on p.

10.) [




B button
For attacking.

Start button

For pausing/continuing
and for skipping
conversations.

Select button
For displaying
a window.

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

or 5

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

@®Up Direction +

E button

For using a Soul Weapan.

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

@A + B + Start +

Select buttons
For resetting.

© Soul Weapan

feurrently selected)
QO Enemy
8 Time remaining
O MNumber of hearts
@ Number of lives remaining
0 Life gauge
© Burning gauge




pressing the Start button in ;
*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
Diraction 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 buttan.

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 beap will
sound informing the player of the mistake.

fire ball

The power of your whip will not return to normal as lon

) ! g as your strength
remains above 0. In the Light Mode, the whip is always powerad to ?he
sacond level.

The whip can be used at all times except when the pl i
incurring damage. 4 e player recoils after

Burning Mode

Usirjg Snpia's inborn self-defense ability, you can invoke this mode at will,
Du‘r:ng 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
EtL;rtr;mg gauge. When the gauge runs out, the player returns to a normal



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 numher 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

Wind Ice Flame

Stops ey mEvenent and Restores the player's estre A Magh atizck effective

attacks in el scemes except fife gaoge. Consames 20 eayaerit ell enermies el area

e area bazs and stage bt hearl marks jper me. end stage betses. Conumas

Battles. Cansumes 5§ beart 5 heart marks per uze.

marks pir igi

Saint Magic

Sents & wirve i keaat ol the [iestrys 28 enemy ather thn

playet, Cannt be fred the area end stage bosses
b coatcecatively. Cansomes | lad;‘iimhugng;
] H

heart mark pes ust, g um'utmm

Hearts

marks by 1.

Special Items

l@ Increases your number of heart

1UP
Increases your ramaining lives by 1.

Meat s i i
Restores half of your life gauge.

Crystals

Raizes the power of your whip
one level, The whip can be raised
a maximum of two lavels.

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

Collected items
Thesea itams do not
determine your

sub weapons, but
determine one of
the multiple endings.

X

X

&%) ©

Danger

Lepss

Holy Water e  Focket Walth
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’ \". The Creatures Bat is a
| fiendish artificial life form

that was created by fusing
S postarity as a_ the abilities of a bat with
vampira i those of a human. The Bat
Stage 1 Stage 3 hunter. ' can fly and attacks with superhuman strength.
Inside the Castle The Clock Tower Shewas o
taught how
1o handle a Death Dragon
whip by her Boss of the 2nd Stage
? grandfather and This legendary monster
learned at an aarly _ was slain by Count Dracula
| age of her ability to \ i himself and then was
sense the presence of brought back as a living
beings physical and J' K g A" corpse. The dragen attacks
()5 In addition 1o the stages spiritual that cannot gl t by breathing flames.
Stage 4 shown here, there are be seen by VT
The Top Floor of the The Cathedral hickden stages! ordinary humans.
Castle 1] 12




his an on -
great power of magic in

Count Dracula in an
atarnal mastar-seérvant
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
samewhere in Dracula's
castle, waiting for the
fateful day when he
must rise to his final

test.
i

return for being Bound to s

Master of the avil castle, this
legendary Prince of Darkness
undertook a transmigration from
his hurman bady and, in so daing,
came into a magic ability
powerful beyond Imagination.




