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CONGRATULATIONS!
You now own the authentic Konami hame version of
KONAMI INC. LIM ITED WAHRHNTY Simon’s Cuest, one of Konami's many original arcade

Korurmi . warrants to the origral purchaser of This Konami soffware product that the mecium on hits. \We suggest that you read this instruction manual
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DESCRIBED ABOWVE. IN MO EWVENT WILL KONANMI BE LIABLE FOR ANY SPECIAL
INCIDENTAL, OF COMSEQUENTIAL DAMAGES RESLUTING FROM POSSESSION. Nigl'lt and Day. R 7
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Qe Yo clues. Some are also merchants who'll sel WO Wedapors and orher

rmystical ikems. Youwr purchasing power depends on how many hearts Fue
THE SECOND COMING OF COUNT DRACULA collected during your mr:rrunr?atiuns with ewil. ¥ e
You're Simon Belmont, bravest of the brave, boldest of the bold, a gothic Ancther warring from the spint: a few friendly villagess are town prankaters,
wiarmnior respected by Kings. and their clues are false. OF course, you'll never know untl you take the chance,
You earned your praise, not by crushing Viking invaders o Turkish hordes, but
by destraying the evil Count Dracula in 8 duel (o the death at Castlevania, But PRESS START BUTTON FOR MULTI-SCREEN

your vickary proved painful, as the wounds inflicted during the duel slowly
graved ar your soul,
Cne day. though, a beautiful maiden appeared. With a wolt voice she warned

that you were possessed by the Count's curse. She said your only hope of 1
destroying the curse and healing your scars was to find the five body parts of 7
Count Dracula and burn therm in his Castle, ending forever the reign of the Prince ] 2
of Darkness, a
Suddenly, like most beautiful visions, she began to fade. And as you reached 10
touch her, she spoke ber fmal words — 3
‘Feear not, brave Simon, fior if you have the courage 1o nisk your tife, you will
firecd the strength to win again.” 4 9
HOW TO PLAY 5 10
Ir1 this one-player adventure your guest is to discover Count Dracula’s 5 rmissing | & £
hody parts, Uipon finding these gruesome items, proceed to Dracula’s Castle,
where you'll again duel to the death with the Cournt. But freed the spric's i L .
warning and find the Magic Cross before entering his domain TN {00 I TR il st s };’;‘ff::;:ﬂi‘gm:l
This quest won't be easy, [oF you must battle hideous fiends who statk the land. 3. Youst Eqpieeibce iy & Supply of medicinal herbs by Filig T |l-;ur
Fortunately, the longer you survive, the greater your Experience Rating and the ; 7. Player level example: The Whip]
3. Type ol Whip 8 Number of Hearts. Remermnber, these increase your
fess wulnerable your troubded sowl 4. The parts of Dracula’s Experience Rating and the number of times 3 10, The Crak Stake
Secrels o this adventure can be found as you wander around friendly corpse you've codlected Weapon or magical Item can be used. Heans are ako 1. Supply of Garhc
Transylvania. Stop and talk to the villagers, because these helphul strangers will used as Money 10 buy weapons and magical gems




HOW TO USE YOUR CONTROLLER

Control Pad B Button
Press Lip ar Diowwn to Q0 up and dowwn stairs, Fress Fress B Buon oo [ash with a whip. If you press B Bummon
Leeft o Righe to go to the kefft ar raght. Wehen in and A Bumon smultaneously, you can jump and lash
froet of a door, press Lip 1o go indide. To Squat and with & wihep at the same time. Alo press B Button to talk
avoid enemmy prajectiles, simply press Do, weiths the frrersdly Trangvhearuan saliligers arsd merdbants
i £
| I. ﬁ@ ‘
| |
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Select Button A Button
Press the Select Press A Button
Button duing the Start Button 63 jurng

JAME [0 Dause
7 Press the Man Button 1o begin the game. Press during

the middle of the game to digplay & At Sireen’
wihnich gives yous the option 1o choose Trom weaspons
Al rangical e o ve fourkd. Press agaire after
makirg your sefection $o retoen @o the game

HOW TO USE CERTAIN WEAPONS

Fress Up on the Controld Fad while pressing B Bunton to throw the Holy Water or Dagger, drive
im the Cak Stake, use the Flame, place the Garlic i strategic locations, eic
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NIGHT AND DAY

i
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Transylvania At
High Noon

When the sun shines bright on
this Eastern European village, all
appears well and calm. Thisis a
perfect time to discover clues and
purchase Wweapons,

Transylvania At the
Stroke of Midnight

When the sun sets behind the
Transyheanian Mountains, the friemndly
villagers scarter for the safety of their
homes, as creatures of all shapes,
sizes and hairiness roam the darkness.




THE SIX HAUNTING SCENES

The Mansions

There ane 5 mansicns located
thrateghodt the Transyivanian
countfysade, amd within each is
a I"n-Paw'I:,- guarded piece al the
Count’s corfse

The Forest Primewil

Eremy creatures scour the
COUNTTysIde. Yo Must desiroy
these dasgandly beings b ircrease
YOI experience ard gain heares
| parchasing poswer).

The Church

You'll enter the Church Dhrousgh
Certair doard i the willacge

W haery VORI ATV, & P'-r_ll}r mian
sl return your strength and
givie you The Courage to Conginue

Bridge Owver the River Die
Enenmy creatures await you on
the bridge a3 well, arud Qettirng
£ the otfaer side will be more
terif 1H] than.a traffic @m an
thie Godden Gate

o
A

The Ferrymarn
The ferryman will Know exactly
where o take you, depersding
or e bosdy Pars you possess
Have confmdence i fhas man;

he kraes where fbie's going.

The Graveyard

Are you dying e get into the
graveyard? i1 50, fnd the old
man, wihic is caretaker for

the clead

—

COUNT DRACULA'S MISSING PIECES

The MNail
The ragil o5 the \:,lrnl'l(,-l
of el paonaner

The Eyeball

W hem it Comes o the
MOST fraghoening pece,
the eyes have it

The kit Bone

Ttwe fibs bone wall make
the CF’UII"Idr".' hero feel
like 3 spimeless copaard

The Ring

Bt's Eewry iry b Comant's felm-ll:,- for
hundreds of years. Then again,
the Count’s afso been in his Tamily
tar hundeeds of years,

The Heart of Dracula
eatch owt! The
hear attacks.




MAGIC WEAPONS

The Dagger The Silver Knife
The n:i.'lggrr cartbe The Silver Knife can bs
throneert to kil distant theroaeery Farther thar the
EnNCmy Creanures. dagger

The Flame The Leather Whip
The flame weakens the  This is the weapon you
creatures’ evil powers.  begin the game with,

The Morning Star
The Morning Star is longer
than the Chain \Whip.

The Gold Knife The Oak Stake

This is your stroagest You'll nead the Oak
kmile, and it has a Stake to coflect Dracula’s
Ty SUETIEMIS pRIiver Corpse at e mansicns
The Thorn Wihip The Chain Whip

The Thorn Whip s The Chain Whip is
stronger than the stronger than the
Leatbees Mg Tharm Whip

The Flame Whip

I'L-'I.-igr\c changes the Moarrsncg Sear
irto the Flame \Whip and grees
1L My SOETRILS HASETS

MAGIC ITEMS

O @

The Cross White Crystal Blue Crystal Red Crystal

Yo must have the Cross  The \Msdhige rystal offers Oiffers 51 ronger magical You musk have the Red

ta seal Dracula’s fate. 3 weakensd soterce of oars than the White Crystal befare Vo encer
it paer Crystal. Dvacuia’s Castle.

Garlic The Diamaond

Place the Garkic i front of Toss i and see what happens
eremaes, and it will weeakean

them ugnlflr_.anrly

Hearts Holy Water

Hearts appear when you destroy Holy \Water disindegrates
an eneny creature. Collect them walls and floors which
brecante they will inCrease your CoNCEal weapons and
Experience ?E‘._Al;mg_. Arul gy e you it

extra purchasing powwer

Silk Bag
If wou have the Sk Bag

Wi CAF CATTY 3 langer supply
oof reclic mial fierks

The Laurel

Laverel hielpss make you mvincibe
against enemy attacks. You can
purchate Laurel from towwin
merehards

1




COUNT DRACULA'S BEST BUDDIES

The Two-Headed Freddie Ghostly Eyeball
Thrower Creature

12

The Zombie The Pirate
Hand Skeleton




COMPLIANCE WITH FCC REGULATIONS

Thes equipment generates and uses rado frequency energy and if not installed and used properly.

Treat Your Konami Game Carefully

A . - e = 2 that 15, in stvict accordance with the marsdacturer’s instructions, may cause interference bo radio and
This Konami Game Pak is a precmmnal:ralfteﬁ_dwme with television reception. it has been type tested and found to comphy with the fimits for a Class B com
CCIrI"Ip|E'I electronic EJ'FL'LII-!F}I". Awoad S.UEIJE\'.'IIJ']Q it to undue shock Uling cewice i arordance with the specilications inSubnan Jof Part 15 af FCC Rules, wisch ane
: esigned o provide reasonable protection agaimst such rterference in a resdential ssiailaticn.

or extremes of temperature. Never auempt to open or dismantle Howwewer, there i no guarantee that inerference will mot coour (0 3 pasticuiar installation. IF this
the Game Pak. equipment does cause interference 10 radio or telewvison reception, which can be determened by

trning the eguipmeng off andon, the user 13 encouraged o try o correct the interference JJ}' one o
more ol the I'rs.'klhqru_] PR ASLITES,

* Do not touch the terminal leads or allow them to come into ks B
; : BNt e raceiving Antenna
contact with water or the game circuitry will be damaged. . — Relogaee thie WES with respect to the receiver

— Piowe the MESY away from the recener
— Plug the MES imto a arfferent outiet o that COmpuer and recener ang an different Circusts.

* Always make sure your NES Control Deck is SWITCHED OFF

itneoessany, the user should comsuin the dealer o an esperenoed radoiiede vision e cheician for aodi-

when inserting the Game Pak or remaving it from the NES | tional suggestions. The user may fingd the folicwing bookles prepared by the Federal Communications
Contral Deck, Commizsian helphd How to ldentify ol Resolve Radio TV iterference Problemns, This boclklet 13
dvailate romiie LS Gover et Printng Cdhce, \Wohashangon, D0 204600 S1ack o Q080000034 54
* Mever insert your fingers or any metal objects into the terminal SCORES
portion of the expansion connector. This can result in malfunction el
or damage.
14 15
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