


Starting Up

1. Set up your Sega Master System or
Master System |l as described in its
mumonmm.mmcomum

leknsumnnm switch is OFF.
ns.wmmdmlmomu

1‘rummm.~mou Inafew
moments, the

The Search is On!

Get ready lor the scanest adbenture ever! Oh. but
fiest, find out how it all began in Uncle Scrooge’s
grand iibrary

Huey. Dewey. Louie. | have a special present for

Uncle
a5 he hands Huey, Dewey and Loue their prasents
“Only tan cents! Nobody can gef rich fram a dime!”
‘sneers Donaid, as he looks over

‘The billonaire turns 1o Donald and repiies, “Well,
you 560, the kind of luck your dime brings you wil
depend on how hard you work! Understand?”

Meanwhile, a dark shadow appears in the corner of
the library’s window

A few hours pass. It's me for Donaid and his
nephews to say goodbye 1o Uncle Scrooge-

Then suddenly, three ravens descend, grab Hi
Dewey and Louie. --gnlhmunycm- and
disappear into thin air

While Donaid and Uncle Scrooge froeze in their

mmmmwnmm
Spedl, the evil sorceress!

Now. this is where you come in. Join Donald and

baddies in six
fands. Then enter Magica'’s haunted
castle, where you'l come face 10 face with the ewl
sorceress herselfl She has the last dime — Uncle
Scrooge’s oid Number One. Only Donald and you
‘can win it back! Good luck!

Take Control!

To heip Donald get back the Lucky Dimes and

rescue his three nephews, learm how to use the
Control Pad before you start playing

1/ Directional Button (D-Button)

« Press up or down 10 move the amow from one
‘selection to another on the Stage Select screen
» Press left or right 10 move Donald.

* Press up 1o get Donald through a door

* Press down to make Donald “duck "

2 Bution 1

+ At the SO screans. (ress o SKip 1 the Sage

* Atthe Tile sormen ess to se the Suge Seect
Creer

+ Press 10 Confirue Yom the Stage Select scren.

while hading e D-Buticn up Covaid wil throw
e Fratee io
3 Bution 2

+ At tha Siory sereens. press 1o skip W the Stage
Select soreen

* At the Tile scimen, press 1o see the Stge Seiec
seer

+ Frem 1© Confirue 1N the Sugs Select soraen

* Fress © make Ooralt ump Donald can atack
saddies by jumpng o them, 0o.)

« Press © ke Dorald e go of 2 rooe.
+ Prass repeatsdly tc hvep Donals aficat
Pause Button on the Power Base

* Fress i DiUSE e Game durng pay. and 1en
sress again O conMnue.

Getting Started

Reac the siry re2es 10 'nd 0wt how Magics D
Soetl ST e Lucky Dimes and capiured sy,
Dewey ard Loue (O prams Butor | or 210 i
he screens) At the Tite sereen, press Bulton 1 or 2
again 1 s9€ the Stage Selct seen

The Stage Seect sceen is & Mmep tFat shows
Doeaid and you whers he capised nephews and

mEre the ATOW 1 WHerB you Wt to 9o, then oress
Buton f or2




) Betore you begin each stage, the Status screen Donald! Hurry! O GOGIEBD. PN Donald’s Items i 0 Small Gems (Yollow): These add 500 points
appears This screen shows you the following your score

informaton Donald must rescue his nephews and restore the CONTINUE ° hems appear when Donald destroys certain baddies
i four Luclv Dimes. But there sn't & lot of time. Keep » VES NO an get (tems by running over them or jumping 5 Large Goms (Biue) These add 1,000 points to
OnDusier your Time Bar at the bottom of the hom Yolie aoore

The number o players left

Your score

When you clear a Stage, the Stage Clear screen
appears. The screen shows you the following
ntormation

Stage number
Time Bonus (f you earned any)

Your score

SCORE 0000800 PTS

0012000 PTS

screen When s thue Donaid's doing OK. But
when it tums yellow, Donald must hurry because
soon It wil lum red — and that means danger!

Time Bar

End of Game and Continue Game

¥ Donald is hurt twice, runs out of time or falls 10 the
bottom of the screen, you lose ane piayer. When you

lose all three players, the “Continue?” screen
appears. It you wish 10 continue, press Bution 1 of
2. You can play the same stage of a different one
To end the game, press the D-Bution 1o move the
arrow 1o No and press Bution 1 or 2. The Game
Over screen appears.

Treasure Boxes: These also hold items. Break
them opent

Hammer: Donald starts his quest with this
sevce

Frisbee Donald can thiow # and attack baddies
form & distance

1Up: This gives you an extra player
Keys: These open locked doors.

Stars Grab these 10 make Donald swing his
Hammer or thiow his Frisbee faster. Picking up
five ot these makes him temporanly invincible
(The damond shapes that appear on the top left
comer of the screen show you how many Stars

you have )

Donald’s Dangerous Adventures

0 save his nephews and restore the Lucky Dimes.
Tonald journeys through six thrilling stages. In the

final stage, Donald contronts wicked Magica De Spel

in her creepy castie!

The Northem Woods

Venture ino the wilderness where mushrooms
hop and spiders crawl. Keep in mind that busy
beavers are mean and buzzing bees sting. The
branches are siippery. so watch your step!




1/ The Great American Forest
Caretully leap across gushing waters — ane lalse
step and you're food for the snapping wild fish!
Haop on groen turties and jump on snakes! Get
ready lor & wet and wikd trek!

1 The Andes Mountains
Club-throwing shamans and enchanied pots
come your way — these towering mountains are
threatering! Racing down the sicep siopes wil
feave you breathiess. The ir's thin but you've
gotta win!

4 The Tropical Isles

Brave crazed iribesmen and statues that spew
forth rec-hat flames. In the dark. dreary cave,
dodge flying balls of fire and fapping bats. Be
extra careful when crossing pools of hot, bubbly
tava — I you tr, you're toast!

5 The Pyramids
More shadowy bats and deadly scorpions greet
You i the dry desert. Keap jumping 1o escape
the siipoery sand traps. In the pyramic, dead
mummies come alive and poisonous snakes furk!
This ancient maze & full of surprisest

# The South Pole
Brr! You'te caught in a heavy snowsiorm! Side
00 chunks of ice and tackle weious ice monsters.
The snowmen in the freezing caves aren’t as
friendly as they look! If you survive this chilling
stage. you're bound for Magica’s castie!

Magica's Castle

Skeletons in silk hats and tricky poltergeists
Spoaky mirrors and haunted portraits They e ail
out 1o get you! But you must go on! Magica’s
chamber is jus! a step away!

Dime-Hunting Hints.

+Lown tow al T dfernni saddes move T be
saver i you i defeat than

+ Doneict car @ach Nigh oleess by bouncng it
sadde:

+ Dosgid Car 1 e the Hamrer of the Frstes whie
Swmmng.

+ Remenber when o D ove paer, 10 A0
ose any Keys or S@s you Nive dicked up

+ Don"t waste any timer 'wm-s:qeb

nagh, yos oun 3 Time

Handling This Cartridge
Ths Canridge s iniesdad 2xcusvly for the Seg
Syvien

For Proper Usage
Do mol inmerss © water
Do rol berd!
3 Da rol subiest 1D any voent inpact
< Do mt expose 0 rect sukight
* Do mol dsrage o disfigure!
* Do ot piaca near ary hgh tanpeeture sourcel
7 Do not expess O thimer. teszne. st !
* When wet iry comgletey tetrn ssng
= Wren |t bacomes dity, Carefully wipe & Wit a
SR domh doped = scavy waler
= Afer use, pet it in it case.
* Besire 1 ake an occasonal ricess duirg
oxwrded ply
WARNING: For owners of pojction lesmisions. St
DClures o images Tay cause permanent potir
tube damage & mark ShOSDNCr of e CRT Avoid
repeain o exiancisc Lse of viteo James on lage
screen grojection televisiors



SCOREBOOK

Name
Date
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