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READ THIS BEFORE YOU
START

The SEGA CARD and the MEGA
CARTRIDGE are intended exciusively for the
SEGA MASTER SYSTEM.

HOWTO-USE SEGA CARD

MEGA CARTRIDGE

1. Make sure that the POWER SWITCH is
“OFF"

2. Next, insert the SEGA CARD or MEGA
CARTRIDGE into the SEGA MASTES

‘SYSTEM (see the ilustration below)
3 Tur the POWER SWITCH “ON".

MEGA CARTRIDGE and put it in s case
for sate.

INTRODUCTION OF THE MAIN
CHARACTERS

IMICKEY

MICKEY is & 1ough boy. He will not be sasly

L downed even when he sometimes comes i1t
‘ contact with the creats

zor0,
So, before that happens, he mas Iocaie the.
DRACULAS and destroy them
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THE DRACULA HENCHMEN
& THE KEY

DEROBAT
A noisy bat

DOEATH
A dreaded creature that siowly comes close
©you

KEY

‘Without this, the coffin does not open. It wil
be in the hands of a henchman or some-
where eise. Try 1o locate it by PUNCHING.

(4 FIRE BLOWER

Biows fre when you come close 1o .
Attack from over Its head rather than by
PUNCHING.

(ETHE MUMMY
Ahorrible fefiow.

'WHEN PLAYING BY USING
THE CONTROL PAD

MICKEY'S BASIC MOVEMENTS

1 START bution
1 DIRECTION CONTROLLER

D Jump
2 PUNCH

While jumping the PUNCH button endior
'DIRECTION CONTROLLER can be used.

Direction in which DIRECTION
CONTROLLER T s pushed.

A To cémb up the ladder
8 Advances 1o the right

8+ C Crawis and advances (o the rght

Crawts
Descends the ladder
€+ D Crawis and advances c the lef:

D Advances 1o the left

A
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HOW-TO-PLAY

PURPOSE OF THE GAME

Rcapture the precious stones thal the 5
DDRACULAS have before the power meter
becomes zer0

GAME OVER

The number of MICKEYS allotied at the

beginning of play is 3. Losing all of them will
GAME OVER being displayed on

TFor 2 players, push the START button of
CONTROL PAD 2.

For 1 playet push the START bution of

Both for 1 player and 2 players

Destroy the DRACULAS anc recapturs 7w
pracious stones.

D Player in action
DScore
3 Power meter
@Round number
EThe remaining number of UICKEYS
ETREASURE
DEATH
Stairs 10 the basement

MICKEY, must find the DRACULA cofin
The haunted house of the DRACULAS &
quite spacious. Lat's first go cown ts the
basement which is full of invicaie

passageways.
Be caroful not 1o be lost there

Try 10 quickly locate the § coffs in waich
the DRACULAS are sleeping.




The KEY which was recaptured
MICKEY ater destroying the creatures is
here

displayed
EMICKEY crawis

SArrow
©Stairs 0 the basement
e

‘The monstrous creatures are not the only
‘dangerous things. Flying knives and arrows.
may suddenly sttack you. Crawl and evade
them.

Once the game piay bagins, destroy the
creatures and find the KEY 10 opan
DRACULA'S coffin. Destroy the enemies by
PUNCHING.

ARed sparks from PUNCHING signifies
that the fos has besn destroyed.

Yollow sparks from PUNCHING signifies
that the attack aflempt has failed.
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ADVICE FROM PROFESSOR
PLAYOR

* When batling, bewars of the power matec

« In batting agains the eneries, do not
wasto onergy




HANDLING THE SEGA CARD
AND THE MEGA CARTRIDGE

The SEGA CARD and the MEGA
CARTRIDGE are intended exchusvaly o the
'SEGA MASTER SYSTEM.

For Proper Usage

Do not get wet!

Do not bend! Do not satject 1o any
violentimpact!

Donctexposeto  Donotcamage or
it suniight! disfigue:
Donotplace near Do not expose 1o
any high tempera-  thinnes, benzine, eic!
ture source!

* Bo especially careful not lo siick anything
‘on the SEGA CARD!
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