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STHR-TIVig up 

1. Make sure your Game Boy$ Color 

\ 1 

is turned off. 

2. Insert the Dragon's Lair Game Pak 

and turn on your Game Boy Color. 
CDhin CDonu Options 

3. After a series of screens, you'll see 
t Smrr - Begin game l 

the Language Selection screen. Ott-orrs - Behold the \ 

Press the A Button to choose SSL-, names of the bold knights’ 

the language in. which you want and Fair ladies behind 

to play. (You can also press Orion's Lair 

the A Button to skip some Intho - A gallery 

Mf ■; of DragonfS Lair of the opening scenes.) 

4. You will then see the Main Menu. characters. 

Press START to begin the game. ; 

5. Use the Control Pad to choose 

MAIN GAME or TUTORIAL 

and press the A Button. ^ 2 
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PRQCFtUTiOKS 

* Always turn the power OPF before 
inserting or removing the Game Pak 
from the Game Boy Color. 

* Do not take apart, crush, bend 
or submerge [he Game Pak 

* Store the Game Pak at room tempera¬ 
ture. avoiding extreme hot or cold 

conditions, 

* Keep the connectors, dean and dry, 
and store the Game Pak in the case 
when not in use. 

* Thke a break after playing 
for long periods. 
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DHR€ T(f> OlTCR DRHg^VI’S UlIRT 

You, Dirk the Daring, are cm a quest to rescue 

Fair Princess Daphnerthe unwilling captive 

of Singe the Evil Dragon 

To do this you must survive a perilous 

journey and defeat all adversaries. 

/ 

Controls 

Beoomva 

Make your way through the castle 

and the caverns beEow it by using 

the Control Pad to move 

and pressing the A Button 

to wield Dirk's sword. 



Be£*U T0 #LHH DRH^Vl’S UeR 
You do not control all Dirk's actions* 

Instead, you control his reactions to 

what's happening around him. As events 

unfold, you must decide which direction 

to head* the right moment to do it. 

and when to use your weapon 

In general P flashing items indicate 

either danger (from a creature) 

or the direction to move In 

(from an object). 

Use your wit and reflexes to avoid 

obstacles in each scene. The rooms 

of Dragon s Lair require many attempts 

to master. The timing of your moves is 

critical. Don't act too early or too lateP or 

your quest may end abruptly. 

if you*re off to a slow start, practice 

m Tutorial Mode, You lt get to play 

through the first few scenes with visual 

hints in the lower left corner as to when 

to move and what move to make. Once 

you get a few wins under your belt, 

you'J] be eager to tackle the rest 

of the chambers in Dragorfs Lair. 

To finish a scene successfully, 

you must make a move or press 

the A Button at the moment Dirk is 

in the greatest danger. Timing is very 

important; often you may make Lhe 

correct move at the wrong time! 

Many see ties require more than one 

move* If you are having trouble, 

watch the animation carefully and 

move Dirk in the safest direction. 

If no direction is safe, press 

the A Button to use a weapon. 

If you think you made the correct 

move* try again* this time making 

the move a little earlier or later 

Don't be surprised if Dirk doesn’t 

move immediately* You must wait 

for the animation to Finish. If you 

made the correct move(s). you will 

continue on to the next scene 



Losing h Lma 

If Dirk fails, he loses one life. You'll then 

see how many lives he has remaining. 

Press the A Burton to continue, often 

beginning at the next scene. (Even 

if you don 't succeed, you'll usually go 

on to the next room. This continues 

for a number of scenes, and then 

the cycle repeats.) 

em 

When all Dirk's lives are lose, you'll 

return to the Main Menu and can start 

again. Use the Control Pad to select, 

and press the A Button. The game also 

ends when you reach the Dragon's Lair 

and defeat Singe the Dragon himself! 280^0 

PAUSING ft OlCDG 

During a scene, press either START or 

SELECT to pause the game. You'll have 

the option to Continue or Quit, Use 

the Control Pad to select, and press 

the A Button. 
eMOTIHUE 

QUIT 
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R#m be R#**1 VWts 

The dangers will vary as you search 

from chamber to chamber and down 

into the dungeons of Dragon's Lair. 

In one mom you'll fight off slithering 

tentacles; in another, snakes and skulls 

torment you. 

Meet every new challenge with wits and 

an open mind. Hov) Fast can you solve 

the riddle of each room? 

Note: Scenes will not necessarily 

appear in the order presented here. 

Th8 DRFKDBRIDGG 

Dirk walks across the bridge 

and falls through a hole 

Several green tentacles appear. 

As the tentacles move toward Dirk, 

press the A Button once. 

RxjxJlM K32 

Tgnthclgs frocd me Cgiling The Cnd of me Corridor 

Dirk stands at the end of a corridor 

in Front of three doors. 

As he looks around, the roof starts 

to Fall in and the floor begins to 

crumble. 

Dirk must dash to the right to escape 

through the remaining door as 

the Floor disintegrates and roof 

crashes down. 

As Dirk enters the room, a green 

tentacle slithers out of the ceiling. 

Press the A Button to draw Dirk's 

sword and chop the tentacle in half 

More tentacles will slither in from 

all over the room. Be careful 

to avoid them. 
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The SmKG Roocd 

Snakes slither from the ceiling and 

walls. Chop them! 

A skull plummets from the ceiling 

and flashes. Pull the skull and run 

out the door. 

SCDINGING ROPCS OF FlRG 

Dirk enters a chamber filled 

with rising flames. 

The door behind Dirk slams shut 

and the small stone platform he is 

standing on begins to slide. 

Reach for the swinging rope. 

Once Dirk grabs the rope, he’ll swing 

to the open door on the other side 

of the chamber. 

R#m Bai 

Tt\e DenDiy Pool Rubbling Ogzg 

Dirk approaches a small pool 

of water. The floor and ceiling start 

to crumble. 

When Dirk enters the room, 

bubbling green ooze starts to pour 

from the kettle. 

Follow the stone path and make Dirk 

roll to avoid the daggers jutting out 

of the wall. 

Jump into the pool and dodge the 

water snakes. When Dirk climbs out 

of the pool, beware the disintegrating 

floors and ceiling. 

Chop the big hairy spider and run 

out tne door 

Chop the Ooze Monster in half just 

before it tries to eat Dirk. 

Escape from the room before the rest 

of the ooze gets Dirk! 
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Giddy goons 

Emerging from a stairwell, Dirk is 

attacked by short Giddy Goons. 

Slash the fifst Goon, then climb 

the stairs. 

Escape through the door. 

Sliding Stairs 

* As Dirk starts down the stairs, they 

turn slippery, Dirk must keep from 

sliding into the pit at the bottom, 

* Green tentacles reach out of the pit. 

Slash the slithery tubes and then 

dodge them. 

* The chain hanging from Lhe ceiling is 

no help. Escape through the bole 

R<JxBm ee WVVrs 

Tm Soormee 

Dirk enters the Forge Room and is 

attacked by a magical Hying sword. 

Jump to avoid a bouncing anvil, 

and then split! 

Gjhnt Spinning Batons 

As Dirk approaches the giant spin- 

ning batons, he must pifck the right 

moment to dash through them. 

Once past the batons, Dirk is 

confronted by a Cloaked Spectre, 

Jump toward the ugly apparition 

and slash him. 

Avoid the clinging vines on the side 

of the pathway. 



R$0M ee ftVlTS 

Closing tDmx 

As the wall closes up around Dirkt 

the door ahead of him is the escape. 

Jump toward the door 

Room of Fme 

Dirk must avoid the Fire and lightning 

flung at him Tram all sides. 

Look behind the bench to escape! 

Refxfri ke R# W11TS 

CDemLic Flying bORse 

Dirk finds a mom with a small metal 

horse sitting in the center. 

The horse flies up and carries Dirk 

straight toward the Fire, pillars 

and a wall Avoid them all. 

CMCK6R6D Floor Knigfit 

The Black Knight materializes as Dirk 

enters the room. 

The Knight bangs his sword against 

the floor, causing electricity to flow' 

along the checkered tiles. 

Don't be shocked! Jump to the dies 

that are not covered by electricity. 

Defeat the Knight and flee the room 
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fmiNTeD rmtumv 
Clattering skulls seep from the wall 

and attack. A giant skeleton claw 

is next. , * 

More black ooze slimes out of the 

walls. Avoid this. 

Black ooze pours out of the doors on 

both sides as a second skeleton daw 

approaches. 

jump out the door into the crypt. 

It's not over yet... 

Dirk is attacked by skeleton ghosts. 

Shred them with one slash. 

(DOODflN PLfjTFORfBS 

Dirk walks along a wooden platform 

suspended high up in the castle s 

dark interior. Suddenly, the wood 

begins to rot away. 

Dirk must jump to the safe section 

of the platform 

20 

BftTSI 

Black bats chase Dirk as he 

moves down a corridor that starts 

to splinter away. 

Avoid the bats by jumping across 

the yawning break, 

A large scaly lizard dressed in royal 

robes confronts Dirk. 

As Dirk draws his sword to battle the 

Lizard King, a pot of gold hurtles past 

and snags Dirk s weapon 

Follow the pot to retrieve the sword 

and battle the Lizard King. 



Drink (Del 

• As Dirk enters the room, a sign 

on the far waf! appears before him 

• Shortly after that, the door 

begins flashing, 

• Don’t drink the potion. Hustle out 

the door instead. 

GheCKGRBOflRD CORRIDOR 

• The floor beneath Dirk’s feet starts to 

flash Sections of the floor begin to 

drop away. 

* Jump to the parts of the floor you 

can still see, and then leap out one of 

the doors. 

x R<M>m re WV1ts 

The ThRONG Roocd 

As Dirk approaches the Metallic Ball, 

pulsating electricity starts to cover 

the floor. , 

Jump to the safe parts of the floor 

to end up sitting on the throne. 

The throne revolves into another part 

oF the castle The electricity follows! 

Keep dodging! 

RfIPIDS mD CDhIRLPOOLS 

As Dirk approaches a Whirlpool, 

paddle around the swirling water. 

Paddle into the safe current 

in the Rapids, and then straight 

into the tunnel at the end 

of the channel. 



CDlHXDGN 

Walking'across the lava field, Dirk 

is attacked by Mudmen. 

Dirk must jump over geysers, 

avoid the Mudmen and run 

along a stone bridge. 

Finally, Dirk can escape through 

an aperture in a cavern wall. 

\\1\1 IS 

Avoid the charging 

knight while also avoiding the giant 

thorns pushing up through the earth 

* jump into the small cave to finally 

escape. 

R60M ee WVrrs 

TtiCDBLING BffLLS 

Once Dirk enters^the room, 

an enormous black ball appears, 

rolling up behind him. 

Ahead of Dirk, down the tunnel, 

smaller balls roll up and down 

the walls. 

Wall for a smaller ball to tumble by 

before stepping away from the big 

blackball. 

FHLLCNG PlHTFORff) 

Dirk steps up onto a round wooden 

platform. 

The platform starts to plunge down¬ 

ward through a circular shaft. It stops 

intermittently at rocky ledges where 

Dirk can jump off. 

Timing is everything in jumping 

safely off the plummeting platform. 

is
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The cdind Room 

Dirk gets a glimpse of Daphne, 

but just before he reaches her 

the wind swirls around him. 

Dirk is drawn by the wind 

in the opposite direction. 

Skip out through one of the doors 

GLecTRicrry hnd Umr 

Electricity begins to surround Dirk, 

Jump through the crashing doors 

and climb up the stairs. 

Evade the gushing geyser (timing, 

timing, timing} to cross the bridge. 

X R$0m Bn R4>4* BmTS 

The Drhgon’s Una 

Dirk is inside the Dragon's Lair 

Beware! Singe the Dragon is asleep 

and should not be awakened 

Throughout ihmroom are columns 
of balancing dishes, Some of them 

are .ibfmt to crash, II a column 

or balancing dishes flashes, catch it, 

Otherwise, keep away from 

the dishes. 

Eventually, Fair Princess Daphne will 

tell Dirk what to do. Listen carefully 

and follow her instructions. 

Singe wakes up. He knows where 

you're hiding 

As Singe reaches around the column, 

Dirk should duck and am away. 

Singe swings his tail trying to flatten 

Dirk Dodge the tail. 

Pull the magic sword out of the large 

gem When Singe turns around, 

you'll see his vulnerable soft belly. 

Can you figure out what to do to save 

the Princess? 

27 
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90-DAY LIMITED WARRANTY 

CAPCOM ENTERTAINMENT, LNC. (“CAPCOM'I warrants to the 

original consumer [fiat this Game Puk from CAPCOM shall be 

free Irom defects in material and workmanship fur a period of 90 

days from dale of purchase, If a detect covered by this warranty 

occurs during this 90-tfay warranty period, CAPCOM will replace 

the Game Pak free of charge. 

To receive this warranty service: 

1. Notify the CAPCOM Consumer Service Department of the 

problem requiring warranty service by calling 1400) 774-0400. 
Out Consumer Service Department is in operation from 8;3Q 

a.m. to 5:00 pm, Pacific Time. Monday through Friday. 

2, I f the CAPCO M service technician is un able to solve the proth 

lem by phono, he/she will instruct you to return (he entire 

Game Pak to CAPCOM freight prepaid at youf own risk of 

damage or delivery, We recommend sending your Game Pak 

certified mail, Please include your sales sfip or similar proof- 

of-piirchase within the 90-day warranty period to: 

CAPCOM 
Consumer Service Department 

475 Oakmead Parkway 

Sunnyvale, CA 9408$ 

This warranty shall not apply if the Gama Pak has been damaged 

by negligence, accident, unreasonabfa use. modification, tom- 

paring or by other causes unrelated to (he defective materials or 

workmanship. 

REPAIRS AFTER EXPIRATION OF WARRANTY 
If tha Game Pak develops a problem after the 9fl*day warranty 
period, you may contact the CAPCOM Consumer Service 
Department at the phone number noted previously If iha CAPCOM 
service technician is una ble to solve die problem by phone, he/sho 
may instruct you to return the defective Game Pak to CAPCOM 
freight prepaid etyuur own risk of damage or delivery, enclosing a 
check or money for $30 00 (U.S. funds only] payable >o CAPCOM. 
We recommend sending your Game Pak certified mail. CAPCOM 
will replace the Game Pak, subject to the conditions above. If 
replacement Game Paks are not available, the defactrva product 
will be returned to you and the £20.00 payment refunded. 

WARRANTY LIMITATIONS 
ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WAR* 
PANTIES QF MERCHANTABILITY ANO FITNESS FDR A 
PARTICULAR PURPOSE, ARE HEREBY LIMITED TO NINETY (90L 
DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO 
THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL 
CAPCOM BE LIABLE FOB CONSEQUENTIAL OR INCIDENTAL 
DAMAGES RESULTING FROM THE BREACH OF ANY EXPRESS 
OR IMPLIED WARRANTIES. 

The provisions of thb warranty are valid in the United Statue and 
Canada onfy. Same slates and provinces do not allow limitations on 
how long an implied warranty lasts or exclusions of consequential 
or i nc identa! d amages, so the above limitations and r. 
exclusions may net apply to you. This warranty [ 
gives you spaeifSc legal rights, and you may have I 
mner rights, which vary from stale to state or j 
province to province. 

PriflOr's l« 


