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Starting Up

Set up your Sega Master System or
Master System |l as described in its
instruction manual. Plug in Control Pad
1.

2. Make sure the power switch is OFF.
Then insert the Sega cartridge into the
Power Base.

w

. Turn the power switch ON. In a few
moments, the Title screen appears.

4_If the Title screen doesn't appear, tum
the power switch OFF. Mak:myw
system is set up comrectly and
cartridge is properly insmad Then turn
the power switch ON agai

Important: Mﬂmkummlm

power switch is tumed OFF when inserting

or removing your Cariridge.

Note: This game is for one player only.

(1) Sega Carriage

) Control Pad 1

The Search is On!

Get ready lor the scariest adbenture ever! Oh, bu
fiest, find out how it all began in Uncle Scrooge’s
grand

“Hugy, Dewey. Loule. | have a spacial present for
sach of you. I's & Lucky Dime! Did | ever ol you
that | staried with only a dime, my Lucky Dime?
Look how wealihy | am now!” boasts Unele Scrooge
s he hands Huey, Dewey and Loue their presents

“Only 1an cents! Nabody can get rich from a dime!”
sneers Donaid, 35 he looks over

The billionaire tums 1o Donald and repies, “Well,
you sea, the kind of luck your dime brings you will
depend on how hard you workt Understand?”

Mg, & U okt a0 s 4
the library's

A few hours pass. Il's time for Donaid and his
nephews 10 say goodbye 1o Uncle Scrooge:

Then suddenly, ihree ravens descend, geab Husy,
Dewey and Louie, along with their Lucky Dimes, and
disappear into thin air

While Donaid and Uncle Scrooge freeze in thew

WMVHWM Scrooge!” Then she
vanishes

What's going o happen naw? Somebody has o
save Husy, and Loue and resiore ihe four
Lucky Dimes! Wha sise is there, but Donald? Uincia
Smnpsmmm shout the boys ang

—Msmmmw-uMaw
lwwnlu

Mow, this is where you come in. Join Donald and
search for the caplurad nephews and the Lucky
Dimes. Pick up useful gadgets and ltems along the
way as you tackle oncoming baddies in s
treacherous lands. Then ener Magica's haunted
castle, where you'l come face 10 face with he ewl
sorcaress harself! She has the last dime — Uncle
Scrooge's pid Number One. Only Donald and you
can wan it back! Good hick!

Take Control!

To help Donald get back the Lucky Dimes and
rescue his thioe nephews, leam how o Use the

Caniral Pad before you start playing

1 Directional Button (D-Button)

« Press up or down to move the amow from ona
selection 1o another on the Stage Select screen.
+ Press left of right 1o move Donald

« Press up 1o get Donakd through & dooe.
+ Fress down 10 make Donald "duck ™

2 Bution 1

* A the Sioy sareans, press o stip 1 the Sags
Seloct screan

= At the Tike screen. press o se the Siage Seec
i

« Press © Continue FOmy the Slage Seec somen

* Press 1o ke Donald swing 3 Hamme or miow &
Frstas f he har sitver ane) It you press B 1
whils hoding The DHButicn up. Donaitd wil Brow
e Frabos i

3 Bution 2

« At the Siory scress. press o skip 1o The Siage
Seect st

* At the Tile streen, press 1o soe the Stge Seec
et

* Fress D corsinue fon the Suge Seisc wren

« Fress © make Dorait g [Denald can asack
teddies by jumpng on them, o)

« ress 10 as Dorald e go of a roe:
* Press repeatadly 1c kesp Danald aloat
Pause Button on the Power Base

+ Press [0 DaLse e Qame durng piary. and Ten
oSt icain » Corue

Getting Started

Rea the sbry sceses 10 ind out haw Magics De
Seeki s ihe Lucky Dimes ard capiured Fary,
Dewey ard Loue @ press Buttoe | r 219 s
the scraens ) At the Tite sereen, press Bultor 1o 2
agair o soe fhe Stage Seiect KCeen
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Betore you biegin each stage, ihe SIBIUS scraen
appears. This screen shows you the following
informaton

Stage number
31 The number of players left

Your score

‘When you ckiar 3 Stage, the Stage Claar screen
appears. The screen shows you the following
information

Stage number
#) Time Bonus it you samed any)

Your score

SCORE 0000800 PTS.

Donald! Hurry!

nephias and resiore the
here isn't & lot of time. Keep
your eye on the Time Bar at the bafiom of the
sorsen. Whan it’s blue, Donaid's doing OK. But
when it tums yellow, Donaid must hurry because
s00n it will lum red — and that means danger!

Time Bar

End of Game and Continue Game

¥ Donaid is hurl wice, runs out of time or falls 1o the
battom of the screen, you losa ane piayer. When you
lase all three players, the “"Continue?” sereen
appears. Il you wish 10 continue, press Bution 1 or

2 You can play the same siage of a different one
To end the game, press tha D-Button to move the
srrow to No and press Burton 1 or 2. The Game
Over screen appears.

Donald’s ltems

ems appaar when Donaid destroys ceriain baddies
He can get items by running over them of jumping
on them

1 Treasure Boxas: These aiso hold itema Break
them open!

Hammer: Donald starts: his quest with this
device

Frisbee: Donald can throw i and atiack baddies
form @ distance.

4 1Up: This gves you an extra player
% Keys These apen locked doors.

& Stars- Grab these 10 make Donald swing his
Hammer o throw his Frisbee faster. Picking up
five of these makes him temporanly invincible
(The diamand shapes that appear on the top leff
camer of the screen show you how many Stars
you have )

3

Small Gems (Yollow): These add 500 points 1o
your score

3 Large Gems (Blue). These add 1,000 points o
your score

Donald’'s Dangerous Adventures

To save his nephews and restore the Lucky Dimes,
Tonald journeys through six thiilling siages. In the
final stage, Donald contronis wicked Magica De Spel
in har creeoy castiel

i 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 sippery. o watch your step!




2/ The Great American Forest
Carefully loap across gushing walers — one faise:
siep and you're foor for the snapping wild fish!
Hop on green turties and jump on snakes! Get
reacy lor 8 wet and wikd irek!

3 The Andes Mountains
Ghub-hrowing shamans and enchanied pots
£ome your way — these lowening mauniains are
threatening! Racing down the sicep siopes wil
leave you breathiess. The air's thin bul you've
gt win!

4 The Tropical isles

Brave crazed tribesmen and statues thal spew
forth red-hot flames. in the dark. areary cave:
duoge fiying balls of fire and flapping bais. Be
BriTa careful when crossing pools of hot, bubbly
lava — if you irip. you're oast!

& The Pyramids

More shadowy bats and deadly scorpions greet
¥ou N 1he dry desert Koap jumping to escape
the siippery sand traps. In the pyramid. dead
mummies come alive and poisanous snakes Ikl
This ancient maze & ful of surprises

The South Pole

Brr! You're caught in & heavy snowsiorm! Siids
on chunks of ice and tackle wicious ice monsters
The snawmen in Ihe freezing caves aren't as
frigndly as they look! If you survive this chilling
slage. you're bound lor Magica's castie!

Magica's Castle

Stlelons in sifk hats and ncky poltergeists
Spooky mirtors and haunied portraits. They e all
out 1o get you! But you must go on! Magica's
chamber is just & step away!

Dime-Hunting Hints

+ Lsarn sow 3l fe diflarrt saddes move Wl be
tase o you i deteat tham

+ DonEict can mach high Dlsees by bouncng off
sasdes

+ Dosaicl Car ¥ Lse the Hammes o the Friskse whis
Saming.

+ Aamember when jou bsa e paer, 02 Al
ose any Keys o1 Sias you ave picked up

+ Dos'y waste eny timer § you fnish 3 Stage fast
eneugh, 1€ 08N § T Bomus.

Handling This Cartridge
Ths Canridge ' Intendsd axclisvaly fer the Segs
Sysien

For Proer Usage
Do rol immerse n water
3. Do nol berd!
3 D0 not subysst 1020y volent gt
4 Do mt exposs o orect skight
s Do rof cerege o disfgure
* Do rot pace nea ary hgh tnpeeture sourcel
* Do ot expese 0 Thimer, beszne, st !
When wet. iry campistey kefor ssng
When |t becomes 41y, caretuly wips © wih &
o doh doped © scany wakr
= Afier use, put it in it case.
Be sure 1 mbe an oocasonal Ficess duirg
exorded ply.
WIARNING: For sners of ompcion eemisors. St
DClures of inages Ty cause pamanen potir
tube damage @ mark phosprar of the CRAT Awoid
repealec or extendad Lse of vifes Javes on lage
Sorsme rcjection teexisiors



SCOREBOOK

SCOREBOOK
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