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CONGRATULATIONS!

You have just purchased DRAGON’S FURY,” a premium
quality TENGEN game for play on your Sega” Genesis." Get
ready for hours of exceptional entertainment at home!

To order othe.r:;'fgreat Tengen video game hits
with VISA or MasterCard, call toll-free:

'I-BDD--E-TEI\IEEI\I

(1 800-—283 6430)

INTRODUCTION

Dragon’s Fury is the ultimate video pinball game — and
more! It's so awesome, you'll feel like you're actually fiight-
Ing fantastic monsters and supernatural creatures. Play well,
practice hard, master all the secrets of Dragon’s Fury, and
you just might reach the final mystery stage!

GAME CONTROLS (Default settings)
Operates the left flipper

Starts game and
pause/unpause.

s / At

B Button: Opuah s the nght -side flipper and shooler.
A Button: “Shakes” the machine. Don’t overdo it or
you’ll cause the “TILT” warning to come up.

These are only the default settings. You can change
them to suit your particular style of play.




THE MAIN STAGE

The main stage is made up of three vertically scrolling fields:
top (which we’ll call 3F), middle (2F) and bottom (1F).

3F POCKET
(upper left)

SMALL BUBBLE
SORCERER

3F Tusk (left)

3F POCKET

(lower left)

SKELETON

KNIGHT

BUBBLE
ROULETTE

SMALL SKULL

DRAGON'’S GATE

LARGE DOOR

2F POCKET
(upper left)

2F POCKET
WALL

2F POCKET
(lower left)

3F POCKET
(upper right)

STAR

3F TuBe
(right)

3F POCKET
(lower right)

3F

(Tor FiELD)

CROWN OF
LARGE FACE

2F POCKET
(upper right)

LLARGE FACE

2F SMALL
SOLDIER

or

(MippLE FIELD)

DRAGON
DRAGON EGG
COCOON

STOPPER

TOWER
SKULL
TOWER INSECT

SKELETON
INSECT

SHOOTER

1k

(Bortom FieLD)



Scoring

SKELETON KNIGHT: 5,000 points when hit. When hit 4 times,
it’s destroyed and you win 10,000 points.

SMALL BusBLE: 100,000 points each. When one is
destroyed, bubble roulette becomes a stopper between
the 3F flippers.

BussLe RouLetTe: Each time it’s hit, it changes from blue to
pink to gray to blue to red to gray. When all three are:

e Blue: 1,000 points.

* Pink: Increase in bonus rate and 5,000 points.

e Gray: Increase in bonus base points and 1,000 points.
* Red: Extra ball and 10,000 points.

The Bubble roulette stopper returns to normal if the ball
leaves the main stage.

SORCERER: 1,000 points per hit; destroyed when hit twice
and worth 5,000 points plus increase in bonus tip. When
the ball enters a pocket in 3F, the sorcerer’s color changes.
There are 8 colors. During odd-numbered colors, the
bonus base points increase if all are destroyed.

SMALL SKuL: 2,000 points when destroyed. Skulls affect
the rotation of the star. When the star stops, the roulette
also stops. When the ball enters the pocket that the
arrow is pointing, you'll enter that Bonus Stage.

3F PoCKET (upper left): Normal condition is worth 1,000
points and an increase in bonus base points. Color of
ghost also changes. While the arrow is lit, you get
10,000 points and enter Bonus Stage 3.

3F PocKET (upper right): Same as upper left pocket except
you enter Bonus Stage 2.

3F Pocker (lower left): Same except you enter Bonus Stage 1.

3F Pocker (lower right): Same except you enter Bonus Stage 5.

3F RiGHT AND LEFT TuBgs: 5,000 points while arrow is lit.
You'll enter a randomly assigned bonus stage.

3F DRAGON’S GATE: 5,000 points while arrow is lit. Go to
Bonus Stage 4 when the ball enters the mouth.



LARGE FACE: 300 points when hit. The face changes when
the ball enters the upper right or lower left pockets of 2F.
When the face is hit 6 times, it becomes a dragon and
the mouth opens. If the ball enters the mouth, you'll
earn 10,000 points and go to Bonus Stage 6.

CROWN OF LARGE FACE: When the ball enters the upper
portion of the crown, you earn 3,300 points.

2F Pocker WALL (upper left): 5,000 points when hit.
When hit 4 times, it is completely destroyed and 20,000
points are awarded.

2F Pocker (upper left): When entered, 100,000 points are
added and bonus calculated. After calculation, bonus
lip, rate and base points are cleared and you'll proceed
to a randomly chosen bonus stage. The wall returns
after the ball exits the pocket.

2F Pockers (lower left and upper right): When entered
the first time, 1,000 points are added, and the face does
not change. Each additional time they’re entered adds
8,000 points.

2F SMALL SOLDIER: 3,000 points when hit once, 5,000
points when hit twice, which destroys it and 1 is added
to the bonus tip. When all soldiers on the left or right
are destroyed, you win 20,000 points. There are 4 stages
of color changes: gray, blue, pink and red. The bonus
rate increases by 1 if all blue soldiers are destroyed.

LARGE DooR: 5,000 points when hit. When hit 4 times, it’s
destroyed and you carn 50,000 points. Door reappears
after you return from a bonus stage.

SKELETON INSECT: Worth 4,000 points if it’s hit between the
cocoon and wall; 10,000 points if it’s in the exit chute.

Cocoon: 1,000 points per hit. Destroyed when hit 10 times,
which awards 20,000 points and adds 1 to your bonus
multiplier.



CATERPILLARS: Six come out of the remnants of the cocoon.
1,000 points per caterpillar hit, 50,000 points if all are
hit. Caterpillars that are hit turn into flies. You get 2,000
points per fly hit, 100,000 if all are destroyed.

DRAGON EGG: 1,000 points and adds 1 to the bonus tip for
each destroyed. A baby dragon appears from the ruined
egg. These are worth 1,000 points each. If all six eggs
are destroyed, you get an additional 20,000 points and
the mouth of the skull opens.

DRAGON: 5,000 points plus an increase in bonus base
points for each hit. When hit 8 times, 10,000 is added
and the mouth opens. If the ball enters the mouth, you
carn 10,000 points and enter Bonus Stage

Skurr: If the ball enters the open mouth, your bonus is cal-
culated (although your bonus tip, rate and base points
are not cleared until they’ve reached their maximum).
The mouth closes if you leave the main stage.

EvepaLL oF SkuiL: 4,000 points plus increase in bonus base
points when hit.

Tower: Each time the ball passes through while the arrow
is lit, a stopper appears between the 1F flippers, and
10,000 points are added. Each time the ball passes
through after this, you earn 5,000 points. After the
stopper appears and the ball goes through the tower 5
times, the tower turns red. Enter the tower at this time
o enter Bonus Stage 5.

STorPPER: You lose it when the ball leaves the main stage.

ToweRr INSECT: 1,000 points when hit. It’s destroyed when
hit twice; you earn 5,000 points and add 1 to the bonus
tip. 20,000 points when all insects are destroyed.




ENTRANCES TO BONUS STAGES

e 3F upper left pocket: Stage 3
e 3F left tube: random stage

* 3F lower left pocket: Stage 1
e 3F dragon’s gate: Stage 4

* 3F upper right pocket: Stage 2

* 3F right tube: random

* 3F lower right pocket: Stage 5
 2F upper left pocket: random
 2F upper right pocket: random
* 2F large face: Stage 6

e |F dragon: Stage 1

e |F tower: Stage 5

BONUS STAGE SCORES

STAGE 1
clear 1,000,000
dragon hit 5,000
destroyed 200,000
flame 5,000
hole (eyeball) 1,000
STAGE 2
clear 1,000,000
pot hit 5,000
destroyed 45,000
bat 2,000
hole 1,000
STAGE 3
clear 2,500,000
sorcerer hit 10,000

destroyed 100,000
ring (sorcerer)

hit 1,000

destroyed 100,000

boss hit 10,000
partially destroyed 150,000
ring hit 2,000
destroyed 20,000

hole 1,000

STAGE 4

clear 2,000,000
large skull  hit 10,000
small skull  hit 5,000
hole 1,000
STAGE 5 |

clear 5,000,000
door hit 5,000

destroyed 45,000
(ire breather

hit 5,000
lamp light 10,000
upper hole 2,000
lower hole 1,000
STAGE 6
clear 4,000,000
face hit 20,000

destroyed 200,000
snake hit 10,000

destroyed 100,000
flame 5,000
cold air 5,000
hole (eyeball) 2,000




HINTS

1. 2,000,000 points if ball enters the head of the large face
on the first try (with a score of 0).

2. 2,000,000 points and all sorcerers destroyed if the large
star stops at six o’clock (pointing down).

3. 100,000,000 points if all of the following occur: bonus tip
18 60 10 69, bonus multiple of 9, large face is a dragon.

4. Il the ball passes through the tower 10 times (not neces-
sarily consecutively), and there is one insect left on the
tower, the ball turns pink and for 1 minute all points are
multiplied by five!

5. Il the ball enters the head of the large face when the
lace’s color is pale and one soldier on the left and right side
of 21 remains, the ball turns red and all points are multi-
plied by six for one minute!

0. Il the ball destroys a baby dragon while it’s in the middle
ol the shooter, you'll win another ball!

/. I you're on you last ball and you have less than 500,000
points, pockels appear in 3 places above the 1F flipper.
When the ball enters a pocket, you'll scroll to 3F and the
ball emerges from the middle of the large star in 3F. At this
time, the bubble roulette becomes a stopper.

8. When you clear all six bonus stages perfectly, the ball
turns blue, and for one minute, all points are multiplied by
four! You will also earn 50,000,000 points and an extra ball.

PASSWORDS

BGMOFFMODE  Eliminates background music (BGM)
TECHNOSOFT 2,000,000 points, game starts with 10 balls
LUCKYLUCKY 77,700 points, game starts with 7 balls
0000000000 0 points, you get one ball

TIMETRIALO 3-minute time trial game

TIMETRIALT 3-minute time trial game (without BGM)




HANDLING THE SEGA" GENESIS" CARTRIDGE

* The Sega Genesis Cartridge is intended exclusively for the Sega Genesis System.
* o not bend, crush or submerge in liquids.
* Do not leave in direct sunlight or near a radiator or other source of heat.

* o not leave game paused for a long period of time as the image may “burn” into the TV screen.

TENGEN 90-DAY LIMITED WARRANTY

TENGEN warrants to the original purchaser of this software product that the medium on which this computer
program is recorded s free from defects in material and workmanship for a period of ninety (90) days from
date of purchase. TENGEN agrees to either repair or replace al its oplion, free of charge, any TENGEN soft-
ware producl. Before any returns are accepted you must call our warranty department
(408/473-9400) for a return authorization number. You rmay then return the product postage paid,
together with the return authorization number, sales slip or similar proof of purchase.

THIS WARRANTY IS NOT APPLICABLE TO NORMAL WEAR AND TEAR. THIS WARRANTY SHALL NOT BE
APPLICABLE IF A DEFECT ARISES OUT OF ABUSE, UNREASONABLE USE, MISTREATMENT OR
NEGLECT OF THE SOFTWARE PRODUCT. THIS WARRANTY 15 IN LIEU OF ALL OTHER WARRANTIES,
WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES OF MER-
CHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE ARE HEREBY EXCLUDED. THIS WARRAN-
1Y IS LIMITED TO THE 90 DAY PERIOD DESCRIBED ABOVE AND IN NO EVENT SHALL TENGEN BE
LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY
EXPRESS OR IMPLIED WARRANTIES RELATING TO THE SOF TWARE PRODUCT.

[he provisions of this warranty are valid in the United States only. Some states do not allow limitations on
how long an implied warranty lasts or exclusion of consequential or incidental damages, so the above limi-
ations and exclusion may not apply to you. This warranty gives you specific legal rights, and you may also
have other rights which vary from state o state

Address all correspondence to:
TENGEN Inc., Warranty Department, ') Box 360782, Milpitas, CA 95036-0782

REPAIRS AFTER EXPIRATION OF WARRANTY: If your game cartridge develops problems
after the 90-day warranty period, you may contact Tengen at 1-408-473-9400. If the Tengen customer ser-
vice technician is unable to solve the problem by phone, they will provide you with @ RETURN MATERIAL
AUTHORIZATION number (RMA). Write this number on the outside of the package used to return your
defective game cartridge to Tengen. Return the defective game cartridge, freight prepaid, to Tengen at the
address below. Enclose a check or money order for $12.00, payable to “Tengen.” Tengen will, at its option,
subject to the conditions above, repair the cartridge or replace it with a new or repaired cartridge. If replace-
ment cartridges are not available, the defective cartridge will be returned and the $12.00 payment refunded.

TENGEN Inc., 675 Sycamore Drive, Attn: Customer Service, Milpitas, CA 95035-0782

TO ORDER OTHER GREAT GAMES FROM TENGEN

CALL: 1-800-2-TENGEN (1-800-283-6436)

DRAGON’S FURY: TM and @1992 Tengen, Inc. All rights reserved. ©1992 Technosoft. ©1990 naxat Soft/Rep.
“SEGA” and “GENESIS" are trademarks of Sega Enterprises, Ltd.

In the interest of product improvement, specifications and design are subject to change without prior notice.
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PROBLEMS or QUESTIONS?
‘) We recommend that you read
» this instruction booklet to learn
and master the operation of
this game. Should you have any further
problems or questions about playing this
game or any of Tengen’s games, please
call a Tengen game counselor al
(408) 433-3999 Monday through Friday
from 8:30AM- 6:00rM Pacific Time.

ARCADE HITS THAT HIT HOME
675 Sycamore Drive ® Milpitas, CA 95035

"Sega” and "Genesis” are trindemarks of Sega tnlerprises, Lid
DRAGON'S FURY: TM & @1992 Tengen, Inc. All rights reserved
@199 Technosol 1990 naxat SO/wED
This game s manulactured Tor play on the
SEGA™ GENESIS™ SYSTEM. Printed in U 5.A




