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WARNING: READ BEFORE USING YOUR SEGA
VIDEO GAME SYSTEM.
A VERY SMALL PERCENTAGE OF INDIVIDUALS MAY EXPERIENCE
EPILEPTIC SEIZURES WHEN EXPOSED TO CERTAIN LIGHT PATIERNS
OR FLASHING LIGHTS. EXPOSURE TO CERTAIN PATIERNS OR BACKGROUNDS ON A TELEVISION SCREEN OR WHILE PLAYING VIDEO
GAMES MAY INDUCE AN EPILEPTIC SEIZURE IN THESE INDIVIDUALS.
CERTAIN CONDITIONS MAY INDUCE PREVIOUSLY UNDETECTED
EPILEPTIC SYMPTOMS EVEN IN PERSONS WHO HAVE NO HISTORY
OF PRIOR SEIZURES OR EPILEPSY. IF YOU , OR ANYONE IN YOUR
FAMILY, HAS AN EPILEPTIC CONDITION, CONSULT YOUR PHYSICIAN
PRIOR TO PLAYING. IF YOU EXPERIENCE ANY OF THE FOLLOWING
SYMPTOMS WHILE PLAYING A VIDEO GAME - DIZZINESS, ALTERED
VISION , EYE OR MUSCLE TWITCHES, LOSS OF AWARENESS, DISORIENTATION, ANY INVOLUNTARY MOVEMENT, OR CONVULSIONS IMMEDIATELY DISCONTINUE USE AND CONSULT YOUR PHYSICIAN
BEFORE RESUMING PLAY.

This official seal is your assurance that this
product meets the highest quality standards
of SEGNM. Buy games and accessories with
this seal to be sure that they are compatible
with SEGA CDTM SYSTEM.

HANDLING YOUR SEGA CD DISC
o
o
o
o
o

The SEGA CD DISC is intended for use exclusively with the
Sega CDTM System.
Do not bend it, crush it, or submerge it in liquids.
Do not leave it in direct sunlight or near a radiator or other
sources of heat.
Be sure to tale an occasional recess during extended play, to rest
yourself and the Sega CD Disc.
KEEP YOUR SEGA CD DISC CLEAN. Always hold by the edges,
and keep in its case when not in use. Clean with a lint-free, soft
cloth-wiping in straight lines from center to edge. Never use
solvents or abrasive cleaners.

SEGACD

Object of the Game
You, Dirk the Daring, are on a quest to rescue the Fair
Princess Daphne who has been kidnapped and is being held
captive by Singe the Evil dragon. To do this you must
survive a perilous journey and defeat all your adversaries.
Make your way through the castle and caverns below by
using the controller to move and the "B" button to wield
your sword. Beware of your foes , as they are numerous!
You must use your wit and reflexes to avoid the obstacles of
each scene. These rooms will require many attempts to
master. In general, flashing items will either indicated danger
(when on a creature) or the direction to move (when on an
object). Remember: The timing of
your moves is critical. Don't act
too early or too late, or your
quest may end abruptly.

WARNING TO OWNERS OF PROJECTION TELEVISIONS: STILL PICTURES OR
IMAGES MAY CAUSE PERMANENT PICTURE-TUBE DAMAGE OR MARK THE PHOSPHOR OF THE CRT. AVOID REPEATED OR EXTENDED USE OF VIDEO GAMES ON
LARGE-SCREEN PROJECTION TELEVISIONS.
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Starting the Game

Playing Dragon's Lair

After the CD has been inserted and the "Start" button has
been pressed, the demo mode will automatically begin. To
start playing the game, simply press the ," Start" button.
You will know the game has started when you see Dirk
walking across a drawbridge in front of the castle. The
bridge has a hole in it and several purple tentacles will
appear. As the tentacles begin to move towards Dirk, press
the "B" button once. Dirk will draw his sword and slash
the tentacles. Next press the UP direction and Dirk will
climb back through the hole and run into the castle.

You do not control all of Dirk's actions, rather you control
his reactions to the events that happen around him. As you
watch the animation, you must decide in which direction
Dirk should move on the screen and when.
To finish a scene successfully you must make a move or
press the fire button when Dirk is in danger. Timing is
very critical and often you may m ake the correct move but
at the wrong time. Also, many scenes require more than
one move. If you are having trouble, watch the animation
carefully and move Dirk in the safest direction or if no
direction is safe press the fire button to use Dirk's sword.

•
Controls
The "Start" button will begin the game and once the game
has begun, the "Start" button can be used to pause the
scene. Dirk's sword is controlled by the "B" button on
your control pad. The directions you will need are UP
(top arrow), DOWN (bottom button), LEFT (left side
button) and RIGHT (right side button).
D fDirectionaQ Button

Start ButIon

If you're sure you have made the correct move, make the
move a little sooner or a little later. Don't be surprised iI
Dirk doesn't move immediately after you have made a
move. You must wait for the animation to finish and if you
made the correct move(s) you will continue on the next
scene.
The game will end if you lose all of your lives or when you
reach the Dragon's Lair and defeat the Dragon himself
There you find Princess Daphne who is very happy to be
rescued ...
When you lose all your lives, you can restart at the current
group of sceens, by pressing the "START" button before
the count down reaches zero if start isn't pressed the demo
sequence will begin .

.\'-'>,.,....,...- Button C
\ ~Y:?""---t-- Button 8
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Pool of Water

Note: Scenes will not necessarily appear in the following order.

Dirk approaches the small pool of water. The floor and
ceiling start to crumble. Dirk sho~d follow the stone path
and roll to avoid the daggers cormng out of the wall. Jump
into the pool and avoid the water snakes. ~~ce out o~ the
pool, beware of the crumbling flo?:s an~ ceIlIngs. A bIg,
hairy spider will drop from the ceiling DIrk should chop the
spider and run out the door.

Drawbridge
Dirk will walk across the bridge and fall through a hole.
Several purple tentacles will appear. As the tentacles begin
to move towards Dirk, press the fire button once. Dirk will
draw and swing his sword. Halfway through the swing,
press up on the controller once, Dirk will put his sword
away, climb onto the bridge and run into the casde.

Bubbling Ooze in Kettle
Mter Dirk enters the room, bubbling, green ooze will start
to pour out of the ketde. Dirk n:ust chop th.e ooze monster
in half just before it tries to eat hIm. Then Duk must face
the Smoke Monster that comes out of the ketde. One
quick slash will kill him.

End of 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 to
his left begins to crumble away. Dirk must move right to
exit out the remaining door as the floor falls away and the
roof comes in.

Tentacles from Ceiling
As Dirk enters the room, a green tentacle will slither out of
the ceiling. Dirk must chop the tentacle in half Various
objects will flash in the room and Dirk must move in the
direction of the flashing objects.

Snake Room

The Goons
Emerging in a stairwell, Dirk is attacke~ by small, purple .
goons . He can kill the first but must climb the stam and kill
two more goons before exiting.

Sliding Stairs
Dirk starts down the stairs, they
become slippery and Dirk must
keep from sliding into the pit.
Purple tentacles come out of the
pit at the bottom of the stairs. Dirk must slash an~. then ,
avoid the tentacles. A chain hanging from the ceilmg won t
help him. Go to the hole and exit.

Snakes slither out of the ceiling and walls. Dirk must chop
the snakes. A skeleton head drops from the ceiling and
flashes. Pull the skull and exit through the ceiling.
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·' The Smithy '

Haunted Hallway

Dirk enters th'e forge roQm and is attacked by a magic, flying
sword. A flying mace will also come at him and as he jumps
to the forge, the stone statue comes to life. Dirk m ust parry
the sword and jump to avoid a bouncing anvil and a
glowing sword before he can exit the room.

Giant Spinning Batons
As Dirk approaches these , he must pick the right moment to
try and run through them. Once Dirk is past them, he is
confronted by a Cloaked Spectre. Jump towards him and
then he must use his sword to defeat him. Avoid the
growing vines on the side of the pathway.

I

As the wall closes up around Dirk, the door ahead of him
will flash. Dirk must jump towards the flashing door.

Bats

Metallic Flying Horse

As Dirk walks down the stairs, bats will try to attack him as
the section ahead crumbles away. Dirk must avoid the bats
by jumping across the hole. Dirk must elude the final giant
bat.

Dirk finds a room with a metal horse sitting in its center.
Reaching up for the gem on the horse's head, Dirk sits in
the saddle and awakens the sleeping mount. The horse flies
up and carries the knight straight towards the fire, pillars and
a wall which Dirk must avoid.

As Dirk enters the room the Black Knight will materialize .
The Knight will bang his sword against the floor causing
electricity to flow along the checkered tiles, but don't be
shocked. Dirk must jump to the tiles around him that are
not covered by electricity. Once past this, Dirk must defeat
the Knight and exit the room.
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Large Wooden Platforms
As Dirk walks along a wooden platform suspended high up
along the castle's dark interior, the wood planks begin to
crumble away. He must jump to the remaining section of
the platform and then climb the rope back into the castle
spIre.

Closing Wall

Checkered Floor Knigh t

Dirk is attacked by clattering skulls
that come out of the wall and a
giant skeleton claw. Black ooze
pours out from the doors on both
sides as a second skeleton claw
approaches Dirk again. More black ooze slimes out of the
walls and must be avoided. Dirk should jump out the door
into the crypt where he is attacked by skeleton ghosts that he
can kill in one slash.

The Lizard King

)

Dirk is confronted by a large,
walking lizard, dressed in royal
robes. As Dirk draws his sword to
battle the Lizard King, a pot of
gold comes flying past and takes
the knight's sword with it. Dirk must follow the pot in
order to retrieve his sword and battle the lizard.

7

Drink Me

Phantom K night

As Dirk walks into the room, a sign on the north ';7\Tal will .
flash. Shordy after the door will flash. Dirk should~ not;. _ '
drink the potion, he should exit the room.
,'\

Dli:k r:lust avoid the charging knight, while also avoiding
the giant thorns pushing up through the earth. Dirk should
jump into the small cave to finally escape.

Checkerboard Corridor

Rolling Balls

The floor beneath Dirk's feet starts to flash and the
checkerboard sections begin to fall away. Dirk must jump
to the parts of the floor that remain and then out one of the.
doors.

Mter Dirk enters the room, a large, black ball will appear
rolling up from behind him. Ahead of Dirk, down the
tUiUlel, smaller balls are rolling up and down the walls . Dirk
must wait for a smaller ball to roll by before moving away
from the larger, black ball.

I.,

Metallic Ball

.Tft.(! Round Cage

As Dirk approaches the ball, his helmet and sword are drawn
away from him by the electricity. The pulsating electricity .
then starts to cover the floor and Dirk must jump to the safe
parts to end up sitting in the throne. The throne revolves
into another part of the casde, but the electricity follows.
Dirk must again dodge the electricity.

The case of the cage surrounds Dirk and starts to glow.
Dirk must jump through the crashing doors and follow the
stairs up to cross a bridge. To cross this bridge though, Dirk
must evade the gushing geyser shooting up through the
bridge.

Whirlpools! Rapids
RAPIDS : Dirk must paddle into the safe current in the
rapids and then straight into the tunnel at the end of the
channel.
WHIRLPOOLS: As Dirk approaches a whirlpool, he must
paddle around the swirling water. Dirk must be sure to grab
the chain as the boat smashes and swing out the door.
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Lava Field of the Mudmen
Dirk walks across a field oflava and is attacked by the
Mudmen who live there. Realizing his sword would be
useless, Dirk must jump over several geysers, avoid the
Mudmen and run along a stone bridge before finally
escaping through a hole in a cavern wall.
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The Dragon's Lair
Dirk is now inside the Dragon's Lai~! : But bie~£it Sfnge
the Dragon is asleep and should not be ' awakened.
Throughout the room there are balancing dishes and some
of them are about to fall. If a column of balancing dishes
flashes, Dirk should catch it, otherwise move away from
the dishes. Eventually, the princess will tell Dirk what he
should do. Listen carefully and follow her instructions.
Singe the Dragon is awake and he knows where you're
hiding. As Singe reaches around the column to grab Dirk,
Dirk must duck and run away. Singe will swing his tail
trying to flatten Dirk; Dirk must dodge the tail. Dirk
should then pull the magic sword out of the large gem.
Singe turns around exposing his soft belly, Dirk can now
kill the Dragon and save the princess!

Copyright
'Dragon's Lair' is a registered trademark of Bluth Group,
Ltd. - ©1993. Character Design © 1983 Don Bluth; ©1993
all audio, visual and concept - used under the exclusive
license of Epicenter Interactive Inc. Programming ©1993
ReadySoft Incorporated. ALL RIGHTS RESERVED.

Disclaimer
Although ReadySoft Incorporated believes this program
performs the functions described in this guide, the program
is provided "as is" without performance warranties of any
kind, either expressed or implied, including, but not limited
to, the implied warranties of merchantability and fitness for a
particular purpose. The entire risk as to the quality and
performance of this program is with you.

Limited Warranty
ReadySoft Incorporated warrants the CD from
manufacturing defects for a period of 90 days from the date
of purchase. Should the CD fail in the course of normal use
within this 90 day period, ReadySoft will replace the CD. It
is the responsibility of the purchaser to bear the cost of
shipping these items to ReadySoft and to' provide proof of
purchase verifying the purchase is within the 90 day
warranty period.
To receive warranty service contact ReadySoft at:
(905) 731-4175
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Items Beyond Warranty
If the CD(s) fail beyond the warranty period, CD's will be
replaced for $20 U.S . (including shipping). When sending
goods back to ReadySoft for repair £i·om outside Canada,
please mark the outside of the package "Defective
Canadian goods being returned for repair".

.

Software Registration/Warranty Card
By completing the fo llowing and mailing this card to ReadySoft Incorporated, you
become a registered owner of this program. To receive technical support, product
updates and new product information, mail this card to ReadySoft Incorporated today.
Name: _________________________________________
Address: _______________________________________
City: ____________________________

State: _____________

Country: _____________________

ZIP

Purchased from: ___________________ Date: _____________
Which computer magazine(s) do you read? _____________________

Where did you first hear about this program? ____________
Comments: _____________________________________
What other Home Entertainment System(s) do you own?

p

o Amiga 0
o NEO·GEO

Duo 0 Gameboy 0 Game Gear 0 IBM or compalible
0 Nintendo 0 Super NES 0 300

0 Jaguar 0 Lynx

0 Macinlosh

C What kind of games do you play most often?

o Fantasy Action 0 Fantasy Role Playing 0 Fighting Machines
o Super Heros and Cartoons 0 Puzzles!Slralegy 0 Sports
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Age Group: 0 under 12

0 13-17 0 18-25

0 Fighting Adventure

0 Futuristic

0 26-40 0 40 & over

PATENT: US #'s 4,442,486/4,454,594/4,462,076/4,026,555; EUROPE # 80244;
CANADA #'s 1,183 ,276/1,082,351; HONG KONG # 88-4302;
GERMANY # 2,609,826; SINGAPORE # 88-155; U.K. # 1,535,999;
FRANCE # 1,607,029; JAPAN #'s 1,632,396/82-205605(PENDING) .

