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Purpose Of This Text File: Small Helpful Strategy Guide 

For: Castlevania
Video Game Systems: NES, PC, and other platforms already listed on this web page: http://www.vgmuseum.com/mrp/screen-cv1.htm
One of the little known facts about the “Castlevania” games is that, besides just all-out attacking the games’ enemies and bosses with Simon’s famed family whip, you can actually use certain sub-weapons, like the axe or the boomerang, to more effectively clear away enemies and enemy clusters; in these certain cases, you can make a particularly annoying stage area of a feels-impossible-boss-battle an almost effortless exercise.

For Castlevania, like the other series’ titles that share its formula, you can experiment for yourself and perhaps carve out your own strategies, but the game showcases silently-recommended procedures that are so obvious that the developers seem to beg you to use the following tactics—to make the battles easier and to thus have more fun in defeating the many members of Dracula’s army.

Now, not counting the stopwatch and the holy water (since both are pretty much obvious in their overpowering effectiveness, which I’m trying to counter with alternate means or, in most cases, even more potent finishing power), there are four main procedures, all of which I’ve countless times tested beforehand:

(1) The Mummies: The undead duo is actually weak against the boomerang, since all it takes is just one hit to kill them off—that’s if, of course, the duo is close together and the boomerang is thrown far enough across the screen.

(2) Skeledragons:  They, too, are particularly weak against the boomerang, since a kill can be scored with at least one hit (assuming the boomerang catches the dragon’s head while it’s dangling at your level).

(3) Skeledragons: Yes—them again. They’re also weak against the axe when it’s thrown from a half-block distance and when their heads are positioned at your level, in which case a single skeledragon can be taken out in at least two hits.

(4) Axe Knights: These heavily armored knights are weak against the axe, which can take them out in at least two hits if the axe-strike hits just past the knights’ shields.

In case confirmation is needed about these “weaknesses,” head on over to the very place that I had found out about them: http://www.gamefaqs.com/. In the meantime, should any of you know about alternate enemy and boss weaknesses, you can report them to this site’s owner, Mr. P, who will then tell me. Finally, for a little more help, here are some screenshot examples to complement the descriptions; they go from left to right in the listed order.
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