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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION
AND PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE
USING YOUR NINTENDO" SYSTEM, GAME PAK OR ACCESSORY.

Thi,s seal is your assurance that
Nintendo has reviewed this product
and that it has met our standards
Jor excellence in worlkkmanship,
reliability and entertainment value.
Always look for this seal when
buying games and accessories to
ensure complete compatibility

with your Nintendo product.

Original
(Nilﬂl-!!'llhl)

Seal of
Quality

Thank you for selecting the Donkey Kong™é64 Game Pak for
the Nintendo ® 64 System.

Please read this instruction booklet thoroughly to ensure maximum
enjoyment of your new game. Keep this instruction booklet and warranty
information in a safe place for future reference.

Dﬂ DOLBY This Game Pak has been encoded with Dolby Surround*. If your television or stereo
SURROUND  Sound system is equipped with a Dolby Surround decoder, and you have centre, lefi,
Dolby and the doukie Dsymici are  N1QNE @Nd rear channels connected to speakers, you will experience the excitement of
Fidemalks of Doby Laboiotes  myiltichannel surround sound
“Trademark of Dolby Laboratories.

©1999 Nintendo. Game by Rare. Rareware Logo is a trademark of Rare.
"™, @ and the “"N" Logo are trademarks of Nintendo Co.,Ltd. All rights reserved.
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urning the Control Deck power ON, do not move the Control Stick from its
 posifion on the controller

e,

If the Control Stick is held at an angled position (as
shown in the picture on the left) when the power is
turned ON, this posifion will be set as neutral. This

will cause games using the Control Stick fo operate
incorrectly.

To reset the neutral position once the game hs
started, let go of the Control Stick so it can refurn fo
its centre posifion (as shown in the picture on fhe
left) then press START while holding the L and R
Buttons.

ﬁ p
el Stick is o precision lmlrunfant-—riike sure not fo spill liquids or place
ei objecis info it

Holding the Controller

While playing Donkey Kong 64, we recommend ye
use the hand posifions shown at lefi. By holding
% controller like this, you can operate the Con -. j,-_ T
(8| freely with your lgft thumb. Using your

you can easily of

Connecting the Controller

Four players can play this gome. Connedt each |
player's controller fo the appropriate controller |
socket on the front of the Control Deck. Beginning |
on the left, the sockets are for Player 1, Player 2,
Player 3 and Player 4. You cannot start a game if
the first controller socket is empty.

If you change the connection during the game, you %5+
will need fo either press RESET or turn the power OFF ta mgie

You must use two, three or four controllers fo tha
or four-player game modes. \ T

N64 Rumble Pak™

This game is compatible with the Rumhle Puk“' (CCessor
sure fo read the Rumble Pak accessopistructi
the (nlml -._
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B one’s worse than all the previous efforts put logether! |

| | . [ . 1 | .
know you probably aren’t expecting o best seller, but wail

Hmm. . well | have 1o |

fill vou hear this load of rubbish..
a yoice fo his left.
e immediate response from the other side.

lik# o good idea at the time, but now the Klaptrap turning the wheel wasn’t so
le wm'e getting tired, and those two incompetent fools didn't have a clue where

E" o, |

ing crunch of metal against rock, the King’s pride and joy came fo o

mckmg all three off their feet. The tough litle Klaptrap was up first, dashing
fathe broken bridge wmduw to'see what those goons had hit.

i Yol ]“éﬂ‘d@“’ to'be in 5000 mUthﬂnubh 3§ h.lnmked gleefully.

_ Bui;’fhd ppirwerll 1 ihe nniy ontes in trouble. Deep within the gloomy bowels of his laest
' treation/a futious King K. Runl sat on his throne, glaring down at the quaking generals of his

vast E:am}tng army.. 4. _
Weﬂf:;m s'llll wmm for an answer.

Fl il i

His plan couldn’t fail this time, or so he had thought. But like so many fimes inée post, I'c
underestimated just how useless his scaly minions could be. It had taken years o buildfbdg
his mighty island stronghold lay immobile off the coast of its very first targe -
Perhaps all was not lost, though...

“Power up the Blast-o-Matic. Target is Kong Isle. Fire when ready!”

Instead of a deafening explosion, there came only® pathetic whimper.

“I'm so v-very sorry your m-majesty, but I'm af

the Blast-o-Matic isn't -'“‘
yet..." F=

K. Rool turned fo face the white-coated fechnicia
to cry.

“It's just not fair..." he sobbed. “I really thought |
Klump waddled over and put a consoling arm around hi

“Don’t get all upset now, your excellency. We'll go andl caplu
we'll steal their Golden Bananas as usual so that if o

em Iheylllmt _

| 'I:‘ 3 T .. b
As King K. Rool watched his generals leave, he wiped away Hutodlle fears and be *i;' __:i
laugh. His little play acting hod worked, and now those Kog F.ﬂd soon be history. He g h ey U
down at his bemused fechnician. 8 % gy

“Well, what are you waiting for? Get the Biustu-Mutit
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Now then E omlyour quarter into the sot and... e, sorry, wrong game. Affe pressing _f' We've had Donkey, Diddy, Dixie and Kiddy in the past. | wonder if any of those has

JJART, ye eseited vith the Selection Page. Use the Control Stick to select between the & have ot the guts fo risk their flea-bitfen necks again for a new ndvenﬂn, Le
ﬂpa lm" sssihe A Button fo select one. see who's in rhrs one than eh? -

Donkey Kong

About time that lazy good-for- nollmlq
again. He's the leader of this mangy b
that he hos le@irned o whole new lumdl ean,
reptile-stom g"’ oves. | doubt .,_;j‘_;-‘ oy will
any better Ilvn 5. old ones, hm 'n -

) in'u new game or continue one in progress. The Game Slot Selection
me slofs and an erase option. Choose a slot by pressing the A Button, and
1l game will appear. Press the A Button once more to begin fhe gume.

L

’.; il cah fedect en size and activate the story skip from here. Use left and right on the
1 Caniral Stick 1@ een the options and up and down to change their status.

Diddy Kong
Donkey’s little nephew wannabe. He's quick, nimble and kg
but sfill a bit of a lightweight when compared to my fine}

He's also got this new-fangled thing he calls a Jetharrel, B

¥ A s -:1 i\ :* -E,}f | like nothing more than a lot of hot air fo me.

L Thi r | be _: ilable until you rescue at least one banana fairy. The features in here will
| Nave hb sarfied a5 you progress through the game. Use left and right on the Control Stick to
efvigen the gro ups and up and down to _d!onie one of the various options within the
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| thought this was Dixie K

Dixies younger sister. Bah }i . ; s
ANy % You'll pmhl:iy recognize [} f

P ¢ 4 A% ie:hm GM an. nisn fi m size
:-3.- — .::-:: ’ | :Ir '

appears once the first mmﬂ Other features become available

hithe game. Use left u the Control Stick to move between the
?Eptmns within the groups.

mnlaﬂnﬂ'!s ml fo ms]unﬂzeﬂthe uud:u seffings. Use left and right on the Control Stick to move
be]'waali Ihyﬁiﬂﬂns :md L(p and down to change théislatus.




ng clan and the joker of

lué whom he’s related
solpe distant cousin or something.
ms give him plenty of

sure he'll be too busy clowning

Chunky Kong

Let me guess, this one’s the big guy?
Sheesh, | don't know how they come
up with these names. Anyway, he’s
Kiddy's older brother and lists crushing

smashing and pounding Kremlings as

his hobbies. Hey, perhaps there is o

- _glimmer of hope for these bums after

all. | bet he's really slow though.

4

You'll find the services of these unsung heroes invaluable os you trudge w o hig-
quest. I'd now like to infroduce you fo the most important character in the g ..l,::.;-:"' wgl
frusty assistants who have minor roles, too. Just remember that we nghrfllnv
expertise fo be rewarded, so do collect a good haul of Banana Bunch Coins be ,
think about disturbing me, won't you? e "

Professor Cranky Kong
Yep, you read it right, sonny! If's Professor Cranky naw,

', dmphles M}' pwarﬁll h I ,

respect, as I'm your only hope in defeating those re
you abilities you've never dreamed of and certainly don deserve, assuming ofs
afford my modest asking fee. Now don't you go asking me fur a pollun of Jamé
my genius can’t rescue this game from its rightful desting i the bargain bin.

Funky Kong

Lazy, rude and loud he may be, but Funky the munl:e“
gonna need to blast your way through the collection nf
warned though, as Funky's comprehensive guarantee on
leave his hut.

Candy Kong

That darn Donkey has all the luck! His girl Candy waits arc Lt; i he
her musical help to that undeserving son of mine and his fang ¥ poh

ulwuy's m'!

frrendi Fﬂl

Wrinkly Kong

She may not be quite the same as you remember her frum p %
natured wife will again be around to help you if you ge! stuck
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King K. Rool

5. While K. Rool may have ditched his

e . ridiculous disguises, his intentions are
e = £ osevil os ever. Fortunately, o

o & combination of his own incompetence

. and useless minions have allowed us
fo defeat him in the past. But the
future of Kong Isle rests in the ability
of Donkey and his new buddiesto
prevent the croc’s latest effort. | could
defeat him single-handedly of course,
but then you wouldn't have o game
o ploy would you?

Troff n’ Scoff

Troff’s a pig, Scoff's o hippo, and &
7 both are big, slow and useless. ,i
“Su sit in their nice, cozy room and wait
~ 1o be fed enough bananas to suhsh
their alarming appetifes. Once fed, %
they're supposed to'fiélp you> But %

wasting my preciou
you what they did.

| Chunky, huiuhul :5. I(remhng omK.
" [ of reptilian ruthlessné

__'f' famous Kong ¢ ,ﬁ,
win K. Lumsy over =.:j_=.[ h % he

8 him 1o lend o considerg
sized hand in thwarting 8 master's plans.

fstefious weasel defeﬂuwhwﬁzr rudge
‘ggi ,-'.'" e ﬁ‘nmlmg can't ba];oﬁplh tell
hﬂm 1o ask him what

\ his ggnw'jvhen you meef him.

;:"

Banana Fairy

Who's this?!? | didn’t see any fairy when | looked around. She
churuner or iumethlng Yep, | remember novi.a secret churu fer.

\ f : _; f |
T 77 ,ff’

| . v
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Arrgh! What is that thing? Which way do | hold it? There are foo many buttons... and this

wobbly stick-thing feels like it’s broken! | can’t believe ployers use this silly confroller

contraption to play games! A good solid joystick and one button is all I'd need!

: F ‘ Brings up the Pause Menu and

Status screens.

Z Button

t ' Makes the Kongs crouch. Use
' | the Control Stick to rofofe
) ;} while crouching.

Lets the I{nnga run, W{I"'l. or fiptoe, depending on how

much pressure is applied.

R Button

Press once to center the camera behind the Kongs. Keep the R Button
pressed 1o lock the camera into this position until released.

Rotates the camera angle.

Changes the level of comera zoom. Press the C+ Button once fo view
the action through the Kong's eyes, rotating the Control Stick 1o look
around. Press the (+ Button again fo return to the standard view. The
(+ Button toggles between the other two available levels

of outside zoom.
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have something like this. The Kongs will be so weighed down with all the ;
10 collect, | can’t see them getting past the second level. You can view all this
a ¢ other stuff | don't understand by pressing START during your game.

here you are and how for into the adventure you have progressed, the options
2 Pause Menu will differ.

enu and confinues the game in progress. . -

i
; r current game slof.

gdn& in progress. x

f and returns the Kong IJ Ihe level lobby.

pﬁ,ﬂ ¢ _?1. any of the sub-games ']Ju,llﬁ features while they are in progress.

. ksl 1.! (1
h-aumu or ﬁmﬁ fauhre ﬂ'lT.’OQTESS and refurns the Kong fo the level.

/ / :
have found ﬂf Gnl&an lurrunu the Status Pages will be activated. These will g
\;‘a?ruy/n you can sctoll through sing thesdsand R Buttons. '

o) il Dl

Advanced Moves
Cs L

The Kongs can dimb trees, ladders, poles and plenty of other things simply by fumpi
and using the Control Stick to tlmnhef up or down. Pressing the A Bumn
their grip and jump off ot any fime. -

LT ] o o T [T s a—.
1L#i

Swimming e
Normal Control Stick movement automatically switehes to surface swimming Wi
enfer a deep enough pool of water. You can incregse their surface swimming spee
the B Button or dive underwater by pressing the B

There are two speeds of underwater swimming: h‘ ing g
along slowly, while holding the A Bution makes for mich qi
Button while swimming acts as a water brake. 1

1 S

Running Attack
Pick up some speed, then press the B Button.

Jumping Attack Big 8
Press the A Button fo jump, then the B Bution while in‘fildiles

Backfip

Hold the Z Button to crouch, then press the A Button to :' L
mid-air. \ LIy
Long Jump

Pick up some speed, then press the Z Button,




is where | come in. Let’s face it the Kongs O Diddy Kong
I es are ":'llfll.'r' {1 JI;':”'I-_:- -5._|'II1|'|1|'11I|';-||'r 0 ,* my ,I:-,:';l,‘,rrn'.'i," . =ath _t' i '__'_E:'E; _: __":::.' Ghﬂp? (I’Iﬂl’gﬂ‘ - P[‘ESS ﬂﬂd Hd lh'E I EU”‘DH; th&ﬂ IJIBSS IhE B EU”HL :_.‘.&'-

b o e s dike 6 e i s S Rocketbarrel Boost - Jump into a Diddy Barrel. Press and hold the Z By
will generously ' vou buy a few of my !',I.L?L[‘ il A i 4 C+ Button to end the move. Uses Crystal Coconuts.
r.l-" W fime o PO A Sl o A TRE) Simian Spring - Press the Z Button when standing on o Diddy Pad.
W kids a little less embarrassingly useless. Some e S
il -'. !u.-'.'..f.li..-- can .-:.5-:" U .-=.1‘|}" (any where. .*iwr athers réq Lire "-I = '-TI Ti"l}‘I Kﬂ“g .
| | ﬁJ v i e o Bavels itk the s of Mini-Monkey - Jump into a Tiny Barrel. Press : hold the Z Button,
B oooropricts charadter on fhem Button to end the move. Uses Crystal Coconuts.

Pony Tail Twirl - Press the A Button fo jump, then press and hold lbeA :":iﬁ;l 1gain ?' ein}
the air. "
Monkeyport - Press the Z Button when stundan m? iny Pad.

‘t‘ Sing s the A Button to jump, then press the Z Button while in the air. ]

1 Ko m - Press the A Button to jump, then press the Z Button while in the air. il !
oW Lanky Kong 8

,1.‘;5 ' P l:ll Slam - Press the A Buﬂnn to jump, then press the Z Button while in the OrangStand - Press the Z Butun, then pres fhe Bt ,.: i d the
e using the Control Stick to move around. 1 |
| ' amal Offer! :::nnn Balloon - Press the Z Button when standingle '. , vlusts fnr |

OrangSprint - Press and hold the Z Button, then press r * Continue fo hold -.e,. |

'my slam moves. Once one of that mgged bunch has bought it, the other Bifton:while:ucing the Ceuskrel Sk Yo miuwd groand.

' Of course, this offer doesn’t apply to my premium selection of abilifies
Kung will have to pay in full to get their hairy hands on those miradle

Chunky Kong :

. Hunky Chunky - Jump into a Chunky Barrel. Uses Crysit
T Primate Punch - Press and hold the Z Buﬂqg then press
Gorilla Gone - Press the Z Button when standing on [ ,'. ; !

i

.-l;-ﬁ-; i I

yls.
1urn Iﬂ'ﬂﬂ
TPressthe 7 E['rhun when standing on a Donkey Pad.
- Press the B Butfon when standing next fo a lever. ._
] ﬁlﬂlﬂzﬁﬂﬂg Jump u;fu 0 Donkey Barrel. Press and hold the Z Button, then press the (+ |
Button to.end the move! Uses Crystal Coconuts. ¢




'ré getling an inevitable whupping

ies, consider equipping yourself

Woters Funky con make. Eoch Kong's ~ ©
ren! object, which you will find in

aftered around the levels.

‘be used to activate certain switches

.-I e L, RS . -.-% et "
o S el e e - -‘.“;"'.

ell enough to get one—which | very much doubt—press and hold the Z Butfon,
Il' Button 1o bring out the shooter. Use the B Bution to shoot. Press the (+
rst-person view, where an giming sight appears. Use the Control Stick while in
e aiming sight around. Press and hold the Z Button, then press the (¢

hooler oway again.

ld the Z Button, then duuhl& tap the C+ Button in quick succession, the
lhelr shooters and go mulﬁt person view aiming mode all in one move.
Youcan putthe shooter away and return to the normal view by holding the Z Button and

| ‘ g fh (" Button. [I‘ﬂﬁ}' huh? ]

_ 'ﬂ; following shooters, all of wh@ can hopefully be upgraded, if you can get that
i int® the game without falling asleep. -

I'!' :Fﬁr’Q Speatglﬁffer!
| !'f tupw!_mm'fldeu now. Once you he
s, upgrades. ﬂ;ie Kong pays fé

yhrfgume far too easy if J& {

oh no! All the bad guys u
nice heavy barrel on the top o :".3'“-. id hedl
Bah, hmas change mforhmm :.__g;sf nace I

Pads, it can cause all sorfs of amazing things fo h
me, and | susped these things are a complete wa

If by some miracle they do actually have a use, 'f'
the C+ Button to play the instrument.

(andy might teach you how to play the following musie
Donkey Kong - Bongo Blast
Diddy Kong - Guitar Gazump
Tiny Kong - Saxophone Slam
Lanky Kong - Trombone Tremor
Chunky Kong - Triangle Trample

Candy’s Special Offer! i
Aw no, she’s at it too! Has she no shame? Once you hav i __
a few musical upgrades and some much needed help with yoor piti
pays for any of her services, the other freeloaders get it fof nofhing
for you if you can’t finish this game now. W g




Oh, it's
She's g
can fake

oifeteh if out and go into... uh, comera-view mode. Use the Control Stick to point the b
:deﬁrsd direction, then press... um, the B Button fo take a picture. Yep, that's

banana fairy again. She’s got a camera? Um... of course, how could | forget!
ich she fakes pictures with, no... er, that you fake pictures with. Yep, you
f things. Secret fairy-type things. Take some pictures, and she'll give you

he camera by pressing and holding the... er, Z Button, then pressing the (+

ps, every last one! You'll be so busy collecting this tatty lot, you'll not notice
ny. | never had to collect anything in my day, no siree, and my games were

beious item in the game, apart from me, of course.
r}iof these to progress through the levels. If you
en, |'ll be surprised.

Baﬁitanﬁs

Comé it ive different colors that each Kong must collect to feed to
the greedy Troff n'.Scoff. Donkey should be looking for yellow ones,
Diddy red, Tiny purplgglanky blue and green for Chunky.

iy

Banana Bunch Coins

Also found in the same five colors as the bananas e
collected by the appropriate Kong. These are use

various invaluable services that Funky, (undy lmll spetic
fo offer. |

Supply Crates

These contain the items that the Kongs can shoof from Iheu various
silly shoofers.

Oranges AL
Bouncing oranges have exp _‘Q'f'"-"f-j- rties
the toughest of Kremlings; i s not fair! Whm -. it
oranges all those years age - ave go! it furlm sy these ' |
days. g LT |

Crystal Coconuts

These mystical items have magical powers thak enable Iha i 4]

Kongs to perform a variety of my amazing special abilitiess K




%

Banana Camera Film

Collect these and photograph the missing banana fairies to get the...
er, secret stuff | told you about earlier.

Il
 several slices of melon to replenish your energy. I'm
needing every lost one of them, too.

Blueprints | | |
Color coded like the bananas and coins, there are five of these on
each level, always in the possession of a sturdy Kremling. Recover

the blueprints if you. can, then take them to that shifty Snide to
earn your reward.

|

BTN VA N

Special? Hoh! I'd sure like to know whot makes these any better than the others; they looffj
os useless to me. Probably because they're slightly larger and a little shuiu;: iPpose I

Banana Medals

Collect 75 out of 100 of any Kong's bananas on each world to earn
a medal. I'll be needing o good armful of these later in the game,
50 you'd befter start collecting ‘'em right now, so

{3

aCrowns
Unlikely it may sound, b l .
Kremling hordes in one o a :._;

crown. Sorry, but I've I:T . \' -.

Banana Fairies

ifiithe magical banana camera. Thek &%
nfani 'ﬁ? }fﬂl.l'“ gel a ' | § ¥

A T




Rareware & Nintendo Coins

Hidden deep within the gome, these two valuable

coins will fest rusty gaming skills you thought you'd
never have fo use again...

- “
Tum,l
, in ﬂusﬁﬂma'

r!‘laplay
igh and low, huf’j m ufltud you won't find one of these much-needed items

- W
T,

CI00ONESHGERLAY,

Sheesh, you must be a real lame player if you're sfill reading this booklet. \'nuéwuusly
all the help you can get! No one can accuse old Cranky of being unhelphll
reluctantly let you know about these other features that you might find on

lucky you are?

DK Portals

Shimmering gateways that transport you between'the level lobbies

and the levels themselves.

whack than others. The best switch is the one'®n fop of ',! :{ -

as you can turn off your silly 3-D adventure and let me ge N e

sleep.




adphones
e, ml your musical smart bombs will be replenished.

Battle Arena Pad

You'll find one of these on each level if you're lucky. Stand on it
and press the Z Button to be transported to the Kremlings' Battle
Arena—a place where arguments are fraditionally settled and
Kongs get a good thumping. Survive the extremely one-sided battle
fo win o coveted Battle Crown and the grudging respedt of the
reptiles.

: ln? btl{pls myself, you know. Jump in one to activate
ipressive selection of my special abilfies.

.e’i

Cr:ankf’s-KﬂngP&dﬁ

N These are dery important, so listen up. Stand on one, press the
=) P Button und be prepared to gasp in awe when one of my special
4 abilifies is uctivated.

Tag Barrels

You can use these to swap between Kongs when on a level. Once
Kong has been rescued, his or her face will appear on all the Tag
Barrels. Jump inside to make your selection from the mangy
monkeys available. Players less skilled than myself (i.e., all of you)
will also be relieved to find that your energy is rep nished during o
visit fo these barrels, too.

Bananaport

Once aclive, these al
previously-visited arebs. F
number fo form a link. T
one pad to be bananaporfed 14
bananaport that can takejmie d
there in a flosh. :

Animal Crates
Jump in these to be transformed into an animal buddy. I i
they've included poor old Winky and Expresso this time insteg

that bone-brained rhino that always seems to get in the gorgies ! |




I's true, I'm afraid. They've gone and included one of those

awful multiplayer modes that seem fo be all the fashion these |
days. This means you and some other whippersnappers can

Y &
huddle round your flickering screen and play a few games that

| reckon were thrown in of the last minute ond will be average

at best. [ sure hope I'm in some of them though—1'd just love
to whup some of these young wannabes” behinds!

afe Mo types of multiployer gomes available: the larger tactical arenas of Monkey Smash
gen mayhem of Battle Arena. Use up and down on the Control Stick fo select

| jffégent arenas in Monkey Smash. Press the A Button to go to the Character

oldction Sclien Br both gomes.

aracte selection Screen

Fre; START fa enter the competition. Use left and right on the Control Stick to select the desired
I{onﬁ and upjand down fo change their colors, Press the C+ Button fo select the Game Type.

i find right on the Control Stick to select the game type and up and down fo choose the

45 the G# Button 1o return to the Character Selection Screen, then press the A Button
the ig ne when all the players are ready.

‘ (i

sash Game Types

ef standing is the Winner.

player with the most coins at the end of the time limit is the winner.
(. Wins The,_fﬂsl e to reach o 1arget number of monkey smashes wins.

T'lnu ‘ l]ae player with the most monkey smashes at the end of the fime limit wins.
Cuplm'a The pluynr holding the DK coin ot the end of the time limit is the winner.
Capture Pad - Try fo defivate the pads whlle holdiing.t piseIhe first ployer to activate
oll the Eq s s, | e IO

Battle Arena Game Types

Wins - The first player fo score the required amount of ring outs is the winner
Coin Hoard - The player with the most coins af the end of the time limit is the n?e
Survival - The player who survives the longest wins. :
Capture - The player holding the DK coin at the end of the time fimit is ﬁnn
Time - The player with the most ring outs af the ergl of the time limit wins. 5

-

A selection of items will appear of random during fe Battle Arena games, Tld(un be f ¥
collected and have varying results, but not all of #hem are good! | @ 1

lﬁ
Now where did they put the level | designed? Hmm... | can’t 1=,! ”'
seem fo find it. If was called the “Great Girder Grapple”as| |}
remember. Oooh, | must have spent af least 3 minutes working 't‘ i
on it. | even drew them a fancy little picture. Bah! It must have \
been too good for them. The kids would have refused to play L' 1
their fancy 3-D levels once they'd gotten a taste of my 2-D E*}

?'\

\
Ez; |

girder action! Don't give up hape though; they might have

hidden it somewhere like o priceless gem, hoping that no one [
B

‘lri'lnl.ill||l evel fmf?l 1.

The Islands

The once idyllic Kong Isle now has an unpleasant neighbor & '- i 1of K. Rnn!s Hﬂn ¢
mechanical Crocodile Isle. This monstrosity towers over our fiameélahid, with the nc‘( ‘ ‘Rh
named Blast-o-Matic device ready to reduce it to rubble. Emw: ¢ Ihm%t raghng '!1!
islands conceal the entrances to all the levels. | ¥ ! b & F-qu ia
: L L

n .?i'l
VR .
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t and frequent sand 51mrT of

\

The first level for you to monkey around in. Its humid
tunnels and lush open areas are home fo the shuffling
Gnawty beavers with whom even a second-rate player
like you should have no problem. Drop in 1o see
Funky—and more importantly me—to buy your first
desperately-needed new abilities. The imprisoned Diddy
Kong should be your first objective, as the careless chimp
takes you on a real wild ride!

.| Jungle Japes

Gloomy Galleon

Prepare to get your flea-ridden fur wet as you dive
down info the murky depths of the reptilian lagoons.
You won't be the only thing down there though, as the
gloomy, rotting remains of the King’s once proud
armada lie waiting fo be explored—truly an
enlightening experience. Elsewhere, you'll find o
hulking structure that's a bit dim ond doesn't wa

unch of patrolling Kritters and vicious
kns me glud Ihut l don’t rfeeﬁ fo

has the abili 4

) -I here which now make

than-

i
|

jitable slml fool Lanky and Dixie.. er, |
' f out the help of Candy tgqg for
~-":}-_ on'f forget me, of {uursei F

¥ 1 Chunky's fiki

S B
- - 1%

_your €

R wr

.| second. They can’l foolth
more nonsense 00, A mystitc

Fr#tjc Factm-y

'} Haul e and joy—a grimy, noisy and extremely-
hazardous toy-making facility. No one wants these foys
for a gift though, as they are designed fo attack

- anything in sight! The grim surroundings are not to

g; he'd much prefer o warm bed of

y-positioned rusty

ared. for him.

T
-
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Crystal Caves

Yep, | knew they'd have an icy-type crystal leVel in
there somewhere. This one’s a bit unstable though—
very prone to dangerous falling recks, bouncing off my
lab roof and your dopey heads—only it dggsn’

my roof Fmd 0 wu',r into the i ig

mushroom you can golinsi

R v il
| .-e imum be [ﬂ“ﬂd |




Creepy Castle

e hordest challenges you've faced in
must work together! Yep, | know

, éfilj’i m&fﬁ ‘enough playing skill from '/

, '_ey' ‘nd ﬁhﬂ you'll struggle 1hruugh {0 the

It's a costle, and it's creepy. Will that do? Mmm...
apparently not. Alright, I'll iry my best fo make this
sound exciting. Ahem, steel your nerves as you

| hesitantly edge around the precarious exterior,

| desperately trying to find o way into the fortress's
foreboding walls. Once inside, the horrors of the creepy
crypis, the haunted regal ballroom and the mad
museum awail, their hideous inhabitants eager fo
welcome unwanted guests. There, not bad, eh? Almost
makes you want fo play it.

you get there, it may nof be the
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DK’s Tree House

You'll start your fancy 3-D fun from here, where you can scamper around and |
your new-found basic abilities. When you've had enough, come ond see me for a i
training session which will hopefully prepare you for the dangers chead.

Troff n’ Scoff Rooms

Home to Troff the pig and his equally-hungry hi
dl]ﬂfi fo feed them your pififul nﬂenngs ’fnu can

There's so much that's bad about this game, it's hurJ Bt ry fo hm bad gu
all! Nevertheless, they've taken some of the old {hqr
polygonal things on them. K. Rool claims he’s got so
fhem. | just hope they don't resort fo enlarging the chi . {
bosses this time; that giant beaver was o pretiy l:heu Tic ‘ { f

@ R MY
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enio game is not designed for use with any attachment, "back-up” or
g dévice. Use of any such device will invalidate your Nintendo product
intendo (and/or any Nintendo licensee or distributor) is not responsible

lami af;':ar loss caused by the use of any such device. If use of such
Ses your game to stop operating, disconnect the device or attachment

qvoid bending, breaking or damaging the connectors and resume

ame play. If your game ceases to operate and you have no device

It, please contact your local authorized Nintendo distributor.
DO HELPLINE
BhLL RATE AT 95 CENTS PER MINUTE)

180 224 1001

b,

':: s -EIfﬂ"llE Caution do not interfere with your statutory rights.
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i --'|'.I K =
Tk 18

y Nintendo game is illegal and is strictly prohibited by national, local
* ynal copyright laws (including section of the Copyright, Designs and
Aclll 988 and the 1991 EC Dwectwa on the Legal Protection of Computer
ns). Back-up copies are not authérized and are not required to protect your
olat

will be prosecuted, | |

?

provisions of the Trade Practi

Australia Pty. Ltd. (Ninten
consumer/purchaser that this NI

be free from defects in material’ ai
covered by this warranty occursg Ni
the (GAME PAK) at its option, fr:‘ )

To receive this warranty service, co

The undertaking to repair or repla¢e the product
if the (GAME PAK) has been damaggd, fafter sale
consumer/purchaser, by negligence} adcident, ur
modification, tampering, or by other cat
materials or workmanship.

NINTENDO AUSTRALIA HEAD OF E £
Scoresby Industrial Park, 804 Stud Ro L
Australia

Phone : 1300 36 27 46 y

* NINTENDO HELPLINE 1 V.
( LEGION CALL RATE AT 95
Calls from mobile 4 publie’o




