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Poor Marlo. Just when things
are going so well for him—new

Kidnaps Marlo's girlrend and
draga her off o the.top of 4
steel fort

her, Mario must climi
tothe top of ine fortress, remone
dangerous rivets, and fend off

help. Be a pal. Be a hero. Help

Marlo save his girifriend.

System Requirements

« Atar XE game system console
or XE or XL computer

+ Colortefevison o color moritor

+ One or two joysticks

Getting Started

1. With your XE game system
turned of, nsert the Donkey
Kong cantridge into the siot on
mpaiynunommumpmmu

2. wuq : jeysn:k o :cmroller
player

Blg i oystok o cor-
troller port 2 for a twoplayer
gam

3

Swich on your teevsion or
monitor; then press [Power] to
Swich o your system, Thé
Donkey Kong title screen
appears.

Press [Option] to choose one
of five difficulty levels. Press
Select] to choose  one-player
or two-player game.

Go .

5. Press [Start] or the joystick fire
button to begin the

6. Move the joystick left o right
to make Mario run in that direc-

while he's on a ladder.
7. Press the [Space
duringa gome: pvexx itagainto
resume pl
gam

Playing the Game

Mario must scale four different
structures to rescue his girlfriend

from Donkey Kong's s
Mario always begins at the bot-
of girders. He must

bouncing barrels, and dodge
lethal firefoxes.
o Scmetines Mariofinds hmsef
e borom of 2 pyramid of
gvmm He must dash over ail
eight steel river:
points, while avoiding the deadly



ipe!

fhetones. Afer e removes the
0 leap over the
mxulx\ng el
nariojumps ono  series
o Fanmoning Sevn
he top, ne s to o o fre.
foxes and mad bouncing springs.
Mario 2o faces o compliated
chain of conveyor bels. He must

unrelenting firefoxes.

Marlo's Foes
S Mario must ge pas the ol
g barrels that biock i
P Hecan, e tery e
two, or three at a time

B Dol s plaro ot

brolled by these devils.

Mad elevator springs can
Mario in no time. its

them and win bonus points.
T Mario must remove all of
the rivets on the girders by
runring or jumping over
ime he crosses
by yau eoier bass
points.

M
reach the top, although he can
Win an extra chance by scoring
7,000 points. It a race against the
clock, but Mario will do anything
to get his girlfriend backl

The bonus counter in the upper
left corner begins with a number

I Mario finishes his journey
re the counter runs out, you
accumulate the number of points
left. If he hasn't rescued his girl
friend by the time the counter
reaches zero, Mo loses His

C filled
‘with sand move along the

hammer, jump over
one at time, or avoid them
altogether.

Marlo’s Friends
i Mario can use the hammer
™" 1o smash barrels, sand piles,
and firefoxes. Marlo must
Jump o grab the hammer.
Ry s g s
at, purse,
e, i 3 e
e cake. Collect them to eamn
#% ponus poin:

b -4




Scoring

Strategy down on Mario a the ast possile
ent
d counts, especially when While Mario runs in one direc-
yf: re challenging the broken tion, you can slam the joystick to
gicer ramps. Move My ario quickly the opposite side a split second
0 dodge Donkey Kongs 1lllg  betort ponching the foysic e
varres butcon. Mario will ump back over
The hammer doesn't last ven unplugged rivets or other foes.
1ong, 50 Use I QUEKlY. MaKe SUTE  \ynan wo obstacies approach,
stops running befare he give Mario a running tart and
smashes a frefox o barte, They S, Mario 3 tunning sart anct
can easly sp under a hammer on e e e s SO I
the upswing and polish Mario off. ing s jumps s the key to Mario's
B sl pproaingaddrs s on e ieaors and
Those tricky barrels may droy conveyor bet,
Crossingaivet . 100 points
Jumping  sand it . 100 points
Jumpingamad spring +100 poinus
JUMPINGABITEL. .. +100points
Jumpingtwobarreis. 300 points
Jumping three barels. 800 points
100 poinis
300 points
Jumpingtree firefoxes . 800 points
Smashing 3 barrel, iefox, or sand put
‘with the hammer. 300 points.
Cotecing e . purse, umbrl.
or biray ca 300, 500,or 800 points
ooy
e o
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ﬂ Now, the Thrill of the Arcade Game at Home
Al e N i |




ario} the fearless

enter, wants
desperately to
save his girlfriend from
the clutches of Donke
Kong, whoholds her o
captive atop a mass of has only three chances to
o iters Mario e einitien, e
four different o
to rescue his 1ve
 But Mars
‘rill face anything to rescue his

Damien g wiioy
ofa stack of girdars.
Ghaaw aAdsteonp ores basrags
ofbouncingbarrels, and dodge le-
ea—only to have Don-
key Kong snatch the damsel from
the

plump little hero's heart.
Sometimes, poor Mario finds
himselfat the bottom of a pyra-

caretoleap over the

| WhenMariojumpsontosse-

| riesotfustmoving elevators to get
10t top, he has toavoid firefoxes

and mad bounoing springs

| Marioalsofacss a.complicated

||| choin ofconvayor b, Ho must
sidestep moving buckets of sand

‘while continuing to battle the un-

|| rolenting hoetoxea

|




trategy

Speed counts, especially

when you're challenging the bro-
ler ramps. Dawdling fuela

Donkey Kong's anger—hell bowl

eginning ‘arvels faster and hardsr. Somove
the ascent, Mario quickly!
‘Tho hammers, which last for
Insert the Donkey Kong about 11 seconds, can be very use-
Home  ful Butyoul
e
Gomputer owner's guids, and turn  smashing a firefox or barrel—
n your.
1 alp
andz. swing and polish Mario oft.
Bachlevol  ladd
can play-  their
turo-player inolagt possibl
game; press SELECT againtore  moment.
game.
soy
lotics, Whi
4
ingag i
regume play. befors punching the jump button
orrignt
«
ton.
lad-  start Sump
ders. it s
i it
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pRycaes g ‘Mad Bprings—Thesobouno-
e TR
ik
You 8 whopping 800 poina- for100points each.
Sana Piles—Ponred neatly
e
Foneas
Ty os vl o makeot {42k Masio o amaah tham it the

‘worth 100,300 0r 800 extra potaita.

for.
‘ona ata time for 100 potnts, or avold
altogether.
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