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| K 3¥)uu for selecting the Nintendo® Entertainment System Donkey
. Pak.
bok for this seal on all software and accessories | | Ov ECT OF THE GAME/GAME DESCRIPTION
: . - : A Donkey Kong's loose in the greenhouse and only Stanley the bugman can
fm }D;t; N in tEn;dO EHIE‘TIH inment S}SEETTL 1 L TEPT c- 1" stop him. Armed with a can of bug repellant, Stanley must work furiously to
intendo * S, | . keep Donkey Kong and all of the Buzzbees and Beespies away from his
SE‘T’lESi nte s'comm:tment to bﬂngmg you Oﬂl}f | | flowers. Get the super spray and you can blast your way through three
IhE hlghest qualltj' pTDdHCES. I tems not c:an}'ing | t screens full of greenhouse excitement.
. L : =
thlS Sﬂdi hﬁl'b'ff not bEE‘H appmed b}‘ . Please read this instruction booklet to ensure proper handling of your new game,
: ’ d th the booklet for fut f :
Nintendo, and are not guaranteed N * R
to meet our standards of 7Y ' 1. PRECAUTIONS
y s e | ' 1) This is a high precision game. It should not be stored in places that are very
EIC:EHE?TECE’ M warkmnsth, | hot or cold. Never hit it or drop it. Do not take it apart.
rghabihfy and most of EIH, : ' 2) Avoid touching the connectors, do not get them wet or dirty. Doing so may
3 ! damage the game.
entertainment value. : | \ 3) Do not clean with benzene, paint thinner, alcohol or other such solvents.
Note: In the interest of product improvement, Nintendo Entertainment System specifications

and design are subject to change without prior notice,
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2. NAMES OF CONTROLLER PARTS
AND OPERATING INSTRUCTIONS

Controller 1 — For playing alone.
Controller 2 — For second player in 2 player games,

Controller 1/Controller 2
d5 Control Pad

A or B Button
He Sprays

SELECT STAST B A

- e [g A button

B button

SELECT button START button
tp? Control Pad
~He Jumps Up to a Higher Floor.
Moves Stanley He Walks to the Right,

He Walks to the Left.
+»Select and Start Buttons Are Not Used on Controller 2,

He Jumps Down to a Lower Floor,

i and START buttons are functional on Controller 1 ONLY.
SELECT button

Press this button during the demonstration sequence
to recall the game menu.
Press this button again to move the asterisk (*) to
the game you wish to select:

1-Player game A — Beginner

1-Player game B — Expert

2-Player game A — Beginners

‘. 2-Player game B — Experts
| The Select button will not work once the game has
E begun.

& START button

Press this button to begin.

Pause:

If you wish to interrupt play in the middle of a game, press the Start button. The
pause tone will sound and the game will stop. Press the Start button again when
you wish to continue playing. The game will continue where you left off,

«The Top score will reset to O if the reset button (on the control deck) is pressed
or the power is turned off,

* Use Controller 1 for 1 Player games.
« Use Controller 1 and 2 for 2 Player games.



5, “Creepies’” slowly come down from the paim trees
to attack. Their movements are slow, but they
quickly revive after being sprayed. Chase back the
ones in the trees, and knock out the ones on the
floor. When a creepy is knocked out, you can safe-
ly walk past it,

3. HOW

TO PLAY

oo N 1. Spray repeatedly to get Donkey Kong up to the
AR S top of the vines and to zap the bees.

s ] a0

2. A power spray can is attached to the vine. Spray
Donkey Kong up to where the power spray can is
attached and it will drop down to where Stanley

fpgtma : e 6. There are three different rounds. After round
can pick it up. Use it when Stanley is in trouble

three, you go back to round one.

and needs to fight back, + Depending on the timing
of your sprays, the vines in

« The effects of the power spray wear off after | the center of the screen
some time, . may disappear, but this

does not affect the game.
3. The score for zapping a bee depends on the type
of attack the bee makes. Characters
Queen Buzzbees must be zapped twice. In the end,
they explode and scatter all over the place so you Creepy |
have to be careful not to get hit by them, the snake | BeesPY Buzzbee

4. The bees come to get the flowers at the bottom of
the screen. Zap them before they return to their
nest. Successfully guarded flowers count as bonus
points.

Stanley Donkey Kong



Scoring

e Successfully guarded flowers: Bonus = 500 pts. x remaining number of flows
However, if all five flowers are successfully guarded, you get a perfect scor
3,000 pts.

e Time bonus points.

Any time left at the end of the round is added onto your score,

* Remember, of course, the longer the round lasts, the less time is left at the end.

i & Ba w

Guards (two) Guard (one) Buzzbee with a flower Beespy

1,000 pts. 700 pts. 400 pts. 400 pts.

% 9

* As the rounds advance, other pesky
bugs also appear.
Attacker Buzzbee
200 pts. 100 pts.
Extra points

When the score goes over 50,000 pts., you get an extra Stanley.

ey dies if:
niey is hit by a bee.

rel

taiiley 15 hit by a creepy.
. Stanley is hit by a dart thrown by a buzzbee.
» Donkey Kong drops to the floor.
e Stanley is hit by a coconut thrown by Donkey Kong.
e The time runs down to 0 (zero).

Number of rounds and Stanleys left
Shown at the upper left of the screen.

{
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3

Round

(What round you get to depends how good a gardener
you are!)

This shows the remaining number of Stanleys.
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COMPLIANCE WITH FCC REGULATIONS

This equipment generates and uses radio irequ_enc-.r energy and if m::t |'nstai Iw:
used properly, that is, in strict an:cnrdanc._e_wuth the manufacturer 5 mstru;. |
may cause interference to radio and television reception.. It hatlbegn type te«
and found to comply with the limits for a Class B computing devm:e in accurc_iam
with the specifications in Subpart J of Part 15‘1:{ FCC Ftuh:-:s, which arerdesr.ugne:,,
to provide reasonable protection against such mterierencelnn a fESIdEI"I‘ElN instal
lation. However, there is no guarantee that interference will not occur in a parti-
cular installation. |f this equipment does cause interfgrence to radio or television
reception, which can be determined by turning the equipment off and on, the u-sf.'
is encouraged to try to correct the interference by one or more of the followi

measures:
— Reorient the receiving anténna .
— Relocate the NES with respect to the receiver
— Move the NES away from the receiver ;
— Plug the NES into a different outlet 50 that computer and receiver are on

ifferent circuits. . : b
I n&c:ﬂaw, the user should consult the dealer or an 'EHZPEHEI"IGEEI radupftelewsmn
technician for additional suggestions, The user may find the following booklet
prepared by the Federal Com munications Commission helpful:
How to ldentify and Resolve Radio—TV lnterferenma: P(nblemﬁ_. ;
This booklet is available from the U.S. Government Printing Office, Washington,
D.C. 20402, Stock No. 004-000-00345-4.

SITED WARRANTY

! Arw-ics Inc. (T"Nintendo ™} warrants to the ofiginal

pri:chaser that this Nimtando Geme Pak ["PAK"} (not
Game Palkk Acoessories or Robot Acosssories| shall be
e defacts in matdria! angd wirkmanihip for a pieiod af
ryd Teesm date of ourchase. It o defoct coversd by thic war-
oy nocurs during thin B0-diy warranty pariod, Nintedo will
it oF Pplesa the PAK, at its option, froe of charge.

recerod Lhis wilrranly service
1. DO NOT reture your deflectme Gams Pak 1o the retailer,

Z. MNetily the Naendos Corumer Service Department
of the problem reguiring warrsaty service by calling:
Drrtniche Washinglan Stale (800 422.26802, o Inside
-«hingron State (206 882-2040, Our Corsumaer Service
Depetrment & in operatian fraom 8200 A M. 15 500 P,
Pacife Time, Monday thwough Friday.

3. I the Nimendo service 1echnician is unable 10 sodve the
problem by phons, be will provice you with & Retorn
Authdfiration number. Simply record chis nambsr on The
outside packaging of your defective PAK, and return your
PAK fraight prepaid, at your risk of damaga, 1ogathar with
your sales slip or similar prood-of-purchase withen the 90-
chory waarrmnby persied 100

Mirqanda of Amersa Ing,

MNES Consumer Service Depar trment
4730 — 1501k Aversui NLE,

Redmand, WA S8062

This warranty shall not apply If the PAK has been damaged by
nagligence, sccitant, unresscnable uln, modification, temperng
of by other causes unrefated 0 deleciive materials or workman-
whip

90-DAY LIMITED WARRANTY NINTENDO GAME PAKS

AEPAIRS AFTER EXPIRATION OF WARRANTY:

i the PAK develaps a prablem after the S0-day werranty period,
yiou may contest the Neesdo Consurmnmer Service Departmsant
at the phone number noted sbowe, I the Nintendo service tech-
nician o urable 1o ok the problem by phone, he may proscs
you with a Fsturn Authorigation number, You may then record
this number on the outsioe peckapng of tha dofective PAK and
return the defective PAK freight prepaid to Nintersdo, anclosing
& chack o monky order Tor S10.00 payalde o Nintendo of
Amersca Inc. Nintendo will, at its option, subject to the condi-
tions abow, repair the PAK or eplace it with @ new o repared
PAK. |f replacement PAKS e not available, 1he defoctive PAK
will b retyrnad and the $10.00 peymant rafunded,

WARRANTY LIMITATIONS:

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING
WARRANTIEE OF MERCHANTABILITY AND FITNESS FOR
A PARTICULAR PURPOSE, ARE HEREBY LIMITED TO
NIMETY DAYS FROM THE DATE OF PURCHASE AND ARE
SUBJECT TO YHE CONDITIONS SET FORTH HEREIN. IN
NO EVENT SHALL NINTENDO BE LIABLE FOR CONSE-
QUENTIAL OR INCIDENTAL DAMAGEE RESULTING
FROM THE BREACH QF ANY EXPRESS OR IMPLIED WAR-
RANTIES.

The prasicen of B wirranly are valid in the United Statia
only. Some staies do not oliow limiiotlions on how long an
implied warranty st or exclusion of consguential ar ing
dantal damages, =0 the sbove himitatons and exchusion mey not
pply 19 yod. This wafranly gives you spocific legal rights, and
you mey sko have other rights which vary from state to siate



