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GAME DESCRIPTION

Mario™ has locked up Papa Donkey Kong™, and Juniar must hurry through
a treacherous jungle to free him Racing against time, Junior climbs and
swings across vines and avoids dangerous creatures, all to reach a flashing
key to release his Papa If Jumior succeeds at this mission, the scene

chanages Junior must push keys to the top of long chains, once agair
avoiaing clever ppponents. It N mpietes this test, ne must ciimb o
/ings again - this time 1T 5 tougher’ 1hen ne arves at tne ign-tiymy |urm;

board mission. Can you help Junior save s father!
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NOTE: For a one-player game, use the controller plugged into Part 1. For a
two-plaver -.]::1':-r! Plaver 1 uses the controller plugged into Port 1, Player 2
uses the cantroller plugged into Port 2

Using Buttons and Control Stick for DONKEY KONG, JR.™

1. Keypad: Keypad Buttons 1-8 allow you to select the Game Option you
want to play. Pressing % after a game allows you to replay the same
Game Option: pressing # after a game allows you to return to the Game
Option screen

2 Control Stick: The Control Stick controls most of Junior's movement
on the screen

Climbing:

If Junior is on a vine or chain, pushing the Control Stick up causes Junior
to climb up. Pushing the Control Stick down causes Junior to climb or
slide down vine ar chain. If Junior is on a vine or chain, pushing the
Cantral Stick left or right makes Junior swing from vine to vine or chain
to chain

Running:
If Junior 15 standing. pushing the Control Stick left or right causes him to
run left or nignt

3. Side Buttons: Pushing either Side Button causes Junior to jump. [f
Junior is standing still when a Side Button is pressed, he makes a
standing jump. If Junior is running when a Side Button is pressed, he
makes a running jump. In the Jump Board screen, Junior can make a
running jump to the Jump Board. If you press a Side Button just as
Junior touches the board, he can make a super jump
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STEP 2: Start climbing. | STEP 5: Chain champ.

Junior starts in the lower left corner of the jungle Make tim jump to one of
the vines above him. Junior climbs two vines faster than he chimbs one. Bul
he can't climb through a platform Keep Junior to the left of the first
nlatforms, then help him run on! Watch out for “n Red and Blue Snapjaws
pacing the vines and pl?[fr“rﬂ& a5 they search for Jumor. Touch a frult
directly above them to knock them out of play

Mow that vyou ve captured the kl"‘r’ (Jo on to the next rnﬂm']r' Junior must
push keys up long chains into locks to free his Papa. The Snapjaws still
chase Jumor. But Mane™ has a new tnck, too sending Nitpicker birds
after Junior! These swoap down from Mano's™ platfarm to catch Junior
on the chains. Don't let the Nitpickers get Junior. And remember the | ng
Snapjaws

STEP 3: Capture the key.

Junior must capture the flashing key in the upper centre of the screen, but
Mario™ sends Snapjaw after Snapjaw to try to stop him. Make Junior run
jump and climb to the highest platform. Leap over the Snapjaws for points
If you miss the key and fall onto Mario™, your Jumior 1s eliminated, and a
new Junior must start all aver agam |

STEP 4: Bonus!

While you're climbing, the Bonus Timer is counting. When you reach the
flashing key, the number appearing in the Bonus Timer is added to your ) ;
score. But time can work against you. If Junior fails to Capture the key by STEP 6: Second time around.

the time the bonus runs out, he is eliminated. A warning buzzer sounds So you think you're pretty clever? Surprise! It's time to climb the vines
when time gets short. | again - with more opponents to chase Junior
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STEP 7: Bounce right, bounce high! T

Finally, after your success on the second vine mission, it's time for the
incredible jJump board challenge

Again Junior starts in the lower eft corner. But this time he must jump onto
a jump board to begin his mission. Press the jump button when Junior
touches the board. If Jumior bounces just night, he performs a super jump!
[ry to land on a moving platform, then jump to a moving chain. Don't slam
Junior's head on a platform; that will hurt him!
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STEP 8: Birds and eggs.

Beware of the Stookybirds as you climb around the chain conveyor. In Skill
Levels 2-4, Stookybirds drop eqgs to eliminate your struggling Junior
Climb above the birds and eliminate them with fruit. Swing to the far night
to reach the highest platform. Then try for the key If Junior falls, he can
grab a chain or bounce off the jump board. Then try, try again

STEP 9: One more time!

The jungle action gets wilder and wilder. The missions repeat, but each
time, they're harder! How good are you?
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STEP 10: Starting over.
Press % to replay the DONKEY

KUONG, JH.'™Y Game Uption that you have

"l"'”['dr 1q. Or press # 1o go back to the Game Option screen
NBTE {esel Button an the cansols et thi. computer It can b
used to 511:: t a new gamea at any time, and can also be used in the event of
game malfunctior
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Bonus Points
When vou complete a mission the Bonus Timer stops. The time remaming

IS added to your

Bonus Juniors
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| THE FUN OF DISCOVERY

in booklet will provide the basic information vou need 1 el
started playing DONKEY KONG. JBR.'™™ but it is only the beginning! You w

and enjoy i

e 1



Coteceoyfiit

www.colecoboxart.com



	Page 1
	Page 2
	Page 3
	Page 4
	Page 5

