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ario the fearless
carpenter, wants
desperately to
save his girlfriend from
the clutches of Donkey
Kong, who holds her
captive atop a mass of
broken girders. Mario
must scale four different
structures to rescue his
sweetheart.

He always begins at the bottom
of a gtack of girders. He must
clirnb ladders, leap over a barrage
of bouncing barrels, and dodge le-
thal firefoxes—only to have Don-
kay Kong snatoh the damsel from
him once again, breaking the
plump little hero's heart.

Sometimes, poor Mario finds
himsalf at the bottom of a pyra-
mid of girders. He must dash over
all eight steel rivets to accumulate
pointa while avoiding fatal torch-
ing by the firefoxas. But after re-
moving the rivets, he must take
care toleap over the gapa.

When Mario jumps onto a sa-
ries of fast-moving elavatorsa to gat
to the top, he has to avold firefoxes
and mad bouncing springs.

Mario also faces a complicated
chain of conveyor belts. He must
sidestep moving buckets of sand
while continuing to battle the un-
relenting firafoxes.
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He has only three chancea to
reach the top of the heap—though
hea can win an extra chance by
scoring 7,000 points—all the
while racing against the clock. It's
a struggle all the way. But Mario
will face anything to rescue his
truelovel
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eginning
the ascent

Insert the Donkey Kong
cartridge into your ATARI®* Home
Computer, as explained In your
computar owner's guida, and turn
on your computer. Plug one or two
Joysticks into Controller Jacks 1
and 2.

Press OPTION to pick one of the
flve levals of difficulty. Each level
can be played by one or two play-
ers. Press BELECT for a two-player
game: press SELECT again to ra-
turn to & one-player game.

Presa START or the joystick
button to begin Mario's journey,
Prass the gpace bar to pause dur-
ing a game, and press it again to
regume play.

Move your joystick left or right
to make Mario run in that direc-
tion. Move the joystick up or down
to make him climb or descend lad-
dera. Presa the red joystick button
to make Mario jump. He can jump
while standing still or running,
but not while on a ladder.

trategy

gpeed counts, especially
when you're challenging the bro-
ken girder ramps. Dawdling fuels
Donkey Eong's anger—he'll bowl
barrels faster and harder. 80 move
Mario quickly!

The hammers, which last for
about 11 seconds, can be very use-
ful. But you'll need to maka surse
Mario stops running befors
amashing a firafox or barrel—
each of these tricksters can easily
alip under 4 hammer on the up-
gwing and polish Mario off.

Be carefill when approaching
ladders. Barrels have minds of
their own, and may drop down on
Mario's noggin at the last possible
moment.

Practice helps you mastar
Mario's various feats of video ath-
latics. While Mario runs in one di-
rection, you can slam the joystiock
to the opposite side a aplit second
before punching the jump button
—ha'll back-fump over unplugged
riveta or other foes. When two ob-
stacles approach, gat a running
start then press the jump button
—he'll execute a flying broad
jump, Timing his jumps 1s the key
to Mario's suscess on the eleva-
tors and conveyor balts.
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45y Bonus Clock—The Bonus
Clock in the upper-left
cornaer begins with a number of
points, depending on your lavel of
play: 65,000 at level one, 8,000 at level
two, 7,000 at level thrss and 8,000 at
ondsa, the bonus number {8 decreased
by about 100. If Mario finishes his
Journey bafore tha clock runs out, you
somumuiate the number of points laft,
Irhe hasn't rescued the girl by the
time the clock winds down to zero,
Marioloses his chance.

Barrels—Jumping a barral

earns you 100 points. Leap-

ing over two is worth 300.
Jumping threa barrels at onee aarns
you & whopping 800 points.

Firefoxes— While barrels

simply roll at poor Mario,

Arefoxes chase him, He has to
Jump high to avoid being charbroiled
by thesa devils, but if he makes it, it's
worth 100, 300 or 800 extra points.

Hammer—Mario must jump

to grab the hammoer. (Onea he

has it he can use it for about
11 seconds to smash barrels, sand
pilas and firefoxes for 300 points.
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Rivets—Each time Mario
crosses a rivet, you oollect
100 pointas,

Prizes—Mario's girifriend
— brella and abirthday caks.
Thess prizes appear s

= . WY
silallads
whare from 300 to

800 points each. E

Mad S8prings—Thesa bounc-
E ing buffoons of the elevators

can stop Mario in short or-
der. It's a tricky business, but if you'rs
quick and elever, you can jump them
for 100 points sach.

Band Piles—Poursd neatly

thess move along conveyor
belts and can flatten Mario on con-
tact. Mario can amash them with the
hammar for 300 polnta, jump over
onaat a time for 100 points, or avold
them altogether.

the game, Colleot:
them t0 earn any-

N\

i
ATARI ﬂ AWarner Comimunications Compiany
H o raprrodicting of Tuls Qo man o aey Dorliee of B e
tomka i Aliowet withowt npeotfie wimizm permisgon of
A, Ine. Sunnvale, G4 BSO0H

€ 1os) Ak TR All Aglie Dseervod ITine) iIn TAA



/ /-'":vmeo
GAME
{1 = CARTRIDGE

Game Manual

DENKEYHOHG

ATARI




Foor Marlo. Just when things
are going so well for him—new
girifriend, new car, new job—
that beastly ape Donkey Kong
kidnaps Marlo's girifriend and
drags her off to the top of a
steel fortress.

To save her, Mario must climb
to the top of the fortress, remove
dangerous rivets, and fend off
deadly firefoxes. Il's a tough
flght. and Marlo needs your
help. Be a pal. Be a hero. Help
Mario save his glrifriend.

System Requirements

* Atari XE game system console
or XE or XL computer

+ Color television or color monitor
* One or two joysticks

Getting Started

1. With your XE game system
turned off, insert the Donkey
Kong cartridge into the siot on
top of your console asexplained
in your Owner's Manual.

2. Plug a joystick into controller
port | for a one-player game;
plug a second joystick into con-
troller port 2 for a two-player
game,

3. Switch on your television or
monitor; then press [Power] to
switch on your system. The
Donkey Kong title screen
appears.

4. Press.[Optlon] to choose one
of five difficulty levels, Press
[Select] to choose a one-player
or two-player game.

Go ¢/

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

6. Move the joystick left or right
to make Mario run in that direc-
tion. Move the joystick up or
down to make him climb or
descend ladders. Press the
Joystick fire button to make
Maric jump. He can Jump while
standing still or running but
not while he's on a ladder.

7. Press the [Space Bar] to pause
during 2 game; press it again to
resume play, To begin a new
game, press [Start].

Playing the Game

Mario must scale four different
structures to rescue his girlfriend
from Donkey Kong's clutches.
Mario always begins at the bot-
tom of a stack of girders. He must
climb ladders, leap over a barrage
of bouncing barrels, and dodge
lethal firefoxes.

Sometimes Mario finds himself
at the bottom of a pyramid of
girders. He must dash over all
eight steel rivets to accumulate
points, while avoiding the deadly
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firefoxes. After he removes the
rivets, Mario has to leap over the
resulting gaps.

When Mario jumps onto a series
of fast-moving elevators to get to
the top, he has to avoid more fire-
foxes and mad bouncing springs.

Mario also faces a complicated
chain of conveyor belts. He must
sidestep moving buckets of sand,
while continuing to battle the
unrelenting firefoxes.

Maria has only three chances to
reach the top, although he can
win an extra chance by scoring
7.000 points. it's a race against the
clock, but Mario will do anything
ta get his girlfriend backl

The bonus counter in the upper
left corner begins with a number
of points, depending on your level
of play: 5,000 points at ievel one,
6,000 at level two, 7.000 at level
three, and 8,000 at levels four and
five. Every two seconds, the bonus
number decreases 100 points.

If Mario finishes his journey
before 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, Mario loses his
chance.

Mario’s Foes

= Vario must get past the roll-

= ing barrels that block his
path. He can jump them one,
two, or three at a time.

every wrn. He has to jump
high to avoid being char-
broiled by these devils.

Mad elevator springs can
stop Mario in no time. It's
tricky, but if you're quick
and clever, you can jump
them and win bonus points.

'u' Mario must remove all of
the rivets on the girders by

running or jumping over
them. Each time he crosses

a rivet, you collect bonus

points,

= Concrete containers filled
with sand move along the
conveyor belts and can flat-
ten Mario on contact. Mario
can smash them with the
hammer, jJump over them
one at time, or avold them

altogether,

Marlo’'s Friends

i Mario can use the hammer

. to smash barrels, sand piles,
and firefoxes, Mario must
Jump to grab the hammer.

ﬂ Maric's girlfriend has
dropped her hat, purse,
umbrella, and a birthday

&= Cake. Collect them to earn
bon Ints. -=.

e us paints. -3
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Strategy

Speed counts, especially when
you're challenging the broken
girder ramps, Move Mario quickly
to dodge Donkey Kong's rolling
barrels.

The hammer doesn't last very
lang, so use it quickly. Make sure
Mario stops running before he
smashes a firefox or barrel. They
can easlly slip under a hammer on
the upswing and polish Mario off.

Be careful approaching ladders
Those tricky barrels may drop

down on Mario at the last possible
moment.

VWhile Mario runs in one direc-
tion, you can slam the Joystick to
the opposite side a split second
before punching the joystick fire
button. Mario will jump back over
unpiugged rivets or other foes.

When twao abstacles approach,
give Mario a running start and
then press the fire button—he’ll
execute a flying broad jump. Tim-
ing his jJumps is the key to Mario’s
success on the elevators and
conveyor bels.
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AT AT TII IBE ¢ © v v o o % 5 o e (7m0 668 300 points
Collecting the hat, purse, umbrella,

O DN R o spcwgan i i e et 300, 500, or BOO points

Aran Corpotation it whable O guarantes the aiiuiacy of piinted maderial alter the date of publicabesn and
dclams kabilmy for changew errors. of omistions. Reproducman of this codument of of any porrion of it
confertl b ot Mllooved without Bhe sgedilic wiitten corsent of Avan Corporation

Arart®, ihe ALEr ogo, KE™ s ML™ are prademarky of registered trademarks of Atan Corporation, Donkey
Hﬂr’lﬂ'— amd RLArG™ are prademarks of Mneends of Armeries, fed | 00 1981, 1701, Nivdendo of Americs, bl

Copytight & 1988, Atari Corporation, Sunnyvale, TA T80BE, All rights reserved
Frired i Hong Kong CHOOSO31 Rew, A Wl o 1REE. ATAE!



