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Thank you for selecting the DONKEY KONG LAND™ Game Pak for the Nintendo~ Game Bo unit. 

-
Please read this instruction booklet thoroughly to ensure maximum enjoyment of your new 
game. Then save this book for future reference. 

TM AND® ARE TRADEMARKS or NINTENDO OF AMERICA INC. ® 1995 NINTENDO OF AMERICA INC. 
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BBU'rtON 

Control Pad: Move Kongs in action or on map screen 

A Button: Jump, Swim 

B Button: Roll , Pick up barrel (release to throw) 

Start Button: Pause 

Select Button: Switch to Diddy (or vice-versa) , 

or dismount from animal. 

Press Start and Select to exit a level you have already finished. 
4 



EXTBALIVES 

BANANA CCJUN·rEa 

The screen 
in Donkey 
Kong Land 
is nearly 
free of 
scores and 
other video game 
clutter. Instead, the 
Banana Counter and KONG letters 
appear when you collect an item to 
let you know how many you've got. 

KONG l,krrEas 
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Jump 
Donkey and Diddy Kong can 
both jump. This is their basic 
technique for avoiding obstacles 
and defeating enemies in 
Donkey Kong Land. If you jump 
on tires or off of enemies, you 
can jump a bit higher. Not every 
enemy can be defeated with a 
jump attack. 

Roll/Cartwheel 
These are Donkey Kong and 
Diddy Kong's alternate 
attacks. Donkey Kong's roll 
will bowl over most foes as 
well as Diddy's cartwheel. 



Climb 
Both Donkey and Diddy 
are expert climbers. Be it 
a jungle vine or the rig­
ging in a pirate ship, the 
Kongs are at home with 
their feet off the ground! 

Swim 
Water doesn't faze our 
ape heroes either. To 
swim, repeatedly tap the 
A Button. 
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The map screen helps you keep 
track of Donkey and Diddy's 
progress through Donkey Kong 
Land. To move around on the 
map, use the Game Boy's Control 
Pad cross. Some of the locations 
on the map are short-cuts that will 
transport you to another part of 
the map, so watch Kong's 
progress closely! Once you've 
reached the level you want to 
tackle, press A, B or Start to 
enter the action. 



Levels are indicated on the map by an oval symbol. If 
you find everything in a level, an exclamation point mark 
will appear next to the level on the map screen. To get 
100% in the game, you must find every hidden secret! 

Sometimes a boulder will block your path on the map 
screen. You need to find the bomb in one of the 
nearby levels to bypass this obstacle. It works 
automatically once you have it. 
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If you collect all the letters to spell 
K-0-N-G in a level, you will gain 
access to the Save Game Screen 
after you finish the level. You can 
then select a slot in which to save 
your progress. Up to three different 
games can be saved in the battery­
backed memory. The Save Game 
Screen will also tell you what level 
you have reached, as well as the 
percentage of the game you have 
completed. 

To erase a saved game, press 
SELECT, then press A, B, or START. 



During the course of Donkey and Diddy's ad~enture in Donkey 
Kong Land, they will encounter many useful ··-- . Man~ of 

Barrels 
Barrels play an integral part in the Kong's adventur.e. -
Some of these wooden kegs can be picked up and used 
as weapons against enemies. Others, marked with a star­
burst, are cannon barrels that will launch the Kongs into 
space, to land in another part of the level. 

c,....,..-.,_ 

Buddx Barrel 
Barrels witM a DK symbol on them will contain your buddy (Diddy 
if you are curreAtly contrelling Donkey, and Donkey if you're con­
trolling Diddy). Once you have released your friend from the bar­
rel , you can count on him to fill in for you if you should lose a 
life. Using the Select Button, you can switch to your, friend dur--
ing the game. This will not work in every situation. 11 
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Continue Point 
These sparkling circles indicate a continue point. If you make 
it to one of these, this is where you will continue the current 
level should you lose your life before you reach the end. 

End of stage 
The goal! You did it! Get ready for the next level! 

Kong Tokens 
The big coins you will find in some stages are Kong Tokens. In the Bonus 
Levels, you can cash in these tokens for a chance to win extra lives. 

Expresso and Rambi are waiting to 
give the Kongs assistance in their 
quest. Release them from the crates 
and hop on for a ride! 

EXPBESSO BAMBI 
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There are many ways to earn extra Kongs in Donkey Kong Land. 
You'll need them as the going gets rough in the later levels! 

Collecting 
Bananas 
Gather one hundred of 
your wayward bananas 
and you will be rewarded 
with an extra life. 

Big bunches 
of bananas 
The large bunches of 
bananas are worth ten! 

13 
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King K. Rool and his gang of Kremling 
comrades have scattered Donkey Kong's 
bananas in all new areas of Donkey Kong Island. While some of 
the areas may look familiar, the layouts are totally different. 
Plus, there are many all-new locations, like: 

Kremlantis 
This gigantic complex of ancient ruined tem­
ples is almost completely submerged. That 
means that there are plenty of Chomps and 
other biting fish swimming about, waiting to 
try and take a piece out of the Kongs. 

• 
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Big Ape City 
Travel by zeppelin to Donkey Kong's favor:ite stomp­
ing ground, Big City. The sight of, that familiar sky­
line might bring back fond memories, but don't 
waste your time sightseeing when there are 
Kremlings around! 

Gangplank Galleon 
King K. Rool's leaky old ship is crewed by his kooky 
Kremling accomplices. The Kongs will need to climb 
the rigging and seek out the bananas stashed 
there. 

Chimpanzee Clouds 
At the peaks of some of the bighest mountains, 
Donkey and Diddy will venture into the clouds for 
sky-high adventure. 

1& 
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World 1: Gangplank Galleon Ahoy! 

I,F:V f:J, 2: FBE14lZING FUN 

I,ti#VEL 1: -. 
JUNGI.E 
JAUNT 

.._ - .. 

LliVEL 4: DECK TREK Ll;VEL 7: RIGGIN' BUMBLE 

-
BOSS: 
WJI,D 
S'l'Il\fG 
FI,JNG 

I,F:VEL 9: 
ABCTIC 
BARREL 
ABSENAL 

I,if:VEL 8: 
CONGO 
CABNAGE 

LEVEL 3: SIMIAN SWING LEVEL 8: ROPE RAVINE LEVEL 6: TIBE ·rRAII, 

I 
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World 2: Kremlantis 

LEVEL 1: ·l·BICKY TEMPLE LEVEi, 7: SWIBLWIND STORM · 

LEVEL2: --­
KBEM­
LANTIS 

BOSS: 
SEABED 
SHOW­
DOWN 

-- LEV E!I, S: 
CHOMP'S 
COLISEUM 

I,i!:VEL 3: REE'F RAMPAGE LEVE.i.. 4: SNAKE CHABMEB'S CHALLENGE 

I,FiVEL 6: NAU·l·ILUS CHASE 
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World 3: Monkey Mountain & Chimpanzee Clouds 

I,EV l:J, 2: MOUNTAIN MAYHEM I,EVEL 3: TRACK ATTACK 1,P:V Iii, S: SKY HIGH CAPEil 

LllVEL 1: 
POT 
HOLE 
PANIC 

I,EVEL 4: SPIKY TIBE :l·.RAU, 

LEVEL 7: 
COLLAPS­
ING 
CLOUDS 

- BOSS: 

I,EVEL 6: LANDSI,IDE LEAP 

MAD 
MOieE 
HOLES 

I 
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World 4: Big Ape City 

1,BVEL 2: KONG KBAZY BOSS: K. BOOL'S KINGDOM 

LEVEL 3: --........ 
BALLOON 
BABBAGE 

LEVEL 4: FAST BARBEL BLAST 

-- LEVEL 7: 
OILDBUM 
SLUM 

LEVEi.e6: 
IsU·rtON 
BARBEL 
BLAST 

LEVEL 1: CON&·rBUCTION SITE FIGHT 

I,F:VEL S: SKYSCRAPER CAPEB 
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King K. Rool has pulled out all the stops for this test of Donkey 
Kong's courage. Check out some of these new enemies the 
Kongs will face: 

Hogwash the Flying Pig 
Flying pigs? Something' s not kosher in Donkey Kong 
Land! Like Necky, these porcine pilots patrol tt:le air­
ways and always seem to violate Kong's airspace at 
inopportune monnents. 

~ Nemo 
A large shell-dwelling creature that chases down 
Donkey and Diddy when they' re underwater. 



Fangfish 
This must be the one that got away! Some of the 
new aquatic enemies are even bigger than Chomps 
the ape-eating shark. This makes them 
even tougher to avoid! 

Hard Hat 
This mole's on patrol, looking to dig the 
ground out from under Donkey's feet. He's in 
charge of the Mad Mole Holes! 

' 1~. 
• I 

Swirlwind Warning 
The Swirlwind can either help or hinder Kong's 
progress, depending on how you approach it. 
Jump on top, and it serves as a convenient, if a 
bit squirrely, moving platform. Approach it from the 
side, and you'll be damaged by its windy vortex! 

21 
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If you have a Super Game 
Boy adapter, you can play 
Donkey Kong Land on your 
TV through your Super NES. 
Not only will this make it 
easier to see the details of 
the fully rendered graphics 
of the game, you will also 
get a more varied color 
selection, and a fully ren­
dered screen border! 

Please see your Super Game 
Boy instruction manual for 
more details on how to use 
your Super Game Boy. 

• 
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REV-E 

WARRANTY AND SERVICE INFORMATION 
3-MONTH LIMITED WARRANTY 

For Hardware, Game Paks, & Accessories 
Nintendo of America Inc. ("Nintendo") warrants to the original purchaser 
that the product (hardware, game paks and accessories) shall be free from 
defects in material and workmanship for a period of three (3) months from 
the date of purchase. If a defect covered by this warranty occurs during 
this three (3) month warranty period, Nintendo will repair or replace the 
defective product or component part, at its option, free of charge. 

ADDITIONAL 3-MONTH LIMITED WARRANTY (Hardware Only) 
Nintendo warrants to the original purchaser that the hardware product 
shall be free from defects in material and workmanship for an additional 
three (3) months beyond the original 3-month warranty penod described 
above. If a defect covered by this warranty occurs during this additional 3-
month warranty period, Nintendo will repair the defective hardware 
product or component free of charge. The original purchaser is entitled to 
this additional 3-month limtted repair warranty only 1f the Consumer Proof 
of Purchase Card (attached to the hardware packaging when sold) is 
returned promptly after the date of purchase to Nintendo by the original 
purchaser or the original purchaser's retailer. 

WARRANTY SERVICE OR REPAIR/SERVICE AFTER 
EXPIRATION OF WARRANTY 
You may need only simple instructions to correct any problem with 
your product. Call the NINTENDO WORLD CLASS SERVICE® 
Consumer Assistance Hotline at: 1-800-255-3700 rather than going to 
your retailer. Hours of operation are 4 a.m. to Midnight, Pacific Time, 
Monday - Saturday, and 6 a.m. to 7 p.m., Pacific Time, on Sundays (times 
subject to change). If the problem cannot be solved over the telephone, 
you will be referred to the nearest AUTHORIZED NINTENDO WORLD 
CLASS SERVICE® Center or you will be offered express factory service 
though Nintendo. You also may refer to your yellow pages directory under 
the heading of Video Games - Service & Repair, for the nearest authorized 
service location. In some instances, 1t may be necessary for you to ship the 
complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR 
DAMAGE, to the nearest service location. 

WARRANTY LIMITATIONS 
THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED 
WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO 
(INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME 
ENHANCEMENT DEVICES, ADAPTERS, AND POWER SUPPLY 
DEVICES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING 
RENTAL) OR IS MODIFIED OR TAMPERED WITH; (c) IS DAMAGED BY 
NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER 
CAUSES UNRELATED TO DEFECTIVE MATERIALS OR 
WORKMANSHIP; OR (d) HAS HAD THE SERIAL NUMBER AL TEAED, 
DEFACED, OR REMOVED. 
ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES 
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY 
PERIODS DESCRIBED ABOVE (3 MONTHS OR 6 MONTHS, AS 
APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FORM 
THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME 
STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR 
INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT 
APPLY TO YOU. 

This warranty gives you specific legal rights, and you may also have other 
rights which vary from state to state. Nintendo's address is as set forth on 
the back cover of this manual. 

This warranty is vaild only in the United States. 
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