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INSTRUCTIONS
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Plays like the DONKEY KONG 3™ arcaﬂe gamef



GAME DESCRIPTION

Donkey Kong’s loose in the greenhouse and only Stanley the
bugman can stop him. Armed with a can of bug repellant, Stanley
must work furiously to keep Donkey Kong and all of the Buzz
bees and Bee spies away from his flowers. Get the super spray
and you can blast your way through three screens full of
greenhouse excitement.



GETTING READY TO PLAY

® Make sure the COLECOVISION™ console is connected to
TV. Make sure power supply is plugged into console. Then
plug power supply into a 110/120 volt AC outlet.

® TV should be on and tuned to same channel as the
Channel Select switch on the console.

e ALWAYS MAKE SURE COLECOVISION™ UNIT IS OFF
BEFORE INSERTING OR REMOVING A CARTRIDGE.
Turn Off/On switch to On after cartridge is inserted.
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USING YOUR CONTROLS

NOTE : For a one-player game, use the controller plugged into
Port 1. For a two-player game, Player 1 uses the controller
plugged into Port 1; Player 2 uses the controller plugged into
Port 2.

Using Buttons and Control Stick for DONKEY KONG 3.™

1. Keypad: Press # to enter a credit. Press 1 to start one-
player game or press 2 to start a two-players game.

2. Control Stick: The Control Stick controls most of
Stanley’s movement on the screen.

Moving Stanley:

By pushing up, Stanley jumps up to a higher floor. By
pushing down, Stanley goes down to a lower floor. Use
left and right to go in these directions.

3. Side Buttons: Press any Side Button to let Stanley
shoot spray upward.



HERE'S HOW TO PLAY

NOTE: If you are playing a two-player game, players take turns.
Player begins, and each turn lasts until the player Stanley is
eliminated.

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

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 can pick
it up. Use it when Stanley is in trouble and needs to fight
back.

* The effects of the power spray wear off after some
time.



The score for zapping a bee depends on the "‘"}
type of attack the bee makes. F

Queen Buzzbees must be zapped twice. In =

the end, they explode and scatter all over

the place so you have to be careful not to get hit by
them.

The bees come to get the flowers at the r'\)
bottom of the screen. Zap them before they
return to their nest. Successfully guarded(%
flowers count as bonus points.

“Creepies” slowly come down from the palm

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 safely walk past it.




SCORING

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

Time bonus points

Any time left at the end of the round is added to your score.

* Remember, of course, the longer the round lasts, the less time
is left at the end.
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* As the rounds advance, other pesky bugs also appear.

Extra points
When the score goes over 30,000 pts, you get an extra Stanley
and then each 30,000 pts.

THE FUN OF DISCOVERY

This instruction booklet will provide the basic information you
need to get started playing DONKEY KONG 3™, but it is only the
beginning! You will find that this cartridge is full of special
features that make DONKEY KONG 3™ exciting every time you
play. Experiment with different techniques and enjoy the game!




90 DAY LIMITED WARRANTY

Coleco warrants to the original consumer purchaser in the United States of
America that this video game cartridge will be free of defects in material or
workmanship for 90 days from the date of purchase under normal in-house use.

Coleco’s sole and exclusive liability for defects in material and workmanship
shall be limited to repair or replacement at its authorized Coleco Service Station.
The warranty does not obligate Coleco to bear the cost of transportation charges in
connection with the repair or replacement of defective parts.

This warranty is invalid if the damage or defect is caused by accident, act of
God, consumer abuse, unauthorized alteration or repair, vandalism, or misuse.

Any implied warranties arising out of the sale of the video game cartridges
including the implied warranties of merchantability for a particular purpose
are limited to the above 90 day period. Coleco shall in no event be liable for
incidental, consequential, contingent or any other damages.

This warranty gives you specific legal rights, and you may have other rights
which vary from State to State. Some states do not allow the exclusion or limitation
of incidental or consequential damages or limitations on how long an implied
warranty lasts, so the above limitations or exclusions may not apply to you.

SERVICE POLICY

Please read your Video Game Owner's Manual carefully before using the
product. If your video game cartridge fails to operate properly, please refer to the
trouble-shooting checklist in the Owner’s Manual for your particular video system. If
you cannot correct the malfunction after consulting the trouble-shooting checklist,
please call Customer Service on Coleco’s toll-free service hotline: 1-800-842-1225
nationwide. This service is in operation from 8:00 a.m. to 5:00 p.m. Eastern
Standard Time, Monday through Friday.

Donkey Kong™ and Stanley™ are trademarks of Nintendo of America, Inc.
© 1983 Nintendo of America, Inc. All Rights Reserved.

ColecoVision® is a registered trademark of Coleco Industries, Inc.
ADAM™ is a trademark of Coleco Industries, Inc.

©1983 Coleco Industries, Inc.

Package, Program and Audiovisual © 1983 Coleco Industries, Inc.
Amsterdam, New York 12010



