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You can save more than one state per game if you change the save slot.
When you are in the game, there are special commands available.

Select + Right Shoulder Save Game To Current Save Slot
Select + left Shoulder Load Save From Current Save Slot
Select + Right Next Save Slot
Select + Left Previous Save Slote
Select+ X Emulator Menu
Select+B Reset
Select + Start Exit Game

We are using the following Save slots:
1 Super Bomber Man 3 (Europe)
2 Donkey Kong 2 Diddys Kong Quest (Europe)
3 Super Mario All Stars (Europe) - Super Mario 3
4 Donkey Kong Country Europe (EN,FR,DE) (Rev 1)



Arcade instructions and info:

Please make sure your tv is turned on and on the correct hdmi channel before connecting the
micro usb power cable - otherwise you may not get a picture on the tv.

please be patient when its booting up and dont push any buttons, it takes a while becuase of all
the games on the system.

If you opted for the wireless controllers, push the p3 button to connect, when the red light
stops flashing its connected and push a button to bypass the no controllers found page. The
controllers are brand new so i suggest letting them charge for a few hours. They will charge
much faster using a phone charger or like. The arcade usb ports arent very powerful so i dont
recomend using them to charge the controllers.

To connect to wifi you will need a usb keyboard. Using the gamepad go to the retopie menu and
select configure wireless. Using the keyboard push enter on search for wireless and select your
network name and push enter. You can now type in your network password and push ok. Once
thats done push enter on cancel and you will return to the main menu. You only have to do this
once, it will remeber the password from now on.

when you are shutting down the arcade, you must push start and go to exit and then shutdown.
This is VERY important and could cause damage by just pulling out the plug

when playing a game and you would like to exit back to the menu, push start and coin/select
buttons together on player one controller

it you get a nag ok screen on a mame game, just push left then right on the gamepad to bypass.

please note: There will be some games that do not work or have some glitches, this is down to
the emulator itself, due to the amount of games installed testing them all is not realistic.

The kodi password is 1234, this can be changed or removed altogether in profile settings. this
stops anyone just logging in and accessing the streaming addons.

please send me a message through ebay beforé leaving any negative feedback, i will do
whatever i can to get any issues you have resloved quickly.

Emulators bring a very useful feature : save state. A saved state is a quick save of the game, and
allows you to reload the game at this point.

With save states, you will never have to seek for a saved point again !
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Warning: Please carefully read the consumer information and precautions
booklet included with this product before using your Nintendo® Hardware

System, Game Pak, or Accessory.

This offictal seal is your assurance that
Nintendo has yreviewed this product and it
futs met oy standards for excellence in work-
manship, refiability and entertainment

vatue, Always look for this seal when buying
games and accessories lo ensure complete
compatibility with your Nintendo product.
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A Seal of Uuality

All Nintendo products are licensed by sales for use with other authorized products
bearing the Official Nintendo Seal of Quality.™

Thank you for selecting Donkey Kong Country™ Game Pak for your Super Nintendo
Entertainment System®,

Please read this instruction booklet thoroughly te ensure maximum enjoyment of your new |
game. Keep this instruction booklet and warranty in a safe place for future reference.

WARNING: If the POWER switch is switched ON and OFF repeatedly, the accumulated
contents of your Super NES game pak’s battery-backed memeory may be delefed.

Avoid turning the POWER switch OFF unnecessarily (before saving the game) or data
may be lost,

This product has been rated by the Entertainment Software Rating Board.
For information about the ESRB rating, or to comment about the
appropriateness of the rating, please contact the ESRB at 1-800-771-3772.

Look at the
fancy box. Look at the size
of this instruction manual.
You don't think they would
have gone to all this
trouble of the game was
any good, do you?!

@ 1994 Nintendo. Game by Rare.
TM & @ are trademarks of Mintendo of America Inc,
i 1994 Nintendo of America Inc.
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I his fate.

jungle that covered most of the island. Donkey Kong had assigned

Storms lashed the
rugged terrain of
Donkey Kong Island,
home of the famous video
game ape and his family
and friends,
Near Donkey
Kong’s tree
house, a small
monkey
« named Diddy
cowered in fear of
' the savage lightning

M) By iy which periodically illu-
minated the lush, dark

Diddy to guard duty on this awful night, and he was not happy about

Donkey Kong'’s earlier pep talk kept creeping back into Diddly’s
mind. “OK, little buddy,” Donkey had said in his patronizing voice.
“As part of your hero training, you've got to stand guard tonight over
my bananas... I'll relive you at midnight, so try and stay awake until

then!”

Buddy? Yeah, right. Now he was alone. Alone unless you count-
~ed the unknown threats which lurked behind every tree that he
glimpsed during the lightning flashes, The Kremlings were out there,
this much was certain. They coveted Donkey Kong's banana stock-
pile, the largest on the island, and probably in the world. A treasure
in potassium and Yitamin A. The perfect food. “Ahhh... delicious
bananas...” The thought of DK’s golden horde almost made Diddy
forget his uncomfortable situation. But a rustling in the under-
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1y 6Gf'iiftla EUdd?' Ein'd retrievé: a bunch of bananas?!” Cranky
e

to see the familiar wrmkied whtte bearcled grouchyifa .
' nky i snorted. Wha_t kind of gamz 1dea |s that?! Where’s the screaming

granddad “Cranky Kong" peenng dcwn at hlm n: hIE _h"
was the original Donkey Kong who battled Marm in sever'
games. ; ST

| 05

damsel ln'dISt'i’ess?'“ - B

‘Dldd}*;_s"absession wuth bemg Ilke me has gone too far! He may

“What ‘cha do that fc:.r-’)!“ Donkey Kong asked kngwm ful wg"‘ ' be a long Way;;_frém bems a true wdeo game hero, but he had the
' guts, the reflexes, the heart e v

that Cranky was prone to cuffing him at every whlm

“Take a look osltle Vot banana cave Yau re m f@ r A bl g sur- , “If you ask me, nelther of you are. ready for prime time," Cranky
prise!” Cranky cackled Sl ' interrupted. “You'll never be as popular a character as | was! Why, in
SEe A my heyday, kids lined up to play my games! The quarters were

Donkey's mind raced as. he vaulted ta--tha-:cave and peered 4 stacked on the machine as they wartg:d ..fc:-_r. their turn! If you go on
inside. Instead of the dull golden glow: c:f thousands of bananas, F | this ridiculous adventure, you'll be lucky to sell ten copies!”

there were only a few: discarded peels These had been trampled | 1 [ - S

into the dift by hundreds of reptilianifeet, judging from the many y - Donkey Kong fumed. He usually let Cranky's rambling roll off his
three-toed footprints that covered the damp cavern floor But what ‘ back, but thlsktlma Was different.“What do you know about adven-
abolt. . & & ki turing, you flea bltten Qld ape?" yelled Donkey Kong, edsging closer

and closer, bravmg Cranky 5 cane unnl he was totally in his face. “I'm
sick of hearlng aboUt your bﬁrmg, slngle screen adventures! Diddy’s in
trouble, my banaha horde IS gane ancl I m going to det them all back!”

“Diddy’'s gone, too!” Crank? Iauéhé‘d;_ﬁi‘ﬁ*fhat*é"what you get for
shirking your responsibility, you g'c::odifér-éﬁathing bum! In my days
we would have been happy tc- stand suard in the rain, ‘cause
that might have meant hawng an extra frama of animation! Of
course, havmg rain would have been imp055|~
ble, given our pitiful processmg power but

Donkey f(ong smrmed cﬂ‘ m search of his missing buddy, following
the trail of f:mnanas the I(re:mlmgs had dropped

‘E_i"-‘?""'WelI its nc:t exactly rescuing a Princess, but it'l
__in a pinch,“ _Cranky snorted as DK disappeared into

’the IU5h"jungIe: After a moment's hesitation, Cranky fol-
Iowe:d him. “The lad may just need my help..." he mumbled to
himself. “I{ids taday theyjust don’t have any respect for their
elders... Siaed

Donkey Kang stood there in 5tunned

Cranky said. "Dldd}’....-SOFIE MY “‘5“‘3
buddy...” he murmured to hlmself .

Donkey Kong wasxsﬂddenlyfilled with con-
viction. “The 'Kremlingswill pay';’ he raged. “I'll
hunt them down through ever}f corner ofamy
island, until | have every Iast banana frc:m my
horde back!!" e

You're only
reading this because
you're bored!




Getting Started

We made this game super easy to get in to. Plug the cartridge into your Super
NES. Turn the power on. Watch the demo for as long as you like. Press Start
when you're ready to get into the game!

Game Play Modes

You can play Donkey Kong Country sclo or
with a friend. In two-player CONTEST mode,
you alternate with a friend to see who can fin-
ish the most levels in the shortest time. In

- two-player team mode, both players alternate
control during the game, with one controlling
Donkey Kong and the other controlling Diddy
Kong. This s a great way for a younger player
to play along with an older, more experi-
enced player.

31 ° FUNKY HONG

* CANDY KONG

° KREMLINGS!

°* YOUR POSITION

Map Screens
Kremlings have stolen Donkey Kong's banana horde, and it's up to you to help him
get them back. On the map screen between each level, you'll see your position, as
well as the locations of Kremlings, Cranky Kong, Funky Kong and Candy Kong.
The members of the Kong family will help you in different ways as you travel,
For details, see page 26.

| wouldn't believe a word
of this! I've been everywhere and
| found only twe locations,
bad ones at that!

Where's the score bar? Life meter? Speedometer? Scrolled off the screen,
where they belong, that's where! When you do collect bananas, an extra
life, or other goedies, the indicator symbol will momentarily scroll onto
the screen. Some of the symbaols you will see are:

BANANA COUNTER
This tallies your bananas.

K-O-N-.G LETTERS
Spell Kong in a level and get an extra life,

LIFE BALLOONS

How many lives you have left.

You can find more details on these items on page 18,




Basic Controller
Functions _

Well well, I've never
seen so much rubbish.
A good game shouldn't
need any explanation!

UPEH MNIEADC

Rl W

. A BUTTON
"'",I » Get off your
. animal buddy
| . * Switch from Donkey
-" f" to Diddy and vice-
he controller functions in Donkey Kong \ | }r versa.

Country are basic, so you can concentrate 1“';,._ . *Switch t_:_:etwezn
on enjoying the game's graphics, sound and game g:::z;st;r;; a6
play, rather than trying to remember which button i '
does a spin jump or backward-double-combination - .
flip! You can probably figure out the controls yourself, 'u"“""‘"fv"fm-—,;;wm;af%l@w . _

ki <
but for your reference, here are the button functions. '. ® %o *B BU N
Some moves will only work in certain situations. " Y BUTTON e JUmp
. * Press to Roll or Cartwheel s St
Tag team action: *  *Hold down to Run
| #Switch from Donkey t_ * Press to pick Up a barrel, release to throw
Kong to Diddy Kong s *Hold down to climb vines faster
and vice-versa, %, *Press while holding the + Control Pad Down

* Switch between e to perform Donkey Kong's hand slap.

players In two-player START
team mode. *What else? PAUSE!
|
J
EXPRESSO ‘
Use the Y Button to run with o By |\ When you're riding
‘ 3?”31 i I Expresso (watch out, he’s fast), WINKY . b Enguarde, the Y or B Button will give
L €n you are riding Ramb, and the B Button to jump. When Use the B Button to Jump super you a burst of speed, and make him
hold down the ¥ Bu.tton to you're in the air, tap the B Button | high with Winky! stab with his sword-nose!
run, and press B to jump. to flap your wings.
10
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The Star:

he king of swing, the thrilla gorilla.

the prime primate: it*s Donkey Kong!
But this is not your father’s Donkey Kong! Although
he is a relative of the classie areade eharaeter, Conuniry’s
Donkey Kong is a totally new character. with a new look,

new moves, and a new aftilnde.

DONKEY KONG'S MOVES

JUMP

What's a platform action game without jumping? Of course, jumping
will allow you to explore the many areas of Donkey Kong Country. If
you land on an enemy’s head, that will usually be the last of him!

RUN

Hold down the ¥ Button as you move to make Donkey Kong run.
Not only is this faster and more exciting than walking, you can also
jump a little farther with a running start.

SWING % -
Swinging Is Donkey Kcng 5 specialty
Grabbing the vine is automatic. To get
off, jump (press the B Button)! Press and
hold the ¥ Button to climb faster.

BARREL ROLL
Use this move to turn DK into a llving bowling ball! This
attack will scatter almost any enemy.

SWIM

As an island, Donkey Kong Country is
surrounded by water. To swim, tap
the B Button. Use the Down arrow on
the Control Pad to sink faster.

THROW BARRELS
Donkey Kong can heft barrels with the greatest of ease, and holds them high
above his head as he carries them. Press the ¥ Button to pick up a barrel. If you
release the ¥ Button, you will toss the barrel, However, if you hold Down on the
Control Pad as you release the Y Button, you will put the

barrel down, nice and gently.

BRUTE STRENGTH

Donkey Kong's advantage is his awesome

strength. If he lands on a weakened part of the ground, he can often
reveal hidden stashes of barrels, tires or other items. By. pressms the ‘f
Button and Down on the + Contrel Pad sumultaneousty, Jonkey Kong:
will perform a pewerful hand slap attack, This move can feat enemie
and reveal stuff that is hidden underground. Tl




SWIM

Diddy loves to swim, and is probably the best of
the two Kongs to use in the water |evels.

THROW BARRELS
Diddy can pick up and toss barrels almost as
- well as Donkey Kong, However, he carries
.~ barrels out in front of him as he's just not
‘ strong enough to hold them above his head.

Ithough he would never admit it. Diddy
Kong is a Donkey Kong wannabe. His
ambition in life is to be a video game hero just like

the big guy. And although Donkey Kong wounld never

say it to Diddy’s face, the kid has potential. Hes fast,

agile, and has the heart to be a world elass video game
hero. He just needs a little more experience and, of

CHIrsSe. eXposn | TH

SMALL BUT QUICK

Diddy is smaller than Donkey Kong, but that can be an advantage.
For one thing, it makes it harder for enemies to hit him. This can be
especially useful in the underwater areas where there are many tight
squeezes| The way Diddy carries barrels may also seem weak, but it
can actually be helpful in revealing certain hidden areas.

DIDDY KONG’S MOVES

CARTWHEEL ATTACK

Diddy Kong's signature mave is his cart-

wheel attack. Although it may not be

as powerful as DK's barrel roll, It

still gets the job done, even 4
- adainst heavy hitters like P

TAG TEAM
. Klump. Rt Donkey Kong and Diddy form a powerful tag
. | SRRy § 2 team when they are together. If you
JUMP SIHE - have both Kongs, you will control
Diddy can jump farther and higher than Donkey Kong. Jumping Is useful one of them and the other will
for exploring and tackling some enemies. However, Diddy must jJump on | follow automatically. Take a hit
some enemies twice In order to defeat them. ' from an enemy, and the Kong
you are controlling will scam-
RUN per off and you'll take control
Diddy can run extra fast If you hold down the Y Button as you move. of the other. If you want to
SWING - switch between Kongs during
Like all monkeys, Diddy likes to climb pidysifess BEACIHIEGle ro Y RJA 3
and swing on ropes and vines. Press certain points In the game where (Al A 3.5;
the B Button to jump off. Press and it Is g definite advantage to be Diddy, and oth- :

hold the ¥ Button to climb faster. ers where [t [s better to be Donkey.
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Both Donkey Kong and Diddy Kong can pick up'and throw barrels,
But there are many types of barrels in Donkey Kong Country, and

some of them have very special functions,

(A)
These commeon barreis make a sreat projectile weapon
agalnst enemles. They smash into splinters Upen IMpact,

Steel rimmed barrels roll over enemies until they Rit,a wall:

B
This drum of trinitsotgluzﬂe (that's TNT) packs guite a
wallop. The explosion from this barrel camidefeat dlmost
any enemy, and can break open hidden doors Ifyeu
pick this barrel up and then put it down (press Down onl
the Control Pad as you release the Y Button), it will
explode a few seconds later, like a time bomo!

IARREL { f"\};',*,;,: l],b:g,}_, r» (c & .. D)
Barrel Canrons are usually suspended in the sky by
some Unknown force, Gnce you jump into one you can
launch out of it, high into the sky or across great dis-
tances. There are two types of barrel cannons: regular
cannens (D} which you must press the B Button to'acti-
vate, and automatic cannons (C) which launch you as
soon as you jump in. Automatic barrels are marked with
a white explosion.

Funky Kona's barrel will launch you to any of thes lev-
els that you have prewoust;-f compieted ¥&U may
want to backtrack to. eam

extra lives, find |
your buddy, ort6™
search the'level

for a hidden thing
yolu may have
filssed.

||| FI '
SAVE BARHN
Three games can be saved in your
dame pak’s battery-backed memory.
Candy Kong's save barre| will allow
you to save your progress. Jump in
and your game will be history (stored
! In the cart's battery-backed RAM).

=Y
FrJ

Unlike reg;,_;laf’bérrels, steel kegs
are basicallyflinbreakable. Once
you throw one, it will keep on
rmlhng, knocking out any enemies
_itruns into. You canalso throw
one of these’ barrels against a
swallfand jump oh top of it on
the rebeund You'll be in for
_aivild ride If vou can pull off
this move!

(E)

. T &
™ IFe
1 B

(E)
These barrzls dare decorated with a
star des]gn |f you'knock ot one of
\these Barrels, You, will'restart at the
bar‘rel’% Iocaticmn instead: cf the begin-
nlng ‘of thz le‘vet when you &se a. Ilfe

N ;
Barrels marked wlth the DK logr::r will have your

i "'\. friend inside if yéu are by yourself.'Break the bar-
\ ] \‘ :

rel to release your frjznd and he will join your

team If you already have: both Kongs, this barrel

will functtc:-n like a regular barrel.
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ANIMAL TOKENS

Golden animal tokens are also hid-
den in many ingenious locations.
These are definitely worth collecting
as a set of three will transpert you to
a bonus level. In this bonus level,
you play as the animal!

BANANAS!
These precious golden fruits are the object of
Donkey Kong's quest. You should try to colleck
each and every banana in the game. Collecting
vast quantities of bananas will earn yolu extra lives
plus they are just good for you! The trail of
bananas left by the thieving Kremlings will also
guide you on your way.

Bonus Levels? Ha!l Don't hold your
breath looking for these, thers
are none.

K-O-N-G LETTERS

Spell KONG in a level and you will
earn an extra life! The K-O-N-G |et-
ters are sometimes well hidden so it
may take some effort to find them.

BALLOONS

Donkey Kong Balloons mean extra
lives. Each red balloon that you
collect will give you a single extra
life. Green balloons are worth two
extra lives and Blue ballocns will
earn you three extra lives. There
are many ways to find or earn bal-
loons. You must move quickly to
catch these balloons before they
float away!

K

EXPRESSO

| ean't believe
you're still reading this!
What you need is a good

traghing! ENGUARDE




JUNGLE

Donkey Kong's home
is in the jungle, where
he is master of all he
surveys (or sc he
thinks). You'll start
your adventure in
“Jungle Hijinks,” which
introduces you to the
play control of the
game, This s also a
great place to eamn
extra lives if you come
back to it later in the
game, In the jungle,
you'll find many vines
strung between the
palms that are great
for swinging over
trouble areas.

FACTORY

The Kremling's crown-
ing industrial achieve-
ments are the huge
factories they built in
Donkey Kong Country,
These factories do not
adhere to strict safety
codes, and are full of
burning oil drums,
faulty lighting and per-
ilous platforms. Enter
at your own risk,

You’ll find a wide variety of ecosystems in
Donkey Kong Country. Though the island itself is mainly
tropical, there are great pine forests on the slopes of snow-
capped peaks. The mountains are riddled with mines, natural
tunnels and caves. Surrounding the island are many tropical

lagoons full of reefs and colorful fish. Following are gen-
b, eral descriptions of each area.

. - {s 2
% a
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UNDERWATER
While the underwater
areas of Donkey Kong
Country are some of
the most beautiful,
they are also some of
the most dangerous.
The waters are infest-
ed with sharks, pira-
nhas, killer octopl,
and stinging jellyfish.
Swim with care!
Luckily, your animal
friend Enguarde the
swordfish is there to
help you!

= ‘meﬁﬂﬁﬁmﬂmﬂmﬂ

MOUNTAINS
The snowcapped
peaks of Donkey
Kong Country are
rarely climbed due to
the hazardous condi-
tions found at such
high elevations, The
ground is like solid
ice and does not
offer a firm foothold
for the explorer.
Blinding blizzards
often strike without
warning, The resulting
lack of visibility can
make the already
challenging obstacles
in these areas next to
impossible!

TR
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MINES

The vast mines of
Donkey Kong Country
are now stripped of
any ore they may have
once contained. All
the tools of the miners
remain, however, from
the criginal inhabi- mine carts to rickety
tants may be gone, , . PR ; o | scaffolding, There are
the place is teeming | . { & R | S S e special barrels that
with Kremlings and a o | - F g T A ' = £ A | turn the lights on and
thelir friends, ready A o o~ V. 1o Bt % off, and risky mine ele-
to ambush anyone e, % WoD L e it i vators full of slag,
who trespasses here. __-;_.___=,_' i s i3 /P b o W\ Without a hard hat,
The barrel cannons e e o S RSy N * | mine exploration Is not
are particularly tricky S e e, BN NN B recommended, but
in the treetops! W o~ o] PR R R S A A Klump is not about to
. e on fd o, N ke | : give up his!

TREETOPS

In the |ofty treetops
of Donkey Kong
Country, you'll find a
deserted town of
wooden platforms
and huts, origin
unknown. But while

ENB ORI CEL,

= e T ]

s

Donkey Kong Island 7 N~ o HREIASLHR Rt iR L2 These monolithic ruins
has so many CB\"ES, =‘ ;s : ‘ ',1; : I 5.- N - 3 t‘ X m .":" ’ ”l.f_«‘t?g i "'lm.:.: "-" E - .f are now I'l_llﬂd b':r" ml”"
tunnels and mines, . ‘ e N > L i e ] stone-rolling Gnawty

beavers! Of course,
ruins are well known
for their treasure, and
you can find many for-
gotten items in these
haunted bulldings of
vine covered stone,

it's almost like a giant
block of Swiss
cheese, There are
many types of caves,
including some
made out of solid
ice! Caves have many
secret passages and,
of course, are full of | s - = % G B R il e (1f
‘Kremlings, Tires play | s o : eh e R :: i ' | BONUS LEVELS
an important part in , b Y iy P T A T There are dozens of
spelunking through :'_ . 25 Sl , CREm . AESEE | Bonus Levels hidden in
the caves, Use thelr | . = ' | o B e SRR T AT e AU PO | Donkey Kong Country.
enhanced bouncing et GRS — fo F 7 oA Pl 34 PR LIRS || Some are easy to find,
ability to reach out- T _ N F 0 e ' P ) T e ke L TR N others are almost
of-the-way places. 3 - I P . e e R e b impossible. All will
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bananas or other
surprise items.

RSN

= W T e
RS T L

STk
3 ey L




ENGUARDE THE SWORDFKFISH

For aguatic adventuring, Enguarde is essential. While riding

him, you do not need to press the B Button to swim; the

Control Pad directional arrows are enough. By pressing the

Y or B Button, you can get a burst of speed

. N during which Enguarde’s sword nose

: becomes a deadly weapon. Needless to
say, you won't find Enguarde anywhere
but underwater.

There are five friendly animals in Donkey Kong Country that will help you on your way. While
they will usually show up in an area you might expect to find them in, they can also be
found in some pretty unusual places. When you see a crate with an animal symbol on it,
jump on the crate to break it open and you'll mount up automatically. Press the A Button to
jump off the animal. .

RAMEBI THE
RHINO

Rambi always likes to
go full speed ahead. If

1

you press and hold 4 WINKY THE FROG
ﬂ..'e % uttan, Famel L You wouldn't know it by looking at
will take off and run -

him, but Winky is one of the
most powerful animals.
He can jump higher
than any cf them, and
with his strong legs, he
can jump attack some ene-
mies that even Donkey can’t
touch. Winky is fond of damp,
dark places, but he is known to
turn up almost anywhere!

over everything in his
path. Just make sure that

you keep your eyes open
for pits and cliffs. Rambi is | A .
a powerful animal and can i S e o
break his way into most o
secret doors.

y

EXPRESSO THE OSTRICH
This crazy bird is a valuable B
animal to find, Althousgh
he can't really fly, he can
run even faster than
Rambi, and can make

long, wing assisted leaps.
Expresso’s legs, being long
and spindly, are not suitable :
for jumping on enemies. ‘ﬁ
Smaller enemies will crawl right under him, o
but larger ones are trouble. You can make Expresso flap his~ 4
24 wings by repeatedly pressing the B Button.

Q

SQUAWKS |
THE PARROT L g
Squawks is the one animal "

that you cannot ride, but he is helpful
nonetheless. You can find him in the
darkest cave level. Once you release him, he
will hold a flashlight that will help lisht your path.
Because he is so essential to success in this darkened level,
he's not too hard to find when you need him.




FUNKY KONG

Funky Kong, Donkey Kong's bronze tanned, sun-
glasses wearin’, surf punk friend, usually hangs
out at Donkey Kong Country's many beaches,
However, he also operates a special Barrel Flight
service which will allow Donkey and Diddy to
travel back to any level in the game that they
have already finished. Although Funky hates to
go on adventures himself (he's too laid back) he
keeps up on the island scene and may have
useful information at times.

CANDY KONG

Candy Kong is the banana of
Donkey Kong's eye, and one of his
closest friends. Although everyone %
assumes that they will get married

some day, Donkey Kong's just not

ready to settle down yvet (in Candy's
opinion). Candy Is also very fond of

Diddy, and would pinch his little cheeks at
every opportunity, if she had the frames of
animation to do it! Donkey and Diddy will
meet up with Candy often as they search for
their missing bananas. When they do, Candy will
give them a chance to save their progress through
the game so far. All you have to do to save is jump
into Candly's save barrel!
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CRANKY KONG
Donkey Kong's grouchy pappy s actually the original Donkey Kong who
starred in the many Donkey l(::)ng arcade classics of the eighties. He considers
those games the pinnacle of game design, and will have nothing to do with
the newfangled graphics, sound and multiple-button controllers of today's
Nintendo mega-hits. Donkey Kong will encounter Cranky throughout his
adventure at his'many cabins scattered across Donkey Kong Country, Cranky
will usually be grateful for the chance to converse, specifically to get on
Donkey’s case about the state of
games today. Although most of
Cranky's conversations are hot air, he
will occasionally drop a hint or two
about the game, as he is anxious to
pass on his game prowess to the
younger generation of game fans. His
problem Is, he only has a three frame
walk, so he can't participate in the
action! Cranky can chew your ear off if
you give him a chance, so once you
get tired of him, Just take off.

Tired of me?
You're lucky |'m here to
brighten up this boring
manual!

T



 These Kong reject orangutans do know: how to roll out the barrell

ﬂrﬁw-wlil: curl into an armored ball to protect himself
from your attacks. s
SLIPPA
Scaly, slithering snakes that like to live in old oil drum




Wl sonny, in my day we
didn’t have all this newfangled game
play like in Donkey Kong Country, no siree.
You game players today are spoiled by all the
pretty pietures’and stereo sound, when all
you really need is great game play.
Well, if you need some hints for
this silly game, try these:

i

CHOMPS
The waters of Donkey Kong Country are infested

with many sharks! g A ‘ cr anky’s
CHOMPS JR, | Advi
A smaller variety of shark, but nonetheless deadlly! b A CLoEE VIce

5
 SQUIDGE - | g, @ .
Watch out for this scooting jellyfish. He can appear i N - There are tons of secret lev-

ool ' | Gt _, = g els in this game! Always try
gLAbMBB ' ! - ' o Y to explore every level thor-
ambo spits pearls at you as you swim past, [ B B '
Sooto _ i A _ © oughly to find these areas,
0C PUS : . . AR N & where you can earn exira lives. Of course, if I were
These octopi spin dizzily about coral formations. | R N, LA B
. playing, I wouldn’t need any, but you might!

Some enemies are invulnerable to certain attacks,

@ °r might take more than one hit to beat. Try lots of
things when you meet a new enemy, even jump on
his head. What a novel idea!

Follow the trail of bananas to the goal in each level.
® Thereisa way to collect every banana in the game
if you try hard enough!

l - Use teamwork! There are some things that Donkey
B Hoval Hens of Kong can do that Diddy can’t. And even though the

3 7 OPH one of these : : . iy .
baddies are inl They must have slipped '. big ape won’t admit it, Diddy is better at some |
things of his own. !

in the wrong instruction manual
or something.




The Making of Donkey
Kong Country

What makes the graphics of Donkey Kong Country so cool? Every

image that you see on the game screen was actually designed on Silicon
Graphics Inc. workstations, the same powerful computers that were used

to create computer animation in

movies like Jurassic Park and

Terminator 2: Judgment Day.

First, the artists for Donkey
Kong Country created “computer

models” of every character in the

game, Computer models are basi-

cally three dimensional images of
the character that can be viewed

on the computer from all direc-

tions and in any pose. The charac-  4ctual SGf wire-frame models before hair
ter pictures in this manual are what ~ @nd other textures are added.

the computer models look like on

a Silicon Graphics computer. The
game designers took those models
and translated the data into a for-
mat usable by the Super NES.

The results are still spectacu-

lar and provide the most realistic

and three-dimensional graphics
ever seen in video games. We

believe that this use of computers

to design graphics will revolutionize the way games are made in the

future, and Donkey Kong Country is just the beginning! . -' .','.."" 4 Does anyone ever actually use
| | B L r these memo pages? Waste of paper

If you ask me!
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Copy?! Who'd want
to copy this game?

CAUTION: This Nintendo game is not designed for use with any unautho-
rized copying device. Use of any such device will invalidate your Nintendo
product warranty. Nintendo {and/or any Nintendo licensee or distributor) is
not responsible for any damage or loss caused by the use of any such
device, If use of such device causes your game to stop operating, discon-
nect the device carefully to avoid damage and resume normal game play.
If your game ceases to operate and you have no device attached to it
please contact your local authorized Nintendo distributor,

The contents of this Caution do not interfere with your statutory rights.

WARNING: Copying of any Nintendo game is illegal and is strictly prohibited
by domestic and international copyright laws. “Back-up" or “archival”
copies are not authorized and are not necessary to protect your software.
Violators will be prosecuted.

This manual and other printed matter accompanying this game are also

protected by domestic and international copyright laws.

The rental of this game without perm-issitm of Nintendo or its licensees is
strictly prohibited.

For further information or assistance, please contact:
Nintendo Consumer Assistance Hotline

1-800-255-3700 (U.S. and Canada)

Or your local authorized Nintendo distributor,

REV-E
Warranty and Service Information

3-MOMNTH LIMITED WARRANTY
(For Hardware, Game Paks & Accessories) Nintendo of America Inc. ("Nintendo”) warrants to the original pur-
chaser that the product (hardware, Game Paks and accessories) shall be free from defects in material and work-
manship 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 compo-
nent part, at its option, free of charge.

ADDITIONAL 3-MONTH LIMITED WARRAMTY

(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
period 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 purchas-
er is entitled to this additional 3-month limited repair warranty only if the Consumer Pr'cmf 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 problems 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 through 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, it may be necessary for vou to
ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the nearest service loca-
tion.

WARRANTY LIMITATIONS
THIS WARRAMTY SHALL NOT APPLY IF THIS PRODUCT: (&) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY NIN-
TENDO {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 ALTERED, DEFACED OR REMOVED.

ANY APPLICABLE IMPLIED \WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PAR-
TICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (3 MONTHS
OR & MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED ©R EXPRESS WARRANTIES. SOME STATES DO NOT .
ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCI-

DENTAL DAMAGES, 5O 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 valid only in the United States.




Super Nintendo » Puzzle » Action

Super Bomberman 3

Home ¥ FAQs Cheats Reviews > Images Videos Answers Board

CODES

Codes
Code Effect
4622 Change Multiplayer Levels
0803 View ending

Unlock the two secret levels in the Battle Mode

Press X repeatedly for about 15 seconds on the title screen, until you hear a
sound, to release more two levels in Battle Mode.



PASSWORDS

All Passwords

Password Effect

5358 1-1
9486 1-2
4332 1-3
3306 1-4
6408 2-1
5862 2-2
4836 2-3
7938 2-4
9438 3-1
8412 3-2
7386 3-3
5880 3-4
8916 4-1
7890 4-2
5360 4-3
3309 4-4 -
5865 5-1
8967 5-2
2787 5-3
9473 5-4
2280 Boss 1
6912 Boss 2
4854 Boss 3 =
6411 Boss 4
2301 Boss 5

6363 Final Stage



0704 Area 1 (all equipment)

3200 Area 2 (all equipment)

2711 Area 3 (all equipment)

3870 Area 4 (all equipment)

4501 Area 5 (all equipment)

0606 Area 6 (all equipment)

3104 Final Boss (all equipment)

1511 Harder Opponents in Battle Game (Lvl 4)
1616 New Battle Mode Arenas

4622 New Battle Mode Arenas

3194 New Battle Mode Arenas

5656 Yellow Character (Player needs to win single

battle mode to obtain effect)



Donkey Kong Country 2: Diddy's Kong Quest

FAQ/Walkthrough by VinnyVideo

IN A INTILZ1 N7 17 /A INL /7N 7 /A1 INDNILT IO\
[ O N I AN N AV R N1 Nl 1NNl
I/ N | 11 NI_ | IN NV | I N/ _ NV /7 |1 | | I\
/ \
/ N\ \
/7 7/
/ 7/
/ 7/

DIDDY"S KONG QUEST



[CONTR] Controls

[WALKT] Walkthrough

[ENEMY] Enemy List

[QUEST] Frequently Asked Questions
[VERSN] Version History

[COPYR] Copyright

[CONTC] Contact Information
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Introduction [INTRO]
<L L L L L L L L L L L L L L L L L L L L L L L7—/ L L L L K K K K K K KK > 3 3333333333333 3333333333335 3 535335355 >>5>
Here comes another VinnyVideo FAQ/Walkthrough after a bit of a layoff. This
one"s for Donkey Kong Country 2: Diddy"s Kong Quest, which 1 still consider to
be one of the top five video games of all time. The graphics aren*t as
revolutionary now as they were back in 1995, but they®"re still quite nice. The
music works very well for each level, from the perky Rattle Battle theme to the
moody, dramatic music found in the ship hold levels. The game is very difficult
- much harder than DKC or DKC 3. It can easily take 20 or 30 hours to complete
the game the first playthrough, and about five hours for an experienced player
(without save states or game enhancement tricks). Most importantly, the game is
a lot of fun to play. My only complaint is that some of the later levels turn
into games of Dodge the Zingers in As Many Ways As Possible. Lastly, Mario
makes his first appearance in 3-D, but I won"t tell you where he"s hiding...

By the way, Donkey Kong Country 2 has been remade for both the Game Boy Advance
and the Wii Virtual Console. 1 think the Wii version is essentially the same as
the original Super NES game, but the GBA version has added a few new items and
mini-games without changing the structure of the levels. ITf you"re playing on
the Game Boy, I recommend using a guide specifically written for that version
of the game. 1 might write such a guide in the near future.



<LLLLLL L L L L L L L L L L L L L L L L LKL L L L L L L L L L L K K K > 3> 33333333333 335335333 3335335335533 5 535>

Controls [CONTR]
<L L L L L L L L L L L L L L L L L L L L L LK LK L L KL K KL K K LK LK LK K K KK S>> 3333333333335 353535 3535555

Control Pad Left/Right: Move character

B button: Jump/flap wings as Squawks

Y button: Hold to run/Perform Diddy"s Cartwheel or Dixie"s Helicopter Spin/Pick
up barrel (release to throw)/Perform animal buddies® regular attacks/Throw
other character when teamed up

A button: Team up if both characters are present/End team-up/Charge Rambi®s
SuperCharge, Enguarde®s SuperStab, or Rattly®s SuperJump/Spin Squitter®s web
platforms

X button: Dismount animal buddy

L/R buttons: Spin Squitter®"s web platforms

START: Pause game

SELECT: Switch characters/While the game is paused, you can press SELECT to

return to the map screen (only if you"ve completed the current level before,
though) .

My most important tip: Always have A LOT (20 or more) lives before facing the
harder levels (check the difficulty levels | provide).

Here®"s a summary of the story. This is based on what the manual says and
doesn"t really appear in the game text, so it shouldn®t be considered a spoiler
(1 avoid spoilers as much as possible throughout this guide).

K. Rool has kidnapped Donkey Kong and demands the Kongs®™ entire banana hoard as
ransom. The Kongs spend a little while arguing about who will go and rescue



D.K. (it won"t be Cranky - he won"t be caught dead in a game that scrolls and
has end bosses and bonus levels). Eventually, Diddy volunteers, even though
he"s only been in one game before. However, Dixie, Diddy"s blonde ponytailed
girlfriend, iInsists on going with him, no matter how little he seems to like
the idea. Thus begins our story - hardly the deepest in video game history
(even with my short summary), but that®"s not a bad thing.

By the way, references to the masculine gender are intended to promote clarity
and consistency. Many enemies (and even a few friends) are of questionable
gender.

<L LLLL L L L L L L L L L L L L L L L L L L L L L L L L L KL L L K K K K K K>3 33333353335335 3333353353355 3 5533553553555 >

Walkthrough [WALKT]
<LLLLLLLLLLLLLLLLLLLLLL LKL LKL LKL LKL LK LKLK LS DSOS DSOS SSS OSSOSO SSSSSSSSSS >SS SS>>>>5>

A few notes on organization: 1 write a guide for each level, in chronological
order.

Level types are derived from the Sound Test (I write about that later).

Animal Buddies doesn®"t include characters who only appear in a bonus level.
Enemies are listed in order of appearance, not frequency or danger. Main
Enemies appear frequently in a level and pose great danger. Other Enemies may
appear less frequently (sometimes once or even just in a bonus level) without
being very dangerous.

Warp Barrel shows how to access the shortcut found in each non-boss level of
the first two worlds. Nothing special happens for finding the Warp Barrels, and

they cause you to miss bonus levels and other goodies.

Goodies includes 2-Ups and instances of two or more Banana Coins, plus a few
very hard-to-find items.

Tough Spots helps you through some of the more difficult parts of a level.



Gangplank Galleon

Pirate Panic

Level Type: Ship Deck

Difficulty: 1

Main Enemies: None

Other Enemies: Neek, Klomp, Klobber

Animal Buddies: A Rambi crate is found soon after the Klobber

Bonus Levels:

1. Right after the halfway barrel, drop down the banana-laden shaft. Walk right
and you"ll find a Bonus Barrel. This edition of "Find the Token" couldn®"t be
easier - just jump up the barrels to find the Kremkoin. Take the Banana Coin
below it if you wish.

2. Using Rambi, look for a left arrow. Hold A for a few seconds and release,
unleashing a SuperCharge. You can use this to smash open the door near the
arrow, revealing a bonus level. In "Destroy Them All," simply use Rambi to
defeat all of the enemies.

DK Coin: Soon after finishing the second bonus stage, simply jump up the two
barrels to find and collect the DK Coin.

Warp Barrel: Early in the level, there"s a series of four barrels guarded by a

Klomp. Stand on the leftmost barrel and throw your friend straight up to find
the Warp Barrel.

Goodies: Throw your friend up at the very start for the game®s first Banana
Coin. Enter the room near the start to read a letter from K. Rool and get a 1-

Up.-
Tough Spots: Absolutely nothing!
Notes, Tips, and Strategies: This is an extremely easy level, even to

beginners. Since there are no major threats here, use this as an opportunity to
get used to the controls.



Mainbrace Mayhem
Level Type: Rigging
Difficulty: 3
Main Enemy: Klinger
Other Enemies: Neek, Klomp, Click-Clack
Animal Buddies: None

Bonus Levels:

1. At the very start of the level, head right under the barrel, roll attack,
and then jump while in the air to the ropes. From there you®ll reach a Bonus
Barrel, an easy edition where you simply climb up a couple of ropes.

2. Right after the letter "N, pick up the cannon ball and take it left to the
cannon, which takes you to a bonus game (just touch the cannon while you"re
holding the ball). While you can stomp the Kremlings on the ropes, it"s much
easier and safer to throw the cannon balls, crates, and barrels at them to
defeat them. If you run out of ammo, throw your buddy at them. You have a long
time, so be patient.

3. After the cannon, climb up two ropes, then jump left to a platform. Throw
your buddy up to the Bonus Barrel, where you"ll have to collect all of the
stars before time expires. As long as you don"t go too fast and fall off the
rope, this game will be VERY easy.

DK Coin: After completing the third Bonus Level, just walk right from where
you"re taken, jump over the gap, and collect the DK Coin. Then jump down to the
level exit.

Warp Barrel: Perform a roll jump under the starting platform, but aim left
instead of right. Using a Dixie helicopter spin is the easiest method.

Goodies: Soon after the halfway point, jump up from the horizontal rope to the
lone banana. An invisible barrel cannon will shoot you up to a 2-Up.

Tough Spots: Some of the Klingers can cause trouble in a few places.

Notes, Tips, and Strategies: This is the First Rigging level. These levels are
quite fun and have great music.



Monkey Museum
Difficulty: 0 (no enemies!)

After completing Mainbrace Mayhem, go north on the map screen if you want to
see Cranky. He provides mostly useless chatter, but he will also offer hints
for finding Bonus Barrels and 1-Ups, at least if you"re willing to pay up.
Since you have my guide, old Cranky really isn®"t much help.

Gangplank Galley

Level Type: Ship Deck

Difficulty: 2

Main Enemy: Kruncha

Other Enemies: Neek, Kaboing, Klomp
Animal Buddies: None

Bonus Levels:

1. Climb the barrels at the very beginning of the level. In this game, quickly
smash the chests against the Red Zinger until you find the Kremkoin. You have
only ten seconds, so be quick.

2. Hit the (1) Barrel near the end of the level to become invincible. Run right
and jump up the barrels to the Bonus Barrel before your invincibility runs out.
Bash the Kruncha with a treasure chest iIf you want a 1-Up. The bonus level is
very easy - just jump across the hooks.

DK Coin: From below the first Bonus Barrel, roll jump to the hook at the top of
the screen. Jump across the hooks until you reach the DK Coin.

Warp Barrel: At the very start of the level, stand on the second barrel and
throw your friend straight up (avoiding the Bonus Barrel) into the Warp Barrel.
This was the first Warp Barrel 1 ever found.

Goodies: Look in some of the chests. In addition, just after the halfway point,
jump down into the pit and hold left while helicopter spinning to find a barrel
cannon that takes you to numerous Banana Coins.

Tough Spots: One section has many Krunchas. These tough enemies get mad and
fast (and invulnerable to stomp attacks) when stomped, so only defeat them
using barrels. Notes, Tips, and Strategies: This level sounds a lot like
the world name. You"ll like the cool sunset - a pretty amazing graphical
feat for 1995.



Kong Kollege

Wrinkly Kong will provide help with the game®s controls and special moves, but
this isn"t too useful if you have a manual or this walkthrough. She also gives
you a tip on beating the world"s boss, but my walkthrough provides more
detailed help - for free. The main use of going here is to save your game,
which is free for the first visit but 2 coins after that. As you can probably
tell, you sometimes have to complete several levels in a world before getting
an opportunity to save your game. Note that Wrinkly (and Cranky) only charge
you once for each tip - after you pay for a piece of advice, you can read it
again as many times as you want for free.



Lockjaw's Locker
Level Type: Ship Hold
Difficulty: 3
Main Enemy: Lockjaw
Other Enemies: Flotsam, Klomp, Shuri
Animal Buddies: Near the first Lockjaw, swim down the shaft to find an Enguarde
crate. Enguarde appears another time right after the halfway barrel. Just past
the Shuris, swim down along the wall to find a Lockjaw and an Enguarde crate.

Bonus Level:

1. Above and a little right of the first Enguarde crate, swim through the
banana-filled passage and use your SuperStab to charge through the wall. In the
bonus level, just keep swimming up and right and you®"ll find the Kremkoin
without much trouble.

DK Coin: After the room full of Lockjaws and a couple of Shuris, use the
SuperStab to swim to the coin before the water level falls again.

Warp Barrel: Right after the "K," allow the water level to rise, and then swim
left. Then swim up into the alcove near the start to find a Warp Barrel.

Goodies: After the water first rises, you can swim left and up to get some
Banana Coins. Also, near the second Enguarde, stab the Lockjaw and swim down
through the wall to find two Banana Coins.

Tough Spots: Near the end, one chamber has a lot of Lockjaws, but they"re not
dangerous if you have Enguarde.

Notes, Tips, and Strategies: This is the first Ship Hold level, and most of it
takes place underwater. Your animal buddy, Enguarde the swordfish, allows you
to defeat underwater enemies. Remember that in underwater levels, some walls
aren®t as solid as they appear!



Swanky's Bonus Bonanza
In this game, you can play a trivia game to earn 1-Ups. The first game earns a
1-Up, the second a 2-Up Balloon, and the third game on the list nets you a 3-
Up. The questions aren"t usually too tough, and some are pretty funny. Nothing
special happens if you complete all of Swanky"s quizzes. Also, these challenges
can only be completed once. Here are a few hints for this edition of Swanky"s
Bonus Bonanza:

Swanky"s Swag is free. Correct answers: Swanky, a furry rat, Gangplank Galleon

Pirate Puzzler costs 1 Banana Coin to play. Correct answers are button "Y",
Pirate Panic, Kaptain K. Rool

Chimp Challenge costs 2 coins. Correct answers: 4, Mainbrace Mayhem, a gun



Topsail Trouble
Level Type: Rigging
Difficulty: 3
Main Enemy: Zinger
Other Enemies: Kruncha, Click-Clack, Klomp, Neek, Kaboing, Flitter, Klinger
Animal Buddies: A Rattly crate appears at the very start.

Bonus Levels:
1. Near a Kaboing early in the level, use Rattly"s SuperJump to reach the Bonus

Barrel. Stomp each Flitter to receive the Kremkoin.

2. Soon after the halfway point, you"ll spot two Flitters above a rope. Jump up
around them to reveal an invisible hook. From there, just jump across the
dragonflies to the Bonus Barrel. In the bonus level, carefully ascend the rope,
avoiding contact with the Flitters.

DK Coin: Soon after the second bonus level, jump to the right from the top of
the rope to find a platform with the DK Coin.

Warp Barrel: Perform a roll jump under the starting platform to find the Warp
Barrel. You can also use Rattly.

Goodies: There are several Banana Coins around the halfway point. Also, at the
very end of the level, jump over the final Zinger without hitting the level
exit. Walk right and throw your partner up to the 3-Up. Then use the crate to
dispose of the Zinger.

Tough Spots: In the second part of the level, you"ll be climbing while avoiding
the "Inger™ Combination - Zingers and Klingers.

Notes, Tips, and Strategies: Rattly makes the first half of the level very
easy. The second half is a bit tougher, because you®ll be traversing ropes and
dodging Klingers and Zingers. This level reminds me a little of "Viking: The
Ultimate Obstacle Course Challenge,"™ which ESPN showed all the time in 2006.

Funky's Flights Il

As in the original DKC, Funky®s Flights allows you to visit a previously-
completed world. Unfortunately, at this point in the game, there aren"t any
other worlds to travel to. The first use of each of Funky®"s locations costs 2
coins; future visits are free. Notice how this Funky"s Flights seems to be
located on DK Island (look at the map).



Krow's Nest

Level Type: Rigging
(Boss) Difficulty: 3
Main Enemy: Krow

Goodies: At the top of the nest are two Banana Coins, but they"re hard to
reach. It"s easiest to get there by throwing your friend up there while Krow is
dropping an egg early on in the fight.

Notes, Tips, and Strategies: Krow is the first boss, and he (she?) isn"t too
tough. Use Diddy, especially for the first part of the fight. Krow starts by
dropping an egg, which starts bouncing slowing around the arena. Stomp it when
the egg is at a low point, and then pick it up. Krow will charge at you, so
just let him run into the egg. Repeat. At this point, Krow starts charging into
the nest, making eggs fall out. If an egg hits the ground, wait for it to
completely stop moving, and then pick it up. Then jump up and hit Krow with the
egg. Repeat once more to win the fight and receive a Kremkoin. 1f you followed
my guide to the letter, you will currently have 11 Kremkoins.



Crocodile Cauldron

Hot-Head Hop

Level Type: Lava

Difficulty: 2

Main Enemy: Klobber

Other Enemies: Neek, Klampon, Zinger, Kruncha

Animal Buddies: A little past the halfway point, you®"ll find a hard-to-miss
Squitter box.

Bonus Levels:

1. Look below the letter "0" to find a treasure chest guarded by a Klampon.
Grab the chest and throw it at the Klampon to reveal a cannon ball. Tote the
ball past a few Krocheads to the cannon to the right, where you"ll have 20
seconds to use Krocheads to collect 60 stars. Not too tough. Just don"t fall
into the lava

2. Past the first Zinger, use a web to beat the Klobber. Then make some web
platforms (use the bananas as a guide) until you reach a Bonus Barrel. The
bonus level is a simple web-building exercise that can take as little as Ffive
seconds.

3. A third Bonus Barrel appears right before the "No Squitter" sign. It can be
reached by building web platforms. Simply build webs across the lava until you
reach the Kremkoin.

DK Coin: Just above the Squitter crate, use the A button to create some web
platforms. Use the webs as stepping stones to the DK Coin.

Warp Barrel: Throw your friend onto the level entrance. Then walk as far left
as possible and throw your pal straight up to find the Warp Barrel.

Goodies: Throw your partner directly onto the level entrance to find a hard-to-
see treasure chest. Smash it against an enemy to receive a 2-Up. Also, near the
end of the level, you can bypass the barrel cannons and build web platforms
across the lava to collect two Banana Coins.

Tough Spots: This is a pretty easy level. You might lose a life or two getting
used to the KrocHeads. Also, Squitter can be tough to operate the first time
you use him.



Notes, Tips, and Strategies: Avoid falling into the lava in this relatively
easy level. Squitter, your spider buddy, is a lot of fun to use, but he takes
some time to get used to. Keep these things in mind: First, press Y to create a
fast-moving web that attacks opponents, and press A (or L or R) to create a
slower web. Press A again to turn the A-button web into a platform. Remember
that these platforms disappear over time, and quickly if there are more than
two on the screen at once.

Klubba's Kiosk

IT you have 15 Kremkoins, you can pay Klubba for a trip to the Lost World! You
won"t have enough coins yet, but return here when you have 15 or more. Don"t
try to fight; it won"t work. In the Lost World, you"ll play a very difficult
level. Each Klubba®s Kiosk takes you to a different Lost World level. Complete
all of them and something good will happen. Once you pay to access the Lost
World from a particular kiosk, you won"t have to pay to return to that level.

Swanky's Bonus Bonanza
As before, the more expensive a game is, the better your reward will be.

Cranky Challenge costs 1 coin. Correct answers are Hot-Head Hop, Crocodile
Cauldron, and 4.

Lucky Lava is 2 coins to play. Say green and brown, 1 life, and 5.

Gorilla Game requires 3 coins. Win by saying 10, Level 2, and Dixie.



Kannon's Klaim

Level Type: Mine

Difficulty: 4

Main Enemies: Kannon, Zinger

Other Enemies: Neek, Kruncha, Klomp, Flitter, Mini-Necky
Animal Buddies: None

Bonus Levels:

1. At the start of the level, use Dixie to float across the gap over the pit
into the Bonus Barrel. In this edition of Find the Token, keep switching
between Kongs to use the barrels. Barrels marked with a Kong®s face will only
work for that character.

2. Soon after the Tirst Mini-Necky, jump left from the platform to find a Bonus
Barrel. Shoot up using the Arrow Barrels - a task that shouldn®t be too tough
by now.

3. A little past the letter "N" and the Diddy Barrel, a Kannon is firing across
a gap. Bounce across using a barrel and enter the nearby Bonus Barrel. This is
a really easy bounce-across-the-dragonflies game.

DK Coin: This took me a long time to find. In the first bonus level, head right
and jump across the gap to find the DK Coin.

Warp Barrel: Use a TNT barrel to defeat the early Kruncha. Then roll jump or
ponytail under the platform and toward the bucket to find the Warp Barrel.

Goodies: Use a Mini-Necky to jump high enough to break the barrel on the level
exit and get a prize.

Tough Spots: The arrow barrels may be a little tough at first. Before launching
yourself upwards, make sure there aren®t any Zingers passing in the vicinity.

Notes, Tips, and Strategies: The background resembles Crystal Caves from DK64,
and all the junk on the platforms reminds me of the stuff found in houses in
Zelda 64"s Kakariko Village and Kokiri Forest (I always throw in a Zelda
reference In my guides).



Funky's Flights II

Go back to Gangplank Galleon if you need to save your game at Wrinkly~"s.

Lava Lagoon

Level Type: Ship Hold

Difficulty: 5

Main Enemies: None

Other Enemies: Kaboing, Click-Clack, Neek, Flotsam, Klampon, Puftup, Klobber
Animal Buddies: Clapper is everywhere here. Additionally, after the first
Clapper after the halfway barrel, go right through the wall to find an Enguarde
crate.

Bonus Level:
1. After the "No Enguarde™ sign, grab the barrel and use it to smash open a
door leading to a bonus level. Simply use Enguarde to hit all of the enemies.

DK Coin: At the last Clapper of the level (hear the 'G"), go right and down to
find an Invincibility Barrel. Follow the trail of bananas to the DK Coin, but
hurry before your invincibility wears out.

Warp Barrel: Stand on the right edge of the first platform with the Klampon.
Throw your friend up to use the Warp Barrel.

Goodies: Directly below the first Clapper, swim through the wall to find two
invisible Banana Coins. Hold left while being shot by the first Arrow Barrel to
find a Banana Coin. After the first Arrow Barrel, head up the above-water
passage after the next Clapper to find a useless Invincibility Barrel. After
the second Clapper of the second half of the level, go left and up to find a
secret passage with two Banana Coins. Right before the letter "G" (in the
chamber with many Puftups), hold down in a gap to find two Banana Coins.

Tough Spots: Near the end of the level, many Puftups are around in a long
underwater stretch.

Notes, Tips, and Strategies: When you stomp Clapper the seal, the lava will
turn to water for approximately 15 seconds, and then change back to lava. For
this reason, you®ll have to be quick through the underwater sections while
dodging assorted meanies. lIgnore the lone bananas and banana bunches found
throughout the level; they“re not worth the trouble.



Kong Kollege

This is a good time to save your game. You can also get a recap on how to use
Squitter. If you"ve been playing perfectly, you will be 20% finished with 8 DK
Coins.

Red-Hot Ride

Level Type: Lava

Difficulty: 6

Main Enemy: Zinger

Other Enemies: Klobber, Kruncha, Flitter, Click-Clack

Animal Buddies: Rambi appears early on. Throw your friend at the Kruncha to
beat him and gain access to the Rambi crate. Rambi helps a lot in the early
part of the level.

Bonus Levels:

1. At the first piece of solid land after the letter "0," use Rambi"s
SuperCharge to break open a door leading to a bonus stage. This one was a
little tough to find, so they made the bonus level itself an easy bash-the-
baddies game.

2. Use a roll jump under the Halfway Barrel to reach a hard-to-find Bonus
Barrel. Inside you must Collect the Stars. Use the vents to stay on a high
level, and try to collect two columns of stars per jump. You may prefer to use
Dixie here.

DK Coin: After the Continue Barrel, pick up the DK Barrel and keep it away from
the Tlying enemies. Use it to hit the Zinger directly above the letter "N."
Jump onto the balloon that Zinger was guarding and throw your partner to get
the DK Coin.

Warp Barrel: Just after the "K," rest on the first vent you come to. Throw your
partner straight up to find the Warp Barrel.

Goodies: Toss your partner over the level entrance to find a pair of Banana
Coins. If you want to get a reward from the level exit, make sure to jump onto
the balloon that floats downwards at the end.

Tough Spots: When you reach the letter "G,"™ allow the balloon to float almost
into the lava. Then start heading right. At this low level, the steam vents
won"t push you up into a Zinger.



Notes, Tips, and Strategies: This is definitely the hardest level we"ve had so
far. Watch out for the yellow Klobbers, who make you drop ten bananas when they
slam into you. Use the Control Pad to steer the hot-air balloons, and use the
steam to go higher. Curiously, if you enter the second Bonus Barrel, you can
hit the Continue Barrel twice here, although you only really need to hit it
once.

Monkey Museum

You can get a few hints from Cranky here, but there®s not much point if you
have this guide!

Squawks's Shaft
Level Type: Mine
Difficulty: 5
Main Enemies: Krook, Zinger
Other Enemies: Klomp, Klampon, Mini-Necky, Kannon
Animal Buddies: Squawks (who would have guessed?) is hard to miss. The Squawks
crate appears near halfway. You have to use him to get through the level.

Bonus Levels:

1. Near the second trio of Klomps early in the level, jump right to a few
rotating barrels. Shoot over the Zinger and into the Bonus Barrel. In this
game, smash the treasure chests against the Red Zinger until you release the
Kremkoin.

2. At the halfway point, walk left and throw your buddy into the Blast Barrel,
which sends you into a Bonus Barrel. In this bonus level, just keep shooting
from barrel to barrel until you reach the Kremkoin.

3. Soon after the Mini-Neckies in the Squawks section, two Krooks are throwing
hooks very close to each other. Spit an egg at each of them, then head right
and up to find another Krook, the DK Coin, and a Bonus Barrel. In the bonus
level, use Squawks®"s eggs to dispose of the Zingers.

DK Coin: Next to the third bonus level.



Warp Barrel: At the start of the level, roll to the Banana Coin above thin air,
and jump or ponytail to the final Warp Barrel.

Goodies: Near the first bonus level, throw Dixie into the Dixie Barrel for
bananas and two coins.

Tough Spots: The First part of the level is full of rotating barrel cannons,
and there are often Zingers nearby, so proper timing is necessary. The Squawks
section is tough the first few times you play it. Use your egg attacks to
dispose of stationary enemies like Krook and Kannon, and use speed to get by
the Mini-Neckies. The Zingers are dangerous, too.

Notes, Tips, and Strategies: Squawks makes his first appearance here. Use Y to
spit eggs, B to fly (hold Up on the Control Pad to go faster), and Down to
descend. Unlike other animal buddies, iT you get hit while riding Squawks,
you"ll lose a monkey but you"ll keep riding Squawks. The new Krook enemy is
plenteous in this level.

Kleever's Kiln

Level Type: Lava (Boss)
Difficulty: 4
Main Enemy: Kleever

Goodies: In the second phase of the bout, you can use Dixie"s Ponytail Twirl to
reach two Banana Coins in the upper-right corner of the arena.

Notes, Tips, and Strategies: A lot of people think this boss is quite hard, but
I1"ve never had much trouble with it, despite its scary appearance. This is my
favorite boss in the game. By the way, a cleaver is a kind of sword, and a kiln
is an oven. First, Kleever will start flinging fireballs at you. Dodge them
until a cannon ball falls down, and throw it at the boss. Some hooks will drop

down. Quickly cross over to the other side of the arena, dodging the fTireballs.
Throw another cannon ball at Kleever. Keep repeating this process. After the
third hit, Kleever will sink into the lava. But it"s not over yet! It will fly
out of the lava and try to stab you. Use Dixie"s helicopter spin to safely
float over the boss. After a stab attempt, get to the other side of the arena
and pelt Kleever with a cannon ball. Repeat two more times and the boss will
explode spectacularly, awarding you a Kremkoin.



Krem Quay

Barrel Bayou
Level Type: Swamp
Difficulty: 5
Main Enemies: Kloak, Zinger
Other Enemies: Click-Clack, Neek, Klomp, Flitter, Klobber
Animal Buddies: Early in the level, there®"s a sequence of Rotatable Barrels.
Fire the third one "southwest" to reach Rambi®s crate. Using Dixie"s helicopter
spin or the KrocHead also does the trick.

Bonus Levels:

1. Just after the ""No Rambi' sign, watch the Kloak a while. When it flees to
the left, chase after it and it will throw a chest. Quickly smash the chest
against the Kloak to find a cannon ball. Then jump left into the cannon. In the
bonus game, just toss the cannon ball at the Flitters and Zinger to defeat them
and reveal the Kremkoin.

2. In plain sight near the end of the level. Throw your friend into it before a
Kloak drops an irritating Zinger. In the bonus level, keep aiming accurately
with the Rotatable Barrels.

DK Coin: 1t"s your reward for reaching the ""No Rambi' sign.

Goodies: One of the best goodies in the game. When you reach the letter N, two
Kloaks are throwing out Click-Clacks. Be patient and one will throw a treasure
chest. Smash it against a beetle to find a 2-Up. Repeat this process as long as
you want!

Tough Spots: Near the end, you®"ll have to keep firing out of an arrow barrel to
Cross a gap.

Notes, Tips, and Strategies: | like swamp levels. This level introduces Kloak,
a ghostly enemy that throws stuff at you, and Rotatable Barrels, which you can
rotate in the desired direction. They will shoot you out after a certain amount
of time, though, or you can press B to fire manually. Make sure to find Rambi
for the first part of the level. Don*t fall into the swampy water, or you-ll
lose a life.



Glimmer's Galleon

Level Type: Ship Hold

Difficulty: 7

Main Enemies: Lockjaw, Puftup

Other Enemies: Klomp, Flotsam, Shuri, Spiny

Animal Buddies: Glimmer helps you through most of the level.

Bonus Levels:

1. At the very start of the level, go up and right into the passage leading
to the bonus level. To get your Kremkoin, just follow the winding passage -
there aren™t any forks or alcoves to mess you up.

2. Near the end of the level, you"ll find a Puftup near an arrow made up of
bananas. Keep swimming down and right to find a Lockjaw and the bonus level.
This bonus level is tougher than the last one, as this is a maze. Start by
going up and then right, and from there make your way to the upper-right
corner.

DK Coin: At the very beginning, swim over the entrance to the bonus level to
find a room full of bananas. In there, go up from the upper-right corner of the
screen to find the DK Coin. A toughie!

Goodies: There are many Banana Coins behind not-so-solid walls, but if you need
Banana Coins, there are much easier ways to get them.

Tough Spots: This level has a lot of tough spots. In the Puftup areas, keep
your distance from the pufferfish before they explode. Also, near the letter
"G"™ are two Lockjaws. Swim between them when they"re far apart.

Notes, Tips, and Strategies: This level is extremely dark, so it"s tough to see
where you"re going without the aid of your helpful friend Glimmer. If you ever
get lost, follow the banana-shaped arrows. Increasing your TV"s brightness or
contrast helps a lot. If you"re playing on an emulator, you may be able to turn
off certain background layers to greatly improve visibility.



Kong Kollege

You definitely want to save your game. IT you"ve been following my guide and
you®ve completed Jungle Jinx, you will now be 33% with 13 DK Coins. You can
also receive boring instruction about things that are discussed in the manual
(which you probably should have figured out by now anyway).

Funky's Flights II

This Funky®s Flights isn®t extremely useful at the moment.

Monkey Museum
Cranky"s advice really isn"t very useful if you have this walkthrough.

Krockhead Klamber

Level Type: Swamp

Difficulty: 5

Main Enemy: Zinger

Other Enemies: Kutlass, Flitter, Kaboing, Klinger Animal Buddies: Squitter appears in a
bonus level.

Bonus Levels:

1. Right before the halfway point, you"ll find a ""No Squitter™ sign. Throw your partner
into the Bonus Barrel directly above the banana arrow. In the bonus level, mount
Squitter and build web platforms so you can shoot the Zingers. Be fast, since there"s
not much time.

DK Coin: This is tricky. At the very start, throw your friend over the Zingers
to the left. Bop one of the Zingers with the chest, then roll jump over the
gap, using the bananas as your guide. Then run through the Zingers (taking a
hit) and keep smashing the chest against the Zingers until the DK Coin is
revealed. You can toss your partner between the Zingers, but that"s very
difficult to do.

Goodies: Nothing in particular.

Tough Spots: The second half of the level features KrocHead Barrels. These make
green KrocHeads pop out of the water - but temporarily. Use them as stepping
stones to cross the swamp before the recede. Some Zingers and other obstacles
are around to make things tougher. Using Dixie is strongly recommended.

Notes, Tips, and Strategies: This is another swamp level. The first half is
full of cattails, which are just like vines, while the second half has lots of
KrocHeads, which are controlled by the barrels.



Rattle Battle

Level Type: Ship Deck

Difficulty: 5

Main Enemy: Kaboing

Other Enemies: Zinger, Flitter, Kannon

Animal Buddies: You"re controlling Rattly through most of the level, like it or
not. You can"t skip the Rattly Barrel.

Bonus Levels:

1. Jump up at the very start of the level and you®ll be launched to a ledge
with a banana bunch and Banana Coin. Throw your friend into the Bonus Barrel
whille you®"re there. Inside, use roll jumps and/or the helicopter spin to climb
the barrels to the Kremkoin.

2. Just before the letter "0," drop down into the narrow gap and head left to
reach a bonus level. In it, simply bounce across the Zingers to the token. You
don®"t have to stomp on every one of them.

3. Just after the "N," use Rattly"s SuperJump when you come to a banana arrow.
You®ll enter a Collect the Stars bonus level. IT necessary, use the SuperJdump
to reach the higher stars in the middle.

DK Coin: Right before the Continue Barrel, defeat the Zinger and then drop to
the lowest ledge. Jump over the gap into the ship and a barrel cannon will
shoot you to the DK Coin.

Goodies: Nothing that®"s hard to find.
Tough Spots: Near the end, there are many Kaboings bouncing on barrels. Use the
SuperJump to clear them. Also use the SuperJump to deal with the Kannons at the

end.

Notes, Tips, and Strategies: This is my favorite level in DKC 2. 1 think you®"ll
like the music.



Klubba's Kiosk

IT you have 15 Kremkoins, you can go to Black lIce Battle, the second level in
the Lost World, from here. See the Lost World section for the Black Ice Battle
guide.

Slime Climb
Level Type: Rigging
Difficulty: 7
Main Enemy: Shapjaw
Other Enemies: Click-Clack, Kruncha, Klinger, Kannon, Neek, Flitter, Zinger,
Klobber, Klomp
Animal Buddies: None

Bonus Levels:

1. Just past the halfway point, there®s a Kannon. Roll into him (don®t stomp
him, or the water will start rising) and the Invincibility Barrel. Jump into
the water and quickly swim down, following the bananas to the Bonus Barrel.
This star-collecting game is a bit trickier, especially if you don®t have
Dixie. Be careful not to fall off the bottom of the screen.

2. Near the end of the level, there®"s a cannon ball in plain sight. Pick it up,
take i1t past the Klomps, and enter the cannon while staying ahead of the
Snapjaw. In the bonus level, use cannon balls (or your buddy with the Flitter)
to beat all the enemies.

DK Coin: After where you exit the second bonus level, throw your pal into the
Invincibility Barrel and swim along the top of the water to find the DK Coin.
Be quick.

Goodies: There aren"t a lot of hidden goodies in this level. I wonder if you
can find the letter "G." 1 did!

Tough Spots: One stretch has a couple of Klobbers. Just stomp them and keep
going.

Notes, Tips, and Strategies: The ship is sinking in this level, so the water is
rising at times. What"s more, the water is inhabited by the ferocious Snapjaw,

a fish who bites monkeys as soon as they land in the water. Use Diddy for most

of the level, since he"s speedier than Dixie. In the second half of the level,

there are a couple of high barrel cannons (toss your buddy) you can use to skip
some difficult Klinger-laden rope sections.



Swanky's Bonus Bonanza

You"ve got to love ridiculous answers like Torch Tragedy and Don Quay. Here are
the correct answers to each of the quizzes:

Funky®s Fun (1 coin): Jumps very high, Glimmer®s Galleon, Klubba
Swampy Swag (2 coins): 5, button "A," Rambi
Primate Prize (3 coins): Krem Quay, Squawks, 2

Bramble Blast
Level Type: Brambles
Difficulty: 5
Main Enemy: Zinger
Other Enemies: Klampon, Click-Clack, Flitter
Animal Buddies: In the second half of the level, you must fire from a barrel
cannon onto a Flitter. Using the banana as a guide, shoot onto him and land in
the automatic barrel, sending you onto another Flitter. Now hold left and drop
down the banana-filled passage. This will take you to Squawks.

Bonus Levels:

1. Look in the bottom-left corner of the fourth large section, and make sure to
bypass the main Arrow Barrel (which leads to the next section) at first. It"s a
little hard to explain how to get the Kremkoin in this bonus level, but stay
along the bottom line of brambles for your first few shots.

2. You"ll find this barrel at the end of the Squawks section, after a few
indestructible Zingers. In the not-too-tough bonus level, stay away from the
briers and follow the banana trail to find the Kremkoin.

DK Coin: Soon after you get Squawks, use an egg to dispose of the Zinger that
guards the DK Coin.

Goodies: Just past the halfway point, you®"ll have to shoot quickly to get the
1-Up before it floats away.

Tough Spots: In some places, you"ll be shooting out of 8-direction barrel
cannons iIn narrow, bramble-lined passages. Emulator players can try reducing
the game speed. Also remember that when a person is intoxicated, reaction time
is one of the first abilities to go, so don"t play while drunk (1 will resist
the urge to use a smiley here).

Notes, Tips, and Strategies: In this unique area, you spend most of your time



shooting out of rotating barrel cannons. Most rotate in only a few directions,
so it"s a bit of a maze. Be patient and you"ll find the right path. Don"t touch
the brambles, or you might lose a monkey. After the Klampon, use Dixie"s
helicopter spin to float to the platform toward the lower-left so you don"t
have to deal with more barrel cannons than you have to.

Kudgel's Kontest

Level Type: Swamp (Boss)
Difficulty: 5

Main Enemy: Kudgel
Goodies: None

Notes, Tips, and Strategies:

Kudgel is the boss of Krem Quay. He"s a palette swap of Klubba, but this guy"s not here
to help. Use Diddy here because of his superior speed. At Tirst, Kudgel drops down
periodically, stunning you if you"re on the ground when he lands. Keep moving to avoid
getting squished, and jump right before he lands. Eventually, a TNT barrel drops down.
Stay far away from Kudgel, as he"s about to swing his club at you. Pick up the barrel
of trinitrotoluene and throw it at Kudgel when he lands again to score a hit. Don"t run
into Kudgel with the TNT barrel; it won"t work. After three hits, Kudgel stays on the
screen when he bounces, but that doesn®t make things much tougher. Remember that each
hit makes Kudgel move a little fTaster. Three more hits will finish the battle and net
you a Kremkoin.



Krazy Kremland

Hornet Hole

Level Type: Wasp Hive

Difficulty: 5

Main Enemy: Zinger

Other Enemies: Click-Clack, Spiny, Krook

Animal Buddies: Just before the halfway point, look for a hook at the top of
the screen. Throw your friend onto it to find the Squitter crate.

Bonus Levels:

1. At the very start, throw your friend onto the hook. Jump onto the honey and
climb all the way to the top. Jump across the hooks to land on a wall with an

entrance to a bonus level. Inside, keep smashing the chest against the Zingers
until the Kremkoin is revealed. | suggest using Dixie here.

2. Directly below the first bonus level, although you don"t have to use the
hooks to find this one. Here, quickly jump back and forth between the sticky
wall until you reach the Kremkoin. You have only a 10-second timer, but you can
do it in two seconds.

3. Right after the "N," build some webs where the bananas are and you"ll
eventually reach a bonus door guarded by a Zinger. The bonus level is a simple
web-building exercise, although the tight confines make it a little harder.

DK Coin: Just before the "N,' use Squitter®s webs to beat a Zinger blocking a
passage on the floor. Drop down, beat another Zinger, and build some webs to
reach the DK Coin.

Goodies: After the letter "K,™ climb to the very top of the sticky wall, where
you"ll find a chest containing a 2-Up at the top.

Tough Spots: Near the end, you"ll have to climb up a honey wall that has a
Krook at the top. It"s tricky with Squitter, too.

Notes, Tips, and Strategies: This level is pretty easy once you get the hang of
the sticky honey walls and floors. Honey makes walking impossible, but you can
use it to climb up steep walls - just keep jumping. Also, you can stand in
honey without getting stuck if you"re carrying your buddy.



Kong Kollege

This is a Tine time to save your game. IT you®ve been playing perfectly, you“re
now 47% with 19 DK Coins. You can also pay to get a vague hint about the boss.

Target Terror

Level Type: Roller Coaster

Difficulty: 5

Main Enemy: Zinger

Other Enemies: Flitter, Klank

Animal Buddies: Squawks appears in the first bonus level.

Bonus Levels:

1. Between the first Klank and the letter "0," jump up near the top of the
small hill to enter a strange sideways Bonus Barrel. Inside, hop on Squawks and
shoot eggs to defeat the nine Zingers. Remember that it"s safe to touch the
vines from the bottom; just don®t touch the sides or top.

2. After the second Klank (right after the DK Coin), don®t jump onto the next
roller coaster; instead, follow him into the gap, where you®ll find the Bonus
Barrel. The bonus level requires lots of cart-jumping, but it"s not too hard.

DK Coin: In the second half of the level, jump up in the wooden tunnel right
before the second Klank appears to take the hard-to-see DK Coin.

Goodies: At the very end, you can jump over the "X" Barrel for a 1-Up. Don"t
try this stunt if you"re single.

Tough Spots: At the end of the level, two of the check barrels are closely
guarded by Zingers, and another requires you to change coasters at the last
second possible.

Notes, Tips, and Strategies: In this level, you"re on a roller coaster, and you
must jump to hit the check barrels, which open gates. Meanwhile, avoid the X"
barrels, which shut the gates. If you hit a closed gate, you"ll lose a monkey.
Opening the gates gradually gets harder throughout the level. Use the bananas
as a guide for hitting (or not hitting) the barrels.



Bramble Scramble

Level Type: Brambles

Difficulty: 8

Main Enemy: Zinger

Other Enemies: Krook, Kannon, Mini-Necky, Click-Clack, Kloak

Animal Buddies: Both Squawks crates are mandatory and easy to find. At the
halfway barrel, jump through the brambles to the right - they®re not solid.
Perform a roll jump to find Squitter.

Bonus Levels:

1. After the first horizontal rope, throw your friend up to the Invincibility
Barrel. Run along the bottom brambles, and launch out of the barrel cannon into
the Bonus Barrel. This one is quite tough. Defeat a Zinger, take the four stars
it guards, and repeat with the others. Be patient, as there"s plenty of time
and you shouldn®t touch the brambles.

DK Coin: See the Animal Buddies section to learn how to get Squitter. From the
Squitter barrel, build web platforms upwards until you find a wall marked with
a banana. Build a web bridge through, constructing webs in close succession.
Nearby is the DK Coin. You may want to complete the level before trying to get
this DK Coin, so you can use Pause + SELECT to exit the level.

Goodies: Right after the "0," you"ll find two Banana Coins guarded by a Krook.
These are best ignored unless you have both monkeys. Near the DK Coin, build
webs to the lone bananas to find a 3-Up and a Banana Coin.

Tough Spots: This entire level is quite tough. 1 think the "Zinger Ring" at the
end is particularly difficult. Take it slowly until you make a decisive move.

Notes, Tips, and Strategies: This is the first really tough level in the game.
It Is much harder than anything you saw in Donkey Kong Country - and we"re
barely halfway through the game! Remember that as Squawks, you can safely touch
the brambles on the bottom without getting hurt. This trick helps in getting
through the Kloaks at the end (and many other times). For the record, 1™m
writing this on April 15, 2008 - 12 years minus a day that 1 Tirst completed
this level (an occasion that made me scream with glee so long ago).



Funky's Flights II

You might want to go back to a previous world to get more lives or to look for
Kremkoins and DK Coins you haven®t found yet.

Rickety Race
Level Type: Roller Coaster
Difficulty: 3
Main Enemy: Klank
Other Enemies: None Animal Buddies: None

Bonus Levels:

1. As Dixie, keep throwing Diddy up the ledges at the start. Then helicopter
spin (roll jumps don®t work) to the bonus level on the right. In this
"Destroy Them AIIl" bonus, it"s impossible to defeat all of the Klanks;
instead, just make sure to run down all of the ones that cross your path.

DK Coin: Stomp the last Klank to get it.

Goodies: The next-to-last Klank yields a Banana Coin. At the end, use the hook
to hit the level exit from sufficient height to earn a reward.

Tough Spots: Nothing too tough, despite the lack of a Continue Barrel (the only
such non-boss level).

Notes, Tips, and Strategies: In this unorthodox level, you®"re on a roller
coaster and stomping 10 Klanks. Hold Right on the Control Pad to increase your
speed, or Left to slow down. Watch out, as it"s possible to fall into the pit.
Hold left at the start to hit a special barrel that increases your speed. Two
of the Klanks look like Pittsburgh Steelers and Southern Cal fans.

Monkey Museum

With my guide, there®s little use in paying money to here Cranky®"s vague hints
(Usually involving puns on directions and prepositions).



Swanky's Bonus Bonanza

Note that the third question of "Baboon Booty' isn"t quite accurate, as Kutlass
hasn"t appeared yet in Krazy Kremland. I think Swanky means "in the game"
instead of "during this area of the island," since we have seen a Kutlass in the
Lost World. Anyway, here are the correct answers:

Wrinkly®s Winner (1 coin): Krazy Kremland; Red, green, and yellow; Rare /
Nintendo

Krazy Kwiz (2 coins): Hornet Hole, Wrinkly, Picture of K. Rool

Baboon Booty (3 coins): Rattly, Green, Cat o" 9 Tails

Mudhole Marsh

Level Type: Swamp

Difficulty: 5

Main Enemies: Cat o" Nine Tails, Mini-Necky, Zinger
Other Enemies: Click-Clack, Flitter, Kannon

Animal Buddies: None

Bonus Levels:

1. Near the end of the first half of the level, throw your friend up to the
Bonus Barrel while avoiding the pesky Cat o" Nine Tails. In the bonus level,
throw your partner at the stars to collect them.

2. A little after the "N,"™ pick up the cannon ball found in plain sight. Jump
from island to island, jumping over Kannon®s projectiles. Enter the cannon and
play a tough bonus level. Pelt the flying baddies with cannon balls, but hurry;
there isn"t much time.

DK Coin: After the place where you clear the gap using Kannon®s projectiles,
you"ll find a hook and a Kannon shooting rightwards. Don"t stomp him. The DK
Coin comes from the level exit. Don"t attempt to helicopter spin from the hook
to the exit; instead, watch the pattern to see where the DK Coin comes. Then
jump onto the barrel and land on the exit, possibly getting the coin. It"s not
easy.-

Goodies: Right before the letter "0" (found in a chest), throw your friend up
to the lone banana to become invincible (it"s not very useful, though). One



Banana Coin can only be reached via Cat o" Nine Tails, but it"s best ignored
because of the Zinger risk. Another can only be reached by throwing your
partner into the water (you won®"t lose him/her).

Tough Spots: In the second half of the level, there are some Cat o" Nine Tails
that can send you flying into Zingers. Hit the kitties with a barrel or lure
them away from you. Near the very end, you"ll have to clear a gap using
Kannon®"s barrels.

Notes, Tips, and Strategies: Our final swamp level introduces Cat 0" Nine
Tails, an annoying cat who can fling you high in the air. However, this level
is not especially tough. Many of the DK Barrels found in treasure chests.

Klubba's Kiosk
IT you"ve followed my guide closely, you"ll have just enough Kremkoins to pay
Klubba to visit the difficult Klobber Karnage level, which is covered in the
Lost World section.



Rambi Rumble

Level Type: Wasp Hive

Difficulty: 8

Main Enemies: Zinger, King Zing

Other Enemies: Kutlass, Klampon, Kannon, Kruncha (only in a bonus level) Animal
Buddies: Right after the halfway point, there®"s a door you must enter.

Climb the honey wall and jump into the Rambi barrel.

Bonus Levels:

1. A little before the halfway point, jump to the lone banana to find a hook.
Use it to climb up the honey wall and find a bonus door. Getting up is a little
tricky, so you may need to try a few times. The bonus level requires you to
climb up a couple of sticky walls - a familiar process.

2. When you see a pair of Red Zingers in the Big Zinger Chase, charge up a
SuperCharge and release before the big Zinger hits you. You"ll crash through a
door, revealing a bonus level. Simply smash through the melee of meanies before
time runs out.

DK Coin: Right before you reach the door leading to Rambi®s room, jump up to
reveal a hook. Keep jumping to clear the passage, and then climb the wall to
the DK Coin. Then go back and get Rambi, because you won"t make it far without
him. Goodies: None that are very secret or very special.

Tough Spots: In the first part of the level, there are several sticky walls
guarded by Zingers. Make your move when the Zinger moves to the other side.
Also, the section near the end where the big Zinger is chasing you can be
tough.

Notes, Tips, and Strategies: The First half of the level has more honey-
climbing, but there are now a lot more Zingers around. The last quarter of the
level gives you control of Rambi with a massive Zinger (maybe King Zing)
pursuing you and dramatic music playing. You may want to let the Zinger pass
you (taking a hit) so you can explore the rest of the area at your own pace.



King Zing Sting
Level Type: Wasp Hive (Boss) Difficulty: 5
Main Enemy: King Zing
Other Enemy: Zinger
Animal Buddies: You control Squawks throughout the entire battle.
Goodies: None

Notes, Tips, and Strategies: King Zing is one of the more interesting bosses iIn
the game. He starts by moving back and forth. Spit an egg at his red stinger to
score a hit. Afterwards, he"ll turn red and become invulnerable for a short
time. When he releases spikes, just move up or down against the wall to avoid
them. King Zing"s speed increases after each hit. After six direct hits to the
stinger, King Zing turns into a small red Zinger encircled by four regular
zZingers (like Koopa Shells in Mario Kart). Egg the regular Zingers, then hit
the main Zinger before the bees regenerate. After that, the Zinger will begin
to chase you. Keep spitting eggs at it until the battle iIs over and you"re one
Kremkoin richer.



Gloomy Gulch

Ghostly Grove
Level Type: Enchanted Wood
Difficulty: 5
Main Enemies: None
Other Enemies: Kloak, Klomp, Spiny, Klampon, Flitter, Klobber, Kruncha, Zinger, Kaboom

Animal Buddies: None

Bonus Levels:

1. Just after the "0," throw a barrel past the Krunchas, breaking open a bonus
level. Inside, keep throwing the treasure chest at the red Zinger until you get
the Kremkoin. Using Dixie is highly recommended.

2. Above two Klampons near the end of the level, take the two Ghost Ropes to a
Bonus Barrel. These ropes are faster than most, so you have to time it right.
In the bonus level, quickly jump across the Ghost Ropes to the Kremkoin.

DK Coin: Roll jump under the ledge with the letter "0" to find a barrel cannon
and the DK Coin. Watch out for the Klobber.

Goodies: The letter "G is invisible but surrounded by bananas.
Tough Spots: The final stretch of Ghost Ropes has a few Zingers.
Notes, Tips, and Strategies: Ghostly Grove has a laundry list of enemies, but
none of them are particularly dangerous. The main feature of Ghostly Grove are

the Ghost Ropes, which keep disappearing and reappearing. Take some time to
learn their pattern, or these ethereal ropes could disappear with you on them.

Monkey Museum
Stop in for your share of complaining and less-than-useful advice.



Haunted Hall

Level Type: Haunted (Roller Coaster
Difficulty: 7

Main Enemy: Kackle Other Enemy: Zinger
Animal Buddies: None

Bonus Levels:

1. Right after the first Kackle, the rails split into a lower and upper
section. Jump onto the lower section, and when you see the wooden tunnel, jump
onto it to reach the bonus level. Inside, be prepared to do some rapid-fire
Jjumping after you hit the Plus Barrel (not the kind that deals with Kackle).

2. After you Finish the previous bonus level, you"ll be sent backwards. Then
ride into the lower tunnel for ANOTHER bonus level. Just keep jumping to
collect the stars. You don"t need to collect every single one of them.

3. After the third Kackle, hit the jump button at just the right time (hit it a
little early) to jump onto the lower of the rails. It"s tough to get there, but
it leads to a bonus level. Inside, you"re travelling at lightning speed, but
otherwise it"s not too tough.

DK Coin: At the level exit, scurry under the left deck to find the DK Coin.
Goodies: Nothing that isn*t in plain sight.

Tough Spots: The final Kackle stretch requires you to jump very accurately to
hit the Plus Barrels while avoiding the Minus Barrels.

Notes, Tips, and Strategies: Pretty good music here. Through most of this
level, you"re being chased by a ghostly skeletal pirate called Kackle. To keep
him from touching you and taking a monkey, you must hit the Plus Barrels to add
time to the timer. Worse, there are several Minus Barrels around that subtract
time (although they don"t send you to the Minus World as Cranky jokes), not to
mention the places you can fall off the rails.



Gusty Glade

Level Type: Enchanted Wood

Difficulty: 7

Main Enemies: None

Other Enemies: Klampon, Click-Clack, Spiny, Kutlass, Zinger, Neek, Flitter
(only in the bonus level), Kannon

Animal Buddies: At the beginning of the level, throw your partner over the
mound with the level entrance to find Rattly.

Bonus Levels:

1. Right before the "No Squitter™ sign, bounce into the Bonus Barrel. You don"t
have to hit all the Flitters; just bounce on a couple and let the wind do the
work .

2. A little past halfway, two Kutlasses are guarding two treasure chests. The
upper one contains a cannon ball. Then jump across the long gap into the
cannon, where you have to use a moving arrow barrel to collect the stars.
Fortunately, the wind isn"t blowing.

DK Coin: Near the end (after a few barrel cannons), you"ll land on a high bluff
above a Kannon. Use Dixie"s helicopter spin to soar into the DK Coin in the
air. IT you"re careful, you can bypass the very hard final stretch and reach
the level exit.

Goodies: You get a 3-Up for reaching the ""No Rattly"™ sign with Rattly. Tough
Spots: Right before the ""No Rattly'™ sign, there"s a tough jump that requires
you to charge the SuperJdump (if using Rattly). The stretches with the
alternating wind currents are tough it you"re not patient. Also, the Tinal
stretch is extremely hard if you don"t use the shortcut mentioned in the DK
Coin section.

Notes, Tips, and Strategies: This is a very hard level the first time you play
it. The strong wind affects the way you move (like the Super Mario All-Stars
Lost Levels). A tailwind makes you jump very far; a headwind makes jumping
forward almost impossible. In some places, the wind alternates between both
directions, so use patience to find the wind"s pattern.



Kong Kollege

After two difficult levels in a row, you can Tinally save. Wrinkly also gives a
semi-useful tip about bonus levels.

Parrot Chute Panic

Level Type: Wasp Hive

Difficulty: 6

Main Enemy: Zinger

Other Enemies: Klampon, Spiny

Animal Buddies: This level is full of Squawks®"s purple cousins, Flapper, who
can only float downwards and can"t spit eggs. Hold Up on the Control Pad to
float more slowly, and hold Down to descend more slowly. Press X to dismount.
Regular Squawks appears twice in bonus levels.

Bonus Levels:

1. After a Banana Coin and a set of three Zingers, hold left and up to find a
bonus door. Inside, simply guide regular Squawks through a winding tunnel. A
really easy bonus level.

2. Between the Spiny and the letter "N," use some narrow pieces of honey to
climb up the wall. Be careful not to fall onto the Zingers. At the top, you"ll
find a bonus door. Inside, mount Squawks and use eggs to dispose of the
Zingers. At the end, beat the final Zinger using the TNT barrel that appears
after reaching the ""No Squawks'™ sign.

DK Coin: At the start of the level, drop down, holding left and using your
Ponytail Twirl to find the DK Coin.

Goodies:

1. after the first Squawks ride, you"ll land near a crate and a Zinger. Get rid
of the Klampon below you, go back up, and grab the crate. Use it to break the
wall just right of where the Klampon was. Enter the passage for bananas and a
shortcut past one Squawks sequence. You won"t even miss the "K" letter. Credit
goes to Norberto Rojas Marin (accented "I1" omitted, by the way) for this one.

2. Near the end, throw your friend to a high Rotatable Barrel to find a Banana
Coin. To hit the level target, iIt"s easiest to use the invisible hook (look for
the lone banana).

Tough Spots: The next-to-last sequence is a little tough. Hold up to reduce
your speed when necessary.



Notes, Tips, and Strategies: In this level, you ride a Flapper down through
endless Zingers. If you"re not comfortable with this purple Squawks, you can
use Dixie"s Ponytail Twirl to float downwards. Use at your own risk. Take the
easiest route through the Zingers - don"t try to get the lone bananas and
banana bunches.

Swanky's Bonus Bonanza
Here are the correct answers, for those who care to play.

Lockjaw®"s Loot (1 coin): Gloomy Gulch, 5, Funky
Haunted Haul (2 coins): Gusty Glade, 3, Crocodile Isle

Gibbon Game (3 coins): Crocodile Canyon, Enguarde, 2

Klubba's Kiosk

This kiosk takes you to Fiery Furnace, but you"ll still probably need a couple
more Kremkoins.

Funky's Flights II
It"s the cool surf dude"s flying barrel, again.



Web Woods

Level Type: Enchanted Wood

Difficulty: 8

Main Enemy: Zinger

Other Enemies: Neek, Kruncha, Kutlass, Kaboing, Krook, Mini-Necky, Kannon
Animal Buddies: You have no choice but to use Squitter for most of the level.

Bonus Levels:

1. A little after the "N,"™ you"ll find a Kannon and a banana arrow facing left.
When the Kannon fires a slow-moving cannon ball, construct web platforms to the
left, following the cannon ball. 1t will slam into the wall and open a bonus
level. Inside, keep building webs in close succession to form a nice bridge.
Follow the bananas and avoid the Zingers and brambles.

2. After the section with many red Zingers, there will be some green Kaboings.
Beat them with webs, being careful not to hit the Kannon. Follow the Kannon-"s
ammunition until it smashes open the door near the banana arrow. Thankfully,
the bonus level is an easy collect-the-stars game involving web building.

DK Coin: This is one of the prizes at the level exit. Fire out of the cannon
when the banana appears, and if your timing is just right, you"ll get the coin.
It doesn"t appear for very long.

Goodies: At the first DK Barrel, throw your friend onto the ledge above you to
find several goodies. Also, there"s a high bluff near the merging of the two
paths. On top is a chest with a 2-Up inside. Either throw your friend up there,
or toss your partner above the Squitter door to find a barrel cannon that takes
you there. Lastly, throw your friend over the level exit to find a 2-Up.

Tough Spots: The section with the multitude of Red Zingers is difficult. If
necessary, build web platforms close to each other to form a bridge.

Notes, Tips, and Strategies: Some people feel this is the hardest level in the
game. You"ll have to be an expert with Squitter to succeed iIn this endless
level. Try to eliminate all the non-indestructible enemies before moving
forward.



Kreepy Krow

Level Type: Rigging (Boss)
Difficulty: 7

Main Enemy: Krow

Other Enemies: Mini-Necky

Notes, Tips, and Strategies: At first, keep jumping over the transparent blue
Mini-Neckies. When you see a less ghostly-looking one, stomp it to make a
barrel appear. Use it to hit Krow. Climb up the hooks that appear and then
ascend the ropes. Keep changing *"lanes™ to avoid egg fire. Repeat two more
times to win this battle. The second rope section is a little tougher, as eggs
will travel both horizontally and vertically. Also, ghostly Mini-Neckies will
become faster and more plentiful. As a side note, I"m pretty sure this level
was depicted on the back of the game box.



K. Rool's Keep

Arctic Abyss
Level Type: Ice
Difficulty: 7
Main Enemy: Shuri
Other Enemies: Kaboom, Flotsam, Lockjaw, Puftup

Animal Buddies: You control Enguarde through nearly all of the level.

Bonus Levels:

1. When you reach the first Lockjaw, swim up after the water rises. Perform a
SuperStab at the wall with two bananas to open a bonus door. Inside, keep
moving back and forth, performing one charge after each turn to collect the
stars. It"s impossible to get all of them, but try to get as many as you can.

2. After two Puftups near the end of the level, swim right through the wall to
find a "No Enguarde™ sign and a bonus level. Use a Kong (ideally Dixie) to
smash a chest against the Zingers until the Kremkoin pops out.

DK Coin: Just after the halfway point, perform a SuperStab at the top of the
shaft to reach the DK Coin before the water recedes.

Goodies: At the start of the level, helicopter spin across the gap to find a
Kaboom and some treats. Throw your friend over the high wall for some more! As
soon as you transform into Enguarde, hug the wall until you can go through it,
where you"ll find three Banana Coins. To hit the level exit and win a prize,
begin your Ponytail Twirl as the water starts to recede.

Tough Spots: Some places have numerous Shuris. Most of them spin quickly
towards you when you come near, so go slowly and carefully to avoid being
caught off guard.

Notes, Tips, and Strategies: Almost all of this icy, watery level features
Enguarde.

Monkey Museum

See Cranky if you want more complaining and hints that involve directions with
double meanings.



Klubba's Kiosk

This kiosk takes you to the final Lost World level, Animal Antics. However, you
won"t have enough Kremkoins at this point in the game to pay the toll, so come
back later. You must collect every Kremkoin in the game to use the final
Klubba®"s Kiosk. I"m not sure why this location seems to be on DK Island.

Windy Well
Level Type: Mine
Difficulty: 8
Main Enemy: Zinger
Other Enemies: Click-Clack, Kutlass, Kannon, Klampon, Kruncha, Flitter (only in
the bonus level), Spiny, Klobber
Animal Buddies: None, except Squawks in a bonus level.

Bonus Levels:

1. A little before the halfway point, head left to find a Kruncha and a Banana
Coin. Jump off this platform, allowing the wind to take you under the Zinger
and over to the Bonus Barrel. This is a really easy bonus level. Jump up,
activating the wind current. Then stomp all the Flitters and land on the
Kremkoin at the right edge.

2. Right below the level exit, lure the Klobber to you and stomp it. Then use
the barrel to defeat the Kutlass and grant access to the Bonus Barrel. This
bonus level would be easy, but there®s a very short time limit.

DK Coin: Just past some Krooks, you®"ll find three bananas and a Zinger. Jump and hold
Down and Right on the Control Pad to reach the DK Coin

Goodies: Next to the letter "N" is a 1-Up Balloon. Quickly throw your friend to
get it. Don"t jump, or you"ll needlessly increase your Zingers Dodged
statistic. To get a prize from the level exit, you™ll have to jump from the
hook found near the "No Squawks™™ sign.

Tough Spots: Much of this level involves using the wind currents to dodge Zingers in
various manners. Krooks are also a problem.

Notes, Tips, and Strategies: IT you reach a dead end, jump up (or onto a hook)
and the wind should carry you up. Hold Up or Down on the Control Pad to speed
up or slow down when you®re floating upwards.



Kong Kollege

A brainy player would save now. If you®ve been playing perfectly, you®"ll now be 80%
with 33 DK Coins. Wrinkly also has two tips about things you probably know already.

Castle Crush
Level Type: Castle
Difficulty: 7
Main Enemies: Klampon, Spiny
Other Enemies: Neek, Kutlass, Kruncha, Krook, Zinger, Mini-Necky
Animal Buddies: Early on, use the DK Barrel to beat the Kutlass. Walk left of where he
was to find a Rambi Barrel. Additionally, there"s a Squawks Barrel immediately after
the Continue Barrel. Simply jump left over the Zinger to find it.

Bonus Levels:

1. When you reach a banana arrow, the floor starts to move less quickly. Use
Rambi®s SuperCharge to break the door open. In the bonus level, quickly crush
all the Zingers to make the coin appear.

2. Your reward for getting to the "No Squawks' sign is a TNT barrel. Use it to
blow open the door by the banana arrow. The bonus level isn®"t too tough; just
don"t get crushed by the ceiling. As the level progresses, you®"ll have to run a
little farther to reach safe spots.

DK Coin: As Squawks, make sure to hurry up the passage instead of waiting for
the floor to come your way. When you see the ""No Squawks™ sign above you, don"t
go up; instead, fly downwards to find the DK Coin.

Goodies: At the end, you can use the barrel to defeat the Zinger and get
bananas and a Banana Coin, but there are safer ways to do so.

Tough Spots: Near the end, you"ll have to keep jumping over the hooks thrown by
the Krooks. Dixie"s helicopter spin makes it a little easier, but it"s an easy
place to lose a monkey.

Notes, Tips, and Strategies: In this level, the floor is rising, and it can
crush you against the ceiling if you"re not careful. Also, there are numerous
enemies, including large quantities of Spinies and Klampons - a particularly
bad mix, because one is roll-proof and one is stomp-proof.



Clapper's Cavern
Level Type: Ice
Difficulty: 5
Main Enemies: Snapjaw, Zinger
Other Enemies: Spiny, Klampon, Kruncha, Neek, Click-Clack, Flotsam, Shuri,
Puftup, Flitter
Animal Buddies: Clapper appears many times. Also, there®s an Enguarde section
(sans Snapjaw) near the end of the first half of the level.

Bonus Levels:

1. At the very start, throw your friend up to the hook. Then roll attack the
four Spinies, but watch out for the Klampon at the end of the series. Inside
the bonus level, simply jump up the icy ledges without falling down. Not too
tough. This also has the benefit of skipping some of the first part of the
level.

2. Head to the upper-left corner of the Enguarde section to find a non-
exploding Puftup. After you beat it, SuperStab the single banana to break open
a bonus door. Inside, use a SuperStab to get off the dry land. In the water,
perform another SuperStab or two to reach the Kremkoin with plenty of time to
spare.

DK Coin: As soon as you finish Bonus Level #1, throw your friend up to the hook
to find the DK Coin.

Goodies: Right after the "N," throw your pal at the high single banana to gain
invincibility. Jump into the water to your left and swim through the corridor
to find three Banana Coins. If you"re not interested in the loot, use your
invincibility to make some of the next part of the level a little easier.

Tough Spots: The final stretch (after the letter "'G") involves ducking under
and jumping over Zingers. Use the barrel to bowl many of them over.

Notes, Tips, and Strategies: Clapper~s back, but this time, he transforms water
into solid ice, forming a temporary bridge over the vicious Snapjaw. You may
prefer using Diddy for much of this level because of his speed. This isn"t a
particularly hard level - but don®t think the next one will be like this!



Chain Link Chamber

Level Type: Castle

Difficulty: 8

Main Enemy: Zinger

Other Enemies: Klinger, Krook, Klobber, Kutlass, Mini-Necky
Animal Buddies: None

Bonus Levels:

1. Stomp the third Krook in the level (the top one) and lure the Klobber off
the platform. Take the cannon ball, stomp the middle Krook, and head right to
find the cannon. In the bonus level, ignore the cannon ball. Use the Ponytail
Twirl if you need increased accuracy jumping the Zingers. If you"re low on time
on the final row of Zingers, use the helicopter spin to clear two Zingers in
one jump.

2. The wall next to the twin Kannons isn"t quite as solid as it looks. Jump
left through the wall, dispose of the two meanies, and enter the secret bonus
door. You"ll have to do some rapid-fire shooting out of the Rotatable Barrels.
Use the bananas to help line up an accurate shot.

DK Coin: When you reach the spot where cannon balls are falling from the twin
Kannons, jump down and hold Right to go through a wall and find the DK Coin.
This took me a while to find the first time.

Goodies: At the spot with the circling Zingers, head right (opposite the
Continue Barrel) to find an invisible Banana Coin. Just after the first fork,
Jjump left through the wall to find an Invincibility Barrel that helps
immensely. Most other goodies are closely guarded by black Klobbers.

Tough Spots: A little after the letters "0" is a checkerboard-like chain
section. Numerous Zingers are circling about. Try jumping up either flank, and
then cross to the middle when the Zingers are in a good position. A similar
section appears later in the level. Head left, staying near the middle to avoid
the Zingers and Kutlass. Just after that, make sure to take the right rope, and
to switch to the alternate rope after each falling cannon ball.

Notes, Tips, and Strategies: You"ll be climbing chains through most of this
level while dodging countless meanies. A bit after the Krooks, there®s a fork
in the road. | suggest taking the slightly easier left path, although the right
one has a Banana Coin. Curiously, both sides have a letter "0." Go right on the
second fork. After the second bonus level, switch to Diddy for speed. After the



section where pairs of Zingers chase you, head up the ropes as quickly as
possible to avoid the enemies with ease.

Funky's Flights II
This one works the same as all the previous Funky"s Flights.

Swanky's Bonus Bonanza

Here are the correct answers to the questions in this final edition of Swanky®"s
Bonus Bonanza:

K. Rool"s Kwiz (1 coin): K. Rool"s Keep, Cranky, Zinger the wasp
Castle Challenge (2 coins): Castle Crush, 5, Kloak

Big Ape Bounty (3 coins): Squitter, 5, 30



Toxic Tower

Level Type: Castle

Difficulty: 9

Main Enemy: Zinger

Other Enemies: Klampon, Kaboing, Kannon

Animal Buddies: A Rattly Barrel appears at the start. A Squawks Barrel and a
Squitter Barrel appear later in the level and can"t be avoided.

Bonus Level:

1. In the Squitter section, the lone Zinger guards a not-so-solid wall. Inside
is the Bonus Barrel, where you"ll just build a bunch of web platforms to reach
the coin. Don"t touch the brambles, though. This bonus level has the nice side
effect of skipping the last part of the level.

DK Coin: In the first half of the level, there®s a spot where you must
SuperJump (near the bananas arranged in the shape of the letter "A™). Up a few
steps, stomp the Zinger and drop down to find the coin.

Goodies: Near the end of the Rattly section, a few goodies can be found near
the fFirst narrow shaft guarded by a Zinger. Just go left through the wall to
find a couple of Banana Coins. It"s a nifty shortcut, too. In the Squawks
section, after the Kaboings, look for a lone banana under a Zinger. Go through
this not-so-solid wall to find some Banana Coins and banana bunches. At the
very end, jump over the level exit to make the goo recede a bit. Jump under the
goal to find some bananas and a 2-Up.

Tough Spots: The Rattly section is the hardest, since the numerous difficult
Jjumps come with the pressure of staying ahead of the ever-rising toxic goo.
You"ll have to use the SuperJump a lot.

Notes, Tips, and Strategies: In Toxic Tower, you"re climbing up a tower - and
toxic green goop is rising! You"ll have to use speed throughout the level. Try
to go quickly through the Squawks section, because the goo may catch up with
you during the Squitter section. The first half of the level is harder than the
second - a rarity.



Stronghold Showdown

Level Type: Castle

Difficulty: O

Enemies: None

Animal Buddies: None

Bonus Levels: None DK Coin: None Goodies: None

Notes, Tips, and Strategies: You win a Kremkoin here. K. Rool evacuates the
castle and flees to his personal aircraft.



The Flying Krock

Screech's Sprint

Level Type: Brambles

Difficulty: 9

Main Enemies: Zinger, Screech

Other Enemies: Cat o" Nine Tails, Kloak, Kaboom, Klinger, Flitter, Mini-Necky Animal
Buddies: A Squawks Barrel appears immediately after the Continue Barrel.

Bonus Level:

1. Throw your friend onto a high platform that holds a cannonball. Then jump right to
the hard-to-see cannon. In the bonus level, switch to Dixie and keep helicopter
spinning and roll jumping until you reach the next-to-last Kremkoin in the game.

DK Coin: After the Zingers that block the road, ignore the banana arrow and
instead go right through a spiral that contains the DK Coin at the center. Then
use the Arrow Barrel to return to action. It"s very hard to win the race AND
get the DK Coin, so | suggest getting the coin after you complete the level.

Goodies: Jump on the early Flitter for a Banana Coin. There are a few treats in
the Screech section, but trying to collect the items will usually prevent you
from winning the race. Fly high above the "No Squawks'™ sign to get a prize from
the level target.

Tough Spots: Zingers block the way in two places in the Screech section. Use
eggs to clear away a couple of bees and create a safe pathway. Also, some
passageways are pretty narrow.

Notes, Tips, and Strategies: At the start, use the Kaboom the Kloak throws at
you to beat at least one Klinger. Make sure to defeat the second Cat o" Nine
Tails you see (stay on the vine and wait for him to stop), as there®s another
one just ahead. In the second half of the level, you guide Squawks through a
bramble-lined, Zinger-filled section. Worse yet, you have to finish ahead of
a big black bird named Screech, or you"ll lose a life and have to start the
level over. Don"t get distracted by letters and goodies; just keep following
the banana trail. A little after the "K," drop down to a gap between the
brambles

to find a barrel cannon that shoots you up a long way. Note that all four KONG
letters are found in the second half of the level. And sorry, but you can"t
touch the bottom edge of the brambles here. By the way, there"s a way to



complete the level without having to worry about beating Screech: Right after
you transform into Squawks, touch a bramble (taking a hit) and quickly hurry
past Screech. If you®re quick, Screech won"t start chasing you, SO you can
complete this stretch as slowly as you want to.

Funky's Flights II

This is the final edition of this. You might want to return a previous world to
get more lives before facing K. Rool.

Kong Kollege

This time, Wrinkly charges a coin even for the first time you save (although
future saves are still two coins). Wrinkly also provides a very useless tip.

K. Rool Duel

Level Type: K. Rool 1 (Boss)
Difficulty: 9
Main Enemies: Kaptain K. Rool

Notes, Tips, and Strategies: This is it - the big boss! Here®s the step-by-step
instructions:

1. K. Rool drops a cannon ball, but don"t pick it up yet. He"ll jet to the
other side of the room, so jump over him. When his bazooka starts sucking in
air, throw the cannon ball in to score a hit. Watch out, as the cannon ball
will come Tlying at you! This happens after each hit, and each time it goes a
little bit faster.

2. K. Rool will shoot a spiked cannon ball at you. Jump over K. Rool a couple
of times, and the spikes will disappear. Then you can throw the cannon ball
into his weapon. Again, beware the backfire!

3. Similar to before, but this time K. Rool drops two spiked cannon balls and
jets across the room three times. Only one cannon ball"s spikes will vanish, so
don"t run into (or get sucked into) the spiked one. K. Rool passes out, but
it"s not over. He gets up, but Donkey Kong appears to give you a DK Barrel.

4_ K. Rool now shoots a procession of spiked cannon balls at three different
heights. The highest are best ducked; others should be jumped. Eventually,
he*1l1 shoot a barrel. Stomp it to find a cannon ball. You know what to do.



5. For this hit, K. Rool again launches spiked cannon balls at three different
heights, but this time they bounce. As with the last hit, it"s easiest to go
under the highest ones and to jump the low and medium ones. Eventually, you"ll
get a chance to hit a barrel and find a cannon ball.

6. This time, K. Rool shoots spiked cannon balls that travel in a circular
pattern, usually In pairs. Be patient and figure out the best time to jump over
them. 1 recommend using Dixie"s helicopter spin. Again, you"ll get a barrel to
stomp at the end. After this hit, K. Rool collapses again, but quickly
recovers. You get a much-needed DK Barrel, too.

7. It gets tough now. First, stand back and jump the blue smoke using the
helicopter spin. Jump over the slow-moving K. Rool. Then he speeds up and turns
semi-transparent. For the final charge, he"s invisible except for the dust he
creates on the ground. Again ponytail over him, and then pick up the cannon
ball that appears and throw it at him.

8. This next hit is pretty easy. After jumping over the speeding Kaptain, jump
over the bouncing red balls of smoke with the Ponytail Twirl. After jumping a
trio of spiked cannon balls, throw the cannon ball that appears into K. Rool"s
blunderbuss.

9. Just one more hit to go! After you jump K. Rool"s charge, stand on the
opposite end of the room and helicopter spin over the swirling purple clouds.
Watch out; K. Rool will try to suck you toward him and hit you. Run in the
opposite direction until he disappears. K. Rool will reappear near you and try
to suck you close enough to hit you. Keep moving to increase your safety.
Eventually, the cannon ball will appear. Throw it in the bazooka, dodge the
final backfire, get the final Kremkoin, and watch the ending! Note that your
game i1s saved automatically.

However, the game still isn"t over yet. Now that you have what should be your
final Kremkoin, you can visit the next level in the Lost World. Also, if you
missed a Kremkoin or DK Coin earlier in the game, use my guide to help you find
it. From now on, press the L and R buttons on the map screen to find out the
number of DK Coins you have (there are a total of 40 in the game).



The Lost World

Jungle Jinx
Level Type: Jungle
Difficulty: 6
Main Enemy: Zinger
Other Enemies: Kutlass, Spiny, Klampon, Klobber, Neek
Animal Buddies: None

Bonus Level:

1. Right before the halfway point, head left and perform a roll jump into the
Bonus Barrel. This is a very difficult bonus level. You must throw your friend
at the Flitters to defeat them. However, most of them are encircled by Zingers,
so you must have perfect timing. For the final Flitter, don"t jump too high
before throwing your friend, or the fast Zinger will hit you.

DK Coin: The prize for finishing the bonus level.

Goodies: In order to receive a prize from the level exit, you must use the
Klobber®s barrel to smash the Zinger blocking the barrel cannon.

Tough Spots: Near the end of the level, there are some barrel cannons that move
very quickly.

Notes, Tips, and Strategies: This is the first area in the Lost World. The
Crocodile Isle jungle is less friendly-looking than the DKC version. Notice the
three layers of background. Much of the level involves bouncing on quick-moving
tires that launch you high into the air. Needless to say, don"t touch the
spikes.

Monkey Museum

Cranky will brief you on the "Lost World" here and misuse an apostrophe.
Afterwards, you"ll be able to pay up for hints as usual. Each level hint costs
2 coins, but again, you"ve got a good walkthrough.



Black Ice Battle
Level Type: Ice
Difficulty: 7
Main Enemy: Zinger
Other Enemies: Klobber, Klampon, Spiny, Krook, Neek, Flitter
Animal Buddies: None

Bonus Level:

1. Just past the letter "N" (nhear the many platforms with Neeks and Klampons,
drop down the shaft and hold right. Stomp the Klobber and throw the barrel at
the Zingers. Pick up the chest, stomp the Flitter if necessary, and throw the
chest at a Zinger to reveal a cannon ball. Follow a short path and drop down
the shaft, staying right. Use the cannon ball to beat all the Zingers and reach
a cannon. In the bonus level, use Dixie"s helicopter spin to safely clear all
the Zingers.

DK Coin: The prize for finishing the bonus level.

Goodies: To the left of the second Krook are two 1-Ups, but they®re guarded by
a rare black Klobber that steals your own lives when it hits you. Not far away
is another black Klobber and a 1-Up.

Tough Spots: Near the end, you"ll have to jump over a few Zingers at the top of
some icy bluffs. Using the helicopter spin at the apex of your jump will work
well.

Notes, Tips, and Strategies: This is the first icy level we"ve seen. Things are
kind of slippery, so watch out!



Klobber Karnage

Level Type: Jungle

Difficulty: 8

Main Enemies: Klobber, Zinger

Other Enemy: Kaboom Animal Buddies: None

Bonus Level:
1. At the very end of the level, throw your friend to the lone banana in the

upper-right corner of the screen to find a hidden Bonus Barrel. This has always
been one of my favorite bonus levels. Jump in the Invincibility Barrel and beat
all the Zingers (it"s quickest iIf you can bounce on the first ones). Remember
to touch the second Invincibility Barrel midway through.

DK Coin: The prize for finishing the bonus level.
Goodies: Jump up at the level entrance for a Banana Coin.

Tough Spots: Much of the level involves launching out of the various
combinations and permutations of barrel cannons. It"s not easy. In the second
half of the level, lightning reflexes will be needed to survive the sequence
with the moving Rotatable Barrel. Aim for the bananas.

Notes, Tips, and Strategies: This is one of the game®"s toughest levels. The
first part of the level has huge numbers of barrel-dwelling Kremlings of all
flavors, while the second part of the level has you in a Rotatable Barrel,
floating over spikes and shooting over Zingers and into other barrels. Try to
throw a barrel at the Klobbers before their heads pop out. This way, you"ll
beat them quickly.



Fiery Furnace
Level Type: Lava
Difficulty: 8
Main Enemy: Zinger
Other Enemies: Spiny, Kutlass, Klampon, Krook, Flitter, Cat o" Nine Tails
Animal Buddies: None

Bonus Levels:

1. A little after the letter "G," avoid the lone Cat o" Nine Tails and throw
your friend into the high Steerable Barrel. Follow the bananas to the Bonus
Barrel. Inside, focus on avoiding the Zingers; the brambles won"t hurt you
unless you get very close to them.

DK Coin: The prize for finishing the bonus level.
Goodies: A 2-Up is one of the prizes at the level exit.

Tough Spots: Watch out for the early Klampons; most stay back to guard their
ledges, but one will charge right at you. Most of the second half of the level
requires you to use the Steerable Barrels to dodge multitudes of Zingers; keep
practicing and you"ll get it right eventually.

Notes, Tips, and Strategies: In Fiery Furnace, most of the action takes place
in Steerable Barrels. You can use the Control Pad to move them in any direction
you want to. However, these barrels will launch you automatically in a
predetermined direction when the timer reaches zero.



Animal Antics

Level Type: Jungle/lce/Jungle/Brambles/Jungle

Difficulty: 10

Main Enemy: Zinger

Other Enemies: Neek, Kaboing, Flotsam, Lockjaw, Shuri, Puftup, Mini-Necky,
Flitter, Klampon

Animal Buddies: All five of the animal buddies you can ride appear in this
level. The order is Rambi, Enguarde, Squitter, Squawks, and Rattly.

Bonus Level:

1. At the end of the Squitter section, don"t enter the Arrow Barrel yet;
instead, build webs over the high bluff to the right to find the Bonus Barrel.
Inside, use Squitter and Squawks to dispose of all the Zingers. I1t"s not too
tough.

DK Coin: The prize for finishing the bonus level.

Goodies: Early in the Squawks section, you can beat two Zingers and fly left
through the brambles, where there are some bananas and two Banana Coins. Fly to
the left of the Rattly Barrel to find a 1-Up.

Tough Spots: The Enguarde section has a lot of charging Shuris in close
succession, as well as several exploding Puftups. The Squawks sector is
extremely hard because of the wind. It changes direction every few seconds, but
at least it"s consistent.

Notes, Tips, and Strategies: This difficult level provides an opportunity to
use all five of your animal buddies (except Glimmer and Clapper, of course) in
a variety of settings. You"ll find the Squawks section to be the hardest.



Krocodile Kore

Level Type: K. Rool 2 (Boss)
Difficulty: 4
Main Enemy: Kaptain K. Rool

Notes, Tips, and Strategies: Once you complete all the Lost World levels, the
volcano opens up and reveals this level. This is it - the very last level in
DKC 2. Kaptain K. Rool"s back - though soaked - and wants revenge. He"ll launch
an endless barrage of projectiles at you in fairly predictable patterns.
Eventually, he"ll fire a barrel. Stomp it to liberate a cannon ball. Then throw
it into his gun and that"s all, folks.
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Enemy List [ENEMY]
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See the Walkthrough for boss strategies.

---Cat o" Nine Tails---

These multi-tailed felines don"t appear very often. If you touch them while
they"re spinning, you"ll be hurt or spun off in a random direction - and
possibly off a pit or into a Zinger. They occasionally pause to take a
breather, and that"s your chance to stomp them and defeat them. The best way to
deal with Cat o" Nine Tails is to lure it off a cliff or just ignhore it. You
can also throw your friend at a stationary cat to defeat it. For those unaware,
this enemy"s name is a pun of the cat-o"-nine-tails, a whip-like device made
from bone fragments, shards of glass, and other sharp objects used to mete out
punishment and torture.



---Click-Clack---
These beetles are similar to Super Mario Bros. 3 Koopas. If you stomp them, you
can pick them up and use them to bash other meanies.

-—-Flitter---

Similar to Super Mario Paratroopas, these dragonflies fly slowly and can be
stomped without much difficulty. Flitters can sometimes be used as stepping
stones to higher locations.

--—-Flotsam---

Flotsam is found throughout the underwater areas, but it"s not too tough to
avoid, and Enguarde can beat these manta rays easily. As with all underwater
baddies, stay away from them unless you"re using Enguarde. The blue variety
charges straight ahead, while green Flotsams patrol a given area. By the way,
the word flotsam, which refers to goods found floating in the water near a
shipwreck, is different from jetsam and lagan. You probably didn®t know that.

---Kaboing---

These Kremlings have spring-loaded peg legs that provide superb jumping
abilities. Most stand in place, while some charge toward you while bouncing.
The rare green kind crouches on a platform and tries to jump on you when you
come near. No matter what, they"re not too tough to stomp on or roll into.

---Kaboom---

Similar to Klobber, these suicide bombers hide in ordinary-looking TNT barrels
(except that the "N" is reversed). However, when a monkey approaches, this
enemy will pop his head out of the barrel and try to smash into you and
explode. Stomp him and use the barrel for your own use.

---Kackle---



Throughout most of the Haunted Hall level, you"re being chased by a ghostly
skeletal pirate called Kackle. To keep him from touching you and taking a
monkey, you must hit the Plus Barrels to add time to the timer, while avoiding
the Minus Barrels that remove time.

---Kannon---

This DKC 2 incarnation of Klump holds a cannon and fires barrels and
cannonballs at you. You can stomp on the barrels, but not the cannon balls.
Also, Kannon®"s cannon balls can be used to open hidden bonus doors in a few
instances.

---Klampon---
These are bigger forms of DKC"s Klaptraps. Their big jaws give you an idea
about what happens if you try to roll attack them, so stick to stomping them.

---Klank---

These Kremlings (which look like Kutlass) ride roller coasters in a couple of
levels. Some throw barrels at you. In Rickety Race, you travel fast enough to
catch up with the Klanks and stomp them.

---Klinger---

These orange pirate Kremlings climb slowly up ropes and vines, and then slide
down quickly. You can stomp them as long as you aren"t on the rope, but it"s
safer to beat them with projectiles or to just ignore them.

---Kloak---

These spooky specters mostly throw barrels, crates, Zingers, and other
projectiles at you. However, some of them will give out a goodie (sometimes
even unlimited supplies of 2-Ups) if you"re patient.

---Klobber---



Klobber hides in a barrel but pops out when you come near. He"ll try to crash
into you, possibly knocking you off a cliff or into an enemy. Jump on his head
and use the barrel yourself. Yellow Klobbers have the additional effect of
stealing bananas when they hit you, and the very rare black Klobbers steal 1-
Ups. Also, Klobbers will hurt monkeys who are lying on the ground (after being
thrown). Kaboom is a separate member of the Klobber family.

--—Klomp---
These weak Kremling enemies can easy be stomped or cartwheeled. They“re
basically like Neek.

---Klubba---

This character is listed with the enemies on the ending credits, but Klubba is
really here to help. He appears at five kiosks throughout the land and charges
15 Kremkoins for access to a different Lost World level. Complete them all and
something good will happen. However, don"t try to cross his bridge without
paying. That"s a pretty big club he has!

---Krook---
These trenchcoat-clad Kremlings throw boomerang-like hooks at you. Similar to
Super Mario Bros. 3°s Boomerang Bros.

---Kruncha---
This tough, muscle-bound Kremling gets mad and fast (and invulnerable to stomp
attacks) when stomped, so only defeat him by using barrels. Alternatively, you
can throw your buddy at him to beat him. I don®"t think there®s any difference
between the standard blue variety and the rarer pink kind seen in a few of the
later levels.

--—Kutlass---
According to the manual, Kutlass got his oversized swords from a TV mail order
offer, but the swords were much bigger than he expected. When he comes near,



he*Il try to stab you with both of his swords. However, he"ll get stuck in the
ground and become temporarily immobilized. This is your chance to stomp him.
The green Kutlass, found a lot near the end of the game, can pull out his
swords much more quickly than the standard yellow Kutlass. Kutlass works a lot
like the Gerudos in Zelda 64.

-—-Lockjaw---

These big-lipped piranhas swim slowly back and forth, but when you come near,
it"ll lunge at you and try to bite you. Swim speedily past them, or use your
swordfish buddy to bop them out.

-—-Mini-Necky---

These enemies behave differently from the way they did in DKC. In this game,
they swoop at you when you come near. You can stomp them to get rid of them
permanently, but it might be easiest to just jump over them or stay away from
them.

---Neek---
These rat enemies are common and weak. Just stomp them or use a roll attack.
These are the DKC2 equivalents of Mario Goombas.

-—-Puftup---

This is the only DKC 2 enemy to appear in both Donkey Kong 64 and Banjo-
Kazooie. These pufferfish inflate, and sometimes explode, releasing spikes.
These spikes sometimes move in the four cardinal directions, and other times in
a southeast-southwest-northeast-northwest pattern.

---Screech---

This big black bird appears only once in the game and challenges you to a
bramble-lined, Zinger-filled race. You have to finish ahead of him to finish
the level. ITf you fail to beat him, you lose a life.



---Shuri---

Shuri is a starfish enemy that appears in some underwater sections of the game.
Some bounce slowly and aimlessly around the room, while some are stationary
until you come near, when they spin straight towards you. Either way, don"t
touch them unless you“re using Enguarde.

---Snapjaw---
Snapjaw is a rarer, pinker version of Lockjaw. IFf you fall into water that has
a Snapjaw, it"ll strike and bite you very quickly.

-—-Spiny---

These porcupines are completely different from the Spinies familiar to Mario
fans. You can safely roll attack their frontsides, but don®"t try to touch any
other part of them.

---Zinger---

These Kkiller bees are perhaps the most plentiful - and probably most dangerous
- enemy in DKC 2. You can"t stomp them, but standard Zingers can be defeated by
barrels and most animal buddies. Red Zingers are stronger and can only be
eliminated with TNT barrels. An especially large Zinger (1 think King Zing)
appears in Rambi Rumble and chases you for a little while.
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Frequently Asked Questions [QUEST]
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Q: What does the exclamation mark found next to the names of some levels mean?

A: 1t means you®ve completed all of the bonus levels in that level. Also, a DK

Coin icon next to the level name means you“ve found its DK Coin (regardless of

whether you®"ve found all the bonus levels or even finished the level). The same
applies to world maps as well as the main Crocodile Isle map; if an exclamation
point or DK Coin is shown next to a world name, you®ve found all the Bonus



Levels or DK Coins in the entire world

Q: How do they determine the game progress percentage?

A: The highest percentage you can achieve is 102%. Complete each of the regular
levels for 1% each, and find all of the Kremkoins in a level for 1%. Most
bosses are worth 2%, but the K. Rool battles are worth extra.

Q: IT 1 fail to collect a Kremkoin, can | attempt the bonus level again?

A: Of course you can! Just do a little backtracking and you should be able to
return to the Bonus Barrel. In a few levels, though (especially roller coaster
levels), you"ll have to start the level over again to get back to the Bonus
Barrel .

Q: What are the differences between Diddy Kong and Dixie Kong?

A: Dixie can perform the helicopter spin, a tremendous advantage in some
places. However, experience (and experiments) shows that Diddy is noticeably
faster than Dixie at running, swimming, and climbing.

Q: What is Dixie drinking?

A: 1f you don"t move your characters for a few seconds, they"ll start to
fidget, and Dixie pulls out a drink. It looks like lemonade, but maybe it"s
something that"s not 0 proof...

Q: What secret codes are there in the game?

A: You can get a great multitude of Kremkoins without exerting much effort.
Enter K. Rool"s cabin at the start of the Pirate Panic level. Then exit the
cabin, but don*t collect the 1-Up balloon. Head to the right and hop over the
first two bananas. Keep going right and collect the Ffirst banana bunch you
find. Return to the cabin, avoiding the two bananas, but now take the 1-up.
Again get the banana bunch. Then return to the cabin for the third time, still
avoiding those first two bananas. You®"ll get a Kremkoin worth 75 Kremkoins.

Music Test: Begin a new save slot. When you choose between the one- and two-
player games, scroll to the Two Player Contest and press Down on the Control
Pad five times. You can scroll through each song using Left and Right on the
Control Pad.



Cheat Mode: Access the Music Test and press Down five more times to find the
Cheat Mode. Enter Y, A, SELECT, A, Down, Left, A, and Down (YASADLAD) for 50
lives. Also, enter B, A, Right, Right, A, Left, A, X (BARRALAX) to remove the
DK Barrels. However, you®"ll always get both monkeys back every time you return
to the map screen.

Lastly, check GameGenie.com or one of the other walkthroughs for Game Genie/Pro
Action Replay codes.

Q: My game fails to start and displays a weird error message. What"s wrong? A:
Most likely, you"re playing with a controller not made by Nintendo. Some
unlicensed controllers don"t work with Donkey Kong Country 2. A special chip in
the cartridge does several things, including making it harder to use game
enhancement and copying devices on the game. However, it also refuses to
recognize certain controllers. The solution is to unhook any offending
accessories and use a controller that has an official Nintendo Seal of Quality
on its box. Most GameStops and similar stores don"t have much equipment for
older systems, so you"ll probably have to purchase a controller used from eBay
if you don"t have one.

Q: What other notes and tips do you have?

* Build up plenty of lives before tackling tough levels.

* Hold the jump button while stomping on an enemy to bounce higher than normal.
* 1f you ever see a lot of bananas shaped like a letter, a Banana Coin or other
goodie is nearby. Try using the button matching that letter.

* 1T you ever get stuck on dry land as Enguarde, use the SuperStab (hold A) to
get to the No Enguarde sign.

* To get a reward from the level exit, you"ll have to hit the target from
sufficient height. You don"t have to fall with speed, though, so you can use
the helicopter spin while landing on it and still get the prize. What matters
is the height.

* IFf you stand on the very edge of a platform near water and press Down and
then Left (or Right, if appropriate), you"ll sink quickly to the bottom. Useful
in Lava Lagoon and a few other places.

* 1 don"t discuss how to find the K-O-N-G letters in the game (although 1 use
the easy-to-find ones as points of reference). If you need 1-Ups, there are
much better ways to get them (Barrel Bayou has an excellent spot to stockpile



lives).

* IFf you reach a Continue Barrel, it remains active until you hit a Continue
Barrel in another level or turn the game off. For example, if you need to get
more lives by visiting another level, make sure not to reach any other level®s
Continue Barrel unless you want to deactivate the one in the current level
(forcing you to start the level from the beginning).

* Every level type (i.e. Ship Deck, Swamp) appears three times, excluding boss
stages.

* Every non-boss level contains between one and three bonus levels. In the
original Donkey Kong Country, some levels had as many as five or as few as
zero.

* The pronunciation of the word "quay" (as in Krem Quay) is similar to "key,"
not like "kway."

* Contrary to what the manual says, the Krazy Kremland roller coasters are not
shown to be haunted.

* IT you hit the level exit and get a prize with Dixie, she plays a tune on her
guitar. Dixie holds the guitar in the opposite way most people would, so maybe
she"s left-handed or prefers this more unusual method.

* In the main world map of Krazy Kremland, notice the "KI HERE"™ tent - a place
Kremlings went to play Killer Instinct (Nintendo"s 1995 fighting game).

* Monkey Museum includes some DKC cartridges, a Killer Instinct poster (1"m not
sure about the character"s name), a stuffed Kremling head (evidently a
Kruncha), a framed picture of Winky (a DKC animal buddy Cranky misses, along
with Expresso), a Funky surfboard, and 1 think an old Donkey Kong arcade
machine.

* IFf you fail to make the podium at the Video Game Hero Screen, Link will
appear in third place.

* On the Cheat Menu, Diddy seems to be reading '"'Sad Mag'" magazine. This may be
a reference to one of the cheats, or maybe they think 1t"s sad that you®d get
your tips from someplace other than Nintendo Power magazine.

* Here"s a useless glitch for the Toxic Tower level: As Rattly, spring out of
the Arrow Barrel and drop down through the shaft without touching anything.
You"ll drop a long way through the goo without getting hurt (although you will
get hurt when you reach the bottom).

* One time, the final Kackle failed to appear in the Haunted Hall level. |
wasn"t playing on an emulator or with a game enhancement device, and 1 wasn"t
doing anything unusual. Tell me if anyone has been able to repeat this glitch



(see Contact Information).

* 1 list Zinger as a Main Enemy in 24 of the game®s levels.

* The final ending looks just a little like the twilight scene with the sages
from Zelda 64.

* On the File Selection Screen, you can change the game®s language from English
to French (Francais)! If you"re already familiar with the in-game text, try
playing in French for an amusing and educational experience.

* 1 didn"t use any kind of strategy guide whatsoever while playing this game 12
years ago or whille preparing this walkthrough (although I did use one guide to
refer to the locations of a couple of the Shortcut Barrels).

* With perfect play, I"ve reached the 102% mark with all 40 DK Coins in an
unbelievable time of 2:27. The first playthrough for me took about 27 hours.
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Version History [VERSN]
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Date | Version | Size |

|

4-12-08 | 0.1 | 10KB | Completed First three level guides.

4-13-08 | 0.25 | 33KB | Added guide framework, enemy list, and introduction.
| | | Got as far as Squawks®"s Shaft.

4-14-08 | 0.4 | 50KB | Typed walkthrough up to Bramble Blast.

4-15-08 | 0.62 | 66KB | Typed walkthrough up to Ghostly Grove.

4-16-08 | 0.69 | 71KB | Typed walkthrough up to Web Woods.

4-17-08 | 0.71 | 73KB | Typed walkthrough up to Fiery Furnace.

4-18-08 | 0.8 | 78KB | Typed walkthrough up to Castle Crush.

4-19-08 | 0.86 | 83KB | Typed walkthrough up to Toxic Tower.

4-20-08 | 0.89 | 86KB | Typed walkthrough up to Screech®"s Sprint.

4-21-08 | 0.91 | 89KB | Typed walkthrough up to K. Rool Duel.

4-22-08 | 0.94 | 93KB | Finished walkthrough. Made some final adjustments.

4-23-08 | 0.96 | 96KB | Completed enemy list. Processed various notes.

4-24-08 | 0.98 ]100KB | Finished stuff up.

4-25-08 | 1.0 |104KB | Completed guide.

5-27-08 | 1.1 ]107KB | Added a few things I forgot and fixed some errors.

2- 7-10 | 1.2 |]107KB | Made a clarification regarding Squitter®s controls.



2-13-12 | 1.3 |114KB | Went back and adjusted the formatting. It should be
| | | much more readable now.
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Copyright [COPYR]
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(c) 2008-2012 Vinny Hamilton. All rights reserved.

All trademarks mentioned in this guide are property of their respective
holders.

You can:
*Print this guide out for your personal use.

*Download this guide to your computer for your personal use.

*Post this guide on your Web site as long as you give proper credit AND you

don®t change a single letter, number, or symbol (not even a tilde). Remember
that the latest version will always be available at GameFAQs.com, but don"t

count on there being frequent (if any) updates.

*Translate this guide into a foreign language (British, Southern, Australian,
and New Yorker are not considered foreign languages) and post the translation
on your Web site as long as you ask permission first.

You can”t:
*Post this guide on your Web site and then say you wrote the guide yourself.

*Post this guide on Web sites that contain (or have links to sites that
contain) explicit depictions of naked humans (also known as pornography),
racism, gambling, or flattery of totalitarian regimes.

*Post this guide on your Web site if you"re going to change anything in this



guide that took me so many hours to write.

IT you don"t comply with these guidelines, your hard drive will be reformatted
inexplicably and you will suffer from constipation for the rest of your life.
Heed this warning.
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Contact Information [CONTC]
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IT you have any questions or comments about this guide, please send an e-mail
to VHamilton002@gmail.com. That"s zero-zero-two, by the way. Remember that not
all e-mail messages will be read. Please follow these guidelines:

Do include "Donkey Kong Country 2" in the subject line.

Do send polite suggestions for ways to make this walkthrough better.

Do tell me about any errors or omissions you find.

Do send information about any glitches, tricks, or codes you discover.

Do ask any questions you have about Donkey Kong Country 2: Diddy"s Kong Quest
gameplay. I will respond eventually if you follow all of these rules.

Do tell me if you break one of my records.

Do make a reasonable effort to use decent spelling, grammar, usage,
punctuation, and capitalization so that 1 can understand what you®"re trying to
say -

Do use patience. | check my messages quite sporadically.

Do not send spam, pornography, chain letters, "flaming,”™ or anything that

contains profanity or vulgarity. Again, violating this rule will result in
deletion of the message and permanent constipation.
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Current list of VinnyVideo guides available on GameFAQs.com and Neoseeker.com:
F1 ROC: Race of Champions FAQ/Walkthrough

F1 ROC 11: Race of Champions FAQ/Walkthrough

SimCity 3000 Walkthrough/Strategy Guide

Nigel Mansell®s World Championship Racing FAQ/Walkthrough

Kyle Petty"s No Fear Racing Strategy Guide/FAQ

Madden NFL "96 (SNES) Strategy Guide/FAQ

Madden NFL *98 (SNES) Strategy Guide/FAQ

Madden NFL *97 (SNES) Strategy Guide/FAQ

ESPN SpeedWorld (SNES) Strategy Guide/FAQ

The Oregon Trail: Fifth Edition (PC) FAQ/Walkthrough

The Legend of Zelda: Ocarina of Time Master Quest Low-Spoiler FAQ/Walkthrough
Off Road Challenge (N64) FAQ/Walkthrough

F-1 World Championship Edition (SNES) FAQ/Walkthrough

Donkey Kong 64 FAQ/Walkthrough

Where in America"s Past is Carmen Sandiego FAQ/Walkthrough

Michael Andretti®s Indy Car Challenge FAQ/Walkthrough

Mario Open Golf (Japan) FAQ/Walkthrough

Donkey Kong Country 2: Diddy®s Kong Quest FAQ/Walkthrough

And lastly, a public service message: Fight for and affirm the rights of all
humans, regardless of race, age, or creed! And... Say no to tobacco products
and other drugs. No one®s going to read this, anyway.
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