VI DEO GAME CARTRI DGE
FOR THE ATARI 5200(tn) SUPERSYSTEM

Kangar oo

ANOTHER ARCADE
KNOCKOUT FROM ATARI

*Produced under |icense from Sun El ectronics Corporation

Insert your 5200(tn) gane cartridge so the | abel faces you and reads
right-side-up. Be sure the cartridge is firmy seated in the center

of the console, but do not force it. Then press the POAER switch on

See your owner's manual for further details.

GAME OBJECTI VE

The object of Kangaroo is to score as nany points as you can while
hel pi ng Mot her Kangaroo rescue her precious baby. Use your 5200
controller to gui de Mother Kangaroo.

During the rescue m ssion, Mther Kangaroo encounters many obstacl es.
Push your joystick up to help her clinb | adders, hop over |ogs, jump
over apples, pick bonus fruit, and ring the bell. Pull the joystick
down to hel p her duck under apples. Push the joystick diagonally
right or left to help Mdther Kangaroo take a Super Leap across a
broken |l og. Press any red fire button to hel p her punch nonkeys and
appl es. (See USI NG THE CONTROLLERS.)
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KANGARQO has two skill |evels: NOVI CE and ADVANCED (see GAME
SELECTI ON). Regardl ess of the skill level you select, gane play
progresses by difficulty levels. Each | evel has four screens. A
screen i s conpl eted when Mot her Kangaroo reaches her baby. Wen

all four screens are conpleted, you begin a nore difficult |evel of
the sanme four screens.

Screen 1

This is the easiest screen. To capture her caged baby, Mother
Kangaroo nust hop al ong tree branches and clinb up | adders while
avoi di ng nonkeys and appl es.

Screen 2

This is the nost difficult screen because Mther Kangaroo nust take
Super Leaps across several broken | ogs to reach her baby.

Screen 3

Baby Kangaroo is on top of a columm of nonkeys in the center of the
screen. Mther Kangaroo nust punch out each nonkey one by one, or
climb up |adders to a tree branch where she can junp onto the
platformto save her baby.

Screen 4

Mot her Kangaroo nust travel up a path of |adders and | ogs while
menaci ng appl e-t hrowi ng nonkeys drop down all around her

Mot her Kangaroo earns extra points for gathering tasty fruit. She
can ring the bell (up to three tinmes in one screen) to replace the
fruit. As you progress through each game | evel, the number of fruit
on the tree increases.

USI NG THE 5200(tn) CONTROLLERS
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Use one or two 5200 controllers with this ATAR ganme cartridge
Pl ug one controller into jack 1 for one-player ganes; plug a second
controller into jack 2 for two-player ganes.

GAME SELECTI ON

After you insert the Kangaroo cartridge and turn the consol e POAER
on, a game will automatically be played. Use this opportunity to
see how the gane is played.

To select a gane variation, press RESET and the gane sel ection screen
will appear.

Press the right # key to choose a one-player or two-player gane.
Press the left * key to choose a NOVI CE or ADVANCED skill | evel

NOVI CE is a good choice for beginners. There is one | ess nonkey,
and apples are not dropped fromthe top trees. As gane play
progresses, apples are not thrown at mid-Ievel

ADVANCED of fers the same chal | enge and gane features as the arcade
version. There are three nmonkeys at the right side of the tree, and
an additional nonkey dropping apples fromthe top of the tree.

CONTROL KEYS
START

Press START to begin playing. If START is pressed before a game is
sel ected, a one-player ADVANCED gane will automatically be sel ected.
When a game ends, press START to play the same ganme again.

PAUSE

Press PAUSE to suspend the game in progress. Al action freezes
instantly. Press PAUSE again to continue gane play. Press PAUSE
then START to restart the sane gane fromthe begi nni ng.

RESET

During gane play, press PAUSE then RESET to return to the gane
sel ection screen.

SCORI NG

The score for player 1 is displayed at the upper left side of the
screen; the score for player 2 is displayed at the upper right side
of the screen. (The current player's score is white, the other

pl ayer's score is red.) The nunber of lives remaining is displayed
with small kangaroos at the top of the screen.

Monkeys

Punch a nonkey and score 200 points. However, if a nonkey touches
Mot her Kangaroo, she falls fromthe tree, and you lose a life.

Appl es

Monkeys drop and throw appl es at Mther Kangaroo. Punch a dropped
appl e and score 200 points; punch a thrown apple and score 100
points. If an apple touches Mdther Kangaroo, you lose a life.

Fruit

The gane begins with four strawberries, each worth 100 points.
Mot her Kangaroo can score points by junmping up and picking the
fruit. Wien she junps up to ring the bell, the fruit she has



picked is replaced with nmore valuable fruit.

STRAVBERRI ES 100 Poi nts
TOVATCES 200 Points
CHERRI ES 400 Points

Pl NEAPPLES 800 Poi nts

Bonus Lives

One bonus life is scored at 10,000 points, 30,000 points, and for
every successive 30,000 points.

Bonus Ti nmer

The purple nunber at the top of the Baby Kangaroo's cage is the
Bonus Tiner. It starts at 2000 points at the begi nning of each
turn. It starts at 2000 points at the beginning of each turn. The
|l onger it takes Mdther Kangaroo to rescue her baby, the nore bonus
poi nts you | ose. After Baby Kangaroo is rescued, the renmining
bonus points are added to your score. If the Bonus Tinmer runs down
to zero, you lose a life.

HELPFUL HI NTS

* When a nmonkey noves toward you, ready to throw an apple, watch the
direction of it's throwing arm If it w nds back underhand, the

apple will be throwmn lowlike a bowing ball, so junp over it. If
it winds up overhand, the apple will be thrown high, so duck under
it. As you progress to higher levels, apples will be thrown

m d-1 evel, so you can either punch themor junp over them

* Time your |adder clinbing carefully so you can be out of the
firing range of falling apples.

* Monkeys are usually the nost dangerous when you are novi ng away
fromthem Try noving toward them so you can punch them before
they can throw appl es.

* Time your junps carefully. Mther Kangaroo can |leap fromthe edge
of a branch or a log, but she nust land flat on her feet. Wen
preparing for a Super Leap, nake Mt her Kangaroo walk to the end of
a log with her toes hangi ng over the edge. Then pull your joystick
back and inmedi ately push up in the direction of her |eap

* For a high score, clinb up and down every screen until all the
fruit is picked.

* To score high points on the third screen, punch out all the
monkeys in the colum; each nonkey is worth 400 points.
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