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Sneaky snake charmers do their . The pyramid is chock full of Big Bad Pete and his cohorts are J—
best to stop Donald in his tracks. traps, pitfalls and secret full of surprises ... the explosive P M A N U A L
A giant labyrinth could be the chambers. Donald's up against a kind. Donald gets trapped in a ' BT _
deep dark end! dead end — unless he can solve boggling maze, with only one way

the Riddle of the Sphinx. oul!

Great Duck Treasure Island
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Handling This Cartridge @ @ SCOREBOOK SCOREBOOK
This Cartridge is intended exclusively for the o
Sega Mega Drivel/Genesis System. > Name
11 ’
For Proper Usage '
1 Do not immerse in watsr! Date
3 Do not bend| S
1) Do not subject o any violent impact! core
%' Do nat expase 1o direct sunlight!
5 Do nat damage or disfigura!
i Do nat high te ature
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1) Do nat expose fo thinner, banane, #c.! £ Date
= When wet, dry completaly belorg usmag.
= When it becomes dirty, carefully wipe it g
with a solt cloth dipped in soapy water. core
= After wse, pul il in s case,
* Be sure to take an occaswonal réetoss
during extended play. N
WARNING: Far awners af projaciion dime
televisions, Still pictures or IMages may
cause permanent picture tube damage or - & Date
mark phosphor of the CAT. Avoid repeated =3 Vs
or estended wse of video games oh lange I' l) S
screen projection televisions., ' # core
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Starting Up

1. Set up your Sega Mega Drive/
Genesis System as described in
its instruction manual. Plug in
Control Pad 1.

2. Make sure the power switch is
OFF. Then insert the Seqa
cartridge into the console.

3. Turn the power switch ON. In a
few moments, the Title screen
appears.

4. If the Title screen doesn't appear,
lurn the power swilch OFF. Make
sure your system is set up
correctly and the cartridge 15
properly inserted. Then turn the
power switch ON again.

Important: Always make sure thal
the Console is turned OFF when
inserting or removing your Mega
Drive/Genesis Cartridge.

MNote: This game is for one player
only.

(1) Sega Cartridge (1)

(2) Control Pad 1

Donald’'s Moves

Get movin' the minute Donald hops
off 1he plane.

Conirol Pad
Bultons

D-Button

Aclions

Press LEFT or
RIGHT to walk in
those directions.
Press DOWN 1o
duck. Press UP or
DOWN to climb or
descend ladders.

Press along with the
D-Button to quick-
step across high-
danger spols.

Button A

{or your
Dash Button)

Button B Shoot your weapaon.

(or your Shot | Prass along with the

Button) D-Button UP 1o shoot
al enemies above
you,

Button C Press to jump. Press

{or your along with the D-

Button DOWN +
LEFT or RIGHT 1o
slide left or right.

Jump Butlon)

A Treasure Hunt Across
the Continents!

While Uncle Scrooge naps, Donald
Duck is flipping through some old
books in the library.

Waaack! Out falls a strange piece of
paper from one of the books. I's a
long-lost message from King
Garuzia, the old-time ruler of the
Great Duck Kingdom. He's hidden
his most prized possession
somewhere on earth. And he's left a
map that leads to its whereabouts!

“l could be rich! Richer than Uncle
Scrooge,” Donald thinks to himseif,
But Big Bad Pete and his Ducky
Gang are lurking oulside the
window. They're about to snatch the
map, but Donald dashes away, sale
for the moment.
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Quack Attack!

If things don't go just right, Donald’s
gonna get mad. Then waich out!
Donald's Quack Attack will bowl
over anybody in his way, Whal
terrific power! But il only lasts for a
few moments before Donald returns
to his usual mood — just incredibly
feisly.

Note: Donald has a Quack Allack
when his Temper gauge fills up.

The Game Screen

Donald may be impatient, but he
also has to be cautious. Ducky
Gangsters could pop out from
anywhere, along with some veary
tricky inhabitants of the strange
lands Donald will visit.

Walch the bottom of the game
screen to keep an eye on how
Donald is doing.

“Donald. you're late!" Daisy scolds.
“But Daisy, something fabulous is
waiting for me!” Donald squawks. “If
I can find it, it will be a terrific
surprise for you. I'll tell you all about
it when | get back!”

If he comes back! Donald has no
idea what dangers surround the hunt
for the Great Duck Treasure. He
only knows that he’ll do anything to
find it. ..

Take Control
(11D (Directional) Button

= Changes your seleclions on the
pre-Jame SCreens.

* Moves the flag on the Map screen.

* Moves Donald on the game
SCreens.,

» Moves the brackets on the

Weapons/ltems scraan.
7 [

(1) Power Gauge
. Starts out with 5 of its B circles
powered up, bul decreases as
Donald is hit. Restore the Power
Gauge by grabbing Food items.

2) Temper Gauge
Starls out empty bul increases
each time Donald grabs a Red-
Haot Chili Pepper. When the
Temper Gauge is full, Donald has
a Quack Attack!

(3)Tries Left
Starts out with 3 tries. When
Donald's Power Gauge emplies,
he loses 1 try. When all his tries
are gone, the game ends.

(2)Start Button
* Closes the pre-game Screens.

* Starts the game from the Map
screen.

» Takes you to the Weapons/ltems
sCreen.

+ Closes the Weapons/items screen.

(3)Button A (Dash Button)
* Speeds Donald up.

(41 Button B (Shot Button)

¢ Shoots Donald's weapon.

(5)Button C (Jump Button)
s Makes Donald jump.

s Chooses something on the
Weapons/ltems screen.

(@), (@), (5) Button A, B or C

s Advances through the story
SCTEEns.

» Advances through the speech
boxes.

(4)Weapons and Ammo Left
Shows the weapon Donald I1s
currently using. Plungers have
unlimited ammeo, but the Popcorn
Shooter and Bubblegum Shooter
run out. Gel more popcorn by
picking up Corn items. Find Gyro
Gearloose to load up on
Bubblegum wads, or pick up gum
in various places during your
treasure search.

51 Points
Your score so far in the game.
Earn points by thonking bad guys
and grabbing Money Bags.

(6! Flag Signal
Flashes when Donald is near a
checkpoint where he can call for
his airplane.

Switching Weapons and
Using Items

Press the Start bution during the
treasure hunt to see the
Weapons/items screen. On this
gereen you can swilch weapons, use
or look at important items you've
tound, and call up your plane to zip
1o another place.

Press the D-Bution UP, DOWN,
LEFT or RIGHT to move the
brackels. Press Button C to choose
a bracketed item. Press Start 10
return to the hunt without changing
your selection.

= Weapons: Brackel a weapon,
then press Button A or C 1o switch
io that weapon and return to the

game.
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» Important items: Bracket an ilem
and then press Bution A or C,
Then bracket either Use or Look,
depending on the item. Press
Button A or C again to return to
the game. (If you can't use an
itern, move Donald 1o another
position, and try again.)

= Call the Airplane: See the next
page for instructions on flying lo
another spol.

Catching the Next Plane
Out

When Donald reaches a checkpaint,
he'll stop and set a flag.
Checkpoints are salely zones that
lead to even more dangerous areas.
Donald won't be able to continue
without a special weapon or ilem.
And 1o find it, he's got lo search a
different section of the world.

A friend at the checkpoint might
help Donald. Press Butlen A, B or G
to move through the speech boxes
and find out what the person has 1o
say. Then move Donald next to the
flag and press the Starl buiton to go
1o the Weapons/ltems screen. Move
the brackets to Call an Airplane. and
press Butlon A or C.

Huey, Dewey and Louie will arrive 1o
zip Donald off 1o another land.
When the Map screen appears, use
the D-Button to mark your next
destination, and press Button A.

When Donald hops off the plane in
a new land, he'll starl from the
beginning. When he returns to a
place he's already visited, he'll be
dropped off al his last checkpoint
flag.

= aT Fa -

TN T --':F'Il.uh:i .7-!3'1"_"!:!"."

Getting Started

Watch Donald tiptoe through the
creepy underground caverns of the
Aztec ruins. Continue waltching to
see other dangerous places Donald
will explore. Press Start at the Title
screen, or whenever you're ready to
go on.

Mexi, the Game Select screen
appears. Press Start to go on to the
story screens, or press the D-Button
DOWN 1o Option and press Start to
sea the Option screen.

The Option Screen

Press the D-Button UP or DOWN to
move from one oplion to the next.

Press LEFT or RIGHT to change the
saltings.

Keep On Truckin’

Use all Donald's moves to get him
safely through each level. His shols
put his loes out of commission, bul
only for a shor time — jusl long
enough for Donald to waddle, jump
or dash past the danger.

Donald’s got stamina, pluck, and a
leng way to go. Too many hits form
his enemigs will turn his duck hunt
into a fowl disaster. But duck luck
and determination will lead to
success and the Great Duck
Treasure!

Weapons

(1} Yellow Plunger
Donald has an unlimited supply
of these foesmackers. They stun
the bad guys, bul only for a shor
time, so Donald betler skedaddle!

The Hunt Is On!
(11 Duckburg

A townful of trouble keeps
Donald zig-zagging through
danger! Towering skyscrapers
lead to sizzling power lines and
an imporiant discovery!

2 Mexico
Exploding cacti. burbling
guicksand, scorpions, buzzards,
and bees — oh, my! Find the
Sweel Senorita, and the entrance
1o a secrel place.

‘3) Aztec Ruins
Donald hot-foots it through
floating flames and vicious Aztec
warriors. How low can you crawl?
How high can you jump? IU's time
ta find out!

Sound Test
Listen to the musical themes for
each QuackShot level.

Control

Set the functions of Buttons A, B
and C. You can choose any one of

five settings. If you don't change the

setlings, the conlrols will be:

Button A Dash
Button B Shoot
Button C Jump
Exit

Press Start at this option to go back
to the Game Select screen. Then
press Start again to go on to the
slory screens.
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'2)Red Plunger
Donald uses this to climb high
obstacles, as well as thonk foes.
But first he's got to find it

(31 Green Plunger
This sticks onto airborne critlers.
Then Donald can hang on and fiy
over otherwise impassible
obstacles. Donald can find it on a
dark, cloudy night.

41 Popcorn Shooter
Donald always has this pop-gun.
He can load up on ammo by
picking up Corn items. The
shooter fires 5 kernels at once.

'5) Bubblegum Shooter
This shools gooey bubbles that
can break down obstacles.
Donald always has this weapon,
bul Gyro Gearloose has most of
the ammo supply.
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The Story Screens

Read the story to find out how
Donald discovered the map 1o the
Great Duck Treasure, and made his
first escape from Big Bad Pete and
the Ducky Gang. Press Button A, B
or C to go through the screens, or
press Starl to skip the story and go
on 1o the Map screen,

Flying Off to Adventure!

The Map screen lets you choose
your next destination. Press the D-
Button LEFT, RIGHT, UP or DOWN
to move the flag to a spot on the
map. Then press Start to fly off to
that place with Donald's nephews
Huey, Dewey and Louie as your
pilots.

(4! Transylvania
A creepy forest and a cold mist
give Donald the shivers, Vampire
bats., pudgy ghosts, and bowling
skeletons rattle Donald's spirit.
He'll receive a bload-chilling
welcome from his host — the ewil
Count!

5 Viking Ghostship

Ship ahoy! Blasling cannons
shiver the timbers of this spook-
ridden vessel. In the eerie moonlil
night, Daonald finds something he
desperately needs.

16! South Pole
What E.%ﬂrkﬂut — dashing
across rising and falling ice floes!
Breathless Donald is bombarded
by snow foes, A key 1o his
dilémma could turn up under the
ice

At first, you can only choose ong of
three spots, Duckburg, Mexico, or
Transylvania. Bul this is a treasure
hunt! You and Donald are about to
encounter mystifying adventures and
treacherous, Iricky foes, You'll find
clues, tools and keys that will lead
you around the world, to even more
exolic lands!

If this is the first time Donald is
gallivanting into danger, take him to
Duckburg.

Bonus ltems
11 UP

When Donald runs across one of
these, he gains an extra try.

MNote: Earning 100,000 points
also earns you an extra lry.

'2) Food
These ilems increase Donald's
Power Gauge.

'2)Corn
Supplies extra ammo for the
Popcorn Shooler.

(41 Money Bag
Gives you bonus points.

151 Red-Hot Chili Pepper
Five of these fiery snacks will
give Donald a Quack Aftack!
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