
Donkey Kong on the Super Game Boy 

 

 

Donkey Kong and the Super Game Boy:  a match made in nerd heaven. 

The 25th anniversary of the Game Boy (GB) also coincides with the 20th anniversary of the Super Game 

Boy (SGB) and Donkey Kong ’94 (DK94), my favorite GB game of all time, which will be the focus of this 

article.  You might be thinking, “Donkey Kong?  It’s an okay arcade game, I guess, but the NES had a 

crappy port and I bet it’s even worse on the Game Boy.”  Well, Dear Reader, you are in for a treat, 

because DK94 is more fun than a barrel of donkeys! 



 

What fun! 

A Trip Back in Time 

Before we get to the actual review, it’s crucial to understand the novelty of both the Super Game Boy 

and Donkey Kong ‘94.  Allow me to set the scene for you.  It is June of 1994.  Clinton is President and 

hasn’t met Monica yet, Grunge rules the airwaves, MTV is still watchable (and often good), Star Wars is 

an incredible trilogy, and Sega and Nintendo are still duking it out in the Battle of the Bits.   

An angst-ridden teen just finishing 9th grade, I am quickly losing interest in video games in favor of music 

and chicks, but every once in a while a must-have game is released that I play incessantly.  My main 

interest is music, so I typically ask for guitar gear for birthdays and Christmas, and the little money I earn 

at fast food and retail jobs I save for going out with friends.  For me to blow my own hard-earned slave 

wages on a video game, it has to be the crème de la crème.  Some examples include Super Metroid, 

Donkey Kong Country, Yoshi’s Island, Crash Bandicoot, Final Fantasy VII, and Bill Laimbeer’s Combat 

Basketball Super Street Fighter II Turbo.  The Super Game Boy and Donkey Kong ’94 are worthy of 

inclusion in this list of elites.   

Game Boy Flaws 

I have long since lost interest in my Game Boy, so much so that I haven’t completed Metroid II and don’t 

even care.  Why do I neglect my GB so?  The screen is way too small.  The unit is too heavy, especially 

when using batteries (I normally used the charger).  The GB has no backlight, so I either needed to play it 

in a well-lit area (there was nothing more depressing to me than playing GB on a cloudy, rainy day in the 

summer), or use a lighting attachment which would add yet MORE weight to an already massive unit.  

My GB has some missing pixel lines on the far-left side of the screen.  (Most people are familiar with 

this…it happens to TI calculators also [farewell, beloved 86!].)  Oh, and I am a teenager looking to gain 

the respect of my peers and hopefully score some chick(s) in a world where playing video games, 

especially a GB in public, would easily earn you the label of nerd and/or geek.  (Historical note:  nerds 

and geeks were not cool in 1994.) 



 

Missing pixel lines:  the bane of every nerd’s existence. 

Thus, I always wanted some way to play GB games on the TV.  It has almost reached urban legend status 

amongst my circle of dorky friends: “dude, there IS a way to play the GB on TV, but you have to have a 

super-advanced TV,” “I hear Nintendo’s making a GB specifically for TV,” “The next NES will be able to 

play NES, GB AND SNES games,” etc. 

Back to the Present…for now… 

Now some of you youngsters may be laughing at the novelty of playing a handheld on the TV, but let me 

put it into perspective for you: it had never been done before.  The idea of playing your handheld games 

seamlessly on the TV with your other console games was a HUGE deal, at least to me and my circle of 

nerds that I hung around with in those days.  Just think how excited you’d be if Nintendo announced the 

release of a wire or adapter that allowed you to play 3DS and DS games on your Wii or WiiU.   

[Why Nintendo hasn’t done this thus far is a mystery to me.  Does Nintendo have their project teams 

write “lessons learned” reports where they discuss what worked well and what didn’t work?  Or is it just 

a bunch of Japanese egos that are let loose on projects driven only by sales numbers?  At any rate, I still 

retain the same perspective that I did as a teen: nerds play handhelds in public.  Get me a WiiU adapter 

for TV, and I’ll eagerly devour the DS catalog at home in privacy.  In the meantime, I have a PS3, and 

chess and Sudoku on my phone.] 

Game Boy on the TV…AT LAST! 

Enter the Super Game Boy, a cartridge-like adapter for the Super Nintendo that allows you to plug in 

and play any GB game on the TV, and in color (G. F. Handel’s “Hallelujah” chorus plays with joyous 

might…hardened men weep as God smiles upon the Earth).  As I mentioned, it is a must-own for me.  “I 

can FINALLY play my GB games on TV!  I can finally finish Metroid II!  I can finally play Super Mario Land 



without holding the GB an inch from my eyeballs!”  The SGB retails at $60.  I would be willing to pay 

twice as much.  “TAKE MY MONEY, NINTENDO!”  But that isn’t all… 

 

How incredibly convenient!  You can play GB games on your TV without unhooking your SNES! 

The SBG is being released with a GB version of Donkey Kong, designed specifically for the SGB.  Donkey 

Kong is my third favorite arcade game of all time (after Space Invaders and Pac-Man).  I don’t care if this 

GB version is just a remake or even a clone of the NES version; it’s Donkey Kong, and I’ve been dying for 

a new DK game since the early days of the NES (DK, DK Jr., DK3, DK Jr. Math).  The inclusion of DK Jr. in 

Super Mario Kart only whetted my appetite for more DK goodness, and it is finally here. 

Donkey Kong Returns, Sans Country 

When starting up DK94 on the SGB, I am indeed pleasantly surprised.  The background/border on the TV 

looks like a DK arcade cabinet as Donkey bursts through the screen.  “How awesome is that?”  My 

anxious finger anticipates the first glorious press of the start button.  I tap my fingers on the controller in 

rhythm with the familiar DK level-start jingle. 



 

Donkey Kong ’94 on the Super Game Boy has a nice arcade cab border. 

The game starts with DK carrying Pauline up the construction site and pounding the ground with his 

mighty feet, wrecking the steel grids, just like in the original arcade game.  ““The 25 m stage indicator 

from the arcade!  YUSSS!  This is a clone of the actual arcade game!  SWEET!”  I play through the first 

stage easily with years of experience guiding my hand, and as I reach the top, DK snatches Pauline and 

carries her up to the next stage.  But the next stage isn’t the one I expect… 

[Author’s note:  yeah, yeah, most of us know the story now about how Mario is “evil” and actually the 

bad guy of DK because he mistreated Donkey in his circus, but come on, look at this screen shot.  Does 

this look like an animal being mistreated, or a well-trained circus animal to you?] 



 

Do tricks, get bananas, don’t get whipped.  This looks like a pretty good life to me! 



 

Ah, sweet, glorious stage indicator from the arcade version! 

 

Stage 0-1: A piece of cake!  Now for some pie… 



“Whoa, whoa, WHOA.  Wait.  Wait just a minute.  You’re telling me they included the Pie Factory in this 

version?  My life is finally complete!”  The Pie Factory stage was left out of the NES version of DK (and 

needless to say, the Atari 2600 version), and I am beyond excited to finally play it at home (ON MY TV!).  

I haphazardly maneuver my way through the Pie Factory, as I have only confronted it before in the 

arcade (and in glorious dreams). 

 

The Pie Factory is included as Stage 0-2! 

The next two stages go like they’ve gone numerous times before.  I carefully jump across the elevators 

in Stage 0-3, and I remove all the rivets from the steel grids in Stage 0-4.  SUCCESS!  Donkey Kong falls to 

the bottom of the construction site as the familiar congratulatory music plays and I prepare to plant a 

smooch on Pauline’s voluptuous lips...until… 

“What?  What’s going on?”  DK regains consciousness, shatters the grids, and takes Pauline to lord-only-

knows where.  “YES!  MORE STAGES!”  Little do I realize. 



 

Donkey Kong is BACK! 

 

Where the heck is he taking Pauline? 



Thus begins the true game of Donkey Kong ’94.  And what a spectacular game it is: a platform/puzzle 

game with 100 levels, lots of boss battles, plenty of items to control and manipulate, tons of cool new 

moves for Mario and some old ones from the Super Mario franchise, the resurrection of DK Jr. along 

with some other old favorite enemies, and an interesting link to the original Super Mario Bros. (Not to 

mention the first time DK wears a tie…what a class act that humongous ape is!)  It is also worthy to note 

that this will be the final appearance of Donkey Kong before he becomes Cranky Kong. 

 

Hard to believe this jerk is the original DK… 

 

The goal of the non-boss stages of DK94 is to obtain the key and take it to the door.  Simple, right?  The 

problem is that every stage is essentially a platforming puzzle, many of which make you actually think, 

sometimes HARD, about how to get Mario to the door while holding the key. 



 

Stage 1-1: Get the key to the door.  You’ll be doing a lot of that. 

To aid you in getting the key to the door, Mario has been equipped with numerous new moves.  In 

addition to jumping and ducking, you are endowed with the ability to pick up items and enemies and 

throw them (just like in SMB2), toss your hammer to a higher platform, do a high backflip, perform an 

extra-high double jump from standing on your head (these techniques would reappear in SM64), and 

stand on your head and stop falling objects with your feet from above.  In addition, falling down a story 

will not destroy you as it does in the arcade version (although falling down from a further height will kill 

you), but it merely flattens you for a couple seconds with a cute tweety-bird/seeing stars sound effect.  

All of these new abilities lead to a sense of control, and therefore fun, that simply could not have been 

achieved with the basic game mechanics of the arcade DK.   

There is also a world map/level select screen that is similar to the ones in SMB3 and SMW; a very nice 

inclusion and a good way to show off the Super Game Boy’s colors. 



 

World 1:  Big City, Little Mario 

 

Mario: history’s fattest gymnast. 



In Stage 1-2 you encounter your first environmental aid: the tight rope, which Mario can grab and swing 

on until he gains enough momentum to jump very high.  You will also notice that collecting Pauline’s 

hat, parasol, and purse will award you with either a slot machine game in which you can gain anywhere 

between 0 and 5 extra lives, or a wheel of fortune game which will grant you between 1 and 3 lives.  You 

are also rewarded an extra life for every 100 seconds on the clock that you didn’t use up at the end of 

each stage.  In addition to that, there are 1-up hearts in most stages.  Thus, with plenty of extra lives 

abound, it is quite difficult to see the game over screen in DK94. 

Stage 1-5 introduces the movable extension bridge, which is timed (timed items last roughly 10 

seconds).  This introduces an element of strategy and time conservation to the game, because 

appropriate placement and quick platforming is essential to efficient puzzle solving. 

 

Get across that bridge before time runs out! 

Similar to the temporary extendable bridge, Stage 1-6 introduces the temporary extendable ladder.  

Once again, proper placement is crucial to success. 



 

Race up that temporary ladder and grab that key! 

As early as Stage 1-7 experienced platformers may learn that there are multiple solutions to stages.  This 

is a welcome game mechanic, as some gamers may be more adept either to puzzle solving or 

platforming, and it’s a very rewarding experience to attempt to solve a puzzle the traditional way but fail 

and still be able to complete the stage with good platforming skills. 

Stage 1-8 is the first stage where you attack Donkey Kong.  The mechanic is exactly the same as in SMB2: 

pick up barrels and throw them back.  It’s your typical Nintendo-style “3 strikes and he’s out” boss fight.  

Nothing too hard here, so if you love puzzles but aren’t so great at boss fights, don’t fret; THEY’RE EASY! 



 

A few barrels to the head and this ape is down for the count…or IS he? 

And Mario is off to Stage 2.  It’s important to note that after each boss encounter, you’re treated with a 

little animation of Mario chasing Donkey Kong that is not only cute, but essentially teaches you a new 

mechanic.  For example, in the transition from Stage 2-4 to 2-5, you learn that Mario can deflect 

projectiles by standing on his head (if you didn’t read the manual ;) ). 



 

This transitional cartoon is actually a tutorial. 

World 2, The Forest sees the return of the infamous springboard of DK Jr. fame.  Also, ladybugs you can 

ride, and levers you can use to extend and retract bridges or control the direction of elevators first 

appear.  Classic gamers will enjoy the homage to DK Jr. in the Stage 2-4 boss fight. 



 

The tables have turned, Mario! 

In Stage 2-5, gamers will be treated to something truly special: swimming!  That was a joke, but you will 

be happy to discover that the swimming mechanics are pretty decent; better than in most Mario games. 



 

I can haz zwimmeez? 

In Stage 2-7 you truly experience the puzzling nature of this game, having to time a lever pull such that 

you trap a lady bug on a vertical rise while not allowing another ladybug and two spiders to escape.  

After that, you have to time a key throw such that it follows a moving track to a position you can reach 

before it disappears.  To me, this is what gaming is all about.  The Stage 2-8 boss battle is essentially the 

same as the 1-8 battle, but with springboards…piece of cake!  Onward and upward! 



 

The lever extends the vertical bridge to trap the ladybug, but it also retracts the horizontal bridge and 

frees the 2 spiders and the other annoying ladybug.  Patience is needed. 

Stage 3-1 is an exercise in timing and placement.  One may be tempted to place the extendable ladder 

such that the grid extends across the spikes, and that will definitely work if you are a quick platformer.  

However, placing the grid such that the Thwomp can walk over to the spikes is the safer bet in terms of 

time, and will allow you to obtain the key and leisurely stroll to the door, with no rush at all.  Once again 

we see multiple strategies, multiple solutions, multiple gaming skills, multiple ways to be in control of 

the game, and thus, multiple ways to have fun. 



 

Extend the bridge above the Thwomp and run for it… 

 

…OR, free the Thwomp and take your time. 



Stage 3-4 is the first frustrating platforming stage you’ll come across, as you’re forced to jump on 

moving diagonal and vertical elevators over a bed of spikes while avoiding an active falling stone. 

 

I’m supposed to do WHAT NOW? 

When my sister and I play a Nintendo game, and especially a Mario type platformer, we have an inside 

joke that tends to hold true 99% of the time: “Don’t be a fast asshole!”  If you rush through a lot of these 

stages impatiently, you will end up dying…over and over again…so don’t be a fast asshole.  If you make a 

mistake and die, don’t rush to go back to where you made the mistake.  Look at your surroundings, take 

it all in, THINK, and don’t worry about the clock.  Let it run down to 0 a few times; you’ll have plenty of 

lives to spare (I have 50+ lives in World 3 as I am writing this article).  Take your time, pay attention, and 

patience will guide your hand through World 3: The Ship, and onto World 4: The Jungle. 

You can see immediately that World 4 is an homage to Donkey Kong Junior.  The vines, the fruits, the 

Snapjaws, and even the Nitpickers are back! 



 

Hmm, this looks familiar! 

You’ll also be introduced in Stage 4-1 to the movable springboard.  Be sure to place it carefully! 

 



If that springboard wasn’t at the exact spot, Mario may have never reached the door! 

In Stage 4-2 a delightful new mechanic is introduced: grabbing a moving monkey’s tail from below as if it 

were a vine.  Could this be a game mechanic these days, or would it be construed as animal cruelty? 

 

Grab that monkey’s tail and let him take you to victory! 

Guess who’s back in Stage 4-4!  No, not Wart!  Donkey Kong Jr., baby!  Here he jumps up and down like 

a wild man and controls the lever that extends the bridge that the bouncing springboards fall 

through…so time it right! 



 

Guess who’s back, back again, Junior’s back, tell a friend. 

 

Junior really takes his revenge on you in Stage 4-7, so be sure to grab the 1-up heart at the bottom left 

of the screen when you start the stage, because between his random lever pulls and the extremely 

volatile speed of the enemies in this stage, you might need it.  

Stage 4-8 introduces yet another game mechanic: the poisonous mushroom.  Yes, the same poisonous 

mushroom of Japanese SMB2 notoriety.  It makes you smaller and prevents you from jumping onto 

vines.  (But can it be helpful?)  A few more simple platforming/puzzle stages and you’re on your way to 

World 5: The Desert. 



 

“I’m killing your brain like a poisonous mushroom, DEADLY!” 

 

AGH! The poisonous mushroom from SMB2J has turned me into tiny-er Mario! 



World 5 is The Desert, and it has some Egyptian themed surroundings, enemies and music.  You’re 

immediately introduced to a Super Hammer that can not only kill enemies, but smash through brick 

walls. 

 

The only thing between the key and the door is that brick wall which the Super Hammer can break 

through.  But how will you get it down there in time? 

 

Stage 5-5 is a puzzle that is easily solved, but it’s the first stage you encounter where your success is 

entirely dependent on your platforming speed and skill. 



 

Study Stage 5-5 for a moment.  The solution is clear, but your platforming speed had better be up to 

par if you want to solve it before the key disappears. 

The boss battle in Stage 5-8 is very reminiscent of the first stage of the arcade DK.  I found this to be 

quite difficult for some reason; I suppose due to the sheer number of barrels coming at you.  [Author’s 

note:  I died so many times playing this stage that my wife, who was on the other side of the room doing 

something else said, “Do you need a time out?”]  SPOILER/HINT:  The goal in this stage is just to get to 

where Pauline is, so don’t try to stop barrels with your feet, because you’ll end up flatter than a 

pancake. 



 

I don’t think there are enough objects intent on Mario’s death in this stage. 

Stage 5-9 is the first stage that I actually ran out of time on trying to figure out the solution.  You may 

solve it immediately, or it may take you a while.  SPOILER/SOLUTION: activate the first lever, second 

lever, third lever, grab the key and take it with you, deactivate the third lever, and my solution was to 

simultaneously deactivate the second lever while the concrete block is coming down so that you can 

ride it to the top bridge and go down the elevator to the door.  Please let me know if you’ve found a 

different or better solution. 

Stage 5-10 is one that always comes to mind when I think of DK94.  The picture says it all.  [Author’s 

note:  I just completed this stage on the first try.  Quite frankly, I’m amazed, because I spent tons of lives 

trying to beat it in 1994.  I hope you have better beginner’s luck than I did when I first attempted this 

stage.] 



 

Stage 5-10:  So many items to place, so little time. 

In Stage 5-11, it may seem like you need to build up to the top, but that’s only if you want to get 

Pauline’s items.  HINT:  To complete this stage, you don’t need to go above where Mario starts, and you 

only need to grab one of the square placement blocks. 

In a very surprising and unorthodox turn of phrase, World 6 is an Airplane!  How very non-Nintendo-like!  

Let’s see, we’ve had city, forest, water (ship), jungle, desert…they usually do ice next, but nope, 

AIRPLANE!  Good work, Nintendo!  I sure hope to see some more creativity in your worlds like this from 

now on! *coughs* This stage is pretty neat because it relies on good platforming skills, and there’s wind 

blowing in one direction on some stages, which adds an additional element of challenge (or frustration if 

your name is E. Hunter). 



 

World 6: Ice, uh, I mean, Airplane! 

Stage 6-6 is a royal pain in the rear.  You have to position yourself at exactly the correct spot on a tight 

rope and release at exactly the right time in order to reach the key and not roll to your death on spikes.  

DISCLOSURE:  in the interest of time, I used emulator save states once I reached the tight rope.  I had 

plenty of lives to burn, as you can see in the screen captures, but I didn’t want to waste a lot of time 

getting to the tight rope over and over. 



 

Stage 6-6 can be frustrating.  Wind blowing, and a tight rope jump over spikes…#EmulatorSaveState 

Stage 6-8 is your typical boss battle, but with wind!  Blowing at you!  You must be extra careful in this 

fight to time your jumps and barrel throws. 



 

Don’t be fooled by this picture; those clouds are moving really fast! 

As we conquer The Airplane and move on to World 7, as sure as the sun rises in the East and sets in the 

west, almost as if by clockwork, Nintendo presents us with this novelty of a world: 



 

World 7: Iceberg…*slits wrists from predictability* 

Stage 7-1 is another brain teaser.  At least they put some thought into the puzzles if not the 

environment.  HINT:  This stage has everything to do with pulling the lever at the right time when the 

fire guy melts the ice. 



 

How am I gonna get the key to the door?  If I pull the lever, it will prevent me from dropping down.  

Let’s try again and pay attention to the fiery guys as they melt the ice…  

Stage 7-2 introduces an octopus that grabs on to your head and slows you down.  Pretty novel, I 

suppose.  This stage is all about platforming because you have to maneuver the key to the door without 

falling into the water, which is a bit trickier than it may seem. 



 

Get this octopus off of my head! 

In Stage 7-3 the door is invisible just to compound your puzzling pleasure/frustration, so be sure to note 

where Pauline’s cries of help are coming from when the stage begins. 



 

This door isn’t visible until you bring the key there. 

Stage 7-6 requires some interesting use of levers, the walking fiery guys, and placement of temporary 

bridges.  SPOILER:  part of the solution is shown in the next picture. 



 

This picture shows placement of temporary bridges in Stage 7-6. 

I said it before, but I will say it again.  Despite the predictability of this stage being an ice-themed world, 

the challenge is there in terms of the puzzles and the plaforming.  Just look at Stage 7-7.  It looks quite 

intimidating at first.  SPOILER:  It turns out the solution involves nothing more than speed and 

placement of the temporary items. 



 

I can see that Stage 7-7 is going to burn a few of my 52 lives. 

Stage 7-9 is just one of those puzzles that only Nintendo can pull off.  Everything about the solution to 

this puzzle screams fun.  I will get you started by saying the lever that controls the elevator must be 

pulled so that the elevator is going up, and not down… 



 

The elevator is going up, but you have to go down.  What to do?  Ride an icicle! 

From puzzling to platforming, Stage 7-10 requires a series of carefully timed jumps on falling icicles.  If 

this game got any more perfect, I’d have to take it to Chechnya.  (I don’t know what that means either, 

but it sounded good in my head.)  What’s nice is, even if you miss a jump, the icicles respawn and you 

have a chance to swim back to the start if you can avoid that piranha. 



 

Platformin’ time! *Cracks knuckles* 

From puzzling to platforming to a combination of both, Stage 7-11 offers it all.   

 



We got the firey guy, a lever, and a moving concrete block… 

 

…and we have to place these correctly to get back to the top with the key.  See those 4 ice blocks on 

the right?  HINT/SOLUTION/SPOILER:  You have to place the bridge just above the first one, because 

Pauline’s door is on that level. 

The final boss fight of the Iceberg is actually quite the challenge.  You have to grab those barrels and get 

them up to the top to throw at Donkey while avoiding incoming barrels, falling ice, and sliding on slick 

ice platforms. 



 

BEWARE:  ICY SURFACES AHEAD 

Well, the Iceberg stages were the most challenging and fun yet.  What’s up next, Nintendo?  Fire?  Come 

on, it’s fire, right?   



 

Stage 8:  Rocky-Valley 

Rocky-Valley, huh?  Well, I guess Nintendo is less predictable than I thought!  In fairness to me, there is 

“fire” in this world in the form of lava.  But more importantly, look at all the stages in this world:  sixteen 

in total, which is more than any other world in this game.  Stages, ho!  An amusing thing to note about 

this world is that there are enemies that resemble hedgehogs…way to be subtle, Nintendo! 



 

Watch out for the Sonics, uh, I mean “hedgehogs” in this world. 

As I predicted they might be, the poisonous mushrooms that make Mario smaller actually come in pretty 

handy in Stage 8-9, allowing you to run underneath a lot of the chaos while grabbing 2 of Pauline’s 

items. 



 

Give me a poisonous mushroom, Junior! 

 

Donkey pulls out all the stops for the world boss battle in Rocky-Valley.  In addition to these weird Lolo 

lookalikes that DK throws at you, there are nitpickers that drop eggs, and there is wind blowing.  Is it a 

difficult battle?  No, not really, as long as you attack with the wind and not against it.  Crush DK in this 

stage, and you’re onto the last World:  The Tower. 

 



 

These Lolo guys are your arsenal, so use them to attack with the direction of the wind. 

 

World 9:  The Tower 



asdfasdf 

The Tower is a series of stages similar to the stages of the original DK arcade game, where the goal is to 

avoid DK’s (and Junior’s) obstacles in order to reach Pauline.  If you’re a fan of the original arcade game 

and if you’ve made it this far in DK94, World 9 shouldn’t be too much trouble for you at all.  The biggest 

problem (which is more of an annoyance) is waiting for Junior’s random lever pulls.  What happened to 

you, Donkey Kong Junior?  We used to be buds! 

Stage 9-4 is an homage to the Donkey Kong Jr. prison stage.  Only this time, we play as Mario, and we’re 

imprisoning DK Jr.  Good!  You’ll be quite sick of him at this point and happy to see him caged up. 

 

Get those keys up there and put that little monkey behind bars where he can’t access any levers! 

Stage 9-8 is the final boss battle with Donkey Kong (or is it?).  The barrels don’t stop, so do a head stand, 

stop a barrel with your feet, quickly grab it and toss it at that big ape’s head (remember to go with the 

direction of the wind and be sure to avoid the poisonous mushrooms). 



 

Don’t get creamed by a poisonous mushroom like I am about to be! 

 

Three barrels to DK’s brain box and it’s finally time for some sweet loving...right? 



Donkey Kong falls from the tower leaving you with Pauline, but not for long.  As he hits the bottom, 

super mushrooms fly all around turning DK into Super DK!  Not to fret.  This final form of DK is your 

typical Nintendo-style “hands” boss (see this if you don’t know what I mean by that), so veteran 

Nintendo gamers should have no trouble wiping the floor with him.   

 

DK falls from the tower… 

http://www.negativeworld.org/topten/6893/roys-top-10-nintendo-hand-bosses


 

…the two lovers are separated once more… 

 

Huh?  These mushrooms don’t look poisonous… 



 

Mushrooms that make you BIGGER?  Crazy!  I wonder if they only work on apes… 

 

Super DK is your typical Nintendo “hands” boss. 



 

 

Love?  Can it be real this time? 

 

What happens after you defeat Super Donkey Kong is truly a retcon masterpiece.  I will let the pictures 

speak for themselves.  



 

 



 

 

 



This concludes my review of Donkey Kong ’94 on the Super Game Boy.  I truly hope you find time to play 

through this wonderful puzzle platformer, and if so, I hope you enjoy it as much my teenage self and I 

do. 

If you are already familiar with DK94 and are looking for similar puzzle/platform games, look no further 

than the following titles:  Solomon’s Key, Fire ‘n Ice, Mario Vs. Donkey Kong, and Blocks That Matter.  

(Unfortunately I cannot recommend the Minis games because they are merely Lemmings clones, and 

not true puzzle platformers.) 

 

Solomon’s Key (NES) 



 

Fire ‘n Ice (NES) 

 

Mario Vs. Donkey Kong (GBA) 



 

Blocks That Matter (PC) 

Thanks for reading.  Be sure to follow me, Rizzard Core (aka rizzardcore) on Twitter, Facebook, and 

Youtube. 

 

 

 


