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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 ACCESSORYa THIS
BOOKLET CONTAINS IMPORTANT SAFETY INFORMATION.

This official seal is your assurance that Nintendo has reviewed this product

and that it has met our standards for excellence in workmanship, reliability

and entertainment valu ook for th
when buying games and accessories to ensure
complete compatibility with your Nintendo product

Al Nitando poducts aracensed by al o use ol wit cibor aut
Procucts baarng i Oficial Nitando Saal of Gualty

Thank you for selecting the Mario Kart 64" Game Pak for the.
Ninfendo 64° System.

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

THE NINTENDO 64 SYSTEM GENERATES REALISTIC IMAGES AND 3-D
SIMULATIONS. WHILE PLAYING OR WATCHING CERTAIN VIDEO IMAGES,
SOME PEOPLE MAY EXPERIENCE DIZZINESS, MOTION SICKNESS
OR NAUSEA. IF YOU OR YOUR CHILD EXPERIENCE ANY OF
THESE SYMPTOMS, DISCONTINUE USE AND PLAY AGAIN LATER.

This product has been rated by the
Entertainment Software Rating Board.
For information about the ESRB
rating, or comments about the
appropriateness of the rating, please

GOVTENT RATED BY RB at 1-800-771-

T contact the ESRB at 3772.

™ nd ® oo demarks of Ninco of Amrica .

©1997 N of Amrica nc

Donkey Kong 3-D model provided courlesy of Rars UK.
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The Nintendo 64 Controller™

Control Stick Function:

The Nintendo 64 Control Stick uses an analog system to read the angles
and directions of its movement. This allows precision control that is not
possible using the conventional + Control Pad.

When turning the Control Deck power ON, do not move the Control Stick
from its neutral position on the controller.

Holding the Nintendo 64 Control

While playing Mario Kart 64, we recommend
you use the hand positions shown at left.

By holding the controller like this, you can
operate the Control Stick freely with your left
thumb. Using your right thumb, you can easily
access the A, B or C Buttons. Place your left

index finger where it feels comfortable, but not
in a position where you might accidentally press
the Z Button on the back of the controller.

If the Control Stick is held at an angled position

(as shown in the picture on the left) when the

power is turned ON, this position will be set as

neutral. This will cause games using the Control the Nintendo 64

Stick to operate incorrectly. Up to four players can play this game. Connect each player’s controller to
the appropriate controller socket on the front of the Control Deck.

Beginning on the left, the sockets are for Player 1, Player 2, Player 3 and
Player 4. You cannot start the game if the first controller socket is empty.

To reset the neutral position once the game has
started, let go of the Control Stick so it can return - If you change the connection during

to its center position (as shown in the picture on the game, you will need to either press
the left) then press START while holding down RESET or turn the power OFF to

the L and R Buttons. make the new connection active.

The Control Stick is a precision instrument; make sure not to spill liquids
or place any foreign objects into it. If you need assistance, contact You must use two, three or four controllers

Nintendo Consumer Assistance at 1-800-255-3700 or your nearest in order to play the 2-, 3- or 4-Player game modes.
Nintendo Authorized Repair Center™.




Correctly insert the Gome Pak into the Nintendo 64 Control
Deck and move the POWER swich to the ON position.
Make sure not to touch the Control Stick ot this time.
When the dema begins, press START o display the Title

S screen. Press START again fo display the Game Select
screen.

First, use the Control Stick to select your choice.

Press the A Button to confim. When selecting 2-4P gome
modes, make sure that the correct number of controllers
have been connected.

Next, select which of the four game modes you want to play. Some modes can only be
played by a certain number of ployers.

1P | 2P | 3P
g s wil el s o s o oo,
MARIO GP | ot sty ops o e o | @) ' b4
computer.

Conpeewith e, o v four s pltsreen
vs s X

T e s e oy o e oo e
beloors o e e o you K. o ompte o | D . .
specil couses

» Tgs o o ot o

TIME You il iy 50 o e s croun

Toeh et e, B s vl 1 ure ok
Toials [si XX
For the details obout each mode, please see “Game Modes” beginning on page 8.

On the Select Screen for each mode, confirm your choice by pressing the A Buton, and cancel
with the B Button. To make a selection, you can use the + Control Pad as well os the Control Stck.

BATTLE

X OO X|s

When you select either MARIO GP or VS modes, you must
decide which size Kart engine to use. There are three sizes
available: 50 cc, 100 cc and 150 cc. Korts with larger
engines will be faster and more difficult to drive.

After setfing al selections, “OK?” will flash on the lower-
right comer of the screen. Press the A Button to confirm.

When the Player Select screen appears, select the
character you want fo use for racing. There are eight
characters fo choose from. For detoils about each
choracter, please read the following page.

Last, you must select the course on the Map Select screen.
There are sixteen courses for racing and four courses for
battle, making a tofal of twenty courses. How fo select the
course differs depending on which game mode has been
selected.




2. Introducing the Racers

The eight racers in Mario Kart 64 are split info three

groups, and each character has unique features. No
matter which one you choose, the maximum speed of
ll the Karts is about the same. Try playing with
different characters to find the one that best suits
style. =

0N oo haarywights. hy il vty b heow around Cons - ;-:mm Weigh, when ey drive on sand o gas, hi fes il ink i, apdy reducing
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gﬂﬁ ' ’s' Modes
(ario Grana prix ==

You will race a tofal of four courses in each Cup of the Mario GP. You and the other Karts
(a total field of eight racers) will compete for the best combined rank. Keep o watch out
for attacks from the other racers who can crash info you or harm you with items. Because
of this, drivers who have the best driving fechniques won't always finish the race in the
leod.

[}
J° Mushroom Cup

Four Cups
VAP SELECT

N
Luig Raceway Moo Moo Farm Koopa Troopa Beach

VAP SELECT

$‘ /’ Flower Cup

,;f'vv

There are four Cups in Mario 6P. Each Cup consists of four unique courses. To begin,

= . e
select the Cup you want fo participate in on the Mop Select screen. Toad s Turmike Fragpe Sowland Choeo Mountain
w Star Cup
4| n ﬁ
Mushroom Cup Flower Cup Sluv (up Special Cup Wario Stadium Sherbet Land Royal Raceway Bawser's Castle
S ial C
As you progress from Mushroom to Flower fo Star and hnuly o the Special Cup, the ( ) sl
length of each course gradually increases, and they will have more complex comers and - —

fraps. It is recommended that beginners first challenge the Mushroom Cup.

i
/7
DK's Jungle Parkway Yoshi Valley Banshee Boardwalk Rainbow Road




The information disployed on the screen differs slightly between the 1-Ployer and 2-Ployer
modes. During play, use the C * Button fo toggle through the different displays.

The Game Screen Three laps per course.

Driver’s Points

If o player comes in fourth place o betfer, they receive Driver's Points und will advance
to the next cours. Ploe fifth or lower and a meny will appear affer you reach the goal.
Select RETRY o restart the some course.

When you play the 2-Player mode, if either player places fourth or better, both will advance
to the next course.

Trophy

Trophies are awarded fo the drivers who have scored the

highest cumulative poins after the four races of each Cup are

completed. First place receives the Gold, second gefs the Silver

and third place must settle for the Bronze. Trophies eamed are

saved into Game Pak memory automatically and will be

displayed on the Map Select screen.

Pause Screen
If you select QUIT on the Pause screen during the race, you wil
refur fo the Gome Select screen.

Times from Mario GP are not saved into Game Pak memory.
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Two to four players can play the VS game choosing their favorite characters and courses.
Players hove their own screen to watch, but to make the most strategic use of their ifems,
players should check the other players” screens and pay attention fo their opponents”
movements.

Course Selection
Select your favorite course from any of the sixteen courses in Mario GP. Each race is three
laps. First, select a Cup, then select the course you want fo drive from the four available.

4-Player Games

The Gume Screen  apeLounes

2-Player Games P
The screen is the some
os Mario GP exceptno ~~ ap,
Total Time s displayed.
You con foggle the Ronk Dot
iy OV OFF by s

vl b o
lowet gt sceen.

the disly betweente Rk
Dot nd Couse odo

Win /Lose

Once the lowest ranking player is
determined, the gome is over. On the
Result Screen, each player's score will
be displayed. In 2-Player gomes, the

number of wins for each ployer will be displayed. In 3- and 4-Player games, the number of
first, second ond third place finishes will be disployed. (This score is femporary and will be

erosed when the Control Deck POWER is switched OFF.)
After the game is over, a Menu screen will appear. Select from the following:
Rety the some cous with the same chaotr,

Selecta new course.
S-hunmuhnm

Exceptfor RETRY, you con select any ofthe bove o the Pouse screen o well.

2

Press the C & Button fo switch

Advice for VS Mode

Mini Bomb Kart

On the course, you will see Mini Bomb Karts. If you hit one,
you will crash and lose fime. To best avoid it, remember ifs
location and reduce your speed right before you get to it.
Although difficult, it is possible to jump the Mini Bomb Kart
by pressing the R Button.

Item Techniques
Part 1: Block With Item

For detoiled information regarding each item, please see the Mario Kort 64 Operafion Cord.

Press and hold the Z Button to set the Green Shell, Red Shell, Spiny's
Shell, Banana or the Fake Item to the ready position at the rear of your
Kart. When you release the Z Button, it wil fire (or drop to the ground).
When set in the ready posifion, these items can deflect the attack of
shells that come from behind. Also, cfter being set fo ready, the Item
Window will close. If you pass Item Boxes, you can stock another.

Part 2: Throw Items Forward or Back

The Banana or Banana Bunch items can be thrown forward by
pressing # on the Control Stick. Also, the Green Shell can be fired
back by pressing 4 on the Control Stick.

Part 3: Use Thunder Bolt Wisely

When invincible from the Super Star, or invsible from Boo, an opponent
con avoid the Thunder Bolt attack. Before using a Thunder Bolf, check to
make sure what the other players are doing.

Part 4: Avoiding the Banana Slip

If you run over o banana while turing, you will always slip. However, if
you are going straight and hit o Banana, press the B Button when you're
unbolanced, and somefimes you won't lp. If o ) mark appears above

‘your character’s head, you've succeeded.



Battle

Your goal in this mode is simply to eliminate your opponents, not o be the first across the
finish fine. Because of thi, it's very important to keep the other players” posifions in mind.

Course Selection
You can select any of the four courses that are available only for the Battle Mode. Please
see pages 34 and 35 for Course Maps.

The Game Screen

1P

»

Course Rodar

Three balloons ore aftached to each player's Kart. When thei balloons have
oll been popped, they ore out. The lost surviving player is the winner.

Popping Balloons
Part 1: Slip on a Banana, or collide with an opponent.
Port 2: it Shells or Foke Irems, efc.

Port3: Folof the edge ofthe course.

When You Have No Balloons Left s

In the 3 o &Payer mode, when plyers ose ll o hir bllors,tey e onsformed into

*“ini Bom Kors” and it the bty o win the game. Athough ey conot wi, they
o couse them to cosh. i B A

only once, ond ofter that con no longer parficipate. A Mini Bomb Kort cannot use items and

il ot b disployed on course rodor.

2

Battle Mode Advice

Be aware of the other ployers” positions.

Check the course radar constantly, making note
of your position in relation fo your opponents.

Anticipate Your Opponents’ Moves
It's not easy to attack when both players drive in the same direction. By anticipafing an
opponent’s foute, you can easily ambush them.

Use Spin-Turns Wisely!
To change direction on narrow roads, or when you want fo direct o Shell ot an opponent,
tum and press the A and B Buttons simultaneously, to do o Spin-Tun.

s



In this mode, your goal i fo just drive as fost as you can. There are no good or bad ifems fo
affect your play s in the other game modes. Perfect your driving technique to score the best
times.

Course Selection
Justlike the V'S mode, select your fovorite course from any of the sixteen Mario GP
courses, and drive three laps. In Time Trials, the courses do not have Ifem Boxes.

The Game Screen

Just ke the Mario GP 1-Player mode, you can select from three different display types.
Hint: Use the display with the speedomefer if you'd like to answer the allimportont
question, “How.can | tum the comers without losing speed?”

Items

To start, you will begin with one Triple Mushrooms

Item. This allows you to do three doshes anywhere
you want during the three laps. Where you use this
ifem can make a big difference in your fime.

Result Screen

Ater crossing the finish line, the lop ime and the fotal
time will be displayed. If any of the lap fimes surpass
the previous best record, the new time will be disployed
as the Best Lop. If the new fotal fime is in the top five,
Best Record will be displayed. Records are automatically
saved info Game Pak memory.

76

Menu Selection

After the race resuls have been disployed, you can select your
choice from the menu. COURSE CHANGE, DRIVER CHANGE and
QUIT are the same os the VS or Battle mode. There are three
addifional choices found only on the Time Trials result menu.

Retry

Your Ghost is “A recording of the course’s best fime” played during
Time Trols. While racing, the drving data is temporariy stored. Loter,
when you RETRY, o holfvisible character willdrive exactly in the
same monner as the stored data. With this ghast s reference,
scoring the best time should be easy.

I you don't finsh the course (orf you Pause whie acing),

the ghost won't be saved.

If you toke too much fime to reach the goal, or if you moke

severe driving mistokes (becoming trapped, leaving the course, efc.),
sometimes the ghost willnot be recorded.

‘@ When the Ghost data cannot be stored, o message will appear under TIME on
the gome disply.

 If you select COURSE CHANGE, DRIVER CHANGE or QUIT, the temporariy stored Ghost dofa
will be ero

S S s s sE s sE S EEEEEEEEEEE e

Replay s

Ater you finish the course, you can replay your gome play just like o videotape. A part of the
Ghost function, this item is not available from the menu if your driving record cannot be soved.
On the Results menu, if you select any item other than REPLAY, it cannot be watched later.

Saving the Ghost EEE——

Your Ghost data cannot be saved fo Game Pak memory. However, you can save the data for
two different courses if you use an N64 Controller Pak, (sold separately). For details, please
read pages 20 through 22.

7



On the DATA screen, you can view the best lop and total time records for each course. On the GAME
SELECT screen, press the R Butfon or select the Time Trials mode, then select the DATA menu.

Move the cursor using the Control Stick and select
the course that you want to see from any of the
sixfeen courses.

ERASE RECORDS FOR THIS COURSE

Select this when you want fo erase the Best Record
and the Best Lap of o course from the Game Pok
memory.

ERASE GHOST FOR THIS COURSE
Use this menu item to erase Ghost data previously
saved to an N64 Controller Pak (see page 21).

Using the Control Stick, you can view the records from the other courses in order.

%

Adyvice for the Time Trials Mode

Slide Through the Corners

In most comers, you can just keep the throttle wide open and
hold the R Button to slide through the furn. While sliding, your
speed won't decrease even as you tum. To get the best fime,
learning how to slide is an important technique.

Advanced Sliding Technique (Mini Turbo)
If you want to tum in even faster fimes, it's recommended that you master the “Mini Turbo”
technique.

To begin, tort sliding as usual, You con tell
white smoke rsing from the rear of your Kort

b Next,os you sld, teer i he diecion opposte o
bock in the original direction. If you succeed, the:
“EEE

Repeat the same operation and, if you L
While doing this you must keep pressing the
Ivmwgh:‘bseusymunmmivwmw
ond right.

When the smoke becomes red, elease the R B
willincrease o ltl (wach the speedomefer!).
Turbo. After steering in the opposite directon, the fid
steering to the original direcfion.

Rocket Start
When you star, if you press the A Button when the signal changes from red to blue, you con
make o dosh start ot moximum speed (called o “Rocket Start”). But if you press foo early,
the tires will spin and you willstart even slower, so be careful.



4. Using the Nintendo 64 Controller Pak"

By using an N64 Controller Pk (sold separately), you can
sove the Ghost data from two different Time Triols courses.

When you select the Time Trials mode menu without an N64
Controller Pak in place, o message will be displayed on the
screen. Although you will not have the opion fo save your
Ghost data, gome play and your course fimes will no be
affected.

Before Saving the Ghost...

Before use, make sure fo read the instruction booklet that accompanied your N64
Controller Pak. Do not remove or insert an Né4 Controller Pok when the POWER switch is in
the ON position.

.- Corectly install the N64 Controller Pak in Controller 1.

. The data saved for this game will require 121 pages of the N64 Controller Pak’s
memory. If you are going to use an Né4 Confroller Pok that already has other gome
data saved, make sure fo check the remaining pages on the N64 Confroller Pak Dota
Menu screen.

N

The N64 Controller Pak

Data Menu screen

After comectly installing an N64 Controller Pak, press and
hold START, then slide the POWER switch fo the ON
position (or press RESET). This wil display the N64
Controller Pak Dota Menu screen s shown at right. If the
number of free pages is less than 121, delete any old
unwanted data until the free page display reads ot least

121
Coution: Once deleted, soved dota cannot be restored.

Saving to the N64 Controller Pak 1

4. In Time Triols mode, finish your favorite course without leaving it fo create Ghost dato.
During the drive, do not press START to pause.

2. When you RETRY, the ghost will appear and race along with you. This driving data will
become the data that will be saved (if you reach the finish fine before the ghost, the
newer data will be saved for the ghost).

3. On the result screen menu, select SAVE GHOST. If this is the
first time you have saved, the game data for Mario Kart 64
will be automtically created in the N64 Controller Pok.

. Select one of the two available files to save fo. If the ghost
from that course has already been saved in either file, you
will overwrite that file and the old Ghost data wil be
erased. Remember, two Ghosts from the same course
cannot be saved.
1Fyou tumthe power switch OFF, press RESE orremove ot nsert the N64
Conholls Pk whiethe dota s being soved, it night ot b soved conecty,

Loading Saved Ghost Data

The saved Ghost data will be automatically loaded and displayed when you select to play
that course in Time Trals.

»

On the DATA screen, when you want to erase the Ghost dota file saved fo the Né4
Controller Pak, select the course from which the Ghost is saved,
and select ERASE GHOST. You will be asked to confim

with the message GHOST DATA FOR THIS COURSE WILL BE
ERASED. IS THIS OK? If sure, select ERASE.

A course with saved Ghost data will display GHOST
on the fop of the course map.

a2



4. Using the Nintendo 64 Controller Pak

5. OPTIONS

Error Messages When You Use An N64 Controller Pak

If something goes wrong when you use an N64 Controller Pak, an ermor message will be
displayed. Use the following solutions for each message.

Switch the Control Deck power to OFF, then insert an N64 Controller Pak in Confroller 1.
f you play Time Trials without inserting an Né4 Controller Pak, you can sill play the
game normally, you just cannot save your Ghost dota.

As explained on page 20, use the Né4 Controller Pak Data Menu screen fo free up
sufficient space. Normal game play does nof require this dota fo be saved.

UNABLETO READ N64 CONTROLLER PAK DATA
UNABLE TO CREATE GAME DATA

UNABLE TO SAVE THE GHOST

UNABLE TO ERASE THE GHOST

Make sure each component is correctly installed, and repeat the procedure. If these
messages continue to appear, please contact Nintendo Consumer Senvice o the nearest
Nintendo Authorized Repair Cenfer™.

On the Game Select screen,
if you press the L Button, you
will go to the Option screen
and be able fo select from the
following:

Sound Mode

You can select the sound type during the game play. Press the A Button to change the menu.

Stereo:
Select this when you use a TV with the stereo sound (make sure that both left and right
sound outputs from your N64 Control Deck are properly connected to your V).
Mono: F

Select this when you use a TV with monaural sound.

Headok

Choose this mode fo enjoy o more natural sound when you use headphones.

Erase All Data

You can erase all the data saved in Game Pak memory and return ifs original condifion, just
like when you played the game for the first fime.
Coufion: Once delefed, saved dafa cannot be restored.

Copy to Another N64 Controller Pak
mh

Using a second N64 Controller Pak, you can
copy the Ghost data saved in one N64 Controller P
Pak to the other.



5. OPTIONS B 6. Mario Kart 64

Introduction to the courses
Prepare two Né4 Controller Paks to have Mario Kart 64 data soved.

The data saved fo the N64 Controller Pak inserted into Confroller 2 can be copied fo L’ P g
the Né4 Controller Pok in Confroller 1. Make sure each N64 Controller Pak is inserted — e
correctly, then slide the Control Deck POWER switch to the ON position. !

Select COPY N64 CONTROLLER PAK from the -

OPTION menu.
: » ‘

The Ghost data files that are saved in both N64 Ok ¥ )
Controller will be displayed. You'll be osked, - 7 1o g . - A
WHICH FILE DO YOU WANT TO MAKE A COPY

QOF? Begin by selecting that file from the

Controller 2 side. o MARIO KART 64
Next,you'l be asked, TO WHICH FILE DO YOU T~ COURSE MAPS

WANTTO COPY? Select one of the two slots on
the Controller 1 side. The data file you have

selected in step 4 will be copied to that location. conmRouen 02 5 e | 4 r”%(
If you already have data saved for the same S \) %

course, only that slof can be selected.

”,v""

7 €
On the bottom of the screen, COPY will be OPTION -
displayed. Select it and press the A Button to - b
decide. Note: The data file selected on the 4
Controller 1 side will be ovenwritten and therefore
will be erased. -

You can copy only one file at a fime. If you want
to copy the other file foo, repeat the procedure
starting with sfep 3.




Luigi Raceway (Distance - 717m) Koopa Troopa Beach (vistance - 691m)
O = Item Box Locations O = Item Box Locations  x = Watch out for Crabs

Long straightaways and easy comers-the perfect course for beginners to This course was named for the giont rock that can be seen right afer the storfing line. There are
practice their liding. jumps, o fork in the road, and even o shorfcut, There is no best route; it ll depends on the situofion
you find yourself in ot the fime. Watch out! If you hit one of the crabs right before the goal, you'll

Moo Moo Farm (Distance - 527m) Kalimari Desert  (pistance - 527m)
O= Item Box Locations = Watch out for Chubby! Item Box Locations ailroad Crossing

e

i s 57 e _
A peaceful ranch course with an audience of contented cows. The road surface The trick is to fime it so that the steam locomofive that crosses the course
is a litle rough, but not too difficult. Watch out for the mole Chubby who will won't block you. If the frain is crossing in front of you, you should temporarily
occasionally pop his head out. stop. It's very dangerous o enter the frain funnel, even if it is o shorfcut...

26



Toad'’s Turnpike  (pistance - 1036m) Choco Mountain  (pistance - 687m)
O = Item Box Locations O= Item Box Locations  X= Watch out for falling rocks

START LINE

START LINE

Nommally, Karts shouldn't drive on a public road, but for some reason, Tood's This mountainous course climbs and descends through extreme alfitude differences
Tumpike is one of the courses! Drive in o way so fhat you won't block the lorge and has continuous sharp curves. Your skill ot sliding con greatly offect your rank or
buses or frucks. Cutting one off or driving foo slow can cause accidents. time. Watch for the signs olong the way waming where large rocks might fall on you:

Frappe Snowland - (pistance - 734m) Mario Raceway  (pistance - 567m)
O =item Box Locations X = Lots of snowmen!

O = Item Box Locations

START LINE

o 4
Afrigid course under consfant snowfall. Naturally, the road is slippery. Although the distance of one lap is fairy shor, it has complex comers and numerous
The snowmen you see might look cute, but run into one and you will hairpin curves. This course, named after our mascot, is highly recommended by the
cosh. Don't get too close! qome designers as their fovrite Time Trials course.

O the TITLE screen, pres the R Button o disploy the best fime recorded for Morio Racewoy 29
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Wario Stadium  (pistance - 1591m)
O = Item Box Locations

START LINE

That rascal Wario wos in charge of the design and construction of this course. A fan

of mofocross races, he brought in major amounts of sand o fil this huge stadium in
an attempt to build o course more suitable o bikes than Korts. Each lop’s distance is
extremely long, making it difficult fo stay concentrated on the race.

Sherbet Land (Distance - 756m)
ftem Box Locations X = Many penguins!

=5
Avery slippery world of ice populated by annoyingly playful penguins. With oll the
penguins, one might think its location is near the South Pole. This is not o course for
the faint of heart. You should take care not to slip and fall info the sea, which will
result in your being femporarly frozen.

Royal Raceway  (pistance - 1025m)
O = Item Box Locations A= Be careful not to leave the course

Of the three speedway-type courses, this one covers the greatest disfance. The big
jump after the dash zone is very dromatic. Without quardrails along the loke, it con
be very easy to overshoot the comer and fall in!

Bowser’s Castle  (vistance - 777m)
O = Item Box Locations X = Watch out for Thwomps! /A = Watch fo falling rocks!

Surprsingly, the Bowser's Castle has been transformed info  race ground! Because it's inside:

the building, most of the comers are fricky right angles. However, the most difficult part of the
course is where the Thwomps are. They will block your path, and if you run into one, you will

spin out. Should you be stepped on by one, you'l find yourseff squished flot os o pancake. 27




O = Item Box Locations

The home of Donkey Kong, the Jungle Parkway wos developed os o tourist facility and
equipped with o racing ground for Karts. Carved out of the jungle, the road is mostly
narrow. Be careful~should you leave the course, the resfless nafives will “voice” their
complaints by throwing stones ot you.

Yoshi Valley

O = Item Box Locations X = Watch out for porcupines

With the

camplated maze
in Yosi Vally,
detecmining the.

START LINE

disploy 7",

Steep canyons and  very large egg... Hmm... How does this course relate to Yoshi? To

moke one lap, you can take any route you like through the complicated maze, but without

keeping o coreful eye on the course radar, you might drive the wrong way and end up
52 retuming fo where you started. Of course, leaving the course s forbidden.

DK’s Jungle Parkway (pistance - 893m)

(Distance - 772m)

positions during

Banshee Boardwalk (pistance - 747m)
© = Item Box Locations X = Watch out for bats!

START LINE

A dark and mysterious boordwalk over water s the location for this course. At the
comers, some of the quardrails are missing, moking ifs design quite rough. At the old
buiding that you pass through olong the way, fry not to run info the large army of bats.

Rainbow Road

O'= Item Box Locations.

{Distance - 2000m)

START LINE

This course can be described in o word—LONG, very long. It is simply the longest of oll the

courses. As the nome indicates, the road is made of rainbow and it has o fontastic view of
neon sculptures twinkling in the distance. The final course of the Special Cup, i i definitely
worth seging. It is advisable o slow down to ovoid the Chomps that wil attock. 35




This map is in the shape of o
big donut. Because there is no
guardrail along the inside,
should you make a mistake,
you will dive into the lova. Use
the four walls to hide and
ambush your opponents.

The map consists of o series of
floors, each three levels high.
The four blocks are colored red,
yellow, green and blue so you
can quickly check your
opponents” screens to find their
locations.

Double Deck

Big Donut

O = Item Box Locations

Block Fort

O =itemBox Locations:

Skyscraper

O = item Box Locations

O = Item Box Locations

“Square” shaped floors four
levels high are connected with
fomps nﬁowing you fo go bock
and forth. Becouse the fofol
area of the floor is wide, you
might have lofs of frouble frying
fo find your opponents.

It's o wild battle on fop of the
skyscraper! If you fall off the
building, you will lose one
balloon. There ore no guardrails
1o keep you from falling, so
don't speed too much. A highly
effective strategy for attacking
your opponents is fo crash info
them in on aftempt fo knock
them off instead of relying
simply on the use of items.



IMPORTANT:

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 Nintendo game is not designed for use with any
unauthorized 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,
disconnect 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 retailer.

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

This manual and other printed matter accompanying this game
are protected by domestic and international copyright laws.

The rental of this game without permission 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 retailer.
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WARRANTY AND SERVICE INFORMATION: e~

B3-MONTH LIMITED WARRANTY

(For fferiVage,Cena geke. & Acc=iaoden)

o o Aerica g (NiglSc) Vekrarig o the gl pchasef it the frpduct

(Marcwars,game paks and accessores)shall o foe fom delots i ol

workmarsmp o7 @ Poriogitfios ) moritalroy e dotol it 1 Atloct colerad
this intendo will repair or

walace I detecive productor component par, a1 opton 160 of charge.

ADDITIONAL 3-MONTH LIMITED WARHANTY (Hamware only)
to be free from

defects in manerm i vieriio o admnmal three m mcnlhs beyonu the original
3-month war
{his additonal 3-month warranty period, Ninendo i repair o product
grcomponent ree o charge: The il purchasat s eniffied to tis accitonl &
fimted repalr warrany only i he Gorsumer Proofof Puchase Card (atached o the

re packaging when sold) s retumed promplly after the date of purchase to Nintendo
b % Grginal puschaser ox the ovginel rchasere et

WARRANTY SERVVCE OR REPAIR/SERVICE AFTER EXPIRATION
~ OF WARRANT
You may need only svmpl! Instructions to correct any problem with your product. Callthe.
Consumer Assistance Hotline at: 1-800-255-3700 rather than going to your retailer. Hours of
operation are 6.a.m. 109 Time, Monday - Saturday, and 6 am. to 7 p.m.,
Pacific Time, on Sundays (imes subject 1o change). If the problem cannot be solved over
he telephone, you will be referred to the nearest NINTENDO AUTHORIZED REPAIR
Bt Sl wil bo offered express facionysenvice trough Nitendo In some

it may ssary for you to ship the complete product, FREIGHT PREPAID

NG NSURED FOR LOSS R DAMAGE. 1o the nearee somten oo

(ARRANTY LIMITATIONS

IS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH
PRODUCTS NOT SOLD OR LICENSED BY NINTENDO (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.

QY APELICABLE WPLiED WARRANTIES, INCLUDING WARRANTIES OF

ALLOW LIMITATIONS ON LONG AN IMPLIED WARRANTY LAST:
EXCLUSION OF CONSEGUENTIAL OF INCIDENTAL DAMAGES, SO TREABOVE
| 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.

M. warranty s valid only in the United States.

]
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NINTENDOS*

For detoiled information on game operation, please read
he accomponying Instructon Booklet.

L Button

While playing, use this
to set the background
music volume to On,
Half or Off.

Steering n r\
The furter off cente that you it th Contol @0 m@

Stic, the shorper your fun vl be

| R R
fum...As you hld he R

Button, tum ¢ or ».
—in gy s

D

e

skid sideways. Use this fo
toke comers without \asmg
speed

‘ fou syl S

Toggle Game Screen
Press C to cycle through the availoble
screen displays for each mode.

Ttem Switch Tisshsane o o L,

@ ot Used

To do a Rocket Star, press
just befor the signallight tums bl

Throttle

e 3
0+8 | 00+¢ @
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When you run over the Item Boxes placed on the course, the
Item Window will appear on your screen. Like a slot machine,
the items will rapidly cycle, then slow to a stop, determining
‘which item you wil receive. The item you get might enable
you o score o comedrombehind winjust before crosing the
finish line.

This shell ravels in 0
smuﬁhv line. Hit o rvol ond
you'll couse them fo crosh.

This item gives you three shell
attacks. Hit o banano ond you
will not slp.

Triple shells wil
revalve oround

‘against rival Kars.

When fired, the Red Shell wil

Temporarily boosts your chase s forge, increcsing
speed. your chance of hiting an Spiny’s Shellwill chase the Kartinthe leod. Along he way, i
| (Gpmonen thete ore ot Kart s pth,they will sffer th consequences.
wshrog, s
|

enemies i
Wil b, you o (Heysltiy
the other ocers foo! [ Items on the

| Course

Three temporary speed
boosfs - use anytime.

it o banana nd you wil s, Fivebononas il bbind your
Attack All | It veryeffecive when ploced on K. You con ploce one bonono ot o
0 comer. fime where you wont.

| This bomb looks fust fike on Item Box. I you place it neor
| a real Item Bos, it might be hard to tell the difference

* When the Item Window is visible, you cannot pick up a new item even
ien you poss through an Item Box.

item

Items marked with o % can be used multiple fimes.
Press the 7 Button to activate the item, then press it again each fime you want to use the item.

Items marked with on X do not appear in the Battle Mode.




