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For detoiled information on game operation, pleose read
the accompanying Instruction Booklet.

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

you have item(s). For further details,
@ side of this cord,

Control Stick

As your fires slide, you will
skid sideways. Use this fo
fake comers without losing
speed.

\

Tilt in the direction of the
turn.... As you hold the R
Button, tum < or *.

" C Buttons B

Ohanga eamera

i - %

Smndu:d Camero WideAngle Camera

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

Not Used

)  Item Switch Tisis the some os e 7 Button.

/

The further off cenfer that you tilt the Control stopped..
Stick, the sharper your turn will be.

@ Kart is

.
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a ' -‘:I Ls Item Window

When you run over the Item Boxes placed on the course, the

m Window will appear on your screen. Like a slot machine,
hE items will rapidly cycle, then slow to a'stop, determining
which item you will receive. The item you get might enoble
you fo score  come-fromvbehind win just before crossing the
finish line.
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This shell trovels in o
stroight line. Hit o rival ond
you'll cause them to ctosh.

This ifem gives you three shell
attocks. Hit o bonano ond you
will not slip.

Spiny’s Shell will chase the Kart in the lead. Along the way, if
there are other Karts in its path, they will suffer the consequences.

For o limifed For o limited time, you will be
fime, you can invincible. Bananas, shells ond - —

boost your speed | | enemies will not affect you. : "
as many fimes While invincible, you can hurt 5
0s you want. the other racers foo! e

ganang - Banang

Three temporary speed
boosts - use onytime.

- - : ¥ - N Eu“c\\
) " Hit a banona ond you will slip. i " Five bonanas wil ol behmd your
USP ff It's very effective when placed on Kart. You can ploce one banana of o
.‘.u [hen sty 8 0 comer. - fime where you want,

w +

This bomb looks just like an Item Box. If you place if near
a real ltem Box, it might be hard to tell the difference.

* When the ltem Window is visible, you cannot pick up o new item even
when you pass through an Ifem Box.

Items marked with 0 % can be used mulfiple times. _
Press the  Button fo activate the item, then press it again each time you want to use the item.

Items marked with an X do not appear in the Baffle Mode.







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
BOOKLET CONTAINS IMPORTANT SAFETY INFORMATION.
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contact the ESRB at 1-800-771-3772.
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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.

Vo

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
Stick to operate incorrectly.

To reset the neutral position once the game has
started, let go of the Control Stick so it can return
to its center position (as shown in the picture on
the left) then press START while holding down
the L and R Buttons.

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
Nintendo Consumer Assistance at 1-800-255-3700 or your nearest
Nintendo Authorized Repair Centers.

Holding the Nintendo 64 Controller:

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.

Connecting the Nintendo 64 Controller

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.

If you change the connection during
the game, you will need to either press
RESET or turn the power OFF to
make the new connection active.

You must use two, three or four controllers
in order to play the 2-, 3- or 4-Player game modes.



Correctly insert the Game Pak info the Nintendo 64 Confrol
Deck and move the POWER switch fo the ON position.
Make sure not to touch the Control Stick at this fime.
When the demo begins, press START to display the Title
screen. Press START again fo display the Gome Select
screen.

First, use the Control Stick to select your choice.

Press the A Button fo confirm. When selecting 2-4P game
modes, moke sure that the correct number of controllers
have been connected.

Lahil T i

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

1P [E2Es 3P
Fight racers will compete in a series of races for points.
MARIO GP | Rocers ot selected by o ployer are confrolled by the . O X

computer.

VS Compete with two, fhree or even four ployers in splitscreen X
action.

This mode foces the players off in an ottempt to pop the

BATTLE balioons that ore attached to your Karts. You'll compete on X . .
speciol courses.

TIME You will drive solo for three laps around your favorife course .

TRIALS :ge ?:NI} rl‘:w best time. Best times wie soved in Gome Pok X x
For the defails about each mode, please see “Gome Modes” beginning on page 8.

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

X @ O|X|*

When you select either MARIO GP or VS modes, you must | CAME SELEC]
decide which size Kart engine fo use. There are three sizes

available: 50 cc, 100 cc and 150 cc. Karts with larger
engines will be foster and more difficult fo drive.

After setting all selections, “OK?” will flosh 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 to use for racing. There are eight
characters to choose from. For details about each
character, 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 i ——
battle, making a total of twenty courses. How to select the
course differs depending on which game mode has been

selected.



2. Introducing the Racers MARIO KART 64

The eight racers in Mario Kart 64 are split into three
groups, and each character has unique features. No
matter which one you choose, the maximum speed of
all the Karts is about the same. Try playing with
different characters to find the one that best suits
your style.

ﬁﬁfﬁﬂ fﬁ: ; ‘31"@‘1 VG

o The lightweights ﬁccelwmwnll and can get a good position off the sﬁm
e Duefo Ifilﬂ:ir light weight, even when they leave the course onto sand or g

dlewsights and heavyweights, their maximum speed is sﬁ#lﬁy hlﬁha'r,-..

. ; ; o . © They do not accelerate very well. It takes them a Iong fime before reaching their mummumspeed
Cons 8 m:ﬁ :ﬂ::r“:?u(sf:]ni?izziﬂeigﬂzgglk:::umsﬁsmﬂ I:: m::ﬁ?:u i Cons - Bhemuse ogiherr weight, when they drive on sand or grass, their fires will sink in, rapidly reducing
i ! their spee
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Mario Grand Prix

You will race a total of four courses in each Cup of the Mario GP. You and the other Karts
(a total field of eight racers) will compefe for the best combined rank. Keep o watch out
for atfacks from the other racers who cn crash info you or harm you with items. Because Nawls Mushroom Cup
of this, drivers who have the best driving techniques wont always finish the race in the
lead.

T e T N

ol
Luigi Raceway Moo Moo Farm

Four Cups

VAP SELECT

AP SELECT

: Flower Cup

There are four Cups in Mario GP. Each Cup consists of four unique courses. To begin,
select the Cup you want to participate in on the Map Select screen.
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Mushroom Cup Flower Cup Star Cup Special Cup
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As you progress from Mushroom to Flower fo Star and finally to the Special Cup, the
length of each course gradually increases, and they will have more complex cormers and CI———-
fraps. It is recommended that beginners first challenge the Mushroom Cup. S

DK's Jungle Parkway Yoshi Valley




3. Game Modes

The information displayed on the screen differs slightly between the 1-Player and 2-Player
modes. During play, use the C = Button to foggle through the different displays.

The Game Screen

e Item Wind
1 Player lap Counter tmvs%l:wwhanmhummﬂam

A Type

#

Speedometer Rank Data

2 Players

Once around the screen equals one lap of the course.

Item Window

Total Time

Player’s Rank Course Radar

Runk Data
After complefing one course lap, your

Ronk Indicotor wil return o the | ﬁsede, Players can select their own display fype.
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You can see the cumpurum itions of all the racers.

MARIO KART 64

Laps BESSSmm=====———u ==

Three laps per course.

Driver’s Points M

If a player comes in fourth place or better, they receive Driver’s Points and will advance
to the next course. Place fifth or lower and o menu will appear after you reach the goal.
Select RETRY to restart the sume course.

1st Place | 2nd Place | 3rd Pluce | 4th Place
9 Points | 6 Points |3 Points | 1 Point

Or Lower

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

Trophy ===~
Trophies are awarded to the drivers who have scored the
highest cumulative points after the four races of each Cup are
completed. First place receives the Gold, second gets the Silver
and third place must settle for the Bronze. Trophies eomed are 8
saved info Game Pak memory automafically and will be
displayed on the Map Select screen.

The trophies are given based on the engine size that i selected. If you use 150 cc engines and win the gold
trophies in oll four Cups, you wil be able to experience o wonderful “bonius”...

Pause Sctreen
If you select QUIT on the Pause screen during the race, you will
retumn to the Game Select screen.

MUSHROOM CUR 0w
KOOPA TRODPA BEACY

| CONTIUY PAA

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 have their own screen to watch, but to make the most strategic use of their items,
players should check the other players” screens and pay attention to their opponents’
movements.

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

3-Player Games 4-Player Games

The Game Screen
2-Player Games

The screen is the some

os Mario GP exceptno  3pgp
Total Time is displayed.

Press the C & Button fo switch
the disploy hetween the Rank
Dato and Course Rador.

You can foggle the Rank Data
displny ON or OFF by pressing
the C & Button. The course

tadar will be displayed on the
lower right screen,

Win /Lose

Once the lowest ranking player is
defermined, the game is over. On the
Result Screen, each player's score will
be disployed. In 2-Ployer gomes, the '

number of wins for each player will be displayed. In 3- and 4-Ployer games, the number of
first, second and third place finishes will be displayed. (This score is temporary and will be
erased when the Control Deck POWER is switched OFF.)

After the game is over, a Menu screen will appear. Select from the following:

RETRY. .o Refry the some cowrse with the same chorocter.

COURSE CHANGE.......... Selecto new course.

DRIVER CHANGE . .......... Select o new choracter,

R M T e Quit the VS mode, and retur fo the Gome Select screen.

Except for RETRY, you con select any of the obove on the Pause screen o5 wall.

2

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 time. To best avoid it, remember its
location and reduce your speed right before you get fo it
Although difficult, it is possible to jump the Mini Bomb Kort
by pressing the R Button.

Item Techniques

,1 ‘ Part 1: Block With ltem
» Press and hold the Z Bution fo 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 releose the Z Button, it will fire (or drop fo the ground).

A When set in the ready position, these items can deflect the attack of
shells that come from behind. Also, ofter being set to ready, the Item

Window will close. If you pass Item Boxes, you can stock another.

y Part 2: Throw Items Forward or Back
g The Banana or Banana Bunch items can be thrown forward by
7)) pressing # on the Control Stick. Also, the Green Shell can be fired
back by pressing @ on the Confrol Stick.
) sy
/ Part 3: Use Thunder Bolt Wisely

When invincible from the Super Star, or invisible from Boo, on opponent
7 can avoid the Thunder Bolt aftack. Before using o Thunder Bolt, check fo

make sure what the other players ore doing.

Part 4: Avoiding the Banana Slip

If you run over o banana while turning, you will always slip. However, if
you are going straight and hit a Banana, press the B Button when you're
unbalanced, and sometimes you won't slip. If o b mark appears obove

your character's head, you've succeeded.

Far detailed information regarding each item, plense see the Mario Kart 64 Operation Cord.



3. Game Modes

Iy | | - 1) || /. U=

Battle Mode Advice

Your goal in this mode s simply to eliminafe your opponents, not fo be the first across the Be aware of the other ployers’ posiions.
finish line. Because of this, it's very important fo keep the other players” positions in mind. Check the course 'ﬂdﬂf_m"SmmhL making note
of your position in relation o your opponents.
Course Selection 5 3
You can select any of the four courses that are available only for the Battle Mode. Please Anticipate Your Opponents” Moves o
see pages 34 and 35 for Course Maps. It's not easy fo attack when both players drive in the sume direction. By anficipafing an

opponent’s roufe, you can easily ambush them.
The Game Screen

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

Course Radar

Each player's position on the game screen is the same as the VS mode.
There are no alternate displays.

Course Radar Course Radar

Three Balloons

Three balloons are attached to each player’s Kort. When their bolloons have
all been popped, they are out, The last surviving player is the winner.

Popping Balloons

Port 1: Slip on o Banana, or collide with an opponent.
Port 2: Hit Shells or Fake Items, efc.
Part 3: Fall off the edge of the course.

When You Have No Balloons Left s
In the 3- or 4-Ployer mode, when players lose all of their balloons, they are transformed info
“Mini Bomb Karts" ond forfeit the ability fo win the gome. Although they cannot win, they

*

once, ond after that con no longer participate. A Mini Bomb Kart cannot use items and will
ot be disployed on course radar.

¢

s
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In this mode, your goal is to just drive as fast as you can. There are no good or bad items to
offect your play as in the other game modes. Perfect your driving fechnique to score the best
fimes.

Course Selection
Just like the V'S mode, select your favorite course from any of the sixteen Mario GP
courses, and drive three laps. In Time Triols, the courses do not have Item Boxes.

The Game Screen

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

Items

To start, you will begin with one Triple Mushrooms
Item. This allows you fo do three dashes anywhere
you want during the three laps. Where you use this
item can make a big difference in your time.

Result Screen

After crossing the finish ling, the lop fime and the tofal
fime will be disployed. If any of the lap times surpass
the previous best record, the new fime will be disployed
os the Best Lap. If the new total fime is in the top five,
Best Record will be displayed. Records are automatically
saved into Game Pak memory.

76

Menu Selection

After the race results have been displayed, you con select your
choice from the menu, COURSE CHANGE, DRIVER CHANGE and
QUIT are the same as the VS or Battle mode. There are three
additional choices found only on the Time Trials result menu.

Retry S
(hallenge this course again with the same character competing against your Ghost.
A i s R R A R R R R R R AR R R AR O R 2RO OB B B ;

What is Your Ghost...?

Your Ghost is “A recording of the course’s best time" played during
Time Trials. While racing, the driving dafa is temporarily stored. Lafer, FESSSS
when you RETRY, o half visible character will drive exactly in the d
same manner os the stored dofo. With this ghost as reference,
scoring the best fime should be easy.

® [f you don't finish the course (or if you Pause while racing),

the ghost won't be saved,

» |f you take too much fime to reach the goal, or if you moke

severe driving mistokes (becoming frapped, leaving the course, eft.),
somefimes the ghost will not be recorded.

® When the Ghost data cannot be stored, o message will appear under TIME on
the gome display.

® [f you select COURSE CHANGE, DRIVER CHANGE or QUIT, the temporarily stored Ghost data
will be erased.

AT T T R R N T RN RN R R RN RN NN RN NN RR RN

Replay e

After you finish the course, you can replay your game 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 saved.
On the Results menu, if you select any item other than REPLAY, it cannot be watched lafer.

Saving the Ghost m————

Your Ghost data cannot be saved to 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
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On the DATA screen, you can view the best lap and total fime records for each course. On the GAME
SELECT screen, press the R Button or select the Time Triols mode, then select the DATA menu.

CANTE SELEC] | e

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

ERASE RECORDS FOR THIS COURSE

Select this when you want fo erose the Best Record
and the Best Lap of a course from the Game Pak
memory.

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

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

g
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Adyvice for the Time Trials Mode

Slide Through the Corners

In most comners, you can just keep the throttle wide open and
hold the R Button to slide through the turn. 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 Turho)
If you want to tum in even faster times, it's recommended that you master the “Mini Turbo”
technique.

s To begin, startsliding as usuol. You con fell when you'te
= white smoke rising from the rear of your Kart (it looks fike

b Next, os you slide, steer in the direction opp
back in the original direction. If you succeed, the sme
“EhEAS

Repeat the same operation and, if you succe
While daing this you must keep pressing
It might be easy to understand if you imagi
and right.

When the smoke becomes red, release
will increase a litfle (watch the speedome

Turbo. After steering in the opposite directio
steering to the original direction.

Rocket Start
When you start, if you press the A Button when the signal changes from red fo blue, you can
make a dash start at maximum speed (called a “Rocket Start”). But if you press foo early,
the tires will spin and you will start even slower, so be careful.

79



By using an Né4 Controller Pak™ (sold separately), you can
save the Ghost data from two different Time Trials courses.

When you select the Time Triols mode menu without an Né4
Controller Pak in place, a message will be displayed on the
screen. Although you will not have the aption to save your
Ghost data, game play and your course times will not 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 N64 Controller Pak when the POWER switch is in
the ON position.

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

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

The N64 Controller Pak

Data Menu screen

After carrectly installing an N64 Controller Pak, press and
hold START, then slide the POWER switch to the ON position
(or press RESET). This will disploy the N64 Controller Pak
Dafa Menu screen os shown at right, If the number of free
pages is less than 121, delete any old unwanted data unfil
the free page display reads at least 121.

Caution: Once deleted, saved data cannot be restored.

2o

Saving to the N64 Controller Pak

1. In Time Trials mode, finish your favorite course without leaving if fo create Ghost data.
During the drive, do not press START fo 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 line 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 Kort 64
will be automatically created in the Né4 Controller Pak.

DET DL
NP orE NANE

4. Select one of the two available files fo save to. If the ghost
from that course has already been saved in either file, you
will overwrite that file and the old Ghost data will be
erased. Remember, fwo Ghosts from the same course
cannot be saved.

If you tum the power switch OFF, press RESET or remove or insert the Nod :
Controller Pak while the data is being saved, it might not be soved coectly. gl

Loading Saved Ghost Data

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

On the DATA screen, when you want to erase the Ghost data file saved to the No4
Controller Pak, select the course from which the Ghost is saved,
and select ERASE GHOST. You will be asked to confirm

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.

el



Error Messages When You Use An N64 Controller Pak

If something goes wrong when you use an Né4 Controller Pak, an error message will be
disployed. Use the following solutions for each message.

Switch the Control Deck power to OFF, then insert an N64 Controller Pak in Controller 1.
If you play Time Trials without inserting an N64 Controller Pak, you can sfill play the
game normally, you just cannot save your Ghost data.

As explained on page 20, use the N64 Controller Pak Data Menu screen to free up
sufficient space. Normal game play does not require this data to be saved.

UNABLE TO 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 confinue fo appear, please contact Nintendo Consumer Service or the nearest
Nintendo Authorized Repair Center™.
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0On the Game Select screen,
if you press the L Button, you
will go to the Opfion screen ey % E
and be able to select from the G o St
following: EFRASEALL OATA

Sound Mode

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

Stereo: IEEEEEEEEESENI—————
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 TV).

Mono: EE
Select this when you use a TV with monaural sound.

Headphone: s
Choose this mode to enjoy a more natural sound when you use headphones.

Erase All Data

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

Copy to Another N64 Controller Pak
mn

Using a second N&4 Controller Pak, you can
copy the Ghost data saved in one N64 Controller
Pak to the other.




Prepare two N64 Controller Paks to have Mario Kart 64 data saved.

The data saved fo the N64 Controller Pak inserted info Controller 2 can be copied to
the N64 Controller Pak in Controller 1. Make sure each N64 Controller Pak is inserted
correctly, then slide the Control Deck POWER switch to the ON position.

Select COPY N64 CONTROLLER PAK from the
OPTION men.

The Ghost data files that are soved in both N64
Controller will be displayed. You'll be asked,
WHICH FILE DO YOU WANT TO MAKE A COPY
OF? Begin by selecting that file from the
Controller 2 side.

Next, you'll be asked, TO WHICH FILE DO YOU
WANT TO COPY? Select one of the two slats on
the Controller 1 side. The data file you have
selected in step 4 will be copied to that location.
If you already have data saved for the same
course, only that slot can be selected.

On the bottom of the screen, COPY will be
disployed. Select it and press the A Button fo
decide. Note: The dota file selected on the
Controller 1 side will be overwritten and therefore
will be erosed.

You can copy only one file at a time. If you wont
to copy the other file foo, repeat the procedure
starfing with step 3.

YL R AN

CONTROLLER 1 CONTROLLER 2

YO IO

CONTROLLER 1 CONTROLLER 2
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BT AAT

CONTROLLER | CONTROLLER 2

6. Mario Kart 64

Introduction to the courses

P o)

w

MARIO KART 64

COURSE MAPS

Pdi%
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Luigi Raceway

O = Item Box Locations

START LINE .

-

(Distance - 717m)

Long straightaways and easy comers-- the perfect course for beginners to
practice their sliding.

Moo Moo Farm (Distance - 527m)

© = Item Box Locations X = Watch out for Chubby!

START LINE

A peaceful ranch course with an audience of confented cows. The road surface
is 0 little rough, but not toa difficult. Watch out for the mole Chubby who will
occasionally pop his head out.

26

Koopa Troopa Beach (pistance - 691m)

O = Item Box Locations

X = Watch out for Crabs

This course was named for the giant rock that can be seen right fter the starting line. There are jumps,
o fork in the roud, and even a shortcut. There is no best route; it all depends on the situafion you find
yourself in af the fime. Watch out! f you hit one of the crabs right before the goal, you'll crash!

Kalimari Desert

O = Item Box Locations <= = Railroad Crossing

The trick is to time it so that the steam locomotive that crosses the course
won't block you. If the train is crossing in front of you, you should femporarily
stop. It’s very dangerous to enter the frain tunnel, even if it is a shorfut...

(Distance - 527m)

a7



Toad’s Turnpike (pistance - 1036m)

O = Item Box Locations

START LINE

Normally, Karts shouldn’t drive on a public road, but for some reason, Toad's
Turnpike is one of the courses! Drive in a way so that you won't block the lorge
buses or frucks. Cutting one off or driving too slow can cause accidents.

Frappe Snowland (pistance - 734m)
O = Item Box Locations X = Lots of snowmen!

There is no bridge, s il J ", k L T

you need fo

accelerate and jump, ™ T —
= _ o

x

X X
b4

v P
START LINE

O

A frigid course under constant snowfall, Naturally, the road is slippery.
The snowmen you see might look cute, but run info one and you will
crash. Don’t get too close!

8

Choco Mountain  (pistance - 687m)
O = Item Box Locations = Watch out for falling rocks

This mountainous course dimbs and descends through extreme dlfitude differences
and has continuous sharp curves. Your skills af sliding can greatly affect your rank or
fime. Watch for the signs along the way waming where large rocks might fall on you.

Mario Raceway

O = Item Box Locations

(Distance - 567m)

¢

%, v
pEL R
WLy

Although the distance of one lap is fairly short, it has complex comess and numerous
hairpin curves. This course, named affer our mascot, is highly recommended by the
game designers as their favorite Time Trials course.

On the TITLE screen, press the R Button fo display the best fime recorded for Mario Raceway. 29



Wario Stadium

= [tem Box Locations

(Distance - 1591m)

Be careful not fo-
5™ foll when crossing
- thegop.

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

of motocross races, he brought in major amounts of sand to fill this huge stadium in
an attempt o build a course more suitable to bikes than Karts. Each lap’s distance is
extremely long, making it difficulf fo stay concentrated on the race.

Sherbet Land

(Distance - 756m)

A very slippery world of ice populated by annoyingly playful penguins. With all the
penguins, one might think its location is near the South Pole. This is not a course for
the faint of heart. You should take care not to slip and fall into the sea, which will
result in your being temporarily frozen.

Royal Raceway  (pistance - 1025m)

O = ltem Box Locations /\= Be careful not to leave the course

Of the three speedway-type courses, this one covers the greatest distance. The big
jump after the dash zone is very dramafic. Without quardrails along the lake, it can
be very easy fo overshoot the comer and fall in!

Bowser’s Castle (pistance- 777m)
O = Item Box Locations < = Watch out for Thwomps! /\ = Watch for falling rocks!

START EINE

Surprisingly, Bowser’s Castle has been transformed into a race ground! Because if's inside

the building, most of the comers are tricky right angles. However, the most difficult part of the
course is where the Thwomps are. They will block your path, and if you run info one, you will
spin out. Should you be stepped on by one, you'll find yourself squished flof os 0 poncake. 27



DK’s Jungle Park way (Distance - 893m)

= Item Box Locations

-

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

Yoshi Va"ey (Distance - 772m)

O = Item Box Locations > = Watch out for porcupines

e With the

% in Yoshi Valley,
i1y defermining the

9 ;s
n\_ . START r.mé.l correct rank

X \ complicated moze
k.

éf posifions during

fhe race is

impassible. For
thiis course, the
e Top 4 Ranking

P g Data will
. disploy “2".

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

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

keeping o careful eye on the course radar, you might drive the wrong way and end up
22 refuming fo where you sfarted. Of course, leaving the course is forbidden.

oy

Banshee Boardwalk (pistance - 747m)

O = Item Box Locations < = Watch out for bats!

A dark and mysterious boardwalk over water is the location for this course. At the
comers, some of the quardrails are missing, making ifs design quite rough. At fhe old
building that you pass through along the way, try not fo run into the large army of bats.

Rainbow Road
O = Item Box Locations

(Distance - 2000m)

This course can be described in o word—LONG, very long. It is simply the longest of all the
courses. As the name indicates, the road is made of rainbow and it has o fantastic view of

neon sculptures twinkling in the distance. The final course of the Special Cup, it is definitely
worth seeing. It is advisable fo slow down to avoid the Chomps that will attack. o



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

The map consists of a 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.

Big Donut

O = Item Box Locations

Block Fort

O = Item Box Locations

Double Deck

O = Item Box Locations

Skyscraper

O =/ltem Box Locations

“Square” shaped floors four
levels high are connected with
ramps allowing you fo go back
and forth. Because the fofal
area of the floor is wide, you
might have lofs of frouble frying
to find your opponents.

It's a wild battle on fop of the
skyscraper! If you fall off the
building, you will lose one
balloon. There are no guardrails
to keep you from falling, so0
don’t speed foo much. A highly
effective strategy for attacking
your opponents is to crash into
them in an attempt to knock
them off instead of relying
simply on the use of items.
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IMPORTANT: Rev. B

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.

WARRANTY AND SERVICE INFORMATION: Rev.J

You may need only simple instructions to correct a problem with our product. Call the Consumer
Assistance Hotline at 1-800-255-3700 rather than going to your retailer. Hours of operation are 6 am. to
9 p.m., Pacitic Time, Monday - Saturday, and 6 a.m. to 7 p.m., Pacific Time, on Sundays (time subject
to change). If the problem cannot be solved over the telephone, you will be offered express factory
service through Nintendo or referred to the nearest NINTENDO AUTHORIZED REPAIR CENTER™.
Please do not send any products to Nintendo without calling us first.

HARDWARE WARRANTY

Nintendo of America Inc. ("Nintendo®) warrants to the original purchaser that the hardware product shall
be free from defects in material and workmanship for twelve (12) months from the date of purchase. If a
defect covered by this warranty occurs during this warranty period, Nintendo or a NINTENDO
AUTHORIZED REPAIR CENTER will repair the defective hardware product or component, free of
charge. The original purchaser is entitled to this warranty only if the date of purchase is registered at
point of sale or the consumer can demonstrate, to Nintenda's satisfaction, that the product was
purchased within the last 12 months,

GAME PAK & ACCESSORY WARRANTY

Nintendo warrants to the original purchaser that the product (Game Paks and accessories) shall be free
from defects in material and workmanship 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 or a
NINTENDO AUTHORIZED REPAIR CENTER will repair the defective product, free of charge.

SERVICE AFTER EXPIRATION OF WARRANTY

Please call the Consumer Assistance Holline at 1-800-255-3700 for frouble shooting assistance and/or
referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, it may be
necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR
DAMAGE, to the nearest service location.  Please do not send any products to Nintendo without ealling
us first.

WARRANTY LIMITATIONS

THIS 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 AND COPIER DEVICES, ADAPTERS, AND POWER SUPPLIES); (b) IS USED FOR
COMMERCIAL PURPOSES (INCLUDING RENTAL): (c) IS MODIFIED OR TAMPERED WITH,; (d) IS
DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES
UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL
NUMBER ALTERED, DEFACED OR REMOVED.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY
AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE
WARRBANTY PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 MONTHS, AS APPLICABLE). IN
NO EVENT SHALL NINTENDC BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES
RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES: SOME STATES
DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION
OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT
AFPLY TO YOU.

This warranly gives you specilic legal rights, and you may also have other rights which vary from slate to state. Nintendo's address is
as set forth on the back cover of this booklet.

This warranty is-.only valid in the United States.






