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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS
PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION.

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES

| AWARNING - Seizures

* Some people (about 1 in 4000) may have seizures or blackouts triggered by
light flashes or patterns, such as while watching TV or playing video games,
even if they have never had a seizure before.

* Anyone who has had a seizure, loss of awareness, or other symptom linked

to an epileptic condition should consult a doctor before playing a video game.

Parents should watch when their children play video games. Stop playing

and consult a doctor if you or your child have any of the following symptoms:

Convulsions Eye or muscle twitching Loss of awareness
Altered vision Involuntary movements Disorientation

To reduce the likelihood of a seizure when playing video games:

. Sit or stand as far from the screen as possible.

. Play video games on the smallest available television screen.
. Do not play if you are tired or need sleep.

. Play in a well-lit room.

. Take a 10 to 15 minute break every hour.

A wWN =

|AWARNING - Repetitive Motion Injuries and Eyestrain

Playing video games can make your muscles, joints, skin or eyes hurt after a
few hours. Follow these instructions to avoid problems such as tendinitis, carpal
tunnel syndrome, skin irritation or eyestrain:

« Avoid excessive play. It is recommended that parents monitor their children for
appropriate play.

* Take a 10 to 15 minute break every hour, even if you don't think you need it.

« If your hands, wrists, arms or eyes become tired or sore while playing, stop and
rest them for several hours before playing again.

« If you continue to have sore hands, wrists, arms or eyes during or after play, stop
playing and see a doctor.
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Warranty & Service Information

You may need only simple instructions to correct a problem with your product. Try our web site at
www.nintendo.com or call our Consumer Assistance Hotline at 1-800-255-3700, rather than going
to your retailer. Hours of operation are 6 a. m. fo 7 pm, Puuflrﬁme Monday - Sunday (times subjet fo change).
If the problem cannot be solved with the troubl ilable on-line or over the telephone, you will
be offered express factory service through Nintendo or referred 1o the nearest NINTENDO AUTHORIZED REPAIR CENTER.
Please do not send any products to Nintendo without contacting 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 Nintendo'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 produdt, free of charge.

SERVICE AFTER EXPIRATION OF WARRANTY

Please fry our web site at www.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for
troubleshooting information and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances,
it may be necessary for you o 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 contacting 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 T0
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 WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS
OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO 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 APPLY TO YOU.

This warranty gives you specific legal rights. You may also have other rights which vary from state to state or province
to province.

Nintendo's address is: Nintendo of America Inc., P.0. Box 957, Redmond, WA 98073-0957 U.S.A.

This warranty is only valid in the United States and Canada.



The official seal is your assurance
that this product is licensed or
manufactured by Nintendo. Always ( ne
look for this seal when buying video : i 4
game systems, accessories, games %
and related products.

Nintendo does not license the sale or use of products without the Official Nintendo Seal.

=W THIS GAME SUPPORTS THIS GAME IS COMPATIBLE
@ SIMULTANEOUS GAME PLAY e 33 ITH THE NINTENDO

WITH ONE, TWO, THREE OR Sl GAMECUBE BROADBAND
RIS FOUR PLAYERS AND MODEM.

Simultaneous CONTROLLERS. Broadband

THIS GAME REQUIRES A THIS GAME IS COMPATIBLE
@ MEMORY CARD FOR SAVING WITH PROGRESSIVE SCAN
GAME PROGRESS, SETTINGS MODE TVs.
Memory OR STATISTICS. Progressive Scan
Cord compafible

NEED HELP PLAYING A GAME?
You can visit our website at www.nintendo.com for game play information.
For automated game play tips and news, call Nintendo's Power Line at: 1-425-885-7529.
This may be a long distance call, so please ask permission from whomever pays the phone bill.

Rather talk with a game counselor?
1-800-521-0900
Available in U.S. and Canada - $1.50 per minute (U.S. funds)
Please have Visa or MasterCard ready
MON. - SUN., 6:00 a.m. to 7:00 p.m., Pacific Time

Callers under 18 need to obtain parental permission to call. Prices subject to change.
TTY Game Play Assistance: 425-883-9714

EVERYONE TO PLAY GAMES THAT CARRY THE O [ooLey |
® DOLBY SURROUND PRO LOGIC II SURROUND
LOGO IN SURROUND SOUND,
YOU WILL NEED A DOLBY
SURROUND PRO LOGIC Il OR Manufactured under license from
DOLBY SURROUND PRO LOGIC Dolby Laboratories. Dolby, Pro Logic,
DECODER. THESE DECODERS ARE and the double-D symbol are
CONTENT RATED BY SOLD SEPARATELY. i
ESRB trademarks of Dolby Laboratories.
DOLBY, PRO LOGIC AND THE DOUBLE-D SYMBOL ARE THIS PRODUCT INCLUDES SOFTWARE DERVED
TRADEMARKS OF DOLBY LABORATORIES. MANUFACTURED FROM THE RSA SECURITY INC. MD5 MESSAGE-
UNDER LICENSE FROM DOLBY LABORATORIES. © 2003 DIGEST ALGORITHM. COPYRIGHT © 1991-2,

NINTENDO. TM, ® AND THE NINTENDO GAMECUBE LOGO ARE RSA SECURITY INC. CREATED 1991.
TRADEMARKS OF NINTENDO. © 2003 NINTENDO. ALLRIGHTS RESERVED.
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MARIO KART: Povble Dash!!




Instructions for Connecting

Nintendo GameCube Game Systems With a Cross Cable

You can connect two Ninfendo GameCube game systems using a cross
cable compatible with an over-the-counter T0BASE-T hub.

Required €quipment

o Nintendo GameCube system with Broadband Adapters: ----------+---- 2
o Mario Kart: Double Dash!! Game Discs: - --------vvo-veevveeniies 2
o Memory Card with Mario Kart: Double Dash!! save data: -+ 0-2
o Nintendo GameCube Controller: -------- -+ vvvvvoeiiiiis 1 per ployer
o T0BASET Hub compafible cross cable: -« -+ voevveevieeineien I

Connection Instructions

1.Turn both gome systems OFF and then connect the LAN cable to the Broad-
band Adapter of each Nintendo GameCube.

2.Place the Mario Kart: Double Dash!! Game Discs in each of the
Nintendo GameCube systems.

3.Tum all the game systems ON.

4. For further instructions, see page 36.

Troubleshooting

You may experience malfunctions or be unable to connect in any of the following situations:

® When you are using o LAN cable that is not campafible with the hub in use, or when using
cable other than a ross cable when connecting two Nintendo GameCube systems directly.

© When any LAN cable is not fully inserted into the hub or any game system.

® When any LAN cable is removed during the fransfer of data.

© When any game system is fured OFF or any game system’s RESET butfon is pressed during
the transfer of data.

© When something other than a Nintendo GameCube is connected to the hub.

© When a hub or AN cable not compatible with the 10BASE-T standard is
being used.

© When more than 8 Nintendo GameCube systems are connected.




Connecting Multiple Nintendo GameCubes With a Hub

By using an over-the-counter T0BASE-T hub and LAN cables, you can
connect a maximum of 8 Nintendo GameCubes to enjoy racing with
friends using up fo 8 player-controlled karts.

Required €Equipment

o Nintendo GameCube system with Broadband Adapters: «--------- 2108
o Mario Kart: Double Dash!! Game Discs: «----+--+ o evves 1 per system
o Memory Card with Mario Kart: Double Dash!! save data; -------- Oto8
o Nintendo GameCube Controller; -+ vcovvvvvnieenn 1 per player
alhetEih e ... . . . ]
o [AN cables compatible with the hub to be used: ---------- 1 per system

Standard LAN cables are straight cables, but some hubs use cross
cables. For details see the instruction manual of the hub you are using,
and use the appropriate LAN cables.

Connection Instructions

1.Tum all game systems OFF and then connect the LAN cables to the Broad-
band Adapter of each Nintendo GameCube.

2.Tum the hub ON.

3.Place the Mario Kart: Double Dash!! Game Discs in each of the Nintendo
GameCube systems.

4.Tumn all the game systems ON.

5.For further instructions, see page 36.

10Base-T compatible hub Nintendo GameCube

B and Hub Connections

Be sure to read your hub
instructions, too.
Do not connect any

it Nintendo GameCube systems
L inable  fothe hub unless they will
e used.
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v
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Karts can hold two riders: one in front and one in back. The front
character handles driving duties, while the character in the back
controls the use of items. You can choose any combination of
characters you like. It's only natural to pair up the brothers Mario
and Luigi, but how about a tandem of Mario and his arch-ival
Bowser?

N
- 1P

Aty SIHILE [FHE (ITEMa QIMILE [THE [ERETTEMENT!

Each rider can carry an item, so you can now ready two surprises
at a time. Block the road with double Bananas, or send out
consecutive Red Shells to punish anyone in front of you. Use
items and your imagination fo create strafegic mayhem.

X4
ki /.
'91*/:)& TERMEERK 12 [THE [KES (I kU EF/HEDE!,

It's no longer one kart per player! In single play, one Person
orces fo

confrols the kart, but in co-op mode, two players join
rule the road! Each
player controls one
of the riders. Should
veteran racers fake
the wheel and leave
items fo the
rookies?
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After connecting the Nintendo GameCube sys-
tems to be used, press all the systems’
POWER Buttons. ( 3> ng 14-15)

R The LAN Mode option will appear on each fitle
@ This icon indicates menu-screen controls. " sceen. Once LAl\ll)Mode huspgeen selected and
(Only Player T can make menu selections.) confirmed on all participating game srstems
and the connections have been established

the Select Mode screen will display. Press@ after completing game setup
to display the LAN Mode fitle screen. Select START GAME, complete the entry
process, and start racing!

VS.ALHN Menu

Use (2 to choose o menu item, set up that item with «(O» and press @ fo
v
confirm. Once this is finished, you'll move to the LAN Mode fitle screen.

Begin Versus LAN play.
KYT (T4 [-T7/ 2 Adjust LAN setup options.

Game Mode:  Choose the mode you want to play;

Versus, Balloon Battle, Shine Thief.

You can only choose the number of laps and engine size in Versus Mode.
Order of Courses Choose the way in which courses (stages) will be selected.
(Stages): Random, All Courses (Stages)

1 Course (Stage), All Cups (Versus only)

Press and hold ££2~= or <
and use to drift.

- KANTREL aTIEK

The more you filt
the Control Stick,

the more you fum.

Throw items forward

or b(]CkW[]rd_ (O-Opi Turn Co-op ON or OFF.
b 4 Screen Division:  The option for splitfing up the screen will not be available if there are more
@ Make menu selections : : than 4 Nintendo GameCube systems in use.

4 (LR A2 Stop playing LAN Mode.
@ SIFRIPRUSE

With the Nintendo GameCube, you can create a LAN system by connecting

: game systems and a hub with Broadband Adapters and LAN cables.
Pause races to view the pause menu. You cannot use this for intemet play.

— If an error occurs during setup, follow the on-screen instructions and try

connecting again.

T OB e BE E BEEE R EEDEEE B 2> See pgs. 36-39 for equipment and setup instructions to play VS. LAN. @
R RN EEEE & . -
E E E BB B B EE BE




| If you have Broadband Adapters (sold separately), an over-the-counter hub,
| and LAN cables, you can set up a LAN system so that each player will be able
to play Mario Kart: Double Dash!! on his or her own television.

LallE F WG I8 Falis

Use multiple TVs to have a mulfiplayer match with up to 8 player-controlled karts.

LSINE K EREZS LFELE SETUF IX FLlZ

This setup allows for up to eight players to play on split-screens on two TVs.

& B Cross
=8 | Cable  F

- = Mario Kart: Double Dash! ! is not just for 1-kart-on-1-screen multiplayer game
p|0\1. By using split-screens and co-op play, there are lots of variations you can
explore.

Swap Positions.
Switch character positions between the
front and back.

. K ER & Ewrvan

Use items with the character in

back.

VN 11174

| Accelerate.

(@) Confirm menu selections.

(B g Eurran
Brake /Reverse.

Press while racing to brake, and
press when stopped to back up.

4
(@) Cancel menu selections.
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Y O 1 ok K EwTTOn
Front Player

EFTTLE MEEE aThbka

Here are four stages created just for Battle mode.

"3 4« Cookie Lland '

Battle atop a giant cookie. Hurl items over

Press and hold £~ or ¥ and
Use to drift.

Rear Player
Slide-uttack.

@ LUNTRUL STIEK

"

Front Player
«(» The more you filf the

%

Rear Player

the four different-colored toppings to hit
enemies from a distance!

| Block City »»

A square stage made of blocks. Chase
enemies who throw stuff at you. Watch
out for the intersection—it's a dangerous
place to be!

44 Nintendo Game(vbe ,

What's this? A giant Nintendo
GameCube?!? There are no obstacles on

Control Stick, the Throw items forward
more you furn. 9 or backward.
SFELIRE LUNIRELS FUR LU-LF FLF
Rear Player £ or <)
Quickly slide your e P oy

kart left or right
while attacking. If
you hit o kart that's - ¥
carrying ifems, 25
you'll steal an item.

&d’:";c";; ; T rmeoyizziens

this course, so the action is fast and
frantic.

\

Use the warp pipes to zip from place to

Pipe Plaza »»

lace. This is wide stage, so you can run,
ut can you hide?

B



Ready, aim, fire! Toss Bob-ombs at opponents and try to hit them. Each time
you blow up an opponent, you get a point. Depending on the number of
players, the first to three or four wins. Careful, though: if you get hit, you lose
a point. In this Battle mode, the only items that appear are Bob-ombs. Each
character in a kart can carry several Bob-ombs at a time. Explosions from
your own Bob-ombs do not hurt you.

When two karts are playing: Pl Screen

Stage
Map

Have both players press this button simultaneously to
switch positions.

& 0K & GUTign

Front Player
Pass items fo rear player.

Rear Player
Use items.

T

Front Player
Accelerate.

Rear Player

Do a Double Dash!! (3> pg. 13)
Use items.

-¥11774

Front Player
Brake/Reverse.

Rear Player
Use items.

‘ JEFRTIFFE2E
Pause races to view the pause menu.

Only Player 1 can make menu selections. [Bogiiit:=d




/s _ - INIGHINEBHIEE,
Here are some d”V'"EImChquGS fo make your fime behind the Pick up the Shine that drops on the course, and a timer will begin counting

wheel as fun as possible . down. If you can hold on to the Shine unfil the timer reaches zero, you win.
If someone steals the Shine, attack him and get it back before the timer
m m— reaches zero. All special items are available to every character in this battle
You can send your kart drifting info o oy mode. \
sideways power slide by pressing
either £ or <® while filfing the
Control Stick either left or right.

Drifting lets you take comers without
losing speed.

"‘ MINITUREE,

. Thls is a technique that gives you a splitsecond turbo burst. The
controls differ between single play and co-op play.

When two karfs are playing:

Jik

3 | €Y Single Play ) (D co-opPlay )

While driffing, filt the When the front character
Control Stick in the sends the kart info a drift,

direction apposife to your the rear character should Direction of Shine I 722 Sereei” [Stage Ma
turn to perform a counter. tilt the Control Stick to

perform a counfer. > NGB T4 BREF THE SHINE
Once the sparks are red, ilt / After the sparks tun red,
the Control Stck info the the rear player should do
turn, then opposite the tum another counter.

fo do another counter.

4 Get hit by an item attack and spin or flip.

93 Drive out of the battle stage.

& Get rammed by an opponent who's using a Star or a Mushroom.
£} Get hit by a Slide Attack.

When the sparks turn
blue, stop drifting to
perform a Mini-Turbo.

When the sparks turmn ;
blue, the front character How o Steal the Shine

s stop difting and Use technique ® or & as listed above fo steal the Shine from another

perform a Mini-Turbo. kart.
. v, \ :




EFTTLE MUDE

Need a break from racing? Come here to compete against your friends
in three different Battle modes on four different stages.

Lose the balloons attached to your kart and you're out! You'll lose one
balloon each time you're hit by something or run into any domage-dealing
items. Characters can use all special items.

When two karfs are playing:

PI Screen

O LR LA A e —

' Get hit by an enemy’s ifem attack and spin or flip.
9 Fall off the stage.

& Get hit by another kart when it's using o Mushroom or a Star.
&3 Get hit by a Slide Attack.

Can you regain a balloon?

If you're down to two balloons or less, use either method & or @ to

steal a balloon from an opponent.

\ _J

- | 3 Run info another kart while using a Star.

D) of o

If you press @ just as Lakitu’s start
signal turns green, you'll perform a
Rocket Start.

e WOULGLEORSHYY,

In co-op play you can get an even
better E]uncru if both the front and

rear characters perform a Rocket
Start at the same time. This is called
a Double Dash.

B g mzn

There are three ways to steal items from rival karts. However,
you can only steal items if the rear character on your kart is not
already carrying an item.

Y - KEWIGaIEFE —————

@ Hit an opposing kart while using a Mushroom.

® Slide-attack a rival kart.

If both characters on the kart you hit are carryingitems, you'll steal the
rear character’s item, and the front character’s item will fall onto the course.




Getting Started—J8

Place the Mario Kart: Double Dash!! Game Disc (3
in the Nintendo GameCube and close the Disc ~ [H&=
Cover. Next, insert a Memory Card info Slot A
and press the POWER Button. On the title
screen, press START/PAUSE when prompted to
create o game data file. Once a data file is
created, the fitle screen will display again.

ot T |
View records for all of the courses raced up to this point.|
Change game seffings and Controller functions. |

o Sound: Set the sound output to Mono, Stereo, or Surround.
o Volume: Use () to adjust the volume.

o Rumble: Turn the Rumble feature ON or OFF.

o Time Trials Ghost: Tum the ghost ON or OFF. (3> pg. 28)
o VS, Item Box: Adjust the Item Box settings. ( > pg. 29)
V'S, Laps: Set the number of requisite course laps.

Rbout Saving

Game data is saved in the following situations:
e Whenyou finish a Grand Prix and achieve a new ranking.
© When you set a new record in Time Trials.

® When you change Options screen settings and select OK!

Do not press the POWER Button or remove the Memory = < N
Card while saving as this may corrupt your game dafa. AA

© This game requires 3 empty blocks to create a new gome data file.
® |t takes 5 empty blocks to save 1 ghost-data file. ( 3% pg. 28)

Please refer to the Nintendo GameCube instruction booklet for directions on
how to format and delete Memory Card files.

This is the main circuit in Mario Kart:
Double Dash!! Familiar denizens of the
Mushroom Kingdom can be spotted here
and there. The road’s filled with curves, so
this is a good place to practice drifting.

d <« Sherbet land )

A beautiful course covered a blanket of
white snow. Don’t be lulled into
complacency though—the ice is very
inprery! Careless driving may result in
multikart pileups.

‘ Mushroom City »»

This course takes you through downtown
Mushroom City in the dead of night. It's
easy to take a wrong turn and get lost.
The key to vicfory is avoiding the inner-
ity fraftic.

> GRaH PRIELS

On some of the courses, you will find Dash
Panels. Steer your kart over one of these
to receive o momentary burst of speed.




Here’s an intro to some of the courses you'll see in Grand Prix, Time You can play with one to four players. You will need one Controller per player.
Trials, and Versus modes. @ Different Player Numbers, Different Game Play.

The types of game play available differ depending on the number of players
and how the players are paired up.

Players Pairing Time Trials
1P .
1P vs. 2P

[1P & 2P]

1P vs. 2P vs. 3P

[1P & 2P] vs. 3P

1P vs. 2P vs. 3P vs. 4P
[1P & 2P] vs. [3P & 4P]
[1P & 2P] vs. 3P vs. 4P

8 Selecting Modes

Use the Control Stick to select a mode and press the A Button. Next, select
the engine size and press the A Button again. There are three engine sizes:
50cc, 100cc, and 150cc. The larger the engine size, the faster the karts.

= N <« Luigi Circuit 7

Though the Chain Chomp is a bit noisy,
this is relatively peucefurcourse. The rrom
straight and the back straight run parallel
to each other, so you'll see your rivals
coming and going. Whether you opt for
the outside line and the dash panels or
cut it close and stay on the inside track is up to you.

‘ Peach Beach »»

Princess Peach’s favorite beach resort!
Beware the Cataquacks wandering about
the shoreline. The course changes with the
tide, so watch the waterline for your
chance at a big shortcut.

&) Selecting Characters and Karts "‘-:T B
You will need to select 2 characters per kart. BECE S &b
The karts available will differ depending on the

characters selected. (3 pgs. 22-23)

- B Selecting Courses -
- ‘ 44 Mushroom Bridge , Choose the course or stage on which you want to play and get started.
o fhe |

One of the Mushroom Kingdom's most .
famous landmarks. This bridge is well

" KENEEN sELELTION

traveled, so be careful not to run into For step 4, Player 1 can randomly select all Eluyers' characters by
any commuters. The car carrying all the pressinﬂ 2 and <R qt the same time before any player has
mushrooms looks strangely inviing, selected his or her characters. For step 5, courses can be randomly

though... selected in the same manner in Versus and Battle modes.
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ftems

You can acquire items by running into the Itfem Boxes you find on
courses and stages. The items you receive are determined

Come here to race between two and four player-controlled karts. Select
g MO i ol Fnd i th the course to be raced and hit the road. The race is finished when

L B AL L L U L B B L everyone but the lastplace racer crosses the finish line.

but keep in mind that there are special items, too.

(Read more about those items... 3> pgs. 18-21) ' : 79047/

Pouble Item Box

Current
Lap/Total Laps
Hit one of the floating boxes and Run into one of these and both the =
. the rear character wil?guin anitem. | rear and front characters will receive it o
items.

T MHET EFRREZINE ITENS _— PZS“ o
Characters who are already carrying items when they hit ltem Boxes or S me r_ucmg slilelol s mcmg ,,
Double Item Boxes will not receive any new items. PI Sueen [Es E=TE 57 Sucen Pl Saeen [ P2 Sueen

Ist Place
Kart — P3 Screen \

o= WRUFFEGNIEMS —

Items will sometimes fall on the course
when karts spin or flip. If you run into items
lying on courses or stages, you will be
affected by those items instantly.

@ JTEM GUK aETTINGS

You can set the percentages at which items appear from Item Boxes on
the Options menu.
» | Recommended: All items appear with a balanced frequency.
Basic: Powerful items are hard to find.
Frontic: Powerful items appear with high frequency.
None: No Item Boxes or Double Item Boxes will appear.

You can set the number of laps to be raced in VS. compefition on the
Options menu.




28

/=11 7

A ghost is a recording of the player’s best time played on a particular
course during Time Trial. You can choose to display this recording as a
semi-transparent “ghost” that will drive the exact same line as the
record-seffing race.

Ghost data can be saved to Memory Cards. Saving ghost data requires 5
blocks per file. You can use the Memory Card in either Slot A or Slot B.

On the Load nad Save Ghost Data screens, you can switch the Memory
Card to save or load ghost data.

If the Ghost setting is tumed OFF on the Options screen, you will be unable
to save or load ghost data.

loading Ghost Data
Once you select a course that has ghost data saved on the Memory Card in
Slot Aor B, the Load Ghost Data screen will display. Use © to select a
Memory Card and press @ to display available ghost data. Select the ghost
data fo be loaded and press @ to confirm your choice. Press @ to retum
to the previous screen.

Saving Ghost Data
After finishing a race, or during replay of a race, you can select Save Ghost
from the pause menu to proceed to the Save Ghost Data screen. Select a
Memory Card with @ and press @ to confirm. Choose which existing ghost
duta you wish to overwrite and press @ to sove.

If you choose to overwrite existing ghost data, that data will be lost forever.
Be careful!

> MHET 04 EFN'T SHVE GHEaY ORTF —

* If a race takes too long.
* If a completed race is not faster than the current loaded ghost data.

" If you choose Restart after the race o from the pause menu, either the
. currently loaded ghost data or the fastest data from the current play session
will be used.

Here are items that can be found in , -
Grand Prix, VS., and Battle modes. 3 onana

: -
v

I T CulRE These slippery skins can be dropped
can be thrown either in strategic spots fo send rivals into
¢ forward or backward. sudden spins.

; Green Shell Red Shell

-
b4

IS S R Red Shells seek out karts in front of
RO S Gl you and flip them over when they
loop if they hit. strike.

“ Spiny Shell rﬁ Fake ltem
% =

This item does not appear in | e

Battle mode. These items of decepti [
- ' ption look just
This winged wonder heads stroight  BFEEERITEr e R

for the leader of the pack and s
explodes on impact. Any kart caught il e L

in the blast area will flip.

Mushroom

. Triple Mushrooms

[ESRLR SIS G Triple Mushrooms allow you to dash
brief speed bursts. three times in a row.

, : Thunderbolt
v‘
* Stars make karts temporarily This mighty bolt strikes all
invincible and increase their top opponents af the same time,
speeds by a hair. Karts hit by Star- — BEISARERORS IO IR

wielding karts will go flying. items, and shrink in size, which
reduces their max speeds.




Characters are divided into three groups depending on
their size: light, medium, and heavy.

maes WG AN SIS FELIFAUTEMS,

sINWE IRIFLa

1

Race courses over a set number of laps to record the fastest completion
time. Players start races with two Mushrooms in hand.

Each pair of characters has a special item
that other characters cannot receive. These
items are picked up in the same way as
standard items.

(> pgs. 16-17)

MECIUMW

You know him, you love him—the one
and only Mario! He's retured to the
Grand Prix with
Fireballs in
hand.

He's lean, he's not
50 mean, and his
Fireballs are green!
Evetybody's?avorite
brother is here,
too!

D 4
FIREGRbLS
They split up after they're thrown and go sailing

ahead. These powethY pyrofechnics can take out mulfiple
opponents af once.

This item can be
thrown either
forward or
backward.

Current Lap
and Total Laps |—{ee@@

Total Time

47 O
1
=
A7
o

oe®

e (o]

8
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* Name é€ntry
When playing Time Trials mode,
you'll start ogf by entering your
name. Use Q% to select and
change letters, then press @ to
confirm your selections. When name
entry is complete, the Select
Character Combination screen will

»  Qppear.

*Results Screen
When you finish a race, the total
time and individual lap times will
appear. If your total fime is higher
than current recorded fimes, the
rankings will be changed.

SELECT MODE!

e BIIMELRIFLSIRVLES, J—

GRAND PRIX

Y TIMETRIALS i 1 ) )




:::: WRFTEIERIGIRYEES,

. o o
PI’IVQf I',Olﬂts' . . Only DK and Diddy know His charm is in his amazing
Drivers receive points depending on where they finish races. After racing four where these monsirous wl\Doikay i somviesd
courses, their total points determine where they place. . gg‘ge‘ﬁﬁely’ﬁgﬁ:“tﬂe him to ace in the Grand Prx.
s | od [ 30 | ah | sh | 6h il
10 Points | 8 Points | 6 Points | 4 Points | 3 Points | 2 Points o foound.
*Results Screen P—

& 021181336
02:22:706 1 0 PoINTS
02:22.730 26 PoINTS
02:22.784% 1.8 PoINTS
02:22:820 1.4 PoINTS
02:23.602 8IPOINTS
02:26.086 3 PoINTS

& 02:27:097

Once a race is over, the results screen
will display, showing where each kart
placed and the distribution of points.

Straight from the jungle, DK
uses his simian sfrength fo
scare rivals.

Ef o o odf o o

* Jrophies

Players will take part in an awards
ceremony if their combined score
after four races places them in the \ ' 4 4
top three. The first-place finisher wins | ~;:;;-ch' o TiS343s
a gold trophy, second place wins . e sy This is Princess Daisy’s first
silver, and third wins bronze. After name entey NN rin) foray onto the speedways.
each award ceremony, players will §§;g,;?n;“;$ LA R
have the chance to enter tKeir names :

if new records are set. Trophy data will be saved after name entry is
‘

completed.

MEDILUN

Normally the epitome of grace, once
she’s on the raceway, Princess Peach
really tears it up.

Flying hearts surround the
royal lodies' karts, and any
item that hits them
becomes theirs fo use. A
cte ond handy item.



PurutrooEu takes care of its wings even in the iﬂ””p F EI” 1-2 5°1§o Yes
heat of the race. . . .
There are three Cups in the Grand Prix mode. Each Cup consists of four

¢ courses. A race is held on each course, and the participating eight karts
vie for top honors by aiming for the highest total points.

Hoopn V7/7.11 three at o fime! ‘ :::: [TTTEIT /7772

Usually a faithful underling of Bowser, it shows even the big On the Select (Up screen, choose the (Up fo be raced.
DT G L0, (Mushroom Cup) ( Flower Cup ) ( Star Cup )

Don't let Koopa and
1.1 TR 7T IR Paratroopa worry

MREE | REG] [ having
enough shells. Gef

Very hard.

. =4 Comparativel S8 Abit difficulr. [
C BABY WUIGI e ) eungreat ' &Q\X For veteran 4«*& Designed for
5 P =l for beginners. (@as=ly ployers. » expers.
EHFIN EHEMFP " S
This fearsome beast chases karts with reckless thy WW P
b o L] '

abandon, pulling the babies behind it at breakneck
speeds.

% He's much shyer There's lots of information displayed on-screen during races.
than his older

BABRY MARIO g RS ot 0 Rear Character's Front
, > @ & 9 B < ime Item (Can Character's Item
Baby Mario and Mario...together in the same G < appearing in Currenﬂy Be Used)
game?!? He's got quite an amazing pet this fime v front of a crowd.
I 2 Current
: Posifion

'MEIIIIM vg‘“l

Tking ek o &

LR, 2455 EGE

carrying Mario, Yoshis \ 0

reuJy to burn up the il S, B EIRGES bbb

Courses. . " These eggs roll down the
road and home in on

opponents. When they hit

and break, they'll drop

three more items.

y n I n D o HEDIH

Birdo's decked out in her favorite bow
and ready to race!




There are four game modes in Mario Kart: Double Dash!!

Eight karts race through four courses for total poinfs.

cranbprrx, BTSN ngs. 25-26)
— : R Selecto course,_u_na race a set number of Iup; fo s—ee
RLLSULLELER oy fost you con finish. (3> pgs. 27-28)
~ The only karts on the track are controlled by human
ML SR  players. Choose the course and get started.
(3 pg29)
e This mode is for player-controlled karts only. There
BATTLE are three types of battle games. (3> pgs.32-35)

> FEGNT THE FRUSE MENL [FUR FLRZER 2 GNkZ]

You can press START /PAUSE mid-ace to
halt the game, display the pause menu,
and quit playing.

Pick selections with Q.

Confirm with @

Return to game play.

[T Roiun (o the fitle screen.
Beqin the race again.

Change Course Return to the Select Course screen.

Return to the Select Stage screen.

Change Characters Return to the Select Character Combination screen.
Return to the Select Battle screen.

Continue on fo the next course.
Continue on to the award ceremony.

VETEATCEN O View the replay you're watching from the beginning.
Retr Race the sume course with the same conditions as before.
Suve Ghost Save ghost data. (3 pg. 28) )

% .CONTINUE
RESTART

CHaNGE CourSE
CHANGE CHARACTFRS
eurT

Mario’s archnemesis. Will racing
with his son make him
behave better?

An energefic froublemaker
who's ready to drive out of
0 his fathers shadow.

Special ltem
" GUMIER'S SHELE

An awe-inspiring giant
shell! As it careens down
the road, slamming and
ramming info kars,
it's the very image
of Bowser Ylimseﬁf.

Wario's ready to cruise in his
purple pride and joy. Its top
speed is over 280 mph! ... But
for the Mario Kart Grand Prix, its
engine has been tuned down.

Ever fond of
sneaky, underhand
attacks, he's in his
element when he's
omed with o
Bob-omb.

EUG-UME

Take aim and give your
opponents an explosive
surprise. Mess up, and you
mightjust hit yourself! This
item's dongerous...
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Kart:Characteristics

. e : » Medium karts have average acceleration and top speeds.
Just like the characters, karts are divided into three closses—light,

medium, and heavy. Characters cannot ride in karts that are z

smaller than they are. This chart illustrates which characters can
ride in which karts.

nght % Medium Heavy
Character Character Character

llil/l KFRT FRIRINES E HERYE A’IWI FRIRINES

HEGILN KERT FPRIRINES

| b KRV KFRE EHFRFETERIaTIES

» Heavy karts have ioor acceleration but (_}reut top speeds. They send
%+* *+ *_ i light and medium karts bouncing away it they hit them and lose a

lot of speed when they go off-road.

I AIGKT KERT EHRRFETERIGTIES
§

P Light karts have good acceleration but fairly low top speeds.
They don't lose too much speed when they go off course.




