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WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING
YOUR NINTENDO™ HARDWARE SYSTEM, GAME DISC OR
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT
SAFETY INFORMATION.

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

MAAWARNING - Seizures

* Some people (about 1 in 4000) may have selzures or blackouts triggered by light
flashes, 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.

Flay 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.

AW

A WARNING - Repetitive Motion Injuries

Playing video games can make your muscles, joints or skin hurt alter a few hours.
Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel
Syndrome or skin irritation:

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

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

* If you continue to have sore hands, wrists or arms during or after play, stop
playing and see a doctor.

AAWARNING - Electric Shock

To avoid electric shock when you use this system:;

« Use only the AC adapter that comes with your system.

* Do not use the AC adapter if it has damaged, split or broken cords or wires.

* Make sure that the AC adapter cord is fully inserted into the wall outlet or
extension cord.

* Always carefully disconnect all plugs by pulling on the plug and not on the cord.
Make sure the Nintendo GameCube power switch is turned OFF before removing
the AC adapter cord from an outlet.

A CAUTION - Motion Sickness

Playing video games can cause motion sickness. If you or your child feel dizzy or
nauseous when playing video games with this system, stop playing and rest. Do
not drive or engage in other demanding activities until you feel better.

A\.CAUTION - Brightness of TV Screen

The brightness of the TV screen differs with each TV but can typically be
adjusted. Always play games with the appropriate brightness setting. Excessive
brightness or darkness can cause discomfort. If necessary, please refer to the
instructions manual of your TV for guidance on adjusting the brightness of your
TV.

CONTROLLER NEUTRAL POSITION RESET

If the L or R Buttons are pressed or the Control Stick or C Stick are moved oul of
neutral position when the power is turned ON, those positions will be set as the
neutral position, causing incorrect game control during game play.

To reset the controller, release all buttons

and sticks to allow them to return to the L. Button R Button
correct neutral position, then hold down the
X, Y and START/PAUSE Buttons ‘

simultaneously for 3 seconds.

Control
Stick C Stick



This seal is Your assurance that
Nintendo has reviewed this product Ui
and that it has met our standards "
for excellence in workmanship,
reliability and entertainment value.
Always look for this seal when
buyving games and accessories

to ensure complete compatibility
with vour Nintendo Product.

Original
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Seal of
Quality

Thank you for selecting the MARIO KART™ Double Dash!l™ Garne Disc for
your NINTENDO GAMECUBE® System.

Please read this instruction booklet thoroughly to ensure maximum enjoyment of

your new game. It also contains important warranty and hotline information. Always
save this book for future reference.

THIS GAME SUPPORTS
SIMULTANEOUS GAME PLAY
WITH ONE, TWO, THREE OR
FOUR PLAYERS AND

THIS GAME IS COMPATIBLE
WITH THE NINTENDO
GAMECUBE BROADBAND
MODEM.

CONTROLLERS. Broadband
This game supports the Broadband Adapter '
THIS GAME REQUIRES A for play vis S LAN (Lacal A Netword only. |

-y MEMORY CARD FOR SAVING
GAME PROGRESS, SETTINGS

WA DR STATISTICS.
Usas 3-8 flocks

Please refer to the Nintendo GameCube instruction baoklet for dirsction aon how to format
and erase Memory Card files.

Duolby, Pro Logic, and the double-D symbal are trademarks of Dolby Laboratories,
Du poLBY Manufscturad under licenss from Dolby Laborstorias

SURROUND i
To play games that carry the Dolby Surround Pro Logie 1l logo in surround sound,

you will need a Dalby Surround Pra Lagic Il or Dolty Surround Pro Loglc decoder.
Thess decodsrs are sold ssparataly.

(Ninlendia
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THIS PROCILCT INCLUDES S0FTWARE DERIVED

ALL RIGHTS, INCLUDING THE COPYRIGHTS OF GAME, SCENARIC, FROM THE RSA SECLIRITY INC. MDS& MESSAGE-
MUSIC AND PROGRAM, RESERVED BY NINTENDC, TR, 30 AND CRGEST ALGORITHM. COPYRIGHT © 1991-2,
THE MINTENDO GAMECLIBE LOGD ARE TRADEMARKS Of RSA SECURITY INC. CREATED 1881

MIMNTENDOLE 2003 NINTENDO, ALL RIGHTS RESERVED ALL RIGHTS RESERVED
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60Hz MODE
60Hz mode (unlike 50Hz mode) is not supported by every TV,

On TVs that support 60Hz mode (PALG0 compatibility) this game
can be displayed at 60Hz for an even clearer display with higher
quality.

To activate 60Hz mode, select 60Hz mode when “This version is
compatible with 60Hz mode. Please select mode.” is displayed.

If you have chosen 60Hz mode and your television does not
display this mode correctly, please turn OFF the power to the
NINTENDO GAMECUBE and then turn the power ON again
before selecting 50Hz mode.

®
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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 ifems. You can choose any combination of

characters you like. It's only natural to pair up the brothers Mario

End Lu1%| but how about a tandem of Mario and his arch-rival
oWSser
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Each rider can carry an item, so you can now ready two surprises g
at a fime. Block the road with double Bananas, or send out

consecutive Red Shells fo punish anyone in front of you. Use
items and your imagination fo create strategic mayhem.
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It's no longer one kart per player! In single play, one Fersun
controls the kart, but in co-op mode, two players join

rule the road! Each
player controls one

of the riders. Should ¢ s DRIVER

- Bier Tl
T

orces fo

veferan racers take
the wheel and leave
items to the
rookies?

THROWER
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{ Swap Positions.

(&) This icon indicates menu-screen confrols. St AR
(Onby:-Plaver T can make menu seléctions.) : WITCh character positions between the

front and back.

|
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Use items with the character in

back.

e Tk

«@» The more you filt
the Control Stick,
the more you furn.

&
.
-

. Throw items forward
or backward.
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Brake /Reverse.
Press while racing to brake, and
press when stopped o back up.
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Eﬁ Lancel menu selections.



_[F-FF 7788 h_ _. Have both players press this button simultaneously

' switch posifions.
(Y Y 77777,
Front Player

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

~ Rear Player

]
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1 Side Aﬁuck Use tems
.. 777 -
" yi o ke
- i ¥ Front Player
4 e oy B cdeote. |8
=5 | <@ The more you filf the  F==="pg | = RemPloyer @
Ry ‘ o I8 Do a Double Dash!! (3»pg. 13) | =
o more you furn. % or backward. =‘ . % _
] | L E EUTTaN
N SPELIFL KENTRELS FER EG-OF FLRY 2 FontPlayer | ReorPloyer &
“5?. Slide Attack Rem le,rer ﬂ?‘ or <R = Brake/Reverse. Use items. &
| Quickly slide your [P e e :
A kart leff or rlghT ' : 7 STFRRI/FFUSE

% while offacking. If ._'_' '
W you hita korf that's s
Sk mfrwng Items,
you'll steal an item.
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Here are some drwm

wheel as fun as pnsmEIe

Techmques T{} moke your fime behind the.

You can send your kart drifting info o
sideways power slide by pressing
either 22 or <® while tilting the
Control Stick either left or right.
Dritfing lets you take corners without
losing speed.

I TEREY,

This is o technique that gives you a splitsecond turbo burst. The
cnnrrnls differ between single ploy and co-op play.

O Single Play (1) co-0pPloy )

While driffing, tilt the When the front character
Control Stick in the sends the kart ino a drift,
direction opposite to your the rear character should
furn fo pe orm a mun'rer filt the Cantrol Stick fo
perform a counter.
Once thes are red, filt ..-—-"" After the sparks furn red,
the Control Stick into the : the rear player should do
tum, then opposite the furn another muntar
fo do unuth&r counter,
When the rks furn When tha gmrks furn
blue, stnpﬁvr{g blue, the front character
perform o Mini rhu can stop driffing and
2 perform o Mini-Turbo.

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

In co-op play you can get an even
better ﬁ]uncr\ it both the front and
rear characters perform a Rocket
Start af the same time. This is called

a Double Dash.

NS TERLINEITEMS

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.

AW IgIERs -

4 Hit an opposing kart while using a Mushroom.
@ Run into another kart while using a Star.
& Slide Attack a rival kart.

If hoth characters on the kart you hit are curn,ung items, you'll steal the
rear character's ifem, and the front character’s item will ‘fall onto the course.

L

"MARIO KART: Dovble Dos
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—__Getting Started— [CE -

Place the Mario Kart: Double Dash!! Game Disc (s
in the Nintendo GameCube and dlose the Disc [ ARl AR
Cover. Next, insert a Memory Cord into Slot A
and press the POWER Button. On the fitle
screen, press START /PAUSE when prompted fo
create a game dofa file. Once a dota file is
created, the fitle screen will display again.

Doibie Dashi

s el
e 358

L2

PRESS STanT

LS T YT S LU ———

Begin ploying. (3> pg. 15)

% View records for oll of the courses raced up fo this point.

gg Change game seffings and Confroller functions. |

., ® Sound: Sef the sound output fo Mono, Stereo, or Surround.
% o Volume: Use € 1o adjust the volume.

@ Rumble: Turn the Rumble feature ON or OFF.

:ﬁ e [ime Triols Ghost: Tum the ghost ON or OFF. (3> pg. 28)
e V5. ltem Box: Adjust the Item Box seftings. ( 3> pg. 29)
e V5. Laps: Set the number of requisite course laps.

About Savin
y Game datu is saved in the following situations:

® When you finish o Grand Prix and achieve o new ranking.
e When you set o new record in Time Trials.
* When you change Opfions screen seffings and select OK!

Do not press the POWER Button or remove fhe Memory ==

s

e

7

1
L

Card while saving as this may corrupt your game dota.

® This game requires 3 empty blocks fo create a new game dafa file.
® |t tokes 5 empty blocks fo 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.

iSOy IjQrog
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5 Select the number of players.
You can play with one to four players. You will need one Controller per player.

@) 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.

1P e
By 2= . - -
(1P & 27 % ' EE
fefed Y e o
(1P & 2F] vs. 37 263 86
1P vs. 2P vs. 3P vs. 4P X . . e
[1P & 2P] vs. [3P & 4F] 0 X :
[1P & 2P] vs. 3P vs. 4P Sy e e
& 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 enﬂine sizes:
50k, ?U[}[c, and 150cc. The larger the engine size, the foster the karfs.

[} Selecting Characters and Karts

You will need fo select 2 characters per kart.
The karts available will differ depending on the
characters selected. ( » pgs. 22-23) o

B Selecting Courses
Choose the course or stage on which you want to play and get starfed.

R 7 T 7 17 T L ——

For step 4, Player 1 con randomly select all Eiﬂ*,r.ers’ characters by
p?ESSing £2 and <® qf the same time before any ployer has
selected his or her characters. For step 5, courses can be randomly

SrbeCT CMaRaCTER ComDyMaTIon
R & had s
lumk| d & 39 &5 3

= selected in the same manner in Versus and Battle modes.

4
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You can ucguire ifems by running info the Itrem Boxes you find on
courses and stoges. The items you receive are defermined
randomly. Here are the standard items you will find in the game,

but keep in mind that there are special items, too.
(Read more about those items... > pgs. 18-21)

Double tem Box

Hit one of the ﬂuuﬁn? boxes and
the rear character will gain an item.

Run into one of these and both the
rear and front characters will receive
items.

" MHEN EFRREING ITENS

Characters who ore already carrying items when they hit ltem Boxes or
Double ftem Boxes will not receive any new items.

-2 WRERFEDNTEMS ——

Items will somefimes fall on the course
when karts spin or flip. If you run info items Vs
v lying on courses or stages, you will be

affected by those items instantly.

LIUH OLITW

irYysog Ijgno

Grand Prix, VS., and Bottle modes. 5 | _ B ‘""”"”f"”
These slippery s'kin':':-tﬂn he dmppad
or fhrows in strategic spofs to send

This indicotes on ifem | §
can be thrown either Irown gics _
forward or backward. fivals info sudden spins.

o~ | Green S h&ﬂ . Red Shell

¥
R

'. Green Shells move n Sl e Red Shells seek out karfs in front of
SRR B S AR you ond flip them over when they e
loop if they hit. — frike.

' ﬁ : Foke ltem

These items of deception look just
fike real Item Boxes, so place them
~vihere your opponents won't
-expect. = -

a Triple Mushrooms |

Z;Thﬂsé-'im‘!'m-_fﬂudstuﬂls;g;we 5 Triple Mushrooms allow you fo dash
‘brief speed bursts. ~ three fimes in o row.

z.

This item does not appear in
Battle mode.

This winged wonder heads straight
for the leader of the pack and
explodes on impact. Any kart cought
in the blast area wil flip.

Y Mushroom
- {l - a2

yex=
Stars make karts femporarily This mighty bolt strikes ofl

opponents of the same fime,
cousing them fo spin out, drop their
items, and shrink in size, which
reduces their max speeds.

invincible and increase their to
speeds by a hair. Karts hit by Star-
wielding karts will go flying.

MARIO KART: Double Dash



—Characters and: ﬁé{m] ltems
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' Churucters are d|\.f|ded o rhree groups depending on Ewﬁ'ﬁ.m!ﬂ fﬂ’fﬂﬂﬁ”ﬁ“ gty
their size: light, medium, and heavy. e onieind i 10 0ce i the Gird i

! rond, they're fough
i ¢ fo manoeuyre
g umund

Each pair of characters has o special item "'m’““-“:."a it
that other characters cannot receive. These e e S

items are picked up in the same way as
standard items.

(3> pgs. 16-17)

| ‘%rmh]yhr from the jungle, DK
uses his simian strength o

L SCOre Tivols

| = ;
-:_{::-_._ 1 * 5
-
._.“"'-.'_.I .-‘-_.:
W | You know him, you love him—the one |
and only Mario! He's returned to the ,
Grond Prix with - s
Firgballs in —
W | hand. A
2k By
w2y & This is Princess Doisy’s first "~
v s foray onto the speedways. Normally he epifome of grace) once b
ot < He's lean: he's not She's 5o cute she's become ches mlfrl"lr D rlr_,U Pacct | I
— 50 mean - and |||5 something of an idol : ly S ;
&0 Firoholls ot \ renily. tears It up. .
_ s Fireballs ore green! N
2 e Everybody s .y
e i

lovourite brother
is here. too!

=)

i Flying he-ulrts surround the
royal lodies” korts, and ony
item that hifs them
becomes theirs to use. A
B cute and handy ifem.

a—_o- e i

-|_-,.--.| ﬂ;%
..d_-.,..-._f.r..- - ]
.-'_.-l-_!-_p-l'

e This item can be
1hey' spll‘r uj uﬁer ﬂmr re thiown and go sailing thrown githes
| aheod. These powerful pyrotechnics can toke out multiple _' farward o
nllpnnenrs ot urrte ) hockward
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Paratroopn tokes core of its wings even in the
heat ot the roce

e T o e R R e T e
;.; :Jfﬂuﬂ‘ﬁun t let Koopa and

Parofioopo worry
about not hovin
enough shells. Get
! three ot o fime!

'!ll'_-".-"_n-'_ﬂ' o
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Usually o foithful undering of Bowser, it shows even the big
boss no_ mercy during o roce.

IIIB? l.lIIGI e

hoce? '"F..

this tearsome beast choses karts with reckless : he g3
§ abondon, pulling the babies behind if ot breakneck § - Th S

§ speeds.

"1—FFEJ-_ e e e T g g R e L BT

AIEHT
BABY MARIO

Boby Mario ond Mario - together in the some
gome? ! ? He's got quite an omazing pet this time
around,

Hﬂ?ﬂfﬂf v?<" I \

He's much shyer
than his older
hrother "so
= this is his

& SR first fime
& ' #j oppeanng in

front of o crowd.

& i_ Eo P o s
loking o breok from= [N §F £ T - :-: e A ;i,-
carrying Morio, Yoshi's Y= - ‘ _Hm-u.ef v
n,nLK.f to burn up fhe i - . sl .'rg—*"_--'—_-":.:,

COUISas. & These eggs roll down the |

8 road and home in on

Enppnnanrs When they hit
and break, they'll drop

o || thiee more items.

-
e T Ll il I e

MELILN

Birdo's decked out in her fovorite bow
and ready to mce!

- 3
s M o . .

An energetic froublemaker
wha's ready to drive out of
his fother’s shodow.

Fver fond of

sneaky, undernond
l.‘mnrlz.-:., he's in his
glement when he's
armed with a

Bob-omb.

: ]ﬂke i urld ive your
i | opponents on explosive
| surprise. Mass up, and you
: mlghr just hit yourself! This
| ilem's dangerous...

e el

-

WALLIGI ™

Mario’s archnemesis: Will racing

with his son moke him

:
behove befter?

e WWT@

o —-—-:-:--r:pr-:h
El Iy |

4 i

& An owedinspiring gmnt

the road, slemming and

ramming into korts,

e, it's the very imoge
of Bowser rliln‘sjl.

%r e e e e e e

i Rkl

8 shelll As it coreens down

LURLET (L LR RATO SRR LIRTRIANLAL: """

® Y

Wario's ready to cruise in his
pur il i le |III | joy. IS tor
speed is over. 280 mph! - But
for the Mario Kart Grond Prix
engine hos been tuned down
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» Medium karts have average acceleration ond fop speeds.

JusT |ke ’rhe cmruc’rers karts are divided info three clnsses—llght

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

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

Heavy
Chnrnr.l:er

FERV KFRT FRIRINGS

%+‘~!‘

Madlum
thnrncter

Light
Chnrm:l:ezr

mmm

- HERVS KERT LHERFETERISTIES

» Heavy karts have iuur acceleration but %rem top speeds. They send *
light and medium karts bouncing away it they hit them and Iuseu
lot of speed when they go off-road. |

......
i

LIENT KFRT EFFRFETERISTIES

Light karts have good accelerafion but fairly low top speeds.
Theyr don't lose too much speed when they go off course.
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There are four gome modes in Mario Kart: Double Dash! !

—
Ve "
G nHEﬂPEI ;.

| e R e e S R B S T iy

Eight karts race through four courses for total points.
(3> pgs. 2526)

e — - - - - S I S . . . -

Select o course, and race o ser number of laps fo see
how fast you can finish. (> pgs. 27-28)

The only karts on the track are controlled by human
players. Choose the course and get started.
(3> pg 29)

 This mode is for ployer-confrolled karts only. There :
are three types of battle games. ( 3> pgs.32-35)

You can press START /PAUSE mid-race fo
halt the game, display the pause men,
and quit playing.

w COMNTINVE W

ﬂ'ﬁ:ﬂﬂ"l"
Pick selections with Q. i
Confirm with @

e e —

Confinue Refurn fo gome ploy.
Quit _Return to the fitle screen.

B Begin the roce ogoin. -
nge Course Return to the Select Course screen.
Change Stage | Return to the Select Stage screen.
Change Characters Return to the Select Charocter Combination screen.
(hange Battle | Retum to the Select Battle screen.

Next Course Continue on fo the next course.

' Continue on to the oward ceremony.

View the replay vou're watching from the beginning.
Roce the same course with the same conditions os before.
Save ghost doto, (3 pa. 26)

Chao

Awiord Ceremony

II IIl | ll-_l II.I II. F—: ':I I.I | !-: .:rl F [ I.::. -:-'i [E:' !-i] | T

P

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 honours by aiming for the highest tofal points.

& [T /[TT 5

On the Select Cup screen, choose the Cup fo be raced.

(Mushroom Cup) (_FlowerCup ) ( Star Cup )

A bit difficult.
For veteron
ployers.

e (omparofively
- eusg. Great
=il for Deginners.

There's lofs of information disployed on-screen during races.

Very hard.
Designed for

Rear Character's
Item (Con

Front
Character's ltem

Currently Be Used)

Current
Position

ITnp Four Pairs

Total Time

Course

Speedometer
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* Driver Points

Drivers receive points depending on where they finish races. After racing four
courses, their total points determine where they place.

st | Znd 3rd 4 Sth bif
10 Points | 8 Points | 6 Points | 4 Points

* Results Screen

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

ISTW

* Jrophies

2
Players will fake part in an awards CONGRATULATIONS!!

@ ceremony if their combined score 'l: Sl

m after four races places them in the ' bl
top three. The first-ploce finisher wins N aaniay 7:63:433

ﬁ a gold trophy, second place wins ' &t
silver and third wins bronze. Affer wame entey PN

N each award ceremony, players will

have the chance o enfer their names ‘
N if new records are sef. Trophy dota will be saved after name entry is

9  completed.

=

irYsod Ij9n

Race courses over a set number of laps fo record the fastest complefion

fime. Players start races with two Mushrooms in hand.

> ISk REENINEGRBETILN,
& e > -"-'_.j' 0047 088 Total ﬁmEI
PPl

Course Map I

Coreent Lop | . & d
and Total Laps [—{eaP@y, ) ggfrlspﬁﬂ ometer |

* Nome €Entr

When playing Time Trials mode,
you'll start off by entering your
nome. Use @+ to select and
change letters, then press @ to
confirm your selections. When name - TIMETRIALS. ¢ i 1)
enfry is complete, the Select

Character Combination screen will
appear.

* Results Screen

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

SELECT MobE

CRAND PRIX

- IR .~ ) _.;:."-.: =S
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MARIO KART: Dovble Dosh!!

DEST LaP oo/ 29ATS NN




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 o
semi-transparent “ghost” that will drive the exact same line as the

record-setting race.

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

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

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

*loading Ghost Pata

Once you select a course that has ghost data saved on the Memory Card in

5
E Slot A or B, the Load Ghost Data screen will displuhy* Use @ fo select o
0
9=

Memory Card and press @ to display available ghost data. Select the ghost
data to be loaded and press @ to confirm your choice. Press @ to refurn
fo the previous screen.

* Saving Ghost Data

a After finishing a race, or during replay of o race, you can select Save Ghost
S from fhe Euuse menu fo proceed to the Save Ghost Data screen. Select o

*" Memory Card with €@ and press @ to confirm. Choose which existing ghost
data you wish to overwrite and press @ fo sove.

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

" MHET K BRI sRVE EhEal UFEN —

* If o race tokes too long.
* |f o completed race is not faster than the current loaded ghost dta.

If you choose Restart after the race or from the pause menu, either the
swe currently loaded ghost data or the fostest data from the current play session

will be used.

S
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Come here to race between two and four player-controlled karts. Select
the course to be raced and hit the road. The race is finished when
everyone but the last-place racer crosses the finish line.

IR UK SETTINS ————

You can sef the percentages of which items appear from Item Boxes on
- the Options menu.

- Recommended: All items oppear with o balanced frequency.
| ?m Fﬂf:warfu'rflugtems are hord fo rinﬁ = fr&q =
- Franfic; Powertul ifems oppear with hi UBNCY.

h‘Lﬂﬂﬂﬂ No Item Boxes or Epe swil o,

ouble Item Boxes will uppear.

You can set the number of laps to be raced in VS. compefition on the
Opfions menv.

MRGBIO SRART: ﬁﬂﬂbl’a Doshlf




Here's an intro to some of the courses you'll see in Grand Prix, Time
Trials, and Versus modes.

Though the Chain {humF is @ bit noisy,

this is relafively peaceful course. The front
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 frack is up fo you.

Princess Peach’s fovorite beach resort!
Beware the Catoquacks wandering about
the shoreline. The course changes with the

fide, so watch the waterline for your
chance of a big shorfcut.

-,“" VLUK ERIEUF R~

One of the Mushroom Kingdom's most
famous landmarks. This bridge is well
travelled, so be careful not to run info
any commuters. The car carrying all the

mushrooms looks strangely inviting,
though...
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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 ploce to practice drifting.
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A beautiful course covered a blanket of
white snow. Don’t be lulled into
complacency though—the ice is very
slipflew! Careless driving may result in
fikart pileups.

mu

This course takes you through downtown (NG
Mushroom City in the dead of night. It's |
easy fo take a wrong turn ond get lost.

The key to victory is avoiding the inner-
ity fraffic.

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

MARIO KART: Double Dashl!
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Need o break from racing? Come here fo compete against your friends
in three different Battle modes on four different stages.

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

ltems

Stage Map

N W IR AEak ERAAE g

" Get hit by an enemy’s item attack and spin or flip.

©3 Fall off the stage. -
& Get hit by another kart when it's using a Mushroom or o Stor.
&% Get hit by o Slide Attock.

sl

el o boloo fom on gore.

=

Pick up the Shine that drops on the course, and o fimer will begin counting

down. If you can hold on to the Shine until the timer reaches zero, you win.

If someone steals the Shine, attack him and get it back before the fimer
zauahes zero. All special items ore available to every character in this batle
mode.

" WM T8 UREF THE SHINE —

@ Get it by an item attack and spin or flp.
93 Drive out of the batfle stoge.

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

 fownSedtesie

=

MARIO KART: Douvble Poshl




Ready, aim, fire! Toss Bob-ombs at opponents and try to hit them. Each fime
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
choracter in a kart can carry several Bob-ombs of a time. Explosions from
your own Bob-ombs do not hurt you.

When two karfs are ploying:

Stage
Map

irysog djqnod LHYPN OIVEW

ey

Eluce. This is wide stage, so you can run,

EFTTEE MULE STREES

Here are four stages created just for Battle mode.

Battle atop a giant cookie. Hurl items over
the four different-coloured toppings to hit
enemies from a distance!
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A square stage made of blocks. Chase A Ne
enemies who throw stuff af you. Watch 7=

out for the intersection—it's a dangerous
place fo be!
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hat's this? A %i{]rlT Nintendo
GomeCube?!? There are no obstacles on

this course, so the action is fast and
fronfic.

Use the warp pipes fo zip from place to

ut can you hide?

MARIO KART: Dovble Dash!!
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If you have Broadband Adapters (sold separately), an overthe-counter hub,
and LAN cables, you can set up a LAN system so that each ployer will be able
fo play Mario Kart: Double Dash!! on his or her own felevision.

L=2/Tk K Ve I Fels

Use multiple TVs to have o multiplayer match with up to 8 player-controlled karts.

=9 =9 =9 =4

VIl F ERE2a0VER LFGEE sETHF TW Falid

This setup allows for up to eight players to ploy on splitscreens on two TVs.
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Mario Kart: Doable Dash!Uis notjust tor | kart-on:1-screen .u::!|:4!i|n-,r=.': qame
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After mnneaﬁnﬂ the Nintendo GameCube sys-
tems fo be used, press all the systems’
POWER Buttons. ( 3 pgs. 14-15)

The LAN Mode option will appear on each fitle
screen. Once LAN Mode has Eean selected and
confirmed on all parficipating game systems
and the connections have been esmbi;shed,
the Select Mode screen will display. Press@® after complefing game sefup
fo display the LAN Mode fitle screen. Select START GAME, complefe the eniry
process, and sfort racing!

VS. &I.I'-IN Menu

Use € to choose o menu ifem, set up that item with <> and press @ fo
v
confirm. Once this is finished, you'll move fo the LAN Mode fitle screen.

Stort Game: Begin Versus LAN play.
Ry (crd /[ T- /2 Adjust LAN setup options.

Gome Mode:

Choose the mode you want fo play:
Versus, Balloon Battle, Shine Thief,

e o oy M enprepe s IR0k iy Tome ey Tl Pt - o e 1 oo
EN IR E| '”ill." Fhoose e |:|'!|!||';!| (1 ![_JI_I, nnd BN SIZE N Tarsus Mole

Order of Courses Choose the way in which courses (stages) will be selected.

(Stages): Random, Al Courses {Stages)
I Course (Stoge), All Cups (Versus only)
(o-op; (i Co-op ON-or DFF

Screen Division:  This will only appear when there are less than 4 Nintendo
GomeCube systems in use.,

ALY E TP Stop playing LAN Mode.

With the Nintendo GameCube, you con create a LAN system by connecting
gome systems and o hub with Broodband Adapters ond LAN cables.
You cannof use this setup for Internet play.

If an error occurs during setup, follow the on-screen instructions
connecting agoin.

and fry

»> See pgs. 36-39 for equipment and sefup instructions to play VS, LAN.
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Connecting Multiple Nintendo GameCubes With a Hub

By using an over-the-counter 10BASE-T hub and LAN cables, you can
connect @ maximum uf Nlmendu GﬂmeCubea fo enjoy racing with

friends using up to & plover-confrolled |
Required unipmanl:
e Nintendo GomeCube sysfem with Bruudhnnd Adapters; -+~ o8
o fario Kort: Double D Gﬂme DESCS ________________ Ae[ system
o Memory Card with Mario Kurt: Double Dosht | sove data; .-+ - 0108
e Nintendo GameCube [untrnﬂm. --------------------------- | et plover
S ORASE T i a i a ciihs i s
e %ﬂhl cables compatible with the hub fo be used: ----.--.. .. | per Systam
. '||l||'5: ............................................... cess ] PRI SVSTEM

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

Connection Instructions

. Turn all gome systems OFF and then connect the LAN cables from the hub
to the Broodband Adapter of each Nintendo GameCube (see fne diagram
below ond check the instruction manual of the hub you are using).

2 Tum the hub ON.

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

4.Turn alt the gome systems ON.

5.For further instructions, see page 36.

10Baose-T compatible hub

Nintendo GameCube
and Hub Connections

Be sure to read your hub
Insiruchons, 100

Do not connect any
Nintendo GameCube systems
M cable o the hub unless they wil
be used

Instructions for Connecting

Nintendo GomeCube Game Systems With Crossover Cable

You can connect two Ninfendo GameCube game systems using o crossover

cable compatible with an overthe-counter TOBASE-T hub.

Required €Equipment

o Nintendo GameCube system with Broodband Adapters: <-------++-- Z
e Mario Kart: Double Dash!! Game Dises: - -+ covevenneniinnis,
e Memory Card with Mario Karf: Double Dash! ! save data; <<+ 0-2
o Nintendo GameCube Controller; =<« soovevvveeionnenns | per player
o [OBASE-T Hub compafible crossover cablg; «=- - s-vecenvvinianiann.
® Ws: ............................................................... /

Connection Instructions

1. Tum both game systems OFF and then connect the crassover cable fo the
Broadband Adapter of each Nintendo GameCube.

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

3. Turn all the gome systems ON.

4. For further insfructions, see page 36.

e ! ! = __ Sror E i

! (rossover cable ]

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 compatible with the hub in use, or when using o cd
ble ofher than o crossover cable when connecting two Nintendo GameCube systems directly.

® \hen any LAN cable is not fully inserted inta the hub or ony game system.

® When ony LAN cable is removed during the transfer of dafo,

@ When ony gome system is fumed OFF or ony game system’s RESET button is pressed during

the fransfer of dato
o When something other than o Nintendo GomeCube is connected to the hub.

When o hub or LAN cable not compatible with the 10BASE-T standord is
being u

® hen more than 8 Nintendo GomeCube systems are connected.
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REV-A = REV-0
Impnrtuni 12 MONTH WARRANTY FOR NINTENDO GAMECUBE® (GAME DISC)
You may only require simple instructions fo correct a problem with your produd, therefore we recommend the following
WARNING: Copying of any Nintendo game is illegal and is strictly prohibited by domestic and services:
international intellectual property laws. “Back-up” or “archival” copies are not authorized and NINTENDO HELPLINE 190 224 1001
are nof necessary to protect your software. Violators will be prosecuted. Sat-up, connection and gameploy ossistance together with hints and fips for o wide range of Nintendo produs.

s : ; _ ; : ; Live Games Experts available between 12 noon and 7pm, every doy of the yeor.
This Nintendo game is not designed for use with any unauthorized copying device or any 5 i

unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty. Recorded information on our most popular ftles availuble 24 hours per day.

Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any domage or INFORMATEL ONLINE CALL RATE AT $1.98 PER MINUTE INCLUDING GST

loss caused by the use of any such device. If use of such device causes your game to stop (Calls from mobile and public phones aftract o higher rate)

operafing, disconnect the device carefully to avoid damage and resume normal gome play. If NINTENDO WEBSITE i

your game ceases to operate and you have no device attached to it, please contact Nintendo Troubleshooting, warranty and service/repair information.

Customer Service. CONDITIONS OF WARRANTY

The contents of this notice do not interfere with your statutory rights. The benefits conferred by this Warranty are in addition 1o all other condifions and warranties in respect of this produd

- which the consumer may have under the Trade Practices Act 1974 of the Commonwealth of Australia and/or similor
. State, Territory or Country Laws,
This booklet and other printed materials accompanying this game are protected by domestic . . » A sl il p
\ A i ! o Australio Pty Limited warrants this GameCube (GAME DISC) to 0 in maferials, workmanship o
and infernational intellectual property laws. ' ?ﬂuﬂﬂurinﬂ to the original purchaser for a period of twelve months ofter the date of purchase and upon presentation
o ase receipt,

}l Nintendo Australia Pty Limited will ot its option and subject fo the terms and conditions stated below, repair or replace
free of chorge this GAME DISC or any companent part, which upon examination by Nintendo Australia Pty Limited is
Tound 1o be defective.

2. This Warranty shall not apply:
{a) If the GAME DISC has been subjected fo misuse, abuse, accident or wani of care.
{b) If the GAME DISC has been modified and/or tompered with,
{¢) If a repair hos been made or ottempted by the purchaser or their agent.
{d) The following are not covered by this Warranty:
i) Liquid damoge;
{ii) Scratched or domaged discs;
(iii) Wear and feor.
(&) 1f the GAME DISC fails due to causes unrelated to defective moterials or workmanship.

3. Nintendo Australia Pty Limited accepts no liability pursuant to this Warranty for any cost or consequential domage or
etoriomic loss whether direct or indirect, o any person or property, arising from breakdown or failure of this product and
no responsibility s to be implied or accepted over and above the replacement value of the produd.

This Warranty is given by Nintendo Australia Pty Limited and no other person or organisafion is authorised fo vary ils
provisions and conditions.

Before returning o Nintendo GomeCube™ GAME DISC for service, contoct:

Nintendo Customer Service on (03) 9730 9822
Wurmn? and Repair informafion ond all ather general enquiries.
- Hours of operation: 8:30am to 5:30pm Monday to Friday (EST).

NINTENDO AUSTRALIA HEAD OFFICE
Scoreshy Industriol Park, 804 Stud Road, Scoreshy Victoria 3179 Australia




