
lllllftllDO~ 

• 



Thank you for selecting the MARIO KART 64™ Game Pak for the Nintenda,>64 
System 
Merci d'avoir choisi le jeu MARIO KART 64™ pour le systeme de jeu Nintenda,>64. 

WARNING; PLEASE CAREFULLY READ 
THE OONSUMER INFORMATION AND 
PR ECAUllO NS BOOKLET INCL UOEO 

WrTH THIS PRODUCT BEFORE USING 
YOUR NINTENDO~ HARDWARE 
SYSTEM, GA.ME PA.I(, OR AOCESSORV. 

HINWEtS; BllTE LIES DIE VERSCHIEOE­
NEN BEDIENUNGSANLEITUNGEN, DIE 

SOWOHL DER NINTENDO HARDWARE, 
WIE AUCH JEOER SPIELt<AssETTE 
BEIGELEGTSIND1 SEHR SORGFALTIG 

DURCH! 

ATTENTION; VEUILLEZ LIRE ATTEN­

TlVEMENT LA NOTICE"INFORMA.TIONS 
ET PRECAUTIONS D'EMPLOl"QUI 
ACOOMPAGNECE JEUAVANT D'UTILI­

SER LAOONSOLE NINTENDO OU LES 
CARTOUCH ES, 

WAARSGHUWING; LEESALSTUBLIEFT EERST 
ZORGVULDIG DE BROCHURE MET OONSLJ­
MENTENINFORMA.TIE EN WAARSGHUWINGEN 

DOOR! DIE BIJ orr PRODUCT IS MEEVERPAJ<T, 
VOORDAT HET NINTENDO-SYSTEEM OF DE 
SPELCASSETTE GEBRUIKTWOROT. 

ADVERTENGIA; POR FAVOR1 LEEGUIDAD-OSA­
MENTE EL SUP LE MENTO DE INFORMA.GION 
AL OONSUMIDOR Y EL MANUAL DE PRECAU­

CIONES ADJUNTOSi ANTES DE USAR TU 
OONSOLA NINTENDO O CARTUCHO, 

ATTENZION E; L EGGER E ATTENTAMENTE IL 

MANUALE DI ISTRUZIONI E LEAWERTENZE 
PER L'UTENTE INClUSI PRIMA DI USARE IL 
NINTEN~E41 LE CASSETTE DI GIOOO O GLI 

ACCESSORI, QUESTO MANUALE OONTIENE IN­
FORMAZIONI IMPORTANTI PER LASICUREZZA. 

OBS; I.AS NOGA. IG ENOM 
HAfTET" t(Q NSU M ENT-
INFOR MA.110 N OCH SK0TSE­

LANVISNINGAR" INNAN DU 
ANVANDER DITT NINTENDOE4 
lV-SPEL. 

UESVENLIGST DEN MEDML­
GENDE FORBRI..XlERVEJEDNINGOO 

HIE FT ET OM FORHOLDSREG LE R, 
INDEN DU TAG ER Drr NINTENDQ0 
SYSTEM1 SPILLE-KASSETTE ELLER 

TILBEH0R I BRUG, 

HUOMIO; LUE MYOS KULUTTA­
JILLE TARKOITETTU TlETO-JA 
HOITO-OHJEVIHI(() HUOLEL­
LISEST11 ENNEN Kl.JIN KAYTAT 

N INTEN D{Y!L l(ESl(USY l<S IK­
l(Qjis1 TAI PELIK'.ASETTEJ~I. 

Th.is seal is your ass:u:rance that Nintendo 
has reviewed th.is pro du ct and that it 
has met o:u:r standards for excellence 
in workmanship. reliability and 
entertainment va.fue, Always look for 

Ce sceauest votre assura.t)ce que Nintet;1do a 
approuve ce prodint et qu'il est canfo1111e aux 

.t)otmes d'excelJet;1ce etJ ma'tiet'e defabti­
ca'tio.1), de fiab.ilite et swtout. de qualite. 

this seal w.hen buying games and 
accessories to ens:u:re complete com­
patibility with your Nintendo product, 

Recberr.:hez ce sceau Jorsque vous acbetez 
:i'.tl')e console dejeu. des cartoucbes au 

des accessoi.res poi11' assurer :i'.tl')e totale 
compatibilite avec vos produJ"ts Ni.tJtet;1do. 

PLEASE READ THIS INSTRUCTION BOOKLET THOROUGHLY TO ENSURE MAXIMUM ENJOYMENT OF YOUR NEW 
GAME. THEN SAVE THIS BOOK FOR FUTURE REFERENCE. 

WIR SCHLAGEN VOR, DASS DU DIR DIESE SPIELANIIITUNG GRON DUCH DURCHUEST, DAMIT DU AN DEINEM 
N EUEN SPIEL VIEL FREUDE HAST. HEBE DIR DIESES HEFT FOR SPATERES NACHSCHLAGEN GUT AUF. 

NOUS VOUS CON SEILLON S DE LIRE ATTENHJEM ENT LE MODE D'EMPLOI AVANT DE COMMENCER A JOU ER AFIN 
DE PROFITER PIIINEMENT DE VOTRE NOUVEAU JEUI GARDEZ EN SUITE 1£ MANUEL POURVOUSYREFERER PWS TARD. 

LEES DEZE HANDLEIDING GOED DOOR OM ZOVEEL MOGELIJK PLEZIER VAN DIT SPEL TE HEBBEN EN BEWAAR 
HEM OOK OM ER LATER IETS IN OP TE ZOEKEN. 

POR FAVOR, LEE DETENIDAMENTE ESTE MANUAL DE INSTRUCCIONES PARA DISFRUTAR AL MAxlMO DE TU 
NUEVO JUEGO. GUARDA ESTE MANUAL PARA FUTURAS CONSULTAS. 

LEGGI ATTENTAMENTE QUESTO MANUALE DI ISTRUZIONI PER POTER TRARRE IL MASSIMO DIVERTIMENTO DAL 
TUO NUOVO GIOCO. SUCCESSIVAMENTE CONSERVALO PER CONSULTAZIONI FUTURE. 

LAS NOGA IGENOM INSTRUKTIONERNA INNAN DU BORJAR SPELA OCH SPARA HAFTET FOR FRAMTIDA BRUK. 
LA:S VEN LIG ST DEN M EDF0LG EN DE FOLDER FOR AT SIKRE DIG, AT DU BEHANDLER DIT NYE SPIL KORREKT 
GEM FOLDER EN TIL SEN ERE BRUG. 

LUE NAMA KAYTTOOHJEET HUOIILUSESTI, NUN NAUTIT PEUSTASI VARMASTI. SAASTA VIHKONEN VASTAISUUDEN 
VARALLE. 

[0901IEU6IN64J 

· • TM AND© ARE TRADEMARKS OF NINTENDO CO., LTD. / · • TM ET© SONT DES MARQUES 
DE NINTENDO CO., LTD. 
DONKEY KONG 3-D MODEL PROVIDED COURTESY OF RARE UK /MODE LE 3D DE DONKEY KONG 
FOURNI PAR RARE UK 
© 1997, 1999 NINTENDO 
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THE NINTENDO®64 CONTROLLER 
~ The Nintendo64 Control Stick uses an analogue system to read the angles 
g and directions of its movement. This allows subtle 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. 

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 centre 
position (as shown in the picture on the left), then press 
START while holding the L- and R-Buttons. 

The Control Stick is a precision instrument; do not spill liquids or place any 
foreign objects into it. 

While playing this game, we recommend you use the hand positions shown 
below. 

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. 

To play this game, connect a controller to socket one located on the front 
panel of the Control Deck. 

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

You muse use cwo, three or four controllers in order co play 

£he 2-, 3- or 4-Player game modes. 
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1. Before Starting the Game 

Correctly insert the Game Pale into the Nintendo'4 Control Declc 
and move the POWER switch to tire ON position. Malce sure 
not to toodr the Cont,ol Sticlc at this time. Wiren tire demo /»fins, 
press START to iisplay the Title screen. Press START again to 
display the Game Select screen. 

1 ■ How Many Players? 

First, use the Control Slick lo select your choice. Press rl1e A Button to confirm. 
When selecting 2-4P game modes, muke sure that the correct number ol conhollers 
hO'le been connected. 

2 ■ Which Game Mode? 

Next, select whidi of the lour game modes you want to pl!rf. Some modes con only be ~ayed by o certain mmber ol ~ayers. 

lP 2P 3P 

MARIO GP 
Ei~1t raceis wll compete ~ a series of races 
for poin~. Rocets not selected by a playei are 
controlled by the computer. 0 0 X 

vs Compete with two, three or even lour ploye1s in 
s~ir-soeen odiorr. X 0 0 
rfis mode laces the ploym oil ~ an an empt to pop 

X 0 0 BATTLE the balloons that ere anached to your K..-~. You'I 
compete on special co11ses. 

TIME TRIAL 
You wil drive solo for three laps around your 0 X X favour le course to get the best tine. Best times 
are soved in Ccrne Pak memory. 

For the detlik about each made, ~eme see "Game lrlodes" beijnning on page 13. 
On the Select Screen for each made, confirm your choice by pressing the A Button, and cancel with the 8 Button. 
To make a selection, you cm ~e rl1e + (oohol Pod 111 well as the Conhol Stick. 

4P 

X 

0 
0 
X 
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MARIO KART 64 

3 ■ Which Size Entine? 

When you select either M/1.RIO GP or VS modes, you m Ltit decide which size Kart 
engine to use. There are three s~es available: 50 cc, 100 oc and 150 cc Karrs 
with larger engines will be faster and more diffiwlt to drive. 

After setting all selections, "OK?" will flash on the lower-right Olrner of the screen. 
Press the A Button to Olnfirm. 

4 ■ Which Character? 

When the Player Select screen appears, select the character you want to use for 
racing. There are eight choracte5 to choose from. 

5 ■ Which Course? 

last, you must select the Olurse on the Map Select screen. There ore sixteen 
courses for racing and lour cou5es for battle, making a total of twenly Ol urses. 
How to select the course drrlers depending on which game mode has 
been selected. 
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2.Cups 

Lligi Ro:eway M!Jo M!Jo Fmm K~ Troopo Boo:h Kdim ari Desert 

Tood'sTum~loi frqJpe Snowfand (ooco M!Juntlin Mono Ro:eway 

Wmio Stadium Sherbet Land Roya Rocewoy Bowser's Castle 

DK'sJun~e Porlwoy Yoshi Valley Banshee Boordwdk Rlinoow Rood 

9 
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L-Button 

While ploying, use this to 
set the background rnusic 
volume to On, Half or Off. 

Z-Button 

~ Use this when you hove 
~ onitem(s). 

Control Stick 

The further off centre that you tii the Control 
Sti<:k, the sharper your turn will be. 

10 
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. . . . 
• . . . 

.... ..... ... ··••• .... -k, your tires slide, you 
will skid sidewoys. 
Use thi; to toke corners 
without losing speed. 

@) Not Used 

® 

R-Button 

Tilt in the direction of the turn ... lbl 
♦ ~ 

As you hold the R Bull on, turn • or t. 

-lll § lla1rlnl 

C-Buttons 

Standard Com ero Wide-Angle Camero 

T~e Gane Screen 
Press C ► to cycle through the ovoiloble 

saeen dis ploys for eodi mo de . 

Item Switch This is the some os the Z Bullon . 

11 



4. Items 

When you run over the Item Boxes placed on the cou~e, 
the Item Window will appear on your screen. like a slot 
machine, the items will rapidly cyde, then slow to a stop, 
determining which item you will recewe. The item you 
get might enable you to score a com e-from-hehind win just 
before crossing the finish line. 

Thunder BolfX 0 
Us, this lo attack e1•~ other Kort. When 
<lruck h10 thuooer halt, a Kort will ~rink 
rtsspeedwilldrop ood Icon eosi~ I,, crushoo. 

Green Shell 
This shell tavels in a stroght line. Hito 
,.,I and vou'II cou., them lo crosh. 

Red Shell 
When fired, the iad Shell will coo., rts 
n~et, inc easing )Our chooce of hitting 
on opponent. 

lilkeltmi 
This homh boks ~<I like on 11am Po,. 
!voupbce I n0Jro "'111temBo\ I mght he hard 
b tellthe difference 

11am; ITJJrlcoJ wili a • con be u;e,J rrultple lrres. 

1!!51 '112llll'ro"l'll 

Boo -When another pbver hos on lefl\ u;e l'oo 
lo lo Ice I from them Aflar llling I, you will hecorre 
invishle from )Our opponentsfor a short tirre. Whie 
invishle, iou con 'llfe~ poss through hononasor shells 

Tn'~e Green Shell* 
This lemg;.,es vou thredell 
attacks. Hito honoro and \OU 

will not~ip. 

Tri~ e Red ShellX* 
Tripe shells will re\O~ around 

lour Kerr, ITJJking on eflecti1e 
orrerogimst ,;.,al Karts. 

Booooo 
Hlo ho nano ondvou will slip 

~ny Shellx 
Spin{s Shell will ch,., the 
Kort in the l.,d. Abng tie 
wv, if the re ore other Ko rts 
in rts pot~ thev wi II .,lier 
the ron.,q,,,nces. 

lt's1e~ ellect;.,ewhen plo:ed ono corner. 

Booooo Bunch* 
f;.,, honoroswill !roil oohind \OU[ Kort. 
You con pbce one harono at a tirre where yru wnt. 

Pre,; lie I Bullm b o:1\0te lie ila'n, lim pre,; it ogiin rom Ima vru wmt lo u;e ti, it,m. 
11am; ITJJrlcoJ wili m x oo mt q,jllcr in tt, Balle Mloo. 
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5. The Game Screen 

!he info,mton di'l)l"t"d m the mm diffasslig,1y b"""n ti, 1-iol" md 2-Plot•" rro:les I\Jnng ~oy, u;e lie C ► ButtJn lo lljge ttrru!/l lie dffaffit ds~ois 

Lop Counter / lmi Winoow 
~ !On~ visihe when you liiveon Item.) 

OO'!J-Totol Time 

Top 4 Positions ( R ,_ ourse owr 

Ployer's Ronk----+ 

6. Game Modes 

Mario Grand Prix 

llhe b ~• rro rk indtores 
vourcurrent poslbn.) 

~ l1 Q. . 

~ 
(.) 

Ronk Doto 
You con .,e the com 
porot"" postbnsof 
all the roce~. Once around the s:rren eq.mls one bp of the rours,. 

You will race a total of four courses in each (up of the Moria GP. You anJ the other Kort la total fi, IJ of eight racers) will compete for the best 
combine! rank. Keep a watch out for attacl, from the other racm who can crosh into you or hormyou with item;. Because of this, Jriw swho 
ha,e the bestdriving techniques won't always finish the race in the leaJ. 

Driver's Points 
If a pbyercorres in fourth pbce or hettet thev rece;.,, 0reer's Points and willod"1nce lo the next cours,. 
Place fifth or looo rand a rre nu wil I op ieo r ofter \OU reach the goal Seed RflRY lo reslo rt the 'llrre cou ""· 
When iou pb1 the 1-Pbver rmde, ifelher pb)"r pboosfourthor het!ar, hoth willod"1nce lo the next courn 

Trophy 
Trophies are a,.,rd,d lo the d,;.,,s who ha1e s:ared the hghest rurrubt"" points ofter the four ra:es of 0Jch 
Cup are compeloo First plo:e rea,;.,es the Gil{ .,cor,J gets tie Si~r and third pbce rrust s,tte for the Bronze. 
Trophies earnoo are'llvro inlo Garre Pok rrerro~ aunrmtral~ and w,111,, dispb)"d on the Map Sela:ts:rren. 

Pause Screen 
If 1"' .,e,tQUIT on the Po,., s:een during the ra:e, \OU will el.Hn lo the Garre Saectnen. 

Tirres f•mMarb GP are not'l11ed inlo Garre Pok rrerro~. 

13 



6. Game Modes 

Two to fou, pluym can play the VS game choosing thei1 favou1ite charncte5 and cou5es. Playe1s have thei1 own screen 
to watch, but to make the most strategic use of theil items, pluye5 should check the othe, playm' sneens and pay attention 
to their opponents' movements. 

Course Selection 

Select your lavou1ite cou,se horn any of the sixteen cou,ses in Mmio GP. Each ,ace is three laps. 
Fi5t, select a Cup, then select the cou,se you wont to drive horn the lou, available. 

The Game Screen 

2-Playe, Games 
The screen is the same 
as Mario GP except no 
Total Time is displayed. 

Win/Lose 

3-Playe r Gm1 e.s 

Yru can to91le the fl:rnk Dato displ()/ 
ON or OFF !1 pressing tie(► 
I\Jtton. The'"""" adar will le 
dspb\'ld on the b""rright s:reen 

Once the lowest ,anking playe, is dete,mined, 
the game is over. On the Result Screen, each playei's 
score will be displayed. In 2-Pluyer games, the numbe, 
of wins for earn player will be di>played. In 3- and 
4-Playe, games, the numbe, of fi5t, second and thi1d 
place finishes will be di>played. (Thi, scoie is tempo101y 
and will be erased when the Control Deck POWER is switched OFF.) 
Alie, the game i, ave,, a Menu sC1een will opp ea,. Select liom the following: 

4-Aayer Gam e.s 

Press tie (►I\Jtton to s.vith 
the dspb1 !etl',a:,n the Ronk Dato 
and Cou"" ibdar. 

Reliy. 
Course Change 
D1we1 Change . 
Qurr . 

..... Reliy the some coU1Se wrrh the same cha1acte1. 
................................ Select o new cou5e. 

.. Select o new chorocte1. 
.... Qurr the VS mode, and ,eturn to the Gome Select saeen. 

Except for RETRY, you con select any of the above on the Pause sC1een as well. 
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6. Game Modes 

Battle 

You, goal in thi> mode is simply to eliminate you, opponents, not to be the fi1st across the finish line. 
Because of this, it's ve,y important to keep the othe, playe1s' posrrions in mind. 

Course Selection 

You con select any of the lou, cou,ses that 01e available only for the Bottle Mo de. 

The Game Screen 

== 
lP 1P~ -,-<12P ... 

• , I 

2P 3P!> .-,,._;. ' 4P 

Each playe1's position on the gom e SC1een i, the same as the VS mode. 
Theie me no alternate di>ploys. 

Rules 

Three Balloons -------------.. 
Th,ee balloons me attached to earn playe1s Kail. When thei, balloons have 
all been popped, they ore out. The lost su,viving player is the winne1. 

PoppitJt Balloons 

Pmt l: Slip on o Bonano, 01 collide with on opponent. 
Pmt 2: Hit Shells 01 Fake Items, etc. 
Pmt 3: Foll off the edge of the cou5e. 
Pmt 4: Crash with "Mini Bomb Karts". 

When You Have No Balloons Left 

In the 3-o, 4-Ploye, mode, when ploye5 lose all of thei, balloons, they me trnnslo,med 
into" Mini Bomb Karts" and foifeit the ability to win the game. Arr hough they cannot win, 
they con still collide with othe, ploye1s and couse them to Clash. Mini Bomb Kans con 
explode only once, and olte, that con no longe, po1tidpote. A Mini Bomb Kmt cannot use 
items and will not be displayed on course rodm. 

.tUL 
Co u1se Rodm 

15 



6. Game Modes 

Time Trials 
In this mode, your goal is to just drive as lost as you om. There ore no good or bod items to affect your ploy 
as in the other game modes. Perlect your driving technique to sOJre the best times. 

What is Your Ghost .. ? 
Your Ghost is "A recording of the course's best time" ployed 
during Time Trials. While racing, the driving data is temporarily 
stored. Loter, when you RETRY, a ho! visible character will 
drwe exactly in the some manner as the stored data. With thi> 
ghost as reference, scoring the best time should be easy. 

• If you don't finish the cou~e (or IT you Pause while 
racing), the ghost won't be saved. 

• If you toke too much time to reach the goal, or IT you 
make severe drwing mi;tokes (beOJming trapped, leaving 
the cou~e, etc.), sometimes the ghost will not be 
recorded. 

• When the Ghost data OJnnot be stored, a message will 
appear under TIME on the gom e display. 

• If you select COURSE CHANGE, DRIVER CHANGE or QUIT, 
the temporarily stored Ghost data will be erased. 

7. Using the N64 Controller Pak™ 

Loading Saved Ghost Data 
The saved Ghost data will be automatically loaded and displayed when 
you select to ploy that OJurse in Time Triob. 

On the DATA screen, when you wont to erase the Ghost data file 
saved to the N64 Controller Pok, select the course from which the Ghost 
is saved, and select ERASE GHOST. You will be asked to OJnfirm with 
the message GHOST DATA FOR THIS COURSE Will BE ERASED. IS THIS OK? 
If sure, select ERASE. 

A cou~e with saved Ghost data will di>ploy GHOST on the top of the 
course mop. 

16 

MAR IO KART 64 

Saving to the N64 Controller Pak™ 
l. In Time Trials mode, fini>h your favourite OJurse wrrhout leaving it to create Ghost 

data. During the drwe, do not press START to pause. 

2. When you RETRY, the ghost will appear and rooi along wrrh you. This driving data 
will beOJme the data that will be saved (if you ream the fini>h 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 fi~t time you 
hove saved, the gom e data for Mario Kort 64 will be outom oticolly created in the 
N 64 Controller Pok. 

4. Select one of the two available files to save to. If the ghost from that cou~e hos 
already been saved in errher file, you will overwrrre that file on d the old Ghost data 
will be erased. Remember, two Ghosts from the some course cannot be saved. 

If you turn the power switch OFF, press RESET or remove or insert the N 64 Controller Pok 
while the data is being saved, it might not be saved OJ11ectly. 

liETliY 
COUil$£ ON/WOE 
0/l/VE/l CNIWOE 
OVIT 
llEPI.AV 

l •~llVE CJIOST 

Error Messages When You Use An N64 Controller Pak™ 

If something goes wrong when you use on N 64 Controller Pok, on error message will be displayed. 
Use the following solutions for eodi m essoge. 

N64 CONTROLLER PAK IS NOT DITEITTD. IFYOU WANTTO SAVE THE GHOST DATA, 
PIIASE INSERT THE N64 CONTROLLER PAK INTO CONTROllER l. 

Swrrch the Control Deck power to OFF, then insert on N 64 Controller Pok in Controller l. If you ploy Time Trial; without 
inserting on N64 Controller Pok, you con still ploy the game normally, you ju;t connot soveyour Ghost data. 

INSUFFICIENT BIANK PAGES IN N64 CONTROllER PAK, GHOST CANNOT BE SAVED. 
121 PAGES ARE NEEDED FOR THIS GAME. FOR DETAIIS, PLEASE SEE INSTRUmON BOOKLET. 

Use the N64 Controller Pok Doto Menu screen to free up sufficient space (hold down the START bun on while you RESET 
the Nintendo64). Normal game ploy does not require thi> data to be saved. 

UNABLE TO READ N64 CONTROllER PAK DATA 
UNABLE TO SAVE THE GHOST 

UNABLE TO CREATE GAME DATA 
UNABLE TO ERASETHE GHOST 

Make sure eodi component is correct~ installed, and repeat the procedure. If these messages OJnlinue to appear, 
please contact the Nintendo Service Foroi on 02380 623200. 
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MARIO KART 64 

Data 

The Data Screen --------------------
On the DATA screen, you can view the best lap and total time records for each course. On the GAME SELECT saeen, 
pres; the R Bunon or select the Time Trials mode, then select the DATA menu. 

18 

Move the cursor u,ing the Control Stick and select the course 
that you wont to see from any of the sixteen cou~es. 

ERASE RECORDS FOR THIS COURSE 
Select this when you wont to erase the Best Record and the 
Best lop of a course from the Gome Pok memory. 

ERASE GHOST FOR THIS COURSE 
Use this menu item to erase Ghost data previously saved 
to on N64 Controller Pok 

8. Options 

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

Sound Mode 

You con select the sound type during the game ploy. Press the A Bun on to change the menu. 

Stereo: 
Select this when you use a lV with the stereo sound, or a lV and Hlfl combination. 
(Stereo sound is only available when using a Nintendo64 Stereo A/V coble -Sold Separately) 

Mono: -----------------------• Select this when you use a lV with monaural sound. 

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

Erase All Data 

You con erase oll the data saved in Game Pak memory and return its original condition, 
just like when you played the game for the fi~t time. 
Caution: Once deleted, saved data cannot be restored. 

Copy to Another 
N64 Controller Pak™ 

Using a second N 64 Controller Pok, you con copy the Ghost 
data saved in one N 64 Controller Pok to the other. 
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