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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION
AND PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE
USING YOUR NINTENDO" SYSTEM, GAME PAK OR ACCESSORY.

This seal is your assurance that
Nintendo has reviewed this product
and that it has met our standards

- riginal . : :
Orig Jor excellence in worlkkmanship,
reliability and entertainment value,
Seal of

Always look for this seal when
buying games and accessories to
ensure complele compatibilily
with your Nintendo product.

Quality

Thank you for selecting the Diddy Kong ™* Racing Game Pak for
the Nintendo ® 64 System.

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

©1997 RARE.

* TRADEMARK OF NINTENDO.

DIDDY KONG, BANJO AND KRUNCH
CHARACTERS LICENSED BY NINTENDO,
LICENSED BY NINTENDO.
NINTENDO?,NINTENDOS4, © AND Nt ARE
TRADEMARKS OF NINTENDO CO..LTD.
©@1997 NINTENDO CO._LTD.
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THE NINTENDO 64 CONTROLLER

Control Stick Function

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

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

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
N incorrectly.

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

The Control Stick is a precision instrument, make sure not to spill
liquids or place any foreign objects into it.

Holding the Nintendo 64 Controller

While playing Diddy Kong Racing, we rec-
ommend you use the hand positions shown
at left,

By holding the controller like this, you can
operate the Control Stick freely with your
left thumb. Using your right thumb, you can
easily access the A, B or C Buttons. Place
your left index finger where it feels comfort-
able, but not in a position where you might
accidentally press the Z Button on the back
of the controller.

Connecting the Nintendo 64 Controller
Up to four players can play this game. Connect each player's controller
to the appropriate controller socket on the face of the Control Deck.

Beginning on the left, the sockets are for
Player 1, Player 2, Player 3 and Player 4.

You must use two, three or four controllers
in order to play the 2-, 3- or 4-Player game
modes.
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mber was trying fo calm the excitable Pipsy so that he could understond at least
part of hat she wos soying.

“He said he'd help us!" she squeled, making Bumper and TipTup wince os the pifch of her
voice soared in and out of audible range. “He said he wanted fo find o champion fo go after
that horrible pig once ond for all!”
“Slow down, Pipsy,” Timber urg
After oll, this whole business had b
unwanted infrusion eft y

Now this suunds promising lought Things had been ull too quiet since those old fomily
friends the Tigers had arrived ?d their summer.
W

@ sense of her words without upsetting he;
¢ litfle mouse than any of them. Wizpig's

And os it tumed out, thelmessage was from his old friend Timber, son of the Kongs’ guests,
the Tigers. The young Tiger had found himself in,quife.0 bit of trouble that, for once, wosn't
even his foult. After Did8yekong corefully Jnﬂe through o couple more times, he sof

back and gnawed on o finger, igaze fixed somewhere beyond the e‘_gln,f morning jungle 'd helf Really, Bumper, he did! | just sow
mist. i _ _ '
He'd been asked to help, so his infention to zip off as soon as possible ot be in doubt. i e B-but nobody’s seen him for Mifty years,” he profested.

The question that preoccupied him now was whether or not he should
just in case... ofter oll, this Wizpig sounded like o pretty mean fo
Finally, he decided that his friends Bonjo and Conker would sfill e
turned out that their services weren't needed. So, the young ape

did, | promise!” '

rough. “That means he must have been kicked out of the .

, “After all, we've seen what that pig’s spells con do...”

, leering Wizpig fuce Ihut had been carved into the mountainside
o islond's

0 slon 1prlde and joy, which had been
makeshift carrier pigeon - he began to scribble out a couple of message: '. ( i it friend and the islonds champi-
A few hours later, Diddy I(ong was on the firs Ieg of hss journey, tearing off 0 hot

“Hey - whete you think he go?” usk od Ki
His crony frowned. “Why?” he asked.
“What if he go fetch n’fhers? Fight Kremlings?”

The bt bout this and than realized what Krunchlwas ms nupplng down his o
“No way. | not gn, e Said, Wthiumed ond bolred info the undergrowih. - 2 " Timber agreed. fp, . Help should be on ifs
Krunch rolled his eyes. "Hopeless “&%horted. “I go after him,” he bellowed to his owa Woy soan, hut we g st oround waiting - let’s get ouT rhere and do whm we con!”

colleague. “You go fell boss - see what he think of that, huh?” ;
And with that, Krunch lumbered off thiough the frees, grumpily swatfing aside vines os he 1
went. b

And, lef's, fust hope that Diddy Kong doesn't mention any of this fo my porents...




" switch fo the ON position. Make sure n

demo begins, press START fo display the Start/Options menu. Press START again fo begin.

GAME

Two main modes of ploy are available when
you first stort the gome, Adventure and
Tracks. Before entering either of these
modes, you must select your racer(s) on the
Character Select screen.

SELECTING YOUR
CHARACTER

Use the Control Stick fo highlight your char-
acter of choice. Then, press the A Butfon
once fo select and ogain to confirm at the
"0K?" prompt.

Other racers joining in for a multi
player game must do so by pressing

|

START on their own controllers before they
will be allowed to select a racer.

Pressing the B Button will move you back o
screen or cancel your choice. Once you've
selected your racer(s), you must choose
whether fo enter the Adventure

or Tracks mode.

=

-
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SELECTIN
YOUR GAME

If only one controller is in place and one char-
acter chosen, a menu will offer the choice of
Adventure or Gome modes. When more than
one ployer selects a character, the gome will
automatically advance fo the Tracks mode
course selection screen.

OPTIONS
The main Options menu offers a number of
importont pre-gome choices:

LANGUAGE

This option will default to English but can be
toggled through a selection of different lan-
quages by moving the Control Stick ¢ or
*_ This setting affects oll menus ond in-
game fext.

SUBTITLES
Toggling this option OFF will tum off the
story fext that appears in Adventure mode.

AUDIO
OPTIONS
Use this option to change
the game sound fo Stereo,

£ Mono or Headphanes mode.

i

L
The scroll bars allow you to adjust the relo-
tive volume of background music and sound
effects.

SAVE OPTIONS

This option will open a sub-menu accessing
Game Pak and Né4 Controller Pak™ memo-
1. The options available vary depending on
the dota currently saved. Some options will
not be available until necessary. If Controller
2 also contains a N64 Controller Pak, you
will be able o copy data to it from the N64
Controller Pak in Controller 1 (Confroller
Pak 1). When a N64 Controller Pak is not
present, o it cannot accept more dota,
some options will not be available.
Adventure files soved in Gome Pak memory
are identified by balloon count and inifials.
These can be copied to, and from, any of
the three Gome Pak sove slots, empty
pages available in an Né4 Controller Pok
inserted in Controller 1 or they can also be
erased.

Other Game Pak memory related operations
will give access fo the fastest fimes that are
saved in Game Pak memory, allowing you
to copy them fo Confroller Pak 1 or erase
them entirely. If you Erase Game Pak
Bonuses, you will tum off certain functions
that become available for exceptional play.




You can also access the 10 menu .
while you switch the Power fo ’rh e i i B 'more  bal-

loons and
| providing eror sunply erase them fo make wa

ns given on this screen allow you to enter new codes, bring up a list | i gecessfo  new games.

eady activated, or wipe the list completely in order to start fresh. 4 - Sdecing 20 ey o
g gome. After entering V@ mﬂh (UB o

g D three letters), you'll vigla brief infro
n or press the B Button while'on any menu fo retumn TIMDUS screen. | ™ sequence tat expains rhe ks uf the

e

'RUMBLE PA '
Didd eing s e5|gne it use with the Rumbfe Pak™ accessory. The Rumble Pak

*Willbe figgered whenever you hit an obstacle or another racer, accelerate quickly, brake, ot _
of course, when you take a hit from an enemy weapon! Should you wish to switch between »
using o Rumble Pak or Né4 Controller Pak, do so emly when prompted by the on- | - sy ided ot fme
screen instructions. 1 gote- crashing Wizpig.
CAUTION: When switching the Rumble Pak or Né64 Controller Pak during gome ' -
play, leave the Control Deck ON. Switching the Rumble Pak or Né64 Controller . & 3

Pak at any time except when prompted may couse the game fo malfunction or o
loss of your stored game information.




'-’rml area, wafing. You con aioct i e
fion by bumping into him, or by driving up
and honking at him with a press of the 7

Button. e

Just in case he’s wandered out of view, try
moving onto the Summoning Pad (designed
fo represent his face) that sits in the center
of the area. Honk your hom to call him back.
The Genie is all too happy fo give you what
help he con; you'll need it because different
worlds can only be reached in different vehi-
cles. Quiside the tracks, only Taj has the

_ power o fronsform your defoult cor

* are; there's no limit

Taj will perform this service:

fo the number of times

for you.

‘However, since he’s doing his best fo assist

you, the Genie will also want o occasionally
fest your obilities fo make sure that you're
not wasting his time. Don’t be surprised if
you find yourself foced with o personal chal
lenge when you visit the central area!

‘I'II l.“hlls _ (L
Each of the four main worlds has its own mmml areu bayondﬂwmuin doofs these areas are

| known as Lobbies. Each Lobby has a number of doors leading info specific areas of that warld,

- all with different conditions to satisfy before they will open to you.




BOSS AREA (STAGE 1)
The Boss level within each world is accessed
from o door marked by @ pair of hands grob-

bing the handigulis rnpel'ls for the first i i
time when oll 1 acks in that One of the fist the cunning
have been beaten and 0 'H'zplg tf d upon his umvul was fo toke -
. i c@ﬂecfed tegardless of ho other bak g tnese o
;- otherwise, it [l semain locked. loons have been gathered ' ead

Thr racetracks hehim. se doors form the heart of each
world, and you'll nuﬂ 1o know then like the bock of
your hond beforeyou'te'goad enough logoufter
Wizpig. Your aim on each course is o outdo™

your fellowstagers ond finish first, which will
eorn youd'p Golden Balloon from
There are OEFD bjectives 1o each

BMﬂd lheﬁuorhesu one- Uﬂﬂﬂﬂ_l‘ﬂ'- '{hﬂl' | ﬂ]g pm W iy

up your prize, the
anges fo o Golden

fer you've won “ piize

8 you've ‘Beafen the boss fo
stage, re-entry will bring




l'l.l-l-l.fl.l.l " R

‘sequential four-stage race for,the
v Gold Trophy of Chompionsy

ore owarded in Grond-Prx style
befween fracks. To claimythe great-

open. ' | - quered twi olden Balloons
When you've collected encugh fo breuk fh!s collected, thls donrmﬂ unlock for the second
reinforced spell, you'll be invited to toke up  time and give way to the Boss choracter’s
the Silver Coin Challenge! Re-master each  real challenge. Come in first once again and
track, collect all eight coins and finish first to  this fime you'll receive two vital
cloim your second balloon from that course. ~ rewards: first o piece of the
Succeed.in this, and'not one but two Golden ~ Wizpig amulet, four of which
Bulloons will uppeur on the tuaek.door fo pro-  will eventually open the way
)1 Vi ) o o confrontation with the

as 1ong as you

infergaloctic bully; sec- / - ” make up foriton
ondly, activation of / b 7/ ' Lanother frock.
that worldshigh p ¥ ’ BT Tron e
octane Trophy mode. : but oi course only Gold will pruve vo 1 fruie roc

Bs f0

You'll also nofice that Wizpig's ] ing caliber. Only Gold will matter when it come
mugshot disappears from the Boss ] finding out the Trophies” real significance!

door when both challenges have "’ {‘ There are three places that offer you the chance to check
been overcome, replaced by an ' ki l out your trophy count: the Trophy cabinets in the Lobbies,
imoge of Taj to show that you've ] i T.I's Stotus menu, and the billboord on the central
reclaimed that world in his name. \ 'i area’s beach.

——
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CHALLENGE LEVELS
The only thing that can open the door to
the Challenge area of each world is a key
that T.T. hs hidden away in one of the four
racecourses. You can search for the key in
any mode - you can even abandon the race
once you've found it. Picking up the key
immediately qualifies you for entrance to
the Challenge level, which is different in
structure in each of the four worlds. The
aim here is to beat your three CPU-con-
trolled adversaries to win a piece of the
mysterious T.T. amulet. A rundown of each
(hallenge level is os follows:

,,,,, " W |

FIRE MOUNTAIN
(DINO DOMAIN)

The aim here is to hatch three baby
dinosaurs before any of your opponents do.
Swoop down to collect your first egg from
the center of the arena, then quickly return
it o your nest. Each of the four nests ore
clearly marked with a picture of its corre-
sponding racer.

The hatching process begins when each egg
is deposited info the nest by pressing the Z
Button. For a few seconds the egg icon
beneath your racer’s image of the fop of
the screen will flash. At this time only, the

17

egg
is vulnerable
thieving i
your f /
nest well and 'rhe dino v.fiﬁ hatch, Ieu\rmg
you free to scramble for the new egg that
appears in the arena below.

ICICLE PYRAMID
(SNOWFLAKE
MOUNTAIN)

If it's a straightforward oll-out battle you're
looking for, this course might be more your
style. Race around the frosty corridors of
the pyramid, seeking out your three rivals
and letfing loose with any power-ups you
con find! Everybody begins the game with
eight bananas, losing two for each hit they
fake; your only aim s fo be the last one
left standing...

. DARKWATER BEACH

(SHERBET ISLAND)

This the second of the rulefree battle
zones, set on the usually tranquil coast of
Sherbet Island. It's not so tranquil now
though, as the four of you thunder around
in search of power-ups fo blast one another
out of the running. Again, you start with
eight bananas each; your goal is to st
have some bananas left when your oppo-
nents all run out!

SMOKEY CASTLE
(DRAGON FOREST)
Similar in principle to the Fire Mountain
challenge, this arena finds you frying to fill
your treasure chest with ten bananas before
your adversaries can do the same. The
bananas appear scattered all around the
course and they'll automatically leap from
your car info the appropriate chest as you
come within a certain range. However, it
shouldn't take you long to realize that
you can only carry two bananas
at o fime...

Once you've complefed
all four challenges, what
do you do with the
completed T.T. amulet?
Well, we're sure you'll
find something.

w‘

Much like the racetracks, eamning enfrance
to the Challenge area in Adventure mode
opens up a multi-ployer version of that level
in Tracks mode. In this area, any or all of
the CPU can be racers replaced by human
players.

EXIT

(learly marked with big bold letters, the
Exit door provides you with a way back to
the central area. It will never, under any cir-
cumstances, be locked, so don't get clous-
frophobic!
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un | you ( ' Adventure Mode
P 0 bemmqynurawn-.hesrmm.]'hls -
is (epresented by your ghos! if you attempt the same Tmck in Time Trial mode more than Wy - Weapon Track Radar
once. The main use for his mode is o familiarize yourself with the frack and ifs hazards, : held (Toggle for Speedometer)
increasing your chances of mostering it in all other modes afterwards. However, as Time '
Trial is T.T.'s own specialty orea, you may be able to convince him that you are a worth-
while challenge and prompt him later to take you on himself!

~ Mter inserting it, press the A Button to cofinue. The Ghosts Note uses 103 pages of N64
Controller Pak memory and you can save the best Ghost from six different courses. To delete all
of your saved Ghosts, select Ghosts in Save Options, then choose Delete. To delete an individ-

SAVE GHOST ual Ghost, choose the View Ghosts option and select the Ghost you wanf o delete, then press

This allows you to save your Ghost data to an N64 Controller Pak and it only appears when the A Button fo confirm,

there is Ghost data to be saved. If you have not previously inserted an Né4 Controller Pak,




:» H B B

_IJJ_A: S INODE

. Essenhullv unrelated to the one-ployer Adventure: meﬂe the’ ﬁnd(s mﬁde offers the excl

ment of either a solo race ogainst the dock (much like Time Trial mode in the Adventure
game) or o multiplayer race between human contenders. Up fo four players can toke part
in the oction simply by pressing START on the Character Select screen, then moving their

19 /20 /3P /4P cursor sign fo the racer of their choice.

The Tracks mode course selection screen offers a full ist of available courses ancompossmg
oll-four racetracks, the Challenge level, and the Trophy race from each of the four waorlds.
However, ot the very beginning only the first level from each warld will be available - orhais
have fo bsaumedhvopemnq their doors in Adventure mode.

To select a racecourse, use the Control Stick o highlight your choice. Available courses are
marked with their names and either a Genie or o Wizpig image, depending on whether or
o those tracks have been broken open in Adventure mode. Unavailable tracks also feature
Wizpig but have a question mark in place of their nomes. Highlighting an unovailable
course will have no effect, but highlight on available frack and the window will fade into
rolling fly-by. Press the A Button to advance to the course informafion screen, which features
your best lap and race times and number of balloons collected in the Adventure mode. The
next menu allows you fo select from the vehicles available for that course. In multi-ployer
mode, racers do not have fo choose the some vehicle if more than one is available. When
this choice has been confirmed, the option of a Time Trial is presented unless there is more
than one player waiting fo take part, in which case the race storts immediately. Acfivating
Time Trial mode leads to only you and, if applicable, your ghost appearing on the track fo
vie for top fime. Leaving Time Trial deselected means that all players, human- and CPU-con-
frolled, guther af the starting line. In multiplayer mode the number of other CPU racers on
the track is also adjustable, so you can arrange an intense head-to-head showdown
between you and a friend or get everyone on the frack for allout action!

The race begins after the final “0K?* prompt which follows. Pressing the B Button ot nny
stage before this will take you back a step through the selection %

..........

Tracks Mode



TIMBER™

(Medium acceleration, medium weight, good han- ~ —

dling, medium top speed) |\l S\
A playful young figer, Timber hos been left in J

charge of the island while his parents visif their :

old friends over in Kong Country. Desperate to R 4

get Wizpig out and everything else back to normol

before they return, Timber rallies his friends fo join up

with Toj's resistance! ,/ %
\"d o PIPSY™ |
€ - -3". (High acceleration, light weight, excellent handling,
' ! Ry medium top speed)

Evicted from her mountain home by the wicked Wizpig,
Pipsy the mouse turns to her friends for help and
gives them yet another reason to want the intruder
out. She might seem delicate, but take her on in o
race ond you'll find that she’s a lot fougher than

she looks!

DIDDY KONG™
(Medium acceleration, medium weight, good handling,
medium top speed)

Regarded os a hero after all his adventures in Kong
country, the young primate is a long-time friend
of Timber and doesn't think twice about
responding to his call for help. With his fomily
tending to their guests, he even manages to
sneak off without their interference.

23

, _
high top speed)
Even before the start of his future partership with
Kazooie, Banjo isn’t one to furn down the chance
of an adventure. So when Squawks brings
the message from his pal Diddy Kong, the
Honey Bear stuffs a few things info his
frusty backpack and takes to his heels.

CONKER™
(Medium occeleration, medium weight, good handling,
medium top speed)

Another friend made by Diddy Kong on one of his
» endless odventures with Donkey Kong, Conker
S, is also an exploration nut who'll jump af any
chance to break free of a squirrel’s less than
exciting daily routine. He’s eager fo join up

with Banjo as the bear passes through.

BUMPER
(Medium acceleration, medium weight, good handling, medium top speed)
Unlike most of his kind, Bumper the badger prefers speed and

fhrills to o quiet nocturnal lifestyle. He gets even more worked up
than his friends when he realizes how much racing and
excitement will be involved in the crusade
fo get rid of Wizpig...




TIPTUP™
(High acceleration, light weight, excellent handling,
medium top speed)

TipTup the turtle is another member of the close
group of animal friends, but because of his ner-
vous (and maybe even slightly clumsy) nature,
he’s never been parficularly fond of the racing

that the others seem to like so much. Now,
though, he doesn't seem to have much choice!

KRUNCH™
(Low acceleration, heavy weight, difficult
handling, high top speed)
Seeing Diddy Kong rush off so suddenly
makes the Kremlings very suspicious, so
Krunch goes bounding after him to make
sure that there aren’t any onti-Kremling
plots in the works. Diddy Kong,
Timber and company don't
exactly trust him, but Krunch
insists he’s only there fo lend o
hand...

DRUMSTICK™

The most experienced racer on the island, Drumstick
was the animals” best hope for getfing rid of the
infruder. Unfortunately, something seems to have
gone wrong and he hasn’t been seen since he

went off to make o stand. Could he have fallen
afoul of one of Wizpig's spells?

25
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Evicted from his mountain home and cut off from
his lamp, this ancient Genie isn't exactly pleased
with the despicable Wizpig. Now, he’s in

search of a champion racer to go up against -
the uninvited guest and hopefully teach him a les-
son in manners!

.. ™
- - Like Taj, the overseer of the racetracks is less than ‘
»e impressed at Wizpig's behavior, but in T.1.'s case, it's |
because the bully has sealed off his beloved cours- |
/\_/ *  gs, He can't do much on his own, but he’s certain-

ly willing to give the animals any help he can in
their mission.

WIZPIG™

The big bad bully himself, a spiteful space

traveler who hops from planet to planet look-

ing for good places to drop in ond cause

havoc unfil there’s nothing left there fo amuse him.
Nobody’s ever managed fo kick him out before he got
bored, but there has to be o first fime...
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Here you'll get the chance fo hﬂ mp speed on ’rhe gluuer d Everfmst Pauk Iuep ﬁw IDGiJ in
the caves of Walrus Cove, skid between tumbling ice boulders in Snowball Valley ond cruise il Boulder Canyon, crise the bustling
thruugh the starlit mist at Fmsiy Vﬂlqge streefs of Greenwood 'ﬁlluge breeze through the wide open spaces of Windmill Ploins ond




REV-E

CAUTION

This Nintendo game is not designed for use with any attachment, “back-up” or
game altering device. Use of any such device will invalidate your Nintendo product
warranty. Nintendo (and/or any Nintendo licensee or distributor) is not responsible
for any damage or loss caused by the use of any such device. If use of such
device causes your game to stop operating, disconnect the device or attachment
carefully to avoid bending, breaking or damaging the connectors and resume
normal game play. If your game ceases to operate and you have no device
attached to it, please contact your local authorized Nintendo distributor.
= NINTENDO HELPLINE 190 224 1001

(LEGION CALL RATE AT 75 CENTS PER MINUTE)

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

WARNING

Copying of any Nintendo game Is lllegal and is strictly prohibited by national, local
and international copyright laws (including section of the Copyright, Designs and
Patents Act 1988 and the 1991 EC Directive on the Legal Protection of Computer
Programs). Back-up copies are not authorized and are not required to protect your
software. Violators will be prosecuted.
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!i (GAME PAK, ) BY NINTENDO AUSTRALIA

REV-J

VARRANTY FOR THE NINTENDO 64

PTY. LTD.

The product is sold subject to all warranties implied under the
provisions of the Trade Practices Act of Australia. Nintendo
Australia Pty. Ltd. (Nintendo) warrants to the original
consumer/purchaser that this NINTENDO 64 (“GAME PAK”) shall
be free from defects in material and workmanship. If a defect
covered by this warranty occurs, Nintendo will repair or replace
the (GAME PAK) at its option, free of charge.

To receive this warranty service, contact Nintendo's Head Office.

The undertaking to repair or replace the product will not apply if
the (GAME PAK) has been damaged, after sale to the original
consumer/purchaser, by negligence, accident, unreasonable use,
modification, tampering, or by other causes unrelated to defective
materials or workmanship.

NINTENDO AUSTRALIA HEAD OFFICE ADDRESS:

48-52 Dunlop Road, Mulgrave, Victoria 3170 Australia
Phone : (03) 9265-9900

* NINTENDO HELPLINE 190 224 1001

( LEGION CALL RATE AT 75 CENTS PER MINUTE
Calls from mobiles and public phones attract a higher rate. )




