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To find a section quickly, press Ctrl-F and type in either the name
of the section along with its content number (ie. 1., 2., 3., etc.)
OR you can use the codes on the far right. Simply type in the
brackets with the code number to get a jump.

1. Introduction [1000]

Super Mario Kart has always been one of my favorite games for the SNES.
Recently, we can see a lot of Mario Kart spin-offs on the N64, GBA, etc. I
decided to sit back down with my dusty SNES, and try it out again. Nostalgia?



Hell yeah.

This guide is designed to help a player make his way through the game, and
race in everything that Super Mario Kart has to offer. Hopefully, you find it

useful.
2. FAQ [2000]
o +
[Q] How do I unlock the Special Cup?
[A] You have to complete the three default cups on 100cc.
o +
[Q] I completed all three cups and got the trophy for each. How come
I can't play Special Cup?
[A] Make sure that you completed them on 100cc. Beating everything on
50cc doesn't make a difference.
e et e et e et L T +
[Q] What does 50cc, 100cc, and (unlockable) 150cc mean?
[A] Those are racing classes. At 50cc, enemy karts go very slowly. At
higher classes, enemy karts will go faster. Imagine it as a
difficulty meter. 50cc is easy; 100cc is intermediate; and
150cc is expert.
o +
[Q] How do I unlock the 150cc?
[A] Beat all FOUR cups on 100cc.
o +

For those that got the game without the manual, the controls are below. I

assume you know what a SNES controller looks like.

#|---- Start Button
L Button --| #4# | |-— R Button
| # | |
a | _

/ _ | | === X Button

/ R | -~ _ \
| ===~ | O _| [ I==1_1 | === A Button
| \ | /) /

Control Pad \ | | || /



| [ . | i
| Y Button |
| |- B Button

Control Pad ~

~ Move your character while driving.

~ Up and down buttons can be used to toss banana peels forward or shells
backwards, etc.

~ Move menu cursor.

Select Button ~

~ Initiates the behind view.

Start Button ~

~ Pause the game.

L Button ~

~ Have your character "hop".

R Button ~

~ Have your character "hop".

A Button ~

~ Uses Item that you have picked up.

B Button ~

~ Accelerate.
~ Select menu items.

X Button ~

~ Initiates the behind view.

Y Button ~

4. Characters [4000]

For Super Mario Kart, you have the choice of eight different characters. Each
of them drives differently depending on their style. See which one is best
for you.

It wouldn't make sense if the great Mario weren't in this game.
After all, it is Super Mario Kart! Mario may be fat, but he's pretty
speedy. Mario can also hold his own against many of the thinner




Luigi

Peach

Bowse

Donke

Koopa

players, but he's crushed by Bowser or Donkey Kong Jr. Even so,
he has mediocre speed and good handling.

Luigi is Mario's younger brother who always seems to get the lesser
fame. Unsurprisingly, Luigi and Mario have practically the same
stats. Luigi has good speed and is easy to control. Overall, the
green plumber is not bad. However, there are better characters (in
my opinion).

Princess Peach has great speed, but her handling suffers because

of it. You'll find that taking turns at high speeds will cause you

to drift; thus reducing speed. If you are using her, make sure that
you brake before entering sharp turns. In conclusion, Peach can do

well on straightaway tracks, but with a lot of turns, she loses it.

Being Mario's lizard companion; Yoshi is the little green dinosaur
that everyone loves. This little critter absolutely blows everyone
away with his incredible acceleration, but he can't turn for crap.
If you enter a turn with too much speed, Yoshi will skid out of
control. The solution to this? Brake as much as possible. If that's
too much work for you, pick something else.

r o~
Because he's big and bulky, Bowser really sucks with acceleration.
His handling also suffers because of his enormous girth. However, he
does have one strength. Bowser won't be pushed around by any other
character (apart from Donkey Kong Jr.). I don't see how that's TOO
effective in races, but oh well.

y Kong Jr. ~

Donkey Kong Jr. is virtually the same thing as Bowser. He's big and
can push others out of his way. Sure he can knock the coins out of
others, but he can't accelerate, and handling is only sub-par.
Donkey Kong Jr. is quite a difficult character to use. That's
probably why he's so unpopular.

The Koopa rocks the track with great acceleration and handling.
Although a lightweight, the Koopa can avoid his bigger foes by
simply speeding away. Take advantage of his amazing handling. I
barely brake because of it.

Being tiny, Toad can zoom past other cars easily. His handling is
amazing as well. In races though, you'll have to be careful of
practically everyone. Just by bumping into you, the bigger foes can
steal your coins pretty quickly.

5. Tracks [5000]



For the tracks, I'll list them in the order in which you reach them.

Strategies will be provided, as well as shortcuts and any other miscellaneous
information. Although you can tackle the cups in any order, I suggest taking
them in the order that the game would expect you to unless you know what you

are doing.

===== <-- Starting Point

-+-+- <-- Alternative Route

[] [1 <-- Items

] [ <—= Jump

>>>>> <-- Turbo Pad

##### <-- Special Track (Read desc. on map)

The Mushroom Cup is the first option you can choose. The tracks here are very

easy. If you're a beginner, suggest starting here.

MARTIDO CIRCUTIT O N E

@eeee
@eeeeeeeee
@@QRERERE QEEEEeEEE Being the first track, you can expect it
@eree @erEEeeee expect it to be pretty easy. A lot of
Qeeeea Qeerreeee this track is just straightaway,
@eeee @EeEREEEQEe so don't worry, if your turning
@reEe ereEEeEeE skills aren't up to par. I
[(1r1e @reEeea wouldn't even suggest taking
@rirl eeeeee the alternative route unless
[1rl1e @erE@ you have a mushroom to boost
(CHCHERENC! @eeea your car. There's no need to
@eeE@ @ea@ ===== brake on this track. Just
@@@@@ @QQQREQE@E@@E@ QErEE@ let go of the acceleration
@erea @REREREER @reea Qeree button for a second. That
ereee greeeee ereee @eeeea should slow you enough to
greeee erereee @eeee @eeeq take the turn.
@eEeEeEEEEEeEEeEee @reee @eeee
BRRRRRERRRR—+—+—+—+—+—+—+—-+QQQEE eeeee
@eeeeee @eeee @eeee
@reee @reee
@eeeEeeeeee
eeeee

QRREQRQREQARRQARRERL###H#HEQRERRERREARRERRRE
QRREEQREQAQRLQRRRQRRERRE###H#HEQEERREERRERREREAREE This track is pretty simple
Qereereeea @erea for the most part. You have



eeeeee eeereee greee
@eeee greeeeeeeee @eeee
@reee eeeee eeeaee @eeee
(rrie geeaee eeeea eeeree
@rlrl eeeed @eeee @eeee
[(rrie eeeea geeee eeeee
@reee eeeee eeeee ereee
===== greee greee geeee
@eeee @eeee @eeee @eeee
@eeee eeeee ereaee @eeee
eeeeee eeeraee ereee ereee
daddadddaaaaaagaeaece gereeeeeeeeeee
@eeeeeEeerEERReE @eeeeeeea
GHOST VALILEY O N E
dadddegedaecddaeceeddd dadddecedaaciaeaeicee
deddddagdaddddddadeddacdeddaceeddecddaceaeeicieaeicied
eeeraee grereeee (rre
geeea @r1[]
geeea (rpe
eeeraee ereee
[1@[] =====
geeea geeee
eeeee geeee
eeeree eeeee
eeeree geeee
@REEREEEQAQRQAERER] [@EEEREEEE +-+ QQREEEEEEQQeeee
@eeeeEEee@Eeee] [eeeeeeed geeee
ereee eeeee

dadddddaaeddaadadaecaaece
@eeeREEEEERREERRRLRRREQRRE

BOWSER CASTTLE O N E

Thwomps
|
|

QERREQREQRQREA#QQERERQREERQREQARERERRA[]QR[IQ[IQRERRERREE
@EREEQREERELER#LQRRLERRRELQRERERREAR[ICG[]G[]CRRRRRRE
geeee @eeeq
greeeeeeee @eeeq
eeeee @eeeq
geeeeeeee @eeEEErERErEREERErEQEE geeeq
@eeve @eeEEEEEeEreEEEeEeEQeE @eeee
@reeeeeee eeeee geeee @eeeq
@vaeea [ ] [ ] @eeee
geeeeeeee ###4#-Thwomps @QRRQE eeeee
@eeva [ ] [ ] =====
@reereeee eeeee geeee @reee
geeee [ ] [ 1 eeeee
geeeeeeee geeeq geeee @eeeq
#Thwomps # @RRRQR Thwomps-—##### @erEe
@EEEEEEEEEQEREEREEREREEER geeeEEeeEeEEQeEeeee
@eeEEEEEErEeErERRREREE geeereEreerereeee

too far into the race.

hairpin turn.

braking

one long straightaway not
However,

the problem here is the big

Don't worry, it's

not that difficult to traverse.
I can pass it fine without even

(just lifting the
finger off the acceleration).

You might be thinking, "All
straights? Pfft, this will
be easy." Well, think again,
as a lot of the track does
not have walls. That means
you can fall off, which will
really hurt your time. Try
not to be stupid, and know
where you are turning. Also,
the alternative route toward
the end can only be done with
Pick that up if

It's really a

a feather.
want it.
pretty effective shortcut.

Here's a new looks on life.
There's lava here, but I
don't believe that it's
possible to fall into it
easily. There's not much
turning involved here. You
will find some useful turbo
Watch out for the
Although there's not

too big of a chance that

boosts.

Thwomps .
they'd hit you, they are
still dangerous. Overall,

this is a very easy track.



@reerEeeerlerleeeeeeeca
@@QRQREEEERERRLREEA[]R[IQ@[]CEERREEERA This track may be a bit confusing. See
@@eEEEa@ @@EEE@ where the track crosses itself? Well,
Qeeeeea Qeeea it works kind of like a figure 8.
QERERA-+—-+-+-+—+—-+—+-+-+—+-+-+-+QQQQRQE Except that you jump over the
Qeeee @erEEEEEEe track. Speaking of which, that
@eree @ea Qeereeeeeee last turn before the jump can
eeeee @rereeeee @RRRRQR be a bit difficult. Just stop
Qeeea @@QRQRREE QEEEEE @@@Q@Q@ accelerating before going
@REERE@ (@eEeEeEe @eeeee @Q@QR@ into it. And for the
@QE@EEEEEEEEaE @QEE@ ===== glternative route, make sure
@EEEE@E@ @EE@@ @@E@@@ that you have a mushroom to
@eree @@Q@QRQ@@ Dboost yourself. Otherwise,

@REQRRRECREERE>] |CQRRRE| [ERECRRRECRRREQRE it won't exactly... um...
ddgaadadaadddadecegidddacpidaadcdaageeeee work.
@reereeeee eeeea
@eeeee geeee
greeeee geeee
ddddddadaddacedaageaecacee
ddddddddadaadade

Congratulations, you have just completed the Mushroom Cup. Hopefully, you got
1st Place. If not, that's too bad for you. Watch the big fish give you your
trophy (or not).

The Flower Cup is a bit harder than the Mushroom Cup. Make sure that you know
what you're doing before trying to tackle the maps.

ereerlee
@EeeeEE@rlIe[I@[lQEe The dirt on this track makes it
@QQEQRQERQEQRQEEQAEERQREEAT] @eE@Eea really annoying to turn. Make
@EEEE@E@EEEEEeEEee @EEE@E@ sure that you brake on the harder
@eerEee @eeeea turns to avoid spinning out of
@ereee Qereee control. Also, don't go off the
Qeeea @eeeee road unless you want to lose a lot
@ereea Qeeeea of seconds. Watch out for the
Qeeee ===== mud. Riding through them will
@eeee @RREQR slow you down. The key here is to
Qeeea @@@Q@@ stay on the road. Shouldn't be
@eeee @@@QR@ too hard.
@eeee ereee
@eeeeee @rerEEEeEEeEeRReR ereee
@REREQRERERELRERRRRRERRRRRRRRAE geeeee
@reeeeeeeee @eEEREEeEEeEeEeeEeee

geeeeeeee



@EREREERER[]@[]REERRERRRRRE @eeeeeeeeeeree

@QEEERRERE[]QR[]EERERLREEERRA QEeerrEEEeEEREeeE This is an easy track compared
Qeeea @eeea Qeeea Qeeea to the last one. The only real
===== @REREEREEQREEREERREE @Qeeee obstacle here would probably
@eeee @RRRERERRERERRERRRRR+-+RRQRE be the dark wood. Now, I have
@eree Qeeea no idea on how wood could make
@eeee @EEE@ your car spin out of control,
@eeea @@QREREEEEREREEEEQA but try to be careful when
QrEEeE @EEEEEEEEEEEEeEEeE turning on the dark wood.
Q@[] @@eQa Also, watch where you turn,
@eeee @eree so you won't fall off. There's one turbo
@eee~ ereee pad toward the south end of the map. It's
QEEERREEEERERRREEEQ @eeeea very easy to miss, so keep an eye out.
@RREQRLREQRLEREERRRARE @eree If you have a feather, you can jump the

@@RQRQEERQRLREEEERQAQEME small gap at the northeast corner of the
@eEEEEEEREEEEEEeE map.

DONUT PLAINS T W O

Monty Moles
\ @RERERERERRRERRRRRRRRRRRR
| (@QRRRQRRERREELRERRERERERLEERLREEREERERELEEAE This is just a regular track

@e#ee#eq @eeeee with one exception. At many
#@e#@ @@e@a points in the track, Monty Moles
@@e@@@ @EEEEEE@ [1171a@ will jump out at you. These
@erEe @RrEEREEEREERERE @rirl critters are harmless... unless
@Qeeea @@erEe Qeree [111@ they manage to stick to you.
@erea@ @Qereeea @erEe @erEe Once a Monty Mole lands on you,
QrEEe@ QrEEe@ @EE@@ QEREE@ jump repeatedly to get it off.
QEEE@@ @@@@@ @@@@ ===== Apart from that, this track is
ereeee eeeee ereee @eeee easy. Just watch out for that
ereeeee @eeee ereee @eeee big hairpin in the middle. By
@EE@@E@ @EEE@ @EE@@ @QEREE@ now though, you should know how
@eEEeE@ Qeeeq @eeee @eeee to handle it.
ereeee @eeee ereee greee
ereeee @eeee ereee Qeeee
@REERE#E#EHEQE @reee#e#eeee
ere#e#a Qer#e#ae#@
| |
| |
Monty Moles Monty Moles

BOWSER CASTTLE TWO

Thwomps

| |
@RRRERR[]@[]RERRERRRRRER#] [RRERRERR] [CR#RRREAQ
@QREQA[]JQ[]Q[]QQRERQQERQEQQAQEAEQ] [@RQREQRQRE#QEQARE This is an annoying map. For
Qeree @erea@ one thing, the Thwomps here
eeeee @eeee are numerous. Especially toward



@eeee

@ERERQREREREQRRT
@RERRREREQRRT

@rerEEErEEREEEeREREERREE eeeq
@EQRREERERERELEREREEEERRALRERRERRRREE
@eeEeE eQeeee geereerreeeeee
@eEEeE Qeeee
T QeeeE + Thwomps
h @eeee | |
w @EEERE QE>CQQEREEEEEEEEEEEE#eEE
o-##### QEEQRREREEREREEEREEER[]QRE#QEE
m QRERREREQREEEREREA] [QrE eee]reaee
p @GEQRREEEEREEEEREERERERE geeeeeee
s @eeee
@eeee

J#@eeelreeeee) (eeeeeeeeeee

1#@REEA] [GRRRREER] [CrRRREERR
\

@ the end where the last jump is,
@ they can easily crush you. Just
@ watch out ahead of you. Turn

away from a falling Thwomp.

The turbo pad can be a bit hard
to reach. If you can't get to it,
don't go out of your way. Just
keep going. For the alternative
It's

route, you'll need a feather.

a pretty big jump.

Thwomps
MARTIDO CIRCUTIT THREE
geeeeeee erereeee
cleeieciercierciercieNcieyd grereeeeeeee Well, I'll be honest. This
Qeeeeea QEeeeeee @eeee @eeree track is pretty hard. Unless
@eeea@ @erREEREREQRrERREER Qeeeeea you chose Toad or Koopa,
eeeee @eeeeeeeeE @eree a lot of braking will be
@LIT[] @eE@Eea required. There are turns
[1rle grereeea everywhere. The biggest one is
@[1[] @REEEeeQ the sharp hairpin turn in the middle.
@eeee @ereeeee Keep an eye on your position, and make
===== @eereeee sure that your speed is right for the turn.
Qeeea @eerEEeQe Unlike some other maps, if you come off the
Qeeee @ereeree road, you have some room to
eeeee @RREERERERRERRERERRRRRRRE recover. For the alternative
@erEe @ERERQRERLERLRRLERRERRRE route, you'll have to use a
@@een @eerEee mushroom to boost through
@eree Qeree the gap in the fence. That's
@erEe @eeee all there is to it.
@erea@ @ereEeEeeEee @erea@
Qeree @REEREEREERERERE Qereea
ereee geeeeeee greeee @eeeee
@rEEEREEeEEeE @REEEREEEREEREE
QRREQRR+—+-+—-+—+—-+-+-+—-+(QQRREQCREQA
Yay! You have beaten the Flower Cup. Don't you feel special now? No. Okay,
whatever.
5.3. Star Cup [5300]
The Star Cup is getting closer to the harder side of Super Mario Kart.
Assuming you passed the last two cups with ease, this one might make you sweat
a bit.

KOOPA

BEACH




@RREREREEREERERRERRE] @eee
QRRERRERLRERRERRRERRAR] Qeeeeea Here's a "different" track. Each of
@eereEeee + Qeee the islands that you see are
Qereea Qe @eree loosely connected. You'll have to
@erea @[] @eeeeee drive through some water to get
======= + @@ through. Also, note the
Qereea \ locations of some of the ramps.
@@eEREE@EE +-+-QQQE@ Obviously, driving through water
@erEeEEe @eee slows you down. By Jjumping off
@eerEee Qeee of these ramps, you cut down
Qeree @ereee on the time it takes to get
@ @@e@ through the water. For the
Qe[ alternative route, just drive
Qere @eeea toward the mini-island. The island
@ee @eelIQEE geeeeeeee has an item box on it. Beware of
@ @ @eE[]e[]eerrEEeEeaM @eEEEEee those jumping Pirahnas too.
@REREQREREREQREQRERRRRRRRE @ @eeeeeeeee
@REEEEEEREEREEREERERERQREAE @rereEerEerEeee
geeeeeerlerierie greeeeeeeeeree
rjerje @ee @@
@@
CHOCDO I SLAND T W O
eeeee grereeeeeee
CREREQRERERELRRARRRRARLARRQRRRRRRQARECRRRRRAR This track's biggest physical
CR[]RRERLERLERLRERRLRERLEARRARE Q@@ feature is the gigantic mud-
@[1@[] @Qereee pile at the east side. Mud slows
@errerie @rErEeEE you down, but it's still fun to
@eEEea@ o= Qf#####QHA ride. The key thing to remember
@ree@ | @R####H#H#EQEQ here is stay on the track. The
@eeeeq | QEHH#HHH#HHEHHHA dirt surrounding the track is
QQREEEA Big-ass | QAH###HHHHHHHEH#HA very difficult to move in.
@QEREEE@ Mudpile | QQ#H##Hf###Hf4##H#EHQ Also, slow down a bit on this
greeee | CReHHHH#HHHHHHE#HQR dirt track. It's easier to
@@EE@ | QR##H#H#H##HH##CQQR spin out of control here than
@erea@ e QO#H#FH#FH#HQA almost anywhere else.
===== @eeeeeeeee
ereee eeeee @eeeee
@eeee @rerEErEEREERERREeRRE @reeee
@REQREQREQRERELRELRELRRRELRELRELRRRERERERE
@rereEeEee greEeEeEe
VANTITLTLA L AKE ONE
@eee
@QREA[]E@[]Q[]GREREQREQREQREQREQRE This icy track can be hard
CRREEREQRQRERA[]QR[]RELRLELRLELRLEQEELREERE to traverse. Why? Because
@rerererereeee ereeeee it's kind of hard to drive
@ereea @e@ well on ice. Make sure that
@reeee geeeee brake before heading into
@ereea @erEea the sharper turns. This
Qeeree Qeeea track has ice blocks every-
@ereea @eea where. Because of the
===== @erEEEe background, it's hard to



@eerEa @@@EEe @E@ee to see them. If you

Qereee @eee @eee suddenly stop for some

@eeeea @EerEEeEe reaon, you probably

@Qeeee Q@@ collided with an ice block.
@rereee ereee Pipes will also block your
@erEerEeeea @Qeeea way, but they are much easier
QR#####H#EQRRQRRQRE @REREEREEREERRERRERR QreE to see. Watch out, as you can

QR####CCECRRELRRREEARRRLCRRRLARRRLE###EQRREE also fall into the water. Brrr...
QRE####EeRRRRRRRERERRR gereeeEeeee
@reeeEreeeeeeee [

Thwomps
\
@RRRERERQRRERREA] [#@] [QREREERREREEEREREEEREEEEE
@REQREQREREAREA] [#@] [@RREREEREEEEEEREQREEEEEEEEQE Oh man, what a track. You can

@erEEEEEEe Qeeee imagine the pain it was to
[jeee @eeee draw it out too. Anyway, there
[ ] @REEEREEQEEREEEQ@ ===== is a large chance of you
@reEeeeeee @reeEEEeEEeEreEEQE T @eeee falling into the lava. At the
@reeeeereee #H#H-T greeeee h @eeee area with the many jumps,
@eeee @@QRE@ h veeeea w @@EE@ if your opponents get in the
[ ] @ERE@ w @er@Eea o @EEea@ way, you'll probably fall into
@rlee e[reee @QeREe o [1eer] m Qeeee the molten rock. Ouch. This
@eEE@ [ ] @@QRE m @ereeea p Q@ee@ is a hard track, so don't
[ ] @eee@ QQERQ@ p @@@@@@ s—##QQQ sweat it if you have a lot of
geeeeeea @eee s geeeee @eEEEee trouble. Watch out for the
@rieeee[rleee geee greeeee greee Thwomps .
eerlerle @eee eeriee geeee
er[leeeE @eee @e[]ea geeea
geeeeeea @eea geeeee geeee
@] [@ Qeea ~eee greeeee greeee

geeeEeee @eea @eeea @eeeea @eeeea
@eeeEeee Qeeq @reeae @reeee ereea
@ERRREQREREEREEREERRERERREE @EeRREEREEEREEEERR
greereEEeErEEeERREERRRAE geeeeeEreeeeEeee

MARTIO CIRCUTIT FOUR

@eeereeeeee greeee
grererererereeea @rereeeeeee For the final map of the

@eeee @reeeee @REEREERE@ Qeeeee Star Cup, this course is
@eeea Qeeeeea (CHCHCREYC! @eeea not as tough as it should
ereee ereeee ereee @eree be. There are a lot of
@QEREE@ QEREREEQE QrEEeE @QErEE@ tough curves, so make
Qeeeea @eerEee @eeeea @eeea sure that you break before
@eree Qereeee Qereea @eree entering some of them.
@eeee @reree[]e[leRrRRRE @reee Namely the sharp hairpin
geeea @[rrerjerieecee @eeea turn in the middle. That
Qeeee ===== can hurt quite a bit if

@EREQQRREEREEREEERRELRRRELRQARRECRREE @eeee you aren't prepared. Some



ddddddddadddadedddadadadeadaceaeaeeedcd eeeea pipes will get in the

ereeee @erEe way. Luckily, they're
@ERREQRREQEEERERLERRLRREQRERRERRRRRRE @eeee easy enough to bypass
@ERRERREQEEEQREEREERERERERQREERREARE @eEeea without too much trouble.
@@E@@E@ @QQEE@ At the alternative route,
@erea@ @eree @erEe you'll need a mushroom
geeee @reEreEeeEeee @eeee to blow through the
ereee @reeeea @reEeea Ereeee opening in the fence.
QRRRRQRRRRRRRRRRAR+-+-+-+-+RQRRRRRQARERQRRERRE
geeereeeeeee geeeeeeeeee

Congratulations! You've completed the Star Cup challenge. Assuming that you
completed all three cups up to this point in 100cc, you have unlocked the
Special Cup!!

If you got this far, then you must be pretty hardcore. Okay, it's not THAT hard
to unlock this Special Cup, but the races kind of are. Play at your own risk.

DONUT PLATINS THREE

Bridge
\

| |
CRRERRRECRRLCRRRH#######H#####FQRRQEQCR[]C[]CE

CRCNCICRCNCICHCCRCHCICICICICE S E & £k & &% & & & &k & dCACKCICH N NCH N NCR R NCICICId] Falling into the water
@eea Qeeea is very easy to do here.
Q@@ Bridge Qeee Make sure that you
ae \ eeeee don't. Some of the
ee | | eeeea AI drivers are a bit
@@eQa QRREEQEH##] [####4H##H4#H##FQQQRQAEQQARQA crazy, so watch out when
@eeeee CRRRRRREREHH#H] [H#####HHH##HHCQREQREQQE you try to knock them off
===== ereeee course. At the second
@eeee QEREREEEQE bridge, you'll have to hop (L&R Button) to
QERERE@@ @@QEEEEEEEEEEE@ get over to gap. There's no ramp to assist
@eeea @EEeEREEEE you in getting over the gap. There are
@eree @erEerEeeree quite a few sharp turns. Be
ereeee @reeeeee @eeeeeeeeeeee careful with your speed
eeeee @eeeEeEeeere @eeeeeeee when entering some of the
ereEeE ereee ereEeE geeeeee turns. The Monty Moles
geeeee @ereeee ereeee @eeeEee hanging around might
@eR#E#Q@ eeeeee @RErEEEEEEEEEEER#ER#EERERRRE cause some problems. If
@e#e#eeeeee @REEREQREEREEREEREER#E#QQE one gets you, hop a few
| Qreee | times to get it off.

| Monty Moles
Monty Moles

KOOPA BEACH TWO

@RREREEEREE[]C[]Q@[]QRRERRERERRRERE
CRREERRERERERR[]IQR[]QRLRERLELRLELRLEREE This is a weird track, so I'll explain
@eee eeee a bit. The idea is to race along the



@RREEEEERREERERERE ===

wall thingy in this pattern. Seeing as

eeee

@eErEErEerEerEeEeeE the fastest way around the circuit is
Qeee @@@@ by driving nearest the wall, you'll
Qeee @@ea want to take that route. Also, you can
QEEQ-+-+—+-+-+-+Q@Q@Q jump over the wall by using a feather.
@Qeeea @eee@ By hitting the other
eeee @REEREEREEREERERERRRRRRAR wall on the other
@eee @REEREEREEREEREQREERERRARERAE side, you can take a
@Qeee Qeee major shortcut. The
@eEe @eEe darker water signals
Qeee Qeee the deep parts of the
@eee @eee water. Don't go riding
@eee eeee into those.

dadgdaddaddagaagaddaddadgadaadeaaceadeacs
ddddddddddagdadgdaddadddadaddadeadadeadadeadd

GHOST VALLEY THREE

lggddddaddagaaaadaacdeaaceeee

@EeEEEeEEEeEErEeeeeRee[]@Q]
anidddadddgdddaddadddacdeaeadads

@eeEEEEEEEEeEEeeE@[]@[

ereee eeeee

===== grereeeeeee

@eeee @ereREEeEeEeeeEeeerEee

@eeee @rererererereeea

greee cleicieicielcielcieiciercieycielciecielcielcielc

@eeee @RREERERERERRERERERERERRRRRRRE walls. Therefore,

@eeee @ereee

Qeree @erea@ course for those reasons.

greee @rereEeEeERRERRERRE

@eeee @REEEERERERERLRERERRRRREREE

@eeee @rEEEEErEEErErRRERREREE

greee @REREERERERERRERRRRR end.

@eeee geeeeee

@eeee geeeeee

@eeeeeeee @eeeeee

@RRERERERERERERERERRRRE geeeeee
geeeeeeeeeeeeee geeeeee

ddddddddddaddaddaddaddadddadaageaaaged
dddddddddddadddadadadaaNddddadaadedsd

VANTITLTLA L AKE T WO
@a @ee
@EEEEEEQEQeEEee @[]ee[leeeeeeeeeeeea

@EEEEQQQAQRREREEEEA[]QRR[]CEEEACRQERREEECERARQQ
@REQRRREEQRREREQE REERERERE

This track is annoying
because of all the
holes in the path. Keep
an eye out for those.

Likewise, a large

portion of the track is missing

try to at least

stay on the track. This is a hard

You will see one

turbo pad toward the south end of the

but
don't fall off at the
The darker wood is

track. Use it,

easier to slide on.
Take those turns with
caution.

This track is a water
hazard all-around.
= Stay by the water's

@eerEEeee Q@ @eerrEEee edge when racing,
@eeee @eeeeeee but do not fall in.
ereee grereeea For me, that was
@ee @erree incredibly tough.
@eea [ LAKE ] @EeeEEEe The icy track adds
greeee @rereEeReReR insult to injury.
@ee grereeee Don't slide off
@erEeEEe QEeerreeeea of the course, or
@reeea @ @ee@ @eeeEeeeeee you might land in the
erereee @ @@ eeeeeee cJeyeyeyeyerciercierelc water. Ugh. You'll love



@reeee @@ @@ @ @rEeEEEEEee @eeeee eeeea the ice blocks too.
geeeerEEeeREERRRERRRE @E@EQRR @QQRR @eEEeEEEeeE @eeq Avoid them at all costs.
daddddaddagaddaddageaeceaceecee @eeeEeeEeeeeeree

RAINBOW R OAD

Ultra Thwomps
|
@RERQRERRERE[IRER[IR[]IRRERERRRRERA#REERRRE

@RERREEERRREE[]IR[]IRREERRRREERRR#ERRREERRE Rainbow Road: hard track? Yes.
erereee @eeeea Impossible track? Nope. You'll
@ereE Qeeea notice that there are
@eeee @eeea absolutely no walls on this

===== @@RQRLEERQRLREEELRLRLEEQRQMLEERMA course. That means if you

U @@eE@e T @RRREERRRERRRRRRRRRRRRRRAR accidentally ride into the edge,

1 @@eR@ h @@@QQ@@ Ultra Thwomps ----. vyou fall off. Apart from that, it's

t QRERE w @eree | all just picking up speed on the

r ##### o @eeeea | straightaways. The Thwomps here

a QREREE m CRRREQRRRERERRRRRRRLRRARHRHRQR will make you spin out of
@eeee p @REQREQREQREREQRELREREQREERR#R#RQRRARE control if you hit them
@eree s @@QREQRQR@ when they're down. If they
@@@@@ @@@QRQ@ smush you, the same thing
@eeee @@@Q@Q@ happens as always. I call
@eerEEe Q@#@@[l@[]l@E@ @@@Q@QRQ@E@ these Ultra Thwomps because
@reeEEeEEeEeEeH# @QEREQEQEQEEQEQREQEQREQREQREEREE I suck at making up cool

QerREEEeEeeH# CREREQREQREQREQRLRLRERERRERERR names.
@e#erererereew

|
Ultra Thwomps

Excellent driving! You are now a Super Mario Kart expert! Enjoy your well-
deserved credits. Now you can master each track with the BEST POSSIBLE TIMES
EVER IN THE TIME TRIALS!!! *ahem* Excuse me.

6. Items [6000]

During each race, you have the option of riding over boxes or items. Yeah
yeah, it's all unrealistic stuff, but these items can really make your life

easier.

This is the basic projectile weapon. When you pick one up, you can
shoot it at an opponent in front of you or in back of you. Since

it doesn't home in on an enemy, you'll have to aim it. If you miss,
the shell will bounce off the wall (if applicable) and has a chance
of hitting other drivers as well as you! If you hit someone, they
will spin out of control.

Red Shell ~

The Red Shell is basically the same thing as the Green Shell with



one difference; it can actually follow an opponent. Even though you

still have to point your car in the general direction of another

driver. It just makes the task much easier. If a shell hits another

driver, he or she will spin out of control.

Banana Peel ~
This item can be very useful if you know how to use it.
AT drivers usually avoid them with ease, if you place a
just before a jump or something like that, you can have
slip on it easily. Once a driver slips, he or she spins
control.

Mushroom ~

Although
Banana Peel
someone

out of

The Mushroom gives your character a steroid boost. Use it, and you

will be boosted quite a bit. Only use Mushrooms on straight tracks,

or else you might go off the track. That's not cool.

Yeah, you get coins. It's as simple as that.

Feather ~

The Feather is only really useful when you want to jump
opponent, or take certain shortcuts in certain maps. If

over an

someone

launches a Red Shell at you, just jump over it. Apart from that, I

can't really think of any other uses.

Lightning ~

Hey, now this is COOL! As a last measure, you can pick up one of

these gems. By using it, everyone on the track turns small (except

for you, dummy). When they are tiny, other drivers move very, very

slowly. Also, they can be squashed. Sure, it's cheap, but who

cares?

Starman ~

I love this item. When you pick up a Starman, you can be

come

invincible for a few seconds. That means any shells, banana peels,

etc. do not affect you. Also, if you run into someone while

invincible, the other will spin out of control.

7. Racing Tips [7000]
Super Mario Kart is not a very technical racing game, so there's really
nothing too tough to understand. Here are some racing tips to help you get

the best times.

- Turning seems to be the biggest problem that new players
accelerate in sharp turns. Stop before you enter the turn

face. Do not
(for some

characters, Toad and Koopa for example, you don't even need to brake).

The idea is to avoid spinning out of control.



- Only brake on sharper turns. Never accelerate during a turn unless
it's a very shallow turn.

- Tackling hairpins effective can be difficult. However, you want to
make it so that when you enter the turn, you have the biggest possible
turn. Do this by staying on the outside of the turn. Then immediately
drive in toward the apex and then let the cart drive to the opposite
side.

- Look for turbo pads. Use them to your advantage. They will prove to
be very effective. If you find a turbo pad lined up with a ramp, use
it to get massive air.

- Keep an eye out for obstacles. This is a big DUH!

- Get items and USE the items.

- To start off with a boost, press the accelerate button (and hold it)
just after you hear the first beep. Do it right, and you'll start off

quickly.
8. Version History [8000]
Version 0.2 -- A portion of the tracks list is done. 14 KB
Version 0.4 -- Character list done. Racing Tips finished. 20 KB
Version 0.6 -- Tracks completed up to the Star Cup. 28 KB
Version 0.8 -- Star Cup completed. 40 KB
Version 1.0 -- Guide is complete. 50 KB
Version 1.1 -- Updated Legal Information.
9. Legal Information [9000]

This FAQ is the property of its author, Quan Jin. All rights reserved.

Any stealing, selling for profit or altering of this document without the
author's expressed consent is strictly prohibited. You may download this file
for personal and private use only.

Super Mario Kart is a registered trademark of Nintendo. The author (Quan Jin)
is not affiliated with Nintendo in any way or form. All other trademarks are
the property of their respective owners.

10. Credits And Closing [10000]

Thank you for playing this amazing SNES game. I had a lot of fun writing it
and drawing up all those totally coolio maps. Until next time, I'm out of
here.




PsyTom2000 - His great guide saw a possible shortcut in Koopa Beach 2. I never
noticed it. Thanks!

Gobicamel - He recommended me this game. How would I have ever written this
guide without him? Thank him.

Y. T.W.S.R. - Only a few selected people might know what I'm talking about here.
Since I'm not one to give it away, I would still like to thank
this group for their support and motivation throughout the
lifespan of this entire FAQ.

The FCSB - They didn't help too much but what can I say, where would I be
without a few of them? Major props to these great board members who
are also prized FAQ writers. Some examples being; Crazyreyn, Psycho
Penguin, Gbness, Karpah, SinirothX, Meowthnuml, Guitarfreak86,

Joni Philips, War Doc, Merca, and last but definitely not least,

Gobicamel. You all rock!

- All outside sources which have contributed to the making of this guide in
some form have been cited in this section. Any sources that have provided any
information at all are listed in the credits. I am not taking credit for others
hard work and I hope they do the same. Not giving proper credit is plagiarism
and it's against the law.
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