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WARNING: PLEASE CAREFULLY READ THE SEPARATE
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

| AWARNING - Seizures)|

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

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

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

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

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

Convulsions Eye or muscle twitching Loss of awareness
Altered vision Invol Y Di i

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

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

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

. Play in a well-lit room.

. Take a 10 to 15 minute break every hour.

;MW =

| AAWARNING - Repetitive Motion Injuries |

Playing video games can make your muscles, joints or skin hurt after 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 you 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. s
* Do not use the AC adapter if it has damaged, split or broken cords or wires. e
= 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 tumed OFF before removing
the AC adapter cord from an outlet.

[ AACAUTION - 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 activity until you feel better.

| AACAUTION - Laser Device |

The Nintendo GameCube is a Class | laser product. Do not attempt to
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only.

Caution - Use of controls or adjustments or procedures other than those specified
herein may result in hazardous radiation exposure.

CONTROLLER NEUTRAL POSITION RESET

If the L or R Buttons are pressed or the Control Stick or C Stick are moved out 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 -

R 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 official seal is your assurance that Nintendo has
reviewed this product and that it has met our standards for
excellence in workmanship, reliability and entertainment
value. Always look for this seal when
buying games and accessories to ensure
complete compatibility with your
Nintendo product.

Official

Seal of Quality

scensed by tale for use ondy weth other suthonsed
ntendo Seal of Quality ®
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THIS GAME SUPPORTS THIS GAME IS COMPATIBLE

ALTERNATING GAME WITH THE GAME BOY

PLAY WITH ONE, TWO, ADVANCE PORTABLE VIDED
THREE OR FOUR PLAYERS GAME SYSTEM.

AND CONTROLLERS.

THIS GAME REQUIRES A THIS GAME IS COMPATIBLE
MEMORY CARD FOR WITH PROGRESSIVE SCAN
SAVING GAME MODE TVs.

PROGRESS, SETTINGS OR
STATISTICS.

NEED HELP PLAYING A GAME?
You can visilt our website al www.nintendo.com for game play assistance
For automalted game play tips and news, call Nintendo’s Power Line at: 1-825-885-7529.
This may be a long distance call, 50 please ask permission from whomever pays the phone bill
Rather talk with a game counselor?
1-800-521-0900
Availlable in U.S. and Canada - §1.50 per minute (U.S. funds)
Piease have Visa or MasterCard ready

MON.- SUN., 6:00 a.m. to 7:00 p.m., Pacific Time
Callers under 18 need lo obtain parental permission to call. Prices subject lo change.
TTY Game Play Assistance: 425-883-9714

THIS PRODUCT HAS BEEN RATED BY THE
ENTERTAINMENT SOFTWARE RATING BOARD. FOR
INFORMATION ABOUT THE ESRB RATING, OR TO
COMMENT ABOUT THE APPROPRIATENESS OF THE
RATING, PLEASE CONTACT THE ESRB AT
1-800-771-3772, OR VISIT WWW.ESRB.ORG

EVERYONE

To play games that carry the Dolby Surround Pro Logic ll logo in
surround sound, you will need a Dolby Surround Pro Logic Il or Dolby
SURROUND 5rround Pro Logic decoder. These decoders are sold separately

PRO LOGIC I

© 2003 Nintendo/CAMELOT. ™, & and the Nintendo GameCube logo are trademarks of Nintendo.
Copyrights of all Characters and Music reserved by Nintendo. Copyrights of Game, Scenario and Program,
except Copyrights owned by Nintendo, reserved by Nintendo and CAMELOT. Manufactured under license
from Dolby Laboratories. Dolby, Prologic, and the double-D symbol are trademarks of Dolby Laboratories.
©2003 Nintendo. All rights reserved

Connecting Controllers

Up to four players can play
Mario Golf: Toadstool Tour
using only one controller. A
single player can play by
plugging a controller into any
of the four controller sockets

on the front of the Plug your Controller
Nintendo GameCube™. into any socket!
A
C ONTENTS
¢ Controls 6

¢ Starting the Game
¢ Before You Play

¢ Hitting the Ball

¢ Tee Time!

¢ Main Menv

¢ Play Modes

¢ Setting Handicaps

10
12
18
20
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¢ Leaderboard and Scorecard 30

¢ Character Introductions

# Mario's Golf Glossary




; i The play screen

Simulation line

Y View hole layout
[\x View landing point
Check everything before you swing!

[Auio-swing
@ ™ @ poerec™ [ Autorswin
Manual Swing

want o scd s Set the impact point

o = o = Press ) or ) for natural spin.
: Start swing  Set power —
(Pause game View hole layout -Muke;w' OO Topspin
Display the pause menu. Press ) o roon e he oy sron. selection'quickly! OO Backspin

© _ Bescimesonmesso s




¥ Select the Number of Pluyers R

Choosellwnumborofplayarsfmmﬂucbmmmﬁehhmmnu

Put the game disc into the
Nintendo GameCube™
and insert a Memory Card into Slot A.
Close the cover, and press POWER —g B - -
to turn the system on.Oncei}wﬁfla 'nr‘. . & Select Your Character
screen appears, press START/PAUSE 0 L. T FTom ilable on thi

! Choose your character those avai on this screen. Press
0 get 10 the Mcle Menc. /2> to make your character a left-handed golfer. Press £& once
more to make your character right-handed again.

& YToadstool Tour

M First-time?
If this is your first time playing,
follow the instructions on page 9.

B Continuing?

Once you have started a game, various
scores and statistics will be saved to the
Memory Card automatically. In some .
game modes, you can save in the middle

of a game. When you want to continve | %
one of these saved games, select
Continue from the Main Menu.

(_Main Menu =3 Pg. 20)

Tl\ewallublenmdeswﬂdlﬂerdepm&'lg

on the number of players.

_4 Select a Course

After turning the system on and reaching the title screen, you must
have a Memory Card inserted in Slot A, or you will not be able to mm"’”‘mdﬂﬂm'mm

at any time. Insert a Memory Card and follow the play mode you select. More courses
‘ﬁ;‘mm{ o0 e T i ; will become available once you meet

certain conditions in the game.

*The Memory Card in Slot A must have at least 13 free blocks to
save your game.

*Once you save a game, you can continue playing it at any time.
Please confirm that the Memory Card in Slot A has a Mario Golf:
Toadstool Tour game file saved on it.

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

Select Course screen

|5 Setting Handicaps
This is not available in all modes. See pg. 29 for more details.
O—




Before You! Play @ AViCwinglthelrerrain N
Before hitting your shot, check the flight path and projected

landing point using the simulation line. Keep in mind that the
better you time your shot, the more closely the ball will follow
the simulation line.

Distance and elevation to

desired landing point *The slruuluhon line does not account for wind speed 0= Pg. 16

Current wind speed

and direction @ m m ”_
. v 43# shows where the ball will

land. 4@ controls the camera.
Press @ to view the lay of the
green. Press ) or @ to return to
the play screen.

Simulation Ime N

Currently-
selected club

Overall score and
current hole score

The grid surrounding your desired landing point can help you read
the surface slope and differences in elevation.

Simulation line

Lie conditions
and Lie factor

| o0 ‘

I Desired landing
point

I Tilt 4@ to change your view.

L] Press (D, Q ,or@logobock
2 to the plcyscreen




Reading the
Power Meter

Press o to start the swing.

Press 0¢guin to set the
power and determine the
distance of the shot.

The impact-zone timing is
set randomly inside the
auto-swing impact zone
(the blue line on top of the
power meter).

Step Three

*The closer you set the power meter to the Mario icon, the farther your
ball will fly. If you don’t press any buttons after starting your swing,
you can redo your swing after the cursor resets, |

Random auto-swing
impact zone

Mario icon

You have control over more aspects of your swing with the
manual swing.

More Steps to Think About

0% Qi Q- O i

Press o to set the power
and determine the distance
e of the shot.

As the cursor returns to the
impact zone, press

or o to determine the
timing.

*If you don’t set the timing, the meter continues all the way to
the right, resulting in a terrible miss-hit.

Using the avto-swing

[ Get as close to your desired power as you can!

] Hope that the power meter stops exactly on the
sweet spot. (I's random!)

*You control the impact timing giving
you the chance to make better shots.

] Get as close to your desired power as you can!
1 Set the impact-zone timing perfectly on the sweet spot!

Press o to start the swing.



During a manual swing, you can put different s of
— spin on the ball, letting you affect the way the ball moves
B after it lands!

How Spin Affeds
a Shofp . 00

Press o to start the swing.

Press o

power and ine the
distance of the shot.

As the power meter returns
to the sweet spot, qblchly
enter a button com

suchas @) -

|+The first button of the spin command sets the impact-zone timing. |

Selecting a Club -

Choose your club based on the distance you want the shot to go. JiE=
Select a wood (1W, 3W, or 4W) if you want to hit a longer shot.
Select an iron (31 through 91) for both short and long shots.

For shorter shots, shots around the green, and bunker shots,
select a wedge (AW or SW).

Before each shot, the most conventional club is selected
automatically. You can use () to select a different club.

e e distonce o b can hit the
! ; it

\

Press ow switch from a regular shot to a
power shot. (The power meter will turn red.)
Power shots increase the distance the club can
hit the ball! You have a limited number of
power shots per round, but if you time both
the max power and the sweet spot
accurately, the number of power shots will
not decrease!

Press () to switch to a
power shot!
{

*Press o:;goin!omﬁﬂ:h back to a
normal shot.

(15)



If you can't find a club in your bag with the exact distance you
want, use > <l to adjust the range marker ( } above
the power meter. Use this as a target to time your swing for
shorter distances.

[ /2> <R\ Adjust Range Marker |

Press <\ fo shift the marker to the right.

For example, if you want
to hit the ball 137 yards,
you can shift the range
marker to the right.

Step One

Press o to start the swing

Step Two

As the cursor reaches the
range marker, press {J) for
an auto-swing or () for a
manual swing. The cursor
will travel past the range

aarkeg you don't press
or .

Step Three

Wind can drastically change the flight of your shots!
Check the wind speed and direction in the upper-
right corner of the play screen before each shot. The
arrow indicates the wind direction (and which way
it will blow your ball)!

Change Shot Direction |

The wind blows in the
direction of the arrow.

The higher the number, the
stronger the wind!

Wind Direction

Wind Speed

The simulation line and star icon do not account for
the wind. It's up fo you o alter your shots based on
the wind. Use £ <) to move the range marker
to the desired distance and tilt ;Q left or right to
adjust the shot direction

Adjusting the Impact Point

Use + prior to your shot to adjust the impact marker, and check
the simulation line to see how the different impact points affect
the flight of the ball. Don’t forget! Even though you can adjust

the impact marker before your shot, the actual impact point is
determined once you set the impact-zone timing (see below).

(onse i orker 5 o G+ )

Use + to change the impact marker and
view simulation lines for different impact
points. When you find the landing point
you want, you're ready to go!

Press ) to start the
swing.

While the cursor is in motion, use to adjust the impact point.
Move the impact point to match it up with the impact marker you
set in step one.

Impact point on top of
impact marker

AR = -

Tilt @ to line up the impact point with the impact marker. Finish
your swing with o or o as you would normally do.

*if you release @ before pressing o or o to set the impact-zone
timing, the impact point will return to the center of the ball.

*For outo-swing shots, once you start the swing, you can adjust the
impact point using O unlil the white auto-swing marker on the right
side of the impact zone is set.




It's a good idea to think about
where your second stroke will
be while you’re making your
first stroke. Check the F?:I{owing
things before your tee shot—or
any other shot, for that matter!

Press @ to view the hole
homehive. -
Check wind conditions.

; @ to set shot direction.
@ <@, to set the range marker.

to select shot type.
@ or @ to view the desired landing point.

Lie-Factor Percentage

The percentage displayed in the bottom-right corner is the
lie-factor percentage. I¥'s based on your lie, and it shows the
distance that may be added to or deducted from your shot.
The worse your lie, the higher your percentage is.

07 RrheYsecond]strokeJAim{forthelCreent

On middle and long holes, you should try to get onto the
green—or as close as possible—on your second shot. Tilt
to select a club that best matches the distance to the green.

When the ball is within 60 yards
of the pin, select an approach shot
by pressing {J) . The power meter
turns blue, and no matter which
club you choose, the maximum
distance is sixty yards. Press )
to return to a normal shot.

From the green, if you filt @ up
slightly, you can use the grid to
read the surface of the green.
Then, use to adjust the
direction of your putt based on
the slope of the green.

*On the green, you can only use a putter.
*You can choose between three puﬂing_L
distances. Select the one that best matches
the distance to the cup.

Step One

Step Two

Step Three

Press eifhero or o to finish!

*You don't have fo set the power during your backswing!
You can set the power when the cursor returns towards
the impact point. This is useful with short putts!

*You con change the range marker using or €
on putts, too! If the hole is uphill from your ball, you
should probably set the range marker past the hole to
compensate for the slope.

ie-factor percentage also
changes depending on the club.

(I.ie-fudor percentage




Q@tss

Here you can view all kinds of scores and records or
make changes to play conditions and other settings!

= .
[T
The lessons explain things like the Select Records to view the
controls and different shot techniques. — stats for every mode in the
There’s a lot of useful information game. The records are
here, so check it out. saved automatically, and
there’s a lot to look at.
@ Continue S __ |
You can save any competition mid-game except for the , - : s sy o
tutorial and the time- and ring-attack modes! af o B e
Press START/PAUSE during play to access stomatically updates to
the pause menu. Move the cursor to Save | (£ 3} & ¢
cndpressOloconﬁrmyourselecﬁon. = - in each d
Corrtrals
o . e _ m Turn the background music on or off.
m Select from stereo, mono, or surround sound.
m Turn the Rumble Feature on or off.
’I'he conliowe WI from the Main If you delete any data,
A il He ' it cannot be restored.
. P . Be sure you really want
* If you quit a game in the middle of a hole,
you will hove 1o stort that hole over when to delete the data before
T

Use () to select from the available save
files and press Otosmm.

To continue a saved game, select Continue |
from the Main Menu.

#You can save up fo three separate games.

oif ot anyti choose "continue without
mnotg:rhrneyw mnwﬁn

doing sol
yOu resume your game.

* Do not touch the Memory Card or
the Nintendo GameCube during
the saving process. Doing so could
damage both items.



Explore more than 10 different play
modes. Challenge characters head-to-
head, take them all on in a tournament,
shoot through rings, collect coins, and
even complete a round against the
clock! Try all of the different modes to
discover all that this game has to offer!

rPuuse Menu umc-uu 9""" 0"" ]

Press START/PAUSE to bring up the
pause menu and put the game on
hold temporarily.

The pause menu options differ
depending on which mode you are

playing.
Scorecard View the current score and leaderboard.
View the rules for the mode you are playing.

Controls View the controller configuration.

Quit the current hole. Giving up will result in a total
score of three times par for that hole.

Save the current game or quit playing.
LET DS ITl Restart the current hole from the tee box.

Next Hole Stop playing the current hole and go to the next.

Quit current game and return to the title screen.

Quit playing the current mode and return to the
Main Menu.

(TR T T Change the wind and weather conditions.

Return to Menu

m"“‘“““l' an [3] next1o a play Number of Golfers
means you can set player
handicaps on the Handicap screen. ::: :;:;b':;?f golfefl s that

Compete against other characters and
earn best badges. If you save mid-
tournament, your save file will be
deleted once you finish the 18th hole.

o Best Badges

If you Collect a lot of these,
you might get something cool!

Unlock{New[Courses!|

Win a tournament in order to participate in the next one.
Winning tournaments also increases the number of courses
you can acces in the other modes!

Two players form one team, and the players take turns
hitting the same ball. Select a stroke-play (pg. 26), match-
play (pg. 28), club-slot (pg. 25), or skins-match (pg. 28)
competition!

If you only have one human player, you choose
the other three characters, and the computer
controls them. Use o to confirm character
selections. Select the characters' skill levels with
) ond press ) to confirm.

When playing with two or more players, you can
set up teams on the screen shown at the right.
Use () to select teams and then press ) to
enter your selection.




Character Match

Compete one-on-one against a computer-
controlled character using match-play rules.
(See page 28 for more details about the rules.)

Ny

Compete by hitting your shots
through rings placed around the
course. If you have more than one
player, you can select a Challenge
or Face-Off competition.

*Challenge mode is the only mode avoilable
during a one-player game.

Play six holes against another player and

competfe to see who can complete the
most holes!

Challenge

Pass through the rings and complete the hole by scoring par
or befter!

*Earn a certain number of stars on each course to unlock other ring-attack
courses!

=

==t Club Slots

Club Slots uses point-tournament scoring (see below).
Your clubs are selected at the beginning of each hole by
a slot machine (you always have a putter). After
selecting Club Slots, choose either Four or Three Slots.

Using the Club Slots

Press @ to stop the wheels in order from
left to right. The first wheel sets your driver,
the second wheel sets your medium-range
iron, and the third wheel sets your short-
range iron.
sLine up three stars to use all of the clubs in your

bag! But if you don't get three stars, each star

on the wheel means you don't get a club

for that wheel!

If you chose to play Four Slots, the fourth
eel sets special conditions that are only
available on that hole-and others that

carry over!

Point Tournament Double Bogey 0

Bogey 1
In this mode, your result for each hole Par 2
determines your points. The table on the Birdie 3
right explains how many points you Eagle a
receive for each result. Hole In One L)

Albatross 5




Hit your ball near coins to collect them [
an! compete to get the highest -
number of coins. The ball doesn't have
to hit each coin individually—just get
within a certain range to collect all the
coins in that area. After selecting Coin
Shoot, select either Quick Cash or
Cash Cup.

Collect as many coins as possible within a given number of shots.
Shots landing in water or O.B. will not add any penalty strokes to your
score. Also, you don’t have to finish the hole. Just focus on the coins!

Collect as many coins as possible and score par or better. If you score
worse than par, you will lose all the coins you collected. Shots landing in
water or O.B. will add penalty strokes to your score.

[0)) speed oo g

Complete your round as fast as
possible! The timer starts when you
start your round, and it keeps track of
the total amount of time it takes you
to finish! The three fastest times under
60 minutes for each course will be
saved to the Memory Card.

Stroke Play

Compete for the fewest total strokes
on the course of your choice. The
player with lowest score wins! (You
can unlock additional courses for
Stroke Play by winning matches in the
Tournament mode.)

H EIDET

_Three

Side Games are fun challenges that test your golfing
abilities! You can even set handicaps when playing with
two or more players to level the playing field! What are
you waiting for?

Birdie Challenge

Compete on a par-3 course fo see how many
consecutive birdies you can get!

Practice your drives, approaches, and putts!
There are novice, intermediate, and expert levels
that include chip shots, long putts, and even
shots to help you recover from a bad stroke!

| Training

This single-player mode is perfect for practicing your
game. Choose the course and hole, and play as many
times as you want. You can also change the wind and
weather conditions. Training is available on any course
you have unlocked, so practice the holes that give you
the most problems!

@mw « )% Adiust Settings |

| Changing the Weather Conditions

Select Change Weather from the pause menu
to view the screen on the left. Here, you can
change the wind and weather conditions.

«Press ) or @ o return to the pause menu.



In this two-player mode, the player
with the lowest score on each hole
receives a medal. The game is over at
the end of the round, or when it's
impossible for one player to catch :r
to the other based on the number
remaining holes.

| Siﬁs Match

In this mode for two to four players,
the player who finishes with the
lowest score on each hole wins a
point. If two or more players earn the
same score, the point for that hole
carries over to the next hole. Whoever
scores the most points at the end of
the round wins.

Compete for the shortest total distance
from the pin. Players have one stroke [
per hole, and the distance from each
pin adds to your total distance. If your
shot doesn't land on the green, your A
total distance for that hole is 100 feet. [&f
Go for the shortest total distance! =W

=
NICE'ON'L

*
&

Some of the play modes described in pages 23 through 28
have an [J] next to their names. In these modes, it's
possible to set player handicaps. By setting handicaps,
players with different skill levels can compete more evenly!

Press (1) from the Select Course
screen to view the Handicap screen.

[;; Select Option () Set Handicap |

Press Ofo return to the play screen or
press o to start the round.

=1 JIATION L

Set this to Landing Point to make the
simulation line stop where the ball lands.
Set this to Stopping Point fo make the
simulation line indicate where the ball

will roll after it lands.
Mulligans

Set the number of mulligans. A mulligan
allows a player to rehit any shot without
taking a penalty stroke.

Set the tee box for each player. The back
tee box is farther away from the pin than
the front tee box is.




The leaderboard is used during tournaments, and the scorecard is used in a
number of different play modes. Both the leaderboard and the scorecard are
displayed when all players have finished a hole. You can also check scores
on the scoreboard or leaderboard during a game from the pause menu,

{ )= to switch between the leaderboard and the scorecard.
Pmssoor 010 return to the pause menu.

- Hole

character's

< The last hdecompleled
icon on the leaderboard to -

find your current ranking displays here.

in the tournament.

During a tournament, the hole number, par, score, number of putts, and other
statistics are tracked on the scorecard.

Best Badges

If you earned any ansudgesdunng
the tournament, they appear here.

Shatistics from both th front
and back nines are displayed

in this column.

Readlng Churucler Data

\}Y

HADATT

CONTROL
L sem

IMPACT
CONTROL

It's-a me! I've
been on fire
lately, but |
hope you'll
challenge me!

Mhd“*hl‘.

IHIDACT

B CONTROL
S




R.20¢ 1l
T a
1I_JD'.¢'\'(“TL

CONTROL
ISPV

\Yoshi

Golf is perfect for

me, 'cause | love to
roam! Why don't we
square off?

R 208 v gl
]. A

HUDACT

CONTROL

Koo R 20

Hit 1 might be )
small, but I'm a

0l
8

IMPACTS e

huge fan of UG
gom cw' ',o CLJNT!?:.-L
match skills? -

=22)

Kong|

Smacking the
B ball a mile is
great. Now let

WUPACT i

me show you

what | mean!

CONTROL

SPIN

\2!0%
S o

CONTROL
L SEIN

Challenge me? You? I'm the
best golfer in the world. I'm

Daisy;

but golf is my thing!
And I'll go toe-to-toe

to prove it! CONTROL
GPIN

What's up? I'm new, \2 I 3%
2

IMPACT o

Lrer—



1 love to golf,
and now |
want to play

209Y other golfers!
\\ ) 4 Are you in?
14 =
A\
IMPACT

CONTROUTEL R—
L spiv) e

n_m?\'r"?_
CONTROL
DALY

It's me, Diddy! I'm hooked on this game,
and | wanna show you my skills! Ready?

R 207 Y gl
~) B

but nobody cheats better T DA —
than me! You got that?! CONTROL
SSPIN

You might be gettin' better,

IMPACT *

CONTROL
SPIN}

Bwaaahhh ha HA! I'm so good, golfing
is starting to get boring! BORING!!

ers:?

There are even more golfers waiting for the chunce to
hit the green. Do you have what it takes to add them
to your roster?

Coming Soon!

the links! Develop
your characters in
Mario Golf: Advance
Tour and transfer
them to Mario Golf:
Toadstool Tour!
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= Albatross
A score of three sirokes under par on
a single hole. It's also called a double
eagle.
Approach
A short-range shot played fo the

Approach Wedge (AW)

A dub with a distance and trajectory
i
itchi . I's used to hit
mhﬂnggmm&omshoﬂdism.
Back

The last 9 holes of an 18-hole course.
Birdie

A score of one stroke under par on a
hole.

Bogey

A score of one siroke over par on a
hole. A score of two strokes over par
is a double , and three strokes
over par is a Iriple bogey.
Bunker

A sand trap. It's an obstacle in the
course that can be difficult to escape
from.

Chip-in

A shot hit from off the green that goes
info the cup.

Club

An implement used to hit a ball, such
as a wood, an iron, or a putter.

Cup
A hole in the green that players hit the
ball into.

ormie

describing when a player has
, or is up by, as many holes as
are left to play. A dormie hole is
in which the leading player
only a fie to win the round.

bgfies

>
gz

in which the ball flies to the

ight after being hit and then curves to
left before landing (for right-

nded golfers).

ive

term referring fo the first shot of a
r-4 or par-5 hole (usually struck with
driver or 1W). Best Drive refers to
longest drive on a hole.

tH

term used to describe when a player
iss-hits the ball by hitting the ground
with the club before siriking the ball.
Eagle

A score of two strokes under par on a
single hole.

Fa

3>0 FFE29F

ven

A term used to describe a tie score.

E
Fade
A shot in which the ball flies to the left
after being struck and curves to the
right before landing (for right-handed
golfers).

Fairway

The groomed lawn that makes up the
largest portion of a hole.

Feet

A unit of measurement that's one-third
of a yard and equal to 30.48
centimeters.

Front

The first 9 holes of an 18-hole course.

Green
A designated area with very short
e

I 5 n wiin sh
gr:?: that surrrgmds iheggreen. i
Handicap
In real golf, the average number of
shots over par that it takes a player to
complete a round of golf. A higher
handicap indicates a novice player. In
this game, there are a number of ways
to take a player’s handicap into
account,
Headwind
A wind that travels against the direction
you want fo hit your ball.

Hole In One
Getting the ball into the cup in one
stroke.

Iron

A club with a metal head and 2
thin spine. High irons fravel Bz 8 ¢
short distances and low irons

travel long distances.

Lie

The position of a ball on the ground.
Line

The path that the ball will travel from its
lie o the hole.

Long Hole
A term used to describe par-5 holes.

Middle Hole
A term used fo describe par-4 holes.

Mulligan
A attempt at a shot when the
Elcyer doesn't like the results of the

rst.
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0.B.

Short for “out-of-bounds” and used
when the ball lands outside of the
course. A one-stroke penalty is
assessed for each O.B. shot. The next
shot is hit from the same spot the
0.B. shot was hit from.

On
A term used when the player’s ball
has landed on the green.

Par
The standard number of strokes for
a hole.

Pick Up

When a player quits playing the
current hole and goes to the next
hole. The player is usually charged
a penalty.

Pin

Another term for the flagstick that
marks a hole. A Pin Shot is a shot in
which the ball directly hits the pin.
Pitching Wedge (PW)

A club used to hit the ball onto the
green from short distances.

Putt (or Puiting)

Using a putter on the green to roll the
ball towards the cup.

Putter

A dub used to roll the ball across the
green.

Rough

The areas of long grass surrounding
the fairway.

Run

The distance traveled from the
moment a ball hits the ground until
it comes fo rest.

Sand Wedge (SW)

A club with a high loft, useful for

hitting balls out of bunkers.




Semi-rough

T bt et o ok bk RS NOTES

The area clong the fairway with
slightly longer grass than the fairway, | box.
yet slightly shorter than the rough. Water Hazard

Short Hole Any shot that drops into a body of

A term used fo describe a par-3 hole. ! water. A one-stroke penalty is

Shot usmdfolauc‘rl:’;l::seshoh.m
. next shot is hit area where

vAvill'lm: ‘T:;d to describe hitling the ball the ball traveled into the water hazard.

Tailwind :It‘:irh ol

A wind that travels in the direction you he::: ey f:rnlc;.:;tsr::nge r,* -

Tee Box clubs were traditionally LA

The place from which you first hit your ' made from wood, a

ball on a hole. There are both front tee
boxes and back tee boxes. The front
tee boxes are closer to the green than
the back tee boxes are.

the name remains the same today.
A: umi of measurement that's

1
1
1
i
i
i
i
i
|
want to hit your ball. E choks: Th ol v Hhenss y
1
|
:
i
E equivalent fo 0.9144 meters (m).
|
|
|
:

Mario Golf: Toadstool Tour has some special elements that you'll never
see on a normal golf course!

e Pipes

If you shoot your ball into
opipe,iiwilrz:ilﬁunﬂw
same colored pipe in o
different area!

¢ Chain Chomp
If you land in an area with
Chain i

® Fast Fairways

ill
If you land your ball on these g i
irways, your ball will roll much m"h berbol,nnd”;k
farther than if it lands on o 0.8. shot o
normal fairway! AL
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Important

Warranty & Service Information

WARNING: Copying of any Nintendo game is illegal and is stricily prohibited by domestic and
international infellectual property laws. “Back-up” or “archival” copies are not authorized and
are nof necessary o protect your software. Violators will be prosecuted.

This Nintendo game is not designed for use with any unauthorized copying device or any
unlicensed accessory. Use of any such device will invalidate your Nintendo product warranty.
Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any domage or
loss caused by the use of any such device. If use of such device causes your game fo stop
operating, disconnect the device carefully to avoid domage and resume normal game play. If
your game ceases fo operate and you have no device attached to it, please contact Nintendo
Customer Service (see below).

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

This booklet and other printed materials accompanying this game are protected by domestic
and international intellectual property lows.

For further information or assistance, please contadt:
Nintendo Consumer Service

www.nintendo.com

or call 1-800-255-3700

(USS. and Canada)

You may need only simple instructions to correct a problem with your . Try our web site ot
www.nintendo.com or coll our Consumer Assistance Hotline ot 1-800-255-3700 rather than going to
your retailer. Hours of operofion ore 6 a.m. to 9 p.m., Pocific Time, Monday - Saturdoy, ond 6 o.m. fo 7 p.m.,
Pocific Time, on Sundays (times subject fo change). If the problem cannot be solved with the

information on-line or over the telephane, you will be offered express foctory service through Nintendo

or referred 1o the nearest NINTENDO AUTHORIZED REPAIR CENTER™. Please do not send any products to Nintendo
without contacting us first.

HARDWARE WARRANTY

Nintendo of America Inc. ("Nintendo”) warronts to the original purchaser that the hardware product shall be free from
defects in materiol ond workmanship for twelve (12) months from the date of purchase. If o defedt covered by this
warranty occurs during this warranty period, Nintendo or o NINTENDO AUTHORIZED REPAIR CENTER will repair the
defective hordware product or component, free of charge. The original purchoser is entitled to this warranty only if the
date of purchase i registered ot point of sale or the consumer can demonstrate, 1o Nintendo's satisfoction, that the
product was purchased within the last 12 months.

GAME PAK & l(ﬂsmY WARRANTY

Ifmmdnmmlulh original purchaser that the pr dtﬂ[&m?i;mdmmldnlhhnhmdufﬂhm
uduwknmdqlunpuwdufﬂluﬂ]mhhmhhiulpurdlu 1f o defect covered by this

warranty occurs during this three {3) month worranty period, Nintendo or o NINTENDO AUTHORIZED REPAIR CENTER will

repair the defective produdt, free of charge.

SERVICE AFTER EXPIRATION OF WARRANTY

Please try our web site of www.nintendo.com or coll the Consumer Assistance Hotling ot 1-800-255-3700 for
troubleshooting information ond//or referral 1o the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instonces,
it may be necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, to the
nearest service locotion. Please do not send any products o Nintendo without contacting us first

WARRANTY LIMITATIONS

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (o) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY
NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS,
AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED
WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO
DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A
PARTICULAR PURPOSE, ARE HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS
OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. SOME STATES DO NOT ALLOW
LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU.

This warranty gives you specific legal rights, and you may also have other rights which vary from state fo state.
Nintendo's address is s set forth on the bock cover of this bookdet.

This warranty is only valid in the United States.



Nintendo of America Inc.
P.O. Box 957, Redmond, WA 98073-0957 U.S.A
- www.nintendo.com

PRINTED IN USA

NEED HELP WITH INSTALLATION,

MAINTENANCE OR SERVICE?

;
Nintiendo)

CUSTOMER SERVICE
WWW.NINTENDO.COM

or call 1-800-255-3700
MON. - SAT., 6:00 a.m. to 9:00 p.m.;
SUN., 6:00 a.m. to 7:00 p.m., Pacific Time
(Times subject to change)
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