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The Nintendo® 64 Controller

Control Stick Function

The Nintendo 64 Control Stick uses an analog 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 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. If you need assistance, contact
Nintendo Consumer Assistance at 1-800-255-3700 or your nearest
Nintendo Authorized Repair Centers.

.

Holding the Nintendo 64 Controller

While playing the Zelda: Majora's Mask game,
we recommend you use the hand positions
shown on the 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.

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 front of the Control Deck.
Beginning on the left, the sockets are for Player 1, Player 2, Player 3 and
Player 4. You cannot start the game if the first controller socket is empty.

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

N64 Rumble Pak™

This game is compatible with the
Rumble Pak® accessory. Before using
it, be sure to read the Rumble Pak
accessory instruction booklet carefully.
Make sure that the Control Deck

is OFF when inserting or removing the
Rumble Pak accessory.
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In the land of Hyrule, there
echoes a legend. A legend held
dearly by the Royal Family that

tells of a boy...

A boy who,
after battling evil and saving
Hyrule, crept away from that land
that had made him a legend...

Done with the battles he once
waged across time, he embarked
on a journey. A secret and
personal journey...

A journey in search of a
beloved and invaluable friend...

A friend with whom he parted
ways when he finally fulfilled his
heroic destiny and took his place

among legends...
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Link
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Several months affer rescuing Princess Zelda
and saving the land of Hyrule, Link set foof
into the mysterious world of Termina by chance
while in the mids! of @ new journey. There,
Link hieard a frightful rumor that it just three
days, the moon would fall from the heavens

onto that land. ..
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Skull Kid

Wearing o mystical mask, he oppeored suddenly before Link.
Hidden within that mask was tremendous power —a power that /"

nol even he undersiood. \\
\

Né64 EXPANSION PAK

Is your Né4 Expansion Pak inserfed properly?

The Legend of Zelda: Majora’s Mask REQUIRES the N64 Expansion Pok. Please
' refer to the Nintendo 64 Expansion Pak Instruction Booklet regarding inserting

ond caring for your N64 Expansion Pak.

quire the N64 Expansion Pak can b
{ fo replace 1 'k
Pak can cause damage.




Welcome to Termina

This is o kind of porollel world that s similar to and yet different from the land of Hyrule, which was the setfing
for the Legend of Zelda: Ocarina of Time. Termina is a mysterious place, and the people Link meets here may
look vaguely familiar of first glance.

Clock Town rests af the heart of this world. Heading any direction from there will take you to the mysterious
regions beyond. The centerpiece of Clock Town is the clock tawer. It is the symbol of the fown and the center of
activity, as the townsfolk are busy with preparations for the annual carnival, despite rumors thot the moon will foll
from the heavens in just three days.
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Tatl

A slightly overbearing fairy, Tatl is always thinking of her
younger brother. She will be the companion that Link
will often find himself relying on in this adventure.

Epona

The faithful, young horse that has journeyed with Link
throughout his adventures is taken from him by the Skull
Kid. Will Link and Epona ever meet again?

The Deku Tribe

The Dekus live primarily in o palace surrounded by
the waters that flow from Woodfall,

Their King is ferribly stubborn

and will not permit people of

other fribes to enter his palace.

The Goron Tribe

The Gorons live in the small shrine east of
Snowhead and ifs steep mountainous peaks.
Though used fo harsh weather, the Gorons are
in the grips of an unusually fierce cold snap.

The Zora Tribe

Since this tribe lives in the water, they are parficularly sensifive to environmental changes.
The songs of the Zora band, The Indigo-gos, are popular with people of all races.




Starting the Game

Properly insert The Legend of Zeldo: Majora’s Mask Game Pok into
your N64 Control Deck and turn the power ON. (Do not touch then
Control Stick while doing so.) Press START on the Title Screen fo
aceess the File Selection Screen. Use the Control Stick to select one
of the two files and press the A Button to continue fo the Nome
Entry Sereen.

I'HE DATA FILES —

You can save your game progress o one of two dafa files.
These save the items you have gotfen, the number of Heart
Contoiners you hove and the notes you've written in your
Bomber's Notebook. See page 10 regarding saving.

Name Entry

You can enter o name up fo B letters long. Use the Control Stick fo
select a letter, then press the A Button fo enter it. Select the back
arrow and press the A Button fo delete o letter. When finished, select
END and press the A Button.

Copying and Deleting Files

To copy a file, select Copy on the File Selection Screen and press the A
Button, then select the file you'd like to copy and press the A Button again.
Nex, select which file you will copy the first one to. If there is no empty file
at this fime, you will not be able to copy the file you've chosen. You con
also choose Erase on the File Selecfion Screen to erase o file. Once you
erase a file, its doto will be lost ond cannot be recovered, so be careful.

Title Screen

File Selection Screen

Name Entry Screen

Options
b Sound

* Choose one of the following sound seftings: Stereo, Mono, Headset or
| Surround. When choosing Stereo, Headset or Surround, check to be
| sure that both the left and right audio output cables are properly

1 connected fo your TV.

- Use headphones for more natural sound.

The Surround setting uses sound effects in the game fo create the feeling of a 3D environment.
You can actually sense distance and direction os you play. With a Dolby Surround Sound system,
you'll feel like you're right in the middle of oll the ation.

Options Screen

Change the Z-Targeting system fo Switch or Hold.

Targeting Cursor

Press the Z Button once to make the Targeting Cursor appear.
Press it again to stop targefing. When you first turn the power
ON, Z-Targefing is set to this opfion.

Target only while you hold the Z Bution. This advanced mode
is for those who have mastered using the Z-Targefing system.

© Check Brightness

If the game screen is dark and difficult fo see, use the sample provided 1o
adjust your felevision's brightness so that four levels of dorkness ranging from
gray to black ore visible.




Saving and the Passage of Time i

Time in the Game

Time flows continuously in the game, except during conversations
and when you've paused the game by pressing START.

IF three days (72 hours) poss after starfing, the gome will end, so be
careful. However, you can play the Song of Time on the Ocarina of
Time to keep the game from ending. When you play the song, Link
will pass through a fime vortex to return fo 6:00 o.m. on the firs!
doy. If the game ends, you will have fo restart from the last time
you saved using the Song of Time.

About Saving

When you play the Song of Time, your game progress will be saved
as you fravel back in fime.

However, while items you have gotien are saved, puzzles within
mazes (see page 37) and other events you have deared will revert
fo their original status, so be careful when saving. Since Link is the
only one who travels through fime, the other characters in the
game will not remember meefing him.

When you want to save your gome and quit playing, play the Song
of Time and wait unfil "Dawn of the First Day” appears on screen
before turning the power OFF. The next fime you play, you can
continue your game from that point. If you turn the power OFF
without saving, you will continue from Dawn of the First Day from
the last time you saved. You can also temporarily save gome
progress using the Inferrupt Save feature explained on page 12.

WHEN LIFE ENERGY REACHES ZERC)
When you take damage and your Life Energy meter runs oul, you
will be retumed 1o the entrance of the area where you lost all your
Life Energy. At this fime, you will restart with only three hearls,
regardless of how many hear! containers you hove.

 ® Instruments, the Hookshot, el. ——————— see page 29
# Songs and Items on the Quest Stafus Screen —— see page 34
© Notes written in your notebook ——————— see page 35

‘» Dungeon Maps and Compasses —————a see page 37

@ Rupees deposited at the bank

Game Over
Restart the game from
the last time you saved.

I'HE OPENING

When the game opens, Link does
not hove the Ocaring of Time.

You cannot save the gome without
if, but you will definitely have on
opportunity o ge! the Ocaring of
Time hefore fime runs out. Don’t
give up hope!

P N




Saving and the Passage

The Interrupt Save Feature

In addition to playing the Song of Time to save your game, you can
also use the Inferrupt Save Feature fo inferrupt your gome, save
your current status and quit playing. Your current status, including
all masks, items, conversations and the fime of day will be
temporarily saved until the next fime you play. Once you confinue
that gome, though, the saved stafus will be lost, so after confinuing
your quest, be sure fo save ogain using the Song of Time. If you
just turn the power OFF without saving ogain, you will have fo
restart from the lost time you saved using the Song of Time.

of Time

Saving With the Interrupt Save Feature

To temporarily save your status until the next fime you play, visit
one of the owl statues. Hit the statue with your sword if you
haven't already done so, then press @ to check it. After
carefully reading the instructions, choose Yes and press

to interrup! your game and save your status. Wait until the

Title Screen appears before turning the power OFF. Otherwise,
your data moy not be saved.

After saving and quitting, an owl mark will appear beside the
save file on the File Selection Screen. When you select that file
and press the A Button, the day (Firs!, Second or Final) and fime
of day that the file was saved will be displayed. To continue
playing, simply press the A Button again. After confinuing, be
sure fo save using the Song of Time before you quit.




Tatl the fairy is your constant companion. She’ll
teach you the weaknesses of your enemies and give
you hints to help you through your quest. If Tatl

- hides in the folds of Link’s hood, you con call her
out by pressing the Q) while standing still, but
anly while Link or Zora Link.

| The Tatl Icon

When Link opprouches an object that Tatl can explain, Tatl will fly in the
direction of the object. A targefing mark will then appear above the obje.
I you press the Z Button, Link will fuce Tatl and the object will be surrounded
by the Targefing Cursor. This is called Z-Targeting.

While Z-Targefing, the Tatl lcon in the top-right corner of the screen may
blink. Press () ot this time fo listen fo Tatl's advice. Tafl will tefl you obout

enemy weaknesses and give you hints about your adventure, so be sure to Press | when the

[ B Jisten to what she has to say. targeting mark appears.
N
/ ﬁ\
‘\l
-~ § When Zargeling press )
S | NERF  when he ot con fshes o
) j listen fo Ttl's advice.

Using Z-Targeting

You may find that your adventure progresses more smoothly if you use
1-Targefing in the following types of situations, foo. (Please see page 23, also.)

Talking to People From a Distance  -------ecmmmeaaeaas,
Use Z-Targeting fo speak to people from a
distance. Press (3 when the person is
surrounded by the Targefing Cursor.

When using shooting devices like the bow,
use Z-Torgeting to aim accurately af your
enemy. This is very handy for dealing with
fost-moving enemies.

Changing the Camera Position ----------ccmeccannaann.
If you ever find yourself stuck with o poor view during your game, press the Z
Button. The comera will immediately center behind Link, giving you o better
look at your surroundings. See page 17 about other camera positions.

The targeting mark colors:

i
‘.

Yellow

@ Find out about enemy
weaknesses when the Tofl
icon flashes.

—

Green
L

@ Listen fo hints when the
Tatl icon flashes.

;j s | Light Blue

s & | Green

Press a™ to getinlelmulinn from
people or signs.

The Camera
v
>« Fnemy
A \\
w2 link

®

(omero



Life Energy

~ This gouge displays Link's ife energy.
When Link tokes damage, the number of |
hearts decreases, but energy con be
replenished by collecting the hearts that
appeor after defeating enemies.

The numher of Rupees (currency) Link
is currently carrying is displayed here.

Rmdrrr[j the Clock

Hour Display

The number indicates the current fime.
When it passes one fine, it means one hour
has passed. When 12 hours pass, the sun
and moon indicators change.

This icon uses words or graphics fo show the actions
Link performs when the B Button is pressed. In most
cnses, this is the Button fo press when otacking.
{See page 22.).

All the actions Link can perform
by pressing the A Button will be
listed here. For instance, the
SPEAK command will appear when
Link stands in front of a person,
or OPEN will appear when he
stands beside o door,

{See page 20.)

These represent the items

currently set for use with
C Buttons. (See poges 24 ond 28.)

Action Icon

If Link hos @ map of his current location, it will be displayed
here. The red arrow morks the point ot which Link entered
the areo, il the yellow arrow marks his current poston.
Orange dots represent chests. Press (L] o turn off the
map display.

" Minute Display

Each fime the light passes oround
the day display, one minute posses.

Linlk’s Vie

Press (zj during game play o change

the viewpoint to Link's View (first person Link’s View
perspective). While in Link’s View, you cannot

move or use items, but you con use the Control

Stick to view your surroundings. You may find

Link's view to be parficularly helpful in

exploring mazes.

The Subscreens

Press START during game play fo access the subscreens. The game pouses while you access the subscreens, so
time does not pass. The subscreens are divided into the four areas shown below. Press ﬁ or@m use the
Control Stick to cycle through the screens. Press START again fo resume your game.

Select Irem Subscreen (P 28)

Masks Subscreen (P 24)




Basic Controller Functions

Link’s Basic Actions | WOLTTRT RN iTe I The Control Stick is used mostly fo move.

Link con perform the moves explained here when he is not wearing any masks. When Link wears o mask ond

assumes special new abilifies, the controls may change slightly. Please see pages 25 — 27 for more information. Walk / Run 9 Tit the Contral Stick i the

direction you want fo move.

*
) Show or hide the map | ‘ Access subscreens (pg. 17) ' l Raise shield \ The speed Link moves af wil vary depending on how much you flf

the Control Stick. It is best to filt the Control Stick lightly ond walk

= @MM If you hold [ while moving, Link can move farward, back, left o
Control Stick p— - e —_— _ ; ﬂghll!‘l’lfk ‘Flg forward.

Move (pg. 19) = : | ———

Jump Run toward the
: edge of o ledge.

Z Button 8 4 ! A Button

1-Targefing | Action lcon it you run toward the Eﬁﬂ of o low w or d]ﬂ, you will
(pg. 23) . . (pg. 20) N automatically jump in the direction you are running.
. - - ™ (Depending on height and distance, there may fimes when
Foce forward / f =S you cannot jump.)

B Button

Swing sword (pg. 22)

Swim Tilt in the direction
LIMITS ON.CONTROL ———— == et you want o swim.

During the game, :
there moy be fimes Press () to swim fster.

when your controls ore
limited. Butions that

canno! be used will Press and hold @
oppear fransparent. _
' The number shows how long you

Length of time can stay underwater. Zora Link
you can dive. can do omzing things underwater.
(See poge 27.)




20

Basic Controller Functions

ICTIONS

A Button 'ﬂw @9 OTHER ¢

The Action Ic
Losr St ‘ @ 4 @ after grabbing with 0 speak
The blue icon at the top of the game screen is the Action Icon. The fext appearing on the icon changes |

depending on where Link stonds, and if tells you what action Link can perform ot that particulor fime.

After pressing o C Button fo toke out o bomb, you can press *Speak” will disploy on the Action Icon

Press (@) to perform the action shown on the action icon. @ 1o throw the bomb after filfing the Control Stick and when you're standing in front of o person.

runing. If you press (§) while standing sil, you will ploce (You con also use Z-Targefing to speak to
& the bomb at your feet. people from o distance.) When o person’s
@ e conversafian continues, "Nex!” will be
> . = ¢ 4 disployed. Many conversations contain
When stonding in front of a block, press @ fo grob it. After . 4 important information, so confinue fo the
grobbing a block, keeping holding €§) ond filt the Control Stick ; . next messoge only affer first reading

1o move the block in that direcfion. . J s everything someone has fo tell you,

2 'Mlen hmgmgflmﬂmndneﬂnhddarnr
AN ‘_{ (P tolet go and drop to the
/ A J gmund Ifyoumve!lu(nntrolﬂlri -
7 x without pressing €§) , Link will dimb back up el
B ) :
' _k i “Open" will show on the Action lcon when
you're standing in front of o door. For
chests, you must stand direcly in front
for the icon to change. che(k

When Link is able fo read signs, “Check”
will display.

Depending on height, you may be able to use the Control
Stick to make Link dimb some blocks and ledges. Link may

or may nol be able to cimb certain ledges depending on the

mask he is wearing af the time, though. You con climb ladders .

this way, foo. R / T\







































