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

TM—*‘ 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.

All Nintendo are sale & onlt ther authorized
lity®

Thank you for selecting the Zelda: Majora's Mask™ Game Pak
for the Nintendo® 64 system.

Please read this instruction booklet thoroughly to ensure maximum enjoyment
of your new game. Keep this |nstmchon wurraniy information in
safe place for future reference

NEED HELP WITH A GAME?
For free, automated game play tips and news, call Nintendo's Power Line at

1 425 885 529

This may be o long d s ask parmission from whomever pays |

Rafber Pafk with a game :ounulw?
1-900-288-0707 (U.s. §15 ute 1-900-451-4400 (Conoda § ser minute]

EVERYONE This product has been rated by the Entertainment Software

Rating Board. For information about the ESRB rating, or
comments about the appropriateness of the rating, please
CONTENT RATED BY contact the ESRB at 1-800-771-3772.
ESREB

EVERYONE

™, ® and the "N" logo are rademarks of Nintendo of America Inc
18 2000 Nintendo of America Inc,
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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. ..
’.’f “ é
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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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> Termina o
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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.)
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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\



— e Basic Controller Functions

V0 STTTAT T This Bution is mostly used fo attack. When performing horizonfal or Other Battle Actions
vertical swings, press the &%

three times with just the right - E @ ;
fiming for a third swing that is { iy Attack X Sl iy Yo Ay

I M The jump attack does twice as much domoge as a normal swing, but it will
toke a moment fo move again afterwards.

Hl

Hid

i

iV¥in/e
|,

]
i

T/

M
| Swing Horizontally : |

i

v

Back flips and side jumgps oflow you

to move more quickly than stondard
movement. They are very effective
for dodging enemy atiacks.

#,

v
F 4

Normally, Link will crouch os he ruises his shield, but he con also move with his
shield raised when Z-Targefing is activated. You can also change the direction Link
guards against by tilting the Control Stick while he is crouched behind his shield.

= Spin Attack " You con quickly rotate the Control Sick ance and Roll Attack Ptass‘G Whil:h NET to perform a roll attack. Ruﬁnq can have the same effoct
=~ . ;4 st @ o ik on erc rend you. as raising your shield—it protects you and defled things that come flying ot you.

USE Z-TARGETING IN'BATTILES]
By using Z-Targeting o lock on 1o your opponents, you vill gin o grent
ndvantage in baftle. For instance. .

1 You won't lose sight of your enemy.
You can do this o perform a Spin Attack, but ofter

— ; : oot ) 2 You tan keep your enemy.of o distance or close in‘on if
o you gain Magic Power, it will use up magic.

3 "Your attacks are more likely 1o find their marks.




B e The Masks

Controls for Link’s Altered Shapes
Avariety of masks can be found throughout the gome. Several of these masks actually have the

g he them. As Link" changes, he will be
wmﬁsmm &y e Ay Deleu Link

Special Abilities
« Use Deku Flowers to fly around (for a limited distance)
« Attack enemies by shoofing bubbles (magic power
Press START fo access the subscreens and open the Masks Subscreen. The masks can be used i in the same way as is required)

( Items. (See page 28.) Move the cursor to the mask you want to wear and press it. ® H?p ucrc;ss the surface of the water (a limited number
of fimes.

Viewing the Masks Subscreen

Masks of the
Various Tribes Weaknesses

Whao Lk wis o f isen ® |1 is susceptible fo fire, since it originates from plonts.

masks, the power of that mask # Deku Link doesn't fare well when falling from
Normal Maks ¢ . is transferred fo him. great heights.

Link can wear these >
masks, but they will not _ | : M E | Bubble

change his form. — ' . Spin in o circle to atfack g Attack from o distance
” 3 enemies. This can also ¢ ' by shoofing o bubble.

be done while running. Hold @ and then
: : release to shoot larger
bubbles. 2

Wear the Masks Often

Trying different masks in the different areas of

Termin s a key strategy. If you find yourself . . . Deku Flower Jump On top of a Deku Flower, press and hold @ then release

stuck in your quest, it might be a good idea fo try
fo confinue os o different characier.

After burrowing into a Deku Flower, Deku Link con jump into the air and fly for a short es .
time. Press during flight to drop Deku Nuts on enemies. You can olso somefimes ¥ il
defeat enemies by simply jumping out of a Deku Flower.

WHEN WEARING MASKS,..
Some people may tell you different things

when you speok o them while wearing ; ‘!
different masks. Even people who are always N i
rude may open their hearfs to you when you - ’
wear o different mask.

Vater Hopping

Deku Link can hop across the surface of the water five times. If you try more than five,
he will sink into the water and be returned to the spot he jumped from.

24
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The Masks

* Curl into o ball and roll around. When your body becomes

armored, defeat enemies by rolling info them. (Mogic power Sped¢| Abilities Weaknesses

is required.) . eol,
. Becouse the Zora live in water, they ore
» While curled, jump up and pound the ground with great force, m:,:r :]ii'fh SRV sus::psi?bie lu‘lllr:ilh ﬁr; ond ice. .

Geopi noacy Giowie Create o barrier of eledric current
L]
* Use your might to let loose powerful punches. Use good fiming {requ?rgs magic power).

to unleash consecutive blows (three stages). S Akl o e sl oo
Weaknesses « Shoot arm fins af enemies for

0 # " F — . _‘.‘.
* Because of hﬁcﬂml girth, Goron Link con't go into deep water long-distance attocks y ( __
and can't handle falling from heights. o

»
A

Dir
Swim swifily through the Dive deep into the water.
Curl _ seas. Use the Confrol Stick After reaching the sea floar,
Curl into a ball. Tilt the Control Stick while holding Py 1o change direction. move around as f on land.
to roll in that direction. Affer rolling o shor time
without bumping into any obstucles, spikes will come
out of Goron Link’s body, and he will be oble to defeat

enemies by rolling into them. (This consumes magic.) E Attack Boomerang Hold and release @

Attack in kung-fu style. Attack by firing the fin from
Punch ; Time (@) presses each arm. Use Z-Torgefing
- well for up to three to home in on your enemy.
Unleash o mighty, far-reaching punch that is capable of even smashing boulders. . 7 consecutive atfocks. e Zora Link cannot perform
Press () with good fiming for a barrage of up to three consecutive punches. ¥ ¢ T other attacks while his fins

Pound Press @ while holding @10 awl | D while swimming, or press and hold
After curling, jump in the air and then strike the ground with tremendous force. . Generate an eleciric current, creafing & @

Use this attack fo defeat surrounding enemies. < o barrier around your body. Use it fo
_ defend ogainst enemy attacks, foo. (Magic is consumed while the barrier is in use.)
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The Select Item Subscreen I

C Item Introductions

As Link continues his quest, he will collect a wide array of items from treasure chests in mazes. ems can be Items shown with o number beside them on the Select Item Subscreen (or on the C Button icons in the top-right
set to and used with sither (<), (), or (). In order o complete the quest, you will need to match these comner of the screen) are ones which have limifed use. You can replenish these items by collecting them when
items to and use them in the different situotions you will face. they oppear ofter you defeat enemies, but each of them has o maximum number you can corry o once. (The
number is shown in green when you have reached the maximum.) For some items, you may be able o increase
the maximum limit.

: Ovcarina of Time
Press START fo access the subscreens. Items that can be set to @ will be displayed on the screen @ @ 0 0

shown below. Use this item to ploy songs you learn throughout your adventure. If you play

N them s you were fought, they can couse o wide variety of effects. However,
Event Items {1 " 4 some songs may no! have any effect unless played in a parficular place o for o
Nows chiisied 1 ¢ 2 e parficular person. When Link uses masks to change shape, his instrument
Lot outidloon = changes shape as well, but the effects of the songs remain the same.

will be displayed here. Check songs you have learned at any fime on the Quest Status Subscreen. (See page 34.)
You may exchange some

Magic Arrows

PEAYING (BHE 'O GH RENA
Set the Dcarina of Time fo one of the € Buttons and press thot
Button o play it. Press @, ®, @, ® and A" fo ploy

Play with these five Buttons

= notes on the ocarina. If you play the nates of o song you High D « "\
St have learned in the proper order, the song’s full melody ’ %‘ |
Only the bottles you currently have will be displayed. You can carry o maximum of six bottles. will ploy; '
F
D

Setting the C Itemns ¢ . b s
PLAYING SPECIAL NOTES
Press START during your adventure o access the subscreens. Press i or [ﬁ These notes will not have any particular effect on your quest, but they do
to display the Item Select Subscreen. Use tl're Control Stick to move the cursor to g 4 allow you 1o play o wide range of nofes.

the item you want o use, then press 1o set the item. The Bution -

you pressed fo set the item becomes the Bution you will press to use the item. | Raise notes half an octove

Selwith® @ or ®

@

In this game, Link will use masks to assume the role of many different characters.
(See page 24.) Among the many items are some that you'll use while wearing o ey Lower notes half an ocave " Lower o full octove

particular mask. Items thot connot be used when wearing o particular mask are
shown in black and white.

= »a

) ) 3 W
& Raise o full octave Y2 @ Vibrato (notes reverberote)

29




30

. . The Select Item Subscreen

NI ©

Deky Nuts release o blinding flash when thrown on the ground, stopping £ 7 . Use this to shoot af enemies and switches from o
enemies in their frucks. They don't affect all enemies, though. = ' distance. Press the C Button once fo take out the
bow. Press the C Button ogain fo set an arrow fo
the string. When you release the C Button, you
Dekn Sticks L will shoot the arrow. (You can also press and hold
' the C Button once to take out the bow and
automatically set an arrow fo the string.) When
aiming, the screen will switch to Link's
perspeciive, as shown in screen I, but when
using the bow while Z-Targefing, a screen similor
Bombs fo screen Y will appear. If you shoot an arrow

Press the C Button once to lift bombs above your head, then press it ogain fo ::::;;;i:gehng' you e mars fsly o bk
either throw them or place them ot your feet. Bombs will explode ofter o few y
moments and con be used to defeat enemies or knock down walls.

""""""""""""""""""""""""""""""""""""""""""""""""""""""" p THEMAGIC
Bombchu

These are longer than your standard sword, and you can swing them at
enemies, but they break very easily. If you put their ends into flames, you can
use them to light fires.

IRBOIY S =i et ol

In the world of Termina there are three types P . & O
of Magic Arrows. When you shoot them,

magic will be consumed in units displayed os

MP (magic points), When you run out of "

Magic Power, the effect of the magic orrows S

will be lost. - R\

Use these in the same manner as bombs, but the second fime you press the
( Button, they will automatically start rolling away. If they hit an obstacle,
or if fime runs out, they will explode.

e et e TR S S . 4

Powder Kegs u
These special bombs used only by Gorons are much more powerful than
standard bombs. After you set them, they will explode when the fuse burns up. o 0 o o

Use this item fo see through irickery and deception and to find hidden enemies or
reveal foke walks. Your magic will gradually be consumed os you use this item.

Hoolkshot

REPIENI NGIMAGIC POWERs——
This item has an expanding and retracting chain with @ hook on the end e Il\f = 1 o
that can grob on fo certin objecs, pulling you fo them os he chain The green gouge in the top-left corner of the screen indicates Mt Tars
refract. When you aim, a red dotindicates the how much mogic power you hove. (Nothing will be displayed

hook's range. It can also be used os o weapon or unfil you-earn magic power for the first fime after o parficular
to grob ilems‘in hard-to-reach ploces. event). When magic power has been consumed, you can ; lorge =% Smoll

replenish it with Mogic Jars or Green Potions. Magic Jors may ¥

appeor after you defeot enemies, while Green Potions can be ” .

purchosed in shops. (You must have an empty bottle to

purchase o green potion. See poage 32 for details.) Large jars will replenish even more

magic power, 31
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The Select Item Subscreen ]

You can carry up 1o six bottles ot once. You con fill them with things \ On the right edge of the Seled Item Subscreen are three spaces where Event Items will be
like milk and potions and carry them around until you need to use h displayed. As you use the Event ltems you have received or pass them on to someone else,
them. When you have something in o botile, you can press the T = you will see events unfold before your eyes. This sequence of events is called a rading
( Button fo use that item. When the botile . sequence. After dearing a trading sequence, something good will come to you in the end.
. h._ R s emply, press the Bution fo fill it with
_" Y g certain items nearby. (If you aren't
. standing near anything you can put in a
bottle, you will just swing the botile in
the ir.)

Empty Bottles

Event Items and Trading Sequences

BN G S O R E RPN B N

Most liquids, like spring water

of pofions, ond small items b
: g
can he kept in bottles. If you nd es ok show i
find something, try standing {9 the item he wants...
next to it and swinging an ’
emply battle of it fo see if E ) _
you can keep it i IWARNING: Event Items cannot be saved

When using the Song of Time fo suve your game and refurn fo down of the first day,
Event ltems obtuined in froding sequences will be lost. The memories of characiers who
spoke with Link during troding events revert fo their original state, so you will have to
start any frading sequences over again,

 Pictograph Box Kol

This is the camera used to enfer the Boat
Cruise Photo Contest. Press the C Butfon to

ke ut nd the ) Buton o 1ap o :N;Y; N Selecting Ttems During Conversations
pictograph. You can take only one phote : | When someane you are
at o fime, but you can retake the photo L speaking o is looking for o
os many limes as you like. I particular item, a screen like
the one on the right will
& appear during your
\ conversation. When it does,
‘ ' you can press the C Button fo
show them the item if it is set Select Item Subscreen
<4 fo the C Button. IF it is not «
L already set to o C Button,
you can press START to

aceess the Selet Item y After seffing

Subscreen and set the item. - the item

33



= . Picces of Heart

bz}

The Quest Status Subscreen

This screen shows the equipment you are always equipped with and certain types of items necessary fo complete
your quest. After receiving the Bomber's Notebook, you can check its contents from this screen too.

Pieces of Heart
The pice ofheatyou now hove ore displyed hre
When you collect four, your maximum Life Energy will
increase by one, ond this area will become empty.

Bomber's Notebook

Boss Masks
bosses are displayed here.
Sword and Shield

The sword and shield Link is
crrently equipped with are
shown here.

Ocarina Melodies
Check here to confirm
the notes of songs you
:‘m"xﬂ:‘;ﬂ; Quiver and Bomb Bag '{n‘lu!ﬁnimnhhddhﬂkuﬂ

0 the arrows you shoot using the Hero's Baw.

the note and press
to listen to the melody. mﬂsm,mmwm

Piece of Heart Heart Container
Link's Life Energy is initially only three hearts, but as you

collect more Heart Confoiners, you con increase his

maximum Life Energy. Each fime you collect four of the

many Pieces of Heart found throughout Termina, they wil

combine fo form one Heart Container. ‘Hhsn you get a Piece of Heart o Heart

Confainer, your Life Energy will be replenished.

L Sword and Shield Power-Ulps

You'll be able to power up Links sword and shield during
the quest. When you do, the new sword and shield will
replace the ones on the Quest Status Subscreen.

)

Using the Bomber's Notebook

If you move the cursor on the Quest Status Subscreen to the Bomber's Notebaok and press 0 u screen similar
ta the one below will appear. You can use it to confirm appointments and schedules recorded here. Use the
Control Stick to move the cursor to view the details of a particular person's schedule. Link must work hard o
make the troubled people of Termina happy!

Current Time

Characters

Schedule

Details

mnﬁuw
hm _

received will be
Ead bt

R omani
Young girl living al ranch with sister

ﬁhmm. You can record information for o moximum of 20 people.

] This mark is recorded for important conversations. Blue fime bars mean that you can
3 have thot conversation at any fime during that period. Tasks you must perform again
= after saving and returning fo the first day will be marked by o gray icon.

m When you receive an item from a person, this symbol will be shown at the fime of day you got it.

This symbol will be added after you receive a mask

from someone.

When you have solved the & T&F %
problems of a froubled person, '
this symbol will be added to

the right of that character's

schedule information os proof

of complefion.




— vweiwie The Map Subscreen

About Temples and Mazes

There are two types of Map Subscreens. When Link is outdoors, o map of the land of Termina will be (learing mazes is one of the major objectives of the game. There are o number of different puzzles and devices
displayed. When Link is inside temples or other mazes, a dungeon map will appear. hidden within each one. Once you solve these puzzles, collect the items hidden in the mazes and then defeat the
bosses that lurk of the end of the areas, you will have deared it.

Temple and Maze Items

. Viewing the World Map
 Initially, the entire map will be covered in clouds, but os you purchase maps of areas, the douds covering those _
S areas will lift, revealing that area on the world map. . g 3
: \,  Use the mop to check the layout of all the rooms in the maze and to confirm
. . Link's current position. Even before you get the map, rooms you have lready
Link's Current Location =gl .. Adventure Points 3 visited will be displayed on the Map Screen.
= An icon of Link's face é < ot D T T T T e

nome of that place *  Use Small Keys to open locked The compass displays the locations

=< ; ' vill be displayed. _ " doors. Once you use o Small _ of treasure chests and the location
ot e Key, it will be lost, but there will " of the Boss Room.
; be several hidden throughout & oo '

Viewing Dungeon Maps each maze. You can use Small p SR
A AT Keys only in the mazes you

S = When inside mazes, you can view the Dungeon Map on the Map Subscreen. The mazes can have very confusing fn:nd lh;m in. ' : .
b ~|l loyouts, so check your map if you get lost. If you check rooms you hoven't been fo yet, o path is sure open. Loacn uhsa this key to open the door fo
7 . - the Boss Room. >
_;_‘: Temple and Maze Levels Location Name _— ; : .

il mkmh ’ Layout :_\ -
T : Tho oyout o o suced HELPING STRAY FAIRIES N
- s e floor will be displayed Siray Fairies wonder about temples and certain ¢ _o_» o youfindfairies o~
7"* -- here. Blue rooms are other areas. (You con confirm the fofal number in g f inside bubbles, burst -
| 3 B | rooms you have visited, o particulor areo by checking the mop screen.) L the bubble fo rescue Ry
c} | gl and the blinking room is Ahter rescuing oll of the Stray Falries, you will = fhe fairy. ' e
['. = : the one you are currently receive some kind of reword if you fake them AR
b rw: 1 in. Outlined rooms are back to their Fairy Founfain. The fairies’ colors .
- { ones you haven't visited differ depending on where they're found, and you oy

< in of th In most-cases; %

> yet, Treasure chesls are must fake them to the Fairy Fountain of the some e dog i g
=) shown with oronge dofs. color. Finally, if you play the Song of Time to “'T m"'r:i i
[y e are located neor
:I‘ Temple and Maze Items save your game, the fairies you have rescued ey

| Hems vill be displayed here once
36 You g hem.

- — will not be saved.
- i Link's  |oumi] Boss R
level [N U!;“dsle?:lﬂ
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This section offers a few hints that should help you in your quest. The Basic Flow of the Game
May your courage and wisdom once again bring peace to Termina. .
This game is nof solely bout action ond battling enemies—there are many puzzles and mysteries fo solve,
The lives of the Terminians The First Day too. You will find yourself going on many small adventures fo solve these mysteries, but if you keep the

following fips in mind, you'll surely succeed in your quest.
In the three days before the moon falls, the people of Clock Town and v

the rest of Termina carry on with their daily routines. For instance, in Talk to the People You Meet

preparation for the carnival, the carpenters of Clock Town work on the | You'll get hints and perhaps even help in solving puzzles.
moon-viewing platform in front of the Clock Tower. As the days go by,

the platform grows taller and taller. As you can see, the people of Clock Use All of Your Items

Town will have different actions and activities throughout the three days. There are objects that can be broken only by parficular items, so using
{As you watch them, though, you will see that they will relive actions a1 items effectively is the key to solving many mysteries.

the same time on the same day that you first saw the adfions.)

Search All the Places You Visit

Also, there are some stores that only open late af night, and other places Use Link's View o get a good look at your surroundings. Tatl's hints should also be of help.

that will change depending on the time of day.

You will find that different things can happen af the places you've visited A Take Part in as Many Events as You Can
when you go back on a different day or ot o different fime. To complete your quest, you will need certain ifems that you can get only
by dlearing parficular events. The more events you parficipate in, the
10:00 A.M. 9:00 P.M. ‘ more it will help you.

— The person at the Stock Pot Inn's
‘ receplion desk changes depending
on the doy.

Bartling Powerful Encmies

As you journey, you will cross paths with o wide variety of powerful
enemies that will threaten you with a wide array of powers and
Some stores have limited attacks. The most important thing to do is remain calm ond use
hours of operation. 1 Targeting. If you press(@), Tatl may be oble to explain your
enemy's weakness. All enemies have some kind of weakness. You
must figure out where to aim and what to attack with,

Using of the Song of Time Wisely

Timing your use of the Song of Time is very important.

If you time your saves poorly, you will find yourself
having fo once again solve puzzles that you have already
deared. In porficular, be sure o check to see how much
time you have remaining after earning new items. Do
your best to make the most of each 72-hour period.

By playing the Sang of Time, you can
simultaneously fravel back in fime and save your
game. (See page 10.)




Hints

The Owl Stames and the Song of Soaring

Throughout the world of Termina you will find mysterious owl statues.
When you do something to one of these statues, it will change its shape.

And when you play the Song of Soaring, which you will learn o some -
point in your quest, you will be able to warp fo areas where there ore
Owl Statues. As you explore the world of Termina, you'll find that the
Song of Soaring will allow you 1o travel fo distant places in a matter -

of seconds. Owl Statues also allow you to temporarily
save your game, (See page 12.)

Sub=Evenrs

There is much, much more fo the world of Termina than simply
exploring mazes and battling enemies. As you journey through the
land, you'll get caught up in o number of hidden sub-events that aren't
directly related to completing your quest. These events will draw you
deeper into the world of Terming
ond give you a glimpse info the
lives of its inhabitants. They
may even reward in ways that
you do not exped.

Owls mark the places you con warp to.

Track People's Schedules with the Notehoolk

Once you receive your Bomber's Notebook, talk to os many people
s you can and keep track of their schedules and troubles. Since you
can save this information, use it os a reference 1o help you dedide
when, where and how to fake oction. You may olso be able to
receive parficular items of several different times of day, so these
times will be shown in blue in your notebook. Regardless of when
you receive the ifem an icon will be displayed on each of the
appropriate bars, showing that you've gotien the item.

A
[

=

See page 35 about the
Bomber's Notebook.



Important:
Rev. B

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

This Nintendo game is not designed for use with any unauthorized copying 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 o loss caused by the use
of any such device. If use of such device causes your gome to stop operating, disconnect the
device carefully o avoid damage 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 retailer.

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

This manual and other printed matter accompanying this game are protected by domestic
and infernational copyright laws.

The rental of this game without permission of Nintendo or its licensees is strictly prohibited.

For further information or assistance, please contact:
Nintendo Consumer Assistance Hotline
1-800-255-3700 (U.S. and Canada)

Or your local authorized Nintendo retailer.

Warranty & Service Information:
Rev. L

You may need only simple instructions to correct a problem with your produdt. Try our web site ot www.nintendo.com o
call the Consumer Assistance Hotline ot 1-800-255-3700 rather than going to your retailer. Hours of operation are 6 0.m. to
9 p.m,, Pasific Time, Mondoy - Saturday, and 6 a.m. to 7 p.m., Pafic Time, on Sundays (fimes subject fo change). f the problem cannot be
solved over the telephone of with the froubleshoafing information available on-fine, you will be offered express factory service through
Nintendo o referred to the nearest NINTENDO AUTHORIZED REPAIR CENTER™. Please do not send any produts to Nintendo without
confocting us first.

HARDWARE WARRANTY

Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hordware product shall be free from defects in moteriol and
workmanship for twelve (12) months from the date of purchase. If o defect covered by this warranty occurs during this warranty period,
Nintendo or o NINTENDO AUTHORIZED REPAIR CENTER will repair the defective hardware product or component, free of charge. The original
purchaser s entitled to this warranty only if the date of purchase & registered of point of sale or the consumer con demonstrate, to Nintendo's
sofisfoction, that the product was purchased within the lost 12 months.

GAME PAK & ACCESSORY WARRANTY

Ninfendo warrants o the original purchaser that the product (Game Poks and accessories) shall be free from defects in materiol and
warkmanship for o period of three (3) months from the date of purchase. IF o defect covered by this warranty occurs during this three (3)
‘month warronty period, Nintenda or o NINTENDO AUTHORIZED REPAIR CENTER will repair the defective product, free of charge.

SERVICE AFTER EXPIRATION OF WARRANTY

Please fry our web site of www.ninfendo.com or call the Consumer Assistance Hotline af 1-800-255-3700 for troubleshooting information
and/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instunces, it may be necessary for you to ship the complete
product, FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE, fo the neorest service location. Please do not send any products fo Ninfendo
without contacting us first.

WARRANTY LIMITATIONS

THIS WARRANTY SHALL HOT 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); (¢) 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 olso have other rights which vary from state fo stote. Nintendo's address i os set
forth on the back cover of this booklet.

This warranty is only volid in the United States.






