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The Nintendo™ 64 Controller

Control Stick Function

The Nintendo 64 Control Stick uses an analog system lo 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.

(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 incorrecily.

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
Ninlendo Consumer Assistance at 1-800-255-3700 or your nearest
Nintendo Authorized Repair Centers.

If the Control Stick is held at an angled position l

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 Cantrol 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 Contral Deck

is OFF when inserting or removing the
Rumble Pak accessory.

N
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In the landl of Hyrule, there
echoes a legend. A legend held

e Royal Family that
Is of a boy...

who,
a 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 joul@r .

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...

Is your N64 Expansio

The Legend of Zeldo: Major sk REQUIRES the N64 Expansion Pak. Please
refer fo the Nintendo 64 Expansion Pak Insiruction Booklet regarding inserting
and caring for your N64 Expansion Pak.




Welcome to Termina

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

Clock Town rests at the heart of this world. Heading any direction from there will take you to the mysterious

regions beyond. The centerpiece of Clack Town s the dock fower. It is the symbol of the fown and the center of
uclivity, s the townsfolk are busy with preparations for the annual carnival, despite rumors that the moon will fall

from the heavens in just three days.

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 journzyed with Link
throughout his adventures is faken from him by the Skull
Kid. Will Link and Epona ever meet agoin?

The Deku Tribe

The Zora Tribe

The Dekuws live primarily in a palace surrounded by
the waters that flow from Woodfall.
Their King is terribly stubborn

and will not permif people of

other fribes to enter his palace.

The Goron Tribe

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

),

Since this tribe lives in the water, they are parficularly sensitive fo environmentcl 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 Zelda: Majora’s Mask Game Pak into
your N64 Control Deck and turn the power ON. (Do not fouch then
Control Stick while doing so.) Press START on the Title Screen fo

Title Screen

Op__._t-imts. : Options Screen

|

‘ access the File Selection Screen. Use the Control Stick to selact one Choose one of the following sound setfings: Stereo, Moo, Headset or il

‘ of the two files and press the A Button o continue to the Neme Surround. When choosing Stereo, Headset or Surround check to be SO
Entry Screen. sure that both the left and right oudio output cables are properly

| connected fo your IV,

oo it Headset  Use headphones for more natural sound.

Surround | The Surround setting uses sound effects in the game fo create the feeling of a 3 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 ll the acfion.

File Selection Screen

Please select a file.

- ® Z-Targefing - - -=-==-===========s===sesosoromaanaa

Change the Z-Targefing sysiem to Switch or Holc.

Targeting Cursor

Name Eiitry.

See puge 14 about Z-Targeting.

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

Switch Press the Z Button once fo make the Targeting Cursor appear.
Press it again to stop fargeting. When you first turn the power
ON, Z-Targeting is set to this option.

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

I_ Copying and 'Deh'i..r."i'_u;q Flff?a e

, k ® Check Brightness - -=-----------comemmcmmeie o
To copy u file, select Copy on the File Selection Screen and press the A : o -
il . _ : If the game screen is dark and difficul 1o see, use the somple provided to
Button, then seloct the file you'd like to copy and press the A Button again. Cpen this e : afiishuo0r telavisone helohtinss so that four kv of dk ina f
Next, seloct which file you wil copy the first one to. If there is no empty file i sl ghiness 50 that four levess ot darkness ranging from

i : et . ray to black are visible.
af this fime, you will not be uble to copy the file you've chosen. You can wASHlh gray

also choose Erase on the File Selection Serean fo erase a file, Once you
erase o file, its dat will be lost and cannot be recovered, so be careful.

I After changing the setfings, press the @ Buton fo save your changes. ]

JF it




Time:in the:

About Sar:mg_) :

Time flows confinuously in the gume, except during conversations
and when you've paused the gome by pressing START.

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

The hours seem fo go by inmere minutes.

NOTE: Time in the world of Termina flows faster than you might expedt.

When you play the Song of Time, your game progress will be soved
os you travel back in fime.

However, while items you have gotten are saved, puzzles within
mazes (see page 37) and other events you have deared will revert
to their original siatus, so be wareful when saving. Since Link is the
only one who travels through fime, the other characters in the
game will nof remember meeting him.

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

WHENLIFE ENERGY R_P 1!"'H[.'.5 A, 0

Whan you fake damage and your Life Energy mefer.
will ba teturned fo the entrance of the area where
Lifi Enorgy, Af this fime, you will restort withi only three

rogdrdless of how mony hear cortfaines- you have,

@ ED

Playing the Song of Time

» You will always be refurned to
6:00 0.m. of the fir<t day.

© Your game progress (data) will
kE|e> saved. )

The Second
Day

=, 6:000m

II:?‘! hours

!

P
‘_\\ 6:00am

;24 hours

\ 6:00am

-:?4 hours

NOTE: There are some things in

the game thot can be saved and
some that cannot, 5o timing your
saves is very importont,

Game Oper
Restart the game from
the lust time you saved.

Things that can be saved: ---------------------.

® Masks » see page 24
® [nstruments, the Hookshot, etc. —————— se page 29
= Sangs and [tems on ths Quest Status Screen —s see page 34
= Notes writien in your notehook ——————= see page 35
® Maps - see page 36
= Dungeon Maps and Compasses ———————— ste page 37
* Rupees deposited of the bank

Things that cannot be saved: ------- CENEE RS

© (leared maze puzzles, sub-events,
conversations with people you've mef, efc.
(These all return fo their original status.) ——— see page 33

‘= The number of usable ifems you have ———p— see page 30

 Small Keys, Big Keys and Stray Fairies ——s= see page 37
= The Rupees in your walet

; 6:00am




In uddifion fo playing the Song of Time fo save your game, you can
also use the Interrupt Save Feature to inferrupt your game, sove
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 time you play. Once you continue
that game, though, the saved status will be lost, so after continuing
your quest, be sure to save again using the Song of Time. If you
just turn the power OFF without saving again, you will have to
restart from the lust fime you saved using the Song of Time.

Saving With the Interrupt Save Feature ------«ommommememeee

To femporarily save your status unfil the next fime you play, visit
one of the owl siafues. 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 interrupt your gome and save your stafus. Wait unfil the

Title Sereen appears before turning the power OFF Otherwise,
your dufo may 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 Butfon, the day (First, Second or Final) and fime
of day that the file was saved will be displayed. To confinue
playing, simply press the A Bution again. After continuing, be
sure fo save using the Song of Time before you quit.

Piease salect a file.

Open this file 7

&



= The targeting mark colors:

Tatl the fairy is your constant companion. She'll
teach you the weaknesses of your enemies and give
you hints fo help you through your quest. If Tatl
hides in the folds of Link's hood, you can call her
out by pressing the while standing still, but
only while Link or Zora Link.

. You may find that your adventure progresses more smoothly if you use f ;
L-Targeting in the following fypes of situations, too. (Please see page 23, also.) e Yellow

Talking to People From a Distance --------------------.
Use Z-Targeting fo speak o people from o @ Find out about enemy
distance. Press %) when the person is weaknesses when the Tatl

surrounded by the Targeting Cursor. icon floshes.
R .

»

-

"""""""""""""""""" m;’

When using shooting devices like the how, @ Listen fo hints when the
use Z-Targefing fo aim accurately af your Totl icon flashes.
enemy. This is very handy for dealing with
fust-moving enemies.

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

While Z-Targeting, the Tatl Icon in the top-right corner of the screen may
blink. Press (Z5) at this fime to listen to Tatl's advice. Tatl will tell you about
enemy weaknesses and give you hints about your adventure, so be sure to
listen to what she has to say.

hanging the Camera Position - ----------coommeooannn.
f you ever find yourself stuck with a poor view during your game, press the 7 [ P eSER SIS get information from
jutton. The camera will immediately center hehind Link, giving you a better people or signs.

vok i your surroundings. See page 17 about other camera positions.

Targeting Cursor

The Camera

When Z-Targeting is activated, black
_ hands appear of the fop and bottom
\ of your screen.

When Z-Targefing, press (2) When there is more than one possible P While Z-Targeting,
when the Tatl icon flashes to target, press ﬁ to switch to the next ] pivot around your enemy.
listen to Tatl's advice. farget. To deactivate Z-Targefing, :
face away from your enemies and : When there is no active farget,
press 2] again. 0 g . ' <_.,—,
NOTE: The Tatl icon may flash when Z-Targeting is not activated, as well. Since she will give you | the camera moves parallel 1o
very imporfant hins uf these times, press () fo listen fo her i Link when you hold F7 .




This mefer displays Link's
remaining Magic Power. It will not
be disployed unfil Link has earned
Magic Pawer.

This icon uses words or graphics to show the actions
Link performs when the B Button is pressed. In most

Life Energy
cases, this is the Bufon to press when ottacking.

This gauge displays Link's life energy. (See page 22.).
When Link takes domage, the number of

hearls decreases, but energy can be All the actions Link can perform
replenished by collecting the hearts that by pressing the A Button will be
appear ofier defeafing enemies.

listed here. For insiance, the
SPEAK command will appear when

Link stands in front of o person,
or OPEN will appear when he
stands beside o door.

(See page 20.)

These represent the items
currently set for use with
( Buttons. (See pages 24 and 28.)

Magic Meter

The number of Rupees (currency) Link

is currently carrying is displayed here.

Rupees are often hidden under dumps  The clock displays the If Link hos a map of his current location, it will be displayed
of grass. day ond fime in Terming. ~ here. The red arrow marks the point at which Link entered

| Hour Display

,m____._
L

the area, while the yellow arrow marks his current posifion.
Orange dofs represent chests. Press (L] fo turn off the
maop display.

Minute Display

Each fime the light passes around
the day display, one minute passes.

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

Day is ’
4 Den This displays the current day os 1st 2nd or Final.

. Link’s View

Press @/ﬁ: during gome play fo change

the viewpoint to Link's View (first person
perspective). While in Link's View, you cannot
move or use items, but you can use the Control
Stick to view your surroundings. You may find
Link's view to be parficularly helpful in
exploring mazes.

The =-Sri'Zi§E:jc¢i}'§‘

Press START during game play fo access the subscreens. The game pauses while you access the subscreens, so

time does not pass. The subscreens are divided info the four areas shown below. Press ﬁ or [ IR or use the
Control Stick to cycle through the screens. Press START again to resume your gome.

l Please see ihe pages listed below for information about the subscreens. I

Select Item Subscreen (P 28)

When the Action Icon says "Info,"
press () to view an explanation
of an ifem.

Move the cursor to the Bomber’s
Notehook and press €F) fo confirm
oppoiniment fimes and other
information. (See page 35.)




Basic Controller Functions

Link can perform the moves explained here when he is not wearing any masks. When Link wears o mask and <

assumes special new abilifies, the controls may change slightly. Please see pages 25 — 27 for more information. Walk / Run | - _ Tilt the Control Stick in the
R s iy direction you want fo move.
~ puon W sakr

Show or hide the

map

Access subscreens (pg. 17)

(@177 ] BRYETs 28 The Control Stick is used mostly to move.

E :_Cor_:!fo:_t Stfck : -

Move (pg. 19)

i 'ZB!@#:J:‘:' i

I-Targeting
(pg. 23)

Face forward

Swing sword (pg. 22)

slowly on fricky ledges.

right while facing forward.

The speed Link moves at will vary depending on how much you tilt
the Control Stick. It is best to filt the Control Stick lightly and walk

If you hold [g while maving, Link can move forward, back, left or

Jump 4 Run toward the
edge of a ledge.

1f you run toward the edge of a low ledge or dliff, you will

automatically jump in the direcfion you are running.

{Depending on height and distance, there may times when
you cannot jump.)

Swim

. Tiltin the direction
you want fo swim.

r {on the surface)

Dive

Press @ fo swim faster.

Press and hold @

The rnumber shows how long you
i g con stay underwater. Zora Link
you can d can do amzing things underwater.
(See page 27.)

&




N THE LEGENTXDF
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M iilie  Basic Controller Functions

The Action

The blue icon at the top of the guome screen is the Action lcon. The text appearing on the con changes
depending on where Link stards, and it tells you what action Link can perform af that pariicular time.

Aft ing a C Button to take out a homb
Press €F) to perform the action shown on the action icon. e st ot

@ to throw the homb ofter filting the Control Stick and : Whén YW 0 siurldlng ififront of @ person. -
running. If you press () while standing sil, you will place (You can ol use Z-Torgefing fo speakto
the bomb at your feet. peopls from a distarce.) When d perseis

e  conversation continugs, “Next" will be

o oo : < displayec. Many:conversations contain

When standing in front of a block, press @ to grab it. After 2LE y _ " imporfant mfurmqhun, 50 mnﬂmtp i’
grahhing o hlack, keeping holding @ and filt the Contral Stick v [ J . nexf mesage. tmhr after ﬁ!’SI fﬁ&dlﬂg
to move the block in that cirection. s g Ve - _'everwh{r'g snnﬂme huﬁlﬁell you

When hanging from the edgz of o ladder or

ledge, press @ 1o lef go end drop fo the

ground. If you move the Control Stick

without pressing €% , Link will cimb back up

the ledge.
“Open" will show on the Action lcon when
you're standing in front of o door. For
chests, you must stand directly in front
for the icon to change.

Depending on ligight, you may.
Stick 10 make Link thm’a some blocks und Iedges Li
or may not be able to cimb certain Iedg&c depe%'ldlngﬂ
mask he is waaring at fhe time; though. Ynu w dimh Iudcle
1his way, 100 ;
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Spin Attack

©
-
Hold @  then release.

fou can do this to perform a Spin Attack, but after
you gain Magic Power, it will wse up magic.

22

You can quickly rofate the Control Sick once and
press the @ 1o attack in an arc around you.

\ The jump attack does twice os much damage os a normal swing, Imi it will

Jump Attack

+ @ affer drawing your sword.

lake o moment to move again afterwards.

Back Flip Side Jump

2303690

Back flips and side jumps allow you

to move more quickly than siandard
movement. They are very effective

for dodging enemy attacks.

Raising Your Shield ®

Normally, Link will crouch as he raises his shield, but he can also move with his
shield raised when Z-Targefing is acfivated. You cen also change the direction Link
guards ogainst by filting the Control Stick while he s crouched behind his shield.

Roll Attack Press® while running fo perform a roll affack. Rolling can have the same effect
E ’ as raising your shield—it protects you and deflect things that coma flying at you.

B Yuuf otlacks gre more |||re|\r 1o find Sheir




The Masks

A variety of masks con be found throughout the game. Several of these masks actually have the
power fo chang Link's shape when he wears them. As Link's shape changes, he will be given
new, unique ablifies.

* Press START fo access the subscreens and open the Masks Subscreen. The masks can be used in the same way as
~ (ltems. (See poge 28.) Move the cursor fo the mask you want to wear and press @@ @

F' When Link wears one of these
masks, the power of that mosk
is fransferred to him.

Link can wear these
masks, but they will not
change his form.

Trying different masks in the different areas of
Termina is a key strategy. If you find yourself
stuck in your quest, it might ke o good idea o fry
to confinue as o different choradter.

) e0r dlffarem mnsll

Controls for. I

Special Abilities
» UUse Deku Flowers to fly around (for o limited distance)

» ttack enemies by shoofing bubbles {magic power
is required)

= Hop across the surface of the water (o limited number
of times)

Weaknesses
= Itis susceptible to fire, since it originates from plants.

= Deku Link doesn't fare well when falling from
great heights.

Bubble
Spin in o drde fo ottack Attock from o distance
enemies. This con also by shooting o bubble.

Hold @ ond then

release to shoot lorger
bubbles.

be done while running.

After burrowing into o Deku Flower, Deku Link can jump into the air and fly for o short
me. Press during flight to drop Deku Nuts on enemies. You can also sometimes
'feat enemies by simply jumping out of o Deku Flower.

Vater Hopping

«u Link can hop across the surface of the water five imes. If you try more than five,
vill sink intn the water ond he returned fo the spot he jumped from.




Special Abilities

# Curl into o ball and roll around. When your bmily becomes
ormored, defeat enemies by rolling into them. (Magic power
is required.)

o While curled, jump up and pound the ground with great force,
dumaging nearby enemies.

to unleash consecutive blows (three siages).

Weaknesses

= Because of his great girth, Goron Link can't go into deep water
and can't handle folling from heights.

Curl

Curl into a ball. Tilt the Control Stick while holding
to roll in that direction. After rolling a short time
without bumping into any obstacles, spikes will come
out of Goron Link's body, and he will be able o defeat
enemies by rolling into them. (This consumes magic.)

Unleash o mighty, far-reaching punch that is capable of even smashing boulders.
Press @ with good timing for a barrage of up to three consecutive punches.

Press @ while holding @iu crl ‘

Ater curling, jump in the air and then sirike the ground with tremendous force.
Use this attack to defeat surrounding enemies.

© Use your might fo let loose powerful punches. Use good fiming

Special Abilities Weaknesses

» Move through the water and along the sea n  * Because the Zora live in water, they are
floor af will. / susceptible fo both fire and ice.

» Create a harrier of electric current
(requires magic power).

» Attack with up to three swiff chops.

» Shoot arm fins at enemies for
long-distance atiacks

|
g
i,
Swim b ®on the surface |
Swim swiftly through the Dive deep into the water.
5. Use the Control Stick After reaching the sea floor, \‘
) change direction. move around as if on land.
e

other attacks while his fins
are flying.

N B g Hold and release @ b
Attack in kung-fu style. I Attack by firing the fin from
lime C)) presses i each arm. Use Z-Targefing
woll for up to three it home in on your enemy. s
wisecufive attacks. i Zora Link cannot perform '
! i

@ while swimming, or press and hold

2 L R +
Genorate an elecric current, creating =

o hurrier around your hody. Use it to
dotend against enemy attacks, too. (Magic is consumed while the barrier is in use.)




The Select Item Subscreen

C Item In

As Link continues his quest, he will collect a wide array of items from freasure chests in mazes. Items can be lems shown vith o number beside them on the Select Item Subscreen (or on the C Button icons in the top-right
set to and used with either (1), (%), or (). In order to complefe the quest, you il need fo mafch these comer of the screen) are ones which have limited use. You can replenish these items by collecting them when
items 1o and use them in the dilferent situations you willface. they appear after you defeat enemies, but each of them has o maximum number you can carry af once. (The

| number is shown in green when you have reached the maximum.) For some items, you may be able fo increase
the maximum [imit.

|
|
Hmfmfmmbesfdamﬂanimmfndkmwbenbhkmnmﬁsﬁem

0993

Use this item to play songs you learn throughout your adventure. If you play
them as you were taught, they can cause a wide variety of effects. However, 5
some songs may not have any effect unless played in o porticular place or for a

Press START fo access the subscreens. Items that can be set to &), @ , or @ will be displayed on the screen
shown below.

T spenul e parficular person. When Link uses masks to change shape, his instrument
abilities on the variety of special events changes shape os well, but the effects of the songs remain the same.
arrows you shoot will be displayed here. Check songs you have learned at any fime on the Quest Status Subscreen. (See page 34.)
with the Hera's Bow. You may exchange some
They consume magic items during the course
when fired. of your adventure.

When you play the Song

of Time, any Event ltems

Only the bottles you currently have will be displayed. You can carry a maximum of six botiles.

- Setting the C

Press START during your odventure to access the subscreens. Press ur
to display the Item Select Subscreen. Use the Control Stick to move the cursor fo
the item you want to use, then press &), @), or &ta set the item. The Button
you pressed to set the item becomes the Button you will press fo use the item.

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 a
particular mask. Items that cannot be used when wearing a particular mask are
shown in black and white.

|| See pages 30- 33 aboutspeciictems. |

os reverberate)




ol

Deku Nuts releuse a blinding flash when thrown on the ground, stopping
enemies in fheir tracks. They don't affect all enemies, though.

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

 Bombs K%,

Press the C Bution once to lift bombs above your head, then press it again to
ither throw them or place them of your feet. Bombs will explode affer o few
moments and can be used to defeat enemies or knack down walls.

Use These in Ihe 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 time runs out, they will explode.

Lo

These spetlul homhs used only by Gorons are much more powerful than
siandard bombs. After you set them, they will explode when the fuse burns up.

This item hus an expanding and retracting chain with a hook on the end
that can grab on to certain objects, pulling you fo them as the chain
retracts, When you aim, a red dot indicates the
haok's range. It con also be used as a weapon or
to grab items in hard-to-reach ploces.

Use this to shoof af enemies and switches from o
distance. Press the C Button once fo take out the
bow. Press the C Button aguin fo set an arrow fo
the string. When you release the C Bution, you
will shoot the arrow. (You can also press and hold
the C Button once fo fake out the bow and
automatically set an arrow to the string.) When
aiming, the screen will switch to Link's
perspedive, as shown in screen [N, but when
using the bow while Z-Targeting, a screen similar
1o screen B2 will appear. If you shoot an arrow
while Z-Targeting, you are more likely to hit

your target.

In the world of Temunn Ihere are three Iypes

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 magi

will be fost;

h|s item to see through frickery and deception and to find hidden enemies or
voal fake walls. Your magic will gradually be consumed as you use this item.

Small

! 'md in shops IYuu must ha\re dn emply. bottle 1
0 green potion. See poge 32 for defails.) =

Lorgeurs will replemsh even more
© L macpover, o




next it and swinging on

You can carry up fo six bottles at once. You can fill them with things
like milk and potions and carry them around until you need to use
them. When you have something in a bottle, you can pres: the

C Button to use that ilem. When the hattle

is empty, press the Button fo fill it with
cerain items nearby. (If you aren't
standing near anything you can put in o
bottle, you will just swing the botile in
the gir.)

3 'Ei.ref!t.'ffé'n_ts'.";i}; ddy 1o

The Potions

Red Potions

n Fully replenish your

Life Energy

Green Potions

Fully replenish your
Mogic Power

Elue Potions

Fully replenish both
Life Energy and
Magic Power

AT
2; Sepieneesipe SR

On the right edge of the Select Item Subscreen are three spaces where Event liems will be
displayed. As you use the Event ltems you have received or pass them on fo somecne else,
you will see events unfald before your eyes. This sequence of events is called a frading
sequence. After dearing o trading sequence, something good will come to you in the end.

When you show him

the item he wants...

This is the camera used to enter the Boat
Cruise Photo Contest. Press the C Button fo
toke it out and the €F) Button to snap o
pictograph. You con take only one photo
at a fime, but you tan retake the photo

us many limes os you like.

i
N

AR o NN
L SN )
=y

There are ofber items besides those shown here. Have fun finding them!

Vilien someone you are
oking to is looking for o
particulor item, a screen [ike
1l one on the right will
appear during your
conversation. When it does,

= show them the item if it is set
I the C Button. Ifit is not

The item
is set.

can press the C Button fo

1dy sef o o C Button,
can press START 1o
5s the Select Item

- it
creen and set the item. Th fem

is nof sef.

After setling
the item



. Using the Boutht

If you move the cursor on the Quest Status Subscreen fo the Bomber's Notebook and press ), o screen similor
to the one below will appear. You can use it to confirm oppointments and schedules recorded here. Use the
Conirol Siick 1o move the cursor to view the details of o particular person's schedule. Link must work hard to
make the froubled people of Termina happy! |

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

Bomber's Notebook

The pieces of heart you now have are displayed here.
This is the notebook Link wses to When you collect four, your maximum Life Energy will
keep notes on the different increase by one, and this area will become empty.
characlers he meefs

throughout his adventure.

E:Te::;:gan::::a to Masks gotten from defeated
P : bossas are displayed here.

these people will be

recorded automatically.

sword and Shield
Ocarina Melodies

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

Qudrer ani Bonth By You'll use these items !r! hold humhs'und
the arrows you shoot using the Hero's Bow.

When these get larger, you can carry more
bombs and arrows.

Check here to confirm
the nofes of songs you
have learned. You con
also move the cursor fo
the nofe and press

o listen to the melody.

Piece of Heart Heart Container

Pieces o,f'Hmlr

Link's Life Energy is initially un!y Three heuns hums you = N "
collect more Heart Containers, you con increase his \ w
maximum Life Energy. Each time you collect four of the

When you get o Piece of Heart or Heart

many Pieces of Heart found throughout Termina, they will
Container, your Life Energy will be replenished.

combine 1o form one Heart Confainer.
g 4
wd hd:
. %
S

Sword and Sf: ._ Jd.»Pau =

You'll be able to power up Link's sword and shield during 4
the quest. When you do, the new sword and shield will
repluce the ones on the Quest Status Substreen.

Boss Masks s

|
 Timeef chedule
o i | Chemg
A —:n— -.I:!u‘sh | ) S | Times when you
d spoke to people
. or received items
ez ure shown.
puresvill
displayed here. 1
Information
As you sperk I?l about your
more people who conversafions or
can be recorded Romani 4 theit
hsm, Ihg number Young girl living al ranch with sister ra:;i:eTwi" bE
of faces shown displayed here.

will increase. You can record information for a maximum of 20 people.

| This mark is recorded for important conversations. Blue fime bars mean that you can
| have that conversation of any time during that period. Tusks you must perform again
after saving and returning to the first day will be marked by o gray icon.

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

This symbol will be added ofter you receive o mask
'. from somecne.

When you have solved the
k ] problems of a troubled person,

this symbol will be added fo
the right of that choracter's
schedule information as proof
of complefion.

rsrmrmsnfyowﬂmnbersﬂnfeba""" ved Sarm
fbhmpeopiaummﬁmmmaykm!umﬁfmmm_, | convarsations,




There are two types of Map Subscreens. When Link is outdoors, @ map of the land of Termina will be
displayed. When Link is inside femples or other mazes, o dyngeon map will appear.

i, T iy St 4'.- : R _ 3 ot i .,._.
Initially, the entire map will be covered in clouds, but as you purchase maps of areas, the douds covering those

areas will lift, revealing that area on the world map.

When you move

the cursor 1o points
you have visited, the
name of that place
will be disployed.

Link's Current Location

An icon of Link's face
appears over the area
where Link currently is.

Viewing D

When inside mazes, you can view the Dungeon Map on the Map Subscreen. The mazes con have very confusing
layouts, so check your map if you get lost. If you check rooms you haven't been to yet, a path is sure apen.

The layout for the selected
floor will be disployed
here. Bhie rooms are
rooms you have visited,
and the blinking room is
the one you are currently
in. Quilined rooms are
ones you haven't visited
yet. Treasure chests are
shown with orange dofs.

Temple and Maze Levels

This shows the number
of floors. Move the

cursor fo view the map
for a different floor.

Stray Fairies

The number of stray
fairies that you have
rescued within that
temple will be displayed.

Hall Temple

Temple and Maze Ttems

Items will be displayed hers once ' 3 ]Ljnl('ls @ Boss Roo
you gef them. =% | Leve | Iun Level

Abont ;'Ti’m'”__l d Mazes, » KR

T TrE . ; ol T i g
Clearing mozes is one of the major objectives of the game. There are a number of different puzzles and devices
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.

Use the map fo check te layout of all the rooms in the maze and to confirm
Link's current posifion. Even before you get the map, rooms you have already
visited will be disployed on the Map Screen.

)‘1 . doors. Once you use o Small

Key, it will be lost, but there will
be several hidden throughout |
each maze. You can use Small
Keys only in the mazes you
found them in.

The compass displays the locations
of treasure chests and the location
of the Boss Room.

Use this key fo open the door to
the Boss Room.




This section offers a few hints that should help you in your quest.
May your courage and wisdom once again bring peace to Termina.

The First Day

In the three days before the moon falls, the peaple of Clock Town and
the rest of Termina carry on ith their daily routines. For instance, in
preparation for the carnival, the carpenters of Clock Town work on the
moon-viewing platform in front of the Clock Tower. As the cays go by,
the platform grows toller and faller. As you can see, the people of Clack
Town will have different actions and activifies throughout the three days.
(As you waich them, though, you will see that they will reliva actions af
the same fime on the some day that you first saw the actions.)

Also, there are some stores that only open late ot night, and other places
that will change depending on the time of day.

You will find that different things con happen at the places you've visited
when you go back on a different day or ot o different time.

10:00 A.M. 9:00 P.M.

The person af the Stock Pot Inn's
reception desk changes depending
on the day.

Some stores have limited
hours of operation.

Timing your use of the Song of Time is very important.
If you fime your saves poorly, you will find yourself
having to once again solve puzzles that you have already
deared. In particular, be sure to check to see how much
fime you have remaining after earning new items. Do
vour best to make the most of each 72-hour period.

By playing the Song of Time, you con
simultaneously travel back in fime and save your

ﬂ game. (See page 10.)

This game is nof solely about action and battling enemies—there are many puzzles and mysteries to solve,
too. You will find yourself going on many small adveriures to solve these mysteries, but if you keep the
following fips in mind, you'll surely succeed in your quest.

Talk to the People You Meef -« - - - ccaeoeoooomoii .
You'll get hints and perbaps even help in solving puzzles.

Use All of YourMtems =t - -~ oo oomcmmvonnni i ciiaas
There are objects that can be broken only by porticular items, so using
items effectively is the key to solving many mysteries.

onrch All the PluceYou MIslt - o ccvuscmmin vui i smomume bt o o e AR 4 ko
Use Link’s View to get a good look at your surroundings. Tatl's himts should also be of help.

ake Part n os Muwy Evenls 0 YoU €l cnvsvnvnssnsenmnammmensnnnsmns e ane ey o s
o complete your quest, you will need certain items that you can get only
by clearing particular events. The more events you participate in, the
nore it will help you.

Barrling Powerful En;

\s you journey, you will cross paths with a wide variety of powerful
mnemies that will threaten you with o wide array of powers and
altacks. The most important thing to do is remain calm ond use
Torgefing. If you press (), Tatl may be able to explain your
memy's weakness. All enemies have some kind of weakness. You
nust figure out where fo aim and what to attack with.




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

o5

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

save your game. (See page 12.)

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

.

Owls mark the places you can warp to.

Sub=Events )

Once you receive your Bomber's Notebook, talk o as many peaple
us you can and keep frack of their schedules and roubles. Since you
can save this information, use it os o reference to help you decide
when, where and how 1o take oction. You may also be able to
receive particular items ot several different times of day, so these
fimes will be shown in blue in your notebook. Regardless of when
you receive the item an icon will be displayed on each of the
oppropriate bars, showing that you've gotten the item.

See page 35 about the
Bomber's Notebook.




Important:
Rev. B

WARNING: Copying of any Nintendo game s illegal and is strictly prohibited by domestic and
international copyright laws. “Back-up” or “archival” copies are not authorized and are not
necessary fo profect 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 or loss caused by the use
of any such device. If use of such device causes your game 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 atfached o it, please contact your local authorized
Nintendo retailer.

The contents of this nofice do nof inferfere with your statutory rights.

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

The rental of this game without permission of Nintendo or its licensees is stricily 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 refailer.

Varranty & Service Information:
v. L &

You may need only simple instructions to correct a problem with your product. Try our web site at www.ninfendo.com or
call the Consumer Assistance Hotline ot 1-800-255-3700 rather than going to your retailer. Hours of operation are b am. fo
% p.m., Pacific Time, Mondoy - Soturday, and & o.m. to 7 p.m., Pacific Time, on Sundays (times subject to change). If the problem connot be
olved over the telephone or with the troubleshaating information availuble on-line, you will be offered express factory sarvice through
lintendo or referred to the nearest NINTENDO AUTHORIZED REPAIR CENTER™. Plense do not send any products to Nintendo without

ntacting us first.

I{ARDWARE WARRANTY
ndo of America Inc. ("Nintendo®) warrants o the original purchaser that the hardware product shall be free from defects in materiol and
o kmanship for twelve (12) months from the date of purchase. If a defect covered by this worranty occurs during this warranty period,
Wirtendo or o NINTENDO AUTHORIZED REFAIR CENTER will repair the defective hardware product or companent, free of charge. The riginal
junchoser is entitled to this warranty only if the date of purchase is registered ot point of sale or the consumer con demonstrate, to Nintendo’s
fuction, that the product was purchased within the lust 12 months.

(AME PAK & ACCESSORY WARRANTY

Niriendo worrants to the original purchaser that the product (Gome Paks and accessories) shall be free from defects in material and
workmanship for a period of three (3) months from the date of purchase. If o dafect covered by this warranty occurs during this three (3)
ol warranty period, Nintendo or o NINTENDO AUTHORIZED REPAIR CENTER will repair the defective product, free of charge.

SERVICE AFTER EXPIRATION OF WARRANTY

Plecee try our web site ot www.nintendo.com or call the Consumer Assistance Hotline ot 1-800-255-3700 for troubleshooting information
nd/or referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, it may be necessary for you to ship the complete
product, FREIGHT FREPAID AND INSURED FOR LOSS OR DAMAGE, to the nearest service location. Please do not send any products to Nintendo
williout contacting us first,

WARRANTY LIMITATIONS

11115 \WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (o) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO {INCLUDING, BUT
NOTLIMITED TO, HON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, AND POWER SUPPLIES); (b) IS USED FOR
(OMMERCIAL PURPOSES (INCLUDING RENTALY; (c) 1S MODIFIED OR TAMPERED WITH: (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT,
UINHIASONABLE 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 WARRAMNTIES OF MERCHANTABILITY AND FITHESS FOR A PARTICULAR PURPOSE,
ARE HEREBY LIMITED IN DURATION TO'THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 MONTHS, AS ARPLICABLE). IN WO
IVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR
IHPRESS WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF
(O/SEQUENTIAL OR INCIDENTAL DAMAGES, 50 THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU.

Ihic worranty gives you specific legal rights, and you may also hove ather rights which vary from state fo state. Nintendo's address is as sat
Tarth on the buck cover of this booklet.

Ihis worranty is onky valid in the United Stafes.
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