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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 Legend of Zelda: Ocarina of
Time 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, Bor C
Buttons. Place your left index finger on'the Z
Button on the back of the controller.

Connecting the Nintendo 64 Controller
To play this game, you must connect a controller to Socket One, located
on the front panel of the Control Deck.

If you'change the connection during the game, you need to turn the power
OFF to make the new connection active.

This game is designed for one player, so only one controller is needed.

N64 Rumble Pak™

This game is compatible with the
Rumble Pak accessory. Before
using it, make sure to read the
Rumble Pak accessory instruction
booklet carefully. Make sure that
the Control Deck is OFF when
inserting the Rumble Pak accessory.
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ALONG TIME AGO...

BEFORE LIFE BEGAN, BEFORE THE WORLD HAD FORM, THREE
GOLDEN GODDESSES DESCENDED UPON THE CHAOTIC LAND OF
HYRULE. THEY WERE DIN, THE GODDESS OF POWER, NAYRU, THE
GODDESS OF WISDOM AND FARORE, THE GODDESS OF COURAGE.

DIN, WITH HER STRONG FLAMING ARMS, CULTIVATED THE LAND
TO CREATE THE EARTH. NAYRU POURED HER WISDOM ONTO
THE EARTH TO GIVE THE SPIRIT OF LAW TO THE WORLD.

FARORE § RICH SOUL CREATED ALL LIFE FORMS WHO WOULD

F STOOD BECAME SACRED.
4800,

HYRULE, THE GREAT DEKU TREE
[RIT. THE CHILDREN OF THE
TH THE GREAT DEKU TREE. EACH

ENIGHTMARE HE HAD EVER IGHT 1‘:§ ‘
sr@RM LINK WOULD FIND H ELFSI‘ANITN {
MYSTERIOUS CASTLE. A RID ERC 'HORSEBACK, C'KRRYIN
WOULD RACE BY. THE GIRI -WOULD LOOK AT LINK AS IF

SOMETHING. THEN, ANOTHER RIDER WOULD APPEARETH Hi‘
MAN CLAD IN B WOULD LOOK DOWN JWNACIN%

LINKWOULD
“"TE &

The legend of Zelda : Ocarina of time

"LINK! HEY, GET UP, LINK! THE GREAT DEKU TREE WANTS TO
TALK TO YOU!"

AS LINK OPENED HIS EYES, HE SAW A FAIRY FLOATING IN FRONT
OF HIM. THIS FAIRY'S NAME WAS NAVL. NAVI WAS SENT TO
SUMMON LINK TOTHE GREAT DEKU TREE.

T OU HAST RETURNED!'SAID THE DEKU TREE.
OW, LINK, FOR COMING. THY SLUMBER THESE PAST

"WELL DG%LNK' 1K
OUTM
p " PLAD
EN =
CONN A
THE DI )
YDS. WHOEVER HOLDSH : e
THEIR WIS f S comﬁ*f;RUE THOU MUST NEVER ALLOW THE
DESERT MAN 'TO LAY HIS HANDS ON THE SACRED TRIFO

THOU MUST NEVER SUFFER THAT MAN TO ENTE
REALM OF LEGEND. LINK, GO NOWTO
YE WILL SUELY MEET THE PRINCESS OF D
STONE TO THE PRINCESS. 1 HAVE FORESEEN
UNDERSTAND EVERYTHING.

E DYING, THE DEKU T} ST WOR
EPEN .U}'ON THEE ,Lm%: ‘f"Ho
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These Ihree u]l work on lon Lon Ranch,
fhe only ranch in Hyrule.

J'l b ¢ !

These childlike people live in Kokiri Forest.
Each Kokiri hos a quardian fairy. They cannot
|eﬂve the forest or their lives will come to an end.
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Goron People g-';"
. These people live in Death’,
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Zora People

P The people of Zora's
"’?’ Domain ate like evolved

. oy, fish. They live underwoter

i Princess ‘. but can venture out for
i Ruto i\\ short periods of fime.
Lora’s princess,
Ruto is very P 5 \,

i much o fomboy.
4

King of the Zora
i and Princess
b Ruto's father.

lmk (|
: U Lk I es in Kokirl Forest.
: Unlithhé other Kokiri, Link

' doss not have a quardion fairy
fo call his own.

Saria
- Saria is Link's
¥ ifelong friend.




Corfectly insert the Legend of Zelda: Ocarina of Time Game
Pak into your Nintendo 64 system and move the POWER
switch fo the ON position. When the Title screen appears,
press START o access the File Select screen. Use the
Conrol Stick fo select from one of three save files. Press
the A Butfon to advance to the Nome Registration screen.

What is a File?
Your game progress is stored in a file. This includes items
you've acquired, number of hearts you've collected and
dungeons you've cleared. If you quit while playing, you
will be able fo confinue where you left off (see page 34

{ for more informafion).

Name Registration

‘Nomes cannot exceed eight characters. Use the Control
‘Stick fo select a leffer and press the A Butfon to confirm.
‘Press he B Button fo delete a letter. When you hove
finished, press START fo move the cursor to END. Press the
A Button to finalize your name.

Copying and Deleting Files ’

On the File Select screen, select COPY, move the cursor fo
thie file you wish to copy and press the A Button. Select
fhe file to which you want to copy and press the A Button
‘again (you cannot copy a blank file). Deleting a file works
fhe same way. Remember, once  file is deleted, it cannot
e recovered.

Options

Sound
Select from four different sound modes:
STEREQ, MONO, HEADSET, and SURROUND.

Title Screen Options Screen

Headset
This allows you fo enjoy the game with realistic sound.
Surround

This mode creates a pseudo 3D environment. To get the
full effect, make sure you sit directly between the speakers
when playing.

L Targeting
Select SWITCH or HOLD mode for the
[ Targefing system.

File Select Screen

Name Registration Screen

If you press the Z Button once, the Focus Cursor appears. Press
the Z Butfon again and if disappears. When you furn the gome
ON for the first time, SWITCH is the defaulf sefting.

The Focus Cursor only appears when holding the Z Button. This
opfion is great for advanced players.

Brightness
Adjust the brightness setting to see the game better. Make sure
four shade levels are dlearly distinguished on the screen.

10



Navi'is Link's quardion fairy. Navi helps and supports Link
during his adventure. She gives helpful hints such as enemy
weaknesses. If Navi calls you during the game, press the
(C(2) Button to see what she has to say.

N Navi
2N Icon
When Link gefs close to an enemy or object that Navi can help with, she flies in that
‘direction. That enemy or object has a friangle mark next fo it. If you press the Z Button,
Lirik looks in Novi's direction, and the enemy or object is surrounded by the Focus Cursor.

15 called  Targefing. When you use Z Targeting, the Navi icon appears in the top right
comer of the screen. Press the (@ Button to read Novi's advice.

When using Z Targeting on people or signs, the Navi icon does not flash. Instead, the SPEAK
or CHECK commands appear.

Press the I Button
when looking of on
enemy or object fo
torget.

Focus Cursor

When Z Torgeting is activated, o
black band appears at the top and
bottom of the screen.

When using Z Targefing and the Navi icon
flashes, press the C@) Butfon fo read Novi's
advice.

INOTE: The Navi icon occasionally flashes even when you're
not using Z Targefing. When it flashes, be sure fo press the
(@futton.

I Targeting will not only help you with Navi's advice, but it can also help your adventure go

more smoothly.
Changing the Camera Angles

During the game, if you press the Z Button, the
viewpoint centers behind Link. It also siowlv centers
behind Link if you don't press any buttons or move the
Control Stick (see page 13).

Talking to Faraway People

¥ | To talk to people who are for

W away, use 7 Targeting. If the
person is surrounded by a cursor,
press the A Button fo talk.

When using a shooting device,
use Z Targefing to accuraely
farget an enemy.

Triangle Marks

When using £ ngenng o friongle
mork may appear next fo an enemy
or object. Pay close attention fo the
color of the nimlgle mark (Navi's
color changes to match the friangle
mark). Each color hs o different
meaning.

Yellow

Navi knows the
enemy's weakness.

Green

A hint is available.

| Light Blue

A person of sign.
Press the A Button.

12



Action lcon
Al the octions that Link can perform when
you press the A Button appear here. If he
stonds next fo o person, the SPEAK command
will appear. If he stands next to a door, the
OPEN command will appear (see page 16).

B Button lcon

This icon shows what
acfions you can execute
with the B Button. Most
of the fime, the icon

shows a sword.

Thehearts Link's Ife.

' e gome with
. hs the game
progresses, the number of
fieorts increase. When
Uﬂgﬁﬁfdumuge, the
nusmberof heorts T
decrease, = i el Clcons

; These represent the
current ifems selected for
the C Buttons (page 20).

Magic Meter
Thlsrepmsems Links
femaining mogic power.

This anly appear swhen he
hos obtained magic.

Link's current location appears here. The yellow oow represents the
direction Link is currently facing. The red ormow represents the aren
Link come from. Press the L Button fo tum the map ON or OFF,

The number of Rupees (Hyrulion
qurrency) in your inventory.

Game Play Screen

When you press the C @ Button during the game, the viewpoint changes to Link's view (first-person
perspective). While in this viewpoint, you connot use an item, move or use Z Targefing. You can,
however, look around with the Control Sfick. This is very helpful when you're in a dungeon and you
need fo see the femain oround you.

Link's View JRSS

13

Subscreen (while' paused) ’

Press START during the game, and the Subscreen appears. This is broken into four different
Subscreens (as shown below). Press the Z or R Button to cycle through each screen. Press
START on the Subscreen to retur fo the game. Press the B Button on the Subscreen to save
your game (see page 33).

Dhedas Nt

Select ltems Subscreen

Equipment Subscreen

NOTE: Pleose see
the corresponding
page for more
information about

each screen.

- Play St;ee'n Save Screen

NOTE: To advance fo the next screen, you can clso place the cursor on the Z or R icons
and move the Control Stick 4 or .

14



M’BA“IC CONTROLLER FUNCTIONS

-

Link’s Basic Actions

iting maneuvers af the beginning of the gome, in Kokiri Forest.

‘ Go fo Subscreen |

Control Stick

Move

tkest way to finish the game is to effectively control Link in every situation.

R Button
Raise shield

" C ©)Button
. L gm%t
Z Button g:;:;"
L Targeting ' '
N Look forward
Action icon

 Poge 11 J

Swing sword

| Poge 17 '_

B Button

There are some cases where the:
game will only allow certain actions.
The icons for actions that Link cannot
perform are black and white or not
disployed.

When you can't perform certain actions...

ih LR

¢ ._-‘/_.r;a'r'- e I Hf"f ( :/ 5/ :.‘:/f' (€ hetti ¥

m Use this mainly to move Link.

Walk /Run
Move the Control Stick in the
direction you want Link fo go. e

Link walks or runs depending on
how far you move the Control Stick.
If you're in o dangerous area, move the Control 9
Stick slightly so that Link walks slowly. Hold theZ %

Button while walking o walk while facing forward.

Jump

To jump gaps or climb uneven ground,
move the Control Stick in that direcfion
and Link will automatically jump (or
climb). Link may not be able fo jump
or climb if the distance is oo great.

Swim
Move the Control Stick in the
direction you want o swim.

Diving Depth




Frileaarlcherf Zeldlch:

Grab ™ Throw /Drop
A Bu“on Grab the object by pressing the A Button. To throw the object, press the

=5 | A Button. To throw a bomb, use the Control Stick fo run and then press
‘About théAction lcohs v ' ' the A Butfon. To drop @ bomb, simply press the A Butfon.

tton represents the Action icon, which allows you to perform
octions. The fext appearing on the icon tells you what acfion
execute. The text changes depending on where Link is
If the icon shows no text, try calling Navi for help.

Climbing Up and Down
Move the Control Stick

Down towards the lodder to climb
While honging on o yp__ If DOWN appears, you
liff or ladder, if the  cq safely jump down from

DOWN fext appears, e lodder.
you can safely let go

N of the cliff.

Other Actions

o«

Climb

Tojumponalorge N2 =4+ Q

block, press UP on Open -
the Confrol Sfick and Srund in front of The doar or

press the A Button.

Grab b Push/Pull o O

Press the 0 Button to grab, push or pull an object.
Once that has happened, use the Confrol Stick to
maneuver the object.

chest and press the A Butfon
when the OPEN text
appears.




B BUTTON

n swing the sword in many ways.
bk ‘

Swing

f Verhtnlly

:1 f” “/‘

Swing
Horizontally

'B+0 O-B+&D+0

‘Press the B Button three times just right to make your third swing much wider.

Fars

Strong

Spin Swing
Hold the @ Button and release.
The power of the swing z

depends on how long you
hold the B Button.

The legend of Zelc

This is o weak power swing.

“iieleocid rr/ A

Jump Attack
While holding the (=
sword, press Z + A. &8
Offensive power wil
double.

[ BadcFip
2+0+0

Back Flip

Back flips and side
jumping are effective
dodging maneuvers.

+@‘"@ +0

Ruising. Your Shield
Press the R (IR Button fo raise your shield.
When it is raised, move it with the Control Sick.

Lock on to an enemy with Z Targeting fo gain

an advantage.

1. You won't lose sight of your enemy.

2. You can keep your enemy at a safe
distance or close in on him.

3. Attacks are executed more accurately.

20



4 SELECT ITEM SUBSCREEN

o

ide Link through his adventure, you will find various items. Introducing the C ltems

tem, you need fo assign tto one of the C Buttons. Some items, those with numbers located next to them, have limited uses. When you

carry the maximum number of items, the number tums green. With some ifems, you can
increase the maximum number.

it
i
- —
R

. You cannof use this when
LT TLYECATA the Magic Meter is empty.

B .
- EIE Select Item Subscreen
i @

Magic

You will be able to
use three kinds of
magic. You cannot

| use magic if the Magic
Meter is empty.

Fairy Slingshot

Bottle Event ltems

This is the number of
ortles in your inventory,

These are items you obtoin through events. You may exchange
some items during the course of your adventure.

The items on this screen change as your gome progresses

(see page 26).

Setfing the C Items

RT during the game to access the Subscreen. Press the Z or R Butfon fo access
t Items Subscreen. Use the Control Stick to place the cursor on the ifem you
se and press the C @ & @ Buttons. The item is now assigned.

game, you will watch Link grow from child to adult (see page 34). There are
he game that Link can only use in childhood or adulthood. Items you cannot

lack and white.
Assagn ittooneofthe  The selected item

Place the cursor on
the desired item. three C Buttons. appears in the top right
comner of the screen.

¥

The Deku Stick works like a sword, but is much weaker. They break very
easily. Deku Sticks can also work as torches. Find them after defeating
enemies or purchase them in stores.

Use the Slingshot to shoat enemies or

objects that are for away. Hold the C

Button and Link's hands zooms in. Aim 8
with the Control Stick and release the € £
Button to shoot. If you use Z Targeting )
before shoofing, your accurocy will @
increase greatly. If you just hold the C
Button, you can aim the Slingshot without
shooting it. Collect Deku Seeds o refill
your ammunifion.

-

Picture 1 Picture 2

Boomerang Y|

If you throw it, it comes back! The Boomerang can stun or defeat enemies.
Use Z Targeting to improve your accuracy. Some enemies can only be defeated
with the Boomerang.

22



Throw a Deku Nut on the ground and a bright light flashes, temporarily stunning
enemies (the Deku nut cannot sfun oll enemies). Deku Nuts can be found practically

everywhere.

Play the Ocarina at certain times and special things may
happen. With the Ocarina, you can also warp to other

This has the same effect os the Ocarina of Time,
but disappears once you receive it.

places (see page 30).

Lens of Truth

See which walls are real and which are fake with the Lens of Truth. Using this item
consumes magic.

Domage enemies or blow up walls with the Bomb. Be careful not to get too close to
the blast or you may get hurt. Bombs explode approximately four seconds after you
pick them up (see poge 18).

Pick up @ Bombchu and set it at your feet. It will start running by ifself. If it hits an
object, or runs for o while without hitting anything, it will explode. Once it starts
wnning, you have no control over it.

Place Magic Beans at certain locations and they eventually sprout. 7 Targeting comes in
handy when trying to decide where o plant a Magic Bean.

Fairy Bow _Jf (Adult Link)

Shoot enemies or switches with the Fairy Bow. It works the same os the Fairy
Slingshot. As your adventure progresses, you will find three magic arrows each
with different effects.

Using magic, and some items, consumes Magic Points.
Spin swings also use up Magic Points. Watch your Magic

Meter!

o

ﬂ

2 MP 2MP 4 MP

| Hookshot | (Adult Link)
There is o hook ot the end of an expandable chain that can grab onto cerfain objects.
This is helpful when trying fo get to hard-to-reach places. A red dot marks the distance
you can fravel. The Hookshot can also be used as o weapon
(even underwater). When using, i you see a red dot, your
target is in range. As the adventure progresses, you can extend
the length of your chain.

Megaton Hammer ) (Adult Link)

Move big blocks or activate a rusted switch with the Hammer.
You can also use it as a weapon.

24



3

USELECT ITEM.SUBSCREEN

Somewhere in Hyrule are three Great Fairy Fountains. Here, you can leam three
different magic spells. When you meet a Great Fairy, the Magic Meter shows the
remaining number of Magic in the top left comer of the screen. You need the
correct amount of Magic Points to use magic.

ftne

/

0

ome
Fire wraps around Link's body, profecting him from harm. This is very helpful when surrounded
by o large number of enemies.

e

Farore’s Wind surrounds Link’s body with o green light, and the spot where you first use it will be
set as o warp point.. If you use the magic again ot o different location, you will be able to worp
back to the original warp point. Select “Dispel the Warp Point” to set o new warp point location.

12

A blue light surrounds Link, protecting him from enemy harm. 1t wears off after o short time.

Magic Power Recovery

To refill your Magic Meter, find Magic Jars
by defeating enemies, or looking under
pots and bushes. You may also consume
the green medicine that you buy in shaps.
There are two types of Magic Jars: large
and small. Large jors refill your Magic
Meter completely. It is rumored that there
is 0 place somewhere in Hyrule where you
double the size of your Magic Meter.

Magic Jar

~, -
.-v..-,“_‘
e
-
——
Yo
P—
g
et
0
N
—
Q)
—
—

-

Empty Botile

6 Bottles can carry medicine, milk or other important things. You can use
them whenever you need to. Your inventory cannot exceed four bottles,
and you cannot buy them anywhere. Look everywhere and talk to
everyone fo find them. They are very useful.

Completely ~ Completely ~ Complefely
refills Magic ~ refills Life refills Life ond
Meter Energy Magic

Items that appear in the botfom right comer of the Select Items Subscreen are
Event Items. Use them at certain places or show them fo cerfain people during
your adventure. Event Items can be set with the C Butfons.

Life and magic are be restored by taking pofions.
You can buy potions at the shops, but you must
have an empty bottle.

The Mask is one of the Event Items. Borrow o
Mask from the Happy Mask Shop in Hyrule
Castle Town Market. Sell it to someone who
needs it and you will be able to get a different
Mask. Keep doing this during your adventure,
and you may end up with something nice!

26



#EQUIPMENT SUBSCREEN

How to Equip

 Link's Corrent Equipment
Items obtained here are
| equipped automatically. These
items may upgrade in size as
the adventure progresses.

€ /

ek St e inyo

Deky Seed Bog Bomb Bag

This bog contains  Arrows are stored The bomb bog
Juiver. halﬂs*w.

en shows all the items that you can equip. Point fo the desired item with the Control
d press the A Butfon fo select it. Items that you cannot select are shown in black and

Sword
Shield
Clothes

Boots

Swords

Swords appear in order of strength from
left to right.

Shields

The shield protects Link from enemy
atfack. Shields appear in order of
defensive power from left fo right.

Clothes

Goron and Zora Tunics may be purchased
in shops, but they are very expensive.

In some dungeons, Link may need to
change boots many fimes. The lron and

Hover Boofs are hidden in freasure chests.

Giant's Knife
Link must find ~ This legendary  This lorge
the Kokiri sword resides  swaord is too
Sword. inthe Temple  heavy fo hold
of Time. with one hand,

¢

Deku Shield [ Hylion Shield
This simple shield ~ Hylion soldiers — The Mirror
is made of wood  use this shield.  Shield deflects
and nof very It's very strong.  special attacks.
durable.

Kokiri Tunic i Zora Tunic
Link begins the ~ Infense heatis  Stay underwater
gome weoring ot o problem if  for long periods
this. Link wears this. o fime.

Kokiri Boots Iron Boots
This is Link's Use the lron Walk over
stondord choice  Boofsfowolk  water with the
of footwear, on the bottom ~ Hover Boots.
f Lake Hylia,
of Loke Hylio 28



& QUEST STATUS SUBSCREEN

/ ‘Quest Status
fgen shows items that you have collected, and the ocarina melodies you have learned as well.
This represents the number of heart pieces you have

R alee collected so far. For every four heart pieces you collect,
your Life Energy increases by one.

Sage's Medallions
Help the six Sages fo
obtain the Medallions.
Collect all of the
Medallions to fight the
final enemy.

Sacred Stones
When you find these stones
and the Ocarina of Time, you
can open the door fo the
Sacred Realm.

' . About Heart Pieces

2 heginning, your Life Energy will have only three

Life Energy gradually increases as you collect heart
rs. You collect heart containers by defeating the
bosses. You will also find heart pieces scattered
ut Hyrule. For every four heart pieces found, your
nergy will increase by one. Life Energy will not

d 20 hearts.

Heart Container

Fill up your Life Energy by collecting
Heart Pieces.

Effects of the Ocarina

Certain things happen when you play the Ocarina melodies.
Use the C Button icons fo sef the Ocaring. Play the Ocaring by
pressing the ( @ @ @ ® Buttons and the A Button.

Effect #2

Playing certain tunes can
warp you to different places.

If you play the right music at the right place or in front
of the right people, various things will happen (i.e.: the
person might give you a hint or a door might open).

How to Remember.a Melody

There are 12 melodies that you will learn from various peaple.
When you learn a new melody, the music score appears on the
screen. If you press the corresponding buttons, then the melody
is recorded. The melody always appears on the Quest Status
Subscreen.

" How To Play

To play the Ocarina, first make sure
itis set to one of the C Button icons. [
When Link is holding the Ocarina, press
the A and (& ® @@ Buttons to ploy.
To stop, press the B Button.
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4 MAP SUBSCREEN

Ihere are two types of map screens: dungeon and field map screens.

Viewing the Field Map Screen
Deginning, the entire Map v LY
is blank. The map gr UdUU"V . Link's Current Location

s 0s you visit places in the g " ' N Your curent location
3 appears here,

Aren Name
The cursor points to the name of the orea.
If something on the Mop screen is blinking,
then Link should visit that place next.

cartma of ttime

Viewing the Dungeon Map Screen

inside the dungeon, if you access the Map screen, you can view a
ot gradually drows in as you explore. Dungeons are very complex,
your map often.

Dungeon Levels Dungeon Name
evel numbers =

i the left side of Boss's Key
1. When you Forest Temple '
sired level with A

; the layout of that e T Dungeon Map
] 5T i o L4

Eors on fhe :ighT_ Maps you obtain appear
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it What is a Dungeon?

If you want fo resfore peace to Hyrule, you need fo journey info the dungeans.
Each dungeon has its own boss. Defeat each dungeon boss fo complefe the dungeon.

Treasure Chests/Dungeon ltems

Treasure chests come in various sizes. Big chests hide important items such as maps and
ompasses.
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Dungeon Map

A dungeon map shows all the rooms in  dungeon, including your current location.
Until you get the map, you can only see rooms that you've been in.

The compass shows you the location of You need this key to open the
all treasure chests. It olso shows you door to the boss's room.
the location of the dungeon boss
(indicated by o skull mark).

Number of
Small Keys

Small Keys and Doors

Use small keys to open locked doors. The number of small
keys in your inventory appears on the gome screen. Once
you use o small key, it will disappear. You can only use small
keys in the dungeon sections where you find them. There s G ,
ink's Current Location
are also one-way doors that only open when you solve the o E———
mysfery in that room. your current locafion and the
direction you are heading. The
Small keys do not appear in the dungeons that you visit af ~ red mark represents the door you

the beginning of the game. came through. Press the L Button
to turn the mop ON or OFF.
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When you take domage, the Ln‘e Energy in the upper Iefr corner of
fhe screen decreases. When you run out of hearfs, your game is
over. When that happens, the following screen appears. Use the
Controll Stick to select the desired option and press the A Button fo

Would You Like to Save? Yes/No

Whatfyour gome is over, you have the option o save your progress.
Select YES to save or NO o quit and refurn to the Title screen.

Would You Like to Confinue? Yes/No

[fyousselect YES, you will start ot the beginning of the current
dungeon. Select NO and you will return to the Title screen. Listed
-~ belowore the places you will confinue if your game ends.
Your game will confinue . ..
at Link's house

If your game ends . . .
in the field (Child Link)
outside o dungeon (Adult Link) at the Temple of Time
in a dungeon at the dungeon entrance
When you confinue, you only have three hearts full in your Life Energy.

_ | Quitting Dﬁri_ng Gameplay |

Jou Want to quit during your adventure, make sure to save your progress first.
i fhie power OFF when you are done.

If you save and quit during your odventure, the game saves the number of hearts in your Life Energy.

*Do NOT turn the power OFF while saving. This moy cause saved dofa fo disappear.

TIPS FORYOUR ADVENTURE

This section provides you with some helpful hins for your
adventure. It is the hope of all people of Hyrule that your
wisdom and courage will bring peace back fo Hyrule.

»

While you are playing the game, you discover that Link has aged
seven years since his adventure began. During that seven-year
span, the atmosphere of Hyrule has changed dramafically. Things
Link does in his childhood affect him as an adult.

In the village of Hyrule, if you do something at the Temple of Time,
you will be able to travel between these two time periods. This
fime travel is necessary for you to progress through your adventure.

Childhood
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Make sure to visit the people
you met as a child. You never
know what has happened to
them in seven years.

Child Link



The Passage of Time in Hyrule |

Time passes in Hyrule. Day turns regularly to night.
There are enemies who only appear af night, many
stores that are closed af night and people who only
appear during the day. Make sure to visit places
during the day and night.

Don't Waste Rupees!

There are many stores in Hyrule. In the stores,
many helpful items are ovailable for purchase.

Some items are very expensive. If you have enough
Rupees, you can buy these expensive items. In
some sfores, you can obtain these valuable items
without paying or in exchange for certain things. Try
to think about other ways to obtoin items without
wasting Rupees.

Some items cost more than
the maximum number of
Rupees you con collect,

[ Cutting the Grass

Grass can be cut with the sword (or picked up
and thrown). When cutting the grass, you
sometimes find Hearts or Rupees. When you
find yourself short on items, fry cutting the
grass. You never know what you'll find.

Make sure to check under
rocks and inside vases, foo.

.

Collecting the Golden Skulltula

When you defeat the Gold
Skulltulas (spider monsters),
they change into Golden Skull
Tokens. Collect these Tokens
and you can exchange them ot
certain places for helpful items.
The number of Golden
Skulltulas you've collected
appear on the Quest Status

Subscreen.

W S the Dels Tree

Golden Skulltula

obtoining o certain item.
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TIPS EOR YOUR ADVENTURE

Setting the C Items |

You will obtain various items during your
adventure. More than likely, dungeons hide
important items. You should equip dungeon
items immediately. Use items that you find
not only in dungeons, but in other places
around Hyrule. Use the C Butfons fo assign
these items.

Items that you find in the dungeon
ore more likely to be effective in that
dungeon.

All Enemies Have Weaknesses !

Enemies are everywhere in the dungeons, and you can be sure that they will attack
Link. Stay calm and keep an eye on your enemies with the Z Button.
When you do this, if you press the C@ Button, Navi tells you each
enemy’s weakness. Knowing an enemy’s weakness is the i
best way to defeat it. If o sword doesn't ‘ AN ? b \
work, fry using an item in conjunction with ¢ -
the sword. w./ \}‘
9

| Find the Fairy Fountains to Regain Hearts
Fairy Fountains ore found all over Hyrule, although
some of them are hard fo find. Visit these fountains

to refill your Life Energy. Make sure to look
everywhere.

[ Ride the Horse |
Traveling by foot in Hyrule can take a long time. It's a
good idea fo use a horse. Horses can be found at Lon
Lon Ranch. With a horse, you'll be able to cross the
Hyrulian plains in no time. Although you can only ride
the horse in certain places, it will always be waifing for
you if you need fo go somewhere.

You must do something
special before you can ride
the horse, and you can only
ride it when Link is an odulr.
The number of carrots on
the screen indicates the
number of fimes you con
increase the horse’s speed.
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et Help With the Stone of Agony!

The Stone of Agony is an item you may
find in Hyrule. When you are near
freasure chests or hidden items, if you
have the Stone of Agony, your conroller
rumbles (only with the Rumble Pak
aceessory).

Let's Go Fishing!

There’s a pond near Lake Hylia where you can go
fishing. If you catch a big fish, something good
will happen. If you have the Rumble Pak
accessory, you will feel a tug on your line.

Make sure to look around when
you feel the rumble.

e *
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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 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 to 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 international 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.
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WARRANTY AND SERVICE INFORMATION: Rev.K

You may need only simple instructions to correct a problem with your product. Call the
Consumer Assistance Hotline at 1-800-255-3700 rather than going to your retailer. Hours of
operation are 6 a.m. to 9 p.m., Pacific Time, Monday - Saturday, and 6 a.m. to 7 p.m., Pacific Time, on
Sundays (times subject to change). If the problem cannot be solved over the telephone, you will be
offered express factory service through Nintendo or referred to the nearest NINTENDO AUTHORIZED
REPAIR CENTER®, Please do not send any products to Nintendo without calling us first,

HARDWARE WARRANTY

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

GAME PAK & ACCESSORY WARRANTY

Nintendo warrants to the original purchaser that the product (Game Paks and accessaries) shall be free
from defects in material and workmanship for a period of three (3) months from the date of purchase. If
a defect covered by this warranty oceurs during this three (3) month warranty period, Nintendo or a
NINTENDO AUTHORIZED REPAIR CENTER will repair the defective product, free of charge.

SERVICE AFTER EXPIRATION OF WARRANTY

Please call the Consumer Assistance Hotline at 1-800-255-3700 for troubleshooting assistance and/or
referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, it may be
necessary for you to ship the complete product, FREIGHT PREPAID AND INSURED FOR LOSS OR
DAMAGE, to the nearest service location. Please do not send any products to Nintendo without calling
us first.

WARRANTY LIMITATIONS

THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT; (a) IS USED WITH PRODUCTS NOT
SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT LIMITED TO, NON-LICENSED GAME
ENHANCEMENT AND COFIER DEVICES, ADAPTERS, AND POWER SUPPLIES); (b) IS USED FOR
COMMERCIAL PURPOSES (INCLUDING RENTAL}; (c) IS MODIFIED OR TAMPERED WITH; (d) IS
DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES
UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIF; 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
AFPPLY TO YOU.

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

This warranty is only valid in the United States,
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NEED HELP WITH INSTALLATION,
MAINTENANCE, OR SERVICE?

AUTHORIZED REPAIR CENTERS
1-800-255-3700

NINTENDO OF AMERICA INC.
P.0. BOX ¥57 REDMOND. WA 98073-0957 USA
PRINTED IN US.A.






