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

IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING

WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES

| AWARNING - Seizures

« Some people (about 1 in 4000) may have seizures or blackouts triggered by light

flashes, such as while watching TV or playing video games, even if they have
never had a seizure before.

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

epdeplic condition should consult a doctor before playing a video game.
= Parents should watch when their children play video games. Stop playing and
consult a doctor If you or your child have any of the following symptoms:

Convulsions Eye or muscle twitching Loss of awareness
Altered vision Invc ¥ t Disori i

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

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

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

. Play in a well-lit room.

. Take a 10 to 15 minute break every hour.
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| AAWARNING - Repetitive Motion Injuries

Playing video games can make your muscles, joints or skin hurt after a few hours.

Follow these instructions to avoid problems such as Tendinitis, Carpal Tunnel
Syndrome or skin irritation:

* Take a 10 to 15 minute break every hour, even if you don't think you need it.

If your hands, wrists or arms become tired or sore while playing, stop and rest

them for several hours before playing again.

= If you continue to have sore hands, wrists or arms during or after play, stop
playing and see a doctor.

| AAWARNING - Electric Shock

To avoid electric shock when you use this system:

= Use only the AC adapter that comes with your system.

= Do not use the AC adapter if it has damaged, split or broken cords or wires.

* Make sure that the AC adapter cord is fully inserted into the wall outlet or
extension cord.

* Always carefully disconnect all plugs by pulling on the plug and not on the cord.
Make sure the Nintendo GameCube power switch is turned OFF before removing
the AC adapter cord from an outlet.

| AACAUTION - Motion Sickness|

Playing video games can cause motion sickness. If you or your child feel dizzy or
nauseous when playing video games with this system, stop playing and rest. Do
not drive or engage in other demanding activity until you feel better.

| AACAUTION - Laser Device

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

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

CONTROLLER NEUTRAL POSITION RESET

If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of
neutral position when the power is turned ON, those positions will be set as the
neutral position, causing incorrect game control during game play.

To reset the controller, release all buttons
and sticks to allow them to return to the
correct neutral position, then hold down the
X, ¥ and START/PAUSE Buttons
simultaneously for 3 seconds.

L Button R Button

¥

Control
Stick C Stick



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

Official

Seal of Quality

only with other suthorized

THIS GAME SUPPORTS
GAME PLAY USING ONE
PLAYER AND CONTROLLER.

THIS GAME IS COMPATIBLE
WITH PROGRESSIVE SCAN
MODE TVs.

Progressive Scan
compafible

THIS GAME REQUIRES A
MEMORY CARD FOR SAVING
GAME PROGRESS, SETTINGS
OR STATISTICS.

NEED HELP PLAYING A GAME?
You can visit our websife at www.ninfendo.com for game play assistance.

For autornated game play tips and news, call Nintendo's Power Line at: 1-425-885-7529.
This may be a long distance call, so please ask permission from whomever pays the phone bill.
Rather talk with 8 game counselor?

1-800-521-0900
Available in U.S. and Canada - §1.50 per minute (U.8. funds)
Please have Visa or MasterCard ready

MON. - SAT., 6:00 a.m. to 9:00 p.m.; SUN., 6:00 a.m. to 7:00 p.m., Pacific Time
Caflers under 18 need fo obtain parental permission to call. Prices subject to change.
TTY Game Play Assistance: 425-883-9714

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

EVERYONE

o
This Nintendo GameCube game is a port
of a game previously released on an
Game Pak. Because of the transfer
process from Game Pak to Game Disc,

you may experience brief moments
where the Game Disc pauses to load.

ALL RIGHTS, INCLUDING THE COPYRIGHTS OF
GAME, SCENARIO, MUSIC AND PROGRAM,
RESERVED BY NINTENDO. © 1998, 2003 NINTENDO.
TM, ® AND THE NINTENDO GAMECUBE LOGO ARE
TRADEMARKS OF NINTENDO. © 2003 NINTENDO.

These pauses are normal and not
indicative of defective software. When
this occurs, wait for the game to finish
loading and continue playing.
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Properly insert The Legend of Zeldo: Ocarina of Time Game Disc into your Nintendo GameCube,
close the lid and turn the POWER on. Follow the on-screen instructions to proceed.

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

First use the Control Stick fo select the game you want fo play on the
mode-selection screen.
» Press the 7 Bution fo watch a selection of movies. Gt Silsct Scrocs

Options Screen

Select SWITCH or HOLD mode for the L-Targefing system.

If you press the L Button once, the Focus Cursor

appears. Press the L Button again to make it
disappear. When you turn the game ON for the
first fime, SWITCH is the default setting.

After choosing one of the fwo game modes, choose
whether you wont the Rumble feature ON or OFF.
« If you furn the Rumble feature on, you can use the
Stone of Agony once you get it in the game.

On the nexd screen, you will be osked if you want to create a gume file
on the Memory Card inserfed in slot A. After choosing YES, the game's

fitle screen will appear. The Focus Cursor only appears when you hold the

; L Button. This option is great for advanced players.
= I order to save your gome data, you will need 15 free

blocks on the Memory Card in Slot A.

« Once you've saved, you can continue playing from that
point. Please make sure that the Memory Card is always
inserted in Slot A.

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

To go o the file-selection screen, press START/PAUSE or the A Button
while on the fitle screen. Choose one of the three files with the
Control Stick ond select it with the A Button.

%

*When you want fo confinue o game that you've saved, s Names cannot exceed eight characters. Use the Control
choose that file. File-Select Screen " Stick to select a letter and press the A Button to confirm.

Press the B Button to delete a letfer. When you have
finished, press START to move the cursor to END.
Press the A Button to finalize your name.

Copying or Deleting Files

You can copy a saved file fo an empty file by choosing COPY.
By choosing DELETE you can empty the selected file.
o Once you've deleted a file, you cannot recover it.

- Name Registration Screen
O 7



The quickest way fo master ihe game s fo eﬂeclavely tonlru! Llnk in every situation. Try
pradiicing maneuvers af the beginning of the game in Kokiri Forest.

-Same os C Stick ﬁ

B
Snme s (Siltk Q

+ Control Pad 'Ehunue vm\r, speal: wﬂh Hm' -Adion pg. 10
Setitems fo C Stick 449 -g;'eﬂ 2
-Play Ocarina nofes -Play Ocarina nofe
The Y, Z, and X Buttons correspond fo A Swing sword
¥ », respedively, on the C Stick. Y @ @ X -Cancel
You can also control C Stick items with
the Y, Z, and X Buttons. 1

When you can't perform certain acfions...

¢ There are some cases where the gome S
will only allow certain actions. The icons
for actions that Link cannot perform are
black and white or not displayed.

Move the Control Stick in the
direction you want to swim. }

Control Stick

Use this mainly to move Link.

Move the Control Stick in the
direction you want Link fo go.

Link walks or runs depending on how far you move the Control Stick. If you'rein a
dangerous area, move the Control Stick slightly so that Link walks slowly. Hold the
L Button while walking fo walk while facing forward.

Toj |ump gaps or climb uneven

ground, move the Control Stick in
that direction to make Link 4
avtomatically jump (or climb). < @
Link may not be able o jump or
dimb if the distance is foo great.

Hold the A Button while you
are af the waier's surface.

As your adventure progresses, you
vill be able to dive deeper.



The A Button represents the Action icon, which allows you to perform
many actions. The text appearing on the icon tells you what action
Link can execufe. The text changes depending on where Link is
standing. If the icon shows no fext, try calling Navi for help.

Press the A Button to grab, push or pull an object.
Once you've grabbed an object, use the Control
Stick o maneuver it.

Move the Conrol Stck foward the ladder fo
climb up. If DOWN appears, you can

While hanging on a safely jump down from the ludder.

or ladder, if the DOWN
. lext appears, you can
safely let go and drop.

To jump onto a large block, press UP on
the Control Stick and press the A Button.

= T / G

Grab an object by pressing the A Bution. To throw the object, press
the A Bution. To throw a bomb, use the Control Stick to run and
then press the A Button. To drop @ bomb, simply press the A
Button.

(.‘ Other A_cti‘_ons“

Stand near a person
and talk when the
SPEAK text appears. To falk fo people
who are far away, use L-Targefing. Be
sure fo read everything a person has fo

.
CHECK

Stand in front of a
door or chest and press
the A Button when the
OPEN text appears.

Use CHECK when
standing near a sign
or something imporiani.




UST G THE SWE

B Button

You can swing the sword in many ways. Butk—fff]ips uruj silde-iumps
are effective dodging

maneuvers.

While holding the sword, hold the L Butfon
and press the A Button. Offensive power
will double,

Press the R Button to raise your
shield. When it is roised, move it
with the Control Stick.

After you master the mag, the power of
the swing depends on how long you
hold the B Bution.

You use magic when you do a spin swing.
The power of the swing is indicafed by the

Lock on to an enemy with L-Targefing to gain
color of the flame surrounding the sword.

an advantage.

! + _. < 1. You won't lose sight of your enemy.

== e 2. You can keep your enemy ot a safe
Press the A Bution while running to do a distance or close in on him.

roll attack. You can even do this when you 3. Your attacks will be more accurate.
are not holding a sword. The roll attack
can help you avoid faking domage.

This produces a weak power swing.
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Navi is Link's guardian fairy. She helps and supports Link during his adventure.

/I She gives helpful hints such os enemy weaknesses.

i H“"L"d;"f If Navi calls you during the gome, press UP on the
" ( Stick fo see what she has fo say.

When Link ges 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 foit. 1f you press the L Button, Link looks in
Navi's direction, and the enemy or object is surrounded by the Focus Cursor. This is called L-
Targefing. When you use L-Targeting, the Navi icon appears in the top-right corner of the
screen. Press UP on the C Stick fo read Navi's advice.

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

Press the L Bution

when locking at an

enemy or object fo
target.

When L-Targefing is activated,
il o black band appears of the
{ top and bottom of the screen.

When you're using L-Targefing and the Navi icon Y
flashes, press UP on the C Stick to read Navi's advice.

things, aim weapons, and interact with characters.

Changing the Camera Angles

During the game, if you press the L Button, the
viewpoint centers behind Link. I also slowly centers
behind Link if you don't press any buttons or move
the Control Stick.

Talking to Faraway People

@2 |To talk to people who are far
away, use L-Targeting. If the
person is surrounded by a

When using a shooting device,
use L-Targefing o accurately
target an enemy.

cursor, press the A Button fo falk.

1
'
1
1
1
'
1
1
'
1
1
1
1
1
1
'
]
1
'
1
1

* The camera moves parallel fo Link ;

L-Targeting will not only help you with Navi's advice, but it can also help you target

Camera
While L-Targeting, pivot around your enemy.

' when you hold the L Button.

Triangle Marks
Fach color has o different meaning. ;

;

: Novi knows the -
; enemy's weakness. :
:
Ahint is ovailoble.

:
Aperson or sign.
Press the A Button.




Press START/ PAUSE durlng Ihe game und the suhs:reens appear. There are four different
Allthe acions hat Unk con prform when yos subscreens (as shown below). Press the L or R Button to cycle through the screens. Press
oress he A Button appear here. IFhe stands START/PAUSE on the subscreen fo return fo the game. Press the B Button on the subscreen fo
| next to a person, the SPEAK command will save your game (see page 30).

‘ appear. If he stands next to a door, the OPEN

| command will appear (see page 10).

The hearts are Link's | This icon shows whm -q
life. Link begins the | acfiors you can execute
game with three | with the B Button. Most
hearts. As the game ‘uf the fime, the icon
progresses, the number | shows a sword

of hearts increcses. | B —
When Link takes = : v
damage, the number } g These show the items
of hearts decreases. currently selected for
the C Stick (page 18).

Magic Meter
This represents Link's
remaining magic
power. This only
appears when he has

obtained magic. f
| i ‘
| Link's current location appears here. The yellow
This shows the number of  arrow represents the direction Link is currently faing.

Rupees (Hyrulian currency) The red arrow represents the area Link came from.
in your invenfory. Press the + Control Pad fo turn the map ON or OFF.

When you press UP on the C Stick during the game, the viewpoint changes to Link's view (first-person
perspective). While in this viewpoint, you cannot use an item, move, or use L-Targeting. You can,
however, look around with the Control Stick. This is very helpful when you're in a dungeon and you
need fo see the terrain around you.

B the corresponding

i pages for more
3 information about
" Play Sereen [P R cach screen.




As you guide Link through his adventure, you will find various items. To use an

item, you need to assign it o one of the directions on the C Stick.
i ! : Some items, those with numbers located next fo them, have limited uses. When you carry the

I maximum number of items, the number turns green. With some items, you can increase the
\ moximum number.

Deku Stick (Young Link)
Deku Sticks work like a sword, but are much weaker. They break very

easily. Deku Sticks can also work s torches. Find them after defeating
enemies or purchase them in stores.

Magic Arrow

- - 10U connot use this when
| the Magic Meter is empty.

ry Slingshot (Young Link) T

This shows the : 2 D

number of boftles :hg,ﬂf ilng{: g?lri;;tls Use the Slingshot to shoot enemies or obijects that are for away. Tilt and

In your inventory. You cannot use magic _ ag ) hold the CStick to change the view to behind Link's hands. Aim with the
the Magic Meter is Control Stick and release the C Stick fo shoot. If you use L-Targeting

Event Itetns [ ! emply. before shooting, your accuracy will increase greatly. 1f you just filt and

These are items you obtain through events. You may exchange some items during the course of your hald the C Sick '-‘r"I'I“ can im the Slingshot vithou shoofing it Collect

adventure. The items on this screen change as your game progresses (see page 23). Deku Seeds to refill your ammunition.

Set the Slingshot to

In this game, you will watch Link grow from child to adult (see page 31). There are items
in the game that Link can only use in childhood or adulthood. Items you cannot use are
black and white.

Press START/PAUSE during the game to access the subscreen. Press the L or R Button to
access the Select Item Subscreen. Use the Control Stick o place the cursor on the item you
want fo use and press LEFT, DOWN or RIGHT on the C Stick. The item is now assigned. I

%qgnerang (Young Link)

If you throw i, it comes back! The
Boomerang can stun or defeat enemies. Use

Place the cursoron  Assignittothe  The selected item

the desired item. ~ C Stick. appears in the fop right L-Torgefing fo improve your accuracy. Some
Giruar of ilieiseraon: enemies can only be defeated with the
Boomerang.



Throw a.Deku Nut on the ground fo create d_brighl flash of light,
temporarily stunning enemies. The Deku Nut cannot stun all enemies. Deku
Nuts can be found practically everywhere.

&
1% et

Play the Ocarina at certain fimes and spednﬁﬁings may lm_ppen‘ With the
Ocarina, you can also warp to other places (see page 27).

R g

Until you get the Ocaring afT;né, you'll make music with this instrument,

—

'.'_i?_":'tl'S'_ of Truth

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

‘Bomb
Damage enemies or blow up walls ith the Bomb. Be careful not fo gerﬂn

close fo the blast or you may gef hurt. Bombs explode approximately four
seconds after you pick them up (see page 11).

%pmbchu
Pick up a Bombchu and set it o your feet. It ill start running by itself. If it

hits an object or runs for o while without hitting anything, it will explode. Once
it starts running, you have no conrol over if.

;c Bean

If you place a Magic Bean in a certain location, it will eventunlly.s_prnul‘
L-Targefing comes in handy when trying to decide where to plant a Magic Bean.

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

MP Consumption

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

cshot (Adult Link)

This is a hook at the end of an expandable chain that
can grab onto certain objects. The Hookshot is helpful
when you're frying fo get fo hard-to-reach places. A red
dot marks the distance you can travel. The Hookshot
can also be used as a weapon (even underwater). When
using it, if you see a red dot, your target is in range. As
the adventure progresses, you can extend the length of
your chain.

on Hammer (Adult Link) |

Mave big blocks or aciivate a rusted switch with the Hammer.
You can also use it s a weapon.




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

 — e o .

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

!5:‘ Fire wraps around Link’s body, protecting him from harm. This s very helpful

when you're surrounded by a large number of enemies.

Life and magic can be restored by taking potions. You can buy potions at the shaps, but

rore’s Wind £ omp ] you must have an empty bottle.
Farore’s Wind surrounds Link's body with a green light, and the spot where you E ek 1

first use it will be st as a warp point. If you use the magic again af a different Completely refill Completely refil Completely refill
location, you will be able o warp back to the original warp point. Select Mocic Mot : : :

h ic Meter fe E
“Dispel the Warp Point” fo set a new warp point locafion. ) sl Lfs oS

yru’s Love

;‘- AN Ablue light surrounds Link, prote;?.ing him from enemy harm.
/o It wears off after a short time.

Magic Meter e ——— == = = = =
Items that appear in the bottom-right corner of the Select Item Subscreen
are Event ltems. Use them at certain places or show them fo certain
people during your adventure. Event lfems can be sef with the  Stick.

Magic Power Recovery g

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 shops.
There are two types of Magic Jars: large

and small. Large jars refill your Magic ' - ;
Meter complefely. It is rumored that there
is a place somewhere in Hyrule where you

double the size of your Magic Meter.

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

= s



This screen shows all the items that you can equip. Highlight the desired item with the
Control Stick and press the A Button fo select it. Items that you cannot select are shown in

Swords uppa.u.r in order of
sirength from left fo right.

=

Items obfained here are
equipped automatically.

upgrade in size os the
adventure progresses.

. Thi lorge sword is
100 heavy fo hold
with one hand.

Shields profect Link from enemy
attack. Shields appear in order of
defensive power from left to right.

This bag contains ~ Arrows are stored  The Bomb Bag

oron and Zora Tunics may he
purchased in shops, but they are

In some dungeons, Link m
fo change boofs many times. The
Iron and Hover Baots are hidden
in freasure chests.

This bracelet allows
you fo grab and throw  you fo dive deeper
the Bomb Flowers of

P e

The Mirror Shield
deflects speciol atacks.

Stay underwater for
long periods of fime
wearing this.

'|'|’k in rl'n u1r with
the Hover Books.
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z i This represents the number of Pieces of Heart you
Pieces of

Heart

Useful items that you
have collected appear
here.

you collect, your Life Energy increases by ane,

Sage's Medallions

Help the six Sages to
obtain the Medallions.
Collect all of the
Medallions to fight the
final enemy.

Golden Skulltula
The number of Golden

Skulltulas appears here
(see page 28).

Sacred Stones
When you find these

stones and the Ocarina
of Time, you can open

Ocarina Melody T :{;ﬂ:ur o the Sacred
Melodies that you have The selected melody's
memorized appear here musical score is shown
in note form. out here.

At the beginning, your Life Energy will have only three
hearts. Life Energy gradually increases as you collect
Heart Containers. You collect Heart Containers by
defeating the dungeon bosses. You will also find Pieces
of Heart scaftered throughout Hyrule. For every four
Pieces of Heart you find, your Life Energy will increase
by one. Life Energy will nof exceed 20 hearts.

Fill up your Life Energy by
collecting Pieces of Heart.

have collected so far. For every four Pieces of Hear: *

 Jcdarina

Certain things happen when you play the Ocarina melodies.
Use the C Stick icons to set the Ocarina. Play the Ocarina by
pressing the C Stick and the A Button.

Effect #1 | Effect #2 |
If you play the right music at the right place or Playing cerfain tunes can warp you fo
in front of the right people, various things will ~ different places.
hoppen (i.e.: the person might give you a hint
or a door might open).

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

To play the Ocarina, first make sure it is set to
one of the C Stick icons. When Link is holding
the Ocarina, use the A Button and C Stick fo play.
To stop, press the B Button.




If you want to restare peace to Hyrule, you need to iuurny into the dungeons.
Each dungeon has its own boss. Defeat each dungeon boss to complete the dungeon.

At the beginning, the entire Map screen s blank. The map gradually appears as you

visit places in the game. .

The cursor points fo the name
of the area.

Your current location
appears here.

Treasure chests come in various sizes. Big chests hide important items such as
maps and compasses.

“ Viewing the Dungeon Map Screen,

While inside a dungeon, if you access the Map screen, you can
view a map that gradually draws in as you explore. Dungeons
are very complex, so check your map offen.

A dungeon map shows all the rooms in a dungeon,
including your current location.

Boss Key

Dungeon level numbers Bt @?ﬂ“x")’
Py eiON s Bl 4 The compass shows you the location You need this key fo open the
of the screen. When |

of all treasure chests. It also shows door to the boss's room.

you select the desired
level with the cursor,
the layout of that level
appears on the right
side of the screen. The
Link icon indicates the
level you are currently
on. The Skull icon
indicates the location of
the boss. You must have

’:‘p"pp:u"""htim" you the location of the dungeon boss
y (indicated by a skull mark).

Square Marlk

Treasure chesls are
represented by o
square mark. fthe * inyour inventory appears on the game screen. Once you use o
square mark is red, Lkl : BRI
Saiketesitodhel small key, it will disoppear. You can only use small keys in the Link's Current Location
dungeon sections where you find them. There are also one-way  The yellow arrow mark

the compss for ths If you collect every Golden has never been opened.

icon fo appear. Skullula in a dungeon or doors that only open when you solve the mystery in that room.  shows your current
special area, that area will be location and the direction
marked on the map. Small keys do not appear in the dungeons that you visit at the  you are heading. The red

beginning of the game. mark represents the door

you came through. Press
5 the + Control Pad fo turn
the map ON or OFF.




When you take damage, the Life Energy in the upper-left corner of the
screen decreases. When you run out of hearts, your game is over.
When that happens, “Gome Over” appears. Use the Control Stick to
select the desired option aad press the A Button fo confirm.

. Would You Like to Save? Yes/No
When your game is over, you have the option fo save your progress.
Select YES to save or NO to quit and return fo the title screen.

| Would You Like to Continue? Yes/No

If you select YES, you will start at the beginning of the current dungeon.
Select NO and you will return fo the title screen. Listed below are the
places you will confinue if your game ends.

If your game ends . . .

in the field (Young Link)
outside a dungeon (Adult Link) at the Temple of Time
in 0 dungeon ot the dungeon entrance

When you continue, you'll start with only three hearts full in your Life Energy.

If you want to quit during your adventure, be sure fo save your
progress first. Turn the power OFF when you are done.

© Do NOT furn the power OFF while saving. This may cause saved data fo disappear:

TRAVELING THROUGH TIME

This page offers some basic tips that will help you as you travel back
and forth between Link's childhood and adulthood. Characters in the
game will offer even more hints, so listen to their words!

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 hos changed dramatically.
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 fime periods.
This time travel is necessary for you to progress through your
adventure.

Adulthood s

H"'” “I“Fj- i
e
o &

Be sure to visit the people you met while
young. You never know what might have e _
hoppened to them in seven years. | Young Link l§ Adult Link
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REV-C

Important

WARNING: Copying of any Nintendo game is illegal and is
strictly prohibited by domestic and international intellectual
property 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 or any unlicensed accessory. Use
of any such device will invalidate your Nintendo product warranty.
Nintendo (and/or any Nintendo licensee or distributor) is not
responsible for any 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 Nintendo
Customer Service (see below).

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

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

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

www.nintendo.com

or call 1-800-255-3700

(U.S. and Canada)

REV-N

Warranty & Service Information

You may need only simple instructions to correct a problem with your product. Try our web
site at www.nintendo.com or call our Ci Assi: 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 with the troubleshooting information available on-line or over the
telephone, you will be offered express factory service through Nintendo or referred to the nearest
NINTENDO AUTHORIZED REPAIR CENTERS". Please do not send any products to Nintendo
without contacting 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 demonsirate, to Nintendo's satisfaction, that the
product was purchased within the last 12 months.

GAME & ACCESSORY WARRANTY

Nintendo warrants to the original purchaser that the product (games and accessories) 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 occurs 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 try our web site at www.nintendo.com or call our Consumer Assistance Hotline at 1-800-
255-3700 for troubleshooting istance and/or referral to the 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 contacting 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 COPIER DEVICES, ADAPTERS, AND POWER
SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES (INCLUDING RENTALY); (c) IS
MODIFIED OR TAMPERED WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT,
UNREASONABLE USE, OR BY OTHER CAUSES UNRELATED TO DEFECTIVE MATERIALS
OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR
REMOVED.

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED
IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS OR 3
MONTHS, AS APPLICABLE).

IN NO EVENT SHALL NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL
DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS
WARRANTIES. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED
WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL DAMAGES, SO
THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU.

This warranty gives you specific legal rights, and you may also have other rights which vary from
state to state or province to province.

Nintendo's address is: Nintendo of America Inc., P.O. Box 957, Redmond, WA, 98073-0957,
US.A.

This warranty is only valid in the United States and Canada.



NEED HELP WITH INSTALLATION, |
MAINTENANCE OR SERVICE? |

CUSTOMER SERVICE
WWW.NINTENDO.COM

or call 1-800-255-3700
MON. - SAT., 6:00 a.m. to 9:00 p.m.;
SUN., 6:00 a.m. to 7:00 p.m., Pacific Time
(Times subject to change)
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Nintendo of America Inc.
P.O. Box 957, Redmond, WA 98073-0957 U.S.A.
www.nintendo.com
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