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A MOOMNLIGHT MASQUERADE

Months after parting ways
with his fairy sidekick, Navi,
in The Legend of Zelda:

missing companion.
what he finds insi

are a pair of pixie prankster

The two fairies are the accomplices of the devilish
Skull Kid, and the three of them ambush Link as he
gallops his horse, Epona, out of Hyrule and into
an uncharted region of the Lost Woods. When Link
regains consciousness, he awakens to find Epona and
his magical ocarina missing. Always quick to react, Link
follows their trail.

of a
ture galled a

Forced to cope with his strange, new form, Link the
Deku Scrub must also deal with his newly forged alliance
with Tatl, the feisty fairy partner of the Skull Kid.
The fairy, carelessly abandoned by the Skull Kid
who never thinks about how his actions affect oth-
ers, reluctantly guides her new partner lhmm a
portal to a parallel world—a world whi
is a stranger, yet each looks like



. THE L'::gnb@

pstumbles into is ane built around a towering clock. Time is everything in
matters even more in the bustling burg since the moon has begun to
oser and closer to the town.

moon has blanketed the land with has cast a dark pall over its

onal life has taken a turn for the worse, and it’s all

by the Skull Kid wearing Majora’s Mask and the
n the moon, the heavens, space and time. In

town's Carnival of Time, the moon will crash

: Hero of Time, can save the doomed land

is the Happy Mask salesman
v uMbusinessman strikes up
ped in the De'ku Scrub body: If Link can find his ocarina and
time travel, the salesman will return Link to his original form. The Deku

And if he's lucky...

.time will be on his side.

-

CTHE LEGEND OF ZELDA: MAJORA'S MASK ‘,.L“: [
A




able to control Link’s movement with

= to gel the joby done. Th ontroller setup is complex but e
u'll quickly master it with a bit of hands-on experience
d nature, so you never frantical

the Contr should be battling. Grab your Controller, then get a firm

grasp of the m

TAKE CONTROL

Almost every burton on the Control
action or abilities. Only the Control Pad is left out of the control scheme. Some
the Z Button is often partnered

T is used to manage some aspect of Link's

buttons are used in conjuncrion with each other
with other buttons to great effecr.

ek thee The R Buit ton controls Link's shield
appear [and Prass and hold tha R Button to block
| scron enermy attacks

Press tha L Buttor
A YO v P
disappear) on- (o of

TOP C BUTTON
Whan Tatl's name appears in the top right of the
scra, you can Lk to her by pressing top C. A1
other times, 1op C allows you (0 see things from
Link's perspactie whils i stands in one place

C ER C BUTTONS

The othar C Buttons are usod 1o
access Link's items. Rogestor the
1ams on the pause screen 1o sach of
Buttons 1o give Link casy

cess to them
A BUTTON SEE PAGE §
B BUTTON SEE PAGE §

CONTROLSTICE  SEEMGET

Use the 7 Button while
batting tolock ontoan assign items 1o C Buttons, check ocanna songs, view meps, select masks T
enarmy and focus your andmuch more from the four menus that appear when the game is paused
mttacks onit. 2- Targeting
also confines Link's mowe-
mant 1o an arbit arcund the
ENTTY, QNS Link's
WELacks mro nhway's mmod
n the drection of the
largeet M you press top C
2Z-Targating, you can
recese B clun from Tatl




The Control Stick moves Link in whatever direction you
push it, whether he’s swimming, running or walking
There are a few things 1o remember about the Control
Seick's simple actions

WALK SLOWLY RUN

P

As Link travels, ha will encounter
arwas where ba'l have to it
you push the Control Stick in the
propar drec tion so that Link & un-
g, Link will automatically jumg
when it need anses.

T o

Push the Contral Stick firmby inany

You wall probably run most of the time,

but when caution is called for, it s best direction to make Link run. Ease the
to push the Controf Stick shohtlyinthe  pressure on the Control Stick to slow
diraction you wish Link o mowe so that his movemant 100 walk

e vl s mstead

PRESS ;
WALK SIDEWAYS ~ AND =+ @ﬁ;
HaLD

Prass and hold Z, than push the Control Stick n any drection to make Link walk
sicdewvarys. Thes is aspicially good win Link needs to sneak around

HORSE SENSE

Link's horsemanship relies on the

A Bution, mainly. After you summon
the horse with Epona’s Song, you can
climb atop the steed o move very
quickly through the fields. As with all
motion, you control Epona’s direc-
tion with the Control Stick, pushing it
in whichever direction you wish ro move.

CLIMA & DOWN °

Stand close to Epona, then vt A
witien Clerds appesrs in the A
Button’s symbol Dismount from
Epora by pressing A ayan

SAFE LANDING

i you accidentally fall from a high
place, push U on the Control
Stick as you land to roll nto a
sala linding

WM

Whan Link s in water that's desp
enouph to Tloat in, you can control
the deection he paddles by pressing
the Control Stick in the desired
drection

DIVE °

Dive with tha A Button, then use
the Control Stick to muneuver
Link in whatever direction you
chaose to swam undarwater. Link
wall aatomatically resurfoce after
ashort time

Press and hold A to
make Epona r. The
carrot scale determines
how T3s1 you ara going
Epona’s full-out runis
firing, and it can't be
sustaned vely long

FASTER & LIMP

Wi et Lo o pret Ly fast 1o jumg
over fances. Pross A mpeatadly to
fead spee-boosting carrots (o your
horse 50 that Epona can sail over
obstacles




°WHER§ THE ACTION IS

The A Burton is the action button, and you'll notice a blue icon at the 1op
of the screen that displays the action or actions you can accomplish with
the A Button at any time. It might seem confusing to learn that you use the
same button te speak, throw, push, open, dimb and check things, bur it

becomes very clear when each of the actions is available to you

. mamonens @+ " 3

Une A to grah ar uhlrtts.wht.hclll'lhem-ilalnlrL\uh:mhepmdnu!amllan‘
Push the Contral Stick forwerd to push, snd sway to pull

CLIME & DOWN GHAR & DROP

Whien Link is near the bottom of top of
a ladder or resr @ ledge press A to gat
mta pasiticn, then jreas the Control
Stick up or down 1o climb.

If you nee standing near an chijsct that
i be grabbad, Brab will appear in the
blieivon Press A to grab an obyect,
and press & sgain (o drop the object

ROLL ATTACK %4.0

s

P

VWhen Lirdk i dangling froem a ledge o scal-
g vl o ledige, presss A to drop down,

‘When you are near characters, you

Whan you're standing right next to
con spank to tham by pressing A

o sign of oster, press A Lo resd it

GRAB, THROW oT“' ? +°

Wheen you nead to throw sn object,
thi dirire tion you'd like to throw |

OPEN

ab it with A, than push the Control Stick in
o pressang A agnin

IF Link is standing near a door ar
other portal, pross the A Button to

open it

Push the Control Stick in the
diroction you wish to go, then
press A torall along the
ground.

I SPEAK

g~ 0
Press the Z Button to
target far-ofl, other
wise e chorac-
tors you'd o to speak
to, then press A to
speak to them



The B Button controls Link's sword attacks, sometimes with the help of the Z Bumon and sy arrack "igg. o THEN RELEASE
the Control Stick. There are many ways to attack with Link's sword —if you stick to just HOLD
ouICKLY ROTATE %? +°

one or two, you won't last long in baztle and you'll waste time outside of bartle

SPECIAL CUT

E.d o+0+0

Wi!nyuuhl the B Buumum :mslnumuiwﬂnu The spn attack m heiphul when Link is closely surround-
sever ed by enemies—or precious, gem-and-potion-hiding
finishung witha :unhumu-m plants. |f you press and hold B then rumu.mm‘s

sword starts to sparkle, it's easier to porform the
attack, byt swirling the Control Stick then pressing B}s (]

“HOP bt taster
H+O {+0 - l+?+o amossmn [4+@
e T er‘r’}f:.,“&“;i‘;ﬂ“"‘“ﬁ'
= torase your shield, then press-
ing B intermttently to stab
VOUr enemy.

TARGETED ATTACKS

Some movements are very helpful if performed while 2-Targeting ) 5
but you can pull them off at any time you wish. The back flip and DonGE + 3:@ +°

dodge artacks give Link much-needed mobility without breaking the

Z-Targeting circle.
AP ATTACK ﬂ+° !IM'LIIH'H"‘%"‘O I

For & jumping, ovarhaad swerd-stash Jump backward aweay Irom attacks by Do?lt‘.ckuwilhai!lle siche jump by pressing and
attack, prass and hold Z then hit A pressing aned holding 2, pushing back on  holdng Z, pushing Left or Right with the Control Stick
The jump irttack is powwertul and fast tha Control Stick QA A

————



Link can assume the identity of a Deku Scrub, Goron and Zora, The three masks that

enable him to slip into their bodies ; magical masks that are very dif

from.the 20 col » M4 sks he can find throughout his journey. With lln_

f v look and everyone in the game will
assume h one e t more importantly, each of the transformation masks
will give Link a ne y s and abilities to master.

SHAPE-SHIFTING

When Link puts on one of the transformation masks, he's not
really becoming a Debu Scrub, Goron or Zora, Hes acrually
inhabiting the body of one of those characters. Each of the
masks represents a character who met a tragic end and has
unfinish

ed business to sentle, When Link comes across one such
mask, he'll be able to take control of the character's body. As he
masquerades as the nameless Delu Serub, Darmani the Goron

and Mikau the Zora, Link must vindicate the characrers.
r

Wi DEKU MASK_

The first form Link will be able to assume is the Deku Scrub, The tiniest of Link's alter
egos, the Deku Scrub will prove to be a big help, since he's the only character who ean
fiy and hop across poisoned water without getting harmed. Each character has irs
unique set of A and B Button commands. The Deku Scrub’s appear below

ATTACK "‘”o SHOOT

WEAK NESS
Tive D Scrubis toa short to climb
over some ledges. And snc

not survive if he catches on fra

The Disku Scrub's basic nttack is the 11 you have magic power, you can fire
spm move Hit A 1o twirlintoan bubbles from your Deku snout. Press
enamy-whacking whirwnd andhald B to blow a big bubbie

HOVER (0M A DEKU FLOWER)

PRESS AND HOLD o

To s.nn\,-u- o The s and hover

1o dveinto 1hchL 01\.:.1 putt of
pollen spews out of the
rebzaso A tolaanch yo
the ar

o !g% NINTENDO PLAYER'S GLIDE

WP
skip across the surface of the wate
can't swam Aflter five haps m s row

(In-. i sk Make sire you're on dry land by then




TR ANnsFo &II! 4T
In the northern mountaing, Link will meet Darmani and save the Goron's home-
land by rrudging through rhe snowscape as the rock-eating hero. A big lug of a

character, Darmani is brawny and slow. Use his brute force to clobber enemies and
pound heavy switches into the ground.

ROCK  PRESS THEN »%, i
W1 AND o PLNCH PRESS
& ROLL rress 17

r

WEAKNESS

Gorons can't chmb or jump, and they
sk Boe rocks. Never set foot in deep
water s Dermani of you'll drown.

Press and hoid A :m:mltl p, thenpress  HiL B once to punch, Hit B three times
the Control Stick toroll. At maximun  ina row to deal 8 one- two punch fol-
spond, you'll sprout splkes. lowid by & Goron slam

POUND

PAESS AND o THEN o
HOLD PRESS

To pound tha grownd with Richter
rocking force, press andhald A to
curlup, then et B to plop onito the
ground. Use your thurmpng power to
opan the Goron Shrine and octivate
heavy switches.

ZORA MASK_

After Mikau, the guitarist, washes up on Great Bay Coast. Link will be able w0
assume the Zor's identity. Along with it come the abilities 1o breathe underwater,
launch boomerang projectiles and shroud yourself in a magical force field. You'll also
become the most athletic of Link's alter egos, and you'll be able to jump the farthest.

r-nmo ZORA MAGIC mn+ ﬂ

FORCEFELD

.Iﬂ HoLD n +o

WEAKNESS  Like the Deku Scrub, Mikau can't withstand fire. If the
Zora catchas on fire, be's & Trisd fish

D

PRESS
AND HOLD Q =

When grounded, press and hold B to
rady ol nunmw-qilm: than
release the button ta fire the projec-
tles. The attack doesn't usa mage,
and you'll never run out of ammi.

ECUTTER

When Mikau's in water, press and hold
A 1o swan and use (he Stick o steer

DIVE 11 youi"ree swarmirang, simply bt R 1o use
PREES o wiuir magpeal shinde, Whan both feot
Lol are on the ground fin water or on landl

SURFACE R ° press and hold A and B smaltaneously
™ WATER)

ATTACK "“o
oL
(W LAND) 5 + "‘“‘o O i o the seatioor, hit B thevs tnes

inarow for a tnple dose of martial arts




LINK?S INVENTO

a bewy of items that be can find and buy, Link will ha

right situati

©CARINA ©OF TIME DEKU STICK_
Playing a song will produce magical effects such as changing the Set a Dekou Stick ablaze by wouch
flow of tme or "‘"‘L“"S \.!rrp|||g41|a1.1. ters. For his magical sere- ing irto a Hame. You can use a
nades, Link plays the Ocarina of Time. If Link uses the ocarina lighted stick to ignite flammable
while in one of his other forms, he'll produce a different instru things like braziers and spider-
ment. The Deku Scrub will play the Delu Pipes, Darmani will wehs. As |<‘1|}P| as you put the stick
beat on the bongos and Mikau will serum the guitar. Each char away (stand still and hit A) before

acter has a unique instrument, but they all work like the ocarina. it burns up, you can reuse it

BOMB

9

Have a blast with a bomb. Place one by something youid like 1o blow

DEKU nuT up, stop, then press the appropriate C Button. You can also throw the

explosive by pressing the C Button while running, The bomb will be

lit once you've hit C. so lose it before the short fuse burns down,
You'll have a few seconds before your bomb goes boom.
Once you've bought tha bomb bag from
——

West Clock Town's Bomb Shop, you'll
b sl 10 by, Fiewd Bl carry bomias

Upon impact, a chucked nut will emir a blinding flash that will
stun anyone within range temporarily. As Link, you can throw the
Deku Nut anytime. As the Deku Scrub, you must {ly to use a Deku
Nut, While airborne, you can drop it as a bomb.

Drop a bamb by things like rocks,
snow boulders and cracked surfaces
to bl thim up.

12 NINTENDO PLAVER'S GUIDE




BOMBCHU

.
Lln;_'s InvEnTto

9

1f you have a bomb bag, you'll be able to carry a Bombchu, a
mouselike, mobile bomb that scurries over ground and up walls
The wall-crawling, roving explosive has a long fuse and will keep
traveling until it explodes. If you've Z-Targeted an item, the Bom-
behu will explode when it reaches ir.

@@.@

The parallel world that Link explores is filled with picture-posteard
scenery and photogenic chamcters. To snap pictures of them, get
the pictograph box from the man at the Southern Swamp’s Tourist
Information hut. You can shoot and reshoot pictographs as often
as you want, but you can save only one snapshot at a time.

MAGIC BEANS

Throughout the land are square patches of soft soil. The spots
are prime planting ground for magic beans, which grow into fly-
ing plants. Buy a pod of beans, then stand on a parch of soft soil
Plant the beans, then water them using bottled water. When the
beans blossom into a plant, you can hop on top of it to ride the
flying plant and reach new heighes.

Plant magic bears in soma soft sol,
then waterit with bottied wates.

When the flying plant Sprouts up, step
anto it tohitcharida. Tha plant shut-
tlas back and forth betvwean areas.

HERQ’S BOW

To hit faraway eargets, use the Hero's Bow. The long-range weapon
requires arrows for ammunition, so buy or find them. Press the cor-
responding C Button 1o equip your bow and switch 1o first-person
perspective. Use the Control Stick to aim, then press the bows C
Button to fire. If you Z-Targer an enemy before equipping your bow,
you'll be able to fire arrows at it while in normal, third-person view,

You can ime I.'Imbuw infrst-ar third-
person view. In rnst?:rsm iew, you
st am manunthy Thrd-porson view
lsckes in if you'vo locked onto a targat
and you've equipped your bow,

Play the shoating gallayﬂnas in
[East Clock Town and the Saut
Swamp. Tha prizes i 1 :

inchude quivers that wall sflow you 1o
CAITY MOre aFT0Ws.




Rather than firing normal arrows, you can enchant the Hero’s
Bow so that it fires magic-using ammo like the Fire Arrow, Select
the special ammo to fire the flaming projectile that can melt ice
and ignite things like webs and unlit braziers. Once you run out
of magic, your ammo will revert to the standard-issue arrow

Whather you're using the special Firs
Arrow or the bisic, run-of- the-mill
arrow, you'll be drawing from the
sami supply of ammp. The difference
is that the Fire Arrow requires magic
power and boasts hot propertes.

ICE ARROW

Found in Grear Bay Temple, the Ice Arrow will freeze upon
impact. Since it can freeze enemies temporarily, you can use the
lee Arrow to keep enemies in one spot while you get in a few extra
swings ar them. You can also use the Jee Arrow to create
stepping-stones by shooting it at a pool of water,

You can put enermies or ice and
froaze water wath the ice Arrowe
Watar-based enemies Ik the
{Octorok and Blue Chuchu wil freeze
Into blocks of ico whan the kke
Arrow takes its toll an them.

LIGHT ARROW

-
s
Stone Tower Temple is shrouded in darkness. Lighten up the
place with the magic arrow upgrade hidden within its walls. With
the Light Arrow equipped, your bow will be able to fire a bright
and devastating ray. Shed light on anything marked by a sun
symbol, the telkale targer placed on objects that require a
liethe illumination

LENS OF TRUTH

9o@@

Seeing isn't always believing.
Take & peck into what’s really
there and what isn't with the
Lens of Truth. The magic-fueled
prize from the Goron Village's
Lone Peak Shrine reveals illu-
sions and invisible secrets

POWDER_KEG

Once the Goron in the tunnel cenifies you as a demaolitions expert,
you'll be able to use the Powder Keg. Only Gorons can heave the
potent explosive, and you can keep only one in your inventory at a
time. Use its incredible force to blast huge objects, such as boulders.




HOOKSHOT

Latch onto enemies and objects with the grappling weapon, the
hookshor. When you hit your target, the hookshot will attach o it,
and, depending on how heavy it is, you'll be able 1o reel it in or pull
yourself over to it. The hookshor armches 1 cermain objects only,
especially wooden objects such as trees and treasure chests.

Launch the hookshot at targen pil
lors, scarecrowes and ather ohjects.
Trtwsmhn:lalmlm}rsq! saif
the red dat doesn’t sppear on |

your target, the hookshot's chain
wnn[iw it

GREAT FAIRY’S SWORD

The Grear Fairies reward you when you reurn their 15 Stray
Fairies to the Fairys Fountin. The ultimare prize you'll win is the
Great Fairy’s Sword, the sharpest and longest of Link's blades. To
wield the sword, you must hit the C Button you've assigned to it.
1f you hit B 1o slash, you'll use your normal sword

The Graat Fary's Sword has the
greatest reach of any swond, ensbili

ng
you ta fight from a safer distance and
NCrEasanNg your Spin 0T tack's radiss.

an.\:i y's Sword
DS more rhmmaﬂ than
your other swords, 5o

Drancksh it for your duals

l-IrIJ\'i

@@..

A

-
INYENTO ALY

Many items, like health-replenishing fairies, potions, mush
rooms, springwater, Poes and Zora Eggs, must be kept in a bortle
if you want to transport them. To catch something in a bortle,
assign the container to a C Button, then press it 1o snatch up
whatever you want to store, Press C again to empry the bortle.

Bottied potions, fares and mush

rooms can help haal you, 50 you shaukd

ahwarys hava plenty of botthes nﬂrdTJ
3

To fndh all six 0f thearm, rrker 1o page 133

SPECIAL-
PURPOSE
ITEMS

Objects thar appear on the vertical bar on the right side of the
Select Item menu are special-purpose items, Included among them
are the Moon’s Tear, title deeds and room key. All of the special-
purpose irems are related o the game’s elaborate trading
sequences: finding Kafei and swapping titles with local Scrubs

Specal-purpase Lems are meant 1obe
wluulhm characters, like the

u Scribs wha try to sell you
merchandise at their Deku Flower

The items you recenve while tracking

Katet also quolify as special-purpose
itoms. If you give the o the
right person, you'll one step

chosor 1o linchng the missing person,




SURVIVING 72 HOURS /

[

The three-day cycle that Link must relive over and over in the game takes getting

used to at first. The 72-hour countdown begins once you h Clack Town, the

doomed city that will be crushed by the falling moon in three days. Link must do
as much a3 he can during every three-day period before he travels back in time 1o

fix more of what the Skull Kid has messed up. To most people, three days is like a

o

vl weekend. To Link, three days is anything but a holiday from hard wark .
L

DAY-TO-DAY-TO=DAY LIVING

In three days, the il ys play the Song and when you're look
f Time befi s are e hour of game time equals tart Burton menus, It le to play the entire game
one minute of real nme (you can slow down the game’s clock by + 50 don't worry that all events will
ing the Inverted So The clock is abways running, e : the important thing is thar you
pt during cinema scenes, when dialogue or information rext is

Belorw toomsidny srrives
play the Sang of Te 1o
wearp back 1o Day |

Save

Wisani you piliny the Sany
ol Tima, you'll save
cortain iloms to your
mventory. I you let e
ram out, you' | wake =p on
Day 1, but you'll iese all
items that you could have
saved il you hid played
the mabody.

Finval Day

T ga

me 5 munts spon ol thee days, Al the while, tha moon contin-
henies at & timeineach dingean. — so you'll have to reve n wes to fall. Befare it hits, warp
biack toDay 1

11 you dan't jlay the Songaf
Tiene by the end of Day 3
tha Mot wil crash.



o el
AVED OR_LOST IN TIM E?
‘When you play the Song of Time, you'll be able to bring only certaln
items with you on your trip back in time. Charted below are the items
that will be saved or lost when you return to Day 1. The most impar-
tant thing to remember is that once you've defeated n boss, you'll win

its remains, which are contained in a mask. When you go back in
time, the boss will reappear in its dungeon and the beast’s evil effects

ok

_Q_l.l&_vr;ll‘lﬂ 7.2 ﬂa'u S
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on the realm will rensrn, too. If you revisit its dungeon in hopes of  Whenever you ratum to Day |, you't Bch:l!r‘mmtum ta Day | deposit all
reversing the effects, the boss’s remains will allow you to bypass the ?awm?w;umthm Eu\rn |frlro|qh of your msnm;t' lock Town's
. I ermina Field at the dawn of your bank, which permanantly saves your
completed dungeon and warp directly 1o the boss barle. thvee-day jourriey fostock uponthe  sarmings, Togot oh fuick, mptya
items you need, treasure chest of its booty, deposit itin
e bank, play 1l Song of Teme, thin
rapet he process. You'll be able to find
the Rupeus in thi chest again and again
BOSS REMAINS RLIPEES IN THE BANK MAPS FROM TINGLE =

C Batton ltems

Dungecn Maps,
Compaeey POWERS FROM THE

GREAT FARY
Pieces of Heaet

Ocaunina Melodien
(except fon the
Scanecmowm’s Song)

| Bmall Keys, Boss Keys

Ammo & Sopplies:
HBombs, Aunows, Deka
Nuts, Dekn Sticks, Moagic
Beans, Bombcho,

= Pornden Kegn
P le thutlwuam'i depositin
the bank will be lost when you
{ L .-’1 Stray Fainics returm to Doy L Store them in
f the e time traveling.

SAVING YOUR_PROGRESS

The owl statugs |ocated all over the world serve as warp points, and
they also allow you to save your progress. If you need 1o shut off
your game and would like 1o pick up exactly where you left off
(rather than having to restart from Day 1), approach an owl statue.
If you choose to save your progress, an owl face will appear by your
game’s file name. The next time you open the file, you'll resume from
your save point. Always save before shutting off your game.

ACTIVATED WARPS

BOMBERS" NOTEBOOK
(OWL STATLIES) PROGRESS

Cheracters whom you've helped
il returm t0 their original, trou-
bled state.

Any progress you've made in 4
dungeon will reset. If you have
the boss's remaing, you can skip
the dungeon and fight the boss.




MAKING EVERY SECOND CcoOunT
Since you're on such a tight schedule, you'll have to make the most
of your time. The parallel world you explore is a vast one, so learn
the tricks for cutting down your travel time. By choosing the right

mode of transportation, you'll be able to get to your destination in
no time.

GORON

Tha fasitest wary 1o trived on land
s s D, By curling up o a
ball, you'll be abde to roll across
e countryside fuster than any
other character's two feet coukd
carmy you. Just keep in mind that
Gorons can't swim, 5o you'll have
ta be careful when crssing near
waler

EORA

Link can swim, but dog-padding
[ to get hem amywhene
lnl.mlned tocross water
quackly, do It as Mikaw. Zoras are
anport swimeners, and Milki is
the fastest charscter you can use
in water,

MARIPULATING TIME

In addition to the Song of Time, you can change the passage of time
with some other icks, By playing the Song of Time backward
(lnwerted Song of Time), you'll be able to slow the pace of time. To jump
ahead in rime, play each note in the Song of Time rwice in 2 row (Song
of Double Time). You can also skip ahead by listening 1o the grand-
mother's stories in the Stock Pot [nn or dancing with the scarecrow.

Diance the mght o day sway
with the scarecrow: If

ogree todance wathit, you'll
o b abead to 600 am. or pm.,
depending on which ks soaner
Tuvo steppiog with the straw-
man has the samae of foct as
the Sang of Deuble Time

BONG OF BOARR

To wasrp to an owl statue, play the
Song of Soaring. You don't o
be standing in front of anow!
statua for the song to work—yoa
can play it anywhene. Plus, almost
mvory ow| statuo that you wap
1o will have a haalth-replonisbing
fary noarby. Chop dovn a bush or
break ojar to find it

FPONA

Yourr tristy steed travels with
wpeed, and enemes can't harm
) wilean you re on horssback,
iy Epona’s Song to call your
ride. Your horse will come rumning
to pick you up slmast snywhere

BLINNY HOOD

When you're traveling on foot as
Link, wear the The
mask you win from Geog ot the
Cuscoo Shack will enabde you to
run as quickly as @ jackrabbit.

SECRET SHAKEDOWN

Deep below the ground are caverns containing treasures, and many
of the entrances to the grottoes are disguised. If you're clever, you'll
be able 1o figure out where they are, but the easier solution is to
plug a Rumble Pak into your Controller. If you're near a secret
grotto, the Rumble Pak will shake, Locate the epicenter of the rum-
blings, then drop a bomb to blast your way into the hole




MPLE ESSENTIALS

The Legend of Zelda: Majora’s Mask features four main temples and
u slew of minidungeons. When you're exploring any of them, you'll
often come to a point when you think you are tapped or have hita
dead end. Unlocking the exit and finding your way out boils down
o five basic strategies. Try them all if you get stuck in a jam.

AR A MASK

The adventure emphasizes
masks, and thair shape-shitting
ninkties be your ticket out of
o ores. Each mask gives you dif
farent powers, and one of them
mighit halp you reach tha axit

CH-HITTING

Swatches often uniock exts or
niéw weas. To actlivate a floor
switch, you must stap onit,
wangh it down or Goron-pound it
Tosctivatescr
il or shoat a
activale an P\lHMIIswnm you
must shoat it

FIELD ESSENTIALS

Surviving the temples is one thing, but you'll also need to survive
and navigate the areas thar lead up to those dungeons. (.ri:n:mg

DEFEAT ALL

Some doors unlock and some
treasure chirsts sppear only af tel
you've defanted wl the snemies in
the room. Never leave survivors of
you could pass up & secret

By pushing and pulling blocks, you
can rearrange them so you can
reach a new area Bomixs will also
heip you get to new places. Drap
a bioamib by cracked surfaces to
blast your wity in

USE A DUINGEON ITEM

The point of exploring the vanous
dungeons is o find a special item
or new waapon. Once you find it,
ou'll probably need towse it to
venture deeper nto the area

PLAY A SONG

through the connecting fields and overworld areas can be
up in five main strategies. And as long as you familiarize yourself
with the Field Essentials and Temple Essentials, you should be able
w keep your adventures running right on schedule.

I you e worndering hawv you can
et from point A to point B, hit the
top C Button Domg so will switch
the perspectiva to frat-person
wiew, winch might make it essier
for you to spot things that are
aanily ovoriookod

WEAR A N

Tha masks—the Deka Mask,
Goron Mask and Zorn Mask—will
el o bot webilaa you'ra in the
dungeons. The other dsguses—
the 20 collectible Happy Masks—
wall tend to be more helpful out in
1he field areas.

——

COBHE STONES

Mhsic has ponl effect on
l!w thengs i Clock: Town and its
g aroas, Try playing a
!(Nll s usumlly mone af fecte
i1 you play it & the charsc ter
wha learned it] to unlock things.

DAY AND NIGHT

Alwarys on the go, Link s adven-
turing the clock. D ferent
things happen during the day and
turng the night, 50 make sure you
wasi arias DOUH whisn the sunis
up and whon tho stars ane out

Some things in the gieme s ust
1o tricky to Figure out

Gassip Stones can clue you in,
though, so recaive thesr halpful
hints by wearing the Mask of
Tuthin front of them.




read them. And his

ms. Not that Tingle
maps € =tter | ked like the exam-
the rest of the maps in this k, every crucial nook and cranny
n charted out, complete with the lc
¥ t and other must-have items: Get to kno
the maps in this book <, because Tingle isn't going to figure it out for

FIELD MmAP DUNGEG®N MAP

Maps are for either field regions or dungeon regions. Field maps  Temples, dungeons and other bartle-and-explore-type areas appear
derail the overworld areas that lead 1o the dungeons and temples.  as dungeon maps with numbered tips. The steps appear in the
order in which you should perform them.

/&

=re

Letters reprasont tha connecting PNumber s on the map comespand to
[points on the map. Find the match ihered sirategies. Perform
Ing ketier 1o see where the letter the tip at the cormesponding map
locale leads. location

Places on the map are ponted if an oroa jeads 1o another

out with red arrows. hmlm: region, an armow and label DUNGEON MAP KEY

wou M find 't the locabe wall vl raveal the place’s name r - —_ = -

appaar by the arrow in bilack and where to head "\ F -

[ &' | BMALL KEY ’. BOSS KEY

FIELD MAP KEY |

e | COMPASS . | MAP
/

“' GOSSIP STONE .Q.—'_ OWL STATLE | —
2 A BTRAY Alter the boss strategy page is the Fary

| FARY Fandar misp. Thee map detals the locations
of tha dungeon’s & Stray Faries.
" PIECE OF HEART | * SCARECROW |

SKULLTULA IFaStray Fary is trapped in something, such as
o Skulituda, it will appear labeded sbove the
fairy mumbes.




|

" FROM HYRULE
l 1o CLock _Town




THE FIRST THREE DAYS

Link must e the same 72 hours time and time again until

problems that the

will Link chang
motion the hour oy

SRR AR B PN - o
THE LOST WOODS

While galloping Epona across a stretch of Hyrulean Lost Woods that was never explored in his pre-
vious quest, Link is ambushed by the Skull Kid and his two fairy partners. The three pranksters
make off with Epona, so catch up to them by hopping your way into the tree trunk passageway.
When you find the Skull Kid, he'll make you the victim of yer another one of his cruel jokes—he'll
trap you inside the body of a Deku Scrub. In your new form, you'll be able to use Deku Flowers o
launch yourself into the air. Use thar power to traverse the chasm in the mesa-peppered cave that
serves as the portal connecring the world of Hyrule with the parallel world of Clock Town.

DEKL

Youmust find the Skull Kxdwhohas  Once you're a Daky Scrub, you'll b
escapedinto a trea trunk passage-  able 1o use Deku Flowers as launch
way Hop from stump tostumpte  pads. Stand on one, then press and
reach the enfrance. hald A Releasa A 10 Take flight

0
THE LOST wooos
0
IN THE CLOCK_TOWER_ THE CLOCK TOWER

The portal leads you inside the clock tower, which is both the centerpiece and official timepiece of the
troubled city, Clock Town. Inside the clock, the Happy Mask salesman will greet you and strike up a
deal: If you can bring back the “precious item that was stolen from you,” he'll return you to your
former self. The precious item is your ocarina, and fulfilling his request is your goal for the first
three days. The real adventure begins only after you've completed your end of the bargain.

22 % NINTENDO PLAYER'S GUIDE
£



teck Town

In three days, the Happy Mask salesman plans to leave Clock Town, so you must find the
Ocarina of Time before 72 hours pass. Sometime during that period yuu'|| find your ocarina
in Clock Town, so begin your search by exploring the town'’s five regions: North Clock Town,
South Clock Town, East Clock Town, West Clock Town and the Laundry Pool.

HELPING THE GREAT FAIRY

Wherever he's been, the mischievous Skull Kid has caused trouble. In Clock Town, he has sharered the
Great Fairy into tiny fairies. If you can return the missing Seray Fairy to its Fairy's Fountain in North
Clock Town, the Great Fairy will be able to reassemble herself. As a reward for helping her get things
back together, she'll grant you magic power that will allow you to shoot bubbles from your Deku snout.

ook owe

I‘.\lu.q the day, the Stray Fairyis 41 the I.numr Pool Bn
caraful
o swim and can skip on water for only llw. Imp!

Atnight, the Stray Fairy isin
. . o Ens1 Clock Town. Take flght

LAURDRY POOL MIGHT 1o rascue it

SOUTH CLOCE TOWN  EAST CLOCK TOWN

THE BOMBERS GANG

Once you've been charmed with magic power, use your enchanted abilities ro
shoot a bubble at the balloon in North L!ock Town. If you pop it, Jim, I|lt‘ tot
who leads the Bombers gang, will be so imp 1 with your marl

he'll offer to reveal the special code that gets you into the gang’s hldwlll To
prove you're worthy of learning the code, you must find all five Bombers
before sunrise. Refer to the map above to see their hiding spots.

The kids heding in East Clock Town are the trnickiest. Leap after the
Bomber atop the Milk Bar mdilrmmmhmbanerdwmmmns
roof. Itmem:ru!mnanages 10 elude you, he might hide under abax in
ﬂnlocal plaza. if tha boys are stll escaping your grasp, reentar the
arca. Thoy'll reappoar m their cnginal hiding spats,

THE LEGEND OF ZELDA: MAJORA'S MASK 23




GAZING AT THE STARS

After Jim reveals the code, tell it to the Bomber lookout in East Clock Town. The boy
will let you enter the secret passage leading our of town. Work your way to the Astral
Observatory, home of Professor Shikashi, the astronomer. Agree to gaze into his tele
scope, then zoom in on the Skull Kid who's on top of the clock rower. When you spot
him, the moon will “cry”™ a Moon’s Tear. The sparkling stone that the moon releases
will fall in front of the observatory, so exit out the nearby door 1o collect the jewel.

A Skulltula '-‘g_‘mr furks above tha right ledge of the watery tranchin
the hideaut, Shoot a bubble at its underside to defeat it, then shoot
another bubble at the balloon in the next room to climb the Laddes

The Skull Knﬂ.s-‘ouﬂ;ae-
ging on top of the cloc!
1owver. [ you roam in on
him, a Moon's

drop from the moon Exit
he chsanatory to clam
tha jawel

A GOOD DEED

¢ it'll make the perfect gift for his wife.
Approach the Deku Flower by the dock to talk 1o the THE FINAL MIDAIGHT
Deku Scrub. Afrer he talks to you, assign the Moons Tear At midnight of the final day, the Camnival of Time will begin and the clock
to a C Button, then press it to show him the jewel. When  tower's upper door will open. Using the Deku Flower you got by trading the
he sees your Moon's Tear, he'll give you the Land Tide  Moon's Tear, fly to the clock tower’s deck. Collect the Piece of Heart, then
climb the stairs for a showdown with the Skull Kid. Target him, then fire a
bubble at him. A direct hit will cause him to drop the ocarina he stole from
you. Grab it, then play the Song of Time that Princess Zelda taught you.

Wit for midnight of
the final day to roll
around $o you can fly
nto the clock towar
door that wall open.
Shoot the Skull Kid
who's waiting on

the roaf,

Deed entitling you to his Deku Flower.

When you biast the
Skl K, he'l drop
your pcarina. Pick (Tup,
Then play the song you
soain your flashback
I you can't remember
it, press Start 1o
chack your Quest
Status screen

SONG OF HEALING

When you play the Song of Time, you'll travel back o Day 1
and reappear in the clock rower, Everything that happened will
undo itself, and you'll be back ar square one. The major differ-
ence is that you'll have the Ocarina of Time in your inventory.
Show it o the Happy Mask salesman who'll then teach you the
Song of Healing, a dirry thar will change you back into Link
and your Deku body prison into s mask




GREAT FAIRY MASK_

BOMBERS' NOTEBOOK_

Though everything you did as a Deku Scrub has been
erased from time, you'll still have the wisdom of the things
you did before you restarred the three-day adventure cycle.
The Bombers” code that you learned will stll gain you
entry into their hideour, so enter it again. When you leave
the secret place as Link the boy, Jim will be so impressed
that you managed to infiltrate his lair, he'll let you join his
gang, He'll also give you the Bombers' Notebook, a sched-
ule that keeps track of the troubled people you must help.

Reenter the Bombers' hideout, Thwe Bornbers” Nelebml: u.\ll
then leave &5 Link_Jim willinter-  become a permanent

capt you at the entrance andgive  inventary, so you'll s quaut it
Bombers’ Notebook you travel back in time.

o Sruret Nty ol D
Wetpiy e 14 T 4 iy

nﬂ':lnclk Toww is populated by
1lm.hlnd‘p;3n| you mie one, Th per-
sonsinfo Hywm::‘ﬁwﬂ
exdwhen you help a troubled soul

Since you've journeyed back in time, the Stray Fairy you rescued the first time
around needs to be rescued again. Revisit the Laundry Pool to grab the Stray Fairy,
then return it to the Pairy’s Fountain in North Clock Town. The Great Fairy will
see that you already have magic power, so she’ll reward your rescue effort by giv-
ing you a mask instead. Wear it to detect the presence of Stray Fairies.

With the Deku Mask added to his inventory, Link can don the disguise to assume Deku form whenever nec-
essary. Bur a new 732-hour cycle is ticking down, and Link must prepare for his long journey by doing things
in Clock Town that only a Hyrulean hoy—not a Delu Scrub—ean do. Start your first three days as Link b,
1l|-|hmg the owl statue with your sword. Owls are warp points, and a sword slash is the way 1o leave “proof”
that you've encountered one. By leaving your mark, you'll activate the owl as a teleportation destination.

SCARECROW'’S sONnG

Scarecrows love music, so show your ocarina to the scarecrow either in the
Asiral Observatory or in West Clock Towns Trading Post. The scarecrow will
ask you w play a song you've written, so make one up. Since it won't lile any
song that consists of just one note, use at least two notes. The song you per-
form will summon the scarccrow, so make sure you remember how 1o play it

Show your ocaring to the scarcrow,

then plivy an original song, which will
becoma the Scarecrow’s Song. The
scaracrow will remember it until you
travel back in time.

Goe
00®®

(4]

GOING SOUTH

Once you've learned how to activare
owl statues, use the Bombers’ Note-
book and play new songs, you'll be
ready to explore the swamp, moun-
tain, ocean and canyon that Tael the
fairy spoke of during your showdown
with the Skull Kid. Your first stop is

the swamp, so head south.

Play the Scarscrow's Song at the Tradng
Post, the Astrol Dbservatory or special,
secret locations 1o summon tho scara-
crow, whach will ba handy once you have o
hookshot

SONG OF DOUBLE TIME

When you first show the scarecrow your oca
ring, it will teach you the Song of Double Time,
wihich warps you ahaad to § am or 6 pm

INVERTED SONG DF TIME
The scarecrow wAll also teach you 1o play the
Song of Tems backward to slow down time. Play
it whinever you begin i new hree-diy cycle




CLOCK_TOWN
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k Town is populat
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THE FESTIVAI
TOWER

The Carnival of Tame arrives on Day  Fly 1o the thatched roof by the Mm?lrmmrmwuuml oor The boy wearng the Keaton Mask
3, and by then, the carpenters will  south et on Dy 111 you have the of town known as the Laundry  runsin and out of the Laundry Pool
have srected the festival towar to  hookshot {fram the oceon region Pool. Visit the hopper whils weanng  door, The door leads to Wast Clock
adecent height. Fly toit from the west of towr), Firg it nto the Don Gero's Mask, whichyou'll findn  Town's Cuniosity Shop, whichis
Deku Flower to find 50 Rupees chest on the ledge for 20 Rupees. the mountans north of town ustanlly locked

DEKU uB
I‘LAY(_.I{OUND

Tingle the map saller danges from the redbal-  Fly over the fence to enter the hole
loon floating overhead. As a Deku Scrub, shoot  leading to the playground. The game
him down 50 you can speak with e, Ha'll changes dally, so Try to land ahgh
of far to sell you maps for Clock Townandyour  score three days in a row (o wina
Tirst siop outssde tha city limits, Woodfsll Plece of Heart




For o drink of milk,
R;tlupa stool at the

Ik Bor Barten
opens the watering
hole at mght, but
anly to the elite few
who are members.
Romanis Mask is
your fickat in.

HIDDEN RUPEES
IN THE EAST

The mayor's wille, Madame Aroma,
meets people in the draving room,
while Mayor Dotour sits theough a
:hu)'u? argurnent on the pros and
cons of canceling the camival

To reach a Silver Rupoe, wear the At 150 pm 1o 490 pm. on Day 1,
Zora Mask 50 you can jump from check inat the Stock Pot Inn to get
the Milk Bar roof to the gateway the room key.In your hotel room,
ledge. Change inta Link, then hop u'll find a Silver Rupes worth 100
to the targat signs and Town Lupaes.

Shooting Galbery Roof.

HONEY &

TOWN SHOOTING

GALLERY

H you have a bow and 20 Aupoes,
you can play the sharpshooting
jame. Hit red Octorocks for pomts.
f you hit a blua ona, you'll

lose time.

STOCK POT INN

At the hm:-;-umy:-m.;in’s shop,
ou can play Bombchu Gallery on
ay 1, Baskat Bomb an Doy 2, and

Target Shooting on Day 3.

TREASURE
CHEST SHOP

It you play the
Treasure Chast Shop
[T, YOU MUST N
gate amaze and reach
the treasure chast
betore the time imit
enpes. You'll ven &f-
fatont prizes depand-
ing on the mask

youl e wearing,

o
i Q‘ NINTENDO PLAYER'S GUIDE
\ o G s -

Anjuruns the locsl hotel, the
Stock Pot Inn. Her current guests
nclude entertainers from the
Gorman troupe. Sha might even
give you & room, too, since she
tends 1o mix up guests and reser
vations




WEST CLoCKTOWnN

lock Town could have whar you'

black market men ise, you'll find itin the west. And if you're low on funds,

¥ Iways g nk or Lottery Shop.

POST OFFICE

Lesarn the wary of the sword and p fepdng hicky, buy a lottory
perfect your duniing techniqua at woon 6:00 am and 5:59
tha Mighty Trairng Canter's pm. Check back bitwean 6:00 pr
Swordsman's School i 1100 pum. 1o find out the win-

The postman is o busybody, svan when he's

P in bid. When he's not making 7

ies, he’s training himself mentally. in hes
ot on [he fose. Tu\

BOMB SHOP

You wort't be able to carry bombs or  Buy supplies at the 24-hour Trading
Bombchu until ','Ju ‘vat bought the Post. The manager koks st ke
Bomb Shop's bomb hn?. Assoonas  theman st the Cunosity Shop, and
you hawve it, bombs will begen spring- it no coincidence— thay re the
ing up when you chop down plants.  same porsonl

‘Whan you play the Song of Time 10 ratum to

iy 1, you'¥ lose all the Rupees and ammain £ = o
your imventory. Deposit Rupoes bofore traveling CURIOSITY SHOP
back n tima, sinca the bank won't lose your
richos ng matter how many times you play the
Song of Time,

other worts, the
place selis stolen
goads, and many of

¢ 14
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Clock Town was built in the middle of Terminz

circles the city and borders just about

mp to the south

GROTTO

e, SECRET GROTTO
|
\

SECRET GROTTO

‘a.-.?.‘. =

Thw sk trensure chest
contans 20 Rupees. When you
harve the Zora Mask, you'll be
able to dwve to the prize

GROTTO

GROTTO

SECRET GROTTO
MILK

The mooing cows you hear are in
& grotto bongath e tres Trunk
turnel. Station yourself in the
cenber of the tunnel snd place 8
bamb thare to blast your way n,

GROTTO

The chest insida will con-
tain o Bombehu if you hawe

GROTTO
=0

-
If you have the hookshot, you can usa it |
o renl yoursolf up to the chest atop the

stump. Otherwise, you'll need a bottla of

wotar and some Beans—plant

them in the square patch of soft soil and

watar them, then use the sprout To

reach the stump.



.
RMmina FIELD

RTRAIT OF THE SKULL KID
A tree towers over the path leading to the Southern Swamp. For
Tatl, the tree holds memories of her and Tael's first meeting with
the Skull Kid. The three of them became fast friends when the
Skull Kid was feeling cold and alone. As your fairy companion
relives the same three days over and over, she'll soon learn whar it
really means o be a friend

SECRETS OF TERIMINA

Termina Field isn't merely a transitional area connecting Clock
Town 1o the realms ar the four compass points. Secrets abound in
the field, and only the keenest of adventurers will find them all.

CLIFF NOTES

The north cktt wall at the foot of
the entrance to the northern
mauntaing has music mserbed on
it Play the songin front of the
wall 1o win Fupaes. A new song
with & nnwy, but less generous,
jmckpot will appear every time
wou ravisit Tarmina Frald

CONSTELLATION
WALL

The rock s embedded in the wall
are supposod to resombla tha
constedation Cassiopeia. And
you'll e thanking your kecky
stars for the lormation, since
some of tha rocks will explode
into Rupees if you bomd them

UP A TREE

Whan ho's not working the night
shift st the Trading Post, the
part-timé employee spends his
days up in a trae Trutlessly trying
1o grab Red Rupess. To pocket the
richs for yourselt, fy to them
using the nearby Delu Flower or
water magic beans plantedin the
soft soil by the chervatary 1o rde
o them,

OFF-THE-WALL
RUPEES

When you have a botthe, you can
useit to catch the tny bive bugs
that ara crawling m cor tain
locales. If you release the bugs
nenr the squore patch on the wall,
the bixgs will crind nto the hole in
the @ of it and produco a
Rupee prize for you

SCOPING IT OUT

The telescope n the obsenatory will gwe

acloser ook at Termna Feld

woul 564 that is moving s worth

chackang out, B T exorcisng men
whose workout spots ara hidden grotta
ocakes. Also, knap ir mye on the bedin
flyingin at paint 7. Ak the crow fles, it will
dregy a Ried Rupie niar pont 5

THIEVING BIRD

e Takkuri buzzard will swoop
dowwn 10 steal your items like
your sword of botthe. I they're
stolen, they'll mmediately go up
fior sale in the Curiosity Shog,
Reciaim your goods by buy

them or playing the Song of Tim
to raturn 1o Dy 1 o avosd being
rippad off in the first place

SONGBIRD

The crow that fiies circles

around the tovwn's walls is ford

of music. By playing your ocarine

in front of it, you'll make it deop &
L]

FAIRIES FROM
BUTTERFLIES

As inThe Legend of Zelda

e i you fo
the tip of  Deku Stick




GETTING TIME ©ON YOUR_SIDE

The moment you receive the Delu Mask and are able to leave Clock Town is when your

adventure will truly begin. Undoubredly, you'll play the Song of Time many a time to
return to Day 1. Doing so will reset all events and undo all your good derds (though the
Bombers” Norebook will give you permanent credit for any deed it records). Don'tworry
about having 1o do everything over and over again, since the object is to confront the
Skull Kid once you've won all four of the bosses” remains (their masks). When you defear

a boss, the remains you earn will become & permanent part of your inventory.

ITEM ITINERARY

To make sure you're not missing any important items, refer to the
following index of goods. The key things to find in each area are
listed below, and by sticking to the schedule, you'll have the
must-haves (as well as a few extrns) thar will help you finish your
quest. When you play the Song of Time and return to Day 1, your
supply of items marked with an asterisk (*) will reset to zero. In
the case of the powder keg and Fire, Ice and Light Arrows, your
supply of them will hit rock borrom, bur you'll always remin the

ability to use the special items as the days go by.

H

Southem Swamp

Masks, songs, Great Fary gifts, boss

resmans and major items will stay in your

inventory vhen you play the Song of Time

Dther things such as Rupeas, immo and

trading items will dsappear

LOCATION ITEM or SONG PAGE
é Magic Powen 23
s Moon's Tear® 24
i W Ocanina of Time 24
Three Da
e o e) Bong of Time 24
6  SongopHealing 24
‘ Deke Mask 24
Clock Town 0 Bomb* 20
Termina Field ; Deku Stick* 30
-
| Bottle 5%
Southe
Bwnmp‘". ‘ﬁp‘clnsﬂﬁvhﬁox 56
J Magic Beans® 38
Deku Palace
g’ Sonata of 58
Acwukering
Woodgall ":’d-\"e“"““ 4
T
" & OutheoOuden | a0

LOCATION ITEM or SONG PAGE
“- Lens of Truth £
Goron Village ‘ Gomnon Mank 29
& Goron Lallaby £2
?”w[:wb 6/ Fime Amnow® sa
Moantain I ;
Village u Powden Keg® a0
Romani Ranch % Epona’s Song 6a
Gomman Teack ‘ Gawo's Mask a4
Gueat Bay ‘.
Comst #* ZomaMask 67
Pinatesa®
Fonteois & Hookabot 72
Pinnacle New Wooe
Rock 8) Bossa NMova 73
Great Bay 4
Tammiola u lce Arnows* 78
Kono "ai Captain's Hat e
Graveyand
é Bong of Stormn /g
kana -
i ‘“ Gibdo Mask 89
it hard @ Minmon Shield o1
:’;ﬁ’;’: G 6 Elegy of Emptiness
Stone Towen
peons | G Light Ammowr 99
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apen 24 bears
BLUEPOTION 60
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HERN swame
URIST INFORMATION
man at the counter will give you a one-shot camera ealled a picro-
graph box and tell you about the pictograph contest he's running, The pic-
ture you snap must be of something in the swamp region, and you'll see

plenty of photogenic subjects on the boar cruise. You could buy a cruise
ticket at the booth across from him, but Koume, the manager, is missing,

SEARCHING FOR_K@UME

Kourne the hag runs the boat cruise, but, apparently, she has disap-
peared. Her sister, Kotake, runs the Magic Hags Potion Shop, where
she sells healing elixirs and medicine, and she doesnt know thar
Koume is missing. After you've located Koume in the Woods of Mys
tery, return to the Potion Shop to break the news to Kotake and get
her help

WOODS OF MYSTERY

Enter the Woods of Mystery, then follow the monkey who
will lead you 1o Koume. The monkey will take a different
path every day, so follow the appropriate route shown
below. When you finally reach Koume, the wounded hag
will ask you for a healing potion. You can get the cure-all
from Kotake, so find her in the Potion Shop (if it’s Day 1)
ar I\m-rung in the Woods of Mystery (if it’s Day 2 or 3).

I you don't find Koume by the and of tha first
dary, Kotake will leave her shopand fiy 1o the
Woods of Mystery to conduct a search of

her own

WOODS OF MYSTERY

50

Help Koume who's lost in the woods. After you've saved Koume, axit the woods: One ol
To defeat the Snappers, changa into the morkerys, corvincod of your skill and bravery,
the Dirku Scrub, then dive into a Debku will sk you to rescu his brother

Flowar, Sprng up when the turth

SCUF TS OVer you.




E BOAT CRUISE
“To reach the Deku Palace where the monkey is impris-
oned, you must take the boat cruise. Revisit Tourist
Information and ralk to Koume in the booth. She usu-
ally charges for her cruises, but she'll let you ride for
free since you helped her in the woods.

Yoo wan't have & weapon that can defeat
the Big De1os blocking your way 1o the
Dy Palace, but the shio's bow will auto
matically get rid of them for you

°
J
DISEMBARKING

The boat sails around the swamp in the course charted out to the lefr.
During its circular run, the boat will make a stop at the Delaus Palnce.
When your ride docks during the cruise, disembark without dipping
your toes in the water— the section of swamp you've sailed into is con-
taminated. Awalting your arrival will be the monkey whose brother is
imprisoned by the Dekus.

Snap a pictograph while taking the crse. Bring
it to the man st Tourist informatson for judgng.

S

R 20

M you'd rathar fID'._ spend ary Rupees on ﬁuhmﬁlf boat crsses, snap a
pictograph sometime tring your ride. If you showit 1o the Tounst
Information men, he'll offer you Rupees or a free crusa.




| DEKU PALACE

> al i in the Deku Palac 3 ) must
at_the C 25 while

s turned up mis

i to re ¢ whom the

Magic beans will halp you enter
the mankey's cell. Drop into the
grotto to find the bean salesman

SOFT SOIL

GROTTOY
. MAGIC BEAN SHOP
MAGIC BEANS 10

THE DEKU KING

After speaking with the guards ar the gate, walk st

ahead and enter the ]:LLL‘IOC where you'll meer the Delu Enter ha gast half

f 1h Pala
Ruling with a wooden fist, the furious Delau monarch will lr]l E"];‘h 'n':':l-_,",e"r‘ﬁ_n
you of his plans o s sest y

they Il kick you out
{#f wou @ntor ot night
vl ll b pbibe to see
thair ines of sightl.
Follow the biue path
to the bean seller—
his products will heip
you reach the red
path on the mag.

punish the monkey S
he thinks kidnapped f
his daughter.



use the potion bottle Kotake gave you to scoop up some fresh
water from the grotto pool. Leave the palace and hang a left as
you exit. Skip across the water and lily pads to reach the Ourer
Palace Garden by the eastern side of the kingdom.

Plant your beans in the square patch of soft
soilin the Outer Paloco Garden Pour some
Dot ted water onit, then hop onto the magical,
|eaty transport that sprouts up. Your nde will
take you to the uppes reaches of the garden.

I! N

THE ACCUSED MORNKEY

The magic beans” plant will lift you up o the second level
that evetlooks the Inner Palace Garden. As the Delu Scrub,
fly from flower to flower until you reach the doorway. Enter
it to infiltrate the monkey's cell. When the unjustly impris-
oned simian asks you 1o produce a loud instrument, show
him your Delou Pipes because Link's basic ocarina won't do.

OF MONKEYS AND OWLS
After the monkey teaches you 1o play the Sonata of Awak-
ening on your Deku Pipes, take the Woodfall shorteut
southeast of the palace gare. Helicopter yourself across the
glant flowers and floar clear of the dragonflies. To defeat
one, dive into a flower bud, then spring into the pest when
it flaps directly over you. Continue hovering until you reach
the waterfall where Kaepora Gachora the owl is perched.
There, you'll learn some traveling music.

Read the mscrption on tha
owd's perch. The s n-:rhed
Info the s tone is the S

Soaring, a teloporta tion nm
that will warp you 1o any owl
statue you've slashed with
your swond Play the song amy-
whare. You donl have to be
standing at an owl statue for
the song to work ils magic
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SPIDER_SECURITY

A spiderweb bars you from entering the house, but a nearby
torch will help you nullify its silky security. Once inside, you'll
discover the cursed form of an earlier intruder. The only way
to help the creature is to collect all 30 Skulliula Tokens.

@
@.
@

BPRINCWATER




GOLD SKULLTULA LOCATOR_
@ Breaking vases should come naturally to you by now.

@ The pool in the center of the
spider house contains one
Skulltula to destroy and plenty
of fresh springwater to collect
in your borde. You'll have to
come back for refills.

The two mysterious squares
on the walls look like fertile
soil for magic beans, but their
locations  make  planting
impossible. Instead, bortle
some bugs and release them
near the squares.

@O

Wit until the Skulltula crawls down the pillar, then atack.

You can hear something rustling around in an alcove near the
sleeping Deku Scrub. The opening is covered with a thin but
strong layer of grass. Use your blade on it.

Curl into a Goron juggernaut, then slam into two of the large
vases in the room. You'll evict some gold tenants.

Smash all the pots for a Skullnula and other prizes.

Two of the beehives on the ceiling contain S The oth-

() Heres hoping you've in-
vested in some magic beans.
You'll need to plant one near
the wall and water it to reach
the Skulltula hiding under
the platform. Hop on the leaf
o floar by it

Only Goron fists will allow you to reach Skullwulas in two
boxes. Keep smashing uniil you find them.

Reach for the quiver once again to knock down beehives.

Turn around near the vases 1o spot a Skulltula on the pillar.

Hit the Skulltula on the wall with an arrow or bubble then hit
the crystal switch 1o make a ladder appear. Climb up to grab
the Skulloula Token.

® ©®e|ee

More bean planting is nec-
essary if you want 10 lift the
Skulltula’s curse. Fly up to a
creepy crawler high on the
wall then make a return trip

NEXE FOOMm.

@ Wander through the bushes until you find two Skullmulas. You
@ may need to take a livtle damage 10 your health in the process.

@ There are more bechives on the ceiling, You know the drill.

ers may house angry bees.

Be patient. Attack the wall crawler when it is within reach,

Release more bottled bugs to draw out a Skullula.

The Skulltula on the wall
never crawls within reach,
so you'll need to shoor it
with an arrow or bubble
then fly over to it. Strategi-
cally placed Deku Flowers

make it an easy maneuver.

®e|eee|eee ©©

@ The Skulltula on the pillar is easy to grab.

@ One Skulltula is easy pickings from the platform.

Link should have no trouble leaping from the platform to the
top of the monolith in the center of the room.

@ The st three pesky Skull-

tulas think they're safe up in
the trees, bur they won't
expect @ Goron to come
knocking, One punch should
send them tumbling

the ground.
BETTER_THAN A POLYGRAPH

®

Your cursed friend near the entrance will have fewer legs when you
return, bur he'll sl look pretty strange. Maybe it's the mask. The
Mask of Truth is your parting gift for saving him from a living
nightmare. Wear it to communicate with Gossip Stones
and animals.




Two ledg

where the« .u||.|_ you the S
is a tunnel By entering it, you'll re
ancient Deku temple lies submerged

r was once pure, but, lik

erything

th the poisoned we

in the parallel

tainted by the cruel intentions of the

WALKING THE PLANKS

Since the swamp water is poisonous, it's all the berrer thar
Link’s Deku Scrub alter ego is a landlubber. Walk the
planks to cross the bog, and bubble-blast the insectile
Hiploops patrolling them. A Mad Scrub is stationed at the
end of every plank. Blast, bomb or spin-atrack ir.

Defeat Hiploops by shooting bublbies when they charge. A head-on hit
well hurt tham. Deleat Mad Scrubs with bubbles, Deku Nots or o spn
attack, then use the Scrubs” Deku Flowers to fly to the naxt plank

FAIRY’S FOUNTAIN

Hover into the elevared cave in the southeast section of the
wall encircling Woodfall to enter the Fairy's Fountain. The
Great Fairy residing there has been shattered into tiny
fairies and her 15 Stray Fairies are lost in Wood/fall Temple.
Once you've found them, return them to the fountain.

WOODFALL RISING

According to the imprisoned monkey, the Deku Princess is
somewhere in Woodfall Temple. The ancient remple is submerged
leagues beneath the swamp, so you must bring it out from the depths
of Woodfall, Fly to the Delu altar where the owl statue is, then stand
on the circular platform emblazoned with the Delw symbol. In Deku
Scrub form, play the song the monkey taught you—the Sonata of

Awakening—to summon the temple from its resting place.

0
SOUTHERN SWAMP
i

FAIRY'S
FOUNTAIN




| WOODFALL TEMPLE |

A dark presence has transformed the stone corridors of the
Deku Temple into a lethal gauntlet. Navigating its murky cham

bers demands both the special powers of a Deku Scruby and the

skills of a Hyrulean warric

Deep inside the stronghold, the cap

tured Deku Princess awaits you, and so does a powerful enemy

Fight bravely—an innocent monkey's life is at stake,

2nd Floor 9?5

DEKL e
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Strategically placed Delou Flowers atop pillars allow only Delu
Scrubs to fly from door to door. If you misjudge a landing,
you'll fall to the floor, where a pack of Black Boes will make
you pay for your mistake

@ BOTANICAL BOOBY TRAPS
The Deku architects who designed the temple put in a few
security features to keep out interlopers. The floating flowers
on the water will enjoy a Hyrulean hero sandwich if you step
on them when you aren’t wearing the Deku Mask.

@ JUumPING IS

A few small skips for a Deku
then a giant leap from a Deku
Flower will ger you to the
treasure chest sitting on a
ledge at water level. It holds
the key to a locked door.

@ SHELL GAMES

Snappers arc impervious to attack from above ground, but
their soft underbellies make them vulnerable to subterranean
assaults. After you defeat all three enemies, a treasure chest
containing the Dungeon Map will appear.

WOPOFALL Tlln.ll.l J..,ld

(® BLOCK_THE EXIT
One inconveniently placed stone block can ruin your "
day, but try to make the best of it. Push it forward to proceed

to the torch, then push it back to open a path to another door.
Walk slowly, or a Skulltula will crown you,

Take of! (he Deku Mask so you can
canry a bt Delu Stick to the other
side of the room. Light the torch 1o
open a door. The second torch will
allow you to carry fire up o a thind
torch on the secand floar.

® A ceoeb PoINT
Taking out two pesky dragon-
flies is a small price 1o pay for
an invaluable item like a
compass, You'll be able 1o
navigate with ease once you
can pinpoint your location.

Once you've lit the torch on
the second floor, fire up a
Deku Stick then leap from
platform 1o platform until
you reach the spiderweb, The
web is extremely strong—and
extremely flammable.

@ LIGHT THE WAY

Tarl will warn you about bad things lurking in the dark room,
and she fsn't just crying wolf. Clear the room of multiple Black
Bocs, then light the three torches by running around the
perimeter of the room with a flaming Deku Stick.




(®) FLOATING FLOWERS

Another opened door, another room requiring precarious
leaps from flower to flower. The power petals are on moving
platforms this time around, so be patient when planning rake-
offs, Two dragonflies are bent on canceling your fights.

@ RUNG OUT

Peel off your Deku Mask, then
plant your feet on the shiny
gold switch in the next room.
Two ladders will marerialize,
allowing you to move easily
berween floors.

(3) TAKE A BOW

The Hero's Bow is yours for the price of one quick battle. By
amazing coincidence, your new prize has several immediate
uses in Woodfall Temple.

A Lizatfos will defend the

Hero's Bow toits last fiery

breath. Knock the wind out

o it wath a fow sword
ashes

(® A POKE IN THE EYE

After you're armed with the Hero's Bow, position yourself on
the Deku Flower in the middle of the flooded room, then aim
your bow at the eye switch on a ledge. Stick an arrow in the eye
to make the platform levitate, then prepare to launch yourself
from the flower as a Deku Scrub, Wait for the platform to
reach its highest point, then fly over 1o the ledge.,

M * mNTENuom.m.ﬁ ﬁii I I "
e Lo

(® MR, FROG’S WILD RIDE
The poison frog protecting the Boss Key seems like a pushover
until it calls in a Snapper to help it. You'll need 1o be quick
with your mask and bow to defear it.

Burraw inta a Tower, then pop up undemeath the Snapper tounsaat the
frog. Unmask yourself, then target the frog with your bow as it crawls
long the wall. Keep repeating the process untilit's defeated

(@ POWER_UP THE FLOWER_

The mysterious wooden flower ar the center of the temple is
actually a machine that freshens the warter, Stand on the gold
switch above the flower, then fire an arrow at the flower’s
burnt-out torch through the flame of the lit torch on the plat-
form. Once activated, the flower will rise up and its petals will
spin. Jump on a peral, then use your bow to targer another
unlit torch on an outcropping. Light the torch with an arrow
to open the way to the boss.

@ FIRESTOPPER_

Several obvious Deku Flowers are scanered round the room,
but none of them will propel you to the boss chamber door. &
swirch on vop of a pillar is the key 1o getting across the room.
Use the flowers 1o the right of the entrance to hop up w a
ledge directly opposite the switch. Hit the switch with an
arrow to put out the flame on top of a narrow pillar, then use
the Deku Flower to fly 1o another flower that was hidden by
the flame. You can reach the boss door’s ledge from there.

The fire on top of the pllar goes out
only for a few seconds alter you hit
the switch, but don't rash your pmp.
Land with care on the tiny platfarm,
oo you'll hirve 10 STarT over




THEASLIRE
CHEST

The fairy under the board- You'll probabily want ta
walk is easy tomiss, HiL it chear the room of Black
. Boe:

(Once again, the Great Fary makes searching for strays worth yous

iciease the

while. She'll endaw you with extra magicel power to i
reach and strength of your spin attack

—
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s Releaseits
pr with an arrow.



THE DEKU PRINCESS

Trapped inside the body of Odolwa was & mysterious being, By defeating the masked jungle warriar, you
weere able to free the creature. After it reaches you the song, Oath 1o Order. you'll appear magically at the
exit of Woodfall Temple. The rustling that echoes from the chamber in front of you is the sound of the
rapped Delu Princess struggling 1o free herself Slash away the curtain of vines hanging in front of the
chamber 10 reach her. She can prove that the monkey her father has imprisoned didn't kidnap her, but she
must get 1o the Deku Palace swiftly before her father begins the punishment. You must deliver her to the

The being you freed from Odobwa's body will
tanch you the song you must play in your
fanaal shovedown waith the Skl Ked.

THE BUTLER _DID IT

After you unbottle the Deku Princess in front of the king, she'll convince him (in her own forceful way) that
the monkey was wrongfully accused. The royal family’s butler, overjoyed 1o see thar the princess is safe, will
reward your heroism by offering you a prize. You'll receive it in the Delu Cave, so exit the palace and hop along
the lily pads ourside the western walls of the kingdom. In the cave, you'll race with the butler to win the Mask
of Scents, which will help you sniff our mushrooms that Kotake the hag needs 1o brew up healing potions

Toclear the gaps p— Walls af fire ignite
between (ha whan you spproach
savead-olf trea- ot tain aieas in the

tops, make your i Mlame maze at

|paps as Link, since A point 3. The orangs
e can jump farther lines on the map
than he can when - reveal whare you'll

ha's a Deku Scrub, gt burned,

As a Deku, you can As Link, you'll be

hop acrass water shie to maks the = -

quickly Changir jumps to the tree- STARY

frarms takes hardly tops, but you must

any time, so put on frst shoat the

the Desku Mask switchwithan

wihen you reach the armow 1o extingush 10

strasm. the Mames., DERU PALACE
pag= 37







MOUNTAIN VILLAGE
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ROUGH THE NORTH GATE
eath the Mountain Village, exit Clock Town through
] Clock Town's exit. Beyond the city gate, the tempera-
ture of Termina Field drops to numbing lows, causing the
kind 1o be frozen in ice and snow. Dodongos guard the
frosty entrance to the Mountain Village, and a few sword

slashes to the tail will put them on ice. Once they're out of
your way, head up the ramp leading to the village.

BREAKING THE ICE BOMBING RUN

Awall of ice blocks the entrance to the Mountain Village. Don't touch it since  Giant snow boulders prevent you from getting very far
contact with the barrier’s extreme cold will harm and briefly freeze you. Shat-  along the mountain pass. You must bomb the barricade to
ter the ice wall’s chances of hurting you by aiming your bow at the icicle hang-  blast your way in, but you'll need a bomb bag before you'll
ing above it. Two hits from your arrows will send the icicle crashing into the  be able to carry any bombs. Visit the Bomb Shop in West
wall, breaking it to pieces and opening the way to the mountains. Clock Town to purchase the sack for explosives.

WIATER_OF THEIR_DISCONTENT HELP FROM TINGLE

Everyone in the Mountain Village anxiously awaits the arrival of spring. The  Cross the wooden bridges connecting the snow banks to
cold has rurned the sun-loving mountain dwellers’ world on its car, and the  continue your trek to Goron Village. Along the way, shift
indigenous Garons are having a particularly hard rime handling the weather.  your gaze skyward 1o spy Tingle hanging from his red
One of them, a very hungry Goron, is stranded atop an ice ledge. You won't balloon. Shoot him down so you can buy a map for the

be able to help him until you've learned the Goron Lullaby. area, then continue trudging through the snow and past
Sironded on ailcs wolves to enter the land of Gorons.
ded by oy et i
food To satisty his dewn 1o buy nmap
e h ot e
staghod in the Goron
Shrine’s chandelier.

The White Wollos
will appesar on various
snow banks. Slash it
e avosd its paws o
It might knock you aff
Uhe snow bank

@
SM?W sword Lo swipa at tiny snow- Inside the Mountain Smithy chalat e
Balls Inside many of them are magc- Gabora and Zutiors whose M’klﬂﬁlrfth’at
replenighing magpc jars. toahalt ever since the coldiced thair hearth.
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themselves up in the snowbound Goron Shrine. The Gorons are
friendly, but they ha t warmed up to the bitter cold. They

By curfing up and then plopping onto the
ground, Gorons can quike and shake open
thi doar 1o the Goron Shene. Wihen you hae
the Goron Mask, try the maneuver whan
you'rie a1 the front door,

LONE PEAK
x20 SHRINE

INTO THE GOREON SHRINE

Since the Gorons weren't born in a barn, they make a point 1o keep the

front door to their shrine tightly shut, The cold seeps into their homestead

when the door is open, so a gatekeeper operates the entrance beneath his
station atop the footpath. If you ask to enter the Goron Shrine, he'll curd
up and pound the ground with seismic force to open the door for you.

GORON SHRE

KL SCRUB

Din Diys 2 and 3, the
gateksaper who opons.
the Goron Shrine will be
in @ snowhall rolling
along the path encarcling
the village. If Link has a

Fare Arrovs, he can meit 0
the snowball and free MOUNTAIN VILLAGE
the Goron, Fage 48
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GOARON VILLAGE

Ed ‘OF TRUTH
"The owd will greet you when you reach the cliff facing Lone Peak Shrine. Once
the wise bird takes wing and flies across the chasm, the feathers it sheds in
flightwill land seemingly in midair. In reality, the feathers have landed on invis-
ible platforms. Jump 1o wherever you see feathers to cross the gap without
falling into the void. When you reach the Lone Peak Shrine, enter the cave and
apen the treasure chest to find the Lens of Truth, a magnifying glass that relies
on your magic power and enables you to see things invisible to the naked eye.

Things you woulde't
normalty be able to
‘see become clear
once you gare
thin h[R:leol
Truth, Use its magr-
cal powver to see
the phantom
Skulltulain Lone
Paak Shring
imagiblo platforms
O your retum trip

DARMANI’S GHOST

When you return to the owl’s perch across from Lone Peak Shrine, look at the circular shadow on the ground
using the Lens of Truth. Your magical vision will allow you to see a Goron ghost who wishes to be lain o rest.
The ghost, Darmani, will lead you to his grave. Uise the Lens of Truth to keep an eye on him as you follow:

The Lens of Truth will drain your magic
supply s long as you're looking through
the supernatural magrfying glass. Refill
your magic by skashing tiny snowballs dur-
g your hot pursuit.

A SPIRITED CHASE TO
GORON GRAVEYARD

Darmani will lead you to the stream near the
Mountain Smithy in the Mountain Village. To
cross the stream quickly, put on the Deku Mask
and skip across the water's surface, Once you're
on the other side, peer through the Lens of Truth
and look up at the cliff wall to see the ladder
leading to the top. Climb it, then enter the cave
1o reach the Goron Graveyard.

Cross the stream in the Mountain \illage, then use the
Lens of Truth to spat the rungs of the snow-covered
ladder you must climb toreach Darmani's resting place.




REST IN PEACE

Darmani, the proud hero who trekked into the cold to investigare
the freezing winds blowing in from Snowhead, botched his quest
and is pained to be no longer among the living, He's haunted by the
ghost of his failure and begs you 1o heal his suffering. Lay him w0
rest by playing the Song of Healing. In return, you'll get the Goron
Mask, which will enable you to inhabit Darmani’s body.

CRY, BABY, CRY

Shrieks and cries reverberate throughout the Goron Shrine. The
source of the deafening wails is a Goron baby who misses his father,
the Goron Elder. The feeble Goron leader who's the father of the baby
with lungs as powerful as a Goron punch is frozen in a snow boulder.
You'll find him iced somewhere in the Mountain Village, and you
must find him before you'll be able to silence the baby.

~ \':F:J_-'u
QG

ARROW 210 a0

EOmE 110 an

RIDPOTION 80 The crying baby wln:srhis ey, bt his
father's frozen mone of the snow boul-

Spring Prices ders in the Mounitan Village. On Days 1

and 2, the Goron Elder will be chillng in
the area whare Tingle is. Tatl wll glow
grean vawwund- the snow
boulder the baby's frozen pop.

ARROW 290 20

REDPOTION 50

As Darmars, punch the snowball to
uncover the Goron Eider. Return to the
Goron Graveyard and push Darmani's
gravestong to unclog the hat springs in
the tomb. Botthe soane hot springwaltes,
then race back to the elder befre your
water cools. Pour the hot springwater
e o tha frozen Eider to defrost him. To
o] munkua 1TaNgs aven mon comenient,

& dafrost :hu:ehlodnq_-uehu‘ sprngs
grotlo close to whese Tingle hovers.

GORON LULLABY

Once you've melted the Goron Elder free, he'll lk
o you. As long as you've spoken 1o his son, the
Goron Elder will teach you the Goron Lullaby
Intro. When you play the sang to the Goron baby in
the Goron Shrine, the toddler will veach you the rest
of the tune before its melody puts him ro sleep.

O Dy 3, you'll fined tha frocen Goron
Elcder in2 snow bouldes near the stream
flowing i front of the Mountan Smithy.




1||_n: in the Mountain

k where the subzero

e. The slippery climb

snly a quick:ralling Goron will be able

o handle the ascent. Having magic will too, since you'll
need C 3 gaps in the mountain path.

@n A ROLL
As a Goron, curl up, then roll up
Snowheads steep path. When

you've built up enough speed,
I BN of

FARY'S
FOUNTAIN

spikes will sprout from your
roly-poly body, and that's the only
velocity that will carry you across
the ramps and over crevasses.

40 WINKS OF AN EYE...
OF THE STORIn

Strong gusts blow you backward as you try to trudge across the

narrow ice path. The source of the gale is an oversized, invisible
Goron. Stop the windbag’s heavy breathing by putting him to

sleep with the soothing sounds of the Goron Lullaby.

[ ]

Use the Lens of Tuth 10 see the As you ascand the wedng ice path,
source of the gusts. Once you play the snow boulders will roll toward you

Goron Lullaby, you'll ba ablo tocross Awvoid gt ting Mat tened by smashing
thie i bridge them with a Boron punch, |
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(D' BLOCKED ouT
The first block is too big for Link to handle; so strap on the
Goron Mask and do some pushing. Inside you'll find a White
Wolfos. Remove the mask and wait for its artack, then strike it

in the tail with your sword.

@ RrROLL ©N

Here you'll encounter a narrow, rickery bridge with a large
gap. Back up as far as you can, then do the Goron roll. You'll
fly over the gap and land safely on the other side. Remove the
mask, then leap to the nearby ledge and go up the stairs.

The Goron roll is 8 speedy, but wobhly, mode of transportation. Stop
rolling st before you land, or you'll go careening of f the edge.

® MAP TIME

Room 3 contains the Dun-
geon Map. You'll find it in a
treasure chest to the left of the
doorway. Grab the map
and beware of the Real
Bombchu as you make your
wary to room 4.

® GO TO YOUR_ ROOM(S)

Room 4 is the heart of Snowhead Temple, You'll spend a lot of
time there, much of it running back and forth through its
many connecring passageways. Many of the rooms are
unreachable until you've performed a certain task in another.

There ara a lot of ledges n
tha dungeon, so walk slowly
and try not to fall You'll nevar
et trapped, but climbing
hack up is a major neonven-
wence. IF you do find yoursell
plu-nmetini; o your doom, be
sure 10 roll when you it
battom to sof ten the impact,

Take out the Ice Keese, then
pull out the stones on your
left and grab a key. Move the
stones to the space [arthest
from the door to make a treas-
ure chest appear. Leave it for

the time being.

Leave room 5 and turn right.
Aim your arrow at the block of
ice and position it so the mis-
sile passes through a torch.
The arrow will catch on fire
and melt the ice, allowing you
to go inside.

Eliminate the Wolfos, then
open a chest to reveal the
compass, Next, walk over ro
where the wall looks cracked.
Bomb it to reveal a passage-
way to the second level. Head
up the stairs.

(@ FALLING ICE

Look up, then use your
arrows to dislodge the icicles.
They'll fall and break the ice
blocks below them, allowing
you to reach a ledge. Once
there, don the Goron Mask
and break the big snowball
for a key.

® THE RUNARQUND

Room 8 demands speed. Put on the Goron Mask, then use the
Goron stomp on switch 1. Remove the mask and leap across
the gap. Pur the mask on and stomp switch 3. Then run to
switch 2, stomp it, climb onto calumn 4 and head for the
doorway you've opened.




Getting ro the next room is a three-step process. First, curl up
and jump straight across to the landing on the far side. Then
use the Goron roll and travel along the wall with the snow-
bank. Don't get wo close to the bortom edge, and stop
moving as soon as you leave the snow. Finally, curl and roll
straight across one mote time to make it to the door.

mblllclwnmnlll

mﬁ on the snow, you'll end up in
trial-sirength Goron sale-
ty net. CBmb out and try agan.

® GET THE FIRE ARROW

Wizrobe will appear at various spots around the room. Wait
for him to begin 1o spin around, or he'll vanish when you iy
to attack him. Once he spins, let him have it. If you have the
Bunny Hood, wear it and use your sword; otherwise, use
arrows, After a few hits, he'll begin to fly around the room.
Keep watching for the spinning version and atrack it ro make
Wizrobe go down with a whimper and the Fire Arrow yours.,

If you get the compass,
your map will show the
true Wizrobe, even when
thera ara more than one.

Return to room 2 and use your
Fire Arrow to melt the Freezards
and the block of ice by the side
wall. Behind the block is another
Freezard, Grill it well-done to earn

a small key.

'(® SHAKE, RATTLE AND ROLL

Once you have the Fire Arrow,
you can enter all the doors
that were previously blocked
by ice. Go to room 4 and rurn
left, then use your arrows w
demonstrate the miracle of
evaporation.

@ LIGHT MY FIRE

Melt the Freezards with your Fire Arrow to summon a treasure
chest, then use the arrow to light all three torches and open
the locked door. You'll have to be quick— they burn for only a
short time. Position yourself in the middle of the torches so
you can aim with the least movement.

Only someone as heavy as
Darmani can slam the circular
switch, Don the Goron Mask,
then climb on top and per-
form the Goron pound. The
pillar in room 4 will suddenly
get a lot taller.

(® A FREEZARD, A BOMBCHU
AND A REALLY BIG SWITCH

After pressing the switch, go to room 3 via rooms 11, 4,1 and 2.
Get on the small block in the middle of the room, then look
up. You'll see a Freezard and an eye switch. Shoot them both
with your Fire Arrow to make the stone you are standing on
move up and down. Use the stone to reach the third floor.
You'll have 1o leap over as Link—the Goron jumping ability
isn't very good without u head start.




You could use the
Goron roll and skid
across the snow, but
why bother? Jump into
the net and walk
across. Climb out, melt
the large chunk of ice
blocking your way, and
g0 up the stairs.

® ICE AND SNOW

By now you should be get-
ting preuty good at the
Goron roll. Use it again and

roll as soon as you touch the
ledge. Use the small key o
open the door—then its
onward and upward.

There are two kinds of Eenos: [l
small and big. The big Eeno | IS8
will turn into smaller ones if B
you strike it with the sword.
Avoid the problem by using a
Fire Arrow and melting it with
a single blow.

® DINOFOLS

The two Dinolfols are fast and
strong. Put on the Goron
Mask, then do a Goron pound
every time they get close. You
should be able 1o take them
out with liecle [SS
difficulty using that method.

It’s a long way down. Luckily
for you, theres no rolling [
required. Step carefully to the
edge and peer over just to get
a sense of the dizzying view,
then head straight through
the door.

mave right, stopping your’

SNOWHEAD TEmMPRLE

-8 e tece b
® WIZROBE’S RETURM
Not content with losing the last encounter, Wizrobe
challenges you to bartle. Use the same strategy as before, but
be aware that he sometimes materializes on a ledge. When he
does, you'll have no choice but 1o artack him with your arrows.
Defeat him to get the Boss Key.

(® coLumn CLOBBERING

After retrieving the Boss Key, go 10 room 9 via 14, 13 and 12.
You'll be faced with two blue sections of pillar. Put on the
Goron \hnk nnd give the plllar a punch. A section of it will
skid away, dropping the down a notch.
Punch the second blue section, |hen hrad back to room 12.

@ PUNCH AGAIN

Roll across the snow then head upstairs. Punch the blue seg-
ments again and watch them fly. Head back o the newly short-
ened top of the pillar. You'll see a group of snowballs. Punch the
snowhalls and go up the stairs to your final obstacle.

® LAST jump

Theres only one more jump,
and it’s a doozy. Give yourself as
much of a head start as you can,
and hold the Controller rock
steady—a missed leap requires
a long hike back up.
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T bubsbiles with fsiries ingide
reside in room 2 Shoot them both,
thin use tha Great Fairy Mask to
attract tham to you.

I you ffl froem the central chamber,
youl'l end up in lava. Al soime point,
81ep on the gold switchin the lava

You'll get achest that contansa fairy.  the flower and slowly drift down

Thare's & Deku Flowor noor Goht's  Theve are two fairies in the room
Law. Look left through the Lens of

Lens of Truth and cimb carefully

Afmryisna
bubibile. Ready the
Lens of Truthand
the Graat Fary
Mask, than ket an
arrow fiy

Use your Lens of Truth agan. You
can usually locate the hidden caves
by looking for small, white patches
on tha si00s of cave walls

If you monage to rescue all
the taines, the Great Fary
waill be 50 pleased she'll
doubsle the amount of

ical povwor you con
usal Whiln rescuing fairies
is optional, the game will
be most dilficult wathout
et gift.

THE LE

Dne just hangs out in the cormer, the
Truth Lo find & hidden cave, thenuse  other is up invesible 510irs. Use the

T find fairy number 3, Iook for the gokd switch m the comer of the
roarm. Step onit, then move the :
arrow on the map to the left. Jump an the ledge 1o get the fairy.

a5 demonstrated by the red

There are two pillars in
the room. Move the
stone block along the
path of tha blue arrow
o jump to the ampty
pillar, then jump on top
of the crate and do a
Goron pound

To find fairy 5, tirst get
foeries 3 and 4, Leave the
block where the blue
arrow points and

north to room 5.

the block along the path
of the red arrow, retum
Lo the southerm room,
jump to the ledge and
open the chest,

A fuiry is near the ceiling of the room where you
needad to Goron- rmud anmumber of switches
ens 1o find the stray

Look up with the
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THE HILLS ARE ALIVE...WITH FROGS

With Goht's defeat, the mountain will be freed from its icy bonds and springtime rituals
can begin in earnest. If you've atmined Don Gero's Mask—and shown it w all the frogs
you encounter in the game—you'll be greeted by a willing chorus of amphibians when
you beam down from your victory on Snowhead.

THE BIG BANG

If you think you know a thing or two about bombs, think again. The
average Goron has forgotten more about blowing things up than
the best Hyrulean demolitions expert will ever learn. The Goron
master of explosive disaster has set up shop in the side of the
mountain to sell his most destructive creation, the powder keg. Pass
his test so you can use the big bombs throughout the game

GORON RACETRACK
page 61 N

Fick up the powder
kg then toss it to
the topof the ramp.

until you make it ta
lovel ground.

Carry the keg out of
the Goron Village
then scross the foot
b clock is
tickng, 50 you shoukd
keep mowing and
avoid the Walfos.

Toss the keg and rall
up the ramps |aading
to the Goron
Racetrack, then posk
Tion the powwder keg
niear the big bhoulder
blocking the entrance.

Remember ta returm Lo the bomb
B master after you successfully

pern the racetrack entrance He'll
ive you & powder keg and certify with one powder keg at a time for
you 85 & compatent bomb hander thit sum of 50 Rupies ’

60 % NINTENDO PLAYER'S GUIDE

An ppportunstic Goron has set
Ly & shadow busnass in the West
Clock Town Bomb Shop. He'll part
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PAPA WAS A ROLLING STONE
The Goron Racetrack will be open for business after you blast the boulder

irs entrance. Once you go inside, you'll see a gaggle of Gorons limbering up for the .
competition. The elder’s hero-worshiping son is also waiting there to goad you into
entering the race.

@ GET SET...ROLL|

The race is the extreme version of standard Goron transit: Curl into a ball then roll
the direction you want to go. When you pick up speed, your body will sprout sharp-
ened spikes—giving you extra traction and the ability to destroy objects, such as
wvases filled with magic power-ups that might be in your way.

Don't jump the gun. Try
to time your takeoff so
you have manximum
speed off the lne but
avoud false starts.

(@ CATCH AIR_

The straightaways on the course are
filled with ramps that can help you or
hurt you, depending on your momen-
tum. When you approach the ramps at
full speed, they’ll launch you into the
air. If you try to climb them after o slow-
down, then they’ll slow you down even
more. Avoid contact with walls and
other mcers to minimize the problem.

@ TRUNK_TWISTS

® AT THE TURD

T M r The sharp cutback before the finish of the race will
¥ ¥ finish you if you don't prepare for ir. Fight for inside

position at the turn, bur not ar the expense of a

costly collision. You won't win the final kick if you

stay to the outside.

Bumpeng is comman-
place on turns, but
you should try to min-
wmize contact. One

The groundsheepers at most racetracks would o G
climinate any trees growing in the middle of the 3co Lo &N mm
track. The Gorons have been busy shivering, so brke
you'll have to cur them some slack. Weave
through the trees 1o avoid slowdowns.
Wou're into racng for
@ GORON KNIEVEL love of the sport, of
cowse, but you
A ramp near the end of the course will nearly put won't turm down a
2 ¥ 20l you wn,
you into orbit if you hit it with enough speed. As Rt e o finda
on all the jumps, think about where you need 1o use for some prime
qoid dust

go when you hit the ground—you're approach-
ing an important turn.

-



" RUNNING THE ARMS RACE

Your Kokirl Sword has served you well in your KOKIU HAZOR GILDED
adventures, but you shouldn't let sentimen- SWORD SWORD SWORD
wlity keep you from using the best available - &
weapons. The Mountain Smithy can upgrade

your forest blade by forging custom cutting
tools that will make short work of enemies
Investing in your blade is pricey and time
consuming but will pay dividends in bartle.

RAZOR SWORD

Arguably the coolest looking blade of the
bunch, the Razor Sword is as sharp as its
namesake. The Mountain Smithy uses cut-
ting-edge technology to hone the blade o
hair-splitting sharpness. The carch is that the
price is steep—100 Rupees—and the results
are flecting. You can use the blade only 100
times before it loses its edge.

GILDED SWORD

The downiside to ownr
ing a Rnzor Swordis
YOu can use it ondy 100
times before you need
to sharpen it agan
Upgrade to a Gided
Sword il you can

When you're ready for the finest sword money can buy, return to the Mountain
Smithy for the Gilded Sword. All that is needed is a sharpened Razor Sword and a
bottle of gold dust. The steel smith will then begin a mysterious, day-long process
that somehow renders gold stronger than steel. The edge of the new blade will never
grow dull, so you needn’t retun to have it sharpened.

To foot the cost of the You'll need to master the art AFire Arrow willmelt thaice  The Razor Sword costs & Defuat Goht to bring spring
upgrade, deposit 200 Rupees of powdar keg management an the smithy's forge, allowing  steep 100 Rupees and takes 8 time 1o the mountans, then
in tha bank for an Adult Wallet. 1o ttawm the Gilded Sword him to sharpen swords day 1o produce. return 10 Goron Village

Use the powder keg to open Take the valuable dust to the Retum the next moming for

the racatrack, then win the smithy 50 he con upgrade your  your new sward. The smithy

raca to recen gold dust swlrllpl “free." will kavep any laf tover gold
THE DODONGO SCALE
KOKIRI SWORD 12 HITS
RAZOR SWORD b_llITS
GILDED SWORD AHITS The best test of & swerds rolate strengthis tha number of

swipas required to dofieat o Dodongo. By that measure, the ‘
Gildad Swordis thres times strongor than the Kokirl Sword. ’




ROMANI RANCH

Once you've learned how to use powder kegs, you'll be able
blast a way through Milk Road just southwest of Clock Town,

Down the road is Romani Ranch, which produces the finest milk
in the land—far as long as its cows hold out. The nighttime live
stock abduction casts an ominous shadow over the happy opera
tion, but don't let the mysterious cireumstances put a damper on

your reunion with Epona who's corralled at Romani’s stable

DOGGY
TRACK

INSTANT GRAVEL

The only route to Romani Ranch is

You'll find Romani practic
| s @ big ot My
dairy cows under the ¢

T L
r a..l ina !n artbeat. When you're
on Mask then
wu reach it on

g = rm the ranch, you'll see

ond and final days, i > , Epona, for the

100 traumatized ro talk. fir e HHTM &-:Jj:m
bnmlairgculdri

ROMANIRANC
4

sa. Tha litthe
waling har family’s




A SADDLE SONG

It seems you arrived just in time to help Romani with her plan.
Despite her sister Cremia’s skepticism, she intends 1o protect her
cows from supernatural thieves come nightfall. As her assistant,
you'll be expected to fend off the intruders with your bow. Com-
plete her practice session to receive Epona’s Song. Its lilting
melody calls your horse 1o your side when you need her.

A f L s on your
dexterity switching between bow view

and riding view. When you switch to bow
view, Epana will continue moving

ROUGH RIDERS

While the Gorman Track sits just a short distance from Romani Ranch, the attitudes of their
respective proprietoss are light years apare. The sniveling brothers who run the track are
abways looking for easy money, so they'll have Rupee signs in their eyes when you ride up on
Epona to talk to them. For a 10-Rupee charge, you can race them around an
obstacle-laden track for an undisclosed prize.

Avthe start of the race, use the carrats to gt in front of the brothers thenblack
them from passing you #s long s you can. Thay il go around obstacles, s you can
jump the fences to make up time.

MILK ROAD

TINGLE

(GREAT BAY COAST MAP 40
WANI RANCH MAP 70

The Garman brothars will relectantly
hand over the Gara's Mask if you defeat
them. The mask will allow you to sum-
mon the ninga spirits of kana.

Tha Gorman beothers ane making a tidy
profit from thew milk busmness. it's
unclear where they gat it
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SREAT BAY coAsST

LELOPING TO THE BEACH
"o #pend a day or two (or three) ar the beach, call your horse by play-
ing Epona’s Song. Only on horseback will you be able to jump over the
fence that blocks the sandy path to Grear Bay, so giddyap and go for
it. Ride Epona over the barricade, then head to the water’s edge. Tl
will notice a flock of seagulls circling over an object in the water. jump
m as Link to investigate the flotsam

WHILE MY GUITAR_GENTLY WEEPS

The object floating in the water turns out to be The Indigo-Go's Zora
guitarist, Mikau. Grab him and paddle to shore. When the two of you
y reach dry land, Mikau will sing you a ballad abour the missing Zora
Eggs and how he failed to recover them from the pirates. Floundering
on his last fins, Mikau will sing you his swan song, so sing him a song
of your own—the Song of Healing, The notes you play will allow him
to pass on in peace, and when he's finally moved on to bluer oceans,
you'll inherit the Zora Mask.

Push Mikau to shore 1o hear his plight. It
you play he Song of Healing 1o him,

you'll receive the Zora Mask, which will
llow you 1o inhabit Mika's body,

TAKING A DIP
Read Mikau's gravestone to find out how to use the powers you'll have when you don the Zora
Mask. As a Zora, you'll be able ro swim with the swiftness and maneuverability of a fighter jer.
Get your feet wet with your new swimming prowess by taking a dip in the bay and heading
fior the Marine Research Laboratory.

HATCHING A PLAN

The professor at the Marine Research Laboratory will tell you that he
needs 1o care for the Zora Eggs in his temperature-regulated aquarium.
The ocean has gotten curiously hot recently, and he fears that the miss-
ing eggs will not survive without his care, Find out why the Zoras failed
to bring the eggs to him by asking the Zoras in Zora Hall. To reach the
waters that lead vo the deep-sea auditorium, rerurn 1o shore and follow
the beach south through the natural rock arch

Talk to the professor to find
out about the messing Zora
Eggs. He'll tell you your next
destination—Zora Hall ot the
ocoan fl

Fide Epona scross the shore
to avoid beachfront casual
ties, snce enemies can't
i you wihen you're on
your horse

hu:m swim to Zora Hall by diving into the section of ocean beyond the arclway.
warr oitsa pnl !wenkmq game. Il you can shatter @l ol them inone deft
| winy
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O WAYS TO ZORA HALL
you swim to the ocean floor to reach Zoea Hall, zap the Skull Fish
and Like Likes with your Zora shield, Enter the hall by swimming
into the underwater entrance or surfacing onto its rear ledge. If you
rake the back way, you'll find Lulu, the “singer girl” who's lost her

wolce and cggs

This Indige-Ga's singur,
Luly, stares out o sea
from the rear plotform af
ZoraHall The doorway
there leads mto the
nuctorum.

THE SOUND OF SILENCE

[f you wear the Zora Mask, everyone in Zora Hall will assume you'nt
Mikau. Talk to all of your bandmates who are in their dressing
rooms near the stage. In Lulus room, you'll find her diary. which
details the events leading up to the loss of her voice, and in Evan's
room, the keyboardist will rell you that you'll need to bottle the Zor
Eggs that are hidden in the Pirates’ Fortress.

The Indigo-Go's manager, Toto, is
Madame Aroma's guest n the
Mayor's drawang room back n
Clock Town Unless Lub: gets har
voic back, his band won'T ba able
1o play the Carmwal of Time as
scheduled

The lighting technician needs halp
sa1ting the mood for The indgo
Go's rehearsal. Ust your Fire
Arrows 1o bight the upper bra-
ziersin the hall. I you can get
them fired up o1 the same Tme,
the Zora will pary you five Rupees.

INFILTRATING THE FORTRESS

The pirates have plundered Lulu's eggs and are kecping them
within the well-fortified bulwarks of their headquarters. The
only way to infiltrate the fortress is by breaking into its
underwater pass A Zara hangs out by the fortress wall that
averlooks the ocean, If you swim around the corner south of
him then dive to the bottom, you'll find several boarded-up
sections of sea wall. Swim into them to bust them open.

Press and hold B 1o sink to the
bottom of the ocoan. When
you touch down, you'll be able
to faunch your boomerang fins,
which work well agamnst Like

‘When younotica Lulu's crazed fan trying
1o break nto her dressing room, he'll
fiee to the hall's balcomy: All he wants is
a pictograph of Lulu, and he'll pay you for
it Ha'l ot fer fve Rupees for a basic shat
of her, and 20 il you have a petograph of
har when har vaica has returmed and
shie's happy

The sound technician needs 1o check the
bevels onMikaa's guitar, Play a note of
tvwo for hem 50 he can adjust the volume.

Rarn the boarded-up ama thats the secand
from the heft. Behind it is the passage keai
ing into the fortrass




|
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PIRATES’ FORTRESS

r of them are in the

must find Lulu'’s seven missing eggs, and fc
rol the fortress will

tes’ Fortress. The guards who regularly
kick you out if they see you. Most pirates won't notice you if you
the guise yet, shoot

wear the StopeMask, but if you haven't fouw
the guards to infiltrate their fortress. Hitting a pirate

ai vs at
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BOAT PATROL
Dive into the water as Mikau when no boats
are cruising in your vicinity. If you manage
1o escape their detecrion, swim to the
wnderwater ramp in the north half of the
pool. Slosh up the incline and surface when

the coast is clear to reach the switch ar 2,

® GORON SWITCH (@ PUSHING BLOCKS

Throw your great Goron weight onto the By pushing and pulling the blocks and break-
circular switch. By giving it a good pound, ing through the wooden barricades on the
you'll open the underwater gare at A. Swim  perimerer to clear yourself a parh, you'll be
for it when the guard boats have sailed out  able to reach the rushing current that flows
of view. upward, Enter it and floar to the next level.

Move the
blocks to reach
the geyser. Toreach
the treasure chest in th
center of the room, braak
thrpugh the wooden barri-
cades. At the western
perimeter, you'll be able to
SWIMm up and over the
fence surrounding the
Rupine booty

@@ SurRg’s ouT

The currents that rush across the flooded mine renches will
flush you out to the patrol boat area if you're caught in the
undertow. Dodge current 4 by walking along the floor and cur-
rent & by swimming along the surface.

(® SWITCHED ©on

After dodging current 4, hop onto the
ledge and open the door. Walk up the ramp
and clobber the barrels on your right using
1 Goron punch. Using Links bow or
Mikau's boomerang fins, shoot the erystl
switch. A direct hit will open the exit in the
waterway below.

(@ TO THE TELESCOPE ROOM

After climbing the ladder, step on the button on the floor to reveal a crystal
switch on the wall. Before the button deactivates, quickly position yourself on
top of the drain, then shoot the crystal switch with arrows or Zora fins. When
you hit it, you'll unleash a geyser thar'll carry you 1o the telescope room. Take 2
look 1o survey the setup and guard situation of the formress courryard.

To leave the telescope
platform, shoot the mines
Infront of you When
projectile causes twa of
tham to clank together,
they Tl explode, giing you @
clanr shot at th switch
that opens the axil 1o C.

Mmur head underwa-
ter while boats sail by, If
you peep above the sur-
face when a bost's close
10 you, the pirate on
basard will give you the
bout.




BEHIND THE FO

alphabetical arder.

REELING IN THE HOOKSHOT

Inside A, a Giant Bee will buzz by and fly into the hive hanging
above pirave leader Aveil and her mateys. After spying on them
through the barred window, clear the pirates out of the room by
shooting an arrow into the hive. The bees you disturb will chase
the pirates out, and you'll be free 1o enter ar point B. Inside,
open the chest to score the hookshot. Fire it into the wooden
beam hanging over the clam’s tank. When the hookshot reels
you up, you'll land in the tank containing the first Zora Egg,

THREE MORE EGGS

You'll need one bottle to put each Zora Egg in. If you don't have
enough bottles, collect as many eggs as you can carry, then release
them into the Marine Research Laboratory tank. Return 1o point
2 on the map on page 70, then fire your hookshot at D on page
70 for quick entry into the fortress. Also, refer to page 82 for info
on scoring an additional bortle from the racing beavers.

other ggs. It canlatch oat
targets and woodan things like
chests and cesbng beams.

PICTOGRAPH PERFECT

Before you the Pirates’
Fortress, snap a pictograph of one of
the women so you can give it to the
fisherman at your next destination.
He wants a picture of a pirate, and
any shot will do. Take a pic at your
most convenient photo op.

leave

RTRESS WALLS

Once you have infiltrated the fortress, subdue the patrolling pirares
with arrows so you can climb to the top of the watchtower. Cross the
bridge, then enter all of the lettered doors on the map in

tank, bn thy to tank,
you! Il ol with one of the prates. o Im T

(4]

HOOKSHOT




North of t arine Research Labor

a murky soup. Some e in th confusing waters

Pinnacle Rock, a tubular passageway that stretche

the seafloor, The dive could v well plur 3

Jones’s locker, since the sea snakes infesting the hole v
Appro the three Zora Eggs hidden in t

YOUR_SEA HORSE GUIDE

Show your pirate pictograph to the fisherman in the hut at Grear Bay

st, If you have an empty bottle, he'll give you the sea horse that wants

10 be returned to Pinnacle Rock. R

ase the glowing sea horse between the

mwo columns ar the entrance 1o Pin:

acle Rock, then follow it fram sign to

i—

sign in hopes of navigating the murky maze leading into the hole.

m
SCRAMBLING FOR_EGGS B S

Dive to the bottom of the hole, then explore each munnel to find the

gs. A sea snake will pop out of the tunnel when you swim

neat it, so retaliate by shooting your fins or activating your shield
When you've defeated the snake, enter its tunned to retrieve the egg
or other treasure the slithering sea monster was guarding. In one of
you'll find the second sea horse. When you reunite the

pair, they Il reward you with a Piece of Heart.

BLAME IT ©N THE BOSSA NOVA

Like you did with the four

he Pirates’ Fortress, place
the three eggs into the tank at
the Marine Research Labora-
wory. Once all seven eggs are
reunited, they Il hatch and teach
you the New Wave Bossa Nova.

| I you wear the Zora Mask and ‘-‘""ﬁ?
| g 1o Lulu, her voice  Place the four eggs from the As Miksu, play the New Wewe “L-

Pirat ortress and three eggs Bossa Nova, When the turthe
froem Pinnacls Rock in the Mannoe amarges, firs your hookshot into
lasaarch Laboratory tank tolearn  one of trows on its back to

tha New Wave Bossa Nova hitch a ride
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nd the nearby island

will reveal itself to be a turde

@




OCEANSIDE
SPIDEP\_HQU_SE

Were it not for the k
cotta house besi
home. It doe

it, but

4 % NINTENDO PLAYER'S GUIDE

enter

up the

BURNING DOWN THE HOUSE

The Skulltulas in the oceanside house are much better at hi

than their brethren in the swamp. Many of them have buily B
webs beyond your reach to protect themselves. A ready supply of
Fire Arrows will eliminare their cover and help you move from room

to room where webs block doorways. The hookshot is also an essen-

tial rool in the bug hunt. Use it to snarch Skulltula Tokens from

hard-to-reach spots. Another item— the Caprains Hat— isnt

required to Hft the curse, but it will help you find a valuable prize




(D Two Skullnulas will be crawling on the ceiling of the slippery
® slope to the basement. Use your hookshot o collect them.

@ A Skulltula is hiding behind a
web on the ceiling near the
spider fence. Burn the web
with a Fire Arrow, then target
the creature and its token
with your hookshot.

@ Transform into a Goron, then hit the large vase with a hole in
its top. A Skulltula will pop our.

@ Burn the web, then use the Goron punch on the vase.

®

The banister blocks you from using the hookshor on a wall-
crawling Skulliula, so climb onto a box for a clear shot.

Look up to find a Skulltula scurrying around on a rafter. Bring
it down with your hookshot.

@ Maove the central card catalog
out of the way 10 reveal a deep
hole in the wall. Your hook-
shot can reach the Shulltula
inside ir.

A Skulltula is scurrying back
and forth in a tight passage
between the wall and ceiling.
Climb the nearby bookshelf so
you can target it with your
hookshot.

Something is hiding behind one of the paintings on the wall.
Uncover it with your hookshot.

®

(@6) Stash the Skulltula when it rawl out o i

@ Smash the pot on top of a box to reveal a Skulltula.

® A cursed crawler hides in yer
another deep hole in the
wall, bur this time it's cov-
ered with a web. Burn off
the silk with a Fire Arrow,
then snag the Skulltula
inside with your hookshot.

® Put on the Goron Mask, then punch the vase

@ Remain a Goron and smash a box containing a Skullrula.

@ There is something rustling behind the small canoes.

@ A Goron can easily smash
the box against the wall to
reveal a crawl space. The
Link-sized room contains
one Skulltula on the low
ceiling, It's easiest to use the
hookshor.

® A well-placed Fire Arrow will reveal a Skullula on a rafrer

@

Climb onto a box to spot a targer on the wall. Hit it with your
hookshot to pull yourself up to a loft space above the room. A
Skulltula is in one of the pots.

You could burn the webs on two corners of the ceiling, but it's

® Slide back a large bookshelf that covers an indentation in the
wall. You'll find two Skulltulas back there.

®

® Leap from bookshell 1o bookshelf to reach a Skulltula in the

corner of the room.

Another picture conceals a deep hole, which you can access
with your hookshot from the top of a bookshelf.

Stop halfway down the stairs to spot a Skulltula hiding in the
crawl space between the wall and ceiling. Use the hookshot

y. The Skulltula up there wanders out into the open.

@ Anaother vase requires a Goron punch,

@ Knock down the picture with your hookshot

It may be impolite 1o inter
rupt the supernatural meet-
ing underway, but a Goron Ji
pound on the tabletop is the
only way to dislodge the J§
three Skullulas hiding in
the chandelier.

®




STREAM DIRECTION
M warter currents (low one
Wy, preventing access 10 sone
areas. Thay are controlled by
twa fountasrss in the first rom,
one red and one yellow,

_—_— — =

Pl e rowes represent the current
with thee red fountain spouting,

Yollow arrows mdicate when the
yellow foantain is in control.

The turtle is your ride to and from
the Great Bay Tesnple. 1T the dusr
o proves 1o bie Too much for you
talk to e He'l taka :
land, nd he might even give

some words of encouragement

Basement

BOSS



You'll find the first Riry right
off the bar. Light all four
torches  at the temple’s
CNirance 1o recove a freasure
| so b

ful g

. Thers are

bodull ol

on cither side of the turtle.

(@ A WATERY GRAVE

Room 2 is the main control room for the entire temple. First,

use the lefi elevaror and grab some Rupees and a fairy. Next,
put on the Zora Mask and dive into the water. You'll find an
eight-sided platform with a funny-looking switch. Push the
switch to turn on a founrain, then rake the right elevator up
Ay 4% a stepping-stone

and go to room 3, using the water spri

Three: Skt tullas lurk in the room
Use your hookshot of bow froma
safo distance to shmingle them

If the alavators stop working, you
bt tha werong swatch. The correct
switch wall vanish when pushed.

Dive into the water, then look
along the sidewalls, You'll
notice a number of color-

coded openings. Look to the
s righic Forn dosrwy with
red and green pipes and swim

yOur way to room 4

@ FIND A HELPFUL MAP

Surface and head to the nearest platform. Use your hookshot
1o reach the treasure chest. Open it for a map. Break the vases
across from you with the hookshot, then dive underwarer.
Find the opening with two Dexihands and go o room 5.

The Dexthonds will grab
you, shak you around and
theow you across the
room. Stand back

the Zora boomerang in
chop them in halt

L]
TEMmMPLE

GREAT BAY
v Ak bi

® IUST HANGING
Exit the watercourse to find
three Bio Deku Babas hanging
from lily pads. Boomerang
them, then surface. One more
hangs in an alcove. Hit ir, grab
the weasure chest, then run
for the door to room 6.

® SMmALL KEY & A COMPASS

First off, jump into the water and take out all the enemies.
Open the treasure chest to find a small key. Surface and stand
on the platform. Use the hookshot to reach the other chest
and find the compass. Dive into the fast-moving water and go
through the passage to room 3.

You'll need to deal with the Real
Bombehw before you'll get the com-  room 3. Once you're there, use your

The passage leads you back to
pass, unless you e shrapnel

@ LINK_HITS BOTTOM

Stand on the bottom and look
for the passageway marked with
a single red pipe. It will be ro
the right, next 1o some glowing
blue vents. Hug the wall and zip
through to room 8.

boomarang on the vasa

Exit the passageway to find a
couple of angry Shellblades
You'll need to wait for their
shells 10 open before you'll be
able to strike—ir might be wiser
just 1o bypass them altogether.

Swim to the surface where
you'll find a large red pipe,
along with a scampering Real
Bombchu. Shoot the Bombchu,
then balance carefully and walk
along the pipe’s length.




Room 10 is stocked with item-filled Chuchus and vases. Load

yourself to the gills with hearts, arrows and magic, because

you'll need a full supply for the bartle that you'll fight in the

NEXT rO0Mm.,

(M WARTS AND ALL

It seems like o quiet room, until you look at the ceiling. Upon
noticing you, the Wart will drop down and amack. I’s sur-
rounded by bubbles that fall off when struck. You can spend a
long time popping all the bubbles, but don't bother. Simply
attack the bubbles until you remove enough to get a clear shot
at the Wart’s eye, then use your bow to hit it square in the
pupil. Once it's done for, you'll receive the Tee Arrow.

Stand in i cormar anca the
Wart starts skidding around
the room

(® FREEZE|

Go back to room g and swim 1o the platform next 1o the
Octoroks. Fire your newfound Ice Arrow to freeze them into
blocks, then use the Octo-cicles 1o jump to the center plat-
form. Push the switch, then dive into the water and find a
small bluish vent. It will take you back to room 3.

(@ STOP THE WATERFALL

Rise to the surface and grab hold of the side. Use the ladders
to climb up, then locate the large, spinning plank. You need
to get onto it, so time your leap well. Clamber from the plank
to the far walloway, freeze the waterfall, then climb to room 12.

You'll have an passer time chmbing The waterfall is too strong to pen
onto the bridge it you stand nea etrate, 50 5topits flow witha
the center of the spnning blade weell-placod Ice Arrow.

@ Ice on TE'A"r!'

Use the hookshot to reach the platform with the barrels, then ™
use your lce Arrow to create icebergs and jump to the other
platform. Push the switch, then look up—you'll see round
spots through openings in the grate. Make an iceberg behind
the yellow platform, stand on it, then use the hookshot 1o fly

upward and receive a fairy. Leave the same way you came in

Your icaborgs wall melt
quackly, 80 bo ready
You might want toore:
ate twao or throe os

Dive into the water and go
through the red-and-green
passage you used to ger the
map. You'll surface in room 4.
Make icebergs 1o reach the far
platform and open the door
You'll emerge in room 13

® THE COLD SHOULDER_

There's a switch waiting for you, but it seems out of reach. The
only enemy on the floor is a Blue Chuchu. Use your lce Arrow
to freeze it, then push the ice block next to the platform.
Wiatch for the Real Bombchu, push the swirch, then backirack
o room 4, through warercourse 5 and into room 6

Look to the far side of the
room until you find a pas-
sagewny with some ice pil-
lars. Make icebergs on the
water to reach the pillars,
then use the Fire Arrow and
your sword to hack through




@'GET THE BOSS KEY

In room 14 you must batle a crazed Gekko and fits Mad Jelly
henchmen. Run after the Gekko and hit it with your sword,
then quickly ready the Ice Arrow. The Jellies will grab the
Gekko and rake it up to the ceiling. Shoot the quivering mass
quickly, or it will drop down and the Gekko will pummel you.
Repeat the paern to end its evil ways. Onee i's turned into a
harmless frog, go through the door and gex the Boss Key.

¥ you shoot the mass as it's falling, it
won't do you any good You can run toa
corner 1o buy a few seconds of time—
but that's all, so shoot like the wind.

@ WATERWORKS

Ga through the gold fence and look in the fast-moving water-
way. Use your boomerang on the vase to get a fairy, then dive
into the water and make your way to room 2. There will be a
fountain to your left. Fire the hookshor ar the targer overhead,
and jump from there to the red platform. Push the switch to
ma

e the second red fountain erupt. Go ta the remaining yel-
low switch, push it, then head for room 3.

Thr rassive wtarwhoel wall bo in
parfect balanca until you tum of
the yelow fountain

There's no way for Link 1o go
further unless you reverse the
pesky curfents.

@ uUnNDERTOW

Dive into the water. There is a watercourse at the upper right
that leads you to room 15. You'll want to swim quickly and
hug the right wall—there is a pair of Dexihands that will wy
1o impede your progress,

® On THE WATER]

-
k- GREAT BAY TEMPLE

Climb onto the corner ledge. then hop onto ﬂ!dmp‘i‘?
form. Ride it up to the waterwheel, then jump onto its shafi.
Before the rotating shaft spins you into the water, jump o the
adjacent, stationary platform. When you touch down, it will
slide you over to the opposite ledge. Walk 1o the end of the ledge,
then freeze the water thats gushing from the ce

g 5o the

waterwheel will stop. Cross the planks when they stop tuming,

® upPs AND DOWNS

The seesaws are controlled by water that you can turn on and
off with Fire and lce Arrows. Ger on seesaw A, use the Fire
Arrow to go up, then jump to seesaw B, Use the Fire Arrow
again and jump to the green switch. Push ir, use seesaw C o
geton the pipe leading to room 4, then swim 1o room 7

FROM
ROOM 15

Elminnte what enemses you can
bedare you jurmg on the ppe. |
youl fall off, you'l have to repoat

(@ ALMOST THERE

Loalk to the lower left for the passageway marked by a single groen
pipe. The route will lead you to room 17

@ TO THE BOSS ROOM

Walk along the green pipe to reach a switch. Push it 1o creare
a fountain. If you've been collecting fairies, you'll be able o go
1o the Fairy Fountain and get extra defensive power for the
final battle, but you'll have to slog through the remple again.

oo WL B
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() TREASURE CHEST

—{(J) TREASURE CHEST
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BARREL ()
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SKULLTULA ©) —
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GREAT BAY TEMPLE

Tha first two fanes are straight Take out all the Bio Deku Babas, The current makes number 7 tough.
forward, but the third one is clever. 1 including the one that is hanging Ready your hoomseang, Lurn oppo-
Wl find it underwater, beneath s from the ceding, toreceive a lovely  site the curmint, and fire. It may

plattorm by the slevator Ty as your reward

take o fow tries

Broak the vases with your hookshot, then use
tha Groat Fairy Mask to call the fary

Find tha holo i th grate naar the
back, Shoot your hookshot to get
wp there. You'll hawe to come in from
an angle—not right under it

Don't try to got the vase while (Dince you're on the moving plat

youl're in the waterway—the cur- form, locate the torch. The only
rant will take youright by it Stand ~ way to get over there is with the
on top andusa thi hookshot. hookshot, S0 make your am true,

DOnce vou've stopped the These's # fairy underneath seasaw  Wadk right on the green pipe until

Don't go into the waterway il you
gearwork, make your way C. Use the Fire Arrow to it the wou reach a dead end, If you look can void it, since you're so close 1o
When you're inrange, use thehook-  seesaw, then dive down with the down you'll see s gold fence. Jump  the boss. Use your Zora
shot and then jump back over Zora Mask

behind the fance for another chest.  boomerangs to free the fairy.

s Gir

1f you rescue all 15 fairies from the Grear Bay Temple, you'll
receive a special defense, which doubles the amount of dam

age you can take. To reach the Fairy's Fountain, head for the
coast and find a small series of islands with single palm
wrees. Use the hoolishot to get to them. When you reach the
large rock, plant a bomb or use the Blast Mask.

Use your hookshot, then islend
hop o Link or Mikau, When you
reach the hlockaded cave, use s
bomb or the Blast Mask to make
your explosive entrance mto
Great Bay's Fairy's Fountan
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IN CONCERT

Once you've filleted Gyorg, you'll
be able to see The Indigo-Go's
perform. Return 1o Zora Hall,
where the rest of the band has
already set up to entertain the
fans waiting in the auditorium.
Hit the stage as Mikau 1o start
the show.

FISHERMAN’S JUMPING GAME

Follow the Great Bay Coast’s rocky shore until you reach the
boat docked by the sign. Hop on the dinghy for a ride to the
fisherman's island. When you sail by ix, fire your hookshot into

Dnce you've
defeated Gyorg, &
boat wall sppear
along the bay's
northern shore,
Clnb sboard for 8
cruse to the fish-
erman’s islaL.

WATERFALL RAPIDS

You can never have too many bottles, since they're handy for containing
health-replenishing irems like fairies and milk, as well as special items like
Zora Eggs. The beavers atop the Waterfall Rapids can give you a bortde.
Meet the eager pair by following the Great Bay Coast south through the
archway. Continue along the beach until you reach the lamge piece of
driftwood in the sand. Aim your hookshot up and to the left to pull your
self over 1o a palm tree. Continue reeling yourself aver to the palm trees
lining the cliffside until you reach the summit and Fall Headwaters,

LEAVE IT TO© BEAVERS

When you reach the headwaters, jump in and swim to the beaver at
the bottom. He'll challenge you to a race, so follow him closely and
swim through all 20 rings in order. If you finish before your two min-
utes are up, you'll get to race his big brother, By finishing his race
through 25 rings in the alloted time, you'll win the brothers’ boutle.

For a speady start that cutsright
through the water's surface, pms and
hold A while diving through the

You muest swim hrough the rings in
order If you skip one, the subseguent
rings you swim through won't count.

one of the palm trees and pull yourself over to the fisherman, If
you reach him and fork over 20 Rupees, he'll ler you play his
jumping game.

Use your hook=
shat toreach the
Timvy iskand, then
play the fishar-
man's gama by
hopping to the
island where &
torch is burming




L

essring canvon J
, .‘ \
"




trange going

ull three day

CAPTAIN'S HAT

DAMPES HLIT

DAY 3 GRAVE

BOTTLE

and dive in

CAPTAIN KEETA

SECRET GROTTO

DAY 2 GRAVE

DAY 1 GRAVE

y RIOUS MAN

Look for the secret grottoes

ndnim:bminlln- Youl'll
LOTTO gpen o hole, inside of which

are Boimibeha for The aking.



ES NOT HORSING AROUND
Epona is one great horse. She doesn't need a bridle or saddle, comes
when you call her and works for mere carrots. It's a good thing, o,
because you'll need all her strength 1o reach the graveyard. Call her
in the field using Epona’s Song, then race pell-mell for the grave-
yard. You'll encounter rwo large fences and a number of Real Bom-
behu. Remember to ride at the fences head on—if you come in atan
angle, Epona will balk instead of jump. Also, keep in mind that Real
Bombchu can't hurt you as long as you are mounted on Epona.

STONE MASK_

Before you make your way to the cemetery, you'll
encounter a small circle of stones. If you use the
Lens of Truth to look at them, you will discover a
lonely soldier. When you talk vo him, he'll be flab-
bergasted that someone actually found him (it's
been a really long time) and ask you for a Red
Potion. Give it to him—in return he'll bestow

upon you the Stone Mask. One of the more use -

Real Bambche are squrrelly litte guys. You
canmake them explode with o wedl-placed
arrow, but it's safer touse your shield

ful masks in the game, it will allow you to sneak
past most enemies completely unnoticed.

RACING THE CAPTAIN

1f you walk through the graveyard and up the trail,
you'll encounter Captain Keeta. Hes napping when
you first meet, and no matter how loud you shout he
just goes on with his snoaze. Use the ocarina and play
the Song of Awakening. Caprain Keeta will leap to his
feet—crumbling buildings in the process—and run
away, daring you to carch him.

CAPTAIN’S HAT

As Keeta runs up the trail, he'll sprint past gates that'll spew flames
il you try 1o cross them. To disable the gates, defear the pair of Stal-
children posted at each fire wall. As Darmani, you can defeat both
with a single, careful punch. Once you've laid the skeleton duo 1o
rest, roll to the next gate and repeat the process. You can also bartle
as Link, slowing down Keeta by firing arrows at him as he flees.

O you v caught up to
Captam Kaota, battie him with
your sword When you get the
chance, make B bresk for it and
dash to th reasure chest at
the end of th trail

The flames surrounding the
treasura chas T wall bo extinguished
if you reach it before Keata. Fire
your hookshot inta it to raach the
chest, then open it to add the
Captans Hat o your warndrobe,

THE LEGEND OF ZELDA: MAJORA'S MASK




Like 8l good sl
mesddiamluuuw
orders bindly. Weer the
Captan's Hat and order
them to dig up a grave
an aach mght.

Once you have the Captain’s Hat, the Sml-
children that roam the graveyard ar nighe will
recognize you as their long-lost leader. Not
only will you avoid a lot of nasty squabbles,
you'll be able to complete the Tkana Graveyard
portion of your adventure. You'll fight some
nasty Poes, meet a world-weary composer,
learn a new song, and receive a bortle. You'll
also make the acquaintance of a fellow named Dorft move too fast, of you'l
Dampe, who is quite possibly the slowest person  run right by him. Dempé won't

g be much help to you until the
ever to trudge across the face of the earth. third neght

The Stalchidron will open a
e grave sach night, 50 keep
asking. Make sure you wear the
Captan’s

CAN YOU DIG IT?

NIGHT 1

After the Smichildren have opened the grave, jump in after them. Once inside, remove the mask
and defeat all the Keeses for a chest full of Rupees. Light all the torches to open a door. When you
enter the new room, you'll confront an Tron Knuckle. If you manage to defear i, you will meet Flar,
an undead composer. Talk to him to learn the Song of Storms.

Jr.so

NIGHT 1
ENTRANCE

NIGHT 2
ITRANC
ENTRANCE Use your spinning sword
attack to inflict massive
damage. Just make sure
the Iron Knuckle’s am isn’t

The fron Knuckle is slow, but that axe packs
&huge wallop. An easy maln nfhict ukrl ol
damage quickly is by |ﬁl|q jombchie. Once
you weaken him anough, he'll shed his top
layer of armor and move much faster. Wait
for ham to Swing, then stick and move.

Good for what gils you, the Song of Storms can
birirg rain and heal 8 wounded heart. You'll need it
Tater when you meet Flat's brother, Sharp.

NIGHT 2

The night of the second day will bring you
to a different point undemeath the grave-
yard, A first, it seems that you get only a
few lousy Rupees and a couple of vases o
smash, but the Lens of Truth tells a differ-

ent story. Break it out and take a quick look Doorways aren't the only

to find a secrer door. fl from you—thore
are Skulitulas on the ceiling.
visible only with the lens.

i-u& - NINTENDO PLAVER'S GUIDE
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NIGHT 3
Oince you reach the third nighr, slow down time, then have the Stalchildren dig up a third

grave. Inside you'll find Dampé. He kindly offers to dig up treasure and give it to you, but you
must show him the proper spots to dig, Use Z-Targeting, walk backward, and slowdy lead him to
all the sandy patches, being careful to avoid the Wallmasters. Once he digs something up, a Big
Poe will appear. Go 1o the high ground near the entrance and wait for its attack. When it gets
close, raise your shield. The Poe will strike and fly away. Thar is your chance: Hit it with an
arrow while it's spinning wildly. Defear the Poe to receive another bortde.

You must check each
and avery sandy
patch to sam your
roward. Don't get
o far ahaad of
Dampa—his eyes
anen t very good

Ta check sandy
patches on top of pil-
lors, leod Dampé 1o
the: moving plat-
forms. Once he's
aboard, use the lad-
dor or stairs and
maet him at the top.

Wiatch for o Wilkmastor's shadow to appear on
the fioor, then dive out of the way, Strike quickly
o avoid being taken back to the entrance

GAP\_O *S mASK Fire Arrows inflict heawy damage but heve a siow reload
A . s time. Weoten arrows are your best bet against a quick
There's a strange old man who lives on the dliff face in Ikana Canyon, He enamy like a Big Poa

won't let you pass until you have the Garo's Mask. Once you do, he'll cackle
with glee and cause a small tree to appear out of the ground. Use the hook-
shor 1o reach the next level. If you keep the mask on, Garos will appear
occasionally and demand a brawl, Defear them to receive some crypric advice.

Not just for chma-
ing, tha hookshot
makes 3 rehablo
weapon, Use 7-
Targeting to take
out dangerous
e
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INTS FROM THE GAROS
Ifyou wear the Garo's Mask from Gorman Track, you'll lure lkana’s
ghost ninja into materializing, Realizing that you're masquerading
as one of its own, a Garo will artack you soon after it appears,
Deflect its sword attacks with your shield, then slash the spirit when
its down. Repeat the process until you've defeated the Garo. Before
it vanishes into the netherworld, the Garo will impart some sage
adventuring advice.

Tha Garos appear only when you wear
SP P\' NGWATE KC AVE the Garo's Mask, and they'll gve you an
x . & ; adventuring hint af ter you defeat them
The ghost conductor, Sharp, haunts the Springwater Cave. When  Stay l-.f;,"?cuh\. weaning the mask
you enter it, he'll play a song that will drain your health. To make  while exploring the camun

the undead musician decompose rather than compaose, you must

play the Song of Storms to him. The melody that his brother, Flar,
taught you will lift his curse and cause the Music Box House's
waterwheel to begin turning,

INTO THE MUSIC BOX HOUSE

canyon make the
ghosts and evil spirits go away, and once Sharp has been laid to rest, the house

The songs that the Music Box House blares across

will be able to play its tunes. The fearful girl inside the house will unlock the
front door, but you won't be able to get in if she's home. She'll leave her house
about every two minutes (real time), but you can force her to leave by placing

a bomb on her front doorstep. When it explodes, she'll exit her house o inves-
tigate. If she doesn't spot you as she leaves, you'll be able to sneak in.

When the Music Box House's
walerwhes! is turning and
churming out music, place s
bomb st its front door, then
hide: around the corner. When
Pamela, the girl inside, leaves,
sngak in. As long as she
doesn't see you, you'll be
ahie toenter her house.

GIBDO MASK_

Go to the house’s basement, where a partially mummified man will
lunge at you. The man is Pamela’s father, the paranormal researcher
whao fell victim to the Gibdos™ curse when he ventured into the mum-
mies’ well. Before Pamela rushes 1o her father’s side and kicks you out
of her house, play the Song of Healing to her father. Your music will
cure him and earn you the Gibdo Mask. Wear it so ReDeads, Gibdos
and other monsters won't harm you.




GIBDOS' WISH LIST

(@) BLUE POTION
(@ FisH

(@) SPRINGWATER

@ BuG

@ Buc

(® 4 MAGIC BEANS

(@) FsH

(@ 10 DEKUNUTS

(@ HOT SPRINGWATER
(@ 10 BOMBS

m
FAIRY'S FOUNTAIN ANCIENT CASTLE OF INANA
page

HOT SPRINGWATER (i) BUG
——— MIRROR SHIELD @ B POE

(@) MLk

MINI BABA (DEKL NLITS)

LG

BOMB

FISH,
SPRINGWATER

The Gibdo at point 13 wants some-
thing rich in calcium, Milk will do the
wrick, 5o play Epona’s Song to the
cow. Tl ture will remind the cow
of its home on the range and inspne
it v il your bot the with mill.

L SPRINCWATER

ENTRANCE

PLAVER'S GUIDE




b (3 n'l AY 1?
‘Bumer the door that a mnlllll!yguan!s you must give it the item that it eryp-
tically requests. Except for wish list items 1 and 6, all of the things that the Gib-
dos want will be hidden somewhere in the dungeon. Since you won't find Blue
Fation beneath the well, buy it from the canyon’s Deku Scrub who is stationed
near Sakon's Hideour. You'll also need to bring five pods of magic beans, so buy
them from the swamp's Deku Scrub by Tourist Information. Once you have the
missing items in tow, put on your Gibdo Mask and visit the yellow Gibdo loca-
tions on the map in numerical order,

Batore you can enter the door that a Gibda is guard-
g, you must give it the item that it has requested.

Fulfiflits desire by grvng the mummy the Wish List
item that corresponds toits location on the map.

Incertan areas, the Wallmaster hand will descond
upon you and return you 10 the well's entrance. Avoid
sithacks by staying on the mowe and keeping on eye
out for the corcular shadow it casts

If you give the Gibdo at point 5 a bug you've caught in
abmlmu ] bcab‘letu enter the chambir that
houses Purplo Rupos.
Use the Lens of Truth to find your tressure

The Dexihand will toss you back down the hall if it
%:Isymm its clutches. Use your Zora boomedrang

5 to disarm the grably monstar, then battle the
halt springwater that it was guarding

Target the Big Poa, then shoat arrows at it
whan it's not spinning o charging. Once
you've defeated it. copture its spirit in o bot-
He and grvee it to the Gibdo at pomnt 12

MIRROR SHIELD

By giving items to the Gibdo guards,
you'll eventually work your way to the
room containing the Mirror Shield. The
shield reflects certain kinds of light,
which will prove essential when you
explore the dark halls of your next stop,
the Ancient Castle of Thana.

I

(@ GIVE # MAGIC BEANS

(@) GIVE THE BIG POE

Shoat Fire Arrowes ot the four braziers to reveal the chest contain-
ing the Mirror Sheeld Use the shield to reflect light onto the sun

symbol, which wall csuse a ladder to appear, Shine
sun block to obliterateit, then climb the ladder to reach the castle.

Rather than hunting for Gitda
i in the wedl, yoo can follmw
the Tlowchart and finish tha dun-
m«n nhalf the normal time. By
lowving aach step, you cen
avoid exploring the enting west
soction of the well You'll need
1 the funds you

., then buy 10

Bomixs and 10 Delku Nuts.

You'll need three bottles 1o

breere through the well the

fast way, Soar to Milk Aoad,

then fill your farst bottle with

the milk you'll by from the

Gorman brothers. Once you've
1imilk, soar 1o the Southarn

amj.

3l Buy five pods of magic beans

from the Deku Scrub next to
Tourist Information, then walk
back 10 Tormina Field. Drop nto
the grotto by the giant tree
that's o the wary. Inside, fill
your sacond botThe with a fish,
then scar to lana Canyon, anter
the well and periorm the steps
and visit the areas below

(@) GIVE 10 DEKU NUTS

DEFEAT THE BIG POE, PUT ITIN A BOTTLE

GET THE MIRROR SHIELD




ANCIENT CASTLE
OF IKANA

You'll need a povedar keg if you want to
complete the ancient castie, sobuy it
betorehand and save yoursslt a irip
back 1o Clock Town

GOS8 DU IKANA

ENTRANCE
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. s ARACHMENT CASTLE -OF 1KADA

Y g 3 o
SHINE ©on, YOU CRAZY DIAMOND
"Io enter the castle, look for a sign that tells you the castle doors will
never open. To the left of the sign is a small hole in the wall. Enter
the hole to reach a erystal switch and a large blue block with a sun
on it. Strike the crystal to Uluminate the cavern, then use your Mir-
ror Shield o bounce the light onto the sun’s face. The best place to
stand is near the block, at the edge of the circle of light given off by
the crystal. If you stand farther back, your shield won't be able 1o
deflect enough light.

(@ REDEAD CAN DANCE

When you enter the castle you'll be confronted with a crew of
ReDeads, Put on either the Garos Mask, the Gibdo Mask or the
Captain’s Hat. Normally, the ReDeads would freeze you in your
boots, but when you wear one of those masks, the ReDeads will leave
you alone and begin to dance. Warch the show for a while, then mely
the ice over the eye switch on the back of one of the pillars to the left
and enter room 3.

Haunted Goros with glowing eyes waer
der the castle grounds. They will all give
the sama clue, sourless you need the
practice, don't lure them out by wearing
The Garo's Mask.

H you find yoursalf low on armows o
magpcal power, take & quick jaunt
around the outer courtyard, These ane
anumber of plants and vasas
scatterad about

@ LINK IS FLOORED (DA HIDDEN PLATFORMM

The checkerboard floor is hot, so don't  Clear out the hanging mines by shooting at them with your hookshot so they clank together and
walk across ir. Instead, raise the tile layerof  explode. Pur the Deku Mask on and use the flower to fly 1o the switch on your left. Remove the
floor by spinning into the crystal switch as ~ mask o activate the switch, then use the Lens of Truth to see the hidden platform. While you're
a Delu Scrub. Quickly scurry under the  stationed on the invisible platform, target the Skullrula dangling over the adjacent ledge. Shoot the
floor and dive into a flower before the  pest with an arrow,
checkerboard falls back into place. Bop the  jump 1o the plarform,
floor upward by springing out of the then target the Skull-
flower, then quickly dive back into the  wla that hurks above
flower and launch out of it to fly to the  the next ledge. Exter-
switch on the pillar. As Link, step on the  minate the spider, leap
switch to open the exit, shoot the crystalvo 1o its ledge, then jump
raise the floor, then run to the exit door. to the exit.

®BLUE BUBBLES

If a Blue Bubble touches you, it'll jinx you and
temporarily render you unable to draw your sword.

It's easy to run past them, but if you have to artack
one, target the skull and deflect it with your shield.
Once you've grounded the Blue Bubble, fracrure it
with your sword




(O)THE OUTER_ W e
Follow the stairs 1o the top of the castle. Climb
onto the roof’s ledge, then follow it to the front of
the building, As a Deku Scrub, hop onro the Deku
Flower that blooms over the entryway and dive
into its bud. When you spring out, fly to the
switch on the nearby pillar. By activating it, you'll
cause the block by C on the exterior map to move,
exposing a hole in the roof that will allow light ro
seep into room 7.

The switch you activate will allow

t toenter room 7. Once you've:

some light there, reenter the
casthe through the front door.

@ YES, MASTER_ ?

With one of your ReDead-proof masks
on, reenter room 2 and shoot a fire armow
at the eye switch on the pillar 1o the
right. Enter the room you've unlocked,
then battle the Floormaster hand. The
grabby enemy will splic up into three
tinier hands when you hirt it, and theyll
reform into the bigger hand if you don't
defear them quickly. For successful

Aftar you've defeated the
Floarmaster, use your Miror
Shield to melt the sun stona,

hand-to-hand-to-hand combat, use tar- 'E"B"H"‘ “Eﬁm:":‘s,:ml
geted strikes when atracking the Floor- h:{;:umuu :m:aulares
master and its smaller forms whare the s dance:

@® WIZROBE RETURNS

The Wizrobe in room & fights juse like the other Wizrobes you've encountered. Look
for the wandering enemy on your map and strike while he spins. This time around, the
Wizrobe will shoot a mammoth fireball, so protect yourself with your shield and retal-
inte with arrows.

(® BACK_TO THE RQOF

Wear one of your three anti-ReDead masks before you leave Wizrobe's lair, because
four of the zombies lie just beyond. They won't harm you as long as they're dancing,

s0 you can ignore them as you make your way to the stairs leading to 10.

@ FIRE IN THE HOLE

You were warned to buy a powder keg, and here’s
where it comes in handy. Walk along the castle roof
until you reach a cracked and indented area. Puton
the Goron Mask, plant the powder keg, then run
for cover. The ensuing explosion will open a hole
that will let the sun shine into room 2. Once the
dust has sertled, dive into the hole.

The hale you've blasted with the pow-
der kg wall taake: you back toroom 2. The |
chamber is the ReDeads’ dance hall, so
1 on th Garo's Mask, Gixda Mask or
tawn's Hat before diving into the hole.

Bs. 4



The hole you've blasted in the roof will allow the sun o shine into
the foyer. Use your Mirror Shield 1o bounce some rays onto the sun
stone, then enter the passage after you've melted the block our of
your way. Inside the corridor, slash the pots to stock up on arrows
and magic in preparation for your big battle in room 1.

() 1GOS DU IKANA

Before you can dethrone the king of lkana, you must first
defeat his two skeleron henchmen. Sunlight will help you
defeat all of the bony warriors, so fend off the skeletons
with your sword so you'll have the chance ro burn away the
curtains with your Fire Arrow. Once you've gotten rid of
both curtains, slash the skeletons (their backs are particu-
larly vulnerable) until they fall, then stand in the sunlight
and reflect it onto their piles of bones. When both soldiers
are toast, their king, Igos du Ikana, will artack and you'll be
able to use sunlight to defeat him as well. Igos will deflect
the sunlight with his shield, but a direct hit by one of your
arrows will get him to drop his guard, Take that opporu-
nity to shine some light on him.

You can't hurt the king while his head
s flying about, 50 save yoursalf the
trouble and just avoid hem. After a
while, he'll gat his body parts back
together, and then you N have your
chance to attack

Use sunlight to defeat the dark warmiors. Once you've burned away the curtaing
wiith your Fire Arrow, stond in the ight you've let in and shane it on the skeletons.

THE ELEGY OF EMPTINESS

Once the skeletons have been vanquished, the king will
introduce himselfl and tell you that the Stone Tower is the
source of all his misery. He'll also teach you the Elegy of
Empriness, a song thar allows you to make four copies of
yoursell, depending on the mask you are wearing, Your
clone statues can't fight, but they're good for weighing
down switches. Your next stop, the Stone Tower, has
plenty of them.

-—-ﬂi



STONE TOWER_

Ikana's c e spire, which

must ore you'll be able ta enter the e Tower Temple
You'll-encounter a variety of enemie

time dodging boulders the size of

up On arnows d bombs befor

heights. Would-be her

CLIMB EVYERY MOUNTAIN

By weighing down switches with starues of yourself you'll be able wo
rearrange floating blacks and use them to bridge the numerous gaps that
would atherwise make it impossible for you to reach the Stone Tower Temple
ar the summit. When you encounter switches, try stepping on each one to ger
a feel for what it does in relation to the others. Refer to the maps on the left
to figure out your travel path. The yellow lines indicate areas that you must

RUN OR JUMP travel to by foot, while blue lines indicate areas you'll cross via hookshot

Link's seeing doubde, andit’s 2 very good
thing. Stand on the switch and play the
Flegy of Emptiness to create a clone, than
dan the Goron or Zora Mask and repoat the
process:. The Deku is too light 1o weigh
down switches.

The hookshot points bland nto the environ:
ment, and sometimes they're hard to spot

I you’ tuck, switch to first-parson view
and take & careful look around you

The Beamos looks fierca, but it's really » big
pushover. Block its laser with your sheold,
then toss a homb its wey Seek shaltar
before your bomb detonates, because the
Beamos will explode in one tinal explosive
bloze of glory

T0 STONE TOWER
TEMPLE

e 07

Strike the owd statue with your sword, then
bsanver an Eloggy of Emplness statua on the
swtchas in the following ordor: a, b, c. Once
you've gotten oll the blocks n place, get o
runfang start and sprint across the steppng
stone bridge that you've created

NINTENDO PLAVER'S GUIDE
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Be on the alert for two drag-
onflies and a Real Bombchu,
There's also a yellow eye
switch in the left eye of the
large statue directly in front
of you. Shoot it with an
arrow for a treasure chest,

@ movInG DAY

Head through the left door and enter room 2. Track down the
three Real Bombchu and use your shield when they attack,
then bomb the cracked wall across from the entrance. As Dar-
mani, smash the first row of crates 1o uncover some smaller
boxes. Place them on top of the switches and use the Elegy of
Emptiness to weigh down the others.

Bomb the cracked wall touncover o
pasr of small crates you'l need to
‘wingh down ot least one of the
switches.

Only Darmani’s statue can wegh
dowm the large switch Once you've
wesghed down all of the switches,

the exit to the cour tyand will
There, bomb the sguare on the fieior
That doesn't have plants onit

@ LIGHT UP YOUR_LIFE

The hole you've bombed in the courtyard will allow light to
shine downstairs in room 3. Inside the room, reflect the light
onto the sun stone. Once you've melted it away, enter the new
area you've opened by crossing the lava as heat-resistant Dar-
mani. Open the chest for the Dungeon Map, then bomb the
two nearby Armos statues and the pair in the lava to summon
another treasure chest that conceals a key,

Use your key on the locked courtyard door to enter room 4.
Mikau, dive into the pool and swim into the Dexihands
clutches. If you lex the Dexihand grab you, it will toss you ontt
the opposite ledge, where you'll be able to open the treasure
chest that contains another key. Pocket it, take another dive,
defeat the Dexihand, then swim into the passage it guarded.

Don't bother with the fencad-in
Beamos guards. Instead, swim
wcross the pool and let the Dexdhand
toss you ontodry

® MIRROR @N THE WALL

While underwater, destroy the mines and press the gold
switch. An upside-down chest will appear, but you won't be
able to get it yet, so surface. As Link, shoot the Fire Arrow into
the frozen eye switch above the sunlit doorway to summon yer
another chest you'll have to save for later. At point a on the map
below, reflect sunlight into the mirror, Charge up the mirror for
awhile, then stand at b to reflect the mirror’s light into the sun
stone.

In thi dleove past point bis 8 Real
Chu and the chest contaming
the compass. Once you've claimed
YOU jize, backirack to the lockes)
door leading 106




@ FLASHY MOVES
As Darmani, punch the column in the room until you've clob-
bered away all of the pillar secrions and ligh is able to shine
into the chamber. As Link, stand at point a on the map below
and reflect light at b. Once you've charged up the mirror for a
few seconds, stand at point b and reflect light into c. Use that
mirror’s light to melt the sun block in the north end of the
room, and melt the eastern block by reflecting the light ar
point a into points d and then e.

I you weear the Stone Mask wile
charging up the mirtors, the Black
Boes won T get in your vy,

(@ DEKU JjumP

If you're trying to find all of
the Stray Fairies, climb down
to the lava as Darmani and
pound the switch that extin-
guishes the flames around
the magma bed’s other
switch, Swiltly roll to the sec

ond switch before the flames
reignite, S0 you can summaon
the Stray Fairy’s chest. If fairy
finding proves 1o be too
much of a hassle, skip to the
Deku Scrub portion of the
area’s strategy by flying from
air vent 1o air vent 1o reach
the ledge leading 1o room 8.
As long as you stay afloar by
hovering into the vents’ gusts
and dodge the Real Bom-
behu, you'll have a safie flight.

@L.I(.iH.T ARROW

To win the Light Arrow, you must defeat the Garo Master.

yourself from his frequent sword swipes, then keep the jumpy
duelist in one place with the Tee Arrow. Slash him when hes
frozen and use bombs 1o attack him, too. When victory is yours,
you'll win the Light Arrow, which will turn the temple upside-
down when you shoot it at the red jewel at the emple’s entrance.

Hop onto the walkway
patrolled by the Hiploop. The
enemy wears an iron mask as
protection, so reel it away
with your hookshot. Once
you've unmasked it, shoot a
couple of arrows at your foe.

(@ EYEGORE

Hallway 9 leads to the upper
reaches of room 4. An Eye-
gore guards the exit, and you
can defeat it if you shoot its
eyewhen it glows yellow, Lure
the Eyegore close to you so it

artachs
arrow or your hookshot into its amber peeper a few times 1o
defeat the Eyegore and cause a Stray Fairy's chest to appear.

@ UPsSIDE-DOWN

With some magic and the Light Arrow, you'll be able to flip
the dungeon upside-down so you can walk along the ceilings

that’s when its eye will be ripe for the poking. Fire an

and enter previously unreachable doors. Return to the
entrance of the temple at the top of Stone Tower. Step on one
of the nearby switches to move the center block that'’s
obstructing the red jewel. Shoot it to turn things topsy-turvy.

Move the central block to uncover the red stone. By shoating the Light
Asrow at it, you'll tum the dungeon You'll fall a5 thngs
figr-flop, but you'l land safe and sound once things haye rearrangsd




LE U 1D

Don't worry —you won't need anti-gravity boots for the flipped tower, The ancient Stone Tower

builders had always planned for it, so you'll discover walkways and doors for your

use. Use your time 1o track down all those unreachable treasure chests you previ-

ously brought forth, Den't be surprised to discover a fairy inside each one STONE TOWER TEMPLE
ENTRANCE

UNDERSIDE
x1oe

BOMBLHU 110
MAGIC BEANS

Onca the templs has pped its lid,
you'll have accass to vases full of

m“WWMMm
Bambechu and mage beans.

1st Floor

ENTRANCE

2nd Floor




@ DIZZYING HEIGHTS
When you reenter the temple,
you'll be walking on the
rafters. Open the chest that

sits directly in front of you,

then enter the door o the
right and melt the sun stone
with the Light Arrow,

@ VENT SOME ANGER_

The vents in the room blow air to the ceiling, and the drafts
will be able to propel you when you're wearing the Deku
Mask. The chest directly across from the room’s entrance con-
tains a Stray Fairy, and you can reach another by leaving a
statue on the switch on the ledge to the right. If you fly to the
middle bridge, you'll be able to climb into a hallway that leads
to a switch.

you activate it, you'll make a chest appear on the

Hiploop's bridge. Inside the chest is a key to the upper door.

Lawnel on the Hiploap's bri
et the cormador and follovw ul o
the gold switch. Step on it tomake
1ha (TRasure chest contaning the
key eppear on the Hiploops bdge.~ Unmaisk

the Hiploog with your hook-
shot, thenkeep shaoting it to defeal
It Behardit, by the opposite wall, is
the chest contamning the key

As the Deku Scrub, walk or fly overa
vont to catch some air. Soar to the
cailing and Float 1o the locked comer
room that's protected by mines.

@ DRIPPING HOT LAVA

The trenches in room 12 are oo deep wo cross, so turn the room
upside-down by shooting the red jewel across the way with your
Light Arrow. With the room flipped, you can cross the lava as
Darmani. Once you're on the other side, shoot the red jewel
again to flip things back over so you can go through the exit.

. 5
E?Ohl,?oﬂ&l TEMPLE R

When you enter room 1).Iool:anhc-n:dmg.‘i‘|:csqummdm—
tation above is where you'll uliimarely need to move the block.
Push the block until you reach a raised part of the floor, then
flip the room over by shooting a Light Arrow ar the red gem
above the doorway. Repeat the process until the block's in place.

Push theblock so that  Push the block soit's
itsnext to thecentral  on ha same side of

Right ot the bat,
shoot the red gem

with your Light Arfowe.  path Sece thepathis  the room asits fnal
rasod, fip tharoomto  parking place, then
et pastit 1ip the room.

Tha biock wall fallin
front of you

Push the block to Ihe
center tie, using the
indentation as your
guide. Flip the room 1)
0NCA MOe.

The exit will open when

Wour Nl naed tha block fallsinto
lluw.:a::d placa, Jumg from it 1o
mage 1o flip reach the mxit ledge.

the temple
Gt them by
dafeating the
Chuchus in
the room.

@ HE’S BACK_

The Wizrobe in room 14 shoots fireballs, but you'll be premty
sale from them if you station yourself under the deck. Deflect
his arracks with your Mirror Shield and shoot arrows ar the
spinning Wizrobe. When you've defeated him, a treasure
chestwill appear on top of the deck., Sink your hooksher into
the chest 1o reach the upper level and make your exit

The chest you summon by defeating
Wizrabe wall provide you with a
Stroy Fairy, and it will also enable
you to reach the exit. Latch onto
tha chiest with your hookshat 1o
reed yoursedf up to the platform




© DON’'T LOOK_DOWN
Exorcise the Poes, then fly as the Deku Scrub 1o the platform
across the way. Use the flower there to launch inro the hall-
way to the right, then fire Light Arrows at the hovering Armos
statues. If you nail a statve, it will flip over. Run under it 1o
bait it into pounding the ground. If it pounds the ground
when it's upside-down, it will blow up

If you're low on Rupees, bottle the
Poes and sell them to the Curiosity
Shop. Once you've gotten rid of the
ghasts, fly to the Armas statue
hallway to the right of the platform
Delaat the statues, thin lenve s
statue of your own on top of the
switch via the Elegy. By weighing
down the switch, you'l be able to
raach the key in the chast.

® pen’T LOOK UP

After nabbing the key in the Armos hallway, reurn o the
Debu Flower platform by the Poes and enter room 16. Deto-
nate the hanging mines with projectiles, then fly as a Deku
Scrub into the area the mines were protecting, Shield yourself
from the two vases that will fly at you when you touch down,

then use the flower to fly to the platform leading 10 room 10

@ |INXED

Avoid geting jinxed by the two Blue Bubbles by wearing the
Stone Mask. To disable their hexing powers, hit the shulls with
your shield. At the other end of the hall, stock up on supplies

T !

@ DRIVING YOU BATTY

A vampire creature surrounded by bats, Gomess is a formida-
ble enemy. You'll have to clear those bats away before you'll be
able to inflict damage, so let the Light Arrow fly. When the
bats disperse, attack Gomess with your sword, then quickly
raise your shield, Deflect his blows and repeat the process
until he is no more. When he’s gone, you'll win the Boss Key

Gomess's scythe inflicts
heavy damage, so dodge
it. You must clear out The
bats that surround him
bifore you can it Lack
him, s0 shoo tham sway
by faring the Light Arrow.

When the bats have scattered,
ttack Gomess with your sword
our prize will be the Bass Kay.

() MORE BLUE BUBBLES

The Blue Bubbles are a pain, but they'll give you three recovery
hearts each—the perfect pick-me-up after Gomess.

(® BACKTRACKING

Fly across room 16 like you did the first time through. When
you reach the Deku Flower at the other end of the room,
left and go through the door to reach room 10.

@ uP TO THE CEILING

An Armos hovers over the nearby platform with the switch on
it. 1f you wear the Zora Mask, you'll be able to jump to the plaz-
form. Once you're on it, don the Stone Mask so the Armos won't
detect you. Flip the statue upside-down with the Light Amow,
then remove the Stone Mask so the Armos attacks, inadver-
tently destroying itself by diving headfirst into the ground.

The Armas status guards a floor The switch will cause a reasure

switch Attack the statue with chest to appear on the ceiling. Fire
ight Arrow, then activate your hookshot into it to soar to the
the swatch. uppor catwalln ropm 16,

"‘-\




The TwinMold boss is an oversized pair of burrowing,

wormlike creatures. To have a fighting chance
against the giant duo, you must supersize yourself
by wearing the Giant's Mask. It uses magic power, so
wear it only when you're close enough to attack
TwinMold. It’s also wise to enter the bartle fucled up
with Chateau Romani, since the drink (you can buy
it at the Milk Bar in East Clock Town) gives you
unlimited magic until you travel back in time.

the serpantine beatt the target
of your sword and arrow attacks

With the destruction of TwinMold, the lion's share of your
quest will be complete and you will have freed the final good
giant that was trapped in the body of the final evil boss.
You'll need to summon the four giants atop the clock tower
using the Oath ro Order. Spend the remaining time of your
| three days collecting easy-to-get masks and Pieces of Heart
| before heading to the clock tower roof on the final midnight
to face the Skull Kid in a rematch.

The stone columns contain magic
jmrs. 5o destroy the pillars and roins
Im giamt form to stay charmed




The Fairy of Kindness gives you the Great Fairy's Sword. See just how powerful
the sword is by using it against a Dodongo. How quickly a weapon can rake out
the powerful reptile is proof of its might.

Basement

o— — -
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STONE TOWER TEMPLE

Shoot the eye switch when you
first enter the templa to moke & ¥ ;shuwlujlrm J
Stray Fairy's tre: you'll summon o chest.

get. Pound the floor switch as Darmani, thenroll  After you've activated the switch, A u dafeal the Hiploop, drop
bend Ease up on the Control Stick when you climb up the ladder and fiy to the ight sile of the path to the
|lt,r|l SOUBETE 50 YO stear through narrow passages chest on the ledge m

CHESTS SUMMOeNED
AND OPENED WHEN
FLIPPED

You can shoot the suns anytine
can be snagged anky when the termple is
upside-down

When th ght side up, & the mines and step on the gold switch Flip the temple, leave an Elegy
of Empliness s i the St axtinguish the fomes, use the Deku Flower to soar to the chest,

For chest 15,
you mst fiip
things back to
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TO THE mOoen e

The four giants from Clock Town's folklore are the spirits that

were trapped inside Odolwa, Goht, Gyorg and TwinMold.

Unbek to the téwnspeople, the troublemaking Skull Kid is 3 ~
| thelegendary.imp who, accordling to their legend, félt betrayed and

e v—
o=

friends, the four giants, can put a stop
to his mischief and the moon, so invite
them to your rematch with the Skull Kid.

p————] I

IN THE DARKEST HOUR_

The spirits you freed from the bosses—Odolwa, Goht, Gyorg and TwinMold—are the
giant guardians who protect the lands to the south, north, west and east. Once you have
the remains of the four bosses in your possession, climb to the clock tower deck. Head
toits roof when the door opens at the stroke of midnight on Day 3. Your rooftop show-
down with the Skull Kid will play oat as it did during your very first three days of
adventuring, but this time around, play the Oath 1o Order instead.
The first tima you sntered the clock

toweor, you had to use the Deku Flower
m witre cursed

walk up the ramp and chimb into the
elock tower if you're Link or Mikiu

E? o |
hu‘ Aﬁ'fK

LA hell o
ot Comms wves Mg
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. mOOen DUNGEGNS |,

When the moon swallows up Link and Tatl, the pair awak- .
ens in an alternate reality. Hazy and surreal like a dream, the s
world that they've entered is a vast and eerie playground for E

masked children. Masquerading as Odolwa, Goht, Gyorg,

TwinMold and Majora, (.___,___.—-—-— — h
each child has his own

dungeon. To explore their
worlds, you must offer them
your masks as payment.

Though you can nplmat.b: four dungeons in any order, hpnl'y peaking with
the child dressed up as Odolwa, since he asks you to give up only one mask o
enter his dungeon and one mask 1o exit, Gaining entry to the moon dungeons is
the main reason for earning the guises, so don't be stingy with your masks, !
Besides, they Il reappear in your inventory if you return to Day 1. el s G Seck A it ik

hﬁclﬁuﬂeMlEarmZﬂuﬂHmhw‘sMﬂTﬂm
all four dungeans, you'll need to give up all 20 of the collectible masks

Q@ HOP PROP

Since it's the Deku Dungeon, you
must rely on your Deku 5
Hover 1o the propeller p]all'urm
then fly to a ledge. When ¢ cond
prop spins your way, fly to it.

@ YELLOW FLOWER_FLIGHT

Yellow Deku Flowers give you more lift, and you must launch out of
the one on the second propeller 1o v the exit. Blast off before
propeller 2 second blade sweeps you of

RANCE

Fee:
1 MASK



o s TR Ak
Once you've completed the Delu Dungeon, the child disguised as
Odolwa will vanish from the grassy playfield. OFf the remaining
children, seek out the one wha's deched out as Goht, If you give
him two masks from your collection, the boy will let you into the
Goron Dungeon. Navigate the narrow paths inside by wearing
the Goron Mask and cruising along the paths shown on the map
below. The yellow arrows show the trails you must blaze to reach
the exit. At full speed, roll straight ahead into the angled treasure
chests at the corners. Do not steer—when you hit a chest, it'll
bounce you around the bend so you'll automatically round
corners without losing speed.

puRED L

ENTRANCE

2 MASKS

You need to be rolling at maximum speed to clear the gaps in the paths. If you get
stuck an aroadway wmloul mm room to buld up your appronch, step onto a

wiurn you to the stort of the course

Max out your magic, then roll straight for the treasure :lw!!: -
ar point 1. If you hit them just right, they'll bounce you 9o
degrees into a direct course for the next set of chests across
the gap. As long as you maintain your speed and don't steer,
you can bounce and roll your way to the end of the firstarrow.

@ OVER_THE BRIDGE

Break open jars 1o refill your magic power, then cross the
wooden bridge until you reach pathway 2. Build speed at the
beginning of the arrow at 2, then swerve over the ramp to the
end of the arrow. Stop rolling, refill your magic, then walk to
the next drag strip at point 3.

@ STRAIGHT AHEAD

Once you're on a direct path to the chests at point 3 first

corner, release the Control Stick and let the treasure chests
automatically redirect your course to point 4.

(@ PIECE OF HEART

Path 3 takes you to the Piece of Heart, so claim your prize
before barreling down path 4. Launch off the ramp, then
stop and turn left 1o cross the bridge.

@® THE HOME STRETCH

Curl up on the circular platform at § and race over the bridge
to charge into the exit. The child wearing Goht’s mask will
greet you in the next room. To get out and complete the dun-
geon, you must give him two of your masks, When you return
1o the playfield, the Goht child will be nowhere in sight.




DUNGEORN

For three masks, the child dressed
as Gyorg will let you take a dip in
the Zora Dungeon, Swim through
the crisscrossing pipelines to reach
the Piece of Hearr and exit. Excepr
for the exit, all paths will return you
to the stant of the dungeon.

Fee:
"5 ) I masks
‘-.rj EXIT

LINK_

MPGI‘I DUHGE.QI'!!

DUNGEON

For four masks, the TwinMold child will invite you
into the Link Dungeon, Hang on 1o the Mask of
Truth to use on Gossip Stones and the Bunny Hood
to quicken your evasive swordfighting maneuvers.

@ piIneFroLs

Slash the Dinofols
with targeted sword-
fighting and dodge
its fiery breath. Two |
hirs will bring down
the lizard, unlocking |
the door ro the next
room. There, you'll
find the first of the dungeon’s five Gossip Stones
that will reveal quest secrets 1o you if you're wearing
the Mask of Truth.

(@ GARO MASTER_

One of the best duelists around, the jumpy Garo
Master will dodge and deflect most of your artacks.
Ice Arrows and Deku Nuts can help you keep the
moving target in one spot, Attack him when he's tem-
porarily frozen, then back away before he recovers
and retaliates.

@ IRON KNUCKLE

Keep the Iron Knuckle rargeted ar all times. Jump
toward it to make it artack, then jump back as it exe-
cutes one of its two moves: a double swipe or an over-
hand swing, Since it pauses after aracking, jutnp in to
retaliate, then quickly jump back before it swings its
battle-ax. By repeating the process, you'll defear it and
win 10 Bombchu. Use one of them 1o blast the cracked
portion of the wall that conceals a ladder switch.

sk

i

——

ENTRANCE

o
4 MASKS

Dnce you've detaited the
Garo Master, o chast will
appear on the ladge, Sink
your hookshot intoit to
reach the upper level

® BOMBS AWAY

Launch a Bombchu so it blasts
open the crack in the ceiling. Hang
on to the Bombchu for a second
before releasing it and give it plenty
of room to reach its target. When
the dust settles, the blast will have
uncovered a frozen swirch that your
Fire Arrow can activate.




_ p |
|| Talk to the child who's wearing Majora’s Mask to face off with the face of evil. And 4 m‘_ ~

|
youdon't need to explore all four moon d robattleir. Theﬁghtmilbeeqv L
ier, though, since the Majora child will grsm you the all-powerful Fierce Dcm. (3 r
Mask, if you've surrendered your 20 masks to the moon dungeon kids. .

prasel  MAJORA’S MASK_ /‘

1f you have the Fierce Deitys Mask, you can defeat Majora without
1| breaking a sweat. Bue if you don't have the almighty mask and have o
bartle the demon the hard way, begin by shooting it as it flies around the
arena. As Mikau, ground the mask by firing your fins at it. The boss
remains you brought into the arena eventually will attack you, so fire
arrows at them while fending off flames that Majora’s Mask will spew.

%a%e®

Wisn the boss remains awaken and 1'I‘v'|
aromd you, Majora’s Mask will bagin shoot
img fire. Bounce the rays into the masks
wsng your Mirror Shield.

\punse2 MAJORA’S |nCAp¢1A'r|en

After Majoras Mask has waken a  _ccocces £ &
beating, the demon spirit will fom L@ @

manifest itself as Majora’s Incar-
nation. The new mutation is light
on its feer, so artack it from a dis-
tance using regular arrows (you'll
need to conserve magic power).
Hit it to trip it up, then slash it e
with your sword when it’s down. .

pHases MAJORA’S WRATH
In its most powerful and frightening form, Majora will rage as Majora’s |

Wrath, The monster will sling whiplike tentacles at you and unleash
spinning blades into the arena. Since its tentacles will keep you at bay,

attack the wrath with your Light
T rjga-i
P e &

Arrows. A direct hit will drop the
demon, giving you a chance to
charge and artack with your
sword. After you've quelled

Majoras Wrath, you'll return to " .
Termina Field and the moon that ® s =
|| spelled doom for Clock Town will S |

|| be no more. =fnn
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by the Skull Kid, an entry w
Ease their v alve all their pre
wetimes, both, Yc
T Progress
To find and hel nall, ¥
od

., Piece of Heart or, st

SHINY, HAPPY PEOPLE

If you meet one of the 20 folks you must help so you can win a mask or
Piece of Heart, you'll receive a notebook entry revealing the person’s daily
schedule, The only time when you can find and help thar person is during
the window of opportunity that will appear as a blue bar in your notebook's
daily time chare. If you accomplish the rask ser aside for that block of rime,
one of three symbals will appear by it: an exclamation point (when you ful

fill a step in completing your good deed), a ribbon (when you earn a prize
like a Piece of Heart for helping) and a mask (when you win a mask).

T H

# eveived Rovm by
' ol 18 By i, Lt ot wbghi,

SECRET SOCIETY OF JUSTICE

Bombers SCIETIIIID 220 Wik
@I (3)SECRET CODE SBOMBERS' NDTEBOOK

2nd

o Final 10:00

Only kids are allowed to be Bombers. Since the gang won't allow Delu
Serub kids to join, you must be Link to join their gang and receive their
notebook. You can play their hide-and-seck game as Link ro earn your
membership, bur the quicker way to snag the notebook is by entering
their hideout. The secret code you earned as a Deku Scrub will sull work
and is saved to your game file. When you exit as Link, Jim will give you the
notebook, and the Bombers’ entry inside will already be completed.

STICKY FINGERS

Stock Pot Inn restroom is under the stairs. Ever

Each column in the
notebook reprosents a
sin-hour block of time.
For example, the left
adge of the first blua
golumn for Day 1 repre
sents 6:00 wm andits
right edge represents
naan. The second blue
calum rapresents
naan to 6:00 pm (the
18:00 an the char1 is
malitory time for 6:00
. and so on.

midnighr, the

299 @UTCTIITIIIN  ANY LETTER OR TITLE DEED B " 5
777 e IR ERT persan wha lives in the toilet (the hole in the floor) will reach our o
[ nivano grab some twilet paper. Since
—— p— . anl_ll. there isn't any left, offer a title

deed or letter. You'll need o
be inside the horel
after it closes, so you

must have the room
key or hover through
the dooron the deck.

]




URE COMFORTS

-
B@MmBERS' ROTEBROO K

LI R EMEE DEKU MASK
@I BREMEN MASK

st E00 Fnd 1800 Final 1500

-

Gng BREMEN MASK
@RI T sy HooD

Ist 100 2Znd  10M Final 1800

The performance troupe’s organ-grinder, Guru-Guru, cranks out
tunes at the Laundry Pool on Days 1 and 2 between 6:00 p.m. and
6:00 a.m. Since Gura-Guru won't tell his story to Deku Scrubs, lis-
ten to him as Link. Afrer he confesses to you, he'll give you the Bre
men Mask. If you wear the mask and press and hold B, you'll play a
marching song that will cause certain animals to follow you. Wear
the mask at Grog's Cucco Shack at Romani Ranch, By marching
around with his chicks, you'll make them grow into cuccos.

DANCING IN THE MOONLIGHT

QT _SONG OF HEALNG
@I < KAMARD'S MASK

‘! 1st 1800 2od 10 Final 1800

Kamaro

@IS  KAMARD'S MASK
@ETTID 9% PIECE OF HEART

Ist  1R00 2nd 10800 Final 1800

Every night from midnight to six in the morning, Kamaro, the ghost
dancer, practices his moves. You'll find him dancing inside the circle
of stones atop the mushroom-shaped rock in north Termina Field.
Jump to the rack, then play the Song of Healing to him so he'll teach
you his moves. The Rosa Sisters in West Clock Town's courtyard
struggle to choreograph their carnival dance on Days 1 and 2 from
6:00 p.m. to 6:00 a.m. Give the twins some inspiration by donning
Kamaro’s Mask and then pressing and holding the B Button.

Rosa Sisters

Help Buru-Buru by listening tohis
confession After he rawards you
with the Bremen Mask, head to
inch’s Cucco Shack
between G00 am. and 800 pn
By serenading Grog's chicks,
you'll gam the Bunny Hood



Romani

TROUBLE AT THE RANCH

POWOER KEG
@RI SEIX BOTIE

1sc 18:00

2nd 1000 Firal 1800

REQUIREMEN SAVE RANCH FROM GHOST RAID

Cremia QLTI < FOMANTS MASK

[ dec  1am ond 1 Final 1800

G B oA -
i 7 GARO'S MASK

Tet- it and 18w

On Day 1, use a powder keg 1o blow up the boulder blocking Milk
Road. Talk to Romani to learn about the ghost aliens thar will
invade the ranch later thar night. Ghost-busting begins ar 2:30
a.m., 50 be at the ranch to fend off the aliens with your arrows, The
battle will be easier (albeit longer) if you've slowed rime's flow using
the Tnverted Song of Time, since the ghosts will slow down, too. If
you keep them at bay until sunrise, you'll win a milk bortle, Revisit
Romani Ranch at 6:00 p.m. (it must be during the same three-day
cycle as your successful ghost-busting romp)
1o hitch a ride with Cremia into town. Defend
her coach from the bandits to win Romani’s
Mask. The bandits are the Gorman brothers,
and you can win their Garo's Mask by outrid-
ing them at their horse track.

Dn Day 1between 600 am, and 600
pum, talk to Romani 1o prepare for the
battle against the ghosts that arrive at
2:30 &.m. You'll practice on horseback,
burt when the real thing happens, it'll be
eazier to fight on fool.

Shoot arrows to stop the aliens from reaching the barm. IF you hit a ghost, it will
leave behind arrows. Keep the invaders at bay untd 515 am

On Dy 2 a1 600 pum, ricke
with Cremiainto town. You
won't be able to goif you
hawen't helpad Romans stop
the alien iwvaders on the
pravious night

If you show up at German Track on any day

as, will rice af ter Cremia's coach to steal her
shipment of milk. Stop the bandiLs Trom ge1ting
close to the milk by Tiring anows at them.

batwaan 6:00 am. and 6:00 pm. and talk to the
brathers whila mounted on Epona, they'll chal-
lenge you to arace, The prize s the Garo's Mask,

~aizp



EUNKNOWN SOLDIER_

QUTTITITETTIER,  LENS OF TRUTH, EPOMA, RED OR BLUE POTION

Shiro @D - STONE MASK

Final 1800

24 b N | |
| R e
ik

2nd 1800

At the junction between lkana Canyon and the lkana Graveyard,
several stones have been arranged in a circle on the ground. 1f you
fous your Lens of Truth on the stones, you'll see Shiro, the soldier
who goes unnoticed by all. Help the unseen soldier by giving him
a Red or Blue Potion. In return, he'll give you the Stone Mask.

INTO THE NIGHT

Old Lady DEKU MASK
from Bomb Sh_l:l_l] @IS - BuAsT MASK

1se 100 2nd  1E00 Final 18:00

Shiro will sit inside the circle
of ruck:lsmm Teana 24 howrs &
day until you spot him with
‘your Lens of Truth and haal
hém with a potion.

Sadoon will try
torob the old
Tady onDay 1
from 1230 am. to
12:50 am, Stop the
thiaf by hittmg him
with yaur sword

Man from PROTECT OLD LADY FROM THIEF, GIANT WALLET
Curiosity Shop @ELEITINES < A-wGHT MASK

’V 1st (LB 2nd 800 Final 18:00

Anju’s ALL-NIGHT MASK

Grandmother @EETIIITD 94 9% 7 PIECES OF HEART

Snd 1800 Final 1800

1st 1800

At night on Day 1, Sakon the thief will lurk near North Clock Town’s
slide. His target is the old lady from the Bomb Shop, and she'll
stroll through the area ar 12:30. When Sakon strikes, attack him
with your sword. If you chase him off, you won't be able to win the
Couple’s Mask during your current three-day cycle, since Sakon is
a key player in Kafeis predicament and you've changed the course
of events thar would have led to the thief's comeuppance. But if you
run Sakon out of town, you'll earn the old lady’s Blast Mask and the
All-Night Mask will appear at the Curiosity Shop after 10:00 p.m.
on Day 3. Buy the mask for 500 Rupees. During a separate three-
day go-round, wear the All-Night Mask while listening to the Stock
Pot Inn granny’s two stories.

Sakon steals from the Bomb Shop and sells the hotitems to the
Curiosity Shop. If you stop tem from robbing the Bomb Shop woman,
the Alt-Right Mask will appear at the Curiosity Shop on Day 2

Tha All-Mght Mask costs
500 Rupaes, You can't
carry that many jewels
unless you have the Gisnt
Warlleh Mr:ﬁh\!w'll earn
weding all the
Skulltulas n Groat Bay
Coast’s Oceansida Spider
House an Day 1
Visit Anju's grandmother
n the Stock Pot nn
batwean 800 am

Mgt Mask and listen
o her stories, By
staying awake
through both of tham,
u'll score two
oces of Heart.




BALLAD OF THE WIND FISH
Toto [ rewak ] -Z?“;nﬁ:lu:i::::::c“

1at 18:00 Sna 180 Firnal  18:00

ZORA MASK, ROMANI S MASK
-m_ % CIRCUS !.f_ll.llER S MASK

Gorman

1st 1800 Snd 1800 Final 18:00

s
LS

Omnce you have Romani’s Mask and can assume the form of a Deku Scrub, Goron and Zorma, visit
East Clock Town's Milk Bar, which is open from 10:00 p.m. to 5:00 a.m. On Day 1 or 2, wear
Romani’s Mask to enter the exclusive club, then talk to the Zora band manager, Toto. Follow

his instruetions to complete his sound check with a performance of the Zora song, Ballad of the
Wind Fish {from The Legend of Zelda: Link's Awakening). As the music fills the bar, Toro will be
pleased and your notebook entry for him will be completed. You'll alse fulfill the entry for bar
patron and circus troupe leader, Gorman. Your rendition will move the grouch 1o rears, and
he'll give you the Circus Leader’s Mask.

UniTIiNnG AnNju AND KAFEI ’

DAY 1 DAY 1
EARIN KAFEI’S MASK_ RECEIVE ROOM KEY

Helping Kafiei and Anju is the most elaborate The scatterbrained innkeeper, Anju, frequently mixes
and involved of the good deeds that you must up guests and reservations. If you show up ar the
do to complete your Bembers’ Notebook. The front desk of the Stock Por Inn on Day 1 between
task of gerting the two together spans all three 50 p.m. and ga0 p.m., Anju will give you a room
key that was really meant for the Goron who shares
your name Chis name is your file name followed by
“gara”). If you get the key, you can stay ar the inn
after it cleses, bur the Goron will be left in the cold.

days and will round out your notebook entries for
many other characters along the way. Begin by
adding Kafeis mother, Madame Aroma, ro
your notebook. Visit the Mayor’s Resi-

dence as Link and speak with her in the
drawing room. She will tell you about her son
who has disappeared and give you Kafei’s
Mask, Wear it and talk to the rownsfolk to find
out more about her missing son.

Madame Aroma will recruit you to find Kafed. The mask sha gives you resam-
biles her purple-haired son whohas nn off days before his wedding



While you can perform the first two tasks ("Earn Kalei's Mask”
and “Receive Room Key") during any three-day cycle, all other
steps must be completed three days in a row. The first in the con-
rinuous series of steps is setting up a rendezvous with Anju. On
Day 1, after the postman delivers a letter to Anju at the Stock Por
Inn, talk to her at the front desk. If you're wearing Kafei’s Mask,
she'll ask you to ralk to her later thar night.

The room key from Anju lats you
enter the JS‘?nct Fu:\;"ﬁ avan aftar it
clases at 830 pm But you don't need
the key toreach Anju for her late-
night rendezvous, If you weer the
Deku Mask, you can use the Deky
Flowser in East Clock Tawn to fly to
thahotel’s deck. The doar there is
unlocked.

DAY 1
LETTER_FOR_KAFEI

Meet Anju in the kitchen on the first floor of the Stock Pot Inn ar
11:30 p.m. When you ralk o her, she'll tell you how her fiancé has
vanished. She has no idea why he’s run out and she's desperare ro
find the reason. Anju has written a letter to her furure husband,
and she'll ask you ro mail ir. You must deposit the letter into a
mailbox before morning arrives so the postman can deliver it, so
drop it into any of the red pesthaxes located in Clock Town.

B, DAY2
& PLEASE, MR. POSTMARN

On Day 1 or 2, visit the Post Office between
3:00 p.m. and 12:00 a.m. to play the postman’s
timing game. Wearing the Bunny Hood will
malke it easier for you to win and check off the
event in your notebook. On Day 2, between
9:00 a.m. and noon, the postman will make his
daily run and pick up rhe letrer o Kafei.

Madame @

Aroma 7 WAFETS WASK 3% GHATE

1800 18:00 Final 18:08

- :—:

KAFEI'S MASK, PENDANT OF MEMORIES

1sc 2nd

-

Anju
I @I @ roow ey (DLETTER 10 kaFEI
5 COUPLE'S MASK
Ist k00 2nd 1800 Firal 1800

g : . 5
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LCCIUEETERS LETTER TO KAFEL, GARD'S MASK, HOOKSHOT

Kafei [T (D) PENDANT OF MEMORIES
% COUPLE'S MASK
1sc 1880 Snd 1800 Final 18:00

LETTER T0 KAFE], SPECIAL DELIVERY TO MAMA
@CTIITTTID 5% PIECE OF HEART % POSTMAN'S HAT

2na

Postman

lst

L0 R OB

1800 100

Man from (@TTTITITITRD GIVE PENDANT TO ANJY
Curiosity Shop @EETITITIND ¥ xeaon mask
(1) SPECIAL DELIVERY TO MAMA
st 1w 2na 1140 Fimal 18:00

stman’s game on Day 1or 2

When the postman collects the better Play the

you'va dapositec, your notebook will  from 3100 um. 10 midnight 1o conr
automatically record the incident, so  plet f the mail camer’s entries
youdon't need to witness the pickup, 1 your notebook.




DAY 2
SIGNED, SEALED, DELIVERED

You don't need ro watch the postman deliver 4
the letter from Anju, since you'll ger credic

for the event in your notebook whether you're
present or not. I you're curious to sec who
receives the letter, stake out the Laundry

Pool on Day 2 from 3:30 p.m. 1o 3:40 p.m. The
youth who receives the letrer will slip through
the door by the pool. Thir ¢ minutes later, at
415 p.m., the door will be unlocked. Open it o
enter the Curio:

sity Shop's back room. Inside. you'll
discover the small child is Kafei—Anju's fiance!

Bnijus can't find her Fiancé. The postman knowes where he is and will defiver her
letter to Kafei, who's at the Laundry Pool.

Between 415 pm and 10:00 pmon Day 2, enter the Loundry Pool door to meet
Kafei. He read about youin Anju’s letter, and he'll ask you to give her a pendant.

DAY 2
PENDANT OF MEMORIES

Ihough he was rurned into a child by the Skull Kid, Kafei sl
wanis to go through with his marriage to Anju. The Pendant of
Memories that he gave you in the Curiosity Shop’s back room is
proof of his devotion to her. Deliver the symbol of love to Anju
when she’s working ar the Stock Pot Inn on Day 2 from 5:00 p.m.
to 9:00 p.m. or on Day 3 from
6:00 am. o 12:00 p.m. When
she sees the pendant, she'll
promise to wait for him.

If ou don't defiver the Pandant of
Mamorias, fral Anju wall doubt
Kafei's love for her
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DAY 3
CURIOSITY SHOP

Late at night, from midnight 1o z00 a.m. on Day 2, Sakon— the thief
who stole Kafei's wedding mask—will try ro sell more stolen goods o
the man at the Curiosity Shop in West Clock Town. Find out more
about the thief and his relationship with Kaféi by entering the Laun-
dry Pool door on Day 3 berween 1:00 p.m. and 10:00 p.m. to talk with
the Curiosity Shop storekeeper in his back room. The man will give
you Kafeis cherished Keaton Mask, as well as a letrer the hoy wrote 1o
his mother, Madame Aroma, that assures her of his safety.

Sakon will argue with the shopkeeper in the Curmsity Shop on Day 2 betwaen
1200 a.m. and 100 am, To takk to the storokeepes in private, enter the Laundry
Pood door on Day 3 between 100 pm and W00 pm,

DAY 3
EXPRESS MAIL T®@ MAMA

Hightail it to the Post Office in West Clock Town to give the leter
to the postman. Making deliveries is the restless public servant’s
life and when you give him the letter addressed ro Madame Aroma,
you'll lifi his spirits, Afrer putting on his uniform, the postman will
deliver the letter to Madame Aroma at the Milk Bar. When she
receives the letter, she'll relieve the postman of his dury. If you talk
to him afterward, he'll graciously give you his Postman’s Har,

MADAME AROMA

Yo can personally deliver Kalers letter to his mother, On Day 3 af ter 600 p.m,
wisit the Milk Bar andhand the letter 1o Madame Aroma who's seated at the
counter. She'll reward you with 2 new bottle filled with Chateau Romsan,

POSTMAN

IF you hand-deliver the letter to Madame Aroma, you wan't be shle to compiete
the postman's entry in your notebook for your current three-day run. Todo so,
you must visit himin the Post Office and give him the express mail to Mama,



3

AKON’S HIDEOUT
Hang a right before the Octorok dock near the
entrance to lkana Canyon and follow the ledge o
Sakons Hideout. Kafei waits there on Day 3
behind the slabs of rock. Hide there with him
and den't let Sakon sec you when he tros up the
hillside and enters his high-security lair berween
6:00 p.m. and 7:00 p.n. If the thief doesn't spot
you, Kafei and you will be able to slip inte Saken's

secret cave.

Snealnto Sakon's
Hideout af rer

he enters

it around

N Jatam

on the
final day.

Sakon stole Kafel's wedding mask, the
Sun's Mask. A conveyor UBFI trang-
ports it out of your reach, so the two
of you must hurry to retrigve it

DAY 3
Sun’s MASK _PUZZLES

When you step on the switch that Kafei rells you to activare, you'll
suddenly be playing as Kafei. Use him to activate a blue floor
switch. Once you've tripped it, you'll play as Link, who must
defeat an enemy. Continue the relay as fast as you can until bath
of you reach the blue switches in the final room to claim the mask.

You'll alternate ploying es Kafei and
Lirk. During Link's turns, you'll battls
Deku Babas and a Wolios to unlock
the exits that Kafei must use.

As Kalei, your goal is to step
onor push a block over the
biue switch i the room so
youl can open the door for
Link. Move blocks or walk
along the recommeandad
paths shown in the screen
shots Avoid red switches
andpress Yclluw ones ba buy
voursolf alitthe extra time.

DAY 3

THE PROMISE

When Kafei reclaims the Sun’s
Mask, warp back o town. Enter the
Stock Por Inn%s employees-only
room o witness Anju and Kafeis
reunion and win the Couple’s Mask,

ENDING THE MAYOR’S LOOONG MEETING

COUPLE'S MASK
% PIECE OF HEART

1se 1800 2nd 1800

Mr.Dotour

Firsal 18:00

Once you have the Couple’s Mask, visit Mayor Dotour on Day 1 or 2
between 10:00 a.m. and 8:00 p.m. or Day 3 between 10:00 a.m. and
6:00 p.m. Wear the mask to save the mayor from a boring and cir-
cuitous debate on the fate of the Carnival of Time.

~ THE LEGEND OF ZELDA: MAJORA'S MASK
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GREAT FAIRY MASK_

THE GREAT FAIRY
@[ NORTH CLOCK TOWN

The Great Fairy in the cave in North Clock Town will give you her

mask if you can help her reassemble her shattered body. Her miss-
ing piece is the Stray Fairy that hovers over the Laundry Pool dur-
ing the day and in East Clock Town during the night. Return the
stray to her any time after your first three days of adventuring.

The Great Fary Mask will detect the
presence of Stray Fairies ndungecns.
The mask's pink. halr will shimmes and
Tlowif a Stray Fary isin the room. As
long as alost pixie is free to fly, it will
coma ta you when you wear the mask.

8 BREMEN MASK_
S

GURL-GURL

Talk to the organ-grinder, Guru
Guru, when hes spending the
night at the Laundry Pool on
Day 1 or 2 to earn his Bremen
Mask. By wearing the disguise,
you can march and lead small
animals around when you press
and hold the B Button.

NINTENDO PLAVER'S GLIDE

BUNNY HOOD
GROG
'd @I cucco SHACK AT ROMANI RANCH

.

If you shepherd Grogs flock with the Bremen Mask, the baby
birds will suddenly maare into full-grewn cuccos. To thank you,
he'll give you the Bunny Hood, a mask thar gives you the speed of
a rabbit. Wear it when the aliens raid the ranch and when you play
the postman’s timing game.

@D KAmARO

@[C® MUSHROOM ROCK IN NORTH TERMIMA FIELD

On any evening between midnight and 6:00 a.m., jump to the
mushroom-shaped rock in north Termina Field. Ghost dancer,
Kamaro, shakes it there. You'll be able to get down just like he
does once you've played the Song of Healing to snag his mask.
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MASK_OF SCEATS

@[ DEKU BUTLER
@ pexu cave

At12:30 a.m, on Day 1, the old lady from the Bomb Shop will cross
North Clock Town lugging a shipment of merchandise. Sakon, the
thief, will try to rob her, but you can stop him by whacking him
with your sword. If you successfully protect the old lady, she'll give
you the Blast Mask. Press B while wearing it to detonate the mask,
The catch is that the blast will harm you a little in the process.

1f you run out of bombs, you can use
tha Blast Mask. lts explosive power
never runs out, though it takes a while
to recharge after it has axploded Usa
1t 10 blow up boulders and othar
objects you want to go boom,

Exrerminate all of the Skulltulas in che Swamp Spider House to lift
the curse placed on the man who lives there. If you manage to
change him from an cight-legged mutation back into his two-
legged self, he'll reward you with the Mask of Truth. Wear it o
communicate with Gossip Stones and certain types of animals,

It’s no coincidence that Gossip Stones
baar similar markings to the Mask of
Truth. Tha all-seaing eye of the guise
can exiract clues andhints from the
stones. The mash wil also allove you
to read dogs’ minds i you pick up the
pups. Being able tointerprat barks and
woats makes it simple 1o choose the
wanner nMamamu Yan's dog raca.

Rescue the Deku Princess for the chance to race her butler. The
prize at the finish line is the Mask of Scents, which will enable
you to sniff our mushrooms. You'll be able 1o see their scent,
which will appear as a purple haze. Seek out the fungi and bring
them to the Southern Swamp Potion Shop, where the magic hag,
Kotake, can use them to brew you up a magical healing potion.

l DON GERO’S MASK_
@D HUNGRY GORON

gl T MOUNTAIN VILLAGE

The hungry Goron shivering atop the ledge in the Mountain Vil-
lage wants food. If you feed him the slab of rock sirloin hidden in
the Goron Shrine's chandelier, he'll give you Don Gero’s Mask,
Wear the froggy face piece to gather a choir of frogs (like the one
leaping at the Laundry Pool} to perform a rewarding and hearty
song in the Mountain Village pond once spring has arrived.

In the winter, put tha Goron baby to
sheep with the Goron Lullzby, then
light the Goron Shrine’s 11 braziers.
Get thungs started by using a Deku
Stick you've it in the baby’s room.)
'Whan the chandelier bagns to spin,
crash into (15 pots to free the rock sir-
loin hidden up there. Carry the geologi-
cal marsel cross country and defiver
the delicacy to the hungry Goran on
the ledge near the Mountain Smithy.




ROMAMI’S MASK_
@[» CcREMIA

TERMINA FIELD, DAY 2

After you've helped Romani protect the ranch from the ghost
invaders, the cows will be able 1o produce milk for Cremias shipment
of Chateau Romani on Day 2. She'll leave for town at G:00 pan., so
hitch a ride with her at Romani Ranch. When the bandits wy 0
ambush the coach, fend them off to win her mask.

Only after you've seved the ranch from
the 2:30 &m. alien swasion on Day 1wl
you be able to ride with Cramia on Day

2.3hellesave the ranch a1 500 pm

@
-
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Whaen East Clock Town's Milk Bar
opens at W00 pm, only patrons
wearing Romanis Mask will be gble 10
enter and pull up & stool,

CIRCUS LEADER’S MASK_

€D _commm
WILK BAR

Gorman, the man who leads the civcus rroupe, is usually a sour-
puss, but you can soften him up by playing the Ballad of the
Windfish. The song will move him 1o wears, and you can play i if
you follow Toto's instructions when he conducts the Milk Bar's
sound check on Day 1 or 2 between 10:00 p.m. and §:00 a.m.

The Gorman brothers at the track
are saddened whean they re raminded
of their untappy beother, 1he circus
leader. H you wear the mask when
you ride with Cramia, the brothers
will follone you but wan't sttack

GARO’S MASK_
@[ CORMAN BROTHERS
@I GORMAN TRACK

Garos are ninja, and the Gorman brothers will wear their hooded
disguises when they try to ambush Cremia’s milk delivery. To win
one of the masks for yoursell, ralk 1o the Gormans at their track

while you're mounted on Epona. You can race the siblings on any
day berween 6:00 a.m. and 6:00 p.m.

the Garo's
le o enter

DOonly while weari
Mask wall you be

|kana Canyon, nside the haunt-
e &, hine-giving Garos will
materalizeif you wear the
mask, whila monsters, ke the
Relead, will ignore you and let
you pass safely

STONE MASK_

@D sHIRO
@[T ROAD TO IANA

Use the Lens of Truth 1o see the overlooked soldier, Shiro, who
sits inside the circle of stones at the lkana Canyon and Tkana
Graveyard junction. IT you heal him with a Red or Blue Potion,
he'll give you his mask, which will allow you 1o go unseen by most
enemies, Even the watchful pirates in Great Bay won't notice you.




KAFEI’S MASK_
@I MADAME AROMA
{8 QIITETD DRAWING ROOM W THE MAYOR'S RESIDENCE

ALL=-NIGHT MASK_
@I MAN FROM CURIDSITY SHOP
@I CURIDSITY SHOP, DAY 3

It you stop Saken from robbing the old woman from the Bomb 1f you visit Madame Aroma in the room to the right of the front
Shopat 12:30 a.m. on Day 1, the All-Night Mask will go up for sale desk in the Mayor's Residence anytime between 10:00 a.m. and
at the Curiosity Shop. Buy the s00-Rupee mask and wear it to 8:00 p.m. on Day 1 or 2, she'll give you Kafei’s Mask. Wear it and
stay awake during the Stock Pot [nn grandmother's stories. talk to townsfolk to inguire about Madame Aroma’s missing son.

KEATON MASK_
@I MAN FROM CURIOSITY SHOP
@IS CURIOSITY SHOP'S BACK RODM, DAY 3

. POSTMARM’S HAT
#&‘ @D PosTMAN
s L f @ETH OUTSIDE THE MILK BAR, DAY 3

COUPLE’S MASK_
@I AMU & KAFEI

W STOCK POT INN EMPLOYEES' ROOM

During the long process of reuniting Anju and Kafel, you'll
have an opportunity to earn the Keaton Mask, Postman’s Har
and Couple’s Mask (for more details, see pages né through
119). On Day 3 of the sequence, you can win the Keaton Masl. e
Abeloved children’s disquise. the Keaton Font” Al 4 A i b il of the privileges of being & mad carm-
Muskwdlallov weo sinton he ghost. 70U ] JIS.D receive some express mail, which will earn you the o ihat NGUOT 1 ook Tt the st~
fax that the mask is named after. To find Postman's Hat when you give the letter to the mailman. Once  es. With the Postman’s Hat an your hea,
tha three-taded animal, chop an ontra grove. Anju and Kafei are together, they'll give you the Couple’s Mask,  ¥ou'l be oble to empty the posthoxes of
of moving shrubs befare one escapes R P . £ tems like Rupees or a Piece of Heart,
which you should wear in front of Mayor Dotour.

The KeatonMask, Postman's Hat and
Couple's Mask are deectly related to
your profress inhelping Anju find Kafel

I you visit the Curiosity Shop's back
roam on Day 3 between 1:00 pm. and
000 pm, the shapkeeper will give
i the Keaton Mask and a lotter
rom Kafel

1 wou give the letter from Kalei to the
postman, you'll be sble to win his
Postman's Hat atter he makes the
special delvery.

~ THE LEGEND OF ZELDA
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CAPTAIN’S HAT

@I  CAPTAIN KEETA
o] @ULETD IKANA GRAVEYARD (IN A TREASURE CHEST)

Play the Sonata of Awakening to revive the skull warrior, Captain
Keeta. When he awakens, chase after him and defeat the Stalchild-
ten (clobber them as Darmani, then roll to the next gate or shoot
arrows at Keeta to slow him down ). Ar the finish, open the chest o
unload the Caprain's Hat. Wear it to command the Stalchildren in
Ikana Graveyard and the Oceanside Spider House.

‘%f GIBDO’S MASK_
o s 8| QT  PAMELA'S FATHER

&,
£ v A IKANA CANYON'S MUSIC BOX HOUSE

After you play the Song of Healing to Pamela’s father, the only
remains of his mummification will be the Gibdo's Mask. Wear the
mummy face beneath the well to talk to Gibdos and to be left
alone by both the bandaged baddies and the ReDead of Tkana.

GIANT’S MASK_
@I EYEGORE

| @[C9 STOME TOWER TEMPLE (UPSIDE-DOWN)

After you defear the Eyegore, the chest containing the Giant's
Mask will appear. Supersize yourself by wearing the mask in
TwinMold's arena—the only place where you can don the dis-
guise. It drains magic while you wear ir, so use its power sparingly.
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FIERCE DEITY’S In
@D  CHILD WEARING MAJORA'S MASK
@ e moon

The four children who run circles around the hilltop tree will ask

you for masks when they let you enter and exit cheir personal dun
geons. If you successfully complete all four moon dungeons, you
will have spentall 20 of your Happy Masks (they won't accept the
Deku, Goron and Zora Masks), and the four children will have
vanished from the grassy playfield. Only the lonely Majora child
whe sits in the mee’s shade will remain, and if you talk vo him once
all four kids are gone, he'll give you the Fierce Deity’s Mask.

You must first surrendar &l 20
callectible Happy Masks to
. the Ddalv, G, Gyorg

and TwinMold children
il compdata thdr four
dungaons before the

Major s child will ghe
you s mask,

The Fierce Deity’s Mosk
lats you inhabit tha body
of adark and mighty war-
rior. You Tl bulk up with

devastating power, but

‘you can unieash it anly in
bBoss Fooms.,

The Fierca Daity's Mask is
the ultimate weapon Lo
use against Majora, If you
tarpet the demon and

55 B, yourll be able 10
ire magical beams from
your sword. Use the long-
range attack to stay ciear
of Majora's lang thy
Tantacis.



CES .©OF H!‘-hl.‘__T

Your health is measured in Heart Containers. Your life

f 20 containers,

more container for each of the four dungec

ing 13 Heart Cont. 3
Piece of Heart is one-fourth of a H
the heart ments. Use the foll

The very first Piece of Heart you
can get in the game is the one
thar beats atop the clock rower
deck. Once you've given the
South Clock Town Deku Scrub a
Moon's Tear, use his Deku
Flower to fly to the piece.

As soon as you've earned the
Deku Mask, you'll be able ro
explore Clock Town as Link.
Jump across the pillars in North
Clock Town to leap to the tree by
the slide. Tangled in rhe
branches is a Piece of Heart.

Learn the way of the sword at
the Mighty Training Center in
West Clock Town. For 10 Rupees
you can test your skills our on
the Expert Course. If you slice
and dice yoursell a perfect score,
you'll win a piece chop-chop.

0@ POST OFFICE

Stop by the Post Office berween
6:00 p.m. and midnight to play
the timing game. You must hit A
exactly 10 seconds after the
game begins 1o win, I
the Bunny Hood, you'll be able
ta see the timer ticking down.

OU Wear

I

ou must assemb

i the game with tt
bosses you slay. For the remain
each one quarter by quarter. A °

To Mush out a heart from the toi-
let beneath the Stock Pot Inns
stairs, make a pit stop ar mid-
night anyday. When the hand
reaches out of the toiler in the
hopes of finding toiler paper,
offer it a letrer or rite deed.

When you wear the Postmans
Har, you'll be able to check the
town’s postboxes. The first one
you check will contain a Piece of
Heart. After thart, you'll be able
ro find Rupees inside Clock
Town's mailboxes.

(1@ ROSA SISTERS

On Day 1 and Day 2 between
6:00 pm. and 6:00 am., the
Rosa Sisters will practice their
dance in West Clock Town's court-
yard. Win their heart by wearing
Kamaros Mask and showing
them your fancy foorwork,

Wear the Couple’s Mask and talk
w Mayor Dotour at his East
Clock Town residence when hes
holding his meeting on Day1or2
berween 10:00 am. and 8:00
p-m.or Day 3 berween 10:00 a.m,
and 6:00 p.m.




The ghost fox, Keaton, hides among the jittery bushes tha flee
when you try to chop them down. Only three groves of runaway
bushes grow throughout the land: in North Clock

Town, on Milk Road and in the

Mountain Village. By wearing the
Keaton Mask and chopping all of
the bushes before they escape,
you'll summon Keaton. When the

foxe surfaces, it will ask you a ran-

dom selection of the questions
below. Use the chear sheet to pass its
test and earn its heart piece.

QUESTION
Wihat tme does Roman, the grl at the ranch, go tobed?  Eight
At what time does Roman, the ranch girl, wake up? S

Haw many balloans does Romani use durmg practice?  Dne
What weapon doas Romani usa in practice? Bow
Whatis the name given to you by Romani?
What is the name of the song that Romani teaches you?
How many cow ligurines are there in Clock Town?
Huw many ecves ara there at Romani Ranch?

How miny cuccas are in the bam &t Romani Ranch?
Where does Cremin try todefiver her milk?

How ol is l-vgle rne map salasman?

What coor of trunks toes Tingle the mapa -
What is the name of the festival heldin Clock luwn"‘

What is 1he name of the mayar of Clock Town?

Chates Romani

Whatts e el LlocsTomisim? _____ SicckPotin
What bad habit does nnkeeper, have? She's quick to

: S T B
Whatis Anju, the innkeeper, bad at doing? Cooking
What is the name of Anju's father? Tortus
Whais the laader of the Bombars gang? dm
Once it's completed, how tall wil the festival tower be?  Fou stories
Hows many mailbaxes ano therain Clock Town? Five

Whiat does the owiner of the Bomb Shap call his mother?  Mommy

What i the name of the singer in The Indgo-Gos? ___ Lulu
Mo many thera i The Indigo-Go Five
Mikauis of which race? Zora
Darmaniis of which raca? Goron

\l'\'halnlmrlmwducs\luasknllK:dpl.w’l T Flue

Visit Anju’s grandmother on the
first floor of the Stock Pot Inn on
Day 1 or 2 between 6:00 a.m, and
6:00 p.m. Wear the All-Night
Mask, listen to her tell the "Car-
nival of Time,” then answer "On
the eve of the carnival.”

You can win a second Piece of
Heart by staying awake through
the grandmothers other story,
“The Four Giants." When she
finishes the tale and grills you on
what you've just heard, answer “1
dunnc” to win the piece.

A Rupee saved is a Rupee earned,
while 5,000 Rupees saved are
one Piece of Heart earned, If you
keep depositing Rupees until
you have 5,000 in savings, the
banker will give you a Piece of
Heart as interest.

Drop inte the fenced-off grotio
by the Fairys Fountain in North
Clock Town to compete in the
Deku Serub Playground games.
The object is 1o collect all of the
Rupees by flying from platform
1o platform without ever landing
on the ground. The setup
changes daily, and if you can nail
the best time three days in a row,
you'll score a Piece of Hearr,

As a Deku Scoub, thve into the Deku
Flowers to it the maving plat-
Toems. Ty ta collect all the Rupsesin
racord time three days in & row




If you win the Treasure Chest
Shop game as Darmani, your
prize will be a Piece of Heart,
Play between G:00 am. and
10:00 p.m., and press and hold
Zwhile navigating the maze for a
better view of the labyrinth.

Ser your sights on the Town
Shooting Gallerys Piece of Heart
by playing the Octorok sharp-
shooting game. I you have a bow,
you can play the game in East
Clock Tewn between the hours of
6:00 aum. and 10:00 p.m. The
high score initially is 30 points,
and il you score a perfect 50,
you'll win a Piece of Heart.

1f you blast all of the red Dctonoks
before the time expires, you'l eamna
perfect score of 50, Aol shooting
bluse Ootoroks or you'll lose time.

At Honey & Darling’s Shop, the
dancing romantics will offer a
new game to play each day. If you
have a bow and a bomb bag,
you'll be able to participate in
their games, Bombehu Gallery
(Day 1), Basket Bomb {Day 2)
and Target Shooting (Day 3). If
you tuirn out the high score three
days in a row, the couple will give
you a Piece of Heart,

Honpy and Darling's gamas

wvery day. Fre arroves and launc
bomitis and Bambchuinto targets to
win Thesr games.

[/ DEKU SCRUB GROTI

FPIECES .OF HE..lI.,T

Aim the obervatory’s telescope at the left side of the clock tower to
spy a flying Deku Serub. Warch him as he drops into the grotto
that’s in front of the observatory. Enter the hole to meet the Deku
Serub who'll offer to sell you a Piece of Heart for 150 Rupees. If you
refuse, you can buy the piece at the bargain price of 100 Rupees.

0@ GIANT GOSSIP STOMNES

Dirop into the four grotoes marked with an 18 on the map below,
Whichever character you are, play his personal song (e.g., If you're
the Dela Scrub, play the Sonat of Awakening or if you're Darmani,
play the Goron Lullaby) in front of the giant Gossip Stone to change
the big rock’s color. Play the song you've chosen in all four grotroes.




Burterflies flutter near the grotto
entrance that is covered in tall
grass. Drop into the hidden hole
to bartle the Pea Har. Targer the
weed's underside and fire arrows
at it. When victory is yours, so,
too, will be a heart piece.

Once you have the Land Title Deed from Clock Town's Deku Scrub,
you'll be able to participate in a trading sequence with the Scrubs
wha live in each of the four realms. By giving them the deed they
need, you can use their Deku Flower wo fly to a nearby heart piece

(1) peDONGO GROTTO

Enrer the hole in north Termina
Field and fight the Dodongos
larking in the grotro. Their tils
are vulnerable, so slash them
then quickly circle around the
lizards before they can scorch
you with their fiery breath.

Trade the Moon's Tear ta South Clock
Town's Delow Scrub. In return, you' Ilgel
the Land Title Deed As Link,

deed to the Scrutinext ltrSuutImm
Swamgs Taurist Information blding,
Llsee the Deku Flower he gres you to
iy o the bulding's rood where you'l
find o Piece of Heart.

0@ BIO DEKU BABA GROTTO

Bomb the boulder near the entrance to Grear Bay Coast to uncover
a grotto. Inside, shoot down the bechive that houses the Piece of
Heart, then defeat the Bio Deku Baba that stands in your way.

O@coeren
VILLAGE

As aDeku Scrub, trade the swamp
br’s Swaamg Title Dead to the

Seruh living in Goron Village Uise his

flower to fly to the overiooking ladge.

O@zora
HALL

As mmm.grhrthEMmlleEE

Deed to the Scrub stationedin Luki
D @ R\QAD TO THE SWAmMP dressing room. The flawer you snag in
the deal will get you 1o the deck.

Blast your way into the grotto, then
shoot the heehive, A Fiece of Heart
will faill out and into the water where
0 Bio Deku Baba lurks, 50 you must
prune it toreach your prize safaly.

Climb the vines on the towering
wee thar looms over the road
leading 1o the Southern
Swamp. A Piece of Heant and
some bats await your arrival ar
the rop of the giant ree’s trunk.

@ 1KANA
cAnyYyon

As Mikau, give the Ocean Tite Deed to
tha Doky Scrub near Sakon's Hideout

| aunch out of the flower to cross the

chasm and reach the Piece of Heart




: S PICTOGRAPH

It wms out thar the eccentric
map seller, Tingle, isn't a fairy
after all. Hes really the son of the
pictograph man ar Southern
Swamp's Tourist Information. If
you bring the man a full body
shot of either Tingle or the Deku
King, you'll win a Piece of Hearr.

U@ DEKU PALACE GARDERN

A Piece of Heart sits in the west-
ern side of the Inner Palace Gar-
den. Sneak past the guards (the
cloaking effects of the Stone
Mask will be especially helpful)
to snatch up a prize thar isn't
your usual garden-variety item.

1) WOODFALL

When you enter Woodfall from
the Southern Swamp, a Piece of
Heart will be on an island to your
left. Ger there by traveling
counterclockwise across the
planks and Deku Flowers locared
along the rim of the bog.

(@ BOAT CRUISE, PART 2

Afrer you've defeated Odolwa in
Woodfall Temple, the Southern
Swamp’s contaminated water
will clear and Koume will
change her boat cruise into a
target shooting game. Hit the |
rarger at least 20 times to win.

(1€ SWAmMP SHOOTING GALLERY

Shoot every targer (don't for-
get the Scrub on the tree 1o the
right and the one on the cliff
to the left). Nab a perfect
score—2,120 points before the
time bonus is added —once to
win a quiver upgrade. Do it
again for the heart piece.

0@ co

)
PIELCES OF HELRT

RON POND |
Springtime will arrive in the
northern mountaing after you've
defeated Goht in Snowhead
Temple. Once spring has thawed
out the frozen sireams of the
Mountain Village, you'll be able

to dive as a Zora to retrieve the
sunken Piece of Hearr.

0@ Dpoen GER®’S FROG CHOIR_

When spring has arrived in the
Mountain Village, don Don
Gero's Mask in front of the frog
at the local pond. Wear the
mask in front of the four other §
frogs in the game to gather

them together for a song,

When you shaw Don Geros Mask 1o
frog after spring has arrived, it will
magrate to the Moortan Village's
pand. Whan all five frogs re thers, lis
tan to their song to win & heart piece.

Once you've defeated Goht, spring
will arrive and the frogs will be able to
gather at the pond. One frog will
alraady ba present as soon s the
village thaws out,

The sar frogs will head to the
Mourtam Village's springtime pond if
E: talk ta them while wearing Don

”asMnskGethpnqr' ] I:gb;;saowkim
off your gatup to the ac
Towis Laundry Pool. b

Alang tha waterway leading to Deku

Palace, you'll come across a frog that
is awaiting the asrival of the frog cho-
rus conchactor, Don Gero. Show it your
mask 50t joins the other amphibisns.

The twwo remaining frogs will sppear
after you'va made cortain dungeon
enamies croak, in Woodfall Temple,
the toady that rides the Snappar will
transform into ane of the singr
frogs af ter you've won the battle In
Great Bay Temple, o trog will appear
after you dafeat the Wart.




[J€ SNOWHEAD’S SCARECROW [ @) LIKE LIKE
Teach the scarecrow ut the Astral Observatory or Trading Post a At the foor of the falls leading to
song you've personally penned, then use the Lens of Truth to gaze the beaver brothers is a deep
at the mesa near the final jump leading to the blizzard-blowing basin. At the bottom is a Like
Goron, Cross the platforms that appear, then play the Scarecrow’s Like that has gulped up a Piece
Song. When the strawman appears, hit it with your hookshor. of Heart. From dry land, shoot

arrows at the bottom feeder

until you've deep-sived ir, then
dive for the prize.

[1€) PIRATES’ FORTRESS

The cage imprisoning the Piece of Heart in the Pirates’ Fortress
{near point 5 on page 71's map) will apen il you trip the upstairs
floor switch. As Darmani, break the barrels that block the switch,
then activate it. The switch opens the doer briefly, so put on the

|—] 9 F{o} M lA M SESSion Bunny Hood and hightail it to the cage downstairs.

Mikau's dressing room in Zora Hall is right above Tijo's drum kit
Use your hookshot to reach the upper level, then read Mikau's
diary to bearn his new riffs. Enter Japas's room, then whip out your
guitar. Japas will play the first half of the diary riffs shown below.
Play the second half to complete the song. Change into anyone
other than Mikau, then play both measures of the song to Evan.

Atthe Fisherman's Hut on Great
Bay Coast, exchange a pict-
ograph of a pirate for the sea
horse. Put it in your hottle, then
release it at the entrance to Pin
nacle Rock. Defear all the sea
snakes in the lair and rescue the
trapped sea horse.

Use your hookshot to raach Mikau's
diary in the loft above the drummer,
Tijo. Written in the journal are the
notes you'll need to play when you
jam with bassist Jagas:

€ OCEANSIDE SPIDER_HOUSE

Stalchildren will think you're their leader, Captain Keeta, if you wear
the Captain’s Hat. In the Occanside Spider House, the Stalchildren
await their leader’s arrival so they can reveal how to enter the build-
ings fireplace where the heart piece lurks. Speak to each Stalchild in
the house while wearing the hat to get a clue from them. Using your
arrows, shoot the colored masks in the order you're told.

Once you've hashed out the song with
Japas, show off your handiwark to
[Evan. Enter his room as Mikau, then
become Link, Darmani or the Delo
Scrub and play all 16 notes of the sang
transcribad balow

é)@@)@ o®

(AR

Evan doesn't ke to listan to
the ideas of his bandmates, s0

g)@@@ 09®% ﬂ;:ga;af;:.m:;:.z:‘t“

e you're decked out &S




Catch fish in bottles and feed
them to the two large fish in the
Marine Research Laboratory's
aquarium. After four or five
feedings, one of the fish will
grow so large thar it will ear the
ather fish. When it's done din-
ing, you'll win a heart piece,

At nigh, the Stalchildren come out o play in lkana Grne)nrd
With the Caprain’s Hat, command them to dig up the graves so
you can enter an underground lair. Use the Lens of Truth to navi-
gate the cavern and a bomb 1o blast a wall. Past the rubble, bartle
the Iron Knuckle that defends a Piece of Heart.

0@ GREAT BAY JUmPING GAME

Once Gyorg is washed up, ride the boat that'll be docked on the
shore just a tad north of the Marine Research Lab. Ride the boat
1o the fisherman's island, then use your hookshot o reel yourself
over. Play the fisherman’s game by jumping from the central
island to whichever surrounding island has a lighted torch on ir.

0@ SPIRIT HOUSE

In Ikana Canyon’s Ghost Hut that overlooks the Music Box House,
you can battle the four Poe sisters to win a Piece of Heart. As long
as your life meter doesn't drop to three hearts and you defear all
four Poes before the time expires, you'll win the heart piece.

@ BEAVER_RACE

Once you've outraced the
beaver brothers ar the warerfall
rapids and h.wc won lln:ir boL—

T”«L’ of Heart. You'll win it if
vou finish the older brother’s
race in one minute and 5o sec-
onds or less.

Mag, the final Poa sister, will
sisrraund i,o.l with three decoy
ghosts, The real Mag is the ona who
twirls arownd, so target the spinning
sparit, then exoreise the ghost by
USING BITOWS OF YOUF SWird

[1(® GREAT BAY SCARECROW @ IKANA CASTLE cOLUMmANS

Swim to the shore near the Great Bay jumping game and fire your
hookshot into the pillar on the cliffside. Plant magic beans in the
soft soil, warer them, then ride the flying plant to the neighboring
ledge. Summon the scarecrow with the Scarecrow’s Song to make
the dummy appear across the gap. Use your hookshor to reach ir.

Work your way to the roof of the Ancient Castle of Ikana, A crys-
tal switch sits atop one of the tall columns flanking the castle. By
shoating the switch, you'll extinguish the flames on the neighbor-
ing pillar. With the fire snuffed, you'll be able to use the Deku
Flowers blooming on top of the columns to fly to the heart piece.




QsecuT SHRINE

To reach the Piece of Heart in the Secret Shrine behind the warer-
fall, you must have the Light Arrow. Find the hidden area by head-
ing east to [kana Canyon. When you reach the Octorok dock, dive
into the water and swim to the left. Enter the cave, then venture
behind the waterfall. Fire a Light Arrow at the sun emblem o
open the door, then defear the enemies in each of the four rooms,

Swimupstream to find the Secret
Shrine. You won't be able to enter
the ansa unless you have the Light
Parow,

To win the Piece of Heart, you must

defeat the four rooms’ enemies: the

Dinatols, Wizrabe, Wart and Garo
ster.

DO@DpoeG RACE 500

The Doggy Racetrack at Romani Ranch operates from 6:00 a.m. 1o
8:00 p.m. You can participate only as Link, and if you rake in at
least 150 Rupees in winnings, you'll win a Piece of Heart. To figure
out which dog is a safe bet, pick up a pup, then read its though

0@ coren

0@ zZ0RA

O@uink.

Each of the four moon dungeons
contains one Piece of Heart. In
the Dekn Dungeon, the Piece of
Heart beats in the far-right cor-
ner. Fly t the ledge, then use the
yellow Deku Flower to fly back 1o
the propeller.

In the Goron Dungeon, roll ar
full speed across the narrow
paths and ramps until you reach
the rear-left corner.

To navigate the forks in the
waterway and reach the Piece of
Heart in the Zora Dungeon,
swim left, left, right then left.

After bartling through the
three enemies and uncovering
swirches with Bombehu, you'll
reach the Piece of Hearr,

HEART CHART

The more Heart Containers you have, the more resistant Link will be
o damage. Surviving is important in your three-day ordeal, so it's
always a good idea to find as many Pieces of Heart as you can before
you enter a dungeon, Believe it or not, you can find 20 Pieces of
Heart before serting foot in the first dungeon. The chart below shows
which pieces you're able to get before you reach each dungeon.

BEFORE REACHING... PIECE OF HEART

with the Mask of Truth. The fastest dogs are the ones that begin
their thoughts with “Ruff!” (not “Rrr-Ruff!” or “Hoo-Whine™}.

WOODFALL TEMPLE

000000000000
00000000

000000

000000000000
Q0000

sTONETOWER TEMPLE DD DD
00000

SNOWHEAD TEMPLE

GREAT BAY TEMPLE

MAJORA

—————



y're.not all weapons,
torage s bottles, wallets, qui 0 . Find the scarce con
tainers for yi e ems, able { almost as trouble-
some as stopping a falling moon—but the pa i xing o wr carrying
| worth the epic struggle,

THE SIX BOTTLES

Link can find a half dozen botdes on his adventure, and having all six will come in handy.
Keep your botles filled with health-replenishing pick-me-ups like potions, milk and fairies
when you're nor using the containers to transport precious things like the Deku Princess or

Zora Eggs. And when possible, keep a borded fairy by your side. If your life meter runs our,
the fairy will automarically spring into action and replenish 10 of your hearts.

© KOTAKE

© GORON RACE
1I'l1fﬂ-1 Julllu\ull A gan
t ihwt 5 Onca you've deteated Goht in Snowhead
Terple, the Goron races will get
underway. Compete at the Goron
Racetrack and |.d.u.c fi

1d
]

€) BEAVER_RACE
o ROMARNI’S MILK_ ."_' d B At the westemn ocesn, you'll nead to

calkect Zora Eggs in bottles, so you

to win the bottle that the
will give yoas I'I |

i fimish their tws

Warterfall Rapids race within Ilv i

lireit,

youl've located the I\ng:
migsing slstcr in the nearby Woods of
Mystary, wisit Kotake wha'll give you
battla of Rad Potion

Go ghast-husting at Romani Ranch at
Z30am on Day LI you can the
incoming alien ghasts fromreaching the
Barn, Romani wnll reward you with a bat
the of milk.

@ DAMPE

On Doy 3 afer 6:00 p.m, wear the
Captain’s Hat and ordor the Stalchidran
inlkana Graveyard to dej up the grave.
Enter the hals, ramova your mask, than
quide Dampé around so h digs iy all of
the mounds. Dedeat the Poe that will
appear to win the bottle.

u PG P\éD ES WALLET Degosit 200 Rupeas at tho Wast Clock Town bank to eam the Adult Wallet from

the barker. The wallet increasas your carrying capacity to 200 Rupees. To carry
1 10 500 Rupees, complete the Oceanside Spider Houss on Day |

@ MADAME AROMA

On Dy 3, defever Kalei’s express mail 1o
his mother, Madame Aroma, who'll be at
the Millc Bar after 6:00 pm. She'll gve
you a bottie filled with Chateau Romani,
avintaga drink that will strengthen your
magic 50 that i1 will never run out unless
youl wiarp back in time.

A first, Link is able to carry up to only 99

Rupees. And he’s able to carry up 1o only QUIVE The Towm and Swamg Shooting Galleries will reward you with the next best

30 arrows and 20 bombs once he's found R\. quiver if you broak a record and nail & porfect score. The first step up s the laerge
(uiver that holds 40 armows. The largest quiver is the best—It holds up ta 50,

the bow and bought a bomb bag, respec-

tively. To carry more Rupees and ammao, Tocarry up to 20 bombs and 20 Bombchu, buy the Bomb Shop's bom bag. If you

J"“I'\‘ L 3 e i; his 3 ; BOMB BAG stop Sakon froen rabhing the Bomb Shop lady on Day 1at 1230 am, you'll be able

e ey Lt 1o by tha big bomb bag from her store. i you're a Goron, the Deku Scrub in Goron
Willagge: wnll gy you tha begjgast bomb bag Tor your beg bomb beg end 200 Rupees:
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HIDDERN IN THE HIDEGUT

If you're short on change, enter the Bombers' Hideout to find 100
Rupees. Hang a left once you reach the flooded trench, then fol-
low the corrider. Swim close to the left wall so you can avoid the
Skullnula thar will descend upon you when you approach the iron
bars at the end of the corridor. Dry off in the alcove on the left,
then bomb the eracked wall. Behind it, you'll find a Silver Rupee

INT® CREMIA’S ARINS

After you've protected Cremia’s
shipment of milk from the
nighttime bandits, she’ll reward
you and, maybe, give you a big
hug. Link enjoys the warm
embrace a lor, which happens
on a random basis.

SCARED OF THE DARK_

When all hope seems lost, the
sword master will seek shelter
from the falling moon. Visit his
Mighty Training Center in West
Clock Town after midnight on
Day 3. Break through the wooden
panel in the back of the facility to
find the dueling doomsayer,

CAPTAIN KEETAD|?

Caprain Keeta—the giant slull caprain in lkana Graveyard
once served under the Tkana King, Tgos du Tkana. Trick the king

ineo thinking he's seeing a child-sized version of the commander

by wearing the Caprain's Har during your bone-rartling bartle
with the skeletal Stalfos knights and Igos himsell. When the king
sees you up close, he'll give you a shocked and silly reaction.

SIGR REPAIR_

When wood glue won't do the
wick, ory playing the Song of
Healing. The soothing melody
not only heals troubled souls, it §
fixes broken signs. If you've
chopped up a sign, the song will
put it back together.

GOSSIP ROCKET

Io transform a rock into a
rocket, place a bomb by a Gossip
Stone. Your bomb's blast will ini.

tiate the launch sequence. After
a color-coordinated countdown,
the Gossip Stone will have liftoff
and launch into space.




LIGHT ARROW EARNIN

Ser your sights on various objects like the bull's-cyes outside of
Honey & Darling’s Shop or the lanterns in the Tkana Graveyard. By
hiwing them with an arrow or your hookshot, you'll hir the jack-
pot as Rupees pour out of your targets,

DAMPE’S BAT BATTLE

Dampé avoids lering through the graveyard ar night since

‘s when [kana’s monster population rises up. He's not very fond
siting it during the day, either—its all the bats that bug him, If
vou exterminate them all, the grave digger will give you 30 Rupees.

SONG OF STORMS

1f you don't have a bottle of water handy, play the Song of Storms.
The song brings rain, and you can use the downpour it delivers ro
water any magic beans you've planted. If you play the Song of
Storms so that it rains on a Gossip Stone, a health-replenishing
fairy will fly out of the rock to check out the change of weather.

Play the Song of Storms in front of a
Gossip Stone. By making it rain on the
rock, you'll flesh out a fairy,

———

Sometimes, the weapon you use against an enemy will determine
what it leaves behind in defear. To cash in on your victories
against Ikana Canyon’s Blue Bubbles and Great Bay Coast’s Like
Likes, sink your Lighr Arrows into them. With each defeat, you'll
win a Purple Rupee worth 50 Rupees.

SMELLY BOXER_SHORTS

Wear the Mask of Scents, then
use its heighrened sense of smell
o sniff out the mushroom on
the second floor of the Stock Por
Inn. If you take a whilf of the
bower shorts on Gorman's bed,
you'll find the fungus

SCARECROW AND KAMARG

The music-loving scarecrow
loves to dance, Kamaro, the
ghost dancer, wants the world
10 learn his moves, and they Il at
least move a strawman to groov-
ing. Ger the scarecrow shaking
and shimmying by showing it E
Kamaro's Mask.

EAVESDROPPING ON ANjuU

On Day 1 between 1:50 p.m. and 4:10 p.m., talk to Anju at the Stock
Pot Inn to get the room key. The upstairs room she checks you into
neighbors her bedroom, and the deteriorating walls male it easy to
hear what goes on in there. To hear her conversation with her
meother, check the crack in your rooms wall ar 9:30 pam. on Day 2.




OCARINA MUSIC

the other tunes are practical, for the most part, in only one
realm of the game’s world, And you can play ust for fun, t Compose

melodi 1 rina’s ne

PERFECT HARmMONY

The measure below charts our the ocarina’s one-and-a-half octave
range of notes. To play the notes shown on the staff, press the corre
sponding A or C Button, The black armows indicate the direction you
should press the Cantrol Stick while pressing the button. In the case of
the low B, you must press A and Z simultaneously while pressing the
Control Stick Down. To play the high F, press top C and R simultane
ously while pressing the Control Stick Up.
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SOMG OF STORMS

R SHARP

" \ To change the tona of anote so that its
Vel ] ona half step highar in pitch, press and
M7 | hoid the R Button while pliying the note.

o &

®
g)o@ 0¥ g)®@o o”

SONGS FROM THE SCARECROW

g)@@ = é@o@@o@

1 you press the Control Stick
| Up wiie playing a nate, you'll
| 2 raese its pitch one full step so

1 your Il bie playing the next
L higher nate on the scale.

Zri J Sidoways movement of the

L Tochange the tane of -@:3 Cantrol Stick adds virato
SCARECROW'S SONG The scarecrov will anate s thatit's one While playing & Mle, press
———  teachymuiwo the Control Stick Laft or Fight

half step lower in f
vanations of the pitch, hssnndl\dd 1o use the tremolo effect.
the Z Button whie |

playing the note,

Song of Time. You

can also teach the scan-

crow a song of your own

design {you'll heve to

reteach it whenever you
return to Day 1) Witeiton
the staff to the latt.

W you press the Control Stick

L Down while playing & note.
ot |l lweer its piteh ona full
step so you'll be playing the
nextlawar note on the scale.

136 NINTENDO PLAYER'S GUIDE

o o s [3 I w—




Doen’rRun &

OUT OF
Time!

'I Make the most of your time!
Subscribe to NINTENDO POWER

Not all of us can travel back in time
when we're in trouble. To play the

perfect game the first time around,
rely on Nintendo Power magazine.

2 Visit www.nintendopower.com

As a subseriber

to Ni
Power magazine, you'll be
able to view exclusive,
insider movie clips show-
ing game demos and

in action when

Thanks to the pros at Ni if

every issue is packed with

codes, tips, strategies,
maps and news on all
vour favorite Nintendo
games.

SPECIAL OFFER

Fvery second counts, so start vour subscription fo Nintendo Power
today! Ask for offer 4200 to recoive 3 free Zora-blue walch with
o patied sisbsceiption. 1ts only $19.957 for one year of excitement!

SUBSCRIBE TODAY AT WWW.NINTENDOF

(I Pleare abow 4 6 wasis for deivary, Mo

you log onto the maga-
zine's special, members-
only website pages
located at
www.nintendopower.com.

NINTENDO=
==POWER

M OR CALL 1-800-255-3700

e supplias tast. Ondy VIR or MastaiCand scoapied with phens stders
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A BLESSII’\G In DISGUISE

HE LEGEND OF LINK rnmmt}"ss AS THE HYRULEAR! HERO RACES

AGAINST TIME TO SAVE A PARALLEL WORLD FROM DOOMSDAY..
IN THREE DAVS, THE MOON WILL CRASH INTO CLOCK TOWN, A
BUSTLING BURG THAT HAS BEEN PLAGUED BY EVIL EVER |~ ; [
SINCE A MISCHIEVOLIS IMP WEARING THE CURSED
MABK OF MAJORA ARRIVED. LINK, WATH AN
'ARSENAL OF MAGICAL MASKS, OF HIS OWN,
MUST UISE HIS TIME-TRAVELING POWERS TO
RELIVE THE 72 HOURS LEADING LIP TO THE
DISASTER UNTIL HEMCAN ERASE MAJORAS
EVIL AND CHANGE FATE.

DON'T FEAR—TIME IS ON YOLIR SIDE.
NINTENDO'S OFFICIAL PLAYER'S GUIDE FEA-
TURES EVERYTHING YOU'LL NEEI¥ TO KEEP
YOLR ADVENTLRE GOING ACCORDING TO
SCHEDULE, AND IT'S THE ONLY GUIDE FOR
FTUAJORNS MASK THAT YWAS WRITTEN BY THE
INSIDERS AT NINTENDO POWER.

NO GOSSIP STONE LEFT UNT EDI

DETAILED MAPS FOR_ALL DUNGEONS AND WORLDS
REVEALING EVERY ITEM AND STRAY FAIRY LOCATION

)

] ]
s COMPLETE MASK_INFO FOR_FINDING ALL 24 DISGUISES ' .
TG EAR[ THE PERFECT ENDING !

-

STEP=-BY=STEP STRATEGIES FOR_EXPLORING THE TEMPLES

AMD DEFEATING THE BOSSES _ ° E « i\ .

@

r

TOWMSPEOPLE LISTED InN THE BOMBERS' NOTEBOOK_

SECRETS GALORE IMNCLUDING TRICKS AND THE

& ROUND-THE-CLOCK SCHEDULES FOR_HELPING ALL OF THE
@;: LOCATIONS FORALL SKULLTULAS AND PIECES ©F HEART




