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The Legends of Hyrule

T st the suge foe this adventune of the legendary Hero of Hyruio, It
will b luformative o delve Into the “Iriforce myth, an undient epke
abpmt the ereation of the worfd that is still beliesed 9 the lund of
Tarufe. Every culture Jus woch myths and theores sbour the oreation
al thete wietbs, and it con be beneficinl and: enteralning to exiamine
them o detall, for they often affect the present day sl atmctane
The legends suy the mythical gods of Fyrule hod 8= thelt chogen
peaple the Hutin These nnclent people scralls that hro the
primay source of the legends .

The Creation Of Hyrule

Agconting to the Hylian somils, the mythical gods descondied from o
fH-nu.utL acknal fo/ the warld (hit wos gnd crented order and e The

of Frwer dhyed the mountatng red with fire and created land. The

of Wisdom creatied sejence and wizmrdre and brooght onder o
mbare. At the God of Cournge, thringh feblice and vigor, erealed lik
— the-animals thar coawl i fand and the: birds thar apar in the-sky.
After the gode had Soished their wck, they lcft the world, b-ut nit
bifre preating e wymibol of thef wicemth, o golides Hu.ug;l'e, oW (s
the Triforce, A amill bt powerful portlon of the siseacs of the gdas
was held i t'l'HI mighty amifsct, which was to gaide: the (ntellizent il
drl the world o Hymnle,

Abhionh {8 vwens-un inanimote object) the Trfooee hud the power (o

hesiow three Hilies which mave ﬂ:u_qmm wito recetved therm gmeut

purwers; “The Farge -:ﬂ"hmnﬁ'rh“ he Keeper of Knowledg”, and
", From-iis hﬂ!lﬁ place i the soscalled qultlm

FThiy Juror of Ciari
aee beckoned peonle from the

Liind where she goids plnu,'ﬂ i1, 1k




wstiide world 1o seel bt the Tiope thinr somedine worthis of thise
titlea weorald find (1.

Witk thelr megle nfused biood, the Hyllin people were endawed with
pvchic povwers ol alidlliin wizandoe Tt was aluo sabd thir thedr Jong,
painted earf-enabled them o hear apecial meﬂgf:n from The godta, ao
they were held in high esteem By masy people in Hyrule Thelr
descenilients nattled tn sarius paurts of the world and puksed on theis
knnwiedge nd mogies! lope o 8l poopte. Bur in'ite pesstng, the lore
waEs often distorted o lost altogether. |

Gates To The Golden Land

T Hitile, there tire-many Hylun Iuildings which e mentioned
repestedly in the fegends. These builldings. which now e i rain, pele
mmadcr of thelr former spledor, ore Cogely thed (o the Tefonee:
Some were sl o biuse the Triloroe aell

If i wisre Gmdy 8 Wvmbol Of the boids, the Trifoeed wounld be clneted by
thiiy, But i viezse Irom the Book OF Modom (u collection of Fvlidn
tegends and lome) medie the Trifireee even more desteihlo

n @ realm beyond sight,

The siy shines gold, nof blue.
There, the Triforee’a might
Makey morfal dreams come frue

Mury, ngprrestvely seanched fior e wish-granting Trifoece, but ne one
not even the Helion suges, was sure of Al Tocotion, {he koowledge

hd becy Mt over tene Some sadd the Teloeee oy wader the désern




others suhl thay 1 wase e the demtersy i the shilim of Thedily
’.'l1|'|||.||T|.l||r._ hl.ir'rlu 10 [Tarim i | i mariil Tt y‘u'p.rnln; i T1'||" -IHE:'IFI."I:
sol (o] b Just foe oover, which e sees led 20 the spillieg of
Tlepad . Sy {Hie l:l:l:E].l arhiig g lelt Ly thirises 'M."L‘I.I.‘I;'].]il’.l,g ler the
Trifrrce was i grded

e iy, LIS lly |||1.'4."."|.{|.":.||.l [T m:ﬂl." Paw A e Cvedilen 1l ol the r:!'.l:l'ﬂl.'.i'
wos apened by g gang of thuows slilled (o the blsck arts. This land
nue ]‘E{." no other In the gurherng twilight. the Triforce shone from
1= F'I-"*lll‘.ﬂ ||.1u.r.vr: Eug‘h uhl.h:c lhl! wirdl, Tnom Il'ul suribieg kg itle, r.|.l.v|:
lender of the thieves folght his vy past s fllowens o fiss for the
Ciolden Tower After wnguishiog his cwn follweers, the leader stood
fuitrm bt ot Ve Telloree and grampecd 0 with bis Blood= stained
hands e beard a whiepered woice= =1 thon hast ' o stmng desire or
drewny, e fe e " Ao o oeply he onsinE Taoghtes oF thie Tarimesid
lenler echoed widdisa Lhme opd mjuce dnd even reached tlie {avo land
of Iyrile, The\pamg of this kg of thicres i Ganendarf Thagmin,
AT O o 5 TR hrt'-' Triw wlhow, Misadeoy Chendmwhich memmns Cueon
u|' 1thit I:.l'.l.'!.u.'lulﬂl Milewes.

The Imprisoning War
4 o oot oo whit Cuneny wished S fome the Trifuee. Lowgver, o
e vl power begin by Mow freo e Gelden Dand uid grealy men
wie e there, Do becomie- misnbiers. of Gadon's avmy, Blacl clouds
sermanently dacdeemed the-slon ind oy disasiers beser Hyvoiie. The
e of Himale sen for ke Sevien Wise: Men and the Koiphis OF

Hyrale, asl osfered thiews 1o el the votrance (0 the Goalden Lapl,

The Tigfome, heing e
Inanimute abject, clhnmn
follge trebwieen goaod, and @yl
Thesefare, i could not kKo
rhat Uiannn'scwishe g wirre
evily (1-morely griceed them,
fuapocting thst Uisgon's
power was sed on the
Triforee'e magic. the people of
Flymile forged '8 sword
resistiit (-madid which
cald repulse et privwers
granted !:}' the Trifonce, This
migliey winpsr béchmy knowa
Ak the Wade of evil's bane, or
thn Masrer Swond. T was sy
pnerful thatl eoly ome ek
witk pure of bgart gl strone
of by could wigld i As she
Seven Wise Men seurched for
a vallant pirsin L rake p
the Saster Sword, Ganon =
el ey swsrrmied dnoim | Ehe




skl Crbshilen Landl fite Hyribe and stinched the cnstle, The nise
nn and the Bnights OF fyroke comabaned forces (o ownge wae on s
el Tkl

Tl Badghts: ook the full brame of the ferce sock, end aithongh thee
rrll_'luljl LJHj_'nj__llllunh |I14_|n'\| i !n]u.r MH:II i |1|-|I lh..il |!|I1.' “lH\':hr
thair fives were not lest Gt vk, fow thisy hedight, Lt vénine fair flh
Seven Wise Men o mmggicaily ses! Crnom o (e Golden Land Al af
|]'1.'r|:|rr :—]”I. ul !|'rr gt "1_." I||l|| H]_Ihl..lt! _|||_:u..|" u_hﬂ ||n||.‘:r

Comnin®s ewt] and dhaes This war, widch had clatnted thads e
hecmme Joown as) the Tmprisondog. War o stories told o Tnrer

cuntunes
The Coming Of The Wizard

Dlomy cusituriis fave pukbmad whoes the Dnprtsoibig War, The tind of
Hyrole froaed e wonmd= and the peopte Thved 18 peace Sor o long

Mutmorisn Ol the vletors Tmpmisoningd Wir fuded dves the
,!;l_m.-j.ul.lun-r'....

Sy il 18 no sirpelse thul no one wos prepmred for Uie oew’ disEsleens
thenl speiently sivck Himile Pestileudce und deo

weontroflable even by mgic, fvaged the lnd. The Jdn af Hvule,
nlter conmel] with s sages. areered me investigition & the
Terprbssmed Thirk 'i'.rl il (as vhe Gioylden: Limd Tl coue (o e o)
bt the wise men's weal was apprieatly lntacr Mo offensd rewsndn for
fidyniie whio Goilid Bnd thee sourve of hess trilbles: In wnswer o
Ehere wmmnems strmnder bkl Apnhain camsd atild uelfed |'|:|...~

dimeesiern with o previoumly aoseen oo of megic. S0 rosind, Lbe
Ity e Bilint ' mew pioBition bs eltief mivisoe add b o the Sevi




Wise Men, The musses prochilmed bim their hero Peace hid retured

to Hynile. or P iEP

O e, e hove traveled theie whispesng path swith alinming,

frequensy. Rumer= sipnng Agahasim aow sules the eountor with hia

T, pmins of strorge magical expertments in the costle fower ut
-+ The penple of Hymde webe gripned b deead,

Prologue

Chae amight, o gicl's yolce mwailbiens s foom ) soar sleeg

“Help me...
My nome i Zeldu,.,
I am in the castle dungeon.”

She celeputiieully. plewds.

Yo Jetnip ot of Bl ot Juyeieti g whether the wsles wag partof §
el o reality. Ppon leaving sour bed yon flnd s usele, who
shinild be fisd anfeep ut this tyme, prepaang o) ge oul) gieded oy
hatile

AT e Bk by mromn” e saye as be depurtss “Don'| Teave the
LML

You wateh him leave with the family swoed m el and stodld ondrm
Thids b a0 ight ke no othes Whe |s-2Zelda? Whene had youe uiiele
garpie and for what peason?

Aod se, on @ ill-Eed pight, o mew chapter in the egend of Hymlc's
hern Beglus— o new chiapeer in The Legend of Zeldal

-l



Your Quest As The Legendary Hero

The Golden Land of the Triforce has
became a Dark World corrupted by
Ganon's evil wishes, However, this Is
not enough for Ganon; he alse wanis to
make Hyrule, the Light World, his awn.
To do this, he needs o break (he Seal
Of The Seven Wise Men,

But he cannot do this with his power
alone. He must also use the life force of
the descendants of the Seven Wise Men.
With Agahnim the wizard as his pawn,
this is about to become a reality (thus
the lale night experimanis in lhe caslle
tower..).

You, as the legendary Hero of
Hyrule, must enter tha Dark
World on a quest to save the
maidens that Agahnim has sent
there. The aim of the game I
to solve the many mysieries
and adventuras that awall you
along the way to rescuing the
maldens, defealing Ganon,
and returning peace to
Hyrule.




1. Before Starting the Game
To begin your quest, Inser ha Game —

Pak into the Supar Nintenda P
Emerainment System®™  and lurn the 2 T
power ON. The tile screen shown on F

tha right will be displayed, followed by
the story Introduction. Press the A, B, X,
Y, ar START buflon o dispiay the scraan

s e
B PLAYER SELECT SCREEN

| pTEEETeE | The Game Pak can save data for up Lo
—————— threa players. When you first start playing
tha game, select any ane of the three files
(s displayved on the lefl), and input your
name. First, move the fagrie cursor using
tha - 1 Contral Pad or SELECT button, then
press the A, B, X Y of START Button,

¥ oo S i R

UFY  FLAVER

IRREL PLAVER

Mext, inpul yolr name at the Reaistar Your
Mame Screen. Move the cross hairs using
tha - ¢ Contral Pad to select the latters of
the alphabetl, and prass the A, B, X, or Y
| button to inpat the letter. Finally, place the
cross hairs on END or press the START
Buttan to input the nama. Up 1o six leitars
can be input, Now the player's pictura,
name and Heart Containers (which
reprasent the amount ol lile-forde yau hava)
ara displayed in the Plaeyar Select Screan,
Salect this file again to stari the game
Fraom now on, data will be saved in (his Tlls
during the gama. (See page 25 tor more
detailz aboul saving your game.)




Whan you wanl lo start @ new game but all

three lies have dala in them, you have o SHGENNIE
erase the data in ong of the files, Select )i —
ERASE FLAYER on tha Player Selec! o
screan 1o display the message "WHICH &L

PLAYER DO YOU WANT TOY EBASET" o =
Now select a file that you no longsr need P —

If you have changed your mind, selact B LONEL FLOVEN

"QUIT I you really do want o delste the
e, setect "ERASE THIS PLAYER, " Remember, once you seledt
“ERASE THIS FLAYER' the data cannol be racoverad

B COPY PLAYER

Whan you want to franafer one player’s e
dala to another file, select COPY PLAYER
to display the message "WHICH?". Salect

tha file that you want o copy. Next, the

message “TO WHICHT" will ba displayed,
g0 safect the file wou want o copy 10,
Sslect TCOPY QK to transfer, or “QUIT™
{0 leave the fife-as It is. Remember that if
Yyou copy 1o g flie thal already has data in
it, you will replace the data in the target filg. ==




2. Viewing the Main & Sub Screens

This game s playad using two types of sereens! the Main Screen
and the Sub Sorean.

MAIN SCREEN

This preen metar shows how mugh Magfe Enurmr youl

hmve. (Ses page 27

This baw displays the llem that you eurrently have

ready 1o use Press the Y Button 1o actlvate the Wem

shown hare

This shows how many Aupess (the durrency of Hyrule)

you have You can have p fo B98 nipess,

This shows how many bombs you have. You start off

with the ability 10 :.'.an-ﬁr 10 beamba.

This shows how many arrows you heve, (these are the

ammunition for the Bow). You start off with the ability.
to garry 20 arrows. || you do not have the bdw, you

cannot use tha-armows, bul you can Sl carry them.
*ou can mise the madmym amount & samhs and armws
¥ou 280 Samy. during the gems.

This-fs tho key hat opens the do0es 0 the dungsons:

Small munwymmlnlmmmm m thiy am

found in. (See page 38

Thie displays (he extent of your |ife-force with Haart

Conainers Il you are urt, your Hearl Contalpars will

amply. Il & your Hean Containers @re empiy, the

game ends, (See page 28)




Tre Y Bullon-corfrollsd lems-you gisoover
durlng the game are shown In this window, Use
the cumsor lo salect | item wou wan o use.
(See page 20

The name and picture of the Nem curenily
ready for uss in thiz window,

This window télis you what aétlgns vou can
petlorm with the A Bution,

When you delsat the evil masier of & dungson,
yau will receive a Pandant or same olher
spacial fom, Thuwlnmnka&psmkntm
many Pandants you Rave (You will have in)
colisct something diterant i tha Bark World,)
You mist collect dll of (hese itema fo limsh (he
game and restore paace 1o Hyrula

Thiz window jails you the stefus of your
weaping, shield and armon (Ses Paggs 23)
Each dungeon has a unique sat of tressures 2
Map, 0 Compass and & Big Key | you lind
them, they are dlsplayed hee while you se
inside the dungacn. (Sea page 32) If you
outsice, |1 will show how many Places O Heart
you have collected. (See popge 28.)




3. Using the Controller

e -

e

&% Ganmol Pud SELEOT Bution  STAAT Butian

EXZIETN Proyer Movements

With fhe r_~Control Pad you can move your character i mnh'r direstions
Imcluding up and down slaire. This giso moves (he cursor

BE LN Ending & Gomie

The SELECT Bution lets you end the game and save data (See page 28))

[ STa suton LR

Pregs the START Button fooswilch i the Sub Somen. You can then salect
itemns to be used with the Y Button or chack the siatus of your equipmant,
(See page 20.)

EETTTTI isuing thie Maps

Priaga the X Butlon to view the overword map or (he dungson map, (Ses
pRge 21
Holding and Running

The A Buiton cen be wsed for @ varety of &cﬂum. Innh.u:llng pm-hmg up
chjects, unning, letking, swimmming, =ading, grasping, ond opening chests
(See page 15)

Swinging the Sword

The B Button lets you swing the sword 1o atiack enemiss. This bution also
:::E:gm nhr.::"vi.*aa made on the Player Selec! screen end Game Over scraen.
page 1

LTI using ltems

The ¥ Button activates various ltlems for attack, detenss, magic and
movement. (See page 19 & 37)

Soo the expianation ol sach bution for details:




Using the Controller

The <> Control Pad » Moving Your Character

I —=.. The 41 Control Pad moves yaur
il , \ character on the screen. There gre
|' + = P ':, many hiddan secrets in the land of
. P £ | Hyrule, so you will have to search

" ... ./ every nook and cranny lo find

e e averything
B Walking Mg =

Yaur charactar will walk in the directlon that " ; .

the /| Control Pad is pressed, He can walk
in alght directions: up, down, (eft, right, and

at four angles in between. &"‘ 5 ’ o=
it

It is-possible 1o leap off of ladges in tha W,
everworld and dungeons as long as there is v
no obstacie at the edge. Leaping down s =18

oftan & short cut and is the only way to K.
reach some areas. e -

Walk to the edge [ﬂ?

and press the 1 o B&E i
Control Pad in tha == ]

direction you want S 8 i
Py

sl F

Some blocks and stone statues in the
dungeon can be pushed around. Move your
character next 1o the block or stalus you
want to move, and prase the © - Control Pad
in the diraction that you want lo posh the

objeot.




Using the Controller

2] A Button « Action

- -

‘ \ There are sevan ypes.of action that
[ \ can be performed with the A bution,
L | 3 ® The main ones are as follows:

M Running and Hitting Objects i b

Il there are nd obstacles dirsctly in frant of you,

Hold dowr the A Button for about one second &,

to make the player run {in four directions anly). *‘ biirs

Wher the player s running he will autometically

draw his sword. Press the |- Gontrol Pad In a ‘

different direction 1o stop running.
MOTE: You can only run |l you are wearing the
Pegasis Shoes, (See page 17)

If you run |nfo certain walks, you may make a break
tham down, and if you crash into objects such as
31 traes, hidden things might fall fromithe branches.

>y

Position your characiar next o the object you wani
to plck up and press the A Bulton. Press aither
the A or B Bution 1o maks mnﬁnrﬂr throw the
objact (four diractions only). f object hits an
anamy, It will cause the ensmy damage,

Al the beginning of the gamsa you can only pick
up bushes and pots, bul during the game you
can increase your strangth and pick up large
boulders and other objects. Nota that you
cannol uge the sword of othar llems whan
holding an object. (See page 24.)

B Opening (Treasure Chests)

If yau find a treasure chesl, position your charactes
in front of it and press the A Button to open It
If you opern-a chesgl, he treasure ingide |5 yours.

F .

@
b -




I you find Zora's Flippars, you can swim,

Hold down the = = Contral Pad In the ?ﬂ
direction you want fo make your cheragter ﬂ_‘_’_ Q.,

swim and prass either the A, B, or Y Button. ===l
Whan you are swimming, vou cannot usa -
ithe sword or any of the jlems,

| mTalking [

If you approach a villager and press the A i -
Button, you car haar whal they have 1o say. i 1 "ﬁ
If the message 2 long, you ean press the {lw'.-
A, B, X or Y Bution to maka the reat of the

message appaar quickly.

Face Whé digns and monoliths and press the
A Buftton 1o read the letters written on them.
Also press the A Butlon to listen 1o the
eider’s telepathlc message thal comes from
the magical Corner Sione of the dungeon,

® Grasping and Pulling

Toush-an object and press agains! it with the = Control Pad whils
holding the A Button to grasp it. Then press the < O Control pad in the
apposite direttion 1o pull the object. Of eoursa, you cannot pull
averything, but you can cerainly try pulling objects in the dungecns,
like levers and statues

The actionz avallable using the:A Bullan
e cisplayed in the DO Window of 1fie
Sub Screen, Check the adtions |0 thisama
Hdiating (he game whan you ar nol sire of
thie evatlabls actions. Nole Ihat RUN #nd
BWIM will be displeyed wheh you receie
the Peoasus Shoes and Zom's Flippemn
LIFT will chanas tn LFT, 2 and LIFT. 3
whan you increass your litting sirength

18



Using the Controller

B Button « Swinging the Sword

you master, the better you will ba able
1o deal with the many monsters you
= will mesl.

@ Normal Sword Blows F:- g

Prass the B Butlon o swing the
sword. The faster you press the B
Button, the more rapidly you will
Sing your Sword

_ Swiordsmanship will serve you well [n
Ir-’ - defeating the many anemies you
(' (L ] iy encounter. The mare sword technigues
e C el = 4 "=
" "

oo

B Whirling Blade Technique

Hold down the B Bution for about two
seconds 1o focus your pewer In the
blade, Once the sword is charged,
you can releasa the B Button at any
time 10 execute & whitling attack that
will aftect any enemies nearby. This ! ’

awesome aitack can be used o attack
an enemy standing behind you,

B Dashing Attack

When you have the Pegasus Shoes
you ean run with your sword drawn. If
enEmies happarn to be standing in
front of you, you can hit them as you
rien past. Hold down the A& Button lor
a second to build up soeed, then

you're offl
17




B Sword At The Ready @
e

If you hold down the B Button, you will hold
your sword in g ready position, You can
then use the - Cantrol Pad 1o move your
character in any dirgction, |l you come upon
an. object your sword can out, such as a
bush, you will automatically mow It down,
Try this with & row ol bushes.

When your sword's power level is two or
more and all your Heart Containgrs are full,
you can launch a baam from the tip of the
bieds, This bolt of energy can be used 10
attack enemies at a distance. (See page 23)

B Beam Attack

it no bution |5 pressed, your
eharacter will have his shiskd

raady, You can use he shield
to protect yoursall from a frental
attack such a5 arrows lirad by
the enermy. (The shield will not
protect you from all atiscks)




Using the Controller

Y Button « Using Items

" ~.. The ltems you have collected can be
y = .\ used by préssing the Y Button, (See
| (E I‘r‘.- N e H the ilerm explanations on pages 37 and
; 41 for detalls.)

."l i

] Use Your Items Carefully] DI

What |s the mysterious power ol tha Flute's y

music? Onoa you have found the Flule 'r
Boy's avian friend, you can use the Flute
o summen him {0 take you to aight
differant locations in Hyrule.

Cnce you have lound the Flute Boy's bird,
play the Flute and you will es lha scrgan
on the right. Press the - Gonfrol Pad fo
select & number from 1 1o 8 for the place
you wanl to go, then press eithar the A, B,
X or ¥ button to go there.

() The Staff of Byrna and the Mag

Press the Y Bution (o activate the Staff of
Byrna or the Magic Cape. Press the Y
Bufton again lo deactlivate the ltems. Both
of these jtems use Magic Powsr (n
proportion to the amount of time they are
vead. Il you use all of your Magic: Power,
the items will automatically deactivata.

“If you have slready usad all your Magic Power, or you have
an insufficient amount, these items cannol be used.



] How to Select Items DG

You can select an tem for use with the ¥ Buttan in the ITEM Window
of the Sub Saresn,

Press the START Bution 1o ses the
Sub Scresn and thén uss ke =
Cantrol Pad o move the ciroular
gursor i dhe TTEM Window to saldot
the lhem yol wan. The ilem wou
select will 2ppaar in the lop right
corner af the serean. Prass the START
Button again to return 1o the Main
Screan,

B How to Select Bottles

Il s pessible (o0 coflect four Magic Bottles.

It you want to use the contents of a bottls, ik —%
you have lo selact the boltle you want. P
Align the curser with the bottle in the llem i
Selection window to display the soreen |

shown below |
. ¥

The toftle curmently selected and
the name of its contents will be
displayed in [his window,

All of your bottles are shown in
this window. Press Up or Down on
tha £} Coantrol Pad 1o align the
Gursor with the botile you want 1o
seledt

*If you donot want 1o select & bottle, press Laft or Right on the
- Contral Pad to move the cursor back 1o the [TEM Window.



Using the Controller

(2 X Button « Viewing Map Screens

il The automatic mapping featurs will

' “m 13 \ help you explore Hyrule by showing
U'FI 2o 2, your current position and your next

'-___=___/"

/' destination.

] Close Up Map Screen _
If you press the X Button when you are in |

the overworld, your immediate surroundings
will be displayed from an overhead view.

You can soroll to another portion ol the map
by pressing any direction on the & Gontrol




Switch
beatween (he
o msps
using Ihe L
and R buttons.

I Complete Map Screen DN

It you press the X Bution agéin from the Closa Up Map Serasn, vol
pan view the Complete Map of Hyrule,

A symbol represanting your characiar
and your next destination (usually a
dungeon) flash on the Map screens.
When you are nof sue whare fo go - ma)
next, take a look at the Map screens, g
and head for the recommended place. |

you usa the Magic Mirror, the warp E‘Fﬁ =

point you created will also be shown on -
the Map Screens. e
You can aiso view the same Map
Screens in the Dark World, Hyrule (the
Light World) and the Dark Warld look
alika but have subtle differences. Find
the differances belween the two maps,
and you can solve many mysteres of
both warlds. From the Complete Map
Sorean, press the X Bultion once again
to relurn to the Main Screen. Press the
L ar R button to switch betwesn the
Close Up and Complete Maps. Note
fhat when you are in the dungeans, you
can view the dungeon map by pressing
the X Button, (See page 33)

*You cannpl view the Map Screans
when you are in a house or 8 cave.




4. Heroic Equipment

Your characten can become
stronger by finding and using
maglcal equipment, It is essential
1o be well armad for attack and
dafensa whan taking on he many
powerful enemias you will
ancouniar.

EGUIPMENT

-~ The sword has four potential levels of power

P You can see whal leval your sword Is curranily
_,_.‘f al by looking &t the number next to the sword
S symbal on your Sub Screen, Your first goal is (o

obitain the Masier Sword, which 5 gower laval
Iwen

The shislkd has thres potential levels of power
Your first shield can only lend off the enemy's
amows, spaars and rocks: Il you Improve your
shield or find a better one, you can defend
yoursell against different aftacks.

3
"
Y
¥

) Armor

‘ You start ofl wearing a sull of green cloth which
L‘_' hardly protecis you at all. During your adyeniune,
i you wil find the Blue Mail and the Red Mail,
| These sulls of armor educe damage from
e enomy Bttacks by 2594 and 500 respoctively,



This magic foctwear has been handed down by
tha family of one of the Seven Wise Man. If you
wear these shoas, you can run Incredibly last
You will get the Pegasus Shoes from the wise
man Sahasrahla;

() Power Glove and Titan's Mitt

It you wear thase gloves, you can pick up
objects such as rocks that you cannot fift with
your bars hands: Il you can get your hands in
these gloves, try lifting & few things

(OZora's Flippers
These Flippers belong o Zora the man-fish,
whose demain is the wel blue yonder They are
a necassity — you cannol swim withaut them (It
you try swimming without the Flippers you will
be returmed 1o land). To get through this
adventura, you must get your fest wet, 5o find
the Flippers as soon as possible,

Peopla who enter the Dark World are
transformed inlo a shape thal refiects whal is in
thelr hearts. Wou can prevesnt this by obtaining
tha Moon Pearl, which protects lis bearer from
the power of the Triforce,



5. Ending and Saving the Game

DE; ' e 30 I all of your Heariz are empty (from damage
takan from amemy attacks, ele) your game will

be over, YWhen the game is over, you can

select ane of the following thiee commands:

HOE QUER

] Save and Continue D

Use this command al the game's end if you went lo save your
progress and continue playing. Tho slarting points whan restarting
the game am as follows:

Game Ower Location Restart Location

g‘mmn qwma a Hyrhla The halfway point between the
{up 1o rescuing dungeon and the sewer

passageway

Out and about in Hyrule (aftsr = Playar's House
ma-nuing Zalda) » Sanctuary

= The Mountain Cave
[select ane of thése threa)

Out and about (n the Dark World | The Dark World pyramid
in tha dungeons The dungoon antrancs

*If you salect the Mountain Cave, the game will start inside of the
cave with ths ald man on Death Mountain,

I Save and Quit DN

Use this command when you wanl to save a game and guit (the
game will refurn to the title screan). Note tha! it you use this
command when your game ends In the dungeon, you will nat rastart
the game al the entrance o the dungaon, as it would If vou' used the
save and confinue command, (NOTE: Tha location of any warp points
created by the Magic Mimror will not be saved,)




BN Continue without Saving DI

Use this command 1o continue the
gamea withoul saving your
possessions (the datd saved In
your character's fila will not be
changed). This allows you lo
assantially try again.

“If yol want to alter your selaclion
from the save stalus, press the
AESET Buttor::

*In all ol these cases, when you reslart the saved game fater, your
Hearts will only be from 50% o 75% full (when you have lour of
mora Heart Containers )

Prass the SELECT Butten to and the
= game (save tha game).
SELECT

Il you have 1o stop the game suddanly, or you have axhausted your
magical power or items and are unable to deal with the enemy at
hand, press (ke SELECT Buiton ta bring up the option fo siop fha
gamea and save it

When you press the BELECT Buttan, the
soreen on the tight will be displayed.
Select Save and Quit using the <5
Canftrol Pad, and press either the A, B,
X, or Y Button torefurn 10 the title
scresn. You can also use this scresn 1o
pauvse the game, Select Continue Game
o resume play.

*Il you run out of Maglc Power in & dungson, you can retumn to
the dungson entrance using the Magic Mirror, sa think about
what is best betors using the Save and Quit command.

]



6. Life and Magical Power

T Restoring Life DS

You can refill Hearl Containers thal have

baen lost in battle by finding small hearts.
Each small hean refills a Heart Container
small heans somatimes appear when you

(r.J
dafeat an enamy and can also be lound in L5
bughes and pots. Also, If you can capture nt
one of the little faere that inhabit Hyrule, Iy
you will get seven hears. It you find the i

alusive Faaria Queen; sha will restora all
yaur Iost hearts, During a lang advanture, i
I8 8 good idea to ramamber whata faeriss
live(

B Restoring Magical Power DX

You can resiore Magic Powsr, which is used
0 power differant magle tams, by finding
Magical Decanters. Thase Magical |
Deganiars come N two sizes, big and small.
A big Decanter completely refills your magic
metar, and a small one restores one sighth
of your magic meter, As with small hesarts,
you can also gel these from enemies you
deteat. During the game, you can sel the
tevel of Magic Power consumption at 50%,
affectively doubling the amount of Magic
Power you have.

el



] The Magic Shup _

You can restore lite and maglcal power by
using magic potions. Tha Magic Shap in the
north east of Hyrule sells a variety of such
potions, bul you eannol buy them unless
you have a bottle to carry them in.

(O Green Potion: 60 rupees

Thie completaly restores your Magic Power, .--t-_.-f'

ORed Potion: 120 rup !(__j'

This refills your Hean Containers. [+ 8|
(O Blue Potion: 160 rupees :l' i &
This completaly restores both heans and

Magic Power, f "'_j
Ik |

) Heart Containers and Pieces Of Hearts Ol

At the start of a game, your character has only three Heart
Comaingrs, but you can find many more during your advenlures, You
will find one of lhess Heart Containers in Sanctuary, and you will
recaive the others ong by one as you defeat the dungeon keepers.
Fieces O Hearnt Containers are hidden all over Hyrule, Il you collect
four Pieces Of Hearl, you will gain one full Heart Contamer. 11 you
manage to collect all the Hear Containers, you will have 20 hearts in
your life gauge,

S | You can sse how
= \ @ /' many Pleces DI
b . Hsart you have on

" % 4 tha Sub Screen.
Heart Cantainer Piece Of Heart




7. Lore Of Hyrule

Hyrula |s full ol ancient sacrets and unusual lite forms No one
should venture info its wilderness withoul some preparation, so read
some packground lore before you set out on your adveniure

You will find Rupeas and Hearts hiddan
away In these bushes. Cut them down or
pull them up to revaal the hidden items:

The peaple of Hyrule use precious stones
called Rupees as gurrency. Theére am three
different Kinds of Rupees:

Groen rupee = 1 rupee
Biue rupes = § rupses
Red rupes = 20 rupess

In this store in the southeast of Hyrule you
will Tind the Red Potion of Lite, Hearts and
Bombs for sale. When you have some
spare Rupees o spend, you should drop
into the-shop and take a look. Rumor has it
thare is a similar shop in the Dark Warld.

)The Fortune Teller's House

‘b'i.'-u can talk to tha Fortune Teller o have
your fortung read. This information can give
you an idea of what 1o do next. You should
have your lortune read as many times a5
possibla. The cost of sach session changes
with the mood of the Fortune Teller. [The
Fortune Teliar will also heal your wounds as
an @xira bonus:




OSmithy’s Shop T —

The blacksmith lives just & litlle to the east |
of Kakarikp Village: With 'his metal-working |‘
skill he can improve even the mighty

Meste: Sword. However, he cannot da It
himsalf, and his pariner ia now missing...

| —
CPond Of Happiness

The Mysterious Pond (s located In the
middle of Lake Hylia, Each tima you visit,
you should throw a few Rupess into the
pond. Over time they will add up, and
aventually the fountin will bring wou
happiness.

O Whirlpool Waterways

There are six magical whirpools in the
rivers and |akes which connect thres warp
walarways. |t you dive into one of the
whirlpools, you will surface in a far away
body of water. You can make use of thase
watery shor-cuts once you have Zora's

Flippers:

COMagical Warp Tiles

There are eight magical flles which are
enirances 1o the Dark World that was

P KT ;

S

sealed by the Wise Men long ago. Most o — .

thesa are hiddan under objects like = ‘ﬁ

boulders. You must find these in order to =

g0 1o-places in the Dark World where you B . . a

could not normally go. e =
. = =

“Oneca you have overthrown the wizard Agahnim, vou can also
enter the Dark World frem the entrance of Hyrule Castle.

G|



8. Dungeon Knowledge

To restore peaca 10 Hyrule, you cannot
avoid fighting |n the dungesns, || you Ml
claar all of the dungeons of avil and win

the Triforoe, you will be recognized as |
the true lependary Hero of Hyrule.

An evil dungeon keeper lurks n the dark
recesses of aach labyrinth. Whan you
dafsat it, you will receive a Pendani of
Virtue or a Crystal. You need lo obtain
thres Pandants bsfore you can wisld the
Master sword, And one of the missing
mafdens Is trapped inside each of the

Crystals.

To simplity things, | will rater 1o such pfaces as the underground
{abyrinths, tha towar, and the inside of the sanctuary, as “dungeans’’

N

There ara three Pendants; one carved with

the Crest ol Courage, another with the ~
Cresl ol Powsr, and the third wilth the Crest
of Wisdam

Finding seven Crystals is your
goal'in the Dark World,




Y The Treasure Chest and Dungeon ltems [N

In sach dungeon you will ind many treasure chests with Rupees and
athar things inslds of them. The map, compass and blg key are also
hidden in the treasure chests You can only remove the contents of &
treasure ohest onee. Each dungeon also
containg a big (reasure ches! thal contains
a specigl item. In some cases, these ilams
will be necessary to gel through later
dungeons. In any event, spectal
itams will halp you at soms
paint later In the game. Be
Eure 1a find them!

)

The dungeon map shows the layout of all the /

ropms in the dungeon and your curreni
positian,

The compass points oul the location aof the b A‘_h_
avil master of the durgeon. ‘—/'j

*Thate I no compase in Hyrula Castls.

Il you find one o thase dungeonh
itams, it will be displayed hare on
the Sub Scraan,

“Il you open the big treasure chest, ils location will also be
shown, on the dungeon map,




O How to View the Dungeon Map Screen OH

Fress the X Button to viaw the Dungeon
Map Scrasn. The dungeons ara
complicated so if you get lost take & good
loak at the map. Proceed with caution as
yiau make your way through thess places

'rhn latt window of tha Dungson
) Sereen shows haw many floars

thare ary in mn dungean. A
detalled layout of each floar can be
found n the righl windew of the
Dungesn Map Scresr. If there are:
more than three floors to the:
dungeor|. use Up and Doawn on the

5 Control P!.d mnmmﬁ 1o the floor

vnu warnt. T also:
whl:h ﬂoc!;’mw

m&racmr md the dumaun kemar
ara on, T'Im nl::ull symbal "
Hmnl ng the dq:rtnm

will nat b g[ﬂ;ﬂn‘fﬂd “until mﬂm
foungd the compass:

*Places wh hmmn dungeon keeper, like the caves of
Death MmTtaln. ot fa ﬂunﬂﬂn‘ Map Screans.



Tne nght screen usually shows anly the roms that you have
already axplored. |l you lind the map item, howavar, moms
thal vau have not vel bean 0wl Be displayed. The brackets
on the Dungeon Map Screeng are for easy identification of
your character's positian, The red lamae indicates the area
thal is directly shove or below the whits ame that ke player

:::Elnanﬂ;du (The steps e nof displayed neide the dungean
5,

Skull

symbaoal

Blingean M_aal_m_r‘s Lair

Dark Blue
Linsxpored Roomis
Tellow Mark

Simirs

'.T!'::'h“"i] Mark
Your Current Position

Blg Red Mark

Big Treasure Chest




] Dungeon Contraptions [

The dungeons are complicated places full of powerful enamiss.
Mdm this there are traps and mysteries that will give you a
haac 8.

('Pots
These are scatterad throughout the dungeans. —
These pots come in handy, because you can r—-g\__
plck them up and throw them al the ehemy ;

o cause damage. You can also find hearts
in some pots, and some hold arrgws and
bombs (note that the contents of a used pot
will not be replaced until you keave the
dungeon). Also, some pots hide switchas
that open doors.

['_-_':lKE}'ﬂ- ﬂnd DDGI‘E LA
.

Il ooms are divided by a locked door, you 4 Q.?';;.
will nead that door’s key. There are two | ':':}'
types of keys, small keye and big keys. —
Small keys can anly be usad opece, but the f

big key can be used a8 many times as you S

llke. [The keys of one dungeon cannot be L

used in another dungean). On top of all this
there are dead-end doors and doors that
can only be opened by swilches.

O Fragile Walls

Wall and Nloars with cracks in them can be knocked down with
bombs. You cen also try lo knock down such walls with & dash’
attack. If you knock down a wall, you can somelimes get into the nexi
roam,




In the dungeons there are blue and orange
blocks which rise and fall inlo the Hoors.
These will often block your path. Strike (he
Grystal Switch with your sword or some
other weapon o make the blocks retrast,
When the Crysial Switch s red, the oange
blocks will ratract. Whan the Crystal Switoh
is blue, the blue blocks will retract

*All of the blue and crange blocks |n the dungeons react In this way.

O Manholes

There are many pitfalls and chasms in the dungeons which typlcally

do not have lences around them. Il you stray off the path and fall Into
& pit, you will sustain damags and return to the entrance of the room.
There are also manhales (sae below) in the dungeans. If you fall inte
one of these, vou will drop through Lo the fioor below, but you will nat

sustain damage.

Bustain damsges snd Mo damage—. Bt u.rup {15]
rellm (o entrance ife foor balow

The dungeons are full of crazy contraptions and parplmung puzzies.

You are bound to coma across some danger sooner or laler, but
come whal may, you must explors and congquer these places.

Wi



9. Item Inventory

The many fems which you control with the Y
Button are vary imporant io success in your
gquest Collect them frem helplul people or
lind them In the dungeons I you learn the
capabilities of all the items-and discover the
best places 1o use them, you will ne doubl
qulcken Ihe restoration of peace to Hyrule.
Tha item names in gresn are iems: that
consume Maglcal Power

|

£ ® Lantern =
- This |s the first item you are likaly to find in your

adventure. The lantern lighis the torches in the
) ’ dungecns and brightens the dungson moms. Il
=

consUmes Magle Power to [ight the tarches, and
they goiout aftar a time.

® Boomerang

==
"‘-&.‘_ﬂ.'.-. - : .
@ I you it an gnemy with this, it will be stunned
for a short 1ima (soms enamies Will-sustain
= damage when hit by the boomerang). The
| boomerang can also refrieve distant Hupses and
o Hearts.

:

= A bomb blast will damage enemies and knock
holes in some walla, but it will aiso damage your
charectar if he is too close to the plast. The
bomb's fuse will burn for about two seconds,
and up 1o two bombs can be set 8l a lime You
can also pick up a bomb you have placed and
throw it before it explodes (be carefull),



You can put many things In & bottle and keep
them for use al a latar point i the game. Yoau
gan gel up t3 four botles, which are vital to your
success an a long adventure. Obtain thess
botlles as so0n as you can

@Bug Collecting Net

Thare are bugs dnd other things hidden away in
the bushea and treas. I you time 1 right, you
can calch them with this net and siore them in
bottles to Use later on. You should definitaly try
to catch many things with this item

® The Book of Mudora

The monaliths ieft by the Hyllan psople are
ingctibed with anciant script. if you find an
inscription that you cannot read, use this bogk
and its meaning will becoms clear

The bow 15 a powerful weapon that can be found In
the first palace, but you need amows fo usa IL Armows
somatimes appagr whan you defeat an anamy
and sometimes they are hidden in pots. Thera s
a rumor thal somewhers in Hyrule you can obtaln
a sllver bow and afrow of sven grester strength.

@ Mushrooms

These sweel tasting, strange simelling
mushrooms gre an ingredient for making Magical
Powder, You ¢an fing thess while wandering In
the Lost Woods




® Magical Powder =
This magleal eoncoction has unpredictable
affects on cartain things: Try sprinkling it on &
bush 1o cause a strange chemical reaction. lis

effect on othar living things s 2aid o be even
stranger.

@® Magical Mirror

You can use this mirmer (o escape from the Dark
World 1o the Light Warld. The portal that is
created can also be used as a gate back into the
Dark World, But be warned, If the place whera
you reappesr in the Light World Is & place where
you cannot normaily go {such as Inside of a wall)
you will be forced back into the Dark World

Mote that the mirrat will alse return you to the
antrancs when 'ised |0 the durgeon. The
Magical Mirror cannot be used in-a house or
cave.

®Magic Hammer

Use this hammer o pound stakes and other
obstagles into the ground. The magic hammer s
also sffective against some enemies, but It is
best used In conjunction with another weapon,

® Hook Shot

Thie device consists ol a long chaln with a hook
on the-end! You can fling the hecok inte-a tree,
pat or treasure chest and then pull yourself 1o
tive location of the hook by resling in the chain.
This will enable you to cross holes In the ground
or ather such obstacles. The Hook Shol can also
he used as a weapon.

@ Shovel

Use this 10 dig holes in the ground. You cannot
dig In some surfaces. You need this shovel to
find the Flute.



A lanely [ad will give you the Flule, which plays
a beautiful bul sllohily sad melody, When viu
are granted it, be sura to fulfill the requast mada
af you, [t you have tha Fluts, it will make your
Iong and difficull journey a lot easier

You can uss this magic wand 1o faunch a SuE'

zera blasl of air which will quick freaze most
enedmies. Wedkar enemies will be destroyed by
this weapon, and aven stronger anemies might
become solld blocks of ice.

This rod spits out a ball pf fire. that will sear
mast ehemles to a crisp, Soma e¢nemles are
gspecially vulnerable o fire, 80 use the Fire Rod
wisely, The Fire Hod can also be used |ike the
lantern to light toeches, but from a distance

@ Staff of Somaria '

This mystic stalf creates blocks formed of pure
magic power. These blocks can e thrown or
pushed on to the enemy lo cause damage. (Power
blocks disintegrate if they 1ouch an enemy five
times), If you strike a magle biock with the Staff,
It will shatter and tha fragmants will damage
gnemies nearby, You will need this Stalf to get
through the Turile Rock dunggon in the Dark
Warkd.



) Magic Medallions (———

S
|

® Staff of Byrna r

The beam from this staff surrounds and protects
yau from all damege. Fress the Y Bulton again
to deactivate the wand. Note that this-item
cansumes Maglcal Power in propartion (o how
lang It is usad.

® Magic Cape -

Your characrar will turn Invisible when be wears
this Magic Cape. While hidden from the
enemies’ view, you can atiack tham withoul
taking damaga, Although the cape s a usaful
am, it whl consume Magic Power while you are
using it

Only the Hera bearing the Master Sword can
retrieve this medal. The magie of this medallion
seis off sxplosive forces around yoi winch
engull the enemy In flames.

| ®Ether &

The Ether Medallion changes your sward with a
cold ehill that freezes the surrounding ensmy.
The Ether Medallion has (e same sffect as the
lca Fod but it works against all the snamies on
Ihe scraan

@ Quake -

It you drive your sword imto the ground whan you
have this medallion, the earth will coma to life
and shake violently. Such an aftack and the fear
it creales ara bound o affecl tha enanmy.

All magic medallions gonsUime maglcal force, 50 keep a olose
aye on your Magic Meter when you use tham,



10. Your Quest Begins...

With the knowledoe vou have gained.so far,
you should be ready lor your guast. Bul ||
you: still have any doubts: what Tollows s a
meassgge for the legendary Hero OF Hyrula
(which you may vel becoma) from the
Hylian Book Of Mudora:

'We prophets of the Hylia know whal your
futura halds Listen sarefully...

T legend beging in your vary
own house You have |us! been
pwakened by Zelda’s voice.
Follow your uncle as ha ssts oot
in the direction of the castle.
Somewhers &l the parimaler of
the castle thoare i an
Lnderground anfrance: Yol will
have ta search for it

"Uging the sword and shield you
recane from your unale; you can
ol aboul rescuing Zelda. Don'l
migs the boomerang hiddan in
the castle. If you defeat the soldiers and
frea Zalda from the prisan, you can asciape
with her slong & secrel pascagoetvay and
head for a magical study called Sancluarny,

Il you make it 1o Sanctugry, listen carefully
o what the sage and Zelda have to say,
Mow, you should know whal you have o do
Frem here on, the places you have to go la
will be displayed as symbols on the map, It
Is probably & good idea o keep an eye on
the map while progressing. Start by goleg o
Kakariko Village and picking up the information
that Is waiting for you there You can also
lind some items in this village.

e




“"Whan you find the alder, he will 1all
you that you need the three Pendants
of Virtue before you can claim the
Mastar Sward. You will find the
Pendants In the Eastern Palace, the
Desert Palacs and the Tower Of Hera.
Daafeat the masters of these dungsons
to win the Pendants. The dungeons
are complicated and full of lormidable
advarsarigs. Keap an aya on the map
and be on the lockout for trouble as
vou advance through the dungsons,
And whan you are in the dungeons, if
is imparative that find the: bow,
Power Glove and n Pearl.

“When you have the {hree Pendants,
vou will be able to wisld the Mastsr
Sword which sleeps in the Lost
Woods. If you have the Master Sword,
you should head for Hyrule Castie 1o
do battle with Agahnim the wizard.

“Agahnim will use powerful sorcery
against you, but if vou truly
Lndarstand the strength of the Mastar
Sward, vou can deféal him, When
yautakahﬂlﬂ@fﬂm Mastar sword, try
o recall tha words of tha elder. Al
this point, your destiny grows cloudy...
Th&ram of the legend is yours to
writa!”




11. A Brief Bestiary Of Hyrule

Here, in the last part of this lome, | will introduce you to a lew of the
athversaries in this adveriure. However lormidabla (hese creatures
may. seam, they are bound o have weak poimis. Discevar their
weaknessas 1o make your atlacks more eliective.

This skeletal warrior Is stationed [n the L

g Palaca, Even (F you hit him with _ q

yaur sword, he always sesms o come ' 2

back to life. You will need some other " ot

weapon to deal this warrior the final | e

bilow, | WL
_...‘.I',.,.--—"_ .

-

Ball and Chain Trooper

Agahnim controls all of Hyrule
Castie's soldiers, including this
strong and skilled fighter. He guards
Zglda's call and olher Importani
areas of the Castle and sltacks with
& whirfing ball and chain.

This bandage swathed menace (s & :
Indeed powerlul. Il can withstand (4 3
repaaied blows from the aword without W75
aven slowing down. However, it |s e
rumarad 1hal it cannol stand fire... ‘*-

Gibdos o=



Geldman

This sand-man lives beneath the
shifting deserl sands. He will jump
out &t you from the sand and strike

al you unexpeactediy.

Hinox

This super-strong monstar |s rumared 1o
inhabit the Dark Warld, Although he is
amazingly strong, he cannot withstand the
vary bombs Ihat he throws, Aim lor the aye
il you want to find his weak point.

Snap Dragon

This strange creature was created as
a masult of & mad alchamist’s plam
experiments. He uses his tooth-filled

maw 1o snap &t anything thal gels in
his way as ha hops about,

Helmasaur

“The tough, armared head of this small
saurian can easily withstand sword biows:
Your l;ﬂﬂt chance is to aitack him from
bahind,

Wizzrobe

This wizard appears and disappegrs
liging magle. You can only demage
him only while he is visible, The
Wizzrobe attacks using magical
beams of energy.
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WARRANTY AND SERVICE INFORMATION

90-DAY LIMITED WARRANTY

HARDWARE®, ACCESSORIES, GAME PAMS ["PRODUCTT)
“HAANWARE ONLY, 70 EXFECTE AUTROSIZATION OF ANV REQWAED WARRANTY WORK WE
AECOMMERT THAT YO COMPLETE AND AETUAIN YOUR WARRAKTY CARD WITHIN 10 DAYS OF
PURCEASE (38 REGEIFT A5 A GIFT)

L0-DAY LIMITED WARRANTY
Minlsndo of Amenca [ne Nivkerdn) warrannis b ihs oogingl purchasar that thill proaust shall e
It e defeots @ matanad and werkmanship for s period of 90 Gays o the date of purchase
Wa datoc) covared Ly this winrmm sy eooors durmg tis Weding warrardy perod, Nanbando s o
ar mplace Mo Sefoctive peodudl of componend Gart| at == oplion, bea of chams.

WARRANTY LIMITATIONS
ANY  APPLICAHBLE  IMPLIED WaARRANTIES INCLUDING  WARRANTIZEE  OF
MERCHANTABILITY AND FITNESS FOH, A PARTICULAH PURROSE. ARE HEHEHY LDMITED
TO MMNETY [DAYS FROM THE DATE OF PURCHASE AND ARE SUBIECT T THE
CONDITHONS SET FORTH HEREIN. N WO EVENT SHAUL NINTENDO BE LIABLE FOR
CONSEDUENTIAL OF IMCIDEMTAL DAMAGES RESULTIMG FROM THE BREACH OF ANY
EXFRESS OF IMPLED WARSANTIES

Thiv provsiiims of e sty =250 vold m B Linled Sases and Canadn only. Somis siatespoieces
s st e Bemttabenris o hewy iong:sn mplied warmanty Lssts arssesion sfconsequentis oy inclde s
danrnnges, s The above limitstion and exchsions mey. ool aoply 1 yoo. This: wamssy gives you
apicifie begal dighes. und you may blso Fave olfe dglhis which vary belses) | stateslbeovioes

N drtesd States | 1f Sarme Ninknan provsiles sereoe P i Carasinn Sesies Canle
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Any original Instruction manuals included with
this software are digital reproductions of the
ariginal printed manuals. They are as faithful as
possible to those documents and feature a bare
minimum of edits. Reference may be made to
features that can't be used in this version of the
game, or the contact information provided may
no longer be valid. Some copyright infarmation
may be gut-of-date. Please also note that
printed manuals were not always released in

multiple languages.



