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ABOUT THE CONTROLLER

Control Stick Function . Holding the Nintendo® 64 Controller

The Nintendo 64 Control Stick uses an analogue system to read the While playing the Banjo Kozooie game, we
angles and directions of its movement. This allows precision control : Y recommend you use the hand positions shown at left.
that is not possible using the conventional + Control Pad. By holding the controller like this, you can operafe

the Control Stick freely with your left thumb. Using
your right thumb, you can easily access the A, B or (

Buttons. Place your left index finger on the Z Button
on the back of the controller.

Connecting the Nintendo® 64 Controller

To play Banjo Kazooie, connect a controller to
socket one located on the front panel of the
control deck.

When turning the Control Deck power ON, do not move the Control
Stick from its neutral position on the controller.

If the Control Stick is held at an angled

position (as shown in the picture on the left)

when the power is turned ON, this position

will be set as neutral. This will cause
\ games using the Control Stick to operate

incorrectly.

It you change the connection during the game,
you will need fo turn the power OFF to make the
connection acfive.

To reset the neutral position once the game
has started, let go of the Control Stick so it
can return o its centre position (as shown in
the picture on the left) then press START
while holding down the L and R Buttons.

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

Rumble Pak™

The Banjo Kazooie game is compatible with the Rumble Pak™ accessory. Before using
it, make sure o read the Rumble Pak™ accessory instruction booklet carefully, Make
sure that the Control Deck is OFF when inserfing the Rumble Pak™ accessory.

The Control Stick is a precision instrument, make sure not to spill
liquids or place any fareign objects into it.










CONTROLS

BASIC MOVEMENT 'i PAUSE MENU OPTIONS

C * Button and C ¥ Buttons

Changes level of camera zoom. Press ¢ ®* once to
view the action through Banjo's eyes, rotofing the

Exit To Witch’s Lair:

Exits the current level and fakes you back to
Gruntilda’s Lair.

Return To Game:

Leaves the menu and continues the game in
progress.

Control Stick fo look around: press C ®* again to R Button:
refurn 1o the standard view. C ¥ toggles between Press once to center the
two available levels of outside zoom. comera behind Banjo.
Keep the R Button : a
C * and C ® Buttons: pressed fo lock the e 2 aas
Rotates the camera angle. camera into this position \/
L Blllinn:\\__\ifﬁf~ _ until released. "s RETURN TO GAME

Not used. 7~
A Button:

Makes Banjo
jump. Hold the

A Button longer
to make him &
jump higher.

L Button (behind):

Makes Banjo crouch. Use
the Control Stick 1o rotate

{ View Totals: Save And Quit Game:

Brings up a stafus report showing the number Saves and exifs the game in progress.
of jigsaw pieces; musical notes and special
honeycomb pieces collected; and the game

B Button:

while crouching. Lets Banjo and Kazooie . pS <
' use one of heir aHocks. tﬂlmfnilff;e uﬂeﬁ rf:;ulrjrssef:}l:esgpurut:ig;s
: Control Stick: *
START: Brings up the and the B Button to return fo the menu.

Pate Menu. Lets Banjo run, walk and
liptoe around depending on
how much pressure is
applied.







Special Moves (continued)

Talon Trot

Kazooie can give Banjo a break by carrying him
around for a while! Press and hold the Z Button
then press the C 4 Button fo extend the
Breegull's legs continuing to hold the Z Button
down while she's running (releasing the Z Button
reverts o normal control). Not only can Kazooie
move more quickly than Banjo, she’s also capable
of dimbing much steeper slopes.

Beuk Barge

Combines a shoulder charge from
Banjo with a lunge from Kazooie for
a strong sliding attack. Press and
hold the Z Button, then press the B
Button to barge. Also o handy trick
here and there for overcoming
tougher bad guys and smashing
obstacles out of the way.
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Beak Buster

ground stomp. Press the B Button to jump then the Z
Button while in mid-air: this move can also be done from
flight. This is useful in any number of situations, not just
baddie bashing. Hold the B Button down for maximum
attack range.

Banjo and Kazooie pool their strength in o forceful ir-fo-

Shock Spring Jump

The green Shock Spring pads found throughout
the game allow Banjo and Kozooie fo reach

heights that even the Flap Flip won't fake them to.

No extra items are required: just stand on the
pud, hold the A Button down and get ready fo do
some mid-air steering! The height of the jump can
be altered by releasing the A Bution as Kazooie
springs skyward.

Egg Firing

Gather up a supply of the blue eggs
then Kozooie can use them os
handy missile weapons. Press and
hold the Z Button, then press either
the C 4 Bution to fire a shot
straight ahead or the C ¥ Buiton
to fire a bouncing shot to the rear.
Like many other moves these are
often used as much in puzzle-
solving as they are in atfack.



















General Features continued

Mumbo’s Hut

The Shoman certainly gets around, and you'll find one of his holiday homes in several
of the game’s worlds. It's hard to miss that big gap-toothed skull look he’s so fond of.

Mumbo will be waiting for you inside his hut, but you won't get much out of him
unless you've brought enough Mumbo tokens (as shown on the nearby sign) to earn
yourself a burst of magic. Some of the jigsaw pieces have been hidden so cleverly that
it'l take the talents of a nafive animal to find them, so it's just s well that Mumbo
Jumbo specialises in transformation spells. Stand on the skull pad before him and
press the B Button fo be zapped into the current level’s creature of choice. Don't worry
about being stuck in a different form os it doesn’t cost anything to have
Mumbo remove or recast the spell once you've paid for it the first fime.




THE WORLDS

Gruntilda’s Lair

The colossal hag's-head leering out
over Banjo’s homeland isn’t much
4 prettier from the inside, and it's no
! help that Gruntilda’s idea of tasteful
4 decoration is bosed around big
® pictures of herself. Still, ot least the
Lair's a varied sort of place with
| mossy caverns, twisting pipes, greal
fidal lakes and even the odd burst of woodland all dustered together in an eerie kind
of harmony.

Mumbo’s

Mountain

The first jigsaw door that you'll be
able to open from the witch's den
® leads to this Wﬂrid lhe Shumﬂns

= profect from Grunilda's spiteful
magic. You'll find Mumbo in the
village on top of the mountain—

' Treasure Trove
~ Cove

A suspiciously lush world of sandy

{ shores and sparkling waves, the
B Cove plays home to such comically

lorger-than-life characters os
Captain Blubber the incompefent
pirate and Nipper the giant hermit
crab. The minor inhabitants are less

than friendly as you'll soon realize when a horde of snapping shellfish and angry
crabs comes scuttling and bouncing down the beach towards you!

Clanker’s Cavern
Rusty old pipes and polluted pools of
water cerfainly won't leave you with
a false sense of security when
you're in Clanker's Cavern, which is
just as well because there are plenty
of underwater challenges and
verfigo-inducing moments fo keep
you on your toes. The star of the

but don't leave without HP'““"U the other miniature worlds in the valley below, level is Clanker himself. Gruntilda’s mechanical trash compactor, who's not particularly
particularly Congo the gorilla’s patch and the towering termite mound. happy with the way his life’s going...




The Worlds continued

Bubblegloop

Swamp

This is where things start getfing
really unpleasant. Bubblegloop
Swamp is dank, smelly and
dangerous—definitely Grunfilda’s
kind of place. There are friendly
faces amidst the gloom, however:

Gobi’'s Valley

® |t's out of the refrigerator and into

the fire us you plunge into this
desert world, where even Gobi
himself is finding the heat too much
{0 take—and this coming from a
camel! Take shelter in the Ancient
Ones’ pyramids and meet Rubee the

= mysterious snake charmer, but
seware the superheated sand and mummified hands lurking under the surface when
you venture back out into the sun.

|
you'll bump into Mumbo and the |
famous Tiptup Choir, among others, which will hopefully make up for your dealings |

with the piranha, poisonous swamp frogs and greedy Mr. Vile the crocodile!

T —

Freezeezy Peak
The ferrain is every bit as
treacherous on Freezeezy Peak,
where a missed step on an icy slope

- % cn send you tumbling into o luke so

cold it stings! Stay olert, though, and

= you'll only have to deal with missile-

hurling snowmen, speeding sledge
stunts and a bizarre fairy light

odyssey from box fo free... Still, ot least Boggy the merry old polar bear is around to

keep your spirits up.

Mad Monster

Mansion

Night has fallen permanently
around the creepiest mansion house
In existence giving it o reputation
which is entirely well-deserved. The
whole place is crawling with ghosts,
skeletons, bats and worse. Searching
the old chapel, basement, grounds

(including the graveyard) and mansion itself is o hair-raising business, but theres no
backing out now if your heart's set on rescuing Tooty!




The Worlds continued NOTES

Rusty Bucket Bay
The cackling old crone has even got
her own ship, though you'd be right
to suspect that it’s not the mosi
cheerful vessel in the world.
Everything on board seems to have
a grudge against you, from the

B goblin crew right down fo the very

scenery including the funnels up on

deck and the crates in the cargo hold! So be on your guord when exploring the ship
and its surrounding harbour...

|
a

Click Clock
Wood

P The lost major world before you

d meet Gruntilda is one of the most
challenging of all. At its heart is an
enormous free which can be visited
during any of the four seasons
featuring different puzzles and
secrets each fime: help fat Nabnut

the squirrel gather his nuts, tackle the spiky problem of the wasps’ nest and meet up
with some familiar faces as you prepare for your final confrontation!

Andon...
Should you manage to overcome the hazards of every world and make your way to

the top of the witch’s Lair, you'll find that she certainly hasn't been lazy all this fime.
She’s been beavering oway on a special little surprise for her visitors— and nothing
will have prepared you for the ultimate challenge that Gruntilda now throws ot

your fee!







