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( or more than a decade, one video game series has consistently risen above the rest to

provide intense action. challenging puzzles, and mythical adventure on a grand scale. That
series is The Legend of Zelda" This latest installment takes gamers of all ages on a jour-

aey that they will not soon forget, but this should not be a surprise. Following is a brief .

recount of the games that preceded this sure classic. each of them among the top games
of their generation.

Today's vounger gamers might find it difficult to believe, but Princess Zelda's roots
extend all the way back to 1987 when the original The Legend of Zelda® released on
Nintendo Entertainment Svstem”. The game set the standard in graphics, exploration
story for a generation of video games and became an instant hit in the process. The
nal was such a success that the first of its many sequels, The Legend of Zelda II": The
Adventures of Link™ (1988), appeared on store shelves just over a year later Despite
being considerably different in style from the original. The Adventures of Link further
entrenched the series as a favorite among gamers,

The series made the leap to the Super NES' console in 1992, marking a return o its top-
down roots with The Legend of Zelda“: A Link to the Past'. This time, the kingdom was
made up of two mirror images: a light world and a dark world. The challenge of negotiat-
ing these alternate halves instantly hooked players, and the “split world” theme continued
to the next generation of games,

Considered by many to be the peak of the series up to that point. and generally regarded
as one of the finest adventure games of all time, T'be Legend of Zelda®: Ocaring of Time®
(1998) brought the series into the third dimension on the Nintendo® 64 The power of
the Nintendo 64 ushered numerous technical innovations and an amazingly fresh design
that had the story's ageless hero, Link, traveling between the future and the past on a
eruly epic adventure. The Legend of Zelda*: Majora’s Mask™ (2000) expanded on
Ocarina of Time's fan base and became the first truly dark and surreal installment in the
series. In it. players are transported to a bizarre alternate dimension that featured distort-
ed versions of the Ocarina world,

The series has come a long way since we were first introduced to Link in 1987, and
today's The Legend of Zelda®: The Wind Waker” is sure to do a fine job carrying the
torch until the next installment arrives. And while it may be hard to imagine an adventure
maore entertaining and a storv more compelling than the one in The Wind Waker,
Nintendo has proven to us over the vears that it onlv gets better!




WJ'H:".]'.I. Link awoke on his birthday, he didn't ask to be

the chosen one. All he wanted was to spend time with his

sister Arvll and have fun with his neighbors at the island
: Lo plan.
of what he was involved
i, Link was suddenly charged with being the one person,
the Here of Wind, who could save an entire kingdom from
destruction. Link was made to dress in tribute to the herol
of the past; little did his Grandma know that he would

become one of the most legendary heroes of all time!




The KRing of Reo [long
thts magical talking boat comes to Link's reéscue in the open sea as if the gods themselves

sent it. The King of Red Lions will be Link's closest companion throughout his adventure. ft
will provide guidance in figuring out where to go, and he'll take Link there too!

ARYIL

Ljnk's vounger sister Aryll thinks the world of her big brother. She even lends him her most
¢} prized possession as a birthday gift. Arvll spends most of her time playing with the scagulls
that visit the watchtower above the pier. She likes them so much that she even painted

cope.

| GranoMma
ol.-[t.‘ifl Islanid is home to only a few families, one of them comprised of Link. Arvll, and
their devoted Grandma. Grandma cares deeply for her grandchildren and spends much
of her time worrying about them. Grandma is a great cook and almost always a piping
hot bowl of Elixir Soup ready for Link when he sjops by!

TeTrRA
Gtru is & voung pirate girl who happens to be n::fr?f.f the same age as Link.Tetra is the
eader of a band of pirates who care little for anything other than treasure and rewards.
Although she at first wants nothing to do with Link—despite the fact that he rescues her
she eventually warms up to him and becomes g valuable ally.

o

Meoli
Meaiiis 2 voung female member of the Rito tribe and is training to be an atten-
dant to the great Valoo, the revered dragon atop Dragon Roost Island, Medli takes
her role umong the Rito very serioushy, but will not hesitate to answer to a
higher calling if necessary.

ORCA
E\-crjr town has its wise old man. . .and U\E‘&s not him! Actually, Orca's brother Sturgeon
 is the most knowledgeable person on Outset Island and he lives upstairs. Orca. on the
| other hand, is 4 master swordsman and is the man Link should go to when it's dime o get
Y2 sword or to learn new attacks. Don't underestimate Orca’s strength and agility: he's v€
quick tor an old-timer!

Makar

hien the Koroks of Forest Haven hold their annual festival, it is Makar who is responsible for the music.
his pint-sized violinist takes his music very seriously, but has a reputation for being a bit of a troublemaker.

Ganonde

e Hero of Time defeated Ganondorf over 4 hundred vears ago, but his spirit was able to live on. And now
s gaining strength! Ganondorf wants nothing more than to possess the Triforce and to wash away Hyrule
ace and for all, He has allowed his vengeful attitude to get the best of him and he spends every waking
| moment dreaming of the day he will rule!




Much of what the plaver needs to know to play The Legend af Zelde: The Wind Waker is contained in the game's very
thorough player's manual. Nevertheless, the following pages provide an in-depth loek at the contraols, items, shops. and

Game Boy Advance connectivity,

L Bution:
L-targeting and
to center camera

R Buiton:

Action Button—
Crouch and defend,
grab blocks

behind Link

Control Stick:
Movement/Jump

+ Control Pad:
View maps

Y Button:
Item Use Button

~

.

£ Button:
Item Use Button

X Buttoi:
Item Use Button

A Button:

Action Button—Open
doors, pick up and
throw items, talk, and
put away weapon

B Buttoin:
Swing sword,

START:

View inventory and
quest subscreens

C-Stick:

Move the camera and
change perspective

Hold and release
for Spin Attack

The Legend of Zelda: The Wind Waker is a story of a young boy who [nds himself involved in an epic adventure to save
his sister and to repel an cminous force threatening the destruction of an entire kingdom. The story takes place across a
vast body of water called the Great Sea. Our hero, Link, will investigate many of these islands with the hope of acguiring
the mystical items that will prove his heroism to the gods.

Link will meer many people on his journey: most will want to help in any way thev can More importantly, if Link takes
time out from his travels to help the people he meets, he will usually be rewarded with valuable tips. items. and treasure!

There is almost na end to the number of side quests and mini-games that await Link on each of the different islands not ro
mention the challenge of salvaging all of the treasure at the bottom of the seaYes, the days that lic ahead are filled with 2
host of activities and exploration; be sure to let this guide help vou get the most out of them!




Link will discover numerous items througheut his journey. cach of which will preve handy
in many situations, This section provides an overview of every useable item in the game.

BAIT BAG

DENVERY BAG .

2 Where Obtained: Beedle Shop Ship

) Primary Use: Storing bait
) Secondary Use: NjA

o 1

w }\

R

Link can purchase the Bait Bag from the Beedle Shop Ship
for just 20 Rupees. This bag can store up to eight Hyved Pears
andsor bags of All-Purpose Bait,

BOMBYT

) Where Obtained: Tetra's Pirate Ship
_ 4 Primary Use: Attack
;{i‘-‘ Secondary Use: Removing obstructions

il

Bombs are a great way to bring larger-than-life

enemies down to size. They can also be used to blow apart
boulders and other obstacies that might block Link's path.
Additionally, the Bombs allow Link's boat to hecome
eqguipped with an on-board cannon. which can be used to
sink other boats!

BOOMERANG

47 Where Obtained: Forbidden Woods :

] Primary Use: Attack ;

) Secondary Use: Can be used to flip switches and
retrieve spoils

The Boomerang is capable of locking onto five targets at
once and will then home in on each of them! Hold the
corresponding Item Use Button and move the Control Stick
to target enemies, switches. or spoils. Also, Link can throw
the Boomerang guickly by using it in cenjunction with the
L-targeting system.

OEKU IEAF

4] Where Obtained: Forest Haven
) Primary Use: Gliding (consumes magic)
.i@ Sccondary Use: Blast 2 gust of wind at enemies and fans

\I

With the Deku Leaf in his hands, Link can float through the
air with the greatest of case. so long as the wind is at his
back! The Deku Leaf can also be used on solid ground to
send a klast of wind at enemies and fans.

4] Where Obtained: Dragon Roost Island
@ Primary Usc: Stores items for later delivery

4 Secondary Use: Can also store three items purchased
from Zunari's shop on Windfall Isiand,

some of the people that Link meets will ask him to deliver a
letter or an item on their behalf, This bag makes that possible,

EMpPTY BOTTE §

_ 47 Where Obtained; Dragon Roost Island (one of four)
%) Primary Use: Carrying potions and water
ﬁ._-;@ Secondary Use: Carrving a fairy

Emptv Bottles are always handy as they allow Link to bring
potions, fairies, and even his Grandma's Elixir Soup into battle!

GRAPPUNG HOOK

) Where Obtained: Diragon Roost Cavern

4] Primary Use: Climbing and swinging

_#) Secondary Use: Stealing spoils from cnemies W
and salvaging treasure from the sea

The Grappling Hoek is instrumental in Link s progression
through many of the dungeons. as too many ledges and
cliffs would otherwise remain out of reach, Hold the ltem
[lse Button while moving the Control Stick o target an
appropriate branch or beam. Also. Link can use the
Grappling Hook while Ltargeting an enemy to pickpocket
the speils they may otherwise refuse to yicld. Lastly. the
Grappling Hook allows Link to salvage sunken treasure
from the bottom of the Great Sea.

HERQ 5 BOW

o

Where Obtained: Earth Temyple
Primary Use:Attack
42 Secondary Use: N/A

The Hero's Bow gives Link a very effective ranged weapon,
Now he can destray distant enemies, as well as those that
are too dangerous to approach up close, The Hero's Bow
can fire a variery of arrow [vpes.




TELESCOPE

HOOKFHOT
L
2] Where Obtained: Wind Dungeon
_i,r’f:f Primary Use: Climbing
&) secondary Use: Pulling objects t Link

The Hookshot is used to latch onte certain abjects. such as
trees and plagues. and pull Link up to them. This is an
exceptional way to scale cliffs thar are otherwise unrcach-
able. The Hookshot is controlled in the same manner as the
Grappling Hook,

PICTO BOX

A Where Obtained Windfall Island
4] Primary Use: Taking pictographs
) Becondary Use: N/A

The Picto Box is another optional item. as it is never reguired
1o progress through anv of the areas in the game. That said, if
Link is to ever gain all of the treasure and become a member
of the Ninmendo Gallery, he Il need to complete a pictography
apprenticeship and earn the Deluxe Picto Box!

SAIL

%) Where Obtained: Ourset Island
_~! Primary Use: Looking at distant abjects

_ ) Secondary Use: N/A

A,

The Telescope is Arvll's birthday gift te Link, but it's onlv on
loan, as it is her most prized possession in the entire world,
Use the Contrel Stick to ook around and the C-5tick to

zoom in and eut,

TINGIE TURER_

4] Where Obtained: Windfall Istand
_.;@ Primary Llse: Call upon Tingle for assistance
_ a1 secondary Use: N/A

in order to use the Tingle Tuner, vou must have a GBA con-
pected 1o vour GameCube Although this item is completely
optional. those who use it will be able to purchase potions
and bombs from Tingle at any time in a dungeon. Also. the
GRA screen will display the dungeon map and highlight areas
that Link ought to investigarc,

WIND WAKER_

!5\ Where Obtained: Windtall Island
&) Primary Use: Sailing
4 Secondary Use: N/A

Link will need 1o purchase this item from Zunari if he's (o
ever get his adventures off the ground. so to speak! The sail
can only be used while aboard the boat,

jKuLL HOMMER

(5;\ Where Obtained: Forsalen Fortress (second x-':'ﬁit
4] Primary Use Pounding plungers
7 Secondary Use: Attack

The Skull Hammer is a useful item. as there are many large,
plungerlike switches that Link must activare, and this is the
onlv item big enough 1o do the job! Although it can be used
i batele, it's almost alwavs too big and bulky to be effective.
There is one exception to this, however. .

FPOILS BAG

_.40 Where Obtained: Tetra's Pirate Ship

_/3;\ Primary Tse: Storing spoils collected during batile
_ 4 Secondary Use: N/A

Link will receive the Spoils Bag by completing the ropes
course in the hull of the pirate ship. This bag can hold Link's
entire collection of the following spoils; Skull Necklaces,
Kaight's Crests, Joy Pendants, Golden Feathers, Red Chu
Jellv. Green Chu Jellv, Blue Chu Jelly, and Boko Baba Seeds,

,@ Where Obtained: Dragon Roost [sland

/@ Primary | sc: Conducting the songs of the gods ¢
.i'.ifﬁ' Secondary Uze: N/A \g N,

The Wind Waker is the legendary baton thar allows the
songs of the gods to be playved. This baton will allow Link 1o
plav songs that can controfl the wind. change night to day,
and much maore,

IRON BOOTY
2] L

.4 Where Obtained: Ice Ring Isle

40 Primary Use: Walking into strong winds

_2‘5, secondary Use: Depressing metal switches

The Iron Boots are awfully tough to move around in, but
they are so heavy that even gale-force winds will be unable
to move Link when he's wearing them. Additionally, there
are metil springboards that can be compressed only under
the weight of the Iron Boots. Pul them on to compress the
spring and then take them off to be launched into the air.

MAGIC ARMOR_

_42:‘ Where Obtained: Windfall Island {consumes magic)
_ ) Primary Use: Defense

-

-4 Secondary Use: N/A

This is another optional item. It can be obtained only by

assisting Zunari with his shop. By acrivating the Magic

Armor a pink protective force field will envelop Link and i
keep him safe from harm._ at least until his magic runs out, g 3




HEK\O;& CHARIM

o Where Obtained: Windfall Tsland

20 Primary Use:To see enemy life gauges

41 Secondary Use: N/A

This is one of the rarest items in all of Hyrule. and it can be
obtained only by giving 50 Joy Pendants to the most jovful
person on Windfall Island. When worn, this mask allows
Link o sce the life gauges of his enemies,

HEI{p‘j GHIELD

4 Where Obrained: Ourset Island
_.-f?\ Primar}r Use: Defense

This is a simple wooden shicld, intended to be used solely
as decoration on Grandma's wall. [t was supposed to
remind the family of the Hero of Time. but the future Hero
of Wind now uses it for defense,

HERO 9 SWORD

o r’? Where Obtained: Cutset Island
.~ Primary Use; Attack
_#) Secondary 1se: Breaking jars and skulls. and cutting grass

Orea gives this sword to Link at the very beginning of the
game. It is a good. trusty blade, but nothing special.

MAYTER FWORD

—.

42 Where Obtained: Hyrule Castle
_ %) Primary Use: Atrack

) Secondary Use: Breaking jars and skulls, and cutting grass
The legendary Master Sword was the Hero of Time's most
prized possession. When fully powered, this is the only
weapon that stands a chance in battle against Ganondort,

MIRROR FHIELD

%1 Where Obtained: Earth Temple
% Primarv Use: Defense
/) Secondary Use: Reflecting light

The Mirror Shicld is a much sturdeer defensive item than the
Hero's Shield, and its brilliant finish makes it suitable for
reflecting sunlight in the direction of Link's choosing.

PDOWER BRACEIETY

42 Where Obtained: Fire Mountain
_@ Primary Use: Provide strength
,{3,\ Secondary Use: N/A

Link will slip these golden bracelets onto his wrists and
gain a remendous increase in strength Link likes these
bracelets so much. in fact. he'll never take them off!

In a world as big as the one Link is fighting to save, it should be no surprise that there are numeraus places to stock up on sup-
phies. Link can purchase goods from any one of a number of Beedle Shop Ships, the Windfall Potion Shop, or via the Tingle Tuner!

3 10 Rupees

Al-Purposs Bait

¥ arrows I 30 B30FRupees |
Bait Bag 1 20 Rupees
! Hyol Pear | § 10 Rupees |
Bambs 30 30 Rupess

{ Red Fotion | I 50 Rupess £

B

- ltem
f Heart Pigcs | 1
Treasure Chart 1

Oty




Beedle will encourage Link to become a regular customer by enticing him with offers of Silver and
Gold Memberships. He'll keep track of how many items Link purchases, and once Link makes his 30th
purchase. he will qualily for a “Complimentary 1D After 60 purchases, Link will guality for a "Fill-Up
Coupaon” R

Lrid will pay five Rupees per item

o Sy g spails B ey
gal SRR lden Feathers than he knows it

o s i the © :
qlle 15 very inrercskcs B Gl
Ak vy eventually gccumulate mOTE Knight's © rc;u;{:r =
b 0 writh—now he has & way of getting some Cash

s i) Fp=— )

e 1

T O\ DA OO\ G\, T\ CV O\ E\ CAONON CL O\ L O\ L O A L L O O OO O\ O OO O OO O
C.0.D =10 Rupees

Notice to Silver Membership Holders:

Thank you for your frequent patronage of Beedle Shop Ships. Since you have earned 30 points, you have been granted
Silver Membership. All Silver Membership holders receive a special gift of one Complimentary ID.

it is valid at all Beedle Shop Ships, so bring it to a shop near you. | look forward to your future patronage.
Beedle

Package: Complimentary ID

L i e i S AT

(0.0 =10 Rupees

Notice to Gold Membership Holders: :
‘ dle Shop Ships. It has come to my attention
k vou very much for your continued patronage of Bee 25 ¢
E:tnynﬂmwurned 60 shopping points. This entitles you to Gold Hemhersl:p in my stur:s,f &
i i ial gi ill-up Coupon that fills your stock of fems.
mbership holders receive a special gift of one Fill-up 1

:‘yh{iii:r:ﬁnd vw?seif running low on items, bring this coupon to your nearest Beedle Shop Ship for an
instant fill-up. (Does not apply to all products.)

Beedle
Package: Fill-up Coupon S -
’ -
— e

Winofall Potion Fhop

Link can help the potion master on Windfall Island increase his product line by bring-
ing him Chu Jellv of different colors. Not only will this help him invent new potions
that he can sell to Link. but he'll even trade Chu Jelly for free potions! Well. that is if
Link has an empty bottle! Of course, Link can always purchase potions if he doesn’t
have the required amount of Chu Jelly to make the trade,

. Chu Jelly Requirement ~ Price (Rupees)  Eifects

o 4 o0 Fillslife gauge

l Green Potion | 4 i 10 I Fils magic gauge i
Blue Potign T il . o Fills lite and magic gauges




Onee Link obtains the Sail. he'll be able o start exploring
the vast expanse of the Great Sea. There are numerous
atrractions on the water ranging from barrels with Rupees
floating on them to the hun-
dreds of light rings that
dppear on the surface of the
water. Better still. each sector
of the Great Sea has a corre-
sponding Treasure Chart that
will direct Link to a verv valu-
able sunken treasure chest,

5] Control Stick: Steer the boat
_0 A Butron: Board and exit the boat when stopped. stap
the boat when drifting

R Button: Cruise without hoisting the sail. jump while
moving fast with the sail hoisted

oo XY /7 Button: Assign the Sail, Grappling Hook, or
Bombs to any of these buttons to use while on the boat

ol

Link's boat is a sailboat, and although it can cruise under its
oW pawer, it is maostly at the wind's mercy. The vellow
arrow behind the boat shows the direction of the wind.
Link will sail fastest when traveling in the same direction.
Conversely, he'll find it very hard to move if trving to sail
into the wind. Fortunately for Link, he has the ability to
control the wind, an abilite he will use often.

Once Link obtains the Grappling Hook, he can use it o
hoist up treasure from the bottom of the sea. At any given
time. there are literally dozens of light rings shining on the
warer's surface: they mark sunken chests directlv below,
Link can stop the boat at a -

ring's location (2t will fade
as Link gets cloze} and use
the Grappling Hook ta haul
up the chest to gain 20 or
30 Rupees. These light rings
are randomized and will

regenerate over lime.

The trulv valuable treasure,
howeevern can anly be found
with a Treasure Chart These
Treasure Charts can be
nbtained in a number of
ways ranging from plaving
mini-games o finding them
in dungeons, Once Link has
the Treasure Chart and sails
into the corresponding sector of the Great Sea. a beam of
light will shoot vpward from the waves to mark the chest's
location. Here's the most efficient method to hunt down
these treasure chests:

[1za the All-Purpose 34t to have Mermen draw in the nearby island on
tha 2=a Chart.

Prass Up an the + Gontrol Bad 1o view the Sea Chart, and then press the

¥ Button to view the chart comparison screen. Scroll through the

Tragsure Charts until the grawing on the chart matckes the sland

ghown on the Sea Chart

& Bail towarg the beam of light and look again at the chart serean to sea if
the Boarl i gatting close to the X,

4. Lower the Sail asd held the B Bution 2o cruiss at 4 slow speed toward
the X shown on the map

9. Unce over the X, use the Grappiing Hook to hagl up the tregsure. Hold

ihe Hem Usa Buiion untit the repe on e crane either goes limp {due fo

migsing the traasure) or beging to kaul ue the chest.

Thase who enjoy connecting their GBA to the Nintendo Gamecube will ger a lot our of the Tingle Tuner. This device can be
used o receive ups. study maps, purchase items. and even discover in-game secrers not available to those who don't have
the GBA A second plaver can even use it 1o toss Bombs at enemies while Link fights other foes!

The Tingle Tuner's main benefit is to be able 1o purchase items such as potions. magic shields, and Bombs well before Link
wounld otherwise get them. Press START on the GBA to access Tingle s inventory screen. and select one of the irems with the
B Button. Now Link can access that item, for a price, with a simple press of the B Button on the GBA!




~ Cost (Rupees) Effect

Seagull Pen & Lige this to Mark your 5ea Charts 't also paints to your destination.
i : 5 - Tingle drew his first map with it at age three. ..

| Tingle Waich I 0 1 | can tall what time it is right now, sir I
Tingle Bomd | - Tingle will expiode one of his Bombs for you with a POW!

i Bed Ting | 10 ¥ This energizes you when you're fesiing tirec! Refill hearts raqularly! i
Green Ting ' 20 Raplenish your magic power with this! You can’t survive without it Mr. Fairy.

§ Tingle Balloon i 30 ! Your body will float on air. Move about in the air for 5 seconds! |
Tingle Shislc. i Laok aut, sicl Enemiss attack! A lovely spirlt will shisid vou for 10 seconds.

f Bz Ting | 40 § One sip_and you have it all, you gresdy fairy! Strength and magic! |
Kaoloa-limpah e hlot evan | know what may oscur, sir! This s a test of your courage!

Qngle Frarueg

Each of the dungeons has a secret chest that can only be obtained by deto-
nating a Tingle Bomb in a very special place (marked by “!” on the GBA

i map). These chests contain Golden Tingle Statues and show the famous
& mapmaker in a number of funky poeses. Whenever Link finds one of these
%‘-' statues, it is instantly transported to Tingle Island where it will be displaved

for every sailor in the Great Sea to, uh. see.

Bragging rights aren’t the only thing rthose Tingle Statues are
good for, though, Tingle and his brother Ankle will give Link
50 Rupees for every Tingle Statue he finds. And they 'l throw
in a 500-Rupee bonus if Link finds them all! Lastly, each of the
Tingle Statues has a secrer password that leads to hidden jar
of 1 Rupees on Ouset [sland.

- Tingle Statue . Stance Password
Dragan Courags Ouiset Island
§ Forbidden | Delight 0  Similar Place  §
Boddess © Playtul Hidden Jar -
{ Earth | winning | Leaf Flight i
Wind _Kaolog _Western Edge

: Kn H(Zk.l s

Tingle has a missing brother, and only those who make use of the Tingle Tuner can find him.
Sail to Outset Island and turn on the Tingle Tuner Tingle and Knuckle will begin to argue on
the GBA screen and. ultimately, Knuckle agrees to do what Tingle is asking only if “Mr, Fairy”
can find him. Knuckle will then provide clues on where he is located. Link must go from
place 1o place until Knuckle finally surrenders and agrees to return to Tingle Island.

Follow his clues from the outdoor bath to the ladder leading down from the picr into the

water. Now head ro the highest rock on top of the hill. where Old Man Ho Ho is located. Lastly, approach the cliff where
the bridge was and walk off the edge onto the rocks below. Onee Link does this, Knuckle will award him his “Hand-Me-
Down Kouckle Tuner” This “hotline to Knuckle” is an alternate store that allows Link to purchase All-Purpose Bait. Bombs,
and Arrows wherever and whenever!

¥
oS

-0




Chaprer OVERViIEW
S

Taday, Link will experience the joy of Hero's Clothes Hero's Sword
receiving a thoughtiul birthday gift. as
well as the sadness that accompanies
4 tragic loss. By day's end. this voung
bowy will embark on an adventure of
legendary proportions.

#'wy Pait Bag Hero's Shield

& Telescope

As Hyrulian legend has it there comes a time in every boiv's life when he not only awakes to find himself another vear
older. but also grows to be the age of the great Hero In the past. this monumental day signaled nothing less than the transi-
tien from adolescence to manhood,

Things have changed considerably since the Hero of Time restored peace to the land. and bovs no longer go off in search
of experiences that alter the course of history. Nowadays, they simply dress like the Heroes of vore and celebrate with
their favorite meal.

Nevertheless, there are always exceptions. Although today mayv seem like just another birthday for a voung boy named Link. the
greatest strugele berween good and evil is about to unfold at his feet. And like those other great Heroes who came belore him
his adventures will become the studl of legend.
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This story begins on a brilliantly sunny day on Outset Island, located in the southern reaches of the Greatr sea. This sleepy

seaside village is abuzz with excitement because today is Link's special birthday

Spend a few minutes reading Sturgeon’s ten notes on the wall to learn abour such things as
the swim timer and managing an inventory, and then head down the ladder to visit

Sturgeon's brother,

An old man on the second floor of the large house will call our
to Link if the bov stravs close to his house, Follow his instruc:
tions on Ltargeting by holding the L Button while pressing the
A Bumon to talk, and then climb the ladder and ralk with him about the importance of studyving,
Untormunately for Sturgeon, his younger brother Orea lives downstairs and focuses his energy on
much more primitive pursuis, such as combat training. This causes a muckus that knocks all of
the old man’'s belongings off the shelves, which onlv makes him crankier.

Link is woken from his slumber on the
watchtower by the calls from his sister
Arvll, whe has been looking for him
Link and Arvll live together with their
grandmaother, and Link is needed at
home. Grandma wants to give him his
birthday present.

Climb down the ladder. and follow the dirt path to the wooden bridge leading across the
inlet te the other portion of the island. Link can run and jump across the boulders in the
water to reach the Blue and Yellow Rupees. Stop and talk to each of the other villagers on
the way up the path to see what they're up to.

The old man’s description of his brother was
accurate—{rca is very serious abour physical
training! As a gift to Link on his birthday. Orca
teaches him how to do a rolling attack. Bun at
the wall in the back of the house and press the A

woken up, decling the offer and exit the house.

Button to roll into it. When vou complete this maneuver, the old martial artist
asks Link if he'd like to practice his sword technique, Because Link has just

Continue making the rounds by talking with the lady on the
Lill behind the brothers’ house. She's just finished making an
animal pen and would love to add some pigs to entertain the
kids. Head back down the hill and hold down the R Bution to
sneak up behind a pig. Press the A Button o pick up the pig.
and bring it up the hill to the pen. Press the A Buiton again to
throw the pig into the pen, and then talk wo the lady again to
earn 2 Red Rupee as a reward.




Once she sees that the clothes

l}hk neebs A ‘iwor@l

Arvll is still where Link left her Return o the watchtower and talk to her It turns out that she's
been waiting to lend Link her most prized possession as a birthday present—her Telescope.
She enjovs using the Telescope a great deal and wants Link (o iy it out right away.

Press START to access the ltem screen, and assign the Telescope to the XY, or Z Button,
Approach the ralling near Aryvll and use the Telescope to view the mailbox,

Just as Link zooms in on the postal worker (use the Control Stick te zoom in and out). his
sister crics out for him to look into the skyv. Zoom out to see an enormous bird with a girl
in its talons. A pirate ship off the coast is launching large rocks at the bird, and eventually il
lands a clean hit that causes the bird to drop the girl into the forest atop the cliffs,

to the two-story house and pay a visit 1o

downstairs.,

If Link is to carrv a sword, he must first learn its proper

usage, Formunately. the master is ready to give Link 12
simple lessons in the ways of combar, Follow the onscreen
commands. as well as these tips. to learn the proper method
of tencing. It Link errs during any of these

lessons, the crafty old battler will knock him onto his back-
side and give him an earful!

Arvll wants Link to go up and rescuc the stranded girl, but
first he must arm himself with a sword, Perhaps if he prac
tices swordplay with Orca, he’'ll give Link a sword? Return

Link has keprt his grandmother wait-
ing long cnough. Enter the house near
the mailhox and climb the ladder wo
the loft. Grandma is waiting with the
Hero's Clothes in her hands. Link
puts on the green outfit—o make her happy—aned
listens to her story about the shield on the wall The
shield is a testament to the age of Herocs and is
marked with the legendary Triforce insignia.

fit. she sends Link ro get his sister

the swordsman




1. Prezs the B Button 1o perform the har-
zortal slice, Stand still waile attacking,
and don't nudge the Contral Stick in any
directian,

m~a

Attack repeatedly with the B Button.
Land eight hits to complete this lesson.

3. Press the L Button to farget Orza, and
then press the B Button to perform a
vertical slice

4. Hold the L Buttan ta remain locked onto
the enemy, and land gight attacks with
the B Button

Press the L Button while holding up on
the Control Stick, and press the B Button
to parform a thrust attack at the enemy

o

6. Keep the L Button pressed while holding
up on the Control Stick, and repeatedly
press the 8 Button to land a combination
attack on the enemy. Four consecutive
hits make up a combo attack

7. Perform a spin attack by hiolding down
the B Button [Link holds the sword out
pehind him) and then releasing it ar by
ratating the Cantral Stick in a circle and

4 then pressing the B Button,
- Ty

&  Repeat the spin atiack once mare.

9. Knowing when to counter an snemy's f
mave is particularly advantageous 2gainst
stronger enemies. Lack onte-the enemy
with the L Butten, and strafe around him
urtlh the sword glows brightly. This is
Link's cue to perform a parry atiack
Frass the & Button at this moment to |
[perform an svasive mave that is autamat-
izally foflowed up with an attack.

Fepeat the counterattack maneuver,

The jump attack s ons of the most dead-
Iy zttacks Link can dish out. Hold down

the L Buttan to target an enemy, and
then press the A Bution to make Link
lzap up ard strike the enemy’s head.

12, Repeat the jump attack,

e =]
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Once Link has completed the training exercise with the old master, he's given the Hero's

Sword tw carry with him on his exploits. Link can now use the sword to cut down the

trees blocking the path leading up the cliffsicde.

{.

s

foih exchange for 10 Knight's Crests.
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g;\ﬂngﬁr CollecTor_ B
i’\’w Betore leaving the house! inspect the brown studded belt on the shelf above the blue plank. COvea

e wonfesses Lo collecting these belts, which are kaown as Knight's Crests, Link should keep an eve é
S mpen for them during his travels, because the oid man is willing o teach m a special avtack in

Cross the bridge towsrd the howse with the very tall grass, Practice sheathing and unsheathing the sword, pressing the B Burton

o draw the weapon and the A Burtton to put it away. Link can cut down the grass to help the man with his chores. In return., Link

can keep all the Rupees that he finds!

speaking of
Rupees, there's a
third pig behind
the house near the
grassy feld. Carmy
this pig back to
the lady on the
hill for another

20 Rupees!

g . \"i'“-ﬂﬁ} e

- Enter the house near the
©man curring the grass. and
‘._._cnlwl under the hed toward
the Bupee, Continue crawl-
ing through the hole in the
wall to the secrel room
behind it o find a chest
%_cnnramlng 20 Rupecs!

N N T R Y




Follow the dirt path to the sign near the
trees up the hill. Cut down the trees and
continue up the trail to the rope bridge. If
Link is running. he automatically jumps
across the gap in the bridge Walk into the
cave opening to enter the forest where the
pirate has fallen.
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Link has never been to the woods atop his island before, and he doesn't quite know what to expect. Use the sword to cut
a swath through the grass and trees as Link makes his way through the area, This way, he'll always know where he's been.
Walk along the narrow ledge on the right. and then drop down to the next area.

This area contains a creature Link has never seen before—and it's definitelv not too friendly! Press the B Button to draw
the sword, and hold down the L Button to target the Bokoblin. It only takes four swift slashes to dispatch this foe,

Once the batile is over, crawl through the log on the ground to find another 20 Rupees, Climb onto the tree stump, and
then jump onto the next ledge to continue,

[ The sign near the enormous boulder indicates that this is
o | 1 ARTS ang FQ&FGE'H the Spring of the Goddess of Fortune, and that a fairy
There's no redson o panic dwells within it. Since Link docsn't have any wav of budg-
i Bink suffers damage dur- S jng the boulder at this time, he'll have to make a return trip
Fg chat first linle shir
¥ mish. He can recover lost
health in the form of Run along the toppled log to jump over the small rock wall.
Fearts by cutting down
b grss and trees, and by
& smashing the rocks on the
ground, Stand next o8
pack and press the &
Batton o pick i up, and
then press the A Button | afier vou defeat the Bokoblins, the voung pirate stranded in
: | the : O > other pirates come running o
Bt 2 il Althosh J the tree falls down and the other p 18
.\ there's no guasantee thae 4] the rescue. The girl. known as Tetra, quickly runs off to plot

for the fairy

Two birds swoop in and drop another pair of Bokoblins,
Quickly lock ente whichever one is nearest and begin slash-
ing at it. If they 1rv to surround vou, press the A Button to

maneuver into a better position.

£ again to toss the ook
¥

- vou'll find a Heart inside, her revenge on the giant bird.
| s Hkely

=

s, o T e e




The pirates agree that since Link odd save their leader, he can sail with them to the
Forsaken Fortress. There's one condition, however. . Link must find himself a shield first!

= Wow that Link has pur-
thigsed items from Beedle,
“he's on his way to becoming
4 member of Beedle's Silver
Chub Beedle keeps track of
o how many purchases Link
- makes, and something spe-
_cia] happens when Link
“maikes his 30th purchase,

A

After the group leaves the woods, Link is faced with the horrible sight of his sister Arvll
being carried off in the talons of the great bird. Try as he might to save her, there's nothing
Link can do.

Back down on the beach, Link pleads with the pirates to take him with them on their ship
to save his sister. Thankiullv, the postal worker flies over and strengthens Link's argument—
the hird had obviously mistaken Arvll for Tetra!

Return to Link's house, climb the ladder to the loft. and
look for the shield that Grandma keeps as decoration, The
shield isn’t here, so drop back down the ladder and talk 1o
Grandma. She knows that Arvll has been taken and gives
Link the Hero's Shield, in hopes that it will protect him
in his guest to bring Arvll back to Outset Tsland.

Now that Link has the shield. the pirates can set sail. Before
he goes. however, he ought to swim out to Beedle's Shop
Ship near the dock and buy a few items The first thing Link
needs is the Bait Bag (20 Rupees). which holds up to eight
pieces of food. Depending on Link's Rupee reserves, consid-
er filling the bag with four bundles of All-Purpose Bait
(10 Rupees) and four HY ol Pears (10 Rupees).

Now that Link has done all he can do. it's time to sayv good-
bye. Return to the pirates on the beach and talk to Tetra,
Agree to board the ship. Link's biggest adventure vet is
now beginning!

- By putting a piece of fruit on
~ Biis headl. Link can gain con-
e tral of @ seagull Press the A
| Buton o flap its wings and

use the Control Stick to steer
| This way, Link can usc the
- seagull 1o pick up eut-of-

e &

reach Rupees Try using 4
seagull to pick up the Rupoes

com top of the watchrower, the house near the hill, and the
. narrow Cliff by the trail leading up the mountain,

-~
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Chapter OVERVIEW

Tf Link Is going o be sailing the Great
Sea with a band ef rogue pirates, he's got
oowaork hard ta gt in It's very important

for Liek to learn the ropes, so 1o speak. 3 cnEmEs

N/A |

spoils Bag

iémﬂ\

GeT Fwinging!

Try as he mighe, Link only finds himself getting in evervone's way
on board the ship. Thankfully, Tetra puts Niko in charge of teaching
Link something down in the hull of the ship. Head through the
cabin door and descend below deck. Niko is thrilled to have his
own “swabbie” and quickly challenges Link to a test of rope-
swinging ability.

Niko stomps an the switch to the right, causing
five wooden platforms to rise up from the floor,
He then wses the ropes dangling from the ceiling
to cross the room to the far side. Now he'd like
Link to do it too,

The key o crossing the room is to make sure Link is perfectly lined up with the rope and
not approaching it ar an angle. Run and jump to the first platform, and then wait for the
rope to sway in front of Link. Time the approach just right. and then run and leap off the
edge of the platform. If you time the jump correctly. Link grabs onto the rope automarically.

Now Link has two options, He can either contin-
ue swinging by pushing forward and back (up
and down) with the Control Stick, and hope to
time his release well enough. Or he can hold
down the R Button o stop swinging altogether.
Once the rope is stationary. Link can climb or
lower himself on the rope. rotate his position. or
start swinging again (all via the Control Stick).

Since iU's very easy to gain teo much momentum and soar over the platform, vou
should stop swinging and then restart it again with less force, Link should have no
irouble landing on the platform on his second forward swing after a complete stop.




Now mrn back to the left and swing at
an angle across to the next platform.
From there, just head across the room
along the left side and then cross over
to the final platform on the right to
reach Niko on the ledge.

climb the ladder and press the switch on the right to lower the platforms, Then press the other

The plactorms ealy stay in their upward position for one minuce! If Link misses a platform
switch to raise them again, but with a full one minute added o the clock!
=

Niko congratulates Link
and invites him to open
the chest in the neighbor
ing room. Go in and open
the Chest o gain the
Spoils Bag This bag will
hold the items that Link
gains by defeating ene-
mies. It can hold up o
cight different rypes of
items. and up w 99 of

each variety

Tetra calls down from the crow’s nest
Climb to the top of the rope ladder to
look out at Forsaken Fortress, The
island is far too unsafe for the pirates
ta bring their ship any closer. The only
aption is to catapult Link ashore in
one of the barrels. . .whether Link likes

it or not.

Just as Link apens the chest Tewra vells
down from above —thev've reached
Forsaken Fortress! Smash the barrels in
the room by throwing them against
one ancther, collect the Bupees, and
then return to the top deck.
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Link's plan was to hack and slash his wis
through the fortress to save Arvll.
Unfortunately, he's since lost his sword
and will need to relv on & more stealehy
approach. MNow if anly those lighis
weren't there to give weay his cover.

Despite his struggles to
escape, Link is catapulted
through the air and directly
into the side of the fortress
that dominares Forsaken
Fortress. As if the crash land-
ing isn't bad enough, Link’s
sword takes an awkward
bounce and comes (o rest
high our of reach. Not only
is Link in hostile territory.
but his only aid in bartle is a
clunky old woaden shield!



Link begins his scarch of Forsaken Fortress at the bottom of a well-guarded walkway out-
side the fort. Much 1o his surprise. a voice calls our from his pocket as he begins to walk up
the stairs. Tetra placed a magical stone inside his pocket when he wasn't looking. Thanks to
the powers of the stone, Tetra can give Link advice throughout his quest to rescue Arvil,
Whenever the stone starts glowing, press the A Burton to take it out and listen to what
Tetra has o say!

Just up the stairs is a large area under heavv sur-
veillance by a pair of roving searchlights. Grab one of the barrels on the stairs and
use it as a disguise. Link walks along with the barrel over his head. Simply stop

walking to drop the barrel and hide inside it.

Climb the steps to the vard. carefully gather up
the Rupees, and then cast aside the barrel and
enter Room A of the fortress through the enor-
mous wooden door,

Even if he has the barrel over his head, Link mustn't be caught moving while he's in
the spotlight, If the sirens go oft, Link is thrown into the jail cell on the second floor
of the forteess. See the map and the “Bustin’ Out” section of this chapter for tips on
gscaping the slammer!
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¢ pars that inhabit this and many other aress of the game all
have one thing in common—theyre hungry! Find their rat hole
gnd spread some All-Purpose Bait by it to lure the rats out o
feed. Not only do they stop pestering Link, but they even offer
iy sell some of thelr wares o the boy explorer. Link can pur-
chase anything from food o potions. As expected, evervihing
comes it ¢ price, and Link can expect the s’ prices to be
twice as high as those on Beedle's Shop Ship!

Link eventually has to reach the second floor of the fortress, but for now he should travel
along the ground level in a clockwise direction. Assign some of the All-Purpose Bait to one
of the item buttons, and head down the hall to the right. Unlike many of the other halls in
this fortress, this one isn't being guarded,

In Room B, several Miniblin sense that Link has no way of defending himself and drop
down from the rafters. These creatures are ravenously hungry, and thev attack in swarms!

Toss some bait down on the floor and the Miniblin give up
their chase and start chowing down on the tasty vittles This gives Link time to exit the
room through the door on the opposite side.

The southern hallway is patrolled by a pair of Moblins armed with spears and lanterns. The
twio guards patral the corridor back and forth, forever on the lookout for an intruder,
Luckily, there's a barrel near the door, and Link can cautiously sneak past them,

Although this is relatively simple in theory, the Moblins are quite attentive and will notice
the slightest bit of movement within their line of sight. Be patient, and only make a move
when they have their backs roward Link and are at least several steps away, If Link makes
an ill-iimed movement. the guard's reaction depends on how close he is. If the guard merely
suspects something is going on, it sniffs around in Link's area and then returns to its patrol.
If Link makes a sudden move, the Moblin sets the barrel ablaze with its lantern, and Link

winds up in jail.

Continue walking with the
barrel into Booim O Beware the Rupee-stealing rars that

attack, and push the pile of barrels aside to access a switch on
the floor Stepping on this switch opens the door to the jail cell,
(This isn ¢ the cell thar Link is sent to if he's captured.) Pop
open the chest to find a Heart Piece For every 4 Heart Pieces
that Link finds, he gains an extra heart in his life gauge. 5o this

is a very valuable item!

Link really needs to get to the second
floor of the fortress now, and the
fastest way is to get tossed into jail’ To
do this. exit the cell and walk right
cut into plain sight of the Moblins
patrolling the southern corridor,
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ﬂ Dungeon Map

Being thrown in jail isn't the end of
the waorld, All Link has to do to escape
is jump from the table to the top of
the bookshelf. There's a vase up here
blocking a tiny passage. which Link
can crawl through to freedom.

Drop down onto the [loor on the
other side, and head down the walk-
way to the chest on the balcony in
Room C Link finds the Dungeon
Map in this chest.




Use the rope 1o swing across to the loft on the other side of the room. Then
head through the door on the left to exit the foriress.

P
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Takiny out The Jcarchlightg

The second floor of the fortress is connected by a series of outdoor walkways.
Most of these walkwavs have a ladder or a path leading up to the roof of the
fortress. where a guard operates the searchlights. The first time Link exits the sec-
ond floor of the fortress. Tetra speaks to him via the stone, Link is rold to disposc
af the guards monitoring the lights. To do so, he should use his shield 1o detlect

the guard's blows and then use the nearby sricks to fight back.

Step out onto the balcony to the left and climb the ladder against the tall wall o
reach Searchlight =1.As soon as the Bokoblin working the lights sees Link, it lets

go of the controls and artacks. This causes the lights to shine harmlessly into the

night sky, which s exactly what Link wants.

The Bokoblin uses a wooden stick as a weapon. Although
Link doesn't have his sword, he can grab a stick of his own
from the jar near the edge of the roottop. Or he can block an
attack and then pick up the deflected stick. Hold down the

L and R Buttons simultaneously to hide behind the shield and
wait for the guard to attack, When its stick flies off the shield,
ran over to it and press the A Burton to pick it up.

Now that Link has the advantage. lock onto the target and
swing the stick five times to destrov it, One set of lights
down, two 1o go!




Climb back down the ladder and continue the clockwise
loop around the fortress. Open the door and step into
Room D. Since there's a ladder leading back up to 2F Link
can jump down to the floor below and grab the Rupees
from the chest on the lower bunk. Climb back up the lad-

der and retrace vour steps to the second floor of Room C.

(This diversion was just for the Rupees.)

fire up. dash toward the bunks where it's safe!

The statue on the wall in Boom I isa't just for show. It has a pair of harmful lasers that quickly
barn right through any intruder caonght wandering around the center of the room. If the lasers

||| A

Back in Room (. head through
the other door across from the
previoushy opened chest 1o
explore the other outdoor walk-
way, step out through the arches
on the left, and follow the windy
ledge to the ladder leading up to
Searchlight =2 Take out the
Bokoblin working the lights, and
then return down the ladder to
the walkway Continue in a coun-
terclockwise direction to the scc-
ond floor of Room B.

Mowe the barrels away from the corner of the room te giin
access to the chest containing the Compass. Swing across
tex the other side of the room, and step through the door into
another exterior hall. Once again, Link finds a path on the left
leading to a ladder. Climb the ladder and defeat the Bokoblin
stationed at
searchlight =3,
That removes the
threat of the
searchlights for
the remainder of

this mission!




current walkway.

Follow the path as it curves upward around the side of the fortress. At the top of
the stairs, Link finds another barrel. Use it to sneak past the lone Mablin up
ahead. Make a left at the corner, and continue waddling along up the narrow

walkway straight ahead.

Link has a fight on his hands the moment he crosses the grilled flooring at the
top of the stairs, so be readv for it. Fortunately for him. his sword is right in front
of the Bokoblin guarding the deoor Roll forward to grab the sword, and then dis-
pose of the guard with a couple of quick sirikes. This particular Bokoblin may be
better armed and in possession of a wooden shield, but it's no match for Link!

With the battle won, Link is free to enter the room where his sister is being held
captive. Just as Link approaches her cage. though, the giant bird that kidnapped
Aryll picks up Link in its talons and flies him over to a mysterious man dressed
inn black. Link is deemed unworthy of further attention and tossed loose into the

Continue across the outer walkway in a counterclockwise direction, through Room A and
onto the next walkwav, Push the crate off the ledge on the left by grabbing it (press the R
Button and press up on the Control Stick). Now Link can jump down and gather any
Rupees he missed earlier. The crate allows him to reach the ladder leading back up to the

Enter Room E through the upstairs doorway, and quickly
don the barrel on the left. Link must sneak past the Moblins
and go up the stairs to the large wooden door leading up
to the tower. Wait for the closest guard to turn and begin walking away from Link. and then
make a quick dash for the stairs. Onee Link is on the stairs, he’s out of their ficld of vision
and can take off the barrel and open the door

Link soon comes to a very narrow ledge that he
needs to traverse with extreme caution. Face the
wall where the ledge begins, and press and hold
the A Button to make Link stand with his back

against the wall. Link can move stealthily across extremely narrow ledges in this stance,

Cross the two ledges in this manner (the second ledge has rwo Hearts on it), and then
climb the steps to the uppermost arca.

Grreat Seq. His attempt at saving Arvil has failed. ..
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ern whar has saved him. he's onply given
i brief explanstion tha leaves him with

&
When Link wakes up and realizes whe, &- sail
L3

more questions than answers. Right now: o /
all Tink knuws is that ke has 1o find a sail 6 lingle Tuner
50 that the talking eat can help him res-

cue Arvil,

Picto Box
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Despite being thrown from great heights out into the open sea, this would-be
hero did not perish. When Link comes ta, he finds himself on a narrow wooden
boat, A voice from somewhere is asking him to wake up. Much to Link s surprise,
the voice belongs to the boat that rescued him!

The vessel goes by the name The King of Red Lions, Not only does it know Link's ;
name. but it's aware of Aryvll's kidnapping and Link's business at Forsaken Fortress / :
as well Even more shocking, The King of Red Lions knows who the mystericus
creature that contrels the giant bird is. . it's Ganon. Yes. that Ganon!

Understandably, Link is taken aback by the news that he was just face-to-face
with the legendary ruler of the Demon Kingdom, The King of Red Lions explains
thar it will take great power and experience to defeat Ganon and return his sis-
ter, and the world, to safery. Fortunately, this mysterious talking boat is willing to
be Link's guide in this epic adventure. It will provide advice and will ferry Link
% to the end of the sea if necessary, . once Link finds it & sail, that is.

st L Windfall Island may not be the largest island in the sea. but it's certainly the maost

Pk el i L el &

heavily populated! In fact, of all the islands, this is the only one with a town larger
& than Link's village on Outset Island. And while Link is certain to run into some

suspicious-looking characters on Windfall Island. it provides a respite for the battle-
weary traveler Link never has to worry about mensiers taking over this island.

here are numerous side quests and mini-games awaiting Link on WindSill Islaad.
e Are quite simplc. requiring lictle more than item retricval. (thers are far mere
- eliborate and time-consuning. Some of these guests are integral to Link's adventure
~ang are degiled in the walk-through portion of this book, The others are briefly nmed
in the walk-through and described in greater detail in the “Side Quests” chapter i

L ol - A

There are many peaple aut on this sunny day on Windfall Island, so stop and talk
to everyone, Many of them have information that may prove valuable later. Walk
acrnss the grass toward the mailbox, and pass under the large stone arch to get
ta the center of town,

Continue up the dirt path toward the man in the blue-and-white winter coat. This
fellow s name is Zunari. As luck would have it, he's made a long journev from a
wintry place, and since his boat has been demolished. he has no use for his Boat's
Sail Agree to buy it from him for 80 Rupees

Link talls with Zunari again afier pue
‘chasing the sail. he hears Zunari men-
ion the need for & delivery hag. When
Yol come across such @ bag, be sure 10
refuen o Zunari and talle with hinThis =8
endbles Link o paticipate i one of the 7
S larger sitle guests in the game, '

Now that Link has a sail. he can assign it to a but-
ton and use it with his boat to ravel across the
sed. But don't go running off just yet! There are
several other items to ger on Windfall Island first,
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After obtaining the sail from the cold-weather salesman, continue up the steps to the red
brick building on the right. This is the pictographer’s studio. Inside. Lenzo informs Link that

he hasn’'t trusted strangers cver since his precious picto box was stolen. Perhaps Link
could find it for him?

Exit the shop and head under the small arch berween the
two buildings straight ahead. Walk down the wooden ramp

and onto the grassy area that juts out over the water. Then
go through the wooden door in the rear of the red building to enter the jaithouse.

Locked away in the jailhouse is a peculiar man dressed in a green suit not too different from
Link's own. His name is Tingle. and he wants nothing more than to be released from his cell,

To open the cell door, toss the vases aside and step onto the switch in the corner near the
torch. Tingle exits the cell in a flourish and gives Link the Tingle Tuner as a “thank you”
gift. He also provides Link with the Tingle Chart. which will remind Link to look to
Tingle Island for all of his future mapping needs.

| ‘ﬁ s e . amicate with Tingle vid -1
imale Tuner is a device that allows the player 1o comm nd of Zelda: The |
& Ting *‘B,.- v -'-.dwr:ance.\fuu don't need it to complete The Fege sty = P |
o J:lr:n. it does add a very interesting element 1o the gam P; h‘« haok —q
. ot 1 ¥ & SO e EfE 1
wt:;merﬁtq of this upigue feature in the “Game Basics” chapier ©
At mefits f
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Don't exit the jailhouse just yet! Instead, enter Tingle's cell and pull the large
crate away from the wall to reveal a small passage. Sguat down and crawl into
the hole.

This tunnel is a maze that leads back
1o a secret room. Although the maze
may be slightly confusing, vou can
identity cach "wrong wayv” ahead of
time by the wooden boards, A rat
awaits Link on each wooden board and
opens 4 trap door thar drops Link inte
the water below, Continue navigating
through the maze, avoiding all of the
areas with wooden flooring,

B o

InsT-Person Crawlen,
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Onpce vou're inside the narrow passageway, press up cn the |

Link must make a number of turns,

but eventually he reaches a small
cave where a chest has been hid-
den. Open the chest to obtain the
Picto Box This device only takes

pictographs in black & white, but a
color upgrade is available.

Earping the deluxe Picre Box

- Link's black & white Picto Box may work well, but nobod |

_-:g-' sgems to like the way s pictures come out. They want color! "'f.

e Lintk can sign on as an appreatice to the plctographer and |
earn the Delixe Picte Box, which takes coler pictos. This I
enables Link to compléte many side quests. as well as aflowe-
ing b b0 participate in the massive challenge of collecting
all the figurines in the Nintende Gallery.

Link receives the Deluxe Picto Box automatically after

 completing the game. If you want it during vour corrent

B adventure, go to the “Side Quests” chapter for ps on

['. completing the pictographer's apprenticeship -
1 |

(R

Omce Link has the Picto Box, return to the pictographer's studio and ralk 1o
Lenzo. The old man doesn't realize that Link's Picto Box is actually recovered
property from Tingle s cell. Instead, he welcomes Link as a fellow hobbyist

Head upstairs and view the framed photos that hang on the wall. The pictographer
comes upstairs and describes the photos for Link. There's some valuable information

o learn here. so inspect all of the pictures!




Che Hchool ofF Joy

Enter the school next to the camera shop and talk with the
teacher. Mrs. Marie. Ask her to talk about her teaching career,
and she tells Link all about a gang of four troublesome boys
who have been misbehaving. Agree to go talk to the bovs on
her behalf.

Step outside the school and ralk to all of the children milling
about. They take turns making nasty comments to Link, so be

prepared to get insulted, Talk with the bov wearing the hat
This is Ivan, the leader of their little gang, the Killer Bees,

Ivan informs Link that he meight listen better if Link accepts his challenge to play 2 game of hide-and-seek. The four chil-
dren promise to stav on Windfall Island and not to hide inside any of the town's buildings,

When Link tinds each kid, the kid runs away. Run and roll after him to gain speed. and tag him to get him to stop. Each
child leads Link to the nexr child. so keep an eve ourt for possible hiding spots.

b B i \\{\ "\_‘ -
by or tlor. Herg Ik Comegl -

“The four children are pretey good at hiding, and Link is scll pretty new in town, He's certainly
ot hus work cut out for him. Consider using a Hyoi BPear to teke conteal of a scagull Fiv the %
.

e
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Here are the locarions of all fos

5_-.1

1. Run through the arch to the lefi of the
school’s entrance. The firgt child is
hiding ashind a 1all bush on the lefi.

The rext child is higing at the very

top of the tree nearest the mailbox.

Ralt imto the tres trunk to shake him
dewn from the upper branches.

L ¥

4. The fourth and firal Killer Bes is hid-
ing behind the sverpriced bomb
shop. Carefully sidle alang the narraw
ledge above the water, and then
chase him down onto the beach.

2, Walk aut onto the grassy area whera
the danzing fellow iz, and look behind
the tombstane to find ancther child.

e

Omnce Link has tagged all four children. they apol-
ogize for mishehaving in school. Not only that,
but thev even give Link a Heart Piece!

Head back to the classroom and let Mrs, Marie
know that the children will be behaving from
now on. She thanks Link for his time by giving
him 50 Rupees!




When Link exits the school, the students rush up
and rell him that todav is Mrs. Marie's birthday,
and thar a Joy Pendant would make an excellent
present for her The bovs have hidden a Jov
Pendanrt in the tree near the bomb shop. and
Link can obtain it by rolling into the base of
the tree. OFf course. it Link already has a Joy
Pendant. he can stmply reenter the classroom
and give it to Mrs, Marie,

She then tells Link that she would just fove to have 20 pendants! Although Link probably
doesn’t have even hall that many at this time, she gives Link 20 more Rupees in return for a
solitary Jov Pendant now,

Now that Link has helped out Mrs, Marie, she'll be willing to assist Link in the future.

et

Pendants Galerg

e an eve out for Joy Pendants at all dmes. Mrs. Marie has a special (and pecessacy) item for
dilk when he gives her a total of 20 Joy Pendants, Plus, he gets another reward if he gives her
i 50k of them!

Make one last trip around the island to pick up some extra Bupees and irems via the
Zee Fleet mini-game (see the “Side Quests” chaprer). Also, check out the Chu Jelly
Juice Shop. Link doesn't have any bottles right now, burt it's always good to start
building relations with the merchants whenever possible. To make the visit worth-
while. roll into the walls to collapse the shelves, This causes the vases to sharter,
revesling some extra Rupees,

Leave the town proper and head down toward the
beach. There. Link finds twao girls picking flowers.
These two are the town's biggest gossipers and will
spill the beans for just 2 Rupees! Although their
information on the merchants with the huge back-

packs isn’t very pertinent right now. later on it will
help steer Link in the right direction,

Bid adien to the girls, and cross the grassy field
roward the bomb shop The bomb salesman is a
despicable man wha's trying to take advantage of
his bomb-apoly by selling bombs for upwards of
10,000 Rupees! Obviously, Link doesn't have that
e tvpe of cash—nor will e ever—so exit the shop
sommatheing 131 Hah'? | immediately.
» 3
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Just because Link can't afford any bombs doesn't
mean he can't get the last laugh on the bomb
salesman. Sneak around behind the bomb shop via
the tiny ledge over the water, and <limb the ivy to
the rooftop. Crawl through the hole in the wall to
enter the loft above the salesman. Here Link can
smash a collection of barrels and jars to steal
some of the salesman's Rupees!

Link is finally ready to shove off for the high seas! Return to
the King of Red Lions and listen o its instructions on rais-
ing the sail and using the Sea Chart. Outset Island.
Forsaken Fortress, and Windfall Island are already filled in
on the chart

examine the Sea Chart very closely, tap up on the + Control Pad, then use the
atral Stick to select a sector that has been drawn in Press the A Button o zoom
v the selected area. There are two levels of magnification.

' Additionally, you can press the ¥ Button to cater the Check screen. Here, you can
compare sectors from the Sea Chart with the Treasure Charts you find throughout
the game. Each Treasure Chart corresponds to a particular sector of the Great Sea.
| Match up the shapes of the islands, and head toward the X on the chart to find
e sunkon freasure)

Phere are many other types of charts (such as the Tingle Chart) that you can view
the Check screen,
1 B, o A

Hap into the hoat and hoist the sail. There's a swift westerly wind. and your next

destination Hes to the east. Perfoct sailing conditions!

Use the Contrel Stick to line up the boat with the vellow arrow that indicates
the wind direction Steer around obstacles and jump over them by pressing the
R Button. Be on the lookout for barrels with flags sticking our of them. Pilot the
boat between the flags to make a sequence of barrels with Rupees on top of
them appear in the water Use the lure of Rupees to practice captaining the boat
en route to Dragon Roost Island.




Chaptrer OVERVIEW

G JECTIVES

Link has come wo Dragon Roost Island under the guidence of the Kipg of Red Lions. He's
been tald o obtain a powerful pearl that currently rests in the hands of 2 voung bov wha is
umwilling to part with it In order w get the coaperation he needs from the Rita tribe. Link
masst first selve their dragon problem
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Link cruises right up to a quiet beach on Dragon Roost
Island and hops off the ship. As promised. the King of Red
Licnis tells Link what he needs to do. He must make his way
e the top of the mountain, meet Valoo the Dragon. and
obtain the Mn's Pearl from him, The magical boat also has
an item for Link—the Wind Waker! This can be used to
borrow the power of Gods, | if it still works.

Sisunsasssliennte The King explains
o Link how to
use the Wind
Waker. Follow along with the King in the three-
and four-beat songs he demonstrates. Neither of
these songs is magical, but they illusirate how to
use the Wind Waker. In arder to play a magical
song, Link must first learn it




Before Link can work his way through the inner reaches of
the mountain to meet up with Valoo the Dragon. he must
scale the cliffs to reach the Rito Tribe's elevared domain.

First things first. Follow the signpost’s arrow toward the
Wind Shrine, and pass through the tunnel in the rock to the
rear of the island. Swim across (o the island with the blue
markers on it, and stand in front of the marker on the left,
Take out the Wind Waker and follow the notes vou hear to
learn the Wind's Reguiem song. When vou play this song,

you can redirect the wind in any direction vou choose!

Moments after Link learns his first song. he's visited by

Zephos, the god of winds, Zephos congratulates Link for his
“wind-sense.” and then he explains the problem he's having
with his brother, Cvclos,
Cyelos has been using his
powers 1o torment those at

sed, crearing cvelones that
blow them to and fro,
fephos asks Link to teach

Cyvelos a lesson.,

your GBA ready, because
you can defona

s of [dentical, interconnecte ular rooms. Four
When a n flame ignites
gh one of the doors whose torch ha yet been it
the four outlying room i ChuChus, Keese, Mothul
; to the gated room. Inside, Link finds ontaining 10
Rupees

Exit the i osite the door and stepping info
the light.




Once Link is done exploring that side of the island, return to the front and grab
one of the Bombs off 2 Bomb Plant, Run up to the large boulder blocking the
path leading up the mountain, and press the R Butten to place the Bomb next 1o
the boulder. You could very easily toss the Bomb using the A Button, but this way
is more precise. Just be guick about it—rthose Bombs blow up approximately 5
seconds after they've been plucked from the plant! Continue using the Bomb
Plant’'s explosive fruit to clear the path.

i - B m P, '--.-'!
L Gake o the Ykiey! T o .
ot 2 Hyoi Pear handy® Put it to use and take con-
el af 4 scagull on the beach, Steer the bird high
mm the air toward the houlder sticking out from
the side of the mountain, Clip one of the Bomb
Plangs growing near the boulder to light its fuse,
This blovws up the houlder. and the chest resting on
top of it falls, Link can fill his waller with the 200

7 Rupees inside the chest!

R

Tiptoe across the narrow ledge high above the collapsed bridge. and then drop down to
the ledge below. Blow up the final rock and walk across the stacked crates toward the
mailbox. Continue up the path toward the pestal worker who helped convince Tetra to
allow Link onto the pirate ship.

The postal worker is very impressed that Link has been able to make it this far withour
wings. and he believes that his mentor can offer some pretty good advice. Proceed up the
path toward the entrance to the mail center.

The flock of birdmen is having a small meeting when Link walks in. Although
theyre understanding of Link's troubles and would like to help him, they have a
bit of a crisis on their hands as well. It seems that Valoo the Dragon has been
quite upset lately, and as a result, the younger members of the tribe cannot get
the scale that allows them to grow their wings.

One voungster has been particularly troubled by this because he has just reached
the age at which he's due to get the scale from Valoo. It's suggested that the vouth-
ful Prince Komali may feel better if he meets a courageous young boy such as Link,

Quill, the postal worker, gives Link the Delivery Bag. This allows Link to carry
items that aren’t his to keep, which will come in handy when he delivers the
message the chieftain had left with Medli

15 Son G

A lertrter to H

Talk with the various Rito Tribe members on the first floor of the mail center, and then
head up the ramp to the second floor. Enter the first room on the left to speak with Medli.
She gives Link the Father’'s Letter that the chieftain, Komali's father, left with her. The
letter is for Komali. After Link delivers it, Medli wants him to meet her by the entrance to
the Dragon Roost Cavern.

o EEn
pen Featherg?

guiardd outsice Medli's room asks Link if he has come across any Golden Feathers in his trwvels,
pugh Link probably deoesn't have any right now. be sure to stock up on them and bring them




Exit Medli's room and spend some additional time on the second floor talking with the other tribesman.
Also, play the mail-sorting mini-game to earn some extra Rupees (see the “Side Quests” chapter) You can also
gain some additional Rupees by smashing the jars in the storage room,

Lastly, step out onto the three-pronged deck and talk with the mail carriers there as well, The one on the left
informs Link of some sort of flving contest on g nearby island, while the other one blames the strange winds on a broken
monument nearby,

Head back downstairs and enter the hallway dircctly under the ramp. At the end of the corridor is Komali's room. Enter the
bov's bedroom and give him the letter you ebtained from Medli. Komali disregards his father's enconragement—there
seems to be no way he'll go and deal with Valoo until semebody calms the dragon down.

Although the bov makes it clear that he doesn’t think oo

highly of the messenger in his room. Link should ask him
about the hall in his hands. Komali informs Link that he's
holding onto the Din's Pearl, which was a gift of comfort
from his late grandmother. Komali claims that the item is his
most prized possession, but it's also what the King of Red
Lions savs Link must retrieve from the island. Mavbe if Link
calms Valoo's rage. Komali will be willing to part with the
precious pearl.

Exit Komali's room and head down the hallway near the
Rito with the large stick. This leads to the entrance to
Dragon Island Cavern. Nermally, vou could either take the

bridge or swim across to the other side. but the bridge is
kapur and the water is too low for swimming. Jump down
tx the lower area and talk with Medli, who is waiting there
as promised.

Medli wants to get to the small shrine near the mountain
peak, but she needs help getting to the top of the ledge
on the other side of this arca Although Medli can flv, she
needs a strong gust of wind. Even then, she can only fly 4
short distance.

Pick Medli up by pressing the A Button while standing next to
her and walk up the small rock ramp near the boulder Face
the cliff on the far side and wait for the wind ro blow in that
direction. As soon as the dust starts to flv toward the cliff toss
Medli into the air so she can use the wind o glide across.
Medli is very thankful for Link's assistance and tosses him an
empry Bottle to show her gratitude before running off,
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It’s & shame that Medli didn’t stick around to help Link
reach the top of the cliff. but the Bottle she gave him will
come in handy Fill up the Botile with the spring water
seeping out around the boulder, and then climb up the fall-
en rope bridge back toward the entrance.

There are five wilted Bomb Plants near the tunnel, leading
back to the mail center. Water one of the plants and watch as
it grows fresh Bombs. Grab a Bomb and toss it over the railing onto the boulder to blow it up, This releases a geyser of water
from below, flooding the entire cavern. Now Link can swim across to the other side!

Link has one more obstacle to cross before reaching the dungeon entrance. He
must tip the two statues down into the lava to create a walkway to the other
side. Link must toss 2 Bomb into each of the green baskets in {front of the statues
to get them to lie down in the lava. Aim for the nearest one first. and be careful

not to fall in the lava.

Link has to jump onto the first fallen statue to reach the second one with a
Bomb, so be extra cautious when going for it Also_ be sure to step out of the
blast area, or €lse Link could end up taking an unnecessary swim in the hot stuff.

Head up the path to enter Dragon Roost Cavern.
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Link might have been able to waltz right into the dungeon. but there are
a couple of large statues blocking him from going anv farther Slide the
left statue forward, and then pull the middle one behind the left one,
This opens up a small passage leading deeper into Room Al
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psrical Jar = 9
rv dungeon in The
wondd of Zelda: The Wing J
SeWekey contains two or
- more large jars chat cmit a §|
glowing vapor. These jars 8
are warp poinis between
different areas of the dun-
I geon. However, you can't
I se them et vou vy locit-
@fd the second (or third) fag_|
d removed whatever

I bstacle 15 covering s top.
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Beat back the pair of Bokoblins in the
next part of the room, and grab one of
their sticks. Run the stick through the
flames of 4 torch to ignite it, and then
use it to light the two torches on the
left. This causes a chest containing a
Small Kev to appear.

Use the kev to unlock the door leading to the large inner room of the dungeon. Room B
contains several doorways leading to different areas. Link will visit this room on several

occasions during his journey through the dungeon.

through the wi
he floor near the n this narrow e
5 points on the floor. One of them rev ;
while the other uncovers a hidden Fairy! Catc
a bottle and hold onio it until later

Exit the corridor by slashing through the dilapidated wooden boards, and start on a clockwise
walk around the perimeter of the area. Drop down off the wooden walkway onto the small
rock landing. and pull the black block out from the wall, Climb up onto this block and leap to

the next walkway to keep moving,

Wit for the lava fountain to subside.
and then leap toward the rope bridge,
Let the pair of Keese come to Link. and
then strike them down with the

Sword But be careful not to slice
through the ropes holding up the
bridge—Link's weight could collapse
the entire bridge if two or more of the
ropes are cut! Usc a Bomb to blow up
the boulder blocking the door on the

far side of the cavern




Room C features a shallow pool of lava surrounded on three sides by solid ground, Grab
one of the large jugs of water and toss it into the lava near the back of the room where the
chest is. The water instantly cools the lava. creating a hardened surface that Link can walk
across for roughly 15 scconds!

Jump across onto the fleating rock and then open the chest to obtain the Dungeon
Map. From there. grab another jug of water and solidify another chunk of lava <o thar Link
can continue across e the other side of the room. Climb the ladder and go through the

door to the next rooimn.

In Boom 1), approach the wooden boards slowly
because a machete-wielding Bokoblin breaks
through and atzacks. Pur down this cretin and grab
his heavy blade. which vou can use to chop
through the wooden barricade sealing off the other
half of the room. Hold onto the Bokoblin's blade
and use it to cut through the boards blocking the
chest in the alcove on the ledge. Pop the id on the
chest inside to find another Small Key,

Exit the room through the far door o return to Room B Toss 4 jar at the Bomb Plants
growing out of the cavern wall to trigger an explosion that blows the large houlder ta
pieces. Now Link can tiptoe across the wooden platform and head up the path toward the
locked door in the distance. Use the kev to unlock the door and enter Room E.

Inside the locked room, ignore the deep chasm
on the right. Instead. head straight for the board-
ed-up aleove ahead on the left. A monster bran-
dishing a stick leaps from one of the jars and
attacks. Dispose of the Bokoblin, and then use its
stick to set the other set of wooden boards

ablaze. step on the switch behind these boards to
raise the meral bars blocking the other door, and
head outside.

Cross the rope bridge and climb the ladder, being

caretul to avoeid the lava spurting our the side of the mountain, On the ledge
bawve. destroy the Kargaroc and then guickly sidle across the gap while avoiding
the lava. Inch right up next to the lava while it's spraving, and then quickly step
" past it as soon as it slows down.
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step around the boulder and jump up to grab the wooden ledge. Link can't
tiptoe across this one because of the configuration of the wall. Instead. he has
to shimmy across while hanging from his hands.

On the other ledge. climb up and use a Bomb to blow up the boulder below.
Go through the door to reenter the dungeon.

The exit leading out of Room F is near the ceiling, behind the stack of 10 blocks. Grab hold of
the lowermost blocks in the left and middle rows, and pull them out from under the stack. This
creates a stepped pattern that Link can climb to reach the entrance to the dungeon's second floor.

i)

| Head back outside, return to the room, and move all of the blocks
sages directly underneath 7| out of the central column to access the secret passage near the
the exit. Continue moving flaor, Pull the blocks on the right all the way out and line them up
e in the f Then pull out the second block in th I col
DB eic 15 it 4 hi coiber in the front row. Then pull out the second bloc the central col-
column. This allows Link (o umn halfway, It holds up the rest of the stack while giving Link
~access the middle passage. enough room to squeeze into the passage near the floor, Both of
these passages contain numerous Rupees and lead back to this

YETY same room!
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The stone in Link’s pocker calls out to him as soon as he
enters the second floor of Room F. Link is warned to feed
the rats that come to steal his money. Placing some All
Purpose Bait near the rat holes gets them to leave Link
alone. and they e even willing to sell Link a Red Potion for
40 Rupees or a Blue Potion for 80 Rupees.

Pull the block eut of the wall and climb up to the ledge
abave. Open the chest on the right to obtain the Compass,
and then smash the jar with the sticks in it, Light one of the
sticks on fire, and carefully toss it all the way back across the
riom towgrd the wooden boards above the ladder. Climb
the ladder and open the chest to gain another Small KEey.
Unlock the door and head back outside onto the crumbling
staircase that wraps around the side of the mountain,

Climh the steps to the landing above, and slowlyv

walk out toward the bird's nest on the edge of
the precipice. When the Kargaroc leaves its nest
to artack Link, backpedal to the wider area. slay
the bird, and then take the Small Key from its
nest. Use the kev to unlock the door and reenter
the dungeon area,

Room G is very dark and contains g half-dozen
Keese, but there are also quite a few torches
inside rhis ¥-shaped room. Light a stick on fire
and use it to luminate the corridor leading to
the torch in the center of the room. Use the
flaming stick to beat back the Keese. and then
sef the wooden barricade aflame Open the chest
tor gain another oy Pendant, and then move
toward the barred door at the end of the room. Light the two torches with the
flaming stick to unbar the deor, and continue on.

Use the GGA near the torch in the center of the room W uncover another hidden Fairy

Exiting through the previously barred door, Link finds himsell back in the central lava
chamber, but high above the ground on a small ledge. Use a Bomb o blow the boulder
off the top of the Mystical Jar, and cross the bridge to the door on the opposite side.




le of the wooden bride

As soon as Link steps into Room H, the door behind him seals itself shut and
locks him in. Link has to find and defear three Bokoblins in this room to get the
doors to open.

The first one is out in the open and attacks Link on sight The other two are hid-
ing in jars: one on the lower bench to the left of the entrance, and the other in
the jar on the shelf nearest the door. Roll into the wall near the door to knock
the jar off the wall.

After vou've defeated the enemies, grab one of their sticks and use it to ignite
the unlit torch. This reveals a hidden chest containing a Treasure Chart. Climb
the ladder and exit through the door near the upper walkway

Room T is unlike the other rooms. Not only does it contain a Magrail on a central island sur-
rounded by lava, but the only way ourt is to ride the lava fountain upward.

First things first. Hop across to
the island in the center. and
slash at the Magtail's bright
blue eve when it rears back on
its hind legs—and it's got a lot

of ‘em! If you de it right. the
Magtail curls up in a ball and
becomes vulnerable to a
combo attack. Knock it into
the lava or destroy it, Either
way, just make sure Link gerts it
off the litle isiand,

Once the creepy-crawly is no
maore. grab a jug of water and
hop across to the island with it
Wair for the lava fountain to set-
tle down, count to three. and
then toss the jug of water into
the bubbling lava, Jump onto

the solid rock that forms, and f
b _-.-\-W*H-\-w
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surt the fountain to the wooden

a——

platform high above on the
third floor of the dungeon!




Link emerges on the third floor in Room |, which contains
a currently impassable lava moat and another Mystical Jar.
Use the fruit of the Bomb Plant beside the door to detonate
the two boulders in the room. One boulder blocks the
Mystical Jar, while the other obstructs the doorway leading
back cutside. Exit the interior of the mountain, removing
the obstacles.

Link is closing in on Valoo's nest! Scamper up the curving
staircase as fast as possible, because each step falls away
into the abyss when Link puts his weight on it

Mmap KE9
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At the top of the staircase. draw the sword and walk under the raised gate. Link
imunediately realizes that he has stepped right into a prison area, .. and the pris-
oiier 18 Medli? Link can make quick work of the two Bokobling that attack first,
But right after that. a much larger enemy with a lengthy spear joins the fight.

Stay out of reach of its spear, and rush in and unleash a combo attack when its

back 15 turned.

all Recklaces

may very well colleet his first Skull Necklace after defeating the spear-wiclding
in. These necklaces gren't much use to Link, but there i someone on Windfll
d who wold love 1o have them.




When vou defeat the Moblin, the gates rise and Medli is set free. Medli tells Link that Valoo
has been acting so dangerously lately because something in the room below him has been
irritating his tail. No wonder! She then gives Link the Grappling Hook, which Link will

use constantly during his journcy.

etonate a Bomb in the back of Medli's cell. The bl

e extra Bupees

Head up the steps and take a stand on the stone platform
adjacent to Medii's cell. Medli is standing atop a branch that
vou can swing on with the Grappling Hook Assign the
Grappling Hook to an [tem Use Button, tap that button to
draw the rope. and then use the Control 3tick to aim the
targeting cursor at the vellow part of the beam. When Link
is within reach of a good grappling point, the cursor turns
from red to vellow. Tap the button again to throw the rope,

Once Link is swinging on the rope. vou can control his
movements the same as when he’s on a normal rope. Link
can be made o stop swinging. rotate, and climb up or

down if applicable.

swing across 1o the other rock ledge. and press the A Burton
to jump from the rope, Continue grappling down the side of

the mountain. and then use the sword to smash through the

wooden boards and drop down o the lower level.

Thirg Floor l{euiﬁir@

Since Link still doesn’'t have the kev to the boss’s lair there's no reason to head
back inside just vet. Instead, continue using the Grappling Hook to swing from
ledage to ledge in a countercleckwise dircction down the side of the mountain to
Room K.

Cross the bridge and destrov the rwo Bokoblins that attack. This causes a chest o
appear dircetly below, on the lower floor of Rooim K. Light 4 stick on fire, step
out onta the rope bridge. and set all of the ropes aflame. The bridge quickly col-
lapses due to a lack of support, and Link falls straight down onto the narrow walk-
way below. Open the chest 1o gain another Joy Pendant, and then exit the room.




Link is in the large central chamber
once again, but this time he's high up
on a tiny ledge near a birdcage, Wait
for the lava fountain to subside, and
then run up the steps and step into
the middle of the cage. Hold down the
B Button to prepare for a Spin Attack,
and position Link directlv in the center
of the three ropes, Release the button
tor slice through all three ropes in one
swift morion. This drops the platform

inta the lava below,

FiRgT Floom l@vlﬁlreb |

Stand on the platform, wait for the lava fountain to stop

spouting. and then run and jump for the doorway leading
across the pool. Skip across the two suspended platforms
and climb the ladder toward the ominous doorway above,

Approach the edge of the cliff and target the hook near the
ceiling with the Grappling Hook. You must swing out on
the Grappling Hook to pull down on the hook, but don't let
go! Instead. maintain momentum and release the rope dur-
ing the backswing to land back on the ledge near the door.
If vou're successful, Link's weight pulls down on the hook,
raising the door Go through it to enter Room L.

e ; fromm the entranc
chest 1IHI contains a golden Tingle Statue
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Link must use the Grappling Hook in a different manner in this room. The ledge
he needs to reach is at a right angle to the one he begins on. Start by grappling
onto the hook near the ceiling, but hold the R Button to come 1o a stop. While

holding down the R Button, use the Contrel Stick to rotaté Link so that he's fac-
ing the direction he needs to go. Now release the R Button and begin swinging
back and forth as normal. Cross the suspended platforms up ahead, and use the
Grappling Hook once more to reach the door leading ourt.

Room M may be
4 dead end. buat it
CONAIns some-

thing very valuable—the Big Key! But in order to get it,
Link must keep the flames surrounding the chest from
scorching him. The flames are controlled by the switch on
the floor beside the chest. Simply pressing the switch won't
do, though, because the flames flare back up as soon as the
weight is removed. To get around this, Link must use the
weight of the Magtail to hold down the button while he
snags the kev from the chest.

Back away from the lava and allow the Magrail 1o approach
Link. Press the L Button o lock onte the monstrosicy, and
then press the A Button to Jump Attack when it rises up to
attack. If vou time this correctly. it causes the Magtail 1o roll

up into a ball. Rush in, pick up the frightened insect. and set it down on top of the switch. 3nag the precious kev. and then
return to the large lava fountain in the main cavern. Use the platform resting on it to catch a lift back up to Boom K.

Thire Floor, One Final Visit

Use the jugs of water in Room K to freeze the lava near this room's fountain. and ride it up
to the walkway above. Exit through the upper doorway to the outside. and grapple back up
the side of the mountain to Rooin |

Mnpound TREQHURE
e ghe Mystical Jar in Boom 1 o rc:.t
‘gungeon There's atill & chest in Room

{ise the Grapphog Hook to sWiNg acToss e
iﬁ\" 'frt:ﬂﬁure Chart from the previously out-of-reac

wrn to the Enirance of the
[ that vou need 10 find.
the chasm. and get the
h chest.

by e

Grapple across the lava and snag the booty from the chests
on the way up the stairs. Behind the ornate door at the top
of the stairs lies an enormous beast. Only those with the Big
Key and a heart of steel may dare to enter its sanctum,
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_4@ Required Item: Grappling Hook

GOHMA § ATTACKY
Damage Caused

It's' no wonder Valoo has been so temperamental lately
There’s an enormaus scarpion living in the cave underneath

him! This scorpion is cov-
LA
- *a& *f”
'{
,.m

ered in heawy plating that
can easily withstand Link’s E
attacks. Unlike the Magtails .
Link has dealt with, the
large hlue eye of the sconpi
on is also impenetrable. .

for now.

The most impartant thing Link has to do when fighting Gohma
is make sure he avoids its powerful elaws. Gohma will bring a
swift claw down on Link if he stands still for too long, so
always keep moving. The more common attack is for the scor-
pion to sink both claws into the ground and trap its prey so
that it can blow large flames onto it. If Link gets caught
between the two claws, quickly roll under the large part of
either claw. As long as Link is out from between those claws
he waon't get hurt by the flames

e s e e o L R

Mow it's lime to go on the offensive and break Gohma's shell.
Lze the Grappling Hook and target Yaloo's tail as it dangles
down from a hole in the ceiling. By swinging on the tail, Link
will pull Valoo downward enough to make large chunks of the
cave's ceiling tall onto the boss. Although Gohma appears Lo
collect itself and posh the rock slab back onto the ceiling, its
shell is completely fractured and falls off after the third swing
on Valoo's Lail.
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To make this part of the battle even easier, swing onio one of
the wooden platforms high on the wall above the lava. There

numerous jars containing hearts up there, and Link won't have
to dodge the beast’s attacks either!

LTl

Once Gohma's shell has been completely knocked off by the
falling slabs of rock, leap back down onto the ground and pre-
pare for a final flurry of attacks. Knowing that it has been
severely damaged, Gohma will try to keep its eye away from
Link. Counter this by using the Grappling Hook to pull it down
within reach, and then guickly slash at it before Gohma retali
ates. You should only have fo do this twice to finish off the
hoss for good!




Afrer vou defeat the scorpion, Link can ger a Hearl Container, which increases
his life gauge by a full hearr,

With his energy restored. Link is ready to exit the caverns. Walk into the swirling
wind in the center of the room to return to the heach Thanks to Link. the clouds
are gone and Valoo is back to his old self More importantiy, Medli and Komali are
waiting bv the beach to thank Link for his help. Komali wants Link to have the
Din’s Pearl, because he no longer needs it to feel brave

The group is suddenly puzzled by Valoo's mention of controlling the wind, but

Medli thinks he may be referring to the monument on the south side of the
island, Iff vou haven't done so already. be sure to swim over to the monument and
use the Wind Waker to learn the song engraved on the marker This summons Zephos, the
Wind God, who tells Link abourt the power he now has at his disposal.

Unfortunarely, Zephos’ brother, Cvclos. destroved the other marker. Cvelos is out on the sea
terrorizing sailors with terrible winds. Zephos gives Link his permission to let his brother
hawve it!

The King of Red Lions informs Link that Ganon has begun sending his soldiers in search of
him. They haven't got any time to waste, so they must head south to recover the next pearl,

Stand on the beach and play the Wind's Requiem, changing the direction of the wind so
that it blows to the south. Hop into the boat and raise the sail to start traveling southward.

Shortly after vou shove off. a

Merman leaps from the S

water and fills in some of the details about Dragon Roost
Island on Link's Sea Chart. Each sector on the Sea Chart grid
has ane of these fish-men, By dropping some All-Purpose
Bair into the water, Link can get them to surface and fill in
the chart for that arca.

Additionally, Merman provides some valuable tips about the
island in that area. Be sure to check out the “Island Tours”
section of this book for a complete breakdown of cach
area’s Merman tips, secrets, and treasures.




Sav goodbyve to the Merman and continue sailing southward. Now that Link has the
Grappling Hook. he can lower the sail and use the hook te haul up sunken treasure. Keep
an eve out for rings of light on the water's surface. and position the beat directly over these
spots to have a better chance at hauling up something good.

While finding sunken treasure may be a freat, the sea does
have irs share of hazards as well. For starters, Link must be
on the lookout for Big Octos Although they only cause 1/4
Heart of damage if thev swallow up Link's boat, they can
cause a brief delav in Link's plans, Later, once Link has a
projectile weapon. he can defend himsell against these
giant squid bv atracking their many eveballs. He'll win a
nice reward for himself to boot!

Also be on the lookour for boats, namely a small boat filled
with treasure-secking scuba divers who work for the Salvage
Corp. Link is likelv to encounter them in the area of Eastern | Mighty fine boat you got thers, bub
Triangle Island. They give Link Treasure Chart 34 which ' Voil must be searching for

shows where the buried treasure is for that sector All Link kit : . too. Aren’t you?

needs o do is ger the Merman to fill in his Sea Chart, match

up the location of the treasure as shown by the X on the
Treasure Chart, and use it as a guide on where to look

o PN - B, o

Sove I For lpren,

: 1It's understandable 1o He excired abour hauling up vour first treasure, but ler this one wait unil
- a later time. The chest contaging 200 Rupees, which s all Link's current bag can hold, This :
o rreasure will mosthy go 1o waste unless Link is completely broke

Hold a steady line southward to the center
of area F5. Here, Link finds his first wooden
submarine There are nearlv a dozen of these
submarines scattered throughout the sea,
and each one contains a handful of enemies
that guard a chest with valuable contents,
Board this submarine and defeat the
Bokoblins within it to gain another Bottle,
Continue south toward Forest Haven
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The King of Red Lions belicves that the
Gireat Deke Tree can assist Link in his
acquiring of the theee Peaels, To receive
these mystical items, first Link peeds
ta rescue one of the Deku Tree's lost
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Link arrives at Forest Island on a grassy ledge near the warer, He needs to reach the interior of this sacred
grotto and gain an audience with the Great Deku Tree. in hopes of obtaining Farore's Pearl. Link must hurry
because the Korok forest spirits are preparing for their annual festival,

Stop at Becdle's Shop Ship and replenish Link's supplics of bait. Equip the Grappling Hook, and begin
climbing the cliffs toward the pool above the waterfalls.

m Frealing
Fhe Grappling Hook is a great climbing device
Plus. vou can use it to steal valuable spoils from
x'x;t_gl:d_zmics! For example, L-target one of the Boko
 Bahas dotting the cliffs on Forest Haven. and attack
with the Grappling Hook, Link steals one of their
magical Boko Baba seeds from them

i
I
b
i

o You can use this technigue with numerous enemies
b0 gain lange guuantities of spoils that vou can use in
tracle ar a later time.

e ram A ™

The Boke Babas shoot up from the
ground as Link draws near. Have the
swiord ready and attack in a flurey. This
causes them to stick their stems up
straight and high. slash through the

stems to cut their heads off)

On the uppermost ledge. grapple over to the island ai the edge of the warerfall
Be sure to draw the shield as soon as Link touches down, because the Octorok
that’s upstream can knock Link right
ofl the island with the rocks it spews.
Hold down the B Bution and use the
shield o deflect the rocks back at the
Octorok.
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Continue hopping across the islands
until vou reach the one with the sandy
top. Link leaps into a hanging position
on the edge of this island. Remain in
this hanging position until the second
Octorek's projectile sails harmlessly
overhead. Then climb up and use the
shicld to fend off the beast’s follow-up
attack. Grapple over 1o the uppermast
pool and enter the cave to reach the
inner ared of Forest Haven.




Wade upstream and approach the Great Deku Tree. The wooden spirit of h?% ki
Forest Haven is moaning in agony due to a massive infestation of ChuChus N
slowly eating away at its spirit. Roll into the base of the tree to shake off

these creatures. and then slash through them as fast as possible to end the

tree’s suffering.

The Great Deku Tree speaks to Link in Hyvlian. expecting him to know the lan-
guage well When it's apparent that Link deesn't understand, the tree begins
speaking in English. He correctly guesses Link’s reason for being there—rto get
Farore’s Pearl.

The Deku Tree then calls for the Koroks, the children of the forest, and tells them
that Link is not their enemy, but a friend thev should trust,

Although the Great Deku Tree may have intended to simply
give Link the pearl following a brief ceremony, it seems that
one of his children, Makar, has fallen into the Forbidden
Woods, The Deku Tree asks the great adventurer to flv into
the Forbidden Woods to rescue his voung. But Link can't flv,
s0 he needs to retrieve o magical leaf from high up in the
Deku Tree's canopy. This leaf is said to enable anvone to

WHAT? fly.. even a human!
The Forbi

|5 W £

\ETENTION Hhuttersugys!

New that Link has a botile or two and is in Forest Haven, he

an carch one of the glowing fireflics (the really bright ones) =
el bring it back o the pletographer on Windfall Istand. The

: King of Red Lions doesn’t wani th stray into dangerous

waters, so you need to head due north to Dragon Roost

Iskind, direct the wind to blow to the west, and follow the

L path back o Windfall lsland via the route you sailed previ-

Lsly

fiive Lenzo the Frefly to finally obiain the Deluxe Picto
CBox With this special item, Link can begin his Nintendo
o faallery collection immediately,

| IS
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Link has an empry botile and at least 4 Boko Baba Seeds, he can enter the cave behind the

life and magic gauges.

The leaf that the Deku Tree creates for
Link is pretty high up, and getting to it
isn't casy! Link has to relv on the Baba
Buds to spit him high into the air. He
has to blast from one plant to the next.
up to the highest boughs of the tree,
£ reach the prize,

Approach the Baba Bud near the little
Korok fellow, and look up ar the three

tall stems growing out of the ground.
These are stems of much raller Baba Buds. You must position Link so he's shot through the air from one plant 1o the next
To do this, rotate the Control Stick while inside the plant. When Link is aligned properly. press up on the Control Stick

while fiving through the air to soar over ta the next plant.

.~' il
it 5 All in the dppreach
Wnen Link jumps into the plant, vou have roughly theee seconds o ratate the Conteol Stick oo

I line up with the next bud. Manewver the camera so that that the next plant is ar the very wp-cen-
:-_51'11:1' of the screen. Thar way, vou can make Link leap inoo it by holding Up on the Conteol Stck.

| I the plant isn't directly in the center. just allow Link ro be shot steaight dnmo che air and drop
| back down into the same plant. Make any necessary adjustments and then oy again.

r
! A

After three successiul jumps. Link lands on a large tree
branch. Use the Grappling Hook to swing off the branch,
and carvelully line Link up with the next Baba Bud. From a
complete stop, swing back and forth, and release the rope
on the third swing. Link then has to make five consecutive
jumps to reach the branch bearing the Delu Leal

When Link grabs the Deku Leaf. a magic meter appears on the screen below the life gauge.
The Deku Leaf allows Link to glide short distances, as long as the conditions are favorable.
The distance he travels depends on how much magic is left in the meter, but also which

direction the wind is blowing In addition to gliding, Link can use the Deku Leaf on solif,
ground to create a gust of wind that blows enemies away or puts fans in motion.

Ome of the Koraks is on a ledge with a large arrow on it This is there where Link
must go to make the flight over to the Forbidden Woods dungeon. However. don't
go there just vet! Instead, assign the Deku Leaf to an Item Use Button, and use it 1o
glide over to the Baba Bud in the distance. Use the plant to gain even more altitude.
and then glide over to the large ledge to the righe.




Exit through the tunnel here, and Link soars over
to the island where the Nintendo Gallery is
housed. Be sure to see the “Nintendo Gallery”
scotion of this book for complete information on
this impressive addition to the core adventure,

Rather than flyving over to the island with the Nintendo Gallery, cut the grass to
find some Magic Potions, and use the Baba Bud on the ledge to soar to the high-
est branch on the Deku Tree. From there. glide over to the uppermost ledge
inside the grotto and step outside via the tunnel. Fill the magic meter by uncov-
ering more potions from the grass, and then sail on the prevailing winds down to
the little island with the chest.

Open the chest to gain another Treasure
Chart, and then direct the wind back to the
north and use the Deku Leaf to glide back to the
ledges below the waterfall. Return to the Deku
Tree and use the Baba Buds to reach the ledge
with the grassv arrow on it.

Step outside and note the location of the Forbidden N

Woods entrance, The dungeon entrance cannot be

reached directly from the main island. Instead, Link

must glide to the island off to the left. Play the

Wind's Requiem, and set the wind to blow to the W E
southwesi, Glide across to the small island with the

tiny updraft encircling it.

S

Use the Wind Waker again, this time to make the
wind blow to the northwest. Refill the magic
meter with potions from the grass, and approach

W E the edge of the island while facing the Forbidden
Woods. Link needs to jump off the island and use
the Deku Leaf directly in front of the updraft that
encircles this tiny island. If vou time it properly.

S the updraft gives Link the altitude he needs to

reach the entrance to the forest dungeon.

N
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iR Coméax

ag over to the dungeon entrance isn't the enly chal-
 Three flving baddies known as Peahats oy to knock
“out of the air, Press the lrem Use Button that the Deku

knocks them gway from Link.
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It isn't long before Link realizes where the Forbidden Woods got their name. Naot
onlv is this forest crawling with dangerous beasis and bottomless pits. but hardy
vines cover many of the doors, making advancement through the woods much
more difficult. Link encounters this nasty overgrowth on the door leading out of
the 'E]'IT!'TL' FOMT.

Cat a swath through the gagele of ChuChus, and head up the path on the right
to find a chest containing the much-needed Dungeon Map,

Now o deal with the vines on the door. Unlortunately. the plant protects its deli-

cate flower when danger is nearby, Link needs a projectile!

map KEY

m Dungzon Map




Loop back around past the door to the far-left corner of this area and
grab the Boko Nut. Carry the oversized nut up the central path, and
heave it at the vines on the door. Don't get oo close, or else the flower
will take shelter behind the impenetrable outer leaves Then pass through

the door te the next room.

e Hoom A is an incredibly tall
A 7 & room that Link visits on four of
the five floors in this dungeon.
For now, drop down to the lower level (B1) and dispose of the Boko Baba plants.
It's commeon for a dead Boko Baba to leave behind a Boko Stick. Look for one of
these sticks. and light it on fire with one of the torches. Toss the flaming stick at
the flowery vine covering the chest inside the tree trunk. The Knight's Crest i3
tucked away inside it

Link can gain some additional loot on the ground floor of
this room by using the Deku Leaf to blow away the piles of
leaves scattered about. When vou're done cleaning up after
the felled foliage. use the Baba Buds and the Deku Leaf to
scale this tower-like room to the ledge on 2E

Jecond Floor

map KE9
' Chest

|
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O the ledge. use a homb from the Bomb Plant on the right to blow the vine off
the door. If you're a treasure hunter, or if vou have the Tingle Tuner, explore the
higher reaches of this area. Otherwise, simply pass through the door to the next
area and come back later.

In I!:r T|r|I]I| F-.. 115
side Iht' chest here. If vou don’t h
d to return to th
on

the far side.

A large chasm separates Link from the next room in this

dungeon. Thankfully, a gondala has been strung across the
gorge and is connected to a large fan on cither side. Use the
ek Leaf to blow a gust of wind at the fan to the left of
the door, This brings the gondola to Link. Hop aboard. face
opposite the direction you intend to go. and use the Deku
Leaf again. This pushes the gondola back across the gap to

The gondola takes Link to the doorstep of Room B. Like
the previous area, this one alse spans several floors and is
noi for those with a fear of heights. This room contains
numerous Boko Baba plants, as well as several Peahats, Stay
our of the reach of the Bokoe Babas, and use the Deku Leal
to blow the Peahats out of the air. When their propeller-like

freathers are ruffled. they come crashing 1o the ground, Only

then are they vulnerable to Link's sword attack!

Clear the area of baddies, and use the Deku Leaf to disperse the piles of leaves
for some extra treasure.

Use the Baba Bud on the right to get to the ledge above. From there, glide into
the alcove in the center of the large tree to access the chest located therc. With
the booty in hand, retarn to the ledge to the right, and use the Baba Bud there o
leap to the top of the tree stump. This puts Link on the third floor,




Third Floor |
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The door leading out of Boom B is currently sealed shut by
one of those pesky vines. Use the Deku Leaf to make the fan
on the right start spinning and rerrieve the gondola from the
far side of the room. Ride the gondola across to the other side,
and grab the Boko Nut sitting there Carefully place the Boko
muat on the gondola, and use the Deku Leaf to go back across
to the door. Use the Boko Nut to destroy the vine, and then
pass through the doorway to the passage on the other side,

The next area is a long corridor with

gl e
CT QUICKIY!
‘his particular Boke Nut isn't fully

atered vet and decerioraces rapidly
ter being plucked frem its plang.
I aut begins to crack and fall apart. so.
be sure to get the gondola moving as
qpuickly as possible, Otherwise, Link i
will have nothing but a pile of dust to
throw at the vine, 3

nothing but a lone Boko Nut in its
center. Well. on first glance, at least. ..
In reality. the Boke Nut is surrounded
on all sides by an impenetrable wall of
vines that enly appear as Link draws
close. Fortunately, vou can blow the
Bako Nut off its base with a strong
blast from the Deku Leaf Blow the nut
bevond the vines and then use it to

B

destrov the vegetation on the door.




The large chamber on the other side of
the door is the main area of the
Farbidden Woods. This is where the
Koroks told Link to look for clues.
Room C extends from the depths of
the basement all the way to the fourth
floor, and it has doorways leading in
and out on cvery floor in-berween.

Grab the Grappling Hook and use it to
begin working arcund the perimeter
of the room in a counterclockwise dircction. Carcfully jump onto the moving platforms and ride them around to the main
ledge in the distance The door leading out of the chamber here is locked. sa grab the Boko Nut and leap for the hanging

tree stump in the center Snag the loose Rupees, and then hop onto the ledge with the pair of torches. Use the Boko Nut to
open the door, and push on to the next section of the dungeon,

The narvow passage leading o the next room has a small
valley in it that contains a chest for Link to open.

i Unfortunately, the valley also contains a swarm of Morths
that glom onto Link and make him look like he's in slow
motion. Use the Deku Leaf or the Spin Attack 1o get rid of

the pesky parasites, and continue to the next section,

Room ¥ is a circular room that contains two chests
blocked off by thick woeoden barricades, Although there's a
Bomb Plant in the vicinity of the barricades, gerting to it
isn't so simple. While the room appears to be relatively
empty, it's actually laced with a spiraling network of impen-
etrable vines that rise from the ground te block Link's
progress. Carefully zigzag berween the center and perimeter
of the room o follow the path to the Bomb Plant,

R T Use a bomb to get at the chest nearest to the
(Rpdl oF DREDBCRAMET | Bomb Plant. This chest contains the Compass.
1k might not have any srale hread 1 Blmﬂng up the barricade atop the [Edge in the
Rt but e apn sn]l.lcax_-e 3 distance is much rrickier. however. Since the
trail to follow on the retarn trip. Cut ;
| through the grass en route 1o the vines force you to take a long and windy path to
Bomb Plant to create an casv-to-fol- the ledge. carrving the bomb is an exercise in
- - - 1
L low: path for later. “7  pain. Instead. quickly pluck the bomb. set it
R b down, and then use the Deku Leaf to blow it

onto the ledge in the distance.

When the barricade has been destroved, Link can
meander through the vine maze to the chest con-
taining the Small Key.




Link can use the Baba Buds on his way out of
Room D. Be sure to break all of the vases on the
pedestals to regain extra magic. as well as a Jov
Pendant, Return to the central chamber and use
the kev on the locked door. Use the Deku Leaf

to cross the water in the next area with the

gondaola, and continue on.

Link isn’t in Roomm E too long before
a Maothula rushes in to attack. Skash at it
guickly, and be prepared for it to spew
a stream of Morths into the air Lop the
heads off the Boko Baba plants, and use
one of Baba Buds to soar onto the over
head tree branches. Use the second
Baka Bud—rthe ane on the column—io
reach the upper set of tree branches.
This puts Link on the fourth floor,

Fourth Floor

MapP KEY

Boomerang




Use the Deku Leaf o fend off any remaining Peahats. and then use the Grappling
Hook to climb straight up onto the branch sticking out from the wall overhead.
From atop the first branch, grapple to the second one and drop down onto the
ledge directly below it From this vantage point. Link can hop onro the moving
platforms in the center of Booin E and ride them up to the chest on the ledge
high above,

After retrieving the Joy Pendant from the chest, drop down to the upper set of
tree branches and head through the door that's not covered in vines,

The moment Link enters Roomn FLa large Mothula complete with wings swoops
down from above the door Quickly roll out of the wav of its piercing attuck, and
make for the center of the room. The winged Mothula possesses great speed, and can soar
close to its prev and knock it back before it can dodge. It Link is ro defeat this flving mon-
strosity, he's going o have to ground it for good!

Grab the Deku Leaf and use it to blow the oversized insect out of the air, When it's back on
terra firma, rush in with the sword and slash its wings off Barring an exceptional combao

artack. Link will have to repeat this sequence several times to remove all four wings. When
the Mothula has been grounded, it will behave just like the Mothulbas,

With the Mothula deleated. Link can reirieve the Boomerang from the chest in
the alcove Assign this handy ranged weapon to onc of the Item Use Buttons. and
move into the center of the room You can target up to five different enemies or
itgms at onee with the Boomerang by holding down the button it's assigned to,
Do this now o target both of the switches above the door and then let cr rip!

Use the Boomerang to take out the Peahats in the Room E—von need to hit
them twice to eliminate them altogether—and then approach the door with the
twi vines on it. Use the Boomerang and target the blue flowers of both vines o

destrov them
simultancously.

Link comes to an area with over a dozen Boko Nuts hanging
down from the ceiling on the ends of shart vines. Use the
Boomerang to slice through the vines, and then glide across
to the ledge in the distance with the Deku Leaf Open the
chest to add another Joy Pendant 1o the Spoils Bag, and then
head through the door o the central chamber




Link appears back in Room C, high up on a ledge overlooking the flower
atop the tree stump in the center Glide down onto the flower, and then use
the Boomerang to cut through all five of the flower's support vines at once,
This sends vou and the flower plummeting down from the uppermaost floor
ali the way to the basement of the dungeon.

K nmp KEY
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. Treasure Chart
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Link crash-lands on the bottom floor of the dungeon's central chamber. Rather
than worry about fnding 2 way back upstairs right now, go through the door to
the Y-shaped room on the other side. Use the Boomerang to quickly clear the
Morths off the stepping stones in the water, and slash past the ChuChus and
killer vines on the right to continue on.

In Room G, jump onto the hanging flower and
then over to the chest on the distant ledge.
Return to the flower and use the Boomerang to
guickly slice through the vines that are holding it
up. This causes the flower to drop into the
murky water below.




Jump down onto the floating flower and use the shield to deflect the Octorok's attack. Now, using the flower as a bridge,
carry a bomb from the Bomb Plant on the left over toward the wooden barricade on the right. Go through the door to
Room H.

Use the Grappling Hook to swipe a couple of Golden Feathers from the Peahats that swoop in, and use the Deku Leaf to
ger at the loot under the leaf piles. This room contains a large hollowed-out tree trunk with a vine-covered chest inside it
Although there's a tunnel for vou to crawl through to access the chest, vou can't stand back far enough to use the
Boomerang on the vine You'll have to take a different approach

You can obt > well-hidden Tingl
Bormb an the land beside the door

Clear the small pedestals of their Boko Baba plants, and hop across the platforms
to the rear of the area. Use the Deku Leaf to deliver Link across the room on the
gondola, Grab a bomb from the Bomb Plant, jump onto the gondola platform,
and toss the bomb into the hole atop the tree stump. If vou act quickly encugh

and vour aim is true, the bomb wiil
detonate just as it touches down on

T o T :|
 lirtle OFF the Tp

ﬁ!’bﬂ']hlg takes care of 4 Boko Baba

ﬁ-}am as swiftly as the Boomoering.

This flving weapon can slice the top

B  off one of these man-cating plants in
insicle. Return to the outer room. |>- just one Loss! j

the vine covering the chest. Jump
down through the hoele in the stump
and claim the Treasure Chart

Cut down the flower in Room & again, and hop onto it as it floats in the water Turn Link so
thar his back is to the warerv tunnel, and use the Deku Leaf to give this floral boat a shove in
the right direction Continue using the Deku Leaf to guide Link through the tunnel and
around the bend to the next area, but watch out for the Octoroks that guard the far bank!

Roll past the Green ChuChus
and the killer vines to reach

the next door. Hurry on
through it to the temporary
safety of Room I

Run up the grassy path to the top of the ree stump and
draw the Boomerang The gate that's keeping Link from the
chest undernearh him is controlled by the switches set up in
a circle around this tree. Link must trigger all the switches
with the Boomerang in a particular order. Target all five
swirches in a clockwise direction, starting with the one at
the rear of the room When the sequence is completed. the
gate opens and Link can lav claim to the Big Koy,




The instant Link grabs the Big Kev from the chest, a pair of spear-toting
Moblins drops in to attack. Keep a safe distance, and watch the two of them
accidentally knock each other down with each swing of their spears. That's
vour signal to rush in for a mana-a-Moblin battle,

After vouve won the battle. run to
the top of the path and grapple to
the upper doorway leading back
ta the ¥-shaped room vou visited
eariier. Return o the central chamber. It's time to fly!

MNow that Link has the Big Kev, he's ready to work his way toward the Boss on
the second fleor! Use the Deku Leaf to give the fan on the left in Room C a
jumpstart, and then use the Baba Bud on the right to get airborne, Use the Deku
Leaf ta t1v mnto the updraft created by the fan, and ride it up to the second floor

Link touches down on the perimeter of Room C
on the second floor, Tse the Boomerang to
remove the flowering vines from the door, and
enter the corridor beyond it

Link encounters a pair of Maothulas on the path
ahead. Target them both with the Boomerang
from a distance, and stun the two of them with
the flving weapon Rush in and finish them off
with the sword while thevre dazed. A chest con-
taining a Jov Pendant appears once the Mothulas
have been destroved. Grab the jewelry and head
on down the path o the next room.

Rooim J is littered with Boko Nuts, and many of them have a Green ChuChu or bunch of
Morths waiting to leap out and attack. Grab a loose Boko Stick and light it on fire from one
of the torches. Use this flam-

ing stick ro ignire the wood
covering the Mystical Jar in

A A

the lefi-hand corner, Now
Link can warp between the
dungeon entrance and
Room J quickly and easilv
should the need arise,

Lead up on hearts by smash-
ing Boko MNuts, and then use
the Big Kev 1o unlock the
door to the Boss's Lair,



: & Required Item: Boomerang

KAUE DEMOY'S ATTACKS
Attack ‘Damage Caused

At first, things don’t seem too ouf of the ordinary inside the
Boss's Lair. Makar dppears to be trapped inside a large, sticky
flower, but there's no apparent danger anywhere. Then again,
first impressions can be wrong

Just as Link approaches the little Korok, a flower sprouts up
from the petals and engulfs him. [t turns oot the large sticky
flower petals belong to an enormous plant that hangs from
the ceiling by a dozen vines. To keep its predators at bay, it
has another dozen or so tentacle-like roots that expand out-
ward inall dirgetions.

Kalle Demos has several
ways of attacking Link, but
they're more of a deterrent
than true effensive strikes
The first attack is essentially
a guick smack from one of
its many roots. The carnivo-
rous plant extends its entire
root system in one direction
to create a wavy wall in front of Link. Getting hit by one of
these flapping, wagging tails causes Link to lose 1/4 of a
heart from his life gauge.

=
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The wall of waving roots is relatively easy to avoid—just roll or
strafe oot of the way—hut its other attack is harder to dodge
Be extra-careful when all of its rools are hovering in the air
overhead. 1T snap one of them in a bullwhip-like fashion that's
very difficult to dodge. Fartunately, neither of these attacks
does much damage, and you can recover from them by cutting
the patches of grass to find extra hearts.

It's important to dodge the roots, but it's even more essential
to go on the offensive. Use the Boomerang to targel the vines
it hangs from. Since there are 50 many, you need to throw the
weapon several times to cot them all.

When the flower falls to the ground, its sensitive innards are
exposed. That's your cue to run to the center of the room and
unleash a combo attack as fasl as you can. Yoo need to act
swittly, because the large flower won't stay down for long.

Before you know it, the beast rises up and swallows Link
whole! After a few bites, Link is spit back out into the arena,
minus one full heart. Quickly backflip off the flower to avoid
being chomped on!

flics at an

Continue attacking the vines

with the Boomerang to drop

the flower to the ground. After

landing a third and final

combo attack to the flower's

center, you're victorious and

little: Makar is saved. Makar

offers his thanks. Grab the

Heart Container and step

into the swirling wind to be transporied back to the Forest Haven




Back at the Forest Haven, the Great Deku Tree gives you Farore’s Pearl as
promised As Makar fires up his violin, all of the other Keroks come out to join in
the celebration, Before long, the Great Deku Tree sprouts a bounty of healthy
seeds for the Koroks 1o take with them ourt into the world, expanding the forest

across the Great Sea to other islands.

Wilte? TirRees

unacely, the Koroks  newly planted Deku Trees will oot

fips on helpang the Koroks' rrees regain their vitality
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e lealehy this vear. Be sure o check the “5ide (Queses” Lhap:cs'

Exit the interior of the Forest Haven and allow the waterfalls to spill Link back
down to the lowermost ledge outside. The pestbox near the King of Red Lions is
rocking and bopping This is the signal that Link has a letrer waiting for him!

e “:E‘n*\“ A*\w«\“.t\\.' i s *Zm.\.hm: kv.\vhw:

Dear Link,

If you are reading this letter, it could only mean that you have peeked into one of our many postboxes. | am indebted to
you, | am very sorry | let you leave without thanking you. Please accept my heartfelt apology, along with my thanks.

We cannot do much to help you, but we can at least do this: If we get any letters or parcels for you, we will deliver them
to a post box near you. If you see any wiggling postboxes, please look inside them.

| suppose you have a long way to go before your perilous journey is done. | have included a gift for you with my letter, in
the hope that it might help you. Please accept this small token. | look forward to the day we meet again.

May Fartune Fill Your Wings!
Komali's Father
Package: Heart Piece.

-
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The King of Red Lions is getting very nervous about

how rapidlv Ganon is regaining his power The third and

final pear! is on an sland that s home to 2 great fish. W E
Set the wind o blow o the northwest, and get sailing”

Make a pit stop at the Submarine near Six-Eve Reef (D4) to
gain another Heart Piece on the way. Use the Grappling
Hook to steal Skull Necklaces from the parade of Moblins,
and then knock them out with the Boomerang After you
crack the chest on the Submarine, return to the King of Red
Lions and continue due west to the location marked on the
Sea Chare,




Link and the King of Red Lions ane ton e Bombs
late in getting o Greatfish Isle. che home

of Jabun the water spirit. Is 1L possibic
that Jabuz bas escaped Ganon's destrac
tion and fled 1o a safer locale? Link must
find him and obtain the third and fnal
pear] before it's too - late!

Rupee Bag { 1000}

.illnlhljn !Mnthu'm

map KEY

a Heart Piecs




When Link finally steps off the boat and onte Greatfish Isle. it's not at all as he expected it
This once-sacred land has been ripped apart by the pewer of Ganon, leaving only scattered
remains. Shortly after Link arrives, Quill the postman touches down and updates Link as to
Jabun's whereabouls The water spirit has escaped and is now hiding behind a great rock
wall on Outset Island, Link's home.

In Quill's search for Link, he came across the pirates at Windfall Island. He doesn't know
why thev were there. but he does know they're tryving to gain access to Jabun's hiding

place. Link must beat them o it

There's very lirtle for Link to do on this desolate isle, other than talk and/or trade
with the traveling merchant on the wooden raft, Note that while much of the
island has been ripped apart. there's a lone chest on 2 ledge that Link can reach.

Hop aboard the King of Red Lions and sail over to

the spiraling hilltop poking our of the water. Link N
encounters one of the Koroks and its wilted tree on

the top. Approach the edge while facing the rem-

nants of the main island. and play the Wind's

Requiem to cause the wind to blow o the north- W E
west, Use the Deku Leaf o glide over 1o the ledge

sticking out of the large mound of rock on the right. The chest

hidden on this ledge contains a Heart Picce! S

Hop aboard the boat, The N

pirates are up to something,

and Link had better find ourt

what it is! Ser the wind to

blow to the northeast, and w E
shove off for Windfall Island.

(5)
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Quill was right. the piraies are indeed on Windfall Island! Most of the shops and buildings are closed at night, so there
aren’'t many places where they can be. If the pirates are truly trying o find a way through a rock wall, there's a good

chance they 're at the bomb shop

If you wish to be a true swordsman...find some Knight's Crests and return to me!

Orca
Package: 20 Rupees
i — N PR e




The lights are on in the bomb shop,
but the door is locked for the night.
That's okay. Link sneaked in once
before, and he can do it again. Sidle
along the ledge on the side of the
building by the water, and clamber up
the ivy to the runnel leading into the
bomb shop.

Much to Link's surprise, not only are the pirates inside the bomb shop, but they've tied up
the proprictor and are stealing his supply of Bombs! The pirates explain to the shop owner
that they absolutely need Bombs to get at the treasure they're going alter,

A-ha! Now Link knows how be can get to Jabun! He must find a way to get his mitts on
some of these Bombs

After some bhickering. the pirates agree to place
the Bombs aboard their ship and head into town
for some grub. Although Tetra notices Link cavesdropping from the rafters. she
doesn’t tell the rest of her gang that they're being spied on.

After Tetra leaves the shop, a couple of the other pirates discuss the password
that has been assigned to the ship’s cabin door. Each day the lock on the door is
Tisys peoawordile Tres given a new password. and only those who enter the correct word can gain

L

entrance. Take note of the password that's mentioned (it appears in red text),

® because Link will need it to enter the ship when the coast is clear.

—_ ¥ - Once all the pirates exit the shop, jump down
There are multiplt passwords used in J onto the floor and head behind the counter to

= this password syslom, 5o pay attention -| bust up the numerous jars, which contain an
te whar the piratcs sav. If vou miss it
or forger how the pirates spell i, visit
the King of Red Lions near the docks the path toward the monument where Toft is
for a quick reminder. 3

abundance of Rupees. Exit the shop and head up

== pormally found dancing, and jump onto the deck
b of the pirate ship.

A Frowaway Tneaky ASoare

Aboard the pirate ship, approach the door to the cabin and input the passwaord
of the day. The password is tvpically an 8-letter word, beginning with a capital
letter and followed by all lowercase letters. The door will unlock if Link provides
the correct answer to the riddie. Go through the door and head downstairs,




: -:mure a Legend of Lelda fan, vou'll recognize

some of the artwork in Tetra's quarters at the top of

¢ staircasc. Did Terra steal these artworks, or is
there some connection berween these depictions
ancd this mischievous pirate?

The pirate ship wasn't left completely unoccupied. Nike is still on beard making sure nobody steals their Bombs! He fsn't
much of 4 guard. though, and his joy at seeing his old swabbie stll alive obscures his judgment. Instead of escorting Link
off the plank, he challenges Link to another rope-swinging test

This particular rope test doesn't have any platforms between the ropes Link must leap from rope to rope to reach the far
side of the room before the gate slams shut.

Stomp on the switch and make the jump to the first rope. Hold down the R Buiton to stop, and rotate Link so that he's fac-
ing the ropes on the left, Since all of the ropes are swaying back and forth. it's important to line Link up with the center of
the ropes’ area of movement. Press the
L Button to center the camera directly
behind Link, gauge the approximate
central position of the rope. and then
begin swinging back and forth, Press
the A Button on the third swing to
make the leap for the next rope.

When Link makes it to the far ledge and sneaks into the room with Niko before the gate
slams shut. he's awarded the contents of the chest—Bombs! Terra isn't a fool, though. The
moment Link obtains the Bombs, she warns Link via the magical stone that he's going to
have some swift competition en route to Ourset Island, Link had betier get to Jabun before
sunrise, because the pirates will be shoving off at daybreak!

\h-ﬁu\u&\.‘\\ ety &w- r'tm-ﬁw mmm &mﬂnﬁhﬁu\u& -, “\“.&m‘&mhm‘- i oo mﬁm‘mﬁm i

Notice from Beedle's Shop Ship!

It's time for our semiannual Big Chance Extravaganza! We have a new product that has burst onto the scene: Bombs!!

We're having an extra-special sale on this choice item for a limited time only! You'll know where to find it by checking
the enclosed Beedle Shop Ship Chart!

Visit a Beedle Shop Ship near you today! (Offer not available in all regions!)
Don't miss this HUGE opportunity!!
Beedle

Package: Beedle's Chart
T matl N -~




Return to the King of Red Lions and play the Wind's Requiem to make the wind blow
steadily to the south. Link has a long haul ahead of him, and there’s no time to waste. Set a

course for Outset [sland!

e PN
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Link's business on Outset Island is mainly with Jabun. But it appears that Ganonderf has cast a spell to keep the sun from
rising. so there’s no reason to worry about the pirates getting to Jabun first.

The King of Red Lions drops Link off on the pier and advises him to spend some time with his grandmother before going
to meet with Jabun,

Belore going to meet Granny, return 1o the Forest of Fairics.
Now that vou have some Bombs, blow up the large boulder
near the spring and see if the legend of the forest is true.
Climb to the top of the hill and approach the ledge where the
bridge was days ago. Glide across on the Deku Leaf, Climb
onto the wooden support, set the wind (o blow in a westerky
direction, and let the wind carry vou across the divide.

N
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Proceed through the forest just as before, and use a Bomb to blow up the large

L o
boulder near the signpost This reveals a secret hole in the ground leading to the Bianicayil

lair of some fairies. Drop down the hole and visit with the fairy to receive a new
Rupec Bag. Now Link can carry as many as 1,000 Rupees at once!

Before leaving the fairies’ cave. capture one of the little fairies in an empty
bottle—the reason will become clear soon encugh! Leave the forest and head
straight for Grandma's house,

Much te Link's dismay, his beloved Grandma has fallen sick while he was away # 300

looking for Arvil. She can barely manage anything more than some muted moan-
ing and greaning, Unleash the fairy from the bottle while
standing next to her and stand back and watch as it magi-
cally cures her sickness, As a “thank you.” Grandma quickly
fixes up a double helping of her famous Elixir Soup. This
concoction refills Link's life and magic gauges. and it dou-
bles his strength until something attacks him,




Parring is alwavs sweet sorrow. but Link must head back out into the driving rain and leave
his Grandma alone until another time.

The enly other soul awake at this late hour is Orca. He gladly challenges you to a series of
trials in which vou can trv to earn valuable rewards from the old master. Read the “Side
Quests” chapter for tips on becoming a master swordsman through Orea’s trials,

iy Lo
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# I'm sorry to disturb you with this unsolicited letter. I the following does not interest you, please throw this letter away /

without a second thought.
BUT THIS IS YOUR BIG CHANCEM

Do you have need of an empty bottle, a Piece of Heart, or a Treasure Chart? We have them at special bargain prices.

BUT WE ONLY HAVE ONE OF EACH!

If you're interested, go to the Shop Ship near Rock Spire Island. First come, first serve! | can'’t wait to serve you!

To those who took the time to read this letter... please accept my humble thanks.
Asst. Manager, Rock Spire Shop Ship
Package: 1 Rupee

Meering Jasun

e

Omce vou've done all you can do on the island and vou're ready to meet the great fish spirit
Jabun, return to the King of Red Lions and sail around the island. You soon come to a large
whirlpool that takes hold of the boat and spins it around in a slow counterclockwise spiral,
Fortunatcely, this whirlpool just happens to be near the large stone slab that Jabun is hiding
behind.

Assign the Bombs to one of the Ttem Use Buttons, and press it to quickly construct a can-
non on board the King of Red Lions. Use the Control Stick to aim the cannon, and press the
corresponding button to fire a Bomb. You can hit the slab of rock from all but the ourer-
most portion of the whirlpool, so keep adjusting the cannon's trajectory while firing away.

There are three pieces 1o the rock wall that you must blow up. When the last of them
crumbles. you automatically sail into the exposed cave for a meeting with Jabun,

Inside the cave, vou're privy to a very one-sided
conversation because the mighry Jabun only
speaks in the Hylian tongue. At least the King of
Red Lions makes his replies in English! Either
way, Jabun eventually hands over Mavru's
Pearl.

oA,




ﬁert Iny The Pcarly

Now that vou have the third and final pearl, the
King of Red Lions marks the locations of three
places on the Sea Chart. You must sail to these

three places and place the sacred jewels vou've
collected The locations are Eastern Triangle
Island. Northern Triangle Isle. and Southern
Triangle Island. Set sail for these locations at once!

How are you doing, Link? Do you have enouqh of Granny's soup? Where are you now?
You may be closer than | suspect!
Are you hungry? Are you warm? You haven't injured yourself, have you?

You always work so hard, Link. Do you have enough Rupees? Your grandma doesn’t have a lot but I'm sending you
everything I've saved up. As long as | have you and Aryll, | don’t need anything else. | just want the two of you to return
home safely.

Love,
Grandma
Package: 20 Rupees
i — g o -

When vou arrive at each island, climb
ot of the boat and approach the gold-
en statue, Link then places onc of the
pearls on the statue, Continue doing
this wntil all thrce pearls have been
placed and the Great Sea is embla-
goned with a mighty Triforce insignia.

¥ " The three pearls together posscss a mighty

'ﬂﬁwzm_ﬁ ﬂtﬁ/‘}E&hM;‘ﬁl
.j’ﬂm caenmous tlving fish that guard
xk‘-‘Snuthc: i Fraangle Island are known as
,h scalits Although s easy to chop them
| dewn o size with the Boomerang or
he camnon. vou can just ignore them
Either sail away from them or jump oug
ol the boat and climb once dey land.
CFroon there. vou can dispateh them
- casthy with the Boomerang withow
i I:l'u_ risk of bong rasuned

power that cases a large Triforce over the water
and causes a large, ornate tower to rise up from
the depths The unleashing of this power sends
Link hurtling through the air into the side of the
newly risen tower. His courage and determina-
tiom are about to be tested.




There's no denving thar Link has accom- Hero's Bow -.&rmm-:
plishied a prear desl to get this far but he
must prove his mettle here iF he's 1o gain ..ﬁ.rmns Enight
the title “Hero of Wind "The Tower of the
Crods is A place where all but the mos: Chiichn
courageous of adventurers are surc to .—
neet their end.
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Link sails into the flooded tower and finds himself in 4 large room thar remains underwater. In fact, as the
tides roll in and out. the water in the tower rises and falls,

Although there's no wind inside the tower. vou can still get around by boat. Move through the water by rais-
ing the sail and rocking the rudder back and forth to create your own wind, Or
simply hold down the R Button and cruise. albeit slowly, to vour destination.

Cruise toward the center of the main enryway and raise the cannon on-board
the boat. The two walls o the left are both heavily fractured, and you can bring
them down with a pair of well-aimed Bombs, You'll have no need for the King of
Red Lions in this tower once the walls are brought down, so hop into the water
and swim to the far-right corner

When the tide rises, climb onte the top of the
stone column and jump onto the landing near
the green and gold tile. Pick up the Armos statuc
on the right and place it on the glowing floor
tile near the barred door. This causes the bars to
lift. Enter the next room,

Rooim A contains a large pool of water that fills and empties with the tides. Hop into the water and wait for it 1o drain
from the tank, There's a glowing switch on the bottom of the pool that causes a bridge of light to extend across the top.
Pick up one of the boxes and set it down on this switch, The crate floats up to the surface when the water rises. but as

long as you don't knock it out of position, it sinks straight down onto the glowing switch.

Climb out of the tank and cross the magical bridge when it reappears.

In the rear of the
room, there's a
much fancier stat-
ue with a cross-
shaped base. Pick
up this starue,
head back across
the light bridge,
and exit the
room. Place the
statue in the
cross-shaped
indentation on
the floor near the
green tile outside,
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ing with the Tower of the Gods, occasionally vou can carry an item througha

Adthough vou still can't carry a Darknut's sword or a Moblin’s Spear into another

(FOU Can ciarry certain statues and ather very important items anc/or characters

when appropriate. Just remeniber not to put the temy/person down, and press the

L A Button while standing next to the door se as to not drop the carried ftem.
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Once the statue has been inserted into its appropriate spot. a large beam of light
shines up the ceiling and an enormouns golden gate lowers. Now you have access
to a more remote part of this dungeon.

Swim across to the nearby area and head through the door there to enter Room
EWait for the room to fill with water, and climb onto the ledge below the
cracked wall on the right. Place a Bomb on the ledge, and step out of the way so
vou don't get thrown off when it explodes.

Once the dust sertles, vou find a chest containing the Dungeon Map in the
aleove that's revealed.

There are other alcoves blocked by fractured walls in this room. Although the
one directly across from the one with the Dungeon Map has a ledge, the one in
the far-left corner does not. In order to access this particular recess. vou have to
toss a Bomb at the wall from atop one of the crares.

After the wall blows up. slide on top of the crates near the opening while the
room is drained, and leap from the crate o the jars inside when the water
floods back in. The jar on the left contains a Jov Pendant, so the effort doesn’t
go unrewarded!

Unce vou have the Dungeon Map and vou've lowered the
ENOrmous gate. vou're ready to swim to the far-right area of
this floor Place the two Armos statues on the glowing pan-
els, and head through the door to the elongated room
beyvond it

The large tank of water in Room C conrains multiple
crates. When the water is low, yvou need to rearrange these
crates 5o that you can cross the room with a flaming torch.

Jump into the water, When it's low, push and pull the large
crates into a long line. Since there are only six large crates,
muke sure thev're close enough together that vou can leap
from crate to crate without falling into the drink, Pair up
the crates into three groups of two. and space the pairs
roughly one crate-width apare.




When the crates are in place, wait for the water to rise and
take a dry run from one side of the room to the other. You
need to make sure vou can cross the room without getting
wetl When the placement of this makeshift floating bridge
is satisfactory, light one of the Boko Sticks and cross the
room ta the far end, Then lght the two torches on fire 1o
reveal the invisible chest containing a Small Key.

The King of Red Lions is waiting outside the door for you after
vou abtain the key. Hop aboard and held down the R Button to
cruise back toward the walls vou blasted through earlier. Swim for
the wall that remains, and climb over it. Make for the staircase, and
head up to the vnlocked room in the back corner,

Make sure the Deku Leaf is
at the ready. and head
through the door to Room
I3 Blast the Red Bubble out
of the air, and open the
chest to obtain the
Compass for this dungeon,
A guick glance at the map
shows that there's another chest in this room. but vou'll
have to come back [or it because it requires an item vou

don’t have vet.

Exir the room and light a Boko Stick on fire. Wait
for the water to lower. and then run down the
steps and light the torches near the locked doaor,
This makes another chest appear. Grab the Jov
Pendant from the chest, and then unlock the
door to Room E and head inside.

The moment vou enter the room, four electrified
vellow ChuChus attack. Stun them with the
Boomerang, and then rush in and slash them to
pieces with the sword. As soon as the final
ChuChu is destroved, a magical staircase of light appears. Run up the stairs to the statue

and carry it out of the room. Up the stairs in the main hall is another cross-shaped indenta-
tion on the floor Set this statue down just as before.

Wit on o of the magical staircase until the water level begins to fall. Quickly hurry down the
g stairs as the water recedes, and head out the door and up the ether stairease before the tlood 1
e comes back. J

. B
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With the sccond statue in place, now vou can access the
tunzel that leads from the center of the room back toward
a series of platforms up o floor 2E Swim over to the golden
tunnel. and go through the door to the area that the Beamos
i% guarding.

Beamos possess a powerful laser that knocks vou to the
ground. The Beamos in Boom F is constantly on the look-

out for intruders and is nearly impossible to destroy,

Take out any rats with the Boomerang, and then pick up one of the Armos statues
and approach the golden floor Wait for the Beamos' laser to pass, and then guickly
run behind it so as not to be seen. Place the statue on one of the glowing panels in
the floor, and return for the other one. Place the second Armaos statue on another
pancl. and then step onto the third panel to complete the circuit.

Once all three glowing pancls are weighred down, a series of platforms begin
rising and falling in the air. This is vour transportation to the second floor!

Vv i
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ond floor landing, jump

Glide back to the ledge near the door and pass through to the central worship-
ping chamber of this godlv rower. This is a cross-shaped room with doorways on
all four sides. For now, only the door on the right is unlocked. Look for the door

with the glowing insignia, and go through it to the eastern wing of the tower

Map KEY -
= @& Chest -
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Hop onto the floating platform and cruise across to the far side, where a pair of electrified
Yellow ChuChus greet vou, Go through the door to the easternmaost room on this floor, and
walk up onto the magical platform. Jump down off the back edge of it onte solid ground,
and approach the monument at the rear of the room. :

The monument informs you that the “seeker of the goddess guideposts” can call for the

spirit to come down from its pedestal with a press of the R Burton. How convenient! Call
down the spirit-statue by pressing the R Button, and have it slowly follow vou across the
meandering walkwav. Although it would be faster to carry the statue. the magical platform
abowve is too low. Nevertheless, at the edge of the walkway, vou'll need to pick up the statue
and jump across the gap to reach the doorway,

Continue carrying the statue
back over the floating plat-
form to the central chamber,
Once vou reach the central
raom, the statue leaps from
vour hands and hops onto a
large pedestal. This causes a
golden song tablet to appear
in the center of the room,
The four-note song inscribed
on the tablet reveals the
naotes for the Command
Melody.

Climb the steps to the tablet, and grab
the Wind Waker to learn the new song. Hold the
~ Control Stick to the left to shift to 4 4/4 tempo. and then
push the Control Stick to the left, center. right, and center.

ng Ctarr:’:1‘!‘1';%.1'.!:&:#“g

¢ Command Melody is
key 1o getting through
situations when
Link's abiliries aren’s é
enaugh. The Command
Metoch is 4 song that
vl come o know well,
. Bul beware, because any
tacks made to the char-
wrer being controbled will
salt in a break in the
ptelepathy, and command
- will be lost,

The Command Meledy allows Link to use his tremendous
mind power to control the movements of another
character, or in this case, a starue!

Onee vou've shown mastery of the Command Melody, the
door ta the western wing of the floor opens. You're
instructed to return two other statues to their “places of
truth” so that yvou can continue on toward a meeting with
the gods.

-
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ﬁ Hero's Bow =

LUse the Deku Leaf to blow the pair of Red Bubbles out of the way. and then grapple
straight across the gap to the door on the other side. Go through rhe door to enter the
room with the second searue.

Grapple across the gap in the floor to reach the statue. and press the R Button o call it
down from its pedestal. As soon as the statue is on the ground and hopping about. run over
tor the glowing panel and stand on it to cause a magical bridge o appear across the chasm.
Plav the Command Melody while standing on the panel to take control of the statue. and
guide it across the bridge of light. Onlv when the statue is on solid ground across the room
should vou press the R Butten to release control,

ooy
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Grapple back acrass the room to meet up with
the statue, and carry it theough the door to the
previous room. et the statue down on the glow-
ing panel to raise the bars on the door to the
right. Leave the statue here, glide to the landing
near this door, and pass through it to the arena
on the other side.

A Darknut stands guard over the reasure in this room. Draw the sword and
begin strafing around the kaight, sctring up an opportunity for a parry attack
Wait for the A Button icen to glow, and then press the A Button to roll or leap
into position and attack. You need to slash the straps on the Darkout's back to
make its armor fall off before he can truly harm him. Similarly, the Darkout can-
not be harmed by attacks to the head as long as his helm is securely fastened,
A parry attack to the head is the best way of removing the helmet,

Cmce the cretin is without his armor, stun him
with the Boomerang and then move in for a
guick combo attack with the sword. It's also
guite effective. as well as entertaining, to pick up
the Darknut's enormous sword and use it against
him—although Link truly siruggles under the
heft of this monstrous weapon!

The chest that appears after the Darknut's defeat
contains the mighty Hero's Bow, Now vou
truly have a ranged weapon of destruction! The
Bow can only hold 30 arrows for now, but a cou-
ple of visits to the Great Fairy can push that num-
ber to a whopping 99 when the time is right,

A \ WA b
191nG The Here 5 Bow
ﬂmag thie Hero's Bow is similar (o
ing the other items. except that it
reguires 4 good deal of practice to
Sfully master.

Exit the arena and draw the Bow imme-
diately. You can get in some good target
practice by shooting the Red Bubbles
out of the air—or vou could use the
Deku Leaf. More importantly. fire an

arrow into the eveball on the wall

Assign the Bow to one of the Item
L'se Buttons. and then press that but

| across the room, This cavuses two plat-
o to use it This shifts the view 088 o000 1) appear and begin moving back
fer-person perspective. Line up the
arrow with the intended target. and
Cpress the corresponding button again
o fire it. When using the Bow in com-
i, 1S also possible to L-target an ;
F encmy and press the buccen (o fire
\\ arrows at it automatically with deadly 2

Jprecision: This is the preferred
- method,

and forth across the gap in the room.

A

Glide over to the statue on the left,
and carry it across the platforms and
through the docrway to the central
rooim. The statue automatically leaps
from your grasp and hops into position
on one of the ether pedestals in the
room. The third doorway opens. giving
vl access to the northern wing of the
floor,




Hfound TREDSURE
o that vou have the Hero's Bow vou can return o previousky
plored areas and gather up some treasure chests vou missed
‘For stariers, return to Room D on IF and fire an arrow at the
evebail on the wall 1o reveal a chest containing a Treasure

Chirt.

Return to 2F enter the eascern wing (Part A) and hop onta the
3 Tlosting plattorm. Shoat the eveball in the corvider to the right
o make another platform appear and ride it to the arena above.
Toss & Bomb into the gaping maw of cach Armos Kaight 1o get another Joy Pendant

e Mmap KEY
‘ Chest
Small Key i

' Treasure Chart
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Approach the edge overlooking the water, and toss a Bomb down at the frac-
tured wall on the left. Jump down nto the resulting opening, and enter the arena
through the doorway bevond it A pair of Armos
Knights stands idle on either side of 4 Wind Mark.
Stand atop this blue insignia, and playv the Wind's
Requiem song with the Wind Waker to make 2
chest magically appear on the symbaol in the
center of the room,

As expected., the two Armos Knights come to life the moment the
chest appears. Quickly leap our of the way of their spikes. and get a
Bomb ready, The Armos Knights take three hops at vou and then stop
in place while their mouths hang
apen. Toss a Bomb into each open
mouth. and watch them spin out of

control and explode into pleces. With
the Armos Knights out of the picture,
apen the chest to get another
Treasure Chart

Exit the arena. and swim across the pool to the doorway on the far side of the room The
room beyond this door contains a multitude of platiorms that rise and [all and slide back
and forth in all directions,

Equip the Deku Leaf to help with all of the jumping that's required here. Also, equip the
Bow to take out both cnemics and eveball-targets,

Jump onto the nearest platform and ride it down toward the ones below. Blow the Red
Bubbles our of the air, and then fire an arrow at the eveball inside the golden staff This
makes the platform begin to move upward, Hop onto the platform and draw the Bow once
more There are two other eveball-targets 1o shoot. Turn and aim at the golden stafl on the
platform high above, and then aim at the large eveball on the wall above the doorway,
Shooting this target with an arrow causes a treasure chest to appear in this room.

Hop off the first vertical platform onto the ledge
with the chest. and open it to get a Small Key,
Now cross the room via the upper tier of hori-

zontal platforms, and go to the ledge with the
chest that appears after vou shoot the eveball on
the wall. This chest contains a Jov Pendant.
Return to the outer room, and climb the ladder
up eut of the water

The two platforms hanging above the water are
essentially scales. In order for a platform not to
sink under your weight, vou must counterbalance the other,

There are four dead Armos statues near the door cach one weighing the same as Link. Toss
two of these statues onio a single platform to ensure that the ather one stavs in the up
while vou cross to the aother side of the room. Unlock the door and enter the room
containing the third and final statue,




The statue in this room is protected by
an impenetrable force field. Although
there’s a switch to turn this force field
off, constant pressure must be applied
to it or else it turns back on and dam-
ages vou, In order to get to the statue,
vou must glide over the force field
with the Deku Leaf. Leap off the small
monument in the center of the room,

and float down toward the statue.

On the other side of the force field. press the R Button to summon the statue
and then play the Command Melody to take control of it. The statue can pass
harmlessly through the force ficld to the glowing panel on the floor, which turns
off the field. Release control of the statue while it's on top of the switch, and
then exit the danger area.

i

. Comma

Carry the statue out
of the room and
back toward the
scales This time vou
have to cross the
scales while carrving
the statue, so you

must weigh down
one side of the
scales with three of
the Armos statues. '

Take out the
Wizzrobe with the
Bow, and then glide
back across the room
to load up the scales with the Armos statues there, Carry the sacred statuc out of the
room and let it join the others inside the main chamber.

Once all three starues are in place, each one shoots out a triangular beam of light.
These beams combine to form a magical column of light leading up to the third
floor of the tower Walk into this column to reach the third floor

"
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a ?’ Big Key

The first order of business on this floor is to gain access to the chest behind the force field.

Carry the two Armos statues over to the glowing panels on the floor but stick to the center
of the room o avoid the Beamoes on either side. Once the statues are in place, stand on the
third panel to cut off the power to the force field. Now vou can obtain the Big Key from
the chest.

The Armes come to life as seon as you get the Big Key, so grab the Bow and be ready. Fire
an arrow inte the center hole of each Armos o stop them in their tracks While thev're
paused, run around behind them and slash at the red jewcels on their backs. This puts them
down for the count!

Exit the room onto the staircase that wraps around the
exterior of the towern Although there are many Beamos
positioned on these stairs, vou can destrov the blue ones by
L-targeting their mechanical eves with the Bow. The blue
Beamos can only emit their laser in a straight line directly
in front of them, which makes them much easier to avieid,
Unifortunately, the red ones contain rotating lasers, so

quickly roll past them.

- vouve found it Arrows

} i1
t{cﬂe 5 ARROWS
cu're plaving with the {'I
A, vou'll find vourself at
advantage because vou |
can purchuse Arroas from
Kruckle via the Hand-Me-
Daowen Tiagle Tuner (i

play 4 big role in the
pooming hoss fight.
eplacement arrows will
ppear during the battle.  /
It it's always good m
start with a full gquiver!




GOHOATR :‘f AL T ACKS
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Gohdan isn't going to just let you run around and poke him in
the eye all day. In addition to the occasional projectile attack,
Gohdan uses his hands to sweep you off the arena floor and
into the elecirified pit that runs around the perimeter of the
room. Although you don't need to continue firing at the eye-
balls on the hands once the face's eyelids open, it's difficult to
get a good shot when both hands are swinging around trying
to deflect your attacks.

As Link enters the final room
in the Tower of the Gods. a
bas-relief comes to life, and a
giant face and pair of hands
flies out of the wall to give
the chosen one his “final
challenge.” Each hand has an
eveball inits palm. and the
face also has two eyes.

Strafe around the arena while targeting the hand nearest Link by
pressing the L Button. Fire arrows at its eyeball. The hand flips
over after it has been twice, signaling that it's no longer a threat.
Then target the other hand and shoot arrows into its eyeball.

0z

r j : Keep up the attack by constantly L-targeting the red eyes on
The face beging putting up a tougher fight after both hands Gohdan's face. This ensures an accurate shot with the Bow

afrows into each of its red become more frequent as the battle rages on.
eyes. Grab a Bomb and toss

itinto the beast’s maouth as
soon as it opens. Link has to
hurry to get the Bomb in

To succeed in this challenge,
you must detonate three
Bombs in Gohdan's mouth

Gohdan's mouth befare both i ; s Then "'_”]”‘m iyt d HE.H"
the face-and its accompany- Container and allowed into a
ing hands recover. 3 N place where only the chosen

are permitted to enter.
* s

b the ladder up to the platform. and

w ring this bell, the pathway Go

Link and the King of Red Lions gutomatically sail into this pathway —a great vell beam of light on the surf

(rreat Sea
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Chaprer OVeERVIEW

LVES

MNow it's time for Link o fnd cul just

what becoming the “chosen onc” entails.

He and the King of Red Lions will visit
an uncderwater castle that. for some rea-
son. reminds Link of the ancient legend
his Grandma used to tell him

LELY rems

Master Sword

ERCics
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Link and the King of Red Lions will sail into the ring of light
that appeared in the water outside the Tower of the Gods. In
doing so. the two are brought deep below the waves into a
world devoid of light. Slowly, a monochromatic castle comes
inte view, The King says he doesn’t have the time to explain the
circumstances in which they find themselves According to the
talking boat, all will become clear once Link strikes down
Ganon with the item contained in this castle.

Save your game progress and
enter the castle. Don't worry
ahour the King: he won't go anvwhere

FirgT F1o0R ‘

When Link arrives inside the castle. he finds himself trans-
ported to a battle long past. . vet frozen in the moment as if
to remind future generations of the perils of war
Evervwhere he looks he finds Moblins and Darknuts turned
to stone with looks of rage, fear, and confusion on their
faces. One thing rises up from the solidified hordes: a statue
of 4 yvoung bov with a sword—the legendary Hero of Time
stands above all others!

Descend the steps on either side of the statue and approach
the hexagonal area with the Triforce insignia in the center,
The King of Red Lions will speak to Link through the magic
stome in his pocket, informing him that the item he seeks
Hes sealed away in this castle’s basement. To get it Link

must complete a puzzle whose solution resembles the
svimbol over the entryway,

Link must move the large triangular blocks into position over the Triforce crest on the floor Because the blocks are too
large and heavy o Lift Link will have to rely on spinning them around and around until he eventually rotates them into
position. As soon as the third block
slides into position. all three of them
will sink into the floor and the large
Hero of Time statue will slide off irs
base. revealing a secret staircase thart
leads into the basement. Descend the

stairs to the castle’s secret sancram,



A voice calls out to Link as he enters the castle's
basement. He is instructed to take the Master
Sword from the center of the room., According o
the voice, the sword is the bane of all things evil.
and Link has proven himself worthy of wielding it
next It must be used to destroy Ganon!

Just as Link grabs the Master Sword from its resting-place. a band of light erupts
in the castle and glorious color gradually sweeps across the upper floor, replac
ing all grayness with a vivid spectrum, Unfortunately. this is a signal that Link's
ultimate test is beginning. Both of the casile's exits are blocked bv impenctrable
force Helds, and Link will be granted a wav out only after every last Moblin and
Darknut has been defeated in battle.

On Power,
ﬂrh{_}ugh the Master Sword definitely
packs moee punch than the Hero's

sword, it is not nearly at its full pow
Link must accomplish a pair of mig
tasks before restoring the Master
Sweord o its legendary potency




> A Bartle For The Agey

Return 1o the castle’s main floor, draw the Master Sword from its sheath and begin swing-
ing. Have the Grappling Hook, Boomerang, and Bow at the readv. as they will each come in
handy during the battle. The castle is crawling with those from Ganon's army, and Link will
have to slash his way through dozens of enemies (o escape in one piece.

The kev to surviving this ordeal is to keep moving
and avoid gerting cornered. Use the Boomerang to
stun Moblins and rush in and atack without fear,
Darknuts obviously require much more patience,

but even they can be deale with swiftly once vou : 'il o :
knock off their helmet and armor, Link can all but ey -
ensure his own success by smashing open each of S e
the spoils balls ¢l | i absbt . i i o Enighi's Ceesrs s

spoils _a s thart afre dropped after an enemy is Sl Neckiaves during this
defeated. Link can gain numerous hearts through- Fracas, Remember 1o use the
out the battle if he's careful to grab them. Grappling Hook 1o swipe

| some aof these valuabie
. ! : dtems from the Mohlins and

Although there : 3 5 M = i sLairs ~any. Litks st fot-

ough there are numerous Moblins walking along the upstairs balcony, Link's most for e Db ﬁi

midable opponents are the shielded Darknuts that patrol the area near the Triforce puszle.
Relv solely on the parry attacks to slash off their helm and armor and then stun them with
the Boomerang to thwart their artemprts at blocking your
artacks with their hefry shields Link can also stealthily attack
targets with his Bow. Wait for the Moblin or Darknut to turn
its back and then fire away!

Once the batrle is over and
the force figlds are turned
off. extit Hyrule Castle
through the door at the top
of the stairs and hop back into the boat. Cruise back into
the ring of lght to return to the surface of the Grear Sea.

jerting il

-~

N Link knows what he must do. He must head straight for the Forsaken Foriress and confront
Ganen once and for all! It's not a bad idea to make a brief pit stop at Eastern Fairy Island first.
Play the Wind's Reguiem and set the wind to blow northward, Use 4 Bomb to enter the fairv's
shell. and meet with her to reccive 1 Bomb Bag uperade. This upgrade
W E will allow Link to carry 60 Bombs at once! N

Exit the shell and hop back

onto the boat, Set the

wind to blow to the W E
northwest and shove off!
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The wrosty swoed of the Hero of Time is skull TTammer
now in Link's possession, and il is up 1o

himy 1o bury it in Gangn! Fate has

hroughs Link to this point in time—he

muzt head o Forsaken Fortress and
sbrike down all that is evil?

Fleor Master

[ - -
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L B Skull Hammer
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Cranon's troops have refortified the fortress in the time since Link’s earlier
escapades here Although he'll have his sword during this visit, all of the

scarchlights are again manned and fully operational. Make no mistake abourt it
this is in ne wav a stealth operation! In fact. Link will need to use his on-board

cannon o blast through the heavy wooden gate just to enter the fort,

Link will begin his assault on Forsaken Fortress in the same place he began
his previous foray here, on the bottom of the steps near the water. There's no
need o don a woaoden barrel this time around; just grab the Master Sword and
run up the steps to the main vard.

Phantom Gawven _

ired Item: Master Sword

Pong. Using the Master

PHADITOM G&
Attack
Magic Blast

Damage Caused
1/2 Heart

10N'S ATTAC

Sword Striks 2 Hearts

swenrd o volley Phantom
Ganon’s magical attack back
and forth is guite fun, but
keep in mind that the ener-
gy hall will continue to gain
speed with each impact. It
could take as many as eight

be preparved o press thar A Buecon capidly!

- successive retarns to finallv it one past Phantom CGanon. so

VWhether it's

3 1o the air and I'IFﬂ!II
vi opti
here le first rrpmun is fo
i swrord hir
y hitting I
m with your sword | rush in fo attac
hlnn The alte quick thrust att;
1 the down to one kne
% boam
k. 1E will

sword! Link will not_only
irm, bt the dama

Az soomn as Phantom Ganon is defeated,
a hoard of Miniblins comes marching
Ly in an attempt to swarm Link.
Cuickly grab the Skull Hammer
from the chest that appears and use it
to squash the thorny obstacles block-
ing the ascending staircase. The various
scarchlights up in the towers will fol-

lowe Link's every movement during this

due to Link returning the magical attack, nr because

nfuiPnt F'h.intrnrn Ganc

its mighty
should the
1ge by two

s o i and

Cto knock it

and then

bostarchlights doesn't |
Mot only do the Lig
ol angl Moblins artenticn, bt

does
Mir
#lso the cannons wi

U make sidling
along the nareow ledges near the wop
ssible, The Bokoblins man- =

N A

E’ ning the lights must be taken our!

‘_ Why the lightg? !

=

Chve pmght ¢ that because | il
the Master Sword, gecting caught in the

!

visit—disabling them is a must!
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Ascend the steps and continue around the bend near the second floor walkway, toward the

tower with the searchlight on top. Climb the ladder and dispatch the Bokoblin working
searchlight =1, Return down the ladder and enter the fortress on the second floor

s ey T et o



Link will need to make his
way through the second floor
just as he did during his previ-
ous visit. This time, however,
he'll need to use the skull
Hammer to pound obstruc-
tions out of the wav.
Additionally, the hanging
lanterns have been removed. So. rather than swinging from one side of the room to the
other, Link must now use the Deka Leaf. Regardless, Link should have little trouble sweeping
from room to room on his way to knocking our the other two searchlights.

Once all the searchlights have heen rendered harmless,
return to Room E on floor 2F (see map) and go through o e e T
the door atop the staircase Lo climb the tower. Run up the :
walkway past the Miniblins and sidle along the ledges to
the door that leads to Arvil's cell. Use the Skull Hammer on
the plunger to open the door and enter the building,

scuinyg ARYll

Just as expected. Arvll and the two girls from Windfall
Island. Maggie and Mila, are still in their cell Arvll is espe-
ciallv happy to see Link again, Although it lnoks for a
maoment that Link cannot open the cell door, Tetra's burly
pirates show up to lend a
hand in the breakout.
Gonzo and his parmer in
mavhem rip the door off

the cell and carry the girls
out to the pirate ship—
thev'll be safe there

Tetra notices Link's sword and has trouble believing her eves. Could the little boy she took
away from Cutset Island reallv be the chosen one? She decides that it really doesn’t marter
now: she's going to take Arvll back to Link's Grandma and leave Link to deal with the hird

that tossed him into the ocean the first time he was here,

The enormous bird swoops in from the hole in the ceiling just moments after Tetra, Aryll,
and Gongzo flee the scene To make matters worse, water begins bubbling up from the grate
in the floor, Link has only one place to go—up! Quickly assign the 3kull Hammer and the
Grappling Hook to the Item Use Buttons and start running up the spiraling walkway.

is mot lost if Link takes a wrong step and finds himself in the
rater at the bottom of the room. Although much of the walk-
Coway will be demolished, he can still use the Grappling Hook to

" climb back up to the wp of the room Target the beams that

{ seick out from the sides of the wall, and swing onto the portions
i o of the walkway that are still intact. It will take g while, and the
mighty bird will still be on top waiting to squawk in his face, but
‘Link is definitely nor down for the count!




if they pose an immedi-

qard the top of the walkw,

lown on the
anel

* Required [tem: Skull Hammer

HEIMAROC KING 7 ATTACKS
Damage Caused

Just as Link reaches the top of the tower and the metal roof
begins to seal shut, the mighty bird soars through the opening
and showers Link in a blizzard of feathers. The bird, known as
the Monstrous Helmaroc King among Ganon's inner circle, has
been fitted with a
metallic faceplaie
to thwart attacks
such as the one
Link just adminis-
tered to it. Link
has slain creatures
far larger than he
before, but this is
ridiculous! Link
really has his work
cut out for him
this tirne!

b b e b
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The Helmaroc King will waste no time in getting down to busi-
ness. Keep an eye on it by keeping the camera zoomed out as
best as possible, and target the bird by pressing the L Button
as soon as it touches down on the rooftop’s center. The hird's
primary attack is to slam its beak down onto Link. Dodge this
aftack so that the beak gets stuck in the floor, and then quickly
strike it with the Skull Hammer. The bird will take to the air
after suffering this blow fo the head. Keep the Skull Hammer in
Link’s hands and watch for the bird to land for another attack.

Again, dodge and counter with another Skull Hammer blow
Continue this pattern until the beak has been struck three times

Once you've slammed the Helmaroc King's beak with the Skull
Hammer a third time, the bird will get a lot angrier! Keep the
camera zoomed out to track its movements. Watch for it to
swoop by, dragging its talons on the ground. Another one of
its attacks is to hover and flap its wing so hard that Link gets
blown into the spikes that protrude from the walls. Link can
run against the wind without losing too much ground.
However, it's better to back Link up against the sides of the
vertical spikes that block the bridge leading off the rooftop
Doing so will keep Link from sliding into harm's way

il chance that

o remain pert
pe thit the ta




Grab the Hearl
Container and

filed the
seore with the bird
that kidnapped
while the bird’s heak iy Aryll. but Ganon
in the ground. A !

T i & Link will rush in to face Ganon in what has become the bov's trademark reck-
‘Z’EPG“EK! = |essness. This is a traic that Ganon admires and he lets Link know it But that is
i Fortions of the storyline 1o The where the praise stops. Ganon explains (o Link

o Lepend of Zeldo: The Wind Waker are : ) .
5 : % 5 that the Master Sword is not just the blade that

% revealed during the scenes that play
ot in thiy section. Thaose whe haven 1208
ver plaved throul this scene are
r encodraged to avert their eves!

can banish all evil, but it was also the kev that

held Ganon's power in check. Now that the key

has been removed, Ganon's power has been

allowed to grow,

Despite the obvious size and power disadvantages, voung Link decides he must act.
With a full head of steam., he charges his adversarv. The tyrant effortlessly knocks
Link back The Master Sword lacks its power and is useless against Ganon in its cur-
rent form. Thankfully. Tetra shows up just as Ganon prepares to deliver what would
likely be a fatal bBiow e Link,

Ganon's Triforce of Power begins to shine as he struggles with Tetra—a surefire s
sign that he is closing in on what he has been searching for all these vears! Bug W s i 5 s
before he can take advantage of this fortuitous situation, several of the Rito mem-
bers swoop in and rescue the pair,
while Valoo lavs waste to the hideout
with his powerful hreath! Link and this
myvsterious person known as Tetra are
flown all the wav ro the Tower of the
Gods, where the King of Red Lions

awaits their arrival.
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and Tetra's visit to Hyrule Castle reveals a great deal of
¢ storyline in The Legend of Zelda: The Wind Weker, If vour
Chaven't gotten to this part of the gamie, stop reading now!

Deon't sav we didn't wiarn vou! i
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The King of Red Lions will sail Link and Tetra into the ring
of light that leads to the underwarer castle, Once there, the

stone in Link's pocket will request their presence in the

castle’s basement. Guide Tetra down the steps that lcad to
the room where Link found the Master Sword.

5 h- thie, bat as a bonus iF Link rake’s Teoa's picto llerc.h: will =
L be awarded che figurines for the entive pirate pang!

Tetra's demand e find oet who was
speaking through her stone receives
an answer that she wasn't gquite
ready to hear. Not only is the stone
ane of the legendary Gossip Stones
that the Hyrulian King made, but the
maker stands before them now They
are in the presence of the Hyrulian
King: he is also the King ol Red Lions
who has guided them to this place.

The King then explains that Ganon
had long ago cast the land in permanent shadows The gods responded by sealing away Hyvrule and flooding the kingdom with
endless torrential rains. Eventually, all but o few mountaintops was submerged. The mountains became islands. where only the
strongest and purest Hyvrulians were allowed to continue on. All this happened to Link's ancestors hundrecds of vears ago.

Once the history lesson is over, the King calls on Tetra to look closer at her necklace. Its charm is a picce of the Triforce of
Wisdom. a sacred charm passed down from generation to generation within the
roval family, This charm. given 1o Tetra by her mother. is the very god power that
has been hidden from Ganon for all of these vears. Tetra's ancestors were
charged with protecting the Triforce of Wisdom, Tetra was given this charm not
because she is a lowly pirate, but because she is the last in the royal blocdline—
she {5 Princess Zelda!




Link is instructed to return to the sur
face and restore the Master Sword 's
power ta repel evil. He must travel the
CGreat Sea with the King of Red Lions
o find the sages who infused the
sword with its godlv powers,
Meanwhile. Zelda must wait here in the
sacred chamber where it is safe. Ganon
must not get the Triforce of Wisdom!

Return to the exterior of the castle and
approach the boat The King will
instruct Link to seck out the sages in
the Earth Temple to the south and the
Wind Temple to the north.

Onee Link and the King are back above the waves. the King will tell Link a story
ahout the Hero of Time. The Hero of Time was given a piece of the
Triforce known as the Triforce of Courage. He managed to keep it
safe from Ganon all this dme by breaking it into eight shards and
hiding it throughout the land. Although the King doesn't know the
shards’ whereabouts. he does know they are lving on the bottom of

the Great Sea, . .somewhere,
X *‘%&
1€ Orper of Buginesy
though Link has just received nult-
| abjectives from the King.  visit
iz different temples gnd collect
“gight picces of Triforee—it's best fo
concentete on restoring power to the
Master Sword first, Manw of the items
- that Link will acquire during his
earch for the sages in the Earth and
Vi Temiples are required when look-
for the Triforce of Courage,
vihing the player needs to know
| about finding the shards of the
- Triforce is containged in Part B of this
walk-chrough.

b P e i s o

e




kel Iwemy
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I order 1o restore power b the Master Sword,
Link must find his wav theoegh the Earth Temple
al Hepdstore Island, The path to the sage inside is
blocked with numerous abstickes, To pass these
lardles Link must find assistance in the forms of
nagic, strengeh, and companionship
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Ome look at the locations that the King marked on the Sea Chart is all it takes 1o realize

that Link needs a faster way of traversing the Great Sea! Now that Link has the Hero's Bow,

that method of rransportation can be achieved. Sail in a northwest direction from the W E
Tower of the Gods toward Northern Triangle Island.

Usce the Telescope to scan the horizon for an enormous cvclone—much larger than the

updralts that are scattered throughout the ocean—and sail direcely towsard it IF the winds are S
favorable, Link will ger swept up in the cvclone’s tury and Cyvelos, Zephos's hostile brother.

will rise from the depths of the funnel cloud, Quickly grab the Here's Bow and shoot arrow

after arrow in Cyclos's direction. This dastardly cvelone god mav reside high on a cloud

obscured by the cyclone's walls, but if Link's aim is true, the arrows will strike their mark.




Link must strike Cyelos with three arrows to teach him what Zephos want-
ed him 1o learn. To show that he's not all bad, Cyclos will congratulate Link
for his amazing vision and arm strength. Cyclos then rewards him by showing
the young adventurcr a new song. Pay close attention to Cyclos’s movements
(Down. Right, Lelt. Up) and then mimic them with the Wind Waker to play the
Ballad of Gales. This song will allow Link to use the power of the cyclones to swiftly warp
to various parts of the Greart Sea,

When the mighty Cyclos bids _

Link farewell, take out the Wind
Waker and play the Ballad of
Gales. It's time for Link to visit
that part of Mother & Child Isles
that he can only reach from the
sky. the inner grotto! Select this as

Along

e Ballad of Gales is an incredibly

song and will pocdoubt be one =
the most plaved Wind Waker songs.
vetrheless, Link canmot warp b
sector he chooses. Armespheric con
fons are such thac only nine of the 4
o arens on the Great Sea dre condugive.
eyolones. Link will still need o do
o deal of sailing, but this definitely
ceds up long-distance teaveling,

the destination from the Sea
Chart and press the A Button to
be whisked away inside the
cyclone!

MUST PLAY
"BALLAD OF GALES’
T0 ENTER!
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MAD KEY -

= d
’. ':\i Fire and Ice Arrows =

. |




The cyvclone will depesit Link and his roval boat inside the large circular grotto on
Mother & Child Isles, the area otherwise inaccessible by man! This is the home of
the Fairy Queen. Because she has a good feeling abour Link. she will empower his
Bow with the ability to shoot Fire & Ice Arrows, This new ability will draw
upon Link's magic power, but the results are truly stupendous. With these special
arrows, Link will be able to melt the frozen and cool that which is aflame.
Additionally, thev can be used as weapons in battle to inflict considerable damage!
el
ich drpow to Use?

i @ can cvele through the various artow vpes by pressing the R Button when the
re's Buow is deawn, Be careful not to overuse these special arrows, s Link may
guickly find himself without magic.

-, A

Play the Ballad of Gales to exit Mother & Child Isles, and head straight for Fire
Mountain by sailing south from Dragon Roost Island. Link needs to find a way
past the enormous carving that blocks the entrance to Headstone

Island —that route is through Fire Mountain!




Lower the sail and cruise slowly up to the volcano known as Fire Mountain,
Put Link's newfound ability to use by launching an Ice Arrow into the lava
that spews from the top of the volecano, The arrow will freeze the lava into
e cliffs, enter the mountain, and

solid ice, giving Link five minutes to climb th

reach the chest inside. Failure to reach the chest in time will cause the lava o

begin flowing. which will badly burn Link.

Swim over to the istand and begin the ascent up

the spiraling cliffs. Although some of the ledges
may be slightlv te Link's left, the path to the
summit is predominantly counter-clockwise,

Keep an eye out for the Kargaroc on the way up

and drop down inte the hole in the top,

5 Power Bracelets

M

map KEY |
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Llse the Boomerang or the Hero's Bow
to blast the Fire Keese out of the air to
prevent them from knocking Link into
the magma. Run and jump from plat-
form to platform across the lava o the
far end of the cave Once there, draw
the Magtails away from the lava and
slash at them until they are dis-
patched A chest containing the
Power Bracelets will appear when
bath Magtails are destroved.

!I \3«_&?\ N

o




The Power Bracelets needn’t be assigned to an Irem Use Burton, Link will auntomatically put them on and never rake them
off. With these golden bands around his wrists, voung Link will gain the strength of a hundred grown men. enabling him to
lift objects that are otherwise unmaovable. Pur them to use by lifting the large stone statue and tossing it into the lava,
Proceed along the path that is revealed and exit the cave.

Return to the boat and play the Ballad of (ales to warp to Outset Island. From there, sail east to Headstone Island.

Awakening The Larth Saye

Headstone Igland

= e o

map KE

- w Heart Piece




Headstone Island is little more than a simple rock sticking out

of the water and a small beach on which crabs scamper about.
Cross the beach to the large head boulder and put Link's new-
found strength to use by throwing the obstruction out of the

way Enter the cave that is revealed.

o - ™ T e

Loke o the Fkieg!

*of & seagull. Fiy the bird around the island to colleer Rupees.

I and then ascend high into the air A well-hidden Heart *}
!=... Piece sits atop the sland's uppermost rock! |
| SN A. -"\_i

An enarmous stone slab with a song erched into it is inside
the cave, This is the Earth God's Lyric (Down, Down, Conier
Right. Left, Center). It can be used to open the eyes of the
new sage. This new sage must replace Laruto in the Earth
Temple. for Ganondorf has stolen Laruto's soul and without
it, her prayers cannot supply the power to repel evil to the
Master sword. Link must search for the one who has an
instrument similar to Larute’s harp; Link must play the Earth
Crodl's Lyric in front of this new sage before all is lost! Link
cannot enter the Earth Temple without the new sage.

Laruto had commented that the new sage possesses an

instrument just like hers. It Link isn't mistaken. Medli car-

ried a harp on her back! Could Medli be the sage that needs & 0400

awakening? Rerurn to the boat and warp back to Dragon

Roost Island at once!

Oragen Reogt Island

The soothing sounds of a harp being playved from a ledge high up the mountain greet Link at Dragon Roost Tsland. Link's
memories were correct—Medli must be the sage he seeks! Follow the path to the mail center and go through the door
leading to the three-pronged wooden platform. But first stop at the mailbox

To the esteemed Mr. Fairy-Person,

Thank you very much for your purchase. Enclosed is the IN-credible Chart. This chart will show you where you can find
the Triforce Charts. | want you to use it to find lots of them-they are my favorite kind of charts.

Oh! And | must say I'm sorry, Mr. Fairy! There is one chart that's not on this map, but | don't know where it is located. |
think it moves around at night. Please forgive this tiny oversight.

Tingle
Package: IN-credible Chart
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How have you been, Big Brother? I'm here on the pirate ship writing you this letter. lsn't that neat? At first, | was re#ly
scared, but they're all actually nice...for pirates, | mean.

Mr. Gonzo is a really big guy, but ever since Miss Tetra left, he's been crying like a baby. it's kind of funny, but sort of sad,
too.

» MNudge is a little strange, but nice, too, and as for Senza...his beard makes him look pretty mean, but he tells really cool f
stories when he gets in the right mood. Zuko is kind of weird, and Mako is pretty quiet... Zuko gets mad whenever | try
to take Mako's glasses...s0 | do that a lot. Hee hee!

As usual, Niko is always fooling around. He won't take anything serious. Actually, he seems sad not to have you around
anymore. Were you guys good friends?

| helped them all out with their chores, and they actually paid me a little for it, so 'm sending the money to you. Please
use it, Big Brother! I'll loan you my telescope for a little longer...but you have to return it to me eventually, 0K?

I'm doing fine here, so don't you worry. I'll take care of myself, so you be sure to take good care of yourself. Good luck!
Aryll
Package: 20 Rupees

-
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Once you're on the wooden platform on the side of the mountain. use the
Grappling Hook 1o swing 1o the ledges on the right. Climb the ladder to contin-
ue toward the music As suspected, Medli is deeply focused on her music and
doesn't even realize Link is standing beside her. Grab the Wind Waker to show
her that she is not the only musician on the cliff Medli will immediately ask Link
to pick a song for them 1o play. Play the Earth God's Lyric to teach Medli the
song she must learn,

Eamrh Gaé 5 Isgluc

XYY

Despite never having heard rhe song sssssifisasssnsnsd
before, the Earth God's Lyric seems
eerily familiar to Medli. Although it
takes a fow moments, Medli realizes
that she is the sage of the Earth Temple.
She's excited to be able to help the
people of ITvrile and asks Link to take
ber to the Earth Temple ar once. Link
and Medli will descend the mountain
and Board the King of Red Lions,




Warp to Southern Fairy Island for a quick stop to gain a Bomb Bag upgrade.
Tse the Fire Arrows to burn down the barricade on the seashell, and then drop
down the hole. The enemies in Earth Temple are considerably tougher than in

the previcus dungeons: be sure to grab a fairy with an empty bottle if possible,

Sail southwest toward Headstone Island, Once there, the King of Red Lions will
explain to Medli why she is here and what she can expect to face inside. He
instruces her to obey Link's commands. He directs Link to use the Command
Melody 1o help Medli get through areas that may otherwise prove too difficult
for her to pass.

Guide Medli to the door in the cave and play the Earth's God Lyric in front of
the doar. Medli will join in with her harp. and soon her music will open the door
too the Earth Temgple.
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Firgt Floor

- Medlt 5 Adilities ' o
B IE Link and Medli arc to survive the Earth Temple's trials, they'll have to work together There =
B il be plenty of times 3 which Link needs to take contral of Medli via the Commuand Meledy, ‘g
| bt it important to know what she can do without his sssistanee. First off. Medli's hasp is

“peflective and can be used to direct sunlight at will. Another important ability af hers is flhighs.
She has come a long way since Link frst tossed her into the s outside Dragon Roast Cavern,
Mot anly can she fly for exvended periods (by pressing the A Button repeatedly). but she can
| also carry Link short distances frun and jump off 4 ledge), Lastly, Link can throw Medl into the
B o get her to glide across shore distances

A o

The very first room in Earth Temple contains a ledge to which Link must be carried. Pick
up Medli by pressing the A Button next to her. and run off the edge toward the large door
under the skull, Medli will take to the air quickly and effortiessly fiying Link to the door,
Carry her through the door,

A pair of switches atop two stone pillars controls the door leading out of Hoom AL Link
and Medli must work rogether o trigger these switches, but Link must first deal with the

Moblins patrolling the room. After all, Link must rake every precaution to ensure the sage
doesn't get injured! Once the Moblins have been defeated. run to the top of the stairs and

carry Medli off the edge into the air, Medli will have enough strength to carry Link over to
the first switch.

Stand atop the switch and use the
Wind Waker to play the Command
Melody. Now, as Melody, flv over
to the second pillar and step onto
the switch to complete the circuit
and open the door, Fly Medli off
the pillar and press the B Buiton
t regain control of Link. Meet
Medli on the floor and carry her

tor the next arcd,

ChuChus of all colors and varieties will swarm Link and
Medli as soon as the pair enters Room B, Pur Medli down
and guickly dispatch the Green and Red ChuChus. The Dark
ChuChus. however, are not susceptible to physical attacks.
Instead, a rav of light will turn them to stone You can either
take control of Medli and use her harp to reflect the light at
the Dark ChuChus, or vou can simply lure them into the
light. Either wayv. the Dark ChuChus will turn to stone when
the lighr sirikes them. thus giving Link the opportunity to
destroy them. Rush over to the solidificd ChuChus, pick
them up, and toss them to the ground 1o break them into
tiny pieces Act quickly, thoush: the solidifving effects of the

light are only temporary! ' ' e D0
04T




Hoom C is the central room in Earth Temple. It not only has four deorways leading in and
out of it. but it also contains a hidden stairwayv that leads deeper into the temple. The large
sun that dominates the room's décor conceals the stairway. It will remain concealed until
two ravs of light can be reflected into the sun's eves The gascous cloud that covers the
tfloor below the sun is cursed; whenever Link contacts it. he loses the ability to use any of
his items or sword. When Link is cursed in this wav, his only options are to wail for the
effects to wear off or seck a beam of sunlight and let the rays cleanse him of the evil.

Approach the beam of light shining through the ceiling on the right, and use Medli to
reflect the light at the plunger located on the gas-covered floor. The light will disperse the
gas and allow Link 1o reach the plunger without being cursed. Use the Skull Hammer 1o
pound the plunger to the ground. This will unlock the door leading south o Boom D,

Use the Deku Leaf to extinguish the Red Bubbles that emerge from the sarcophaguses, and
then guide Medli to the back of the room. Climb the ladder and pull the large block into
the small depression on the ledge. This will allow a small ray of light to shine into the

Both of the doors leading out of this room will unlock when the
last of the ChuChus is destroyved, but our duo’s work in this room
isn't done. Link should shoot a Fire Arrow at the Mystical Jar's wood-
en licd, This is an enormous dungeon, and having a place to warp
back to may be important. Once that is done, play the Command
Melody and guide Medli into the sunlight. Press the A Button to grab hold of her
harp and reflect the sunlight at the shimmering chest in the front of the room,
These chests will become accessible once light hits them. so keep an eve out for
them, This chest happens to contain the Dungeon Map! Medli can also direct
the sunlight at the sand statues on the wall opposite the chest These statues will
turn to dust when direct light hits them, often revealing secret passages and
items behind them!

room. Have Medli use the harp to reflect the light at the shimmering chest on the platform
neatr the wall, Open the chest to receive a Small Key.

! ¥
As soon as Link grabs the Small Kev
freorn the chest, twe Floor Masters will

entities will try to grab Link or Medl
and vank them through the floor,
hack to the beginning of the dun-
geon! These creatures are extremely
fast anc must be dealt with carcfully.
Stand oul of their reach, target them
by pressing the L Button, and fire
arrows at the palms of their hands
This is the safest way to disposc of
them without being manhandled!

appear behind Medli, These dangerous ™

Return to Room C with the Small Key in hand and unlock the door leading to
Boom E Make gquick work of the Red and Green ChuChus. and then use the
Hera's Bow to send a Fire Arrow into the tattered banner on the wall. When the
banner is finished burning, sunlight will flood in through the wall's opening.
Lure the two Dark ChuChus into the light. When they 've turned o stone, place
each of them onto the switches on the floor The wall will drop down into stairs,
but only for a short while, Quickly grab Medli and ascend the steps to the upper

level of this room. Push the block off the ledge to open the door




Go through the doorway to Room F and ser Medli down near the door Use the
Boomerang or Bow to take care of the Floor Master, and then begin sliding the two blocks
alomg the tracks in the floor As soon as the first block s pushed against the wall on the
left. a hole in the ceiling will open and light will pour in.

Take control of Medli via the Command Melody,
Use her harp to reflect the sunlight at the sand

statue atop the second block. Do the same for
each of the golden svmbols on all of the walls, Medli will melt away a heavy stat-
ue and two portions of the wall. Link can now access the second Mvstical Jar
and the third block! Push the unburdened block against the right-hand wall 1o
make a chest appedr. Then push and pull the newly revealed block into the gap

o unlock the door

Toss Medli inte the air toward the upper level of the room so she can fly up to
it. Climb up ro the chest above, grab the Compass, and proceed through the

door to the next area.

Link will barely have enough time to set Medli
down on the floor before getting ambushed.
Room G is crawling with Moblins and Poes.,
ghostlv creatures that can only be harmed by
direct sunlight. Although the Pocs don't pose oo
much of a direct threat. they can temporarily take

over Link's body and cast a spell on him, revers-
ing all of his controls! The good news is that once
a Poe infects Link. it is gone: it will nor reappear.

It's best to keep a safe distance from the Poes and use the Bow to slay the
Moblins from afar. Once the room is clear of Moblins, take command of Medli. Fly
her to the ledge on the right so she can direct
the sunlight at the Poes. Also, bathe the sand stat-
ues across the room in light, Link will be able to
collect another Joy Pendant from the chest that
wis hidden behind the statues. When the last
Poe is defeated. a large staircase will form in the
wall across from the door giving Link and Medli
4 way ot

Keep Medli on the ledge near the light while Link
goes up the stairs and through the door on the

left to Rooimm H. Several of the upright sarcopha-
guses in this room contain ReDeads, large zombie-

like monstrosities that love to chew on voung
achventurers! Their horrifving shriek will paralyze
Link for a few moments, so be ready to duck

away as soon the ReDead appears. Link can quick-
Iv disparch a ReDead by toessing a Bomb ar it and then finishing it off with the
sword as it wobbles around stunned from the explosion. Run past each of the sar-
cophaguses to make them open, and grab the Small Key from the one on the
end. Climb the ladder and exit the room.




Don't return o Medli just ver; there's still some business to
take care of beyond the door at the top of the steps. Enter
Boom 1 and have some Bombs and the Boomerang ready
to dispatch the Stalfos that patrols this corner of the lem-
ple. The Stalfoes s weakness is its head: this club-wielding
skeleton will continue to break apart and come back
together until its head is destroyved.

The Stalfos will spin like a top in an attempi to knock Link
senseless with its metallic club. stand back and heave
Bombs at it to blow it apart. Watch closely to see where the
head goes. and quickly stun it with the Boomerang. The
Stalfos's body will try 1o reform, but so long as Link slashes
away at its head it will be wnable to mend.

The fun isn't over when the stalfos is gone—uiwo more
Stalfos will enter the fight. Continue using the Bombs and
Boomerang to dispatch the Stalfos one at a time. When the
last one falls, another secret staircase will appear Ascend
the steps to obtain the Mirror Shicld from the chest.

As soon as Link obtains the Mirror Shield. part of the ceiling will open
and bright light will shine into the room. To open the door, use the
Mirror Shield to reflect the light at the small sun plaque hanging on
the wall, Return to Room G and reunite with Medli.

Position Medli on the ledge so that she can reflect the sun-
light straight across the room o where the sand statues
had heen earlier Switch control back to Link and mave
directly into the sunlight coming off of Medli's harp. Use
the Mirror Shield te reflect the light back at the golden
symbol on the wall below Medli This will melt away part of

the wall, revesling a secret passage tucked away behind it

A small amount of sunlight pokes through a hole
inn the wall inside the secret passage. Take control
of Medli and have her reflect this light ar the
sand statue in the corner. Leave her in that posi-
tion and have Link stand where the statue had
been Mow Link can reflect the light back down
the corridor toward the golden svmbol that
marks the weakened wall. Grab the numerous
Rupees that were hiding in the alcove behind

that wall.




This secret corridor leads directly to a ledge high above the
floor in Room C, the room with the enormous sun. Jump off
the ledge while carrving Medli to have her fly the twosome
down to ground level Then have Medli reflect the light into
one of the eves on the sun. Return control to Link and have
him step into the other light, reflecting it into the sun's other
eve. Lighting the sun’s face in this manner will cause the
floor's curse to be lifted and will reveal a scoret staircase,
This staircase leads down to the Earth Temple's basement.
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Descend the winding staircase to the suspension bridge. and use
the Deku Leaf to blow the curse off of the Blue Bubbles floating
about. Carry Medli across the bridge and play the Earth God's

Iyric in front of the tablet to gain entrance to the rest of this floorn

i

eku Leaf to glide
to the hanging platform e left across the platforms to the le
around the-hend and . Ting ] ' the Earth Tingle
Statue

Pass through the door bevond the enormous tablet and clear the area of the
Releads that He in wait, Now that Link has the Mireor Shicld. he can easily
destroy these undead beasts by reflecting pure sunlight into their faces! In addi-
tion to the ReDeads Room | contains two very large mirrors that can be used

to focus enough light to destroy the oversized statues near the walls.

Approach the light in the center of the room. Use the Mirror Shield to reflect it
onto each of the two mirrors, as well as the small sand statue on top of the
block. Grab Medli and procecd through the door on the right

Room K is filled with the noxious purple cloud that was
on the floor above, It's also crawling with Floor Masters!
Leave Medli near the door and take a running leap ingo the
cloudy area. Link can’t defend himself inside the cloud. so
keep running and rolling all the way to the back of the
room Watch the map in the lowerleft corner of the screen,
and warch for the chest to appear on screen, Climb out of
the pit near the chest and grab the Small Key inside,




The cloud will dissipate and light will flood the room as scon as Link pops open the chest.
Now it's time to carefully destroy each of the Floor Masters. Grab the Hero's Bow and keep
Link's back against the wall 1o avoid being surrounded, Press the L Button to target and
defeat each of the Floor Masiers. Should Link run low on arrows, immediately switch to the
Boomerang: it mav not defear the Floor Masters by itsclf, but it will leave them vulnerable
to a sword attack! Once the very last Floor Master has been destroved, another chest will
appear. This one contains a Treasure Chart

Return to the room with the two large mirrors and
proceed through the door on the opposite side,
This leads to Hoom L another curse-filled area. As
before, sct Medli dewn and dash across the cloudy
floor to the far side of the room, Pull the large mir-
ror forward and then use the Skull Hammer to
pound the plunger atop the ledge This will trigger
an opening in the ceiling. A ray of light will shine

E o assigning the Tingle onto the mirror and reflect through a fence into
LBhicld 10 the B Button on the neighboring room. Pick up Medli and carry her
L the GBA and using it to back 1o the previous room.

| protect Link from being
o whragged through the floor Ulze the Small Kev to unlock the deor and carry Medli through to BEoom M. The light
reflecting through the fence is precisely what Link needs 1o destrey the Poes that are here,

Bounce the light off the Mirror Shield and into the Poes’ faces. and then slash them (o

ere s no denying that
tie Floor Masters are

among the toughest ene ||
mics to defeat. especially <
when there arc this many
af them, If vou're using

b ghe Tingle Tuner item. oo

e

pieces wirh the sword once thev are knocked into the phyvsical realm.

The light also serves a much
more imporiant purpose. It
breaks apart the statues in this
room! Although Link can
destrov the stamues against the
side of the room. the most

mmportant one to obliterate is
oppasite the fence. Link
will need Medli's
assistance to
successielly
reflect the
light onto
this statue,
Position
Medli in the large beam of Hght. and have her reflect the light toward the
tence, bur at 4 slight angle to the right From there. Link can use his Mirror
Shield o redivect the light onto the sand statue. Exit the room through the door

that was hidden behind the statue.




The hall that follows is lined
with sarcophaguses that
open 4s Link draws near,
Leawve Medhi at the door and
quickly run through the cor-
ridor to deaw out all of the
baddies thar dwell here.
Once the coast is clear. lead
Medli to the large stone tablet and play the Earth's God
Lyric once again This will allow the pair to advance to the
Earth Temple's final floor

Descend the curving staircase to the first landing. UUse a Bomb to obliterate the
houwlder atop the Mystical Jar and then continue down the staircase to the
lowermast floor.

. Treasure Chart

h,




The dungeon’s bottem floor may have the fewest rooms. but Room N is defi-
nitely the maost intricate room in Earth Temple, if not all of Hyrule, This room
consists of multdple mirrors that must be shifted around. severa! walls that must
be reduced to dust, and even a few chests that require some light The one thing
this room doesn’t have is an enemy. so Link and Medli have nothing 1o fear.

4. Position Madl on the pedestal and have |
her direct the light back inta the far-right (
carner of the room (as viewed from the
entrance). Using Link. redirsct this light
onto the wall with the golden symbals to II
reveal yet another mirrar. Slide this mir- |
ror into place. Mow the light can reach
the left halt of the room ;

1. The first step in solving this light-bend-
[y puzzle is to fly Medli onto the center
platform and step onto the switch there.
This will open part of the ceiling and
allaw the light to enter.

i
2. Mext, Link must push the twe large 5. Stand on the pedestal in the back corner
mirrars at the back of the room inte and shine the light onto the other shim-
posiion. Slidz them alang their tracks mering chest, the large statue near the
until they drop inio place center, and then the fone gelden symbal.
Follow the secret corridar to the small /
arena anc defeat the three Sialfcs fo pain
anather Treasura Ghart.
3. Hop onto the right-hand pedestal and 6. Guids Medli ento the taller of the twa |
reflact the light onto the shimmaring pecestals on the left. Have her reflect the
chest and then toward the status near light onta the other nedestal, Now, with
the center of the room. Bull the mirrgr Link, shing the light at sach of the faur
aut fram the center of the room and golder symbols on the wall to access the
slids it inte position final mirrar, Slide this mirror inte positisr:
e il L e Ol = = 2 i
= iy — s = S

Onee you've completed this puzzle, light should
e shining across both of the two pedestals in
the very fronr of the room, near the large sun,
Position Link and Medli on these pedestals and
have each of them focus the light into the eyves
on the sun. as they did before. Once completed, a
sacred unnel that leads to a heavily guarded

room will cpen.

Onee in Boom O all thar stands betsween Link and the remaining treasure chest is a

Darknut. . .or so it seems. As the battle between Link and the Darknut gets underway, sevieral of
the skulls Iving on the floor take the air and reveal their true identiny—Blue Bubbles! Dodge
the Darknur and use the Deku Leal to blow the Blue Bubbles out of the air Destroy the two
Blue Bubbles and the Darknut to gain access to the chest, which contains the g Kev,

Carry Medl back o the spiral staireayv, and climb the ivy back up to the Mvsrical Jar. Leap
off the ledge near the jar and flv over to the landing near the Boss's Lair,




J Required Item: Mirror Shield & Power Bracelet

JAHAUA'Y ATTACKY
Damage Caused

Belly Flop

As helpful as Medliwas throughout the Earth Temple, she will
not accompany Link into the Boss's Lair: it is tar too dangerous
far her. When Link passes through the golden doar and sees
over a dozen Poes running around, one can’t help but wonder
il it’s not too dangerous for Link as well. As soon as the Poes
realize that there’s an intrud-
er in their midst, they huddle
together and jump into a
nhostly mask. Together,
these Poes form Jalhalla, an
enormous Poe capable ot
tossing fire and other nasty
surprises ontoits prey.

Jalhalla may be muoch larger
than the regular Poes, but it is defeated with nearly the same
strateqy. The first thing Link needs to do is seek out the source
of the rotating light. Run to the hight and use the Mirror Shield
to reflect the light onto Jalhalla. Should Link manage to keep
the light on it long enough, it will be forced out of the spirit
realm and into a physical form that Link can damage. Rush
toward the giant ghost and press the A Button to pick it up.
Slowly rotate while standing
in place until you're facing
one of the purple columns of
spikes that extend up the
wall. Press the A Button
again Lo toss Jalhalla into the
spikes, effectively popping it.
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The explosion will release all of the Poes into the room. This is
Link's chance fo severely weaken Jalhalla by destroying as
many Poes as possible before they reunite inside Jalhalla's
mask. Link can use any of his weapons to destroy as many
Poes as he can. In fact, everything from Arrows to Bombs to
the Boomerang will help finish the job.

o wrar e em wl

Jalhalla will soon regroup, with all of the Poes taking shelter
within it. Perhaps sensing that its size is a disadvantage
against the squirrelly adventurer, Jalhalla will increase the fre
quency of its attacks. Link can expect the giant ghost to blow
its lantern flames at him. try to blow him right into the spikes
on the wall, and even try to belly flop right onto him! Although
these attacks are somewhat difficult to avoid.. Link can regain
lost Hearts by slashing at the skulls that litter the floor.

Link will get less and less time to attack the Poes as the battle
wages on. Nevertheless Link is sure to prevail it he remains
focused and doesn’t miss too many opportunities to strike
Once the battle is aver, col-

lect the Hearl Container and s e i,
watch as Medli takes over i
her new role as sage of the
Earth Temple. The power is
returning to the Master
Sword, but there is still
another sage Lo find.

.




i oS JecTIvES

Link has succeeded in restoring same of
the power o the Master Sword. but he

must awaken the second sage o resiore
its pawer to repel evil. Link knows what
he must do; the gquestion is with whom?
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Ice Ring Igle

Link will find that anv attempt to enter the cave on Gale Isle is met with
complete failure The reason for this is because Link is just far too light o
avoid being blown around by the forceful winds coming from the mouth of
the cave. Just as he needed a special item to access Headstone Tsland, he
must find another item o enter Gale Isle,

Play the Ballad of Gales and warp to Forest Haven, From there. sail west-
ward 1o Iee Ring Isle and have a Fire Arrow on hand.

sail in real close to Iee Ring Isle and launch
2 Fire Arrow into the heart of the blizzard
to take the nip out of the air A fve-minute
timer will begin. just like on Fire
Mountain—Link will have to get inside the
isle and reach the chest inside before time
EXpires.

Swim ashore and seek out the chest in the ice block near the water, Melt the ice with
another Fire Arrow to gain a Treasure Chart Then climb onto the slippery ice ledges
Link will slip and fall on the ice. so be sure to stay in the center of the ledges as much as
possible Although it isn't necessary, the Deku Leaf can be used i to help Link leap across
the floating icebergs en route to the cave entrance.

SECPET CAVE ™
SECRETECAV ==

Map KEY

L E Iron Boots i




Dispose of the Keese with the Boomerang, and
then slide down the narrow ice ledge to the cor
ner landing. Although it will cost you some time il
yvou fall into the frigid water below, vou can grap-
ple vour way back to the entrance of the cave
Use a Fire Arrow to melt the ice around the jar in
the corner, and break the jar to free three fairies!

Link onlv needs to traverse the skinny, curvy, ice slide to reach the chest ar the
end of the cave Approach the slide's center and angle Link roward the inside of
the curve. Hold the Control Stick to the left as vou go through the curve to fight
the momentum and to keep from sliding off the slide over the outside wall.
Once vou're at the bottom. climb onto the rocks and open the chest o gain the
Iron Bools!

Approach the narrow ledge leading back to the
exit and don the Iron Boorts. It's mighty hard to
walk in these boots, but their extreme heft keeps
the gale-lorce winds from blowing vou off the
ledge, Walk directly into the howling wind to
reach the hole in the ground. Drop down into

the Secret Cave bhelow,

Exit the cave and return to the boat. Warp to Windfall Island and sail north to
Gale Isle at once!

Scue-r Cave contains several enc-:
es eacased inlarge blocks of ice.
each of these blocks with Fire
ws (one 4l 4 time) and destroy ;
. of the enemies that emerge from

| them As soon as all of the encmies

- have met their demise, a chest

pontaining 100 Rupess will appear!




Gale Isle ©

Gale Isle is very similar (o Headstone Island, cxcept hurri-
cane-force winds block the entrance to the cave, rather
than a large statue. Step into the [ron Boots and begin the
trudge up the beach against the powerful winds. Link will
eventually reach a statue from which the wind originates.
Deliver a crushing blow o the statue with the Skull
Hammer and enter the cave that is revealed,

Approach the stone tablet at the rear of T

; sheassly -qr) =
must teach it to the one with the same e ) ol i
instrument as Fado. the sage thar appears - WIHE God S5 ARI

after Link plavs the song. Fado has a violin 3

that is made from a leaf. Not only that, but
Fado savs he's from the Kokiri tribe.

Link can t be positive, but if he recalls correctly, Makar plaved a violin during the celebration in Forest Haven! Could that little trou-

blemaker be the next sage of the Wind Temple? There's only one way to find out—exit the cave and warp back to Forest Haven!

the cave and play the song that is
engraved on it This is the Wind God's Aria
(Up. Up. Down, Right. Left. Right). You

s

Climb the ledges near the postbox and approach the base of the waterfall on the
left. The sound of seothing violin music permeates the area around the cascade,
Could someone be plaving the music from behind the waterfall? Launch the
Grappling Hook up to the branch high overhead and swing directly into the
waterfall to access 4 hidden cave There. inside the cave, is fittle Makar practicing
his violin lessons,

Jump down to the botrom
of the cave and use the
Wind Waker baton o con-
duct the Wind God's Aria in

fromt of Makar, Makar will
follow Link's lead just as
Medli did. Yes, Makar cer-
tainly has the blood of the
sage flowing through his veins! Makar asks to be taken 1o

the Wind Temple at once so he. too, can help in this fight

for Hyvrule!

Link and Makar will return to the boat. It's time to revisit

(rale Isle! Guide the sage up the beach to the stone tablet in
the cave Play the Wind God's Aria here to open gateway to 1
Wind Temple. '
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3 ;i Carry Makar through the door to Room A and jump down off the ledge onte the grass
kar g Adllities below. Quickly set the little fellow down and use the Fire Arrows to dispatch the Wizzrobe
ar is much smaller 1 thart appears. Play the Command Melody to take control of Makar, and approach the circular

Link. so he won t be patches of dirt on the floor. Press the A Button while standing atop these spots o plant the
7 plysionty sid lam seed for his instant-growth trees. A chest comaining 100 Rupees will appear after both

“ogs mach as Medl did,
Mevertheless, Makar can
use the leaf he carries

ith him to flv. and he's
ible to-plant fast-prowing
e i dey patches of
lirt. While this may not
Esound like much, it will 1‘:
L prove invaluable instde
| Wind Temple. L

trees have been planted.




Retain control of Makar and flv him up onto the lofty ledge at the rear of the room. Step onto the switch on
the right to turn off the ceiling fans, and reclaim control of Link. Defeat the Stalfos hevond the trees, and use
a Fire Arrow to burn the cover off the Mystical Jar on the left.

To rejoin Makar, Link must soar a great distance. Head back toward the entrance and climb onto the large
metal springboard on the ground. Use the Tron Boots to compress the spring, and then remove the boots to be tossed
high into the air. Do this to reach the
ledge near the door, where another
springboard is positioned. Face the far
end of the room and use the spring-
board to get tossed high into the air
again. This time. use the Deku Leaf to
glide to the distant ledge where Makar
is positioned. Carry Makar through the

doorway.

Room B contains a large wall that can be raised or lowered by using
the Deku Leaf to blow on the fan in the center of the room. Right
now, the wall is in its down position. Use the Hero's Bow to take out
the two Armos that come to life, and then use the Deku Leaf to raise
the wall. Carry Makar past the sliding blades, and have him plant
seeds in the two patches of dict near the door. Deing so will unbar
the door, and the two will be able to continue to the next room

The doot leading out of Room C is locked. The only way
to open it is to have Makar plant trees in the dirt patches
on cach of the cliff tops in this area, Plant the trees in each
of the rwo lower patches. and then Iy him up o the final
patch of dirt near the other barred door,

The moment the third wree is planted and the doors are
unlocked. four Floor Masters appear and grab hold of Makar.
There's nothing Link can do; Makar has been abducred! Link
has no way of reaching the upper part of this room right
now, 5o head through the door to the right—Makar has to
be around here somewhere!



The large, circular room that Link is now in is
Wind Temple's main chamber Room ID is three
stories high, has numerous roems connected o
it, and it also contains a host of ledges and
alcoves where Makar could be hiding. Use the
Grappling Hook to steal a Golden Feather from
each of the Peahats and then finish them off

Makar!

dakcar wasn't taken oo far; in fact, ;
* he s stuck behind the enormous starue
on the lefi. Unfortunacely, Link doesn’s

“have any means of breaking him out
of the slimmer just vet, Makar will

have b sit tght a linle longer, 1f oaly
something could be used to yank that _~
statuc out of the way., ;

|

with the Boomerang.

Run past the Armos Knights across the room and continue easterly through the Wind Temple via the doorway they guard.
Clear the Peahats out of Room E and drop through the hole in the floor to land on a springboard below. L-target the
Floor Master and take it out with the Bow before vou get dragged back ta the previous room.

Tlse the Deku Leaf to blow the fan on the floor to raise the wall out of the wayv Cross 1o the other half of the room, rn
around, and flap the Deku Leaf at the fan again, this time to lower it back to its original position. Use the springboard with
the Iron Boots and Deku Leaf to reach
the upper level of the room. Once on
top., blow the fan near the sliding blade
o rotate the wall into a “floor” position.
This will allow Link to grab the Chest
in the alcove in the center of the room.
Exit through the door on the righr.

Eoom Fisn't so much a room as it is a large indoor canyvon. You must monitor vour magic
supply carcfully if vou're to successfully clear this room. for vou will need to flv great dis-
tances with the Deku Leaf For starters, fly into the updraft 1o reach the ledge to the left of
the fence. Step on the switch to il the fence’s gate from vertical to horizontal Assign the
Iero’s Bow to an Item Use Button and leap onto the gate. A Wizzrobe will artack Link
almost instantly, so be ready,

Use the Deku Leaf to glide to each of the ledges on the
left. Cut the grass for magic jars, and then glide through the
fence’s opening to the ledge in the very back corner of the
room. Link will find a chest containing the Dungeon
ap on rthis ledge.

Glide back through the fence's opening toward
the updraft. Use the increase in altitude to land
on the ledge between the two fences on the left,
Fences section off the rest of the canyon. You

must tlv through these fences to reach the door
on the top of the ledge in the distance. Glide
through the opening and use the updratt to
reach the horizontal gate in the following fence,
Slay the Wizzrobe near the door, and break the
skulls on the gate to regain some lost magic

power and arrows,




Go through the door to return to Room I3 This time, however, Link will be
high up on a ledge above the floor Use a Fire Arrow to burn the wooden cap
on the Mystical Jar to the right. Then climb ento the metal button. Don the
Heavy Boots wo depress the button, which will then cause the floor to open
up. revealing the Wind Temple's basement. Drop off the level to explore the
lawer floor,

Basement
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Proceed through the unlocked door to the south to enter Room G . This is a

rwo-level room. and vou must drop through the cracked pieces of tile near the
door to the lower floor Once on the bottom level, you must arrange the crates
S0 vou can pop through the opening in the rear of the room to reach the chests
bevand the spikes,

Step onte the broken tile in the center and put on the Iron Boots to crash
through to the lower level. Use the Hero's Bow to destrov the Floor Masters.
Then push the crate with the springbcard on it inte pesition under the opening
in the ceiling. Use the other crate to reach the springboard. and then pop up
onto the grass above. Now vou can open the chest with the Small key in it.

i
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As soon as you grab the Small Kev, the spikes in
the upper part of the room will retract. You can
make a second chest appear in this room by
using the lron Boots to break through each of
the cracked riles near the door. Each time vou
fall through to the lower level, more enemics
will attack, but vou can eventually earn a

Treasure Chart by continuing this pattern,

Return to the main room and use the key to unlock the deor to Room H. Link will fight
with a high-level Wizzrobe, These creatures are such powertul magicians that they can
summeon all types of enemies. even other Wizzrobes! The battle will begin with the
Wizzrobe summoning a Darknut and another Wizzrobe into the room,

Dispose of the lesser enemics as quickly as possible. Then
move to the center of the room and get the Fire Arrows
ready. The high-level Wizzrobe will primarily stick to the
ledges above the floer, so scan the room, gquickh Ltarget the

Wizzrabe, and fire an arrow before it gets the chance o sum-
mon more cnemies. [t won't take more than three hits with
the Fire Arrows to drop this creature.

As soon as the batile is over, a chest containing the Hookshot will appear. This
item is similar 1o the Grappling Hook, but it can be used to quickly pull Link up
to higher ledges bv shooting it at trees and at the bull's-eye plagques that appear
throughout the Wind Temple. It can also be used in conjunction with the Iron
Boots to pull large items down off the wall,

Use the Hookshot to pull Link up to the ledge with the plunger on it, Target the
plaque on the wall and release the button when the vellow target icon appears.
smash the plunger with the Skull Hammer to unlock the door leading back out.

Return to Room [ and use the Hookshot to
begin scaling the wall back to the upper floor.
Hoist yourself up to the highest ledge you can

reach with the Hookshot, and then glide across
the room to the springboard on the far side,
Grab the Compass from the chest, and then
use the springboard to get launched up to the
ledges leading back to the first floor

Firgt Floor Revigited

When vou return to the first floor, it will be near Makar's cell on the northern
side of the room. Slip inte the lron Boots and use the Hookshot to target the
bull's-eve on the stame, The added mass of the Iron Boots will cause the statue to
topple over, thereby freeing Makar!




Rush into the enclosure and
grab the Jov Pendant from
the chest. Then, more impor-
tantly, pick up Makar. Drop
back down to the very bot-
tom of Room D, and take
command of Makar via the
Command Melody. Use his
seed-planting abilitv to grow rwo trees in the dirt patches on
the western side of the room. This will activate a huge fan
below the floor,

With Malar, fly up to the ledge directly overhead
on the first floor, Press the R Button to regain
contrel of Link, and leap into the updratt with
the Deku Leaf in hand to ride the air currents
back o where Makar awaits. Pick up the Kokori
and head threugh the dooer to Boom O

Now that you have the Hookshot vou can use it

to fatch onto the trees that Makar planted before
lie was abducted. Use the Bow o destroy the
Wizzrobe milling about on the cliffs, and then Hookshot up to the ledge near the door Take
control of Makar and {1y him up 1o Link.

The room continues bevond the door in a very similar fashion, except a handful of Blue
Bubbles patrol the area. Rid the skies of as many Blue Bubbles as passible Then take control
of Makar and plant trees on each cliff top leading up to the door at the back of the room.
With Link, Hookshot up after Makar and go through the door,

& 00
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Be extea carcful when flving up to the top ledge with Makar,
as a Floor Master is lurking on the left side of the room.
Approach the planting patch from the right, and then back
gwey toward the door after the tree grows.
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The pair will find themselves high above the floor in Room D, Place Makar
down on one of the swirches, and then make Link stand atop the other This will
cause the floor above the fan in the basement to slide open, revealing a secret
passage deeper in the temple!

Leave Makar where he is for now. and jump off the ledge into the updraft, Glide
toward the windmills across the room and go through the door there. The
moement Link enters Boom 1 six Armoses will attack. Grab the Hero's Bow and
start firing Arrows at the leaping statues. Once the last of the Armoses has been
destroved, the doors will unlock and Link will be able to claim the Small Key
in the chest,

Return to Room D and glide over to the landing between the windmills and Makar to grab
the contents of this floor's last chest. Glide down to the landing where the second Mystical
Jar is located on the the first floor




Guide Makar down to the landing where
Link is waiting. Together, they must return
tor the large stone tablet bearing the Wind h =
God's Aria in Room E.The most direct | o
way there is to run along the grassy floor
of Room F. Doing so is both quick and
relatively [ree from danger.

Play the Wind God's Aria with Makar in
front of the tablet to access the arena
bevond it. Link will have to leave Makar
at the door, as the batdle that wages
between Link and the three Darknuts on
the other side is no place lor a violinist!

Link mustn't let his guard down for an instant during this battle. Continue to L-tar-
get whichever Darknut is closest and strafe around it, waiting for the right
moment to initiate a parry attack, Keep the Boomerang handy for when their
helms have been knocked off That wav, Link can stun them just long enough o
attack without fear of being surrounded. When vou've dealt with the Darknuis,
the doorway at the rear of the room will open and vou can retrieve the Big Key,

Exit the room and carry Makar back o Room D,
Drop down to the basement, wait for the fan to
stop, and then slip berween the blades o the
secret arca below,

Bagement Revigited

Use the key obrained upstairs to unlock the door, and carry Makar through te the next area. Room J contains a pair of
Stalfos and a Wizzrobe. Concentrate on the Stalfos first: toss Bombs to blow them up and then attack their dislodged heads
with the Boomerang and sword.

Once all of the visible enemies have been destroved, use the
Heookshot to latch onto the hanging statues, and climb up to
the room's uppermost ledge. Stomp on the metal switch with
the Iron Boots to release the bars on the door Then begin
pulling all of the statues off the wall with the Iron Boots and
Hookshot. You will uncover a hidden Bokoblin: dispose of it to
make the last chest in Wind Temple appear. Grab the Treasure
Chiart from within it, and take Makar out the opposite door,



Make guick work of the Bokoblins in Hoom K. and then advance toward the
Armoes Knights. When the coast is clear, flv Makar over to the dirt patch on the next
rock ledge. Plant a tree and then have Link Hookshot over to him. Use the Bow to
destroy the Floor Master and Peahats, and continue to the next, and last. room.

Room I mav not feature any enemies, but it does have a tricky puzzle to solve
in order to reach the door to the Boss's Lair The room contains three large metal
crates, three sliding blades. and two large fans that are almost impossible to walk
against—even with the Iron Boots on! Link must position the crates so thart he
can carry Makar past the blades without getting hit.

iz ; T _’w ]
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Bt sure to pin the blades between the right-hand wall and the ceaces Then, when Link
is moving forward with the next crate, he'll be safe so long as he stavs to the left.
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1. Approach the lefi-hand crate and push it
farwars unti it dlocks the path of the
first blade. Mave it slightly to the right to
get some exira room an the left fo
Manewver.

toward the fans. Push it over the crate
filiing in the gully io biock the third and |
final blade. Fush it further than it needs |
to ge to make room for Link and Makar |
around its |eft side.

4. Return to the vary first crate and pull i ['I

(S}

2. Slids the next crate past the first ons and

int the path of the secand blade. Leave
enough raom on the left for the third

Return to the door and grab Makar Hug
the left wall and carefully walk past the
first biade as quickly a= possible. Link

crate to slide past will need to wear the Heavy Boots to
avoid getting pushed backward by the
wind, but he'll be able to walk fast
enough to avoid the first blade if the
attempt iz well timed.

3. Push the final crate past the first tweo and
it the gulley in front of the third blade
to farm a bridge. Again, lsavs some
room on the lefi-kand sice.

Play the Wind God's Aria in front of the
stone tablet to pass the final obstacle
before meeting the boss. Uncover the
Mwstical Jar in the next area, and

smash the jars to load up on hearts,
fairies, and Rupees.
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Molgera wasn't expecting Link to be so cunning and will
unleash its children on the young adventurer fo distract him-—
and it works! The baby

Molgeras constantly swarm

.y g e, : Link throughout the remain-
MOIGERA 9 ATTACK - 4
’ el p\i_:"‘_’ T L_ — = ? — et R T {IE‘”' ‘f][ ”“: halﬂﬂ ﬂ'IEIE|]‘|.f
Attack Damage Caused making it terribly difficult to

L-target the boss's tongue.
Link will have to airm the

Hookshot manually for the &+ S
duration
The final dungeon boss is Molgera. This is an enormous sand Stay on the move throughout the battle. Rolling will help avoid
worm capable of leaping high out of the ground and diving getting sucked into the holes that open up in the ground
directly at Link with its mouth. open wide in an attempt to swal- élmmull Molgera's mouth. Rolling also makes it harder for the
low him whole. Its only weakness is its tongue, which it will baby Mr]l(}jl‘,.l'.'i 5 1o cateh up with you. You can pick up a couple

stick out of the sand to |ure its prey closer. Link's only hope 0f o Hearts by slaying the baby Molgeras, but it's much better to

defeating Molgera is to use the Hookshot to pull the tongue far 00016 the little guys and focus all offensive efforts against the

enough out of the mouth so that he can slash at it withoutfear —yiq g,y Nevertheless, this battle is considerably more difficul

of hecoming worm food than those thal preceded it so you shiould have at least a fairy
and some Elixir Soup in case things get ugly.

&

You must land four combination attacks on the tongue in order
to win the baftle. Once you do, you'll receive a Heart Container,
the tast full one he can earn during his adventure. Furthermore,
your trusty Master Sword will finally be restored to its leg-
endary power. You can now bid adieu fo Makar and set out on

The battle begins with Molgera rising to the surface and show- _ _ :
2 : / your quest to find the eight shards of the Triforce of Courage!

ing Link its vulnerahble tongue, Stand near the edge of the hole
in the sand and L-target it with the Hookshot to draw it oul of
the mouth. Quickly slash at it with the sword toinflict serious
damage before it retracts back into the beast's mouth



Now that vou have finished restoring power to the Master
Swaord, vou can begin salvaging the eight Triforce shards
from the floor of the Great Sea. In order to pinpoint each of §
the shards. however, vou must first find its corresponding
Triforce Chart That's not all. Because the Hero of Time
wrote the charts in an unreadable language, vou must take
them ta Tingle on Tingle Island to have them deciphered at
a fee of 398 Rupees per chart!

You don't have to
wander the ocean
without any direc-
tion, though! The
IN-Credible Chart
that vou received
from Tingle shows
the locations of
all of the Triforce
Charts. Alsa, as
Tingle may have
pointed out, vou should definitely seek out the two Great
Fairies, who will increase the size of vour Rupee Bag from
200 to 1000 and then to 5000! Consult the “Fairies List" sec-
tion of this guide for information on the whereabouts of
these mystical creatures.

Because you must find the eight Triforce Charts, along with
more than 3000 Rupees, this is the perfect time to do a
sector-by-sector sweep of the entire Great Sea! You will be
able to salvage dozens of treasure chests, and there is an
abundance of secret caves, submarines, and side quests for
vou to explore. While this may sound like a lot to do, it's a
good idea to become as powerful as possible before vou
enter the final showdown with Ganondorf Use this chapter
in conjunction with the “Island Tours" and “Side Quests”
chapters to find every outstanding Heart Piece and Treasure
Chart in the game! Little can stop vou when vour life gauge
reaches 20 Heares. . including Ganon!




gunbaoats guarding
the Islet of Steel,

Once vou've sunk
the last hoat, take
out the gun turrets
flanking the
entrance to the fort 5ail into the forr and cruise up to the steps. Stand upon the
Wind Mark on the floor and play the Wind's Requiem. This will cause a chest
containing Triforce Chart 1 o appear.

1Tse the on-board
cannon to sink the

Cabana Deed g Skull Hammer
}§ Grappling Hook

The first step in obtaining the treasure in the basement
of the cabana is to secure the Cabana Deed from Mrs,
Marie at Windfall Island The Windfall Island section of
the walk-through mentioned that you would learn about
Mrs. Marie's adoration of Jov Pendants afrer vou beat the
Killer Bees in a game of hide-and-seck. Once vou salve
the problem Mrs, Marie has with her delinquent stu-
dents, vou can begin giving her the precious jewelry she
desires. In return for 20 Jov Pendants, Mrs, Marie will
give vou the Cabana Deed, the one piece of paper
that can get vou past the butler at the Private Oasis!

Enter the cabana and
use the Grappling Hook
to pull on the lever
hanging from the ceil-
ing. This will extinguizsh
the fire in the fireplace,
thus revealing an
entrance o the cabana's
basement. Drop down
the hole and get the
Skull Hammer and the
sword ready for some

spelunking!




Heavy bars block the Secret Cave cntrance on this island.
The only wav to open it is to £y a seagull into each of the
six switches that sit atop the stone spires nearby.
Unfortunately, Kargarocs nest on each of those spires, and
they will defend their nests against any seagull visits!

Bl down Ladder & to thelowar S o ol

through the maze to Ladder B.

2. Use the Skull Hammer an the two plungers 1o open the two

rearby: gates, and descend Ladder € to the lower Tevel,

3 Crawi through the maze to the chest to gain 100 Bupess.

Then crawl back in the cpposite dirsction to reach Ladder D,

4. Slog through the water fo the hole in the floor near the

plunger. Drop down inte the brown room below and defeat
tha twa BeDeads thera.

. Crawl through the final passage ta the Wind Mark, and play

the Wind's Requiem to gain Trifarce Chart 2,

B To lzave, climb up Ladder E and pound the plungers to

open the remaining gates.




Grapple onto the upper ledge above the cave
entrance, and use the Hero's Bow to take out
all the visible Kargarocs. This will take some
practice, but it is possible to hit almost all of
them from this ledge. Once you've diminished
the Kargaroc numbers. place a Hvoi Pear on
Link's head and take control of a seagull,

Fiv into the lower four switches first. and avoid going behind the large central tower, as
that's where the remaining Kargarocs are nested. Once vou've hit the first four switches,
flv around to the back to hit the fifth switch. Press the A Button to swiftly ascend away
from the monstrous bird, and go for the switch on top of the central pillar. This will open
the gate blocking the Secret Cave entrance.

The Secrct Cave contains no enemies

and no ricky puzzles to salve, just a
simple Wind Mark on the ground. Play
the Wind's Requiem atop this mark o
make a chest containing Triforce

‘--..____Y_,_,_r"-ﬂ-/
Chart 3 appear. Wingd' i ‘&EC{H'{EH‘I
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Ghost Ship Chart

The Great jea

Merman has heen hinting at strange nightly occurrences near some of the islands, These
subtle allusions refer to the mysterious pirate ghost ship that appears at certain islands, but
only when the moon is in a particular phase. Should vou meet up with this pirate ghost
ship before vou te ready to board, vou will simply sail straight through it. However, if the
time is right and vou have the Ghost Ship Chart in vour possession. then vou can actually
board this ghoulish apparition!

The first step in getring this next Triforce Chart is to go o Diamond Steppe Island and navi-
gate the Mystical Jar maze within the Secret Cave (see “Island Tours” for details). Doing this will net vou the myvsterious
Ghost Ship Chart, This chart shows which island the ghost ship will be sailing to during any given lunar phase. In fact. the
chart will actually show vou the ghost ship’s location at night by placing a pirate
ship icon at the appropriate spot.

Play the Song of Passing to fast-forward to nightfall. and look at the chart to sce
which of the islands is hosting the ghosts tonight, Quickly sail to that island and
use the telescope to spot the ship on the horizon: it has a very ominous and
unmistakable blue glow!



Once you've spotted the ghost ship. sail directly into it and prepare for a battle,
You will automatically enter the ship and find yourself in a room just like the
one where Miko trained vou abeard Tetra's ship. Equip the Fire Arrows.
Boomerang, and Bombs and jump down toward the ray of light on the right. You
have to outlast a small army of ghoulish creatures.

Fix vour sights on the Wizzrobe first, and then reflect the light onto the Poes to
make them susceptible to damage. Lastly, use the Bombs 1o destrov the Stalfos.
Once vou've dispatched the last of the enemies. the ladder leading up to the
chest with Triforce Chart 4 will drop. Grab the chart and smash the jars to
gain several hundred Rupees, ton!
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2 " Bombs
Needle Rock Igle. &S | @

@ Grappling Hook
o

Locate the gunboats cruising around the island, and target
the golden one with the on-board cannon. Land three
direct hits with the cannon's Bombs to sink it A light ring
will appear where the boar sinks. Cruise over to the light
ring and salvage the treasure chest from the wreckage with
the Grappling Hook The chest that yvou hoist up will con-
tain Triforce Chart 5.
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-~ Dreku Leaf

B

This is the most time-consuming B ¥ =
i There hasn't heen much talk abour
- potions and elixirs ver. but that's because |
" few poinrs in the game really reguire
[ them The following Secret Cave is an
il the going gets too rough! Climb | exception This labyrinthine area has 51
the hill on Cutset Tsland and use i fleors filled o the ceiling with monsters

: : i | of every imaginable shape and size. Fill 1
I e i _ bottle with :ﬁr Elixir Soup and fill the
with the stone head statue on it others with cither the Red or Blue i

Potion; they may just save vour life.

Triforce Chart to retrieve. as it is
=

deep within a Secret Cave on
Crutset Island. It's so deep that you
will have several chances to bail out

Toss the statue aside and drop into
the Secret Cave.




THE SAVAGE [ABYRINTH

The Savage Labyrinth contains a whopping 31 floors and will take you into a
heared battle with every single enemy tyvpe in all of Hyrule. Although the
chart vou seek is just over halfway through the labyrinth, we encourage you to
continue all the way to the end to gain another Heart Piece You will occasionally find
jars vou can break to gain some additional hearts and loads of Rupees. but vou won't get
much more assistance; none of the creatures here even drop spoils, so don't bother

looking for them!

You must clear each room of all of its cnemies to access the hole that
leads to the next floor in the cave. Every tenth floor contains some
jars with hearts and Rupees in them. as well as a transport back to
Oatset Island's surface, Once you reach B3LE vou'll get the opportuni-
tv to play the Wind's Requiem atop the Wind Mark to gain Triforce
Chart 6. Consult the following table to see what's coming next and
make the proper adjustments to vour ltem Use Buttans, Good hack!
-‘M it e
Be Continued :
nirdar pursue the Heart Container en B31E vou must seflecr the ravs

light at the large sand statue. This will reveal 4 hole in the flaar that
ows vou to continué exploring the Savage Labyrinth

" Floor Enemies Present (Oty)

Flaor

1625 | Keese (10) [ LBesF | Armos (3), Wizzrobe (1)
EaE | S R T i i
; p-_,-

§84r | Bokoblin i4) I Ig3cr [ Darknut (2) I

fasF | Magtail (4) I B3 | ReDead () |

IB34F | Dark ChuChu (8] P e e

| i ;
IB3sF | Winged Mothula (3]

| 258F

| B20F

| B4er

| Wizrone (5)

| Bagr

| ReDeac (4), Stalios 2]

L3

|B46F

| BagF I Wizzrabe {3) Darknm (2}

SR

lazsr | Red E-Jtrl:ute (4)




% Power Bracelets

P =

Use the Power Bracelers to move the enormous stone head out of the way. Drop
down inte the Secret Cave to enter a dungeon comprised of a series of circular
rooms linked to one another. The only differcnces in these rooms are the ene-
mics that inhabit them. You must defeat every one of them to enter the final
room. Once you've cleared a room ol its enemies, a flame will appear over the
doorway, Continue entering rooms that do not bear the flame until the final
doorway is unbarred,

You will face small contingents of Bokoblins, Armoses, Wizzrobes, Mablins, and
then finally, a pair of Darknuts. Defeat all of the enemies to unlock the final room,
Goin and play the Wind's Reguiem while

standing atop the Wind Mark. This will h \

cause a secret chest containing Triforce [ ] | 3

Chart 7 to appear. . .

. Wind 5 Requiem




a Hiokshet

Pull the boat up next to the tall black
column of rock, and use the Hookshot

tor larch onto the palm tree on top of
the rocks, Continue using the Hookshot
to hop from cHIF to cliff until vou reach
the Secret Cave opening near the top.
Drop down the hole o enter the cave,

This mini-dungeon is set up the same as the one on Stone Watcher Island. where
vou found Triforce Chart 7.The only difference here is that Link will face
Bokoblins, Wizzrobes, $talfos, and Armos Knights in the four perimeter rooms.
Then, instead of just two Darknuts, vou will face four of them! Maintain a con-
stant L-target on whichever Darknut is the closest, and stand back far enough 1o
allow them to blindly swing their swords into one another Then, when they ve
shed some of their hefry armor, move in to finish them off one at a time!

After vou finish off the
Darknuts, the door to the treas- @ -tt'r
ure room will open. Enter the
room. stand upon the blue Wind Mark, and play the Wind's Requiem with
the Wind Waker, This will cause a chest to appear with Triforce Chart 8




. deciphering The CharTs

Onee vou have found a Triforce Chart
and have collected the 398 Rupees
that Tingle requires. warp to Tingle
Island and visit him in his tower. Tingle
will smell the musty charts and will
begin deciphering them as soon as vou
fork over the cash. Ger all eight of the
Triforce Charts deciphered, and then
use them to salvage the sunken

Tritorce Shards. just as if they were
Treasure Charts,

Only when you've found all eight Tritorce Shards and
the Triforce of Courage has been reassembled can vou
return to Hyrule and start the march toward vour ulti-
mate showdown with Ganondorf. Fortunatel, you will
still have time to continue collecting Heart Pieces and
completing the various side quests after vou have
found the final shard. Although the King of Red Lions
will encourage you to return to Hyrule immediately,
vou are free to go whenever vou choose,




The pathway to Ganon will only become passable after you've assembled the Triforce of Courage and the Master Sword is
returned to its full, legendary status. Prepare for the arduous road ahead by filling a bottle with Grandma's Elixir Soup. Fill

at least two others with Blue Potion Although there is no minimum number of hearts that vou should have in your life
gauge, the more you have the better vour odds at survival. On the other hand. you are advised to free the Great Fairy
trapped within the Big Octo near Two-Eve Reef—the doubling of vour magic gauge is extremely helpful!

Return to the Tower of the Gods and
sail into the center of the exterior
ring. You must show the gods the

Triforce of Courage to pass below the
waves to Hvrule. The gods open up the
yvellow light path that will aid you, and

they deem vour actions up to this
point worthy of true hero status The
gods dub Link the Hero of Winds, for
his actions have been the very

delinition of heroic!

Once at Hyrule Castle. return to the basement to check on Princess Zelda. Ganon got to
her, after all! Go to Ganon's Tower to rescue Princess Zelda, but first vou must fight past
the two Mighty Darknuts that Ganon released. Although the capes they wear make severing
their armor straps more difficult. you should fight these Darknuts in the same manner as
the others. but with a bit more patlence. The flames encircling the arena will dissipate as
soom as vou dispatch them, Return to the main floor of the castle and exit via the door at
the far end of the hall.

You will come 1o a semi-visible barrier, Previous attempis to break it would have failed but
now thar the Master $word's inner power is awakened, vou can break it down with one
overhead slash! Bevond this barrier lies a long dirt path leading from the lush confines of
Hyrule Castle to the dank and imposing darkness of Ganon's Tower.

Have the Hero's Bow and the Boomerang ready, as

vou'll encounter several Peahats. Maoblins. and
Darknuts along this path, Use the Hookshot to cross
the gaps in the trail and enter the cave ahead.



The first room you come to in Ganon's Tower is a lava-filled chasm with four rope bridges
leading in different directions, Directly across from the entrance is a heavy door bearing
four sigils that are currently darkened and barely visible You must cross each of the
bridges and navigate a short canyon that resembles each of the four primary dungeons
vou've traversed to reach this point. Should vou clear the environmental challenge that
lurks behind each of the four doors. you must then survive 4 rematch against the
respective dungeon bosses.
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Availadility
oyl will have accoss to your entire
nal of weapons and gadgets as
i traverse the canvons that pre

eile cach of the bosses. However,

oRCe you engage a boss in combat,
| your inventoary will be limited te the
- dtems that were available when vou
first fought the beast,

Although your strengeh and ability have grown considerably since
vour first boss encounters. the bosses have remained the same. In
fact, since vou first showed them the edge of vour blade, they have
been reduced to shadows of their former selves—each of the hosses
will appear in monochrome! Begin this assault down memory lane
with the arca to vour left. Proceed in a clockwise direction around .
the central room to face the enemies in the same order as earlier in i
the adventure.

FIRIT FIOOR, PART &

The cavern beyond the first door on the left is
I filled with lava. You'll have to perform some air-
horne acrobatics to safely cross. Approach the
ledge on the left and use the Boomerang to take
out the Red Bubbles high on the beams over-
head. Once vou've reduced the airborne threat,
grab a jar of warer from the floor and toss it
down onto the
lava. Quickly grab
a second jar and
jump down to the
newhy solidified
rock Toss the sec-
ond jar onto the
bubbling lava and
ride the rock plat-
form up into the
air when the
fountain eruprs.

Run and jump off the platferm atop the fountain. and
use the Deku Leaf to glide toward the selid rock floating
on the lava in the distance. Position the camera o get a
top-down view and carefully drop down onta this plat
form, Use the Grappling Hook to latch onto the beam
directly overhead and climb up to it. Use the Deku Leat
o glide over to the boss's door.

. Pinkigh Hue

Phe Red Bubbles at the rear of this cavern can
s¢oguite a theeat if vou're not careful Theose

who helped Zunari with his shop on Windgll

Island would be wise (o use the Magic Armaor

while tiving to grapple up to solid ground

ters, Detailed tac
tics for dealing
with Gohma can
he found in the
"Drragon Roost
sland” chapter of
the walk-through.

e




The second canyvon contains the
elements of the Forbidden Woods,
Approach the cliff and use the Deku
Leaf to give the fan on the left a blast
of air. This will bring the gondola
across the chasm. Hop on and use the
Deku Leat to power the gondola
deeper into the area.

Jump onto the platform on the right, and time its movements so that vou give the fan on
the lower-left a shot of wind from the Deku Leaf. Once the second gondola is moved into
pusition, wait for the platform to rise to its upper position and glide over to it

Ride the gondola further into the canyvon and then glide over to the pair of platforms in
the distance, Use the Deku Leaf to glide from one to the other, but be careful to avoid the
thick vines that protrude from the walls. Use the Hero's Bow to slay the Peahats, and then
glide over to the ledge where the boss's door is located.

EIRYT FIOOR,_DART €
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airavegy for flehting Kalle Demaos

e found inthe “Forest Haven”
vies Of the walk-theough




section of the corridor, being watchful of the collapsing sarcophaguses that
line the walls. Many of these sarcophaguses contain monsters, but some
contain valuable item replenishments. and one even has a airv in ir!

Climb the first set of steps and
locate the switch on the left. Lure
a Dark ChuChu ourt from one of the sarcophaguses. and then double back to the
sunlight that seeps in near the staircase. Reflect the light onto the Dark ChuChu
and place its solidified mass onto the switch. This will cause the next staircase to
take shape. Run the length of the corridor to climb the steps before the Dark
ChuChu reverts to its gelatinous state.

The area above the sccond staircase 15 very simi-

lar to that below the steps. The only difference
here is that the sunlight is at the third set of
steps—a long way from the switch that controls them! Go to the sunlight at the far end
and reflect the light back at the Dark ChuChu nearest the switch. Dash back down the cor-
ridor and place the Dark ChuChu on the switch, Then run (and roll for speed) back toward
the steps belore they retract!

et TR

Ihalla, PrOTECToR, of The Feal TTRATEGY

& Tlps for defeating Jalhatla can be found In the "The Sage of
Barth Temple" chapterof the walk-through.

FIRGT FIOOR, PART

The final arca
is modeled
after Wind
Temple and, as
the name
would suggest,
it is quite
breezy in here!
Grab the Hero's Bow and notch a Fire Arrow
as spon as vou enter the room, as there’s a
Wizzrobe prowling the far side of the ditch.
Climb onto the springboard and put on the
Iron Boots to compress the spring. Remaove
the boots to get catapulted into the air, and
immediately grab the Deku Leaf to soar into
the distance.
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Glide over the spikes and drop down onto the second
springboard behind the tower in the center of the room.
Get some additional hang time off of this springboard, and
glide berween the downdrafis, down to where the numer-

for defeating Molger. <
ous jars are located. Slay the Bokoblin and then use the e dnieuting Mois

“can be found in the “The

Hookshot to cimb up to the landing near the boss's door, Sage of Wind Temple”
: s : : b chapter of the walk-
The door leading deeper into Ganon's Tower will crumble through.

to pieces once you've destroyed the last of the four gate-
keepers. Cross the stone bridge and go through the opening to reach the stairs that lead ta
the wwer's second floor.

Save vour game progress and fight past the Miniblins on the steps. Go through the door
atop the staircase to begin exploring the second floor.

Jecons Floor

[y
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. B Light Arrows




OPERING THE I‘JOE{"C&L

The area has two doorways in it, both of which seem to lead to empty, nondeseript rooms, Enter the one on

the right and study the candelabras on the wall. Each fxrure has a different number of candles on it Note
the location of each candelabra and the number of candles it contains, There are four switches on the wall in
the room opposite this one. and the candles show the order in which the switches must be hit with the Boomerang.

Return o the entrance and enter the other room. Stand atop the off-color patch of ground and use the Boomerang to hit
the switches in the order that the candles indicated. By completing the sequence. You will trigger the appearance of a
portal that connects this room with
the exterior of Forsaken Fortress. Not
only that, but the King of Red Lions
will enter the room via the waterway
and agree to take vou wherever vou
necd to go. Use this portal to return to
the Great 5ea o replenish lost supplies
or to drop off pictographs at the
Nintendo Gallerv!

THE PHANTOM PUZZIE

Return to the room with the candles and drop down the hole 1o begin a torm-

} THe Hile of Thy Sworg!
dthough i is possible to ignore the
Gantomm Ganons and navigate the |
I maze simply by referring to the ahove <~
 map. those who seek the full experi-
ence should destrov every Phantom
Gaonon, When vou defear ong. pay
clpse attention o the oricatation of
Cigs sword as it Hes on the ground The
_'fhilt af the sword will point directly at
- the door you must go through. Failure
o g through the correct door could
dead ro g dead end and a teip back o
damage. You must return anywhere between four | the main room above,
and eight vollevs 1o finallv land a hit. The good news is that the Master Sword

has become so powertful that it takes only one slash to destrov a Phantom

ous maze of identical rooms, Phantom Ganons, and dead-ends! Each of the rooms
in this maze contains four doors leading into another identicallv shaped room.

The Phantom Ganens that dwell in this dungeon
are almost identical to the one vou faced at
Forsaken Fortress (see the “A Meeting With
Ganon” section). The difference here is that they
seldom come down from their midair perch, and

you must rely almest entirely on volleving their

energy blasts back at them to inflict any serious

Ganon! Pounce on the Phantom Ganon when it falls to one knee and bury the
Master Sword into it

Watch the direction in which the
ghoul’s sword falls, and go through the
door te which the hilt of the sword

points. You must defeat eight Phantom
Ganons 1o reach the end of this maze,
but the prize is worth it! A chest con-
taining the legendary Light Arrows
awaits vou gt the end of this ordeal!
The Light Arrow is the final item that
vou will gain, and it is by far the most

lethal. It takes only one shot with this arrow to bring down every monster and
phantom except Ganon himself! i




Cza through the door that opens to be whisked away back to
the entrance room on this floor You will face one last
Phantom Ganon, but it's never been so simple! Draw the
Hero's Bow and fire a4 Light Arrow straight into the Phantom
{zanon's heart to burst it wide open! Pick up the sword it
drops, and use it to smash the brick wall across from the
entrance door

Proceed through the door and start climbing the stairs to
the upper floor You'll encounter several Moblins and
Darknuts on the stairs, but the landings have jars contain-
ing magic replenishments, so vou can use the Light Arrows
to dispatch them without breaking a sweart, Go through the
door at the top to begin the final escalation toward the
face-off with Ganon,

Thirg Floor

You'll wade across a shallow reflective
pool toward Princess Zelda's bed—aonly,
she's not alone. Ganondorf is there,
waiting for vou, and he launches into
what has become his trademark: a
lengthy diatribe denouncing Link's gods
and ridiculing the King of Hyrule,
Granondorf has been waiting for another
Hero to come dlong and now that Link,
the newly anointed Hero of Winds. is
here Ganondorf can hardly contain him-
self. Ganondorf metamorphoses before
your eyes and the battde begins. ..
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Required Item: Light Arrow

PUPPLT GANON 9 ATTACKY :
Attack Damage Caused 3 e

al Contact 1 Heart ¥ g, i

Puppet Ganon has three forms: a marionette, a spider, and a If Link fails to deliver a “hit”
snake—how appropriate. Each of these forms is incredibly on the crystal ball in time
large compared to Link's tiny frame. They will use their the marionette will be hoisted
immense size to dole out physical punishment at every oppor-  Dack up into the rafters.
tunity. The other commaon feature among the different forms is Continue the battle until

the crystal ball each possesses. This is your target. To defeal you've struck the crystal ball
Puppet Ganon, you must hit this crystal ball with three Light three times. Nevertheless,
Arrows during each phase of the battle. Link’s leaps for joy are

unwarranted;, Puppet Ganon
i ik *5 Gone Bartt ! i5 far from dead!
PHASE 2: THE 5 PIOER
When Puppet Ganon reconfigures itself in the form of a spider,
the battle shifts loward becoming a game of roulette. The spi-
der will be vanked up to the
drnee B ceiling and spun around in

l“}i-l"i'i:."‘/"-’ El: CHE !_‘?‘!AP\EG_I'!E."{_ {E S b circles, It will then suddenky
Six thick, blue strings and a red string suspend the marionette e free fall to the ground in an
version of Puppet Ganon. Use the Boomerang to cut through : i S attempt so squash you, blan-
the Blug strings just as you split the vines that held Kalle £ : keting much of the floor,
Demos. The difference here is that you must hit the strings
twice with the Boomerang before they break. oiiso | Nomatter where you dre
when the spider comes
e Prees e : - 4 crashm_q down, you'll l:l_e _
e R S g trapped between two thick, immovable spider legs. The trick is
h%‘m 4 5 to tilt the camera o watch the spider’s reflection in the pool of
o i, water on the floor. Move toward the area underneath the crystal
e ball, and step back away from the water as the spider plummets
; . x to the ground. If you do this properly, you'll find yourself stand-
* o : Iy ing next to the crystal ball with a clear shot. Launch a Light

NG ® tazy Arrow into the ball to land another hit. Confinue this tactic until

ou've hit the crystal ball three fimes.
Once you've cut several of the strings, the beast will start fo y y

spin wildly. Although it's possible at this time to hit the crystal vozevmewes . % __: T B
ball on its tail as it whips past, its much maore efficient to cut 4 ’ ol g e ;
the remaining blue strings, which will make the beast hang e g i
limphy in place. Quickly dash toward the ball as it rests on the i ﬁ"w
ground and draw the Hero's Bow to hit the crystal with a Light -
Arrow. "t ? %h

wﬂ' 280 'Z‘ i =
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pilcgii_' 3: THE _:jncu'h[

The final phase of the battle comes in the form of a snake
Puppet Ganon will be dragoed around the arena by its red
string, and-you must land three final hits on the crystal ball at
the snake’s tail. This portion o

of.the battle is much maore L £
chaotic thanthe previous : e &x
two, as the snake constantly ‘&75 L7
gains speed, making it very R L R
difficult to hit the crystal ball ; 2
without running out of magic

and arrows.

The destruction

A A A

- N indeed worthy of a head-to-head battle. Climb the red rope to the wood

head.

=

Link is likely to take a few
lurmps during this fight, soif
you haven't assigned a Blue
Potion to an [tem Use Button
this is a good time to do 50
Although it's possible to
slash the snake in the face
with the Master Sward to
make it temporarily stop its
runaway behavior, this is far too risky. Instead, hunker down
against the wall and try to hit the crystal ball on the end of the
snake as it streaks around the room.

Puppet Ganon only serves to convince the real Ganondorf that vou are

5 OVET-

scale the structure to the very i

Link will find Ganondorf standing over an uncon-

scious Princess Zelda on the tower's windy roo
he was always

unsuspecting Here

Cranondorf finally has what

:r: three bearers of the Triforce! Ganoendorf leaps

Ganonaon

Required Items: Light Arrow, Master Sword

GANONDORF 9 ATTACKY
Attack

Damage Caused

Princess Zelda will come to, and she and Link will decide to give
their all to defeat Ganondorf. Link will lend the Hero's Bow and
the Light Armows to Princess
Zelda who, for being a
pringess, has pretty good aim!
When the batile begins,
Princess Zelda will instroct
Link to attack Ganondorf as
much as he canwhile she cov-
ers him withithe Hero's Bow.

i

R e s i

[

Ganondarf will immediately leap on you with his twin swords
swinging. Jump to the side and watch as Princess Zelda lands
a Light Arrow in him. Rush in and deliver a swift combo attack
with the Master Sword. Ganondorf is strong, though; and it wrill
take more than this one combination to destroy him.




== i T 1 () o) Eel 3

Fighting Ganondorf is similar to fighting the Mighty Darknuts, Once you land yvour third parry attack on Ganondorf, Princess
only Ganandorf has two swords and is much faster. You won't Zelda will awaken. Seeing that he 15 once again outnurmbered,
land any strikes while you're standing Tace to tace with Ganondort will step up his ahilities to the point where he is vir-
Ganondorf: you must rely on the parry attack! Follow up a suc-  tually impossible to hit. Zelda will eventually sense this and tell
cesstul parry attack by slashing away at Ganondorf's backside, you to deflect the Light Arrows at Ganondorf with the Mirror
and then move away guickly before he rises again. Continue to Shield. That's right, Princess Zelda begins firing the all-power-
distract him while Princess Zelda fires Light Arrows at him. ful Light Arrows ai you! Hold the B Bution continuously to
keep the shield in the proper position, and move around so
that Ganondorf gets caught in the crossfire with Princess

Zelda. When you succeed at deflecting a Light Arrow at
Ganaondor!, rush in and perform a swift parry- attack to bury the

Master Sword in Ganondort's forehead!
3 "?_ m
&

After three hits from Princess Zelda's Light Arrows, Ganondori
realizes that he shouldn't take the youthful dua (ightly.
Ganondort will ush toward the Princess and knock her uncon
scious. You're on your own for the lime being. Assign the Soup
Elixir to an Iltem Use Button to have it handy in case things go
awry. Continue 1o fight Ganondorf with the Master Sword by
waiting for the pertect time to parry, and don't forget to use the
shield to deflect some of his vicious attacks.

& 1T4AKD
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[ Fpoiler-Free Ending
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Be sure to save vour game Lo an empty file after completing it. There are numerous bonuses available for those who decide
to play through the game a second time.

Link won't ever receive the Hero's Clothes from Grandma.
Instead. he'll wear his blue pajamas throughout the adventure.

Arvll will have the purple “skull” dress on throughout the game. She is given this dress while in Forsaken Fortress,

Link will start his new advenmure with the Deluxe Picto Box. Now he
can take color pictographs right from the start!

If Link started his figurine collection in the first play-through. have
no fear! All of the figurines, as well as the film in the Deluxe
Picto Box, will carry over 1o the second game save.

All of the text that appeared in the indecipherable Hylian language during the first plav-through will now be
displaved in English! Now Link can see what Jabun, Valoo, and the Great Deku Tree were saving about him!




The Legend of Zelda: The Wind Waker is filled with numerous quests and mini-games that add to the main
adventure. Although optional, these guests will often vield important items and valuable treasure that will aid your quest
to save Arvll and defeat Ganondorf,

: / Where: Windiall Tsland
a”‘s Required: Picto Box

e

f& Reward: Joy Pendant and Deluxe Picto Box

Once you've found the Picto Box in the cave bevond the jailhouse maze. you can then return to the pictographer’s shop
and go upstairs to view his collection, After Lenzo is finished describing the photos on display. leave the shop and then
return to it moments later, Lenzo will invite you to be his assistant. If vou agree, vou'll be subjected to three testis.

The pictographer wants to see vour ability to properly compese a pictograph, After you take each picto. réturn Lo the shop
and show it to Lenzo to see if it meets his approval If it does. he'll provide vou with another challenge.

Exercige I: & lg‘ue Lgrrerg

Run down to the docks and wair for the guv in the red coveralls to approach the mailbox,
Take a picture of him just as he starts to place a letter into the mailbox, One of the most
dnportant lessons in pictography is patience. so stay out of sight and wait for the right
moment

Exemczlﬁe d ’Che F&ce OF FEE\K

Enter the café upstairs from where Link bought the sail. Grab a jar and throw it at the head
of the man sitting at the table. Quickly grab the Picto Box and take {ull body snapshot of
him shaking, Be sure to stand far enough away so that his tace and body can be seen
siraight on.

EIEKCIﬁE 3: ’Che". jec&er Cauple .

............. --1- e e — s

Head up the hill toward the school and wait by the small arch for the red-headed man to
stop and talk with the lady in the orange dress. Watch out for the school kids, as they can
get in the wav Take a picrure of the man and woman making small talk,

Omee vou've completed the thind assignment, Lenzo will
reward vou with a Joy Pendant. He has one final task in
store for vou, however You must return from Forest Haven
with one of the mvsterious glowing fireflies trapped in a bot-
tle. Once you give Lenzo the firefly, vou'll receive the Deluxe
Picto Box The Deluxe Picto Box will allow vou to partici-
paic in the incredible Nintende Gallery and other side queses,
Be sure to check the "Quests in Color Pictography” section
later in this chapter. : A
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. ;} | Where: Windfall Island

f-"; Required: Delivery Bag

h___z_@'_. Reward: Magic Armaor and a Heart Piece
Bring the Delivery Bag back to Windfall Island and speak with the shopkeeper who sold you
the sail, Zunari will tefl you thar his store is doing quite poorly and, while brainstorming for
ideas he will recognize the Delivery Bag and make vou an offer vou can’t refuse. He offers
a partnership under the “Merchant's Oath” and asks you to expand this cath among the
merchants you encounter during vour travels. By teading items with the other merchants,
the shopkeeper on Windfall Island will be able o stock much more rave, and therefore
expensive. items in his store.

You will be given the Town Flower as vour fivst item. Keep this item in the Delivery Bag
until vour journey takes vou to Greatfish Isle. Once there, trade away the Town Flower for a
sea Flower (fee = 20 Rupees). ot onky will vou now have a rarer item. but also under the
principles of the Merchant's Ouath, the traveling merchant at Greatfish Isle will immediatchy
begin sending shipments of Sea Flowers back to the shop on Windfall Island! Additionally, the
merchant will tell vou that he is in great need of a Shop Guru Statue and is willing o extend
a “heart-filled reward” to whoever should bring it to him.

 The Troweling mer@ﬁmﬁ : i
Phere are three merchants spread across the Great Sea;one on Greatfish Isle. another on Mother

‘Childl Istcs, and a third en Bomb Island. You must trade with these merchants in 3 particular
rio receive ilems tht are more valuable: By contlauing to extend the"Merchants Oath,” yois 5
;“‘*Wﬂ e able (o amass guite an assortment of items for Zunari’s shop.

A

The TRaRINg Game

Ferurn to Windfall 1sland and purchase a Town Flower from Zunari. Trade the Town Flower
to the merchant at Mother & Child Isles for a Sea Flower (fee = 20 Rupees).

e Lo Windfall Island
er obtaining the Exotie
wer Zunari will award

Trade the sca Flower to the merchant at Greatfish Isle for an Exotic Flower (fee = 25 Rupees).

1. ©Now bring the Exotic Flower to the 5. Carry the Big Sale Flag to Bomb

merchant at Mother & Child Isles Island and trade it for the Hero's

and trade it for a Pinwheel (fee = Flag (fee = 73 Rupees).

22 HDEER) 6. Rerurn te Greatfish Isle and trade the
2 Deliver the Pinwheel to Bomb Island Hera's Flag to the merchant for a

and trade it with the merchant there Postman 5Statue (fee = 100

for a Sickle Moon Flag (fee = 40 Rupees).

Riipees) 7. Bring the Postman Statue to Mother
3. Take the Sickle Moon Flag 10 & Child Isles and trade it for the cov-

Grreatfish Isle and trade it for a eted Shop Guru Statue (fee = 200

Fountain Idol (fee = 65 Rupees). Rupees).

4. Bring the Fountain Idel to Mother & 8. Lastly. deliver the Shop Guru Statue
Child Tsles and trade it for a Big to the merchant at Grearfish Isle to
Sale Flag (fee = 35 Rupees). claim a much-deserved reward.




Picce from the merchant at
Greattish [sle in retarn for the
sShop Gurn Starue.

B
B b

Thanks to Link's hard work. Zunari's store has blossomed into g multi-stall market! Link can
purchase up to three of Zunari's items at anv one time and use them 1o decorate Windfall
Island and the Private Oasis Fach of these items will fit into the brown metal base plates
that Zunari has scattered throughout the isfand. Just be sure to letr the Jovous Velunteer
Association know what vou're up to!

Sale Price B ltem | Sale Price :

§ Town Flower I 10 Rupees | Eountain dal 60 Rupees

Sea Fiawer 20 Aupess Il Big Sale Flag Il 35 Rupess i
{ Exotic Flowsr I 25 Rupees | _Hero's Fiag 60 Rupess

Firhes! 55 Rupees I Fostman Statue | 100 Rupees i
§ Sickle Moon Flag I 40 Rupees I shop Guri Status 200 Rupees

/> Where: Windfall Island

“ Required: Deluxe Picto Box

/',;_' Reward: Treasure Chart 31

Talk to the man in the black garb that sits idlv all day long on the steps near the potion shop.
Alter repeat conversations, vou'll be able to convince the man that vou do urderstand how
the poor fellow feels. The man will then present you with a riddle as a test of vour carnesiness.
You must show the man a picture of something “perfectly round and pale” If vou show him a
photo of his fvorite thing, then he will acknowledge that vou do indeed understand whart
makes this loner tck

A clue to solving this riddle can be abtained by returning o Windfall Island at night and see-
ing what the man is up to. Rather than sitting on the stairs. this peculiar gent rourinely finds
a spot high on the wall where he can stare at the moon through his telescope. Be sure to

check out the phase of the moon each night. wherever vou are. and snap a nice color picto-
graph of the moon when it is in s “full” phase. Return to Windfall Island during the daylight
and present the picto to the man to complete the riddle.




Uou RE rﬂl Benurlful B:\é"gl _

/'“? Where: Windfall Is!;w:l

J { | Required: Deluxe Picto Box
/3]‘ Reward: Treasure Chart 33

Talk to the ladv in the apron outside the potion shop. She's not very shy and will not so
subztly hint that vou should give her a pictograph of herself Take a few steps back to get her
whole body in the frame, and then snap the pictograph. The woman is quite proud of how
she looks and doesn't mind telling vou how stunning she is. In return for making her day,
she gives yvou Treasurce Chart 33

A Maxch mafoe on mefa\ll

5‘? Where: ‘ﬁmdfall 1513.11:1

: J“ Required: Deluxe Picto Box

fids #"?- Reward: Heart Piece

Talk to the ladv in the long orange dress to learn about the fortune that Lenzo foreteld to
her. He told her that if she sends a pictograph of herself to the one she has & crush on. true
love would Blossom between the two of them, She then asks vou to take a pictograph of
her and deliver it to the man in whom she is interested.

Back far enough away from her to take a clear, full-body
picto, Once the picto is saved in the Picto Box. search the
island for the man with the orange hair—he’s ne doubt
cnjoving his daily stroll!

The man will become so excited by the picto-
graph that he will declare today the day he asks
her out on a date! Use the Wind Waker to play the
Song of Passing twice to fast forward 1o the next
day. and then go to the café above Zunari's shop ﬁm W pﬁﬁ:ﬁlﬂg
to meet the couple on their date The date is going
s0 well thar the enamaored couple gives vou a
generous gift as a show of gratitude

The jcwp on lgnze

5 /\ Where: Windfall Island
_ ) Required: Deluxe Picto Box

o

h,“\ i Reward: Treasure Chart 24

The gossipy ladies near Zunari’s shop can't help but wonder if Lenzo, the “dreamy” pictog-
rapher, is starting to date someone on the island. If you happen to appreach them, you'll
hear them wishing aloud that somebody would rake a pictograph of Lenzo and his
mvstery girlfriend so thev could figure out if the rumors are true.




Because Lenzo is obviously keeping his friendship with this lady a secret.
vou'll have to go about gerting this pictograph in a stealthy manner. Ascend
the stairs inside the Zee Fleet shop, leap off the awning by the Ferris
wheel and glide over to the balcony high on Lenzo's shop. Enter the secret
room. open the chests inside if this is vour first visit to this room, and then
crawl through the tiny passage in the rear wall This will drop vou down
into the shop at the bottom of the staircase.

Sure enough, Lenzo is enjoving a conversation with the former beauty queen. Lenzo will
scold vou for sneaking around, but that doesn't mean vou can't grab the pictograph of
Lenzo and his lady friend! Take the pictograph and run out the door and back to the gos-
sipy ladies. Upon seeing the pictograph, thev'll know that Lenzo is just friends with the
lady and there is no reason o be alarmed. Nevertheless, they will give Link a little thank
you to show their appreciation for showing them the error of their wavs.

! The Joyoug Uolunteer Ag5oCiavion

Where: Windfall Tsland

f} ! Required: Town Flowers
/5] Reward: Heart Piece

Once Link enters into his agreement with Zunari and more products start coming into
town, Zunari will spread lictle brown base plates throughout the island. These metal
pedestals can be wsed to hold evervthing from flowers to flags to pinwheels—Zunari
makes certain that cach of his items can be placed in one of these fixrures!

Pay a visit to Mrs. Maric once the little holders appear and ask for an explanation on “volun-
teering.” She'll explain that Zunari wanted to do his part in increasing the island’s beauty,
Although Zunari kindly placed the holders throughout the island. it seems that the others
lack the funds to decorate the island with the flowers and trinkets thar Zunari hoped o
sell. But vou do!

Purchase Town Flowers from Zunari's shop and begin placing them in all of the pedestals
throughout the island. Be sure to talk to Sam, the man sitting on the bench. as he is one

of the members of the TVA and is excited o see people take an interest in the island’s
appearance. Continue placing Town Flowers in all of the pedestals inside and ourside of the
buildings, Check back with Sam when most of the pedestals have a Tewn Flower, When the
island locks “jovous” enough. he'll reward Link with a Heart Picee,

Y e %
! Rags to Riches

IRlg

fellowing guests can only be completed after vou have helped rescue the kidnapped girls from Forsaken Forteess. Mila and her
er will find themselves separated from their riches due to Terra's heavy reward demands. and Maggie and her father will sudden
i themselves ina life of luxury,




the ’Chiey

/‘f Where: Windfall Tstand

S

} Reguired: N/A
/) Reward: Botde

Return to Windfall Island at night and ascend the steps toward Zunari's shop. You will have
a run-in with a suspicious looking girl named Mila who abruptly tells vou o scram. What
could she possibly be doing out this late? And why does she not want anyvbody around?
You'd better follow het!

start running away from her, but work to position the camera so that vou can see her ever
so slightly. Hiding by the rocks across from the potion shop is a safe bet for now: Mila will
make a sudden move toward the arch and then suddenly stop to see if she's being tailed.

Continue to watch from afar and aveid being scen!

Mila will continue to slowly make her way around the istand, pausing and turning around
every so often 1o make sure nobody sees her Yep. she's definitely up to something! Follow
from a safe distance and stay hidden as much as possible, Mila will go up the wooden ramp
near the jail and then down the staits near the Zee Fleet game on her way to Zunart's safe!

Stay far enough away to avoid being seen. but close enough to catch her in the act of
breaking into Zunari's safe. Run up to her while she’s at the safe and anpounce that you are
an “ally of justice” Agree to hear her tale of sorrow but refuse to let her go on the grounds
of being an honest person, This will show Mila that although she has suffered a cruel
change of fortune after her kidnapping. she mustn 't resort to petty thievery. Mila will
suddenly see the error of her wavs, and as a reward for being such a good role model,
she'll offer vou a Bottle,

Magyie the Proken~Hearred *
S o i AR

- Where: Windfall Island

, Required: Delivery Bag

& ~ 1 Reward Heart Plece

o

Enter the mansion through the upstairs door and talk to Maggic's father This crotchery old
man almost mistakes vou for the postman, and by the sounds of it. the man certainky doesn't
like postmen! Turn away from the man and approach Maggie near the window Maggie isnt
nearly as mean as her father is, bur she is struggling with a broken heart Apparently, fell in
love with one of the Moblins at Forsaken Fortress while she was being held prisoner there.

Moe, her loveable. sqgueezable Moblin, has not returned any of her love letters and although
she has almost given up hope. she has written another letter to him. Maggie will hand the
letrer to vou, hoping that vou'll drop it in the postbox on vour way out of town. lake the
letter from Maggie and put it in the postbox down by the docks (the postage will cost you
five Rupees),




Rerurn to the mansion the following day to
find Quill and Maggie's father arguing. For
some unknown reason, Maggic s Father will not
allow Quill to deliver Moe's letter to Maggie
Eventually, Quill will leave the mansion and go
somewhere to “cool his feathers” That's right:
Quill is headed for the local watering hole, Go to
the café and agree to deliver the letter to Maggic on Cuill's
behalf. Maggie will thank Link for this gesture with a Heart
Picce, so don't delay!

£

o

Where: Outset Island
Reguired: Hero's Sword or Master Sveord

7 Reward: Rupees and a Heart Piece

At any time during vour adventure, vou can retusn to Outset Island and " hiitial Rank . 4 -of Glows

partake in a series of trials with Orca, the old swordsman. Each of these e » 1 50 Rupess l o l
i i : Bkt 4 ; ; g § 50 R night

trigls consists of a4 swordfight in which vou have o land a certain num- = - 2

Prize

Rank Upgrade

ber of strikes before Orca hits you three times As vou increase in rank Knight 2 100 Rupees Swordsman
from a lowly Page to that of a Knight, a Swordsman, and ultimately a L sworgsman | 300 | Hearipiace | - ||
Master, vou can count on Orca putting up stiffer and stiffer competition. Swordsman Hk 200 Rugess fzstar

I landing 100 blows before Orea lands three sounds difficult. then
surch landing 1000 before he reaches three sounds impossible. Don't
frer young warrion the way 18 1ot easy, but it is passable The kev to
increasing one’s rank and earning the covered Heart Piece is being
patient and relyving on the amazing reach of the horizontal slice.

You may be tempted o resh in and
o For lengthy combos and [antastic
parry attacks. but these will ulti-
mately work against vou. Orca may be a bit slow in the foot and long in the eoth, but he is
extremely cunning and will sirike when you least expect it. Work to keep Orca in the conter of the
raoom and stand a few paces away from him. Hold the L Batton to target him throughout the battle
and, without too much mation on the Contrel Stick, slash at him with the sword, Land three or four
strikes and immediately step back or pull the shield up for protection. You'll find that vou can easily
dodge Orea’s spear by using this combination of offense and defense.

a Where: Forest Haven and the Greart Sea
4% Required: Bottle of Forest Water & Ballad of Gales

_~#3 ] Reward: Heart Piece

You have no doubt witnessed the wilted Deku Trees scattered throughout the islands
of the Great Sea. These unlortunate saplings are from the seeds planted by the Koroks
alter the festival ar Forest Haven. Scmething has gone terribly wrong with this vear's
planting and the Grear Deku Tree must be informed of the situation.

Return tor Forest Haven with an empty bottle (and preferably 2 completed Sea Chart)
and talk ro the Greatr Deku Tree about the Koroks and the Forest Warer. The Great

Deku Tree will ask vou to care for his Koroks,



Link can meet this request by taking # bottle of the magic Forest Water to each of the wilted
Deku Trees and sprinkling a little bit on each one The Forest Water will replenish itself within
the bottle for up to 20 minutes. so vou onlv have to ake onc bottle of the special water with
voun, If the Sea Charr has been completed, the Great Deku Tree will mark on your map where
all of the Koroks have planted their trees.

Because vou have only 20 minutes to water trees on eight
different istands, vou need a plan. Heed the following direc-

| tions to complete this task with plentv of time to sparc. And
remember that all of the trees will begin to wilt again if they
all aren’t watered within 20 minutes! Have the Ballad of

| Gales memorized, as warping is the onlv way to accomplish
this task within the time limir,

1. From Forest Haven. sail east 1o Clff Plareau Isles. 5.  Warp to Greatfish Isle to water the tree on the
Cross through the Secret Cave to reach the upper spiraling hilltop.
ledge where the tree is. This is the most tme-consum- &

; sail southwest from Greatfish Isle to Needle Rock
ing tree to reach. so it’s good to get it out of the waw

Isle.

2 “Ji.'arp to Southern Fairy Island and sail west to Shark - Warp to Tingle Island and sail northwest to Mother
Island. & Child Isles. Do not warp to Mother & Child Isles.
3. Warp to Tower of the Gods and sail south to Private because Link will be stuck in the grotto.
Oasis. 8. Sail due north to Star Island to water the final Deku

4. Warp back to Tower of the Gods and sail north 1o Tree and to earn the Heart Piece!
Eastern Fairy Island.
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f Zce Fleetr

"‘\ Where: Windfall Tsland

Eequired: 10 Rupees

s Reward: Heart Piece, Treasure Chart 7, Treasure Chart 23, 100 Rupees, 50 Rupees

Enter the building across from the school and talk to the man behind the counter. He'll
invite yvou to play this mini-game for 10 Rupees. Three giant squid will be hidden through-
out the grid, and iU's up Lo vou Lo guess at their locations and destroy them. The squid are
in groups of various sizes: the small group requires ewo hits, the medium group requires
three, and the large squid group will require four hits to be destroyved. You must rid zce
fleet of the giant squid before running out of bombs to win the prize.

Although vou have 24 bombs and you'll win very good prizes
for simmply beating this game three times, vou'll earn larger
cash prizes for besting the record number of bombs posted.
Umee yvou've won the three main prizes. vou'll get 50

Rupees each time vou win. However. should vou beat the
existing record, vouw'll win 100 Rupees.

pnning out of money
¥ilg o win that other =
_ freasure Chart? Don't

S worry. there are 30 Rupees,
Biding behind the fake ship
on display. Chmb over the
counter and scoop up the

. hidden Rupees to gain

L oanother three chances at =
ﬂaﬂ: bvig prize!
|

The kev to winning this game is to spread out the attacks in
order to cover a wider arca. When vou start, don't fire with-
in four squares of a previous shot. as it's unlikely that a sguid is hiding there. Only afrer
sinking the large and medinum squid groups should you start firing ar adjacent spaces,

This is because the two-hit squid group can fit into tiny places and mayv sometimes be
positioned adjacent to a larger grouping. Last but not least. the sguid groups will st be
positioned diagonally!

s

S~ 0,
Mail HorTER

S

! f“ Where: Dragon Roost 1sland

A ) Required: No fee

: P | Reward: Rupees and a Heart Piece

Approach the counter on the second floor of the mail center and ralk with the postal work-
er there, He'll ask if vou want to apply for the part-time job. If you sav ves to this question,
vou'll get the chance to sort 10 letters, Simply toss the letters onto the shelf with the match-
ing seal If you manage to get at least 10 letters correctly sorted. vou will be paid one Rupee
for every two letters that you sorted correctly. You'll have 30 seconds to perform the task.




Bh e R
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You can continue working ar the stand The second assignment will challenge you to sort at
least 20 letters in 30 scconds. Should vou complete the job successtully, the Rito will pay
vou one Rupee per letter—a 100 pav increase!

The third and final task is to sort 25 or more letters in 30 seconds. It's not an easy task. but il is
definitelv possible. Just keep trving, and evenmally there will be enough letiers with the same
seal that vou can sort them effortlessly. Succeed in reaching the mighty mark of 23 letters in 30
scoonds and the postman will pay three Rupees per letter!

Your score of 25 leters will go down in legend at the Mail Center, Return later to check o0
the new emplovee that takes the part-time position: he's guite a fan of vours In fact, he'll
encourdge you to vour historic 25-letter performance! Keep tryving until vou've matched
vour previous effort.

L | The part-timer will be amazed at what he sees and will immediately ask you to mail his mom
a letter that tells her all about vour amazing mail-sorting abilities Yes, he does work at a mail-
center, but he's low on cash and wants you to pay the postage, .. Go figure. Drop the Note o
Mom in the posthox (postage is five Rupees) outside the mail center. Play the Song of
Passing to fast-foreard to the next day. There will be a letter from the part-timer’s mom
waiting for vou at the postbox.

., r:.-_ .‘: -'.._ > -~ 2 ~ revenrn - . s o
To my son’s superior, S

Thank you very much for looki after my b L
request your continged l(indnequ mw:rdm;:y :;Thli Isn't musch, but | hope you'll accept it all the same. | politely

Kashiko (Baito’s mother)
Package: Heart Piece

C.0.D. =10 Rupees
Yo! How va been, man? | gotta tell ya, you really h _ :
\ been trf?nq real hard ever since then, but my postman skills are still weak.

doubt I'll ever be as good as you, man.

So, anyway, I've been hearing all kinds of crazy tales about you, and | figured | just had to write you a letter. It

] 1] !‘
sounds like you're doing some pretty amazing stuff, man! You're great! You're awesome! You're...the man, man

You can probably tell that | had no idea what to write, but hey | figured the least | could do was send a letter of

encouragement. ; ' . '
So ’fa:man yay! Go, man, go! Go! Go! Never give up! Never lose hope! And while | don't make much, 'm sending

; ' |1 hope it helps!
the wages 've earned lately. Just doing my part . f :
1;:oizfrea'«llwr sorry | had to send this C.0.D., but | guess that's the price of tamel Take care! Thanks again boss:
From Baito
Package: 20 Rupees )
ey, 0

back there at the Mail Center. | appreciate it 've
s | just can’t seem to hit 22 fetters! | ~




i,

{ piéi;éfic:ing :

”

“‘ Where: Windfall Island The pirate standing on the dirt path near the bomb shop has a
: thing for Skull Necklaces, but he's also very interested in raising his
pet pigs and offering financial assistance. Scriously. Fork over three
Reward: 50 Rupees skull Necklaces o play a fun game,

/] Required: 3 Skull Necklaces

1lis three pigs are scattered about the area. and he's giving vou two minutes to bring them back, Carefully pick up each pig
and bring it back to the pirate. Don't throw it—press the R Button while standing next to the man to set the piggy down
at his feet, He'll be kind enough to let you know how much time vou have left after each pig is returned.

1 | 2 3,

The first pig The second The final

is on the | pig is also pig is on

LTASS NEAr on the grass the grassy

the beach. near the slope
beach, but leading
closer to the up to the

~ bomb shop. jail cell

e,

%) Where: Windfall Island

| Required: Decp pockets

“ Reward: Treasure Chart 38, Jov Pendant, Heart Piece, and Treasure Chart 18

Zunari rents out the mansion on Windfall Island every night and hosts an auction there The auction is open to the public
and features many valuable items that can’'t be found anywhere else! Zunari will try to trick you into saving vou don't need
an explanation of the rules, so warch out! Make sure to answer that vou are *NOT fine with that” so thart he wilf explain
heow the auction works,

When an item is put on the auction block, Zunari will give the crowd one minute to bid on it, In order to earn the right to
bid, vou must repeatedly press the A Button, At that point, you can offer anv amount of Rupees so long as it is higher than

the current hid and it doesn't exceed vour total amount of Rupees,

Because many people at the auction have a good deal of Rupees. vou should bring no less than 200 Rupees to each auc-
tion. You will likely spend less, but suctions can be uapredictable, You must have enough money to make a large bid at the
last second in order to shock the other bidders!

The people at the auction are all rather kind and will tvpically raise the bid by only three
tir six Rupees at a time. This works to vour advantage because vou can literally shock the
crowd into bewilderment by raising the price considerably higher (15 to 25 Rupees, for

example) Shocking the other bidders is a way to consume time and can ensure that you
get the final hid.

Everv time vou make a bid on the item. Zunari will announce how much time is left on the
clock, Although vou don't have to participate much until the very end. you should make at
least one or two small bids during the process just to learn hew much tme is left. Zunari
will eventually make announcements about the time when there are 30, 10, and 5 seconds left. Rapidly press the A Button
after the second announcement to get the gauge nearly full. Hold off on the final few presses until immediately after the
five-second warning. Rapidly press the A Button to fin-

j " tem & Dgening Bid
ish filling the meter and offer a bid ar least 20 Rupees . g
higher than the current price. This will shock the | rreasure craae | fil |
crowd inte disbelief and will guarantee a win! Jay Pendan: 40
l Hezart Pigce | (i} I

i)

Traaglre Charn
T




Erfakgti:t '[')r@uc-cice” with hﬁe&ma\n

23 /"’x, Where: Anywhere on the Great Sea
/:.-’ Required: Hero s Bow and all-Purpose Bair
(‘} Reward: Rupees

Scatier some All-Purpose Bait on the Great Sea after obtaining the Hero's Bow and agree 1o
play a game with Merman. This feisty fish will offer vou 10 Rupees for every time vou hit
him with an arrow. Merman will even give you 10 arrows to use!

Watch Merman's shadow as he swims around underwarter, and wait for him ro leap into the
air Try to anticipate where hell fafl. and fire the arrow at him on the wayv dewn, Although
vou have 10 arrows, there is no time limit. Remain patient and wait for Merman to take a
smaller leap so that he doesn't flv out of vour fleld of vision. Alm belew Merman to catch
him with the arrow just before he splashes into the water. Merman will give vou 10 Rupces
per hit, and if vou hit him with all 10 arrows, he'll give vou 200 Rupees!

! Barrel Ghoot

J_/} Where: Spectacle Island

fb\ Required: 50 Rupees
,:, Reward: Heart Piece, Treasure Chart 17, and 100 Rupees

In this mini-game, vou get 10 attempts to sink five pirate ships, er, barrels in the water. Use
the Control stick to tilt and rotate the cannen, and press the A Button to fire a cannonball,

The cannen must be ined up with a barrel to have a chance at sinking it, so the real variable
here is the rajectory. Pay close attention to the cannon's angle (given in degrees on the right
side of the screen) and adjust it accordingly. If the cannon is tlted up, the angle will increase
and the cannonball will sail further The lower the angle. the shorter the cannonball’s flight

I The locations of the barrels in this mini-game are randomized,
Ulrimatelv, vou must develop a sense for the angle needed to
hit them. Most of the barrels will be within the 25- to 40-
degree range Also, a slight margin for error is allowed in targeting the barrels. For cxample, if
a cannonball fired at a 36-degree angle lands directly in front of the barrel. the next attempt
should be made at 39 degrees. Even if the absolute correct angle is 38 degrees, a plus/minus
margin of one degree will work in your favor, By putting this information to work. you can
avoid firing two errant shots extremelyv close to one another,

Like most mini-games. you will get better at it the more often you plav. Continue trying to hit the targets to win all three
prizes And don't stop then! You can rack up a lot of Rupees with consecutive wins at this game.




4! Where: Private Ousis
Required: Cabana Deed
Reward: Rupees . lots and lots of Bupees

The cabana's picture windows on Privare Oasis are, in fact. puzzles.
Using the picture in the left-hand window as 4 guide. approach the
window on the right and slide the various tiles into place by using
the Control Stick. Each picture has one missing tile to make room
for the tiles to shift. The empty space will always end up in the
top-right corner,

One approach is to sct the picture s top and bottom rows first and then try to keep them intact
while working on the middle of the puzzle. Use the upper corners to shift things around, but try
to keep the bottom row in position until the puzzle is complete.

There are 16 of these puzzles, and vou will receive 30 Rupees for every puzzle vou complete.
Should vou manage to complete all 16, the butler at the door will grant you a benus of 200
Rupees! Refer to the following pictures when vou work on the puzzles. Have fun!



Wondering which sectors of the Great Sea have submarines in them? Want to know what Merman's tip is at Southern Fairy
Island, but ran oue of bait? Answers to guestions such as these and many others can be qmekiv found by flipping through the

: f@i}t}wmg pages all the informartion for each and every island in the et Bes is pfem’md in ﬂﬁ& df}ap‘&er org-:anized by snrqmr
- as they appear on the map.




:'. Friemdly ddvice

o
Merman: I hear there's a fellow on Windfall Island who's col-

What I CAN tell you is that those piggish monsters you see
here in the Forsaken Fortress scem to carry those Skull
MNecklaces around all the time. Not that I think it's easy work
stcaling anything from the likes of those guys.

Old Man Ho Ho: Ho ho! Fuh-Frightening!

-

lecting Skull Necklaces! You know who it is, fry? | don’t. Sorry. _J

TREATURE
Use Treasure Charr 25
to find 200 Rupees. : :

AP b

Detonate a Bomb near the bouider
in the sounthwest corner of the
island. and drop into the Secret
Cave that is revealed. Defear the
Magtails, Bokoblins, and Mablins
that attack in sUCCEssivVEe WAvEs Lo
abtain a Heart Picce

Fricndly Advice

arrow that can freeze anything With an arrow like that you coul
even frecze that nasty monster in the Forsaken Fortress. . for a
while, anyway. But then, what would vou do with a frozen mos-
ster, vou s#v? Good question, fry. Why. I'd say you give that thing a
whack and watch it shatter into teeny-tiny pieces!
E O

‘ Merman: | hear that somewhere oul in the wide world is an
i

TREATURE
Use Treasure Chart 7
tor fingd 200 Rupees.

OTheRr

Wilted Dok Tree




this island will provide an

Friendly ddvice

b o
Merman: The little shop master on Windfall Istand apparently
got his hands on a truly amazing treasure. He calls it Magic —

Armor or something like that. It's a pretty cool magical relic,
from what ['ve heard. If you want him to give it to you, try star-
ing deep into his eves and winning him over with flattery, fry!
Ahhhh ha ha ha ha ha ha ha ha!

0ld Man Ho Ho: Ho Ho! 5o THAT is how that works. .

e E

The Great Fairy thar resides on

upgrade to Link’s Rupee Bag,

TREQATURE

[Tse Treastre Chart 24
to find 200 Rupees.

Other

Submarine: Trensure
Chare 22

Friewndly dAdvice
Merman: Are you thinking you want to get inte that cave,
small fry? The one that's protected by the crazy winds on that
island? Heh heh heh! Ok, then. let me just tell you a e
secret. . If you go five squares south and one square east from
here. you'll reach Ice Ring Isle, where you'll find an item that
will make yvou as heavy as stone! If vou get that item, vou won't

Lhave to worry about getting blown over by winds.

?

(REASURE
Lise Trifowce Chart 2
i fimdd a Triforce
Shard




R ENTANTTRNTON PN EINANTRT ERDACOOTRCICTROa
Climib out of the bodland ono the cresuent-
moon lﬁl&nb PR, shaped rock. Link will find Freasure Chart 1

inside the chiest thar sits on the istad.

Crescent Maon Island is sarrounded
by large jars Floating atop wooden
pafes. Although these rafts will sink
when Link gets too close 1o them, he
can beeak the jars from a distinoee
with the Hero's Bow. Once the jirs
are ‘brioken. the rafts will remuin affoat
and Link can collect the Rupees that
dre revealed.

Treasure
Use Treasure Chart 11
to fined a Heart Piece,

OThER

submuirine; Treasure
Chart &

Frienaly ddvice
Merman: You'd best be careful sailing these waters on nights
when the moon is full, Well, if you like pure, soulfreezing hor-
rar, fry, then maybe vou can handle i

__Uld Man Ho Ho: Ho he! T see. I do, Indeed,

-
-y

jeven-*jta& Isles

ggﬁﬁ URE

Vise Triforce Chart 7
tor finvdd a Triforce
Shard,

Other

Blg Outo (12 Bres):
Heart Piece

Friendly ddvice

Platforms: Treasure

e

I. Merman: If vou see seagulls flying all around some sea o Chart 16
| waters, that's a sign vou heed to be wary, fry. Because the seag-
ulls flock to wherever Big Octos appear._. BIG OCTOS, 1 tell
you! Those things don’t mess around! -
e =




7,
?

3 L fg@z’fﬂ

- Friew?ly ddvice

; Merman: You've seen those weird rings of light that appear

{ on the surface of the sea, haven't you, small fry? Did you know
that some of those rings only appear at night? Didn’t think so.

T

FRIendly ddvice
Merman: Hey, small fry, do you know about the golden
Triumph Forks?* Thev're there, I tell vou.., On that island
chart's there, is what | mean to say, But the cliff there rises
sharply, and even i you wanted o climb it, there aren’t any
ledges or footings for you to grab on to. 507 What are vou going

The—=

tor do, small fry# by
- -

TREATURE

Tise Treasure Chart 13
t fimel thie Secrer
Ciawe Lhart.

Use the on-board cannon to
destroy all of the gunboats and
CHMIOT rrcts 1o I‘ﬂ‘l-'ﬁa;l d
chest conminng Treasure
Chart 19.

AREAGURE

Tise Tecasure Charvl 41
o fingd the Grsac Fairy
Chare.




(REAFURE

Use Treasure Chary 29
tor find 200 Kupees.

OTher,

Traveling Merchany
Wihed ek Troe

Friendly device
Merman: They say that inside the ring of rock thar makes up E
the perimeter of that island, there lives an incredibly beautiful =5
. fairy! But the thing is, nobody's ever met her. Supposedly, the

; i : ; only way youll ever meet her is to take a ride on a whirlwind
Mother & Child Isles is home to the Queen of the Fairies, She and drop inside that rock perimeter from the sky above.
will grant Link the Fire & Toe Arrows magic. To reach her L__Dncsn'z e e i
inside the large circular grotto, Link must play the Ballad of . e
Gales and drop in from the sky

v, —

Jpecracie Is’lamé

ReAFURE

Tse Treasure Chart 22
Loy Fired - 260 Rupees.

Friendly davice

See the “Side Quests” section of this guide for tips on plaving Merman: Beware the night when the crescent moon fces
the Barrel Shoot mini-game on this island. up! That's all 1 can tell vou, small fry!




Much of what Link can do on
Windfall Island was covered in
detail within the “Walk-
through” and "Side Quests”
chapters. Nevertheless. Link
Canl access a special Lregsure
chest an this island onee he
obtains the Fire Arrows. Mect
with the man in the vellow hat who eperates che Ferris
wheel and play the Wind's Reguiem song. Direct the wind so
that it blows north and then talk o him.

|

The nuan will inform Link that
the switch meeds 16 be pressed
i Greler to get the Ferols wheel
ranning. Chmb onto the raiding
nearest the door and jump
dowen to the ledge where the
ladder begins. Climb the ladder
and step onto the swicch 1o
start the Ferris wheel,

Return to where the man stunds and hop onte one of the
Ferris wheel's gondolas. Take 4 ride to the top and have vour
Firc Arrows readv. Fire o flaming shot strajight into the open-
ing on the ighthouse to make 4 chest containing 3 Heart
Piece appear on the small island near the bomb shop. In
addition, the man with the veliow hat will reward Link with
4 Heart Piece for getting his operation up and running.

TREDFURE OTher

Use Treasure Chart 18 to find Beedie Shop Ship
une Rupee,

Friendly ddvice

Merman: Qut on the cape of this island is this crazy dancing
fool who can’t tell day from night! The guy's nuts.. . but you got
to respect someone who's net afraid to let it all hang out like
that, vou know? I've been watching him, thinklng T'd trv o
learn that dance and compete with him from out here in the
ocean... But I just can't seeim to swing with that crazy funky
rhythm of his. That guy's incredible!

Y I S




Craw! through the opening in
the turtle-shaped structure. and
leap down the hole to enter
Pawrprint Isle’s cave. Several of
the passages are hlocked by
boulders and will require a
Bomb to get past thent Head

1o the far corner of the cave to
claim-a Heart Piece.

Blosw through the boulders 1o
reach the other chests, and
then return to the center of
the cave. Grapple to the top of
the rock wall using the beamns
that protrude from the face.
Lirik will find vet another chest
an op of the wall

Leave the turtle dome and hop back inte the boat. Use the
Hoolkshot to latch onto the oddiv shaped ree. and drop

down the hole near it 1o enter the Secret Cave, Take out the

Wizzrobes in the cave with the Fire Arrows to gain a chest
full of 200 Rupees!

Frlensly ddvice

L Wiy

Merman: Do vou know what 2 ChuChu s, small fry? No, I'm
not talking about the sound you make when you kiss someone!
I'm talking about ChuChus! They're those slimy, monster-like ™5
puddles of goo that turn into blobs of jelly, stand up, and start
jumping at you like crazy when you come near them. Well, in
any case, there's lots of them on that island over there, so if you
see any, I'd avoid them, They can get.. nasty, Now that | think
about it, every once in 2 while | see the potion brewer who
lives on Windfall Island come here... Now why would he do

r'that fryt

TREASURE OTheER

[ise Treasure Chart 30 o fnda
Hearr Plege.

Beedle Shop Ship




Friendly Advice

Merman: There is 4 real peculiar cave toward the backside
of this herc Dragon Roost Island. Yeah. real peculiar But 1 doubt
you'll ever get to see it, small fry—unless vou manage to sprout
wings and fly. that is:.. "Cause you won't be getting there

otherwise! i
[
S

TREATFURE

s Treasure Chart 39
to fingd 204 Rupecs

Other,

Beedle Shop Ship

Diragon Roost Island plavs a major role in the main adventure
and is discussed time and aguin during the "Walk-through”
chapter. Nevertheless, there are a few things that vou may not
know. First. Link can deliver 20 Golden Feathers to the Rito
guard outside of Medli's room. The guard will give Link 100
Rupees, but more importanty. his girliviend will thank Link
for this gesture by mailing Link a lerter,

Dear Link,

I recently received some Golden Feathers from my
boyfriend, who mentioned you. I'm something of a bird
enthusiast, so | know how hard it must've been to get
all of these feathers. | want you to be as happy as we
are, Link, so I'm sending you this Heart Piece as a token
of our affection.

Package: Heart Piece
- " A e i S

There is also the
marter of 4 hidden
cave in the side of
the mouniain, Go
outside on the
secomnd floor and
approach the left
landing platform
Ulsing the Wind's
Eeguiem song and
the Deku Leaf, fly
from the platform
to the rock spires
to the left. You
will have to make
three separate
flights, but vow'll
eventually reach
an obscure cave
containing a chest
with 100 Rupees
in ir!

Lasth, if vou didn 't access it with a Tingle Bomb during an
carlier visit. be sure to blow up the large boulder on the
beach near the Wind Shrine, The scoret cave undemeath it
conrains multiple eremies. but also the chance 1o gain
more Rupees




Fricnely dovice

b

Merman: To the west of here, over on Dragon Roost Island,
you'll see all kinds of rocks. Big ones, little ones. . you get the pic-
fure. Anvway, they say that long ago there used to be treasure hid™
den inside those things. Who koows? There may still be some
left, s0 vou should open your eves and take a good look

around. . from as high up as the sun (o as low-down as vour toes!

0Old Man Ho Ho: Ho ho! All the way out there? [ see! | see!

Juite so!

TREATURE
Use Treasure Chart 19
o i thie kslapd
Hearts Chart.

Other,

Submarine: Platform
Chart

L R 7 1

Crace you have the Deku
Leaf and the doublesized
magic meter (rom rescuing
the Great Fairy from the Big
Octo at D7), you can cont-
pete in the Bird-Man Contest,
- The goal of the contest is

e AN =N sisple: 1o see who can fly
the furthest! The participation fee s a mere 10 Rupees and
the prize is much more valuable!

Play the Wind's Requiem and make the wind blow o the
northwest 5o it will be blowing at your back. Run and jump
from the platform and use the Deku leaf to glide toward the
finish line in the distance, There are five updreatts on the
course, but be carcful not wo hit too many of them as you
frarvely have enough magic to reach the finish line if youre
flving perfectly straight, Aim for the second and third
updeafes and try to aveid the others if possible,

Once vou reach the finish line. you will be crowmned the new

champion And. as befits the special oceasion. you are award-
ed g Heart Pilece.




Wegrern Fairy Islane

Use Treasure Chart 8
o fimd 200 Rupecs.

Friendly ddvice

N L
Merman: 1 hear the bird-people who live on Dragon Roost
Island east of here have invented an lncredibly useful device
that they call a Grappling Hook... No lie, fry! I hear that vou =
can throw that thing at monsters and use it 1o grab treasure
theyve hidden in their pockets: Talk about ¢cool, Oh, and have
vou seen those imp-like creatures called Bokoblins that hang
out on the lookout placforms at sea and stare through their tele-
scopes? [ hear those guys keep Joy Pendants hidden in their
pockets, so if you get one of those Grappling Hooks, vou can ;

1'se the Skull Hammer to
pound the plunger in {ront of
the seashell Enter the shell 1o
meet the Great Fairy of this
island. She'll offer to help Link
b upgrading the number of
Arrows he can carry

use It o swipe their pendants!
C e

;E@“EE

[ise Treasure Chart 02
to find Hedwrt Piece

OTheRr,

Beedie’s Special Shop
ship

Platforms: 1k Rupees

Run up the slope to the ledges above the water, and toss
Bombs at each of the boulders to unblock the path to the
Secret Cave, Drop into the hole and use a Boko Stick to lglt
the torches across the room. As soon as Link adds some light
to the cave. several dozen Keese will appear. Use the
Boomerang to make gquick work of the Keese—five at a time!
Once the last of the Keese has been destroved. a chest
comtaining Treasure Chart 37 will appear,

Merman: | wonder how long It's been since the light In
Winclfall's lighthouse went dark. .. It was quite a grand sight, T _J
tell vou, the way that rav of light shone out like a shaft of gold
through the cold darkness, I used to gaze at it with dear
Gillian. .. Anyway, I bet if someone could shoot a powerful
spark into the top of that lighthouse, it would light up again!
OF course, that's just my intuition talking... Then again, you
Lshould never doubt a fish’s intuition, small frv!




Tingle and his
‘brothers live here
on this island
anel it is lreve thar
you must come when it's time
o decipher vour Triforce Chares.
Unfortunacely Tingle charges 398 \
Rupees per chart so Hsten to the 3
Merman's advice and bring lots of
Rupees!

In addition to coming here for all vour
deciphering needs, those utilizing the
Tingle Tuner can come here o view:
their collection of Tingle Statues. Be
sure to talk to Ankle up in the rower if
vau collect any of the Tingle Statues
cause he'll reward vou with 50 Rupees per statue, plus an addi-
tion 500 Rupees if yvou collect all five! Lasthy: vou can come to this
island to meet and photograph Knuckle the long lost brother of
Tingle. .if vou can find him on Outset Island. that isl

FRIENAIY Advice

over there, small fry. .. The guy who lives there is named Tingle, |
but he won't grow up and act his age, He still dresses like a like=)

Merman: Let me tell vou a little something about that island | r SO URE

Use Treasure Chart 10
to find 2000 Rupees.

a lirele kid. That...is not normal. Still, from what I hear, he can
decipher maps like nobody's business! Tt just goes o show vou
that you can't judge a person on appearance alone, fry! Of
course, the thing about this Tingle guy is that when it comes
time to pay his deciphering fee, you'd better be ready to fork
| over some serious dough. Anvone who doesn’t have a deep
"f-'n allet won't be reading any maps, that's for sure,

A

Other

Big (et (12 Evesh
Heart Piece

Friendly Advice
— =
Merman: Let me tell you, something, small fry. .. The school
on that Windfall Island has one gorgeous teacher! But the thing |
i5. this gang of four little hoodlums is always causing trouble for
her. Those litle delinguents like o cause all sorts of trouble,
They go climbing trees and hiding behind buildings instead of
going to school... What a bunch of savages. Somebody’s got to
scald those scoundrels and set them straight for the sake of that ]
r_pu:)l‘ teacher! You hear me, fryv?

orTherr (Rlangle Igle

TREATURE

Uise Treasure Chart 26
o fined the Octa
L hart.




Eagrern Fairy Igland FRlewdly Advice

Merman: Word is, they hold an auction every night over

there on Windfall Island. Everv night the people gather in the
Hall of Wealth to amuse themselves by spending a little mu-ncj;._':
Ah, the rich! Auctlons may be a race to se¢ who can bid the
highest, but I'll let vou in on a little secret: the key to winning

an auction is to be patient. 'm serious, fry! From what I hear,
they get some great things up on that auction block, too. .. Like

W

! heart-shaped stuff, among other things. Maybe that's just a <
L rumor. You should try it out, small fry. You just might like it! o

Lise Treasure Chart 3
ro find 200 Rupees.

Other,

Wilted Dok Tree

_ 1@ the entrance 1o
the seashell A visit to the Great Fairy on this island will net
viyu an upgrade to vour Bomb-carrving ability!

Fire Mountain

(REATURE

Lise Treasure Chart 37
o find 200 Rupees.

Other

Rig Octo (8 eves) 100
Rupees

Erlensly davice

Merman: You see that there volcano that's spewing out lava
like no tomorrow? Yeah, well, they say there's a great treasure
hidden inside that thing. The thing is. everyone who's ever tried |
to get inside has just been blasted away by the great balls of
fire that come shooting off the top: If you want to get inside,
vou ought to find the island that's one square north and four
squares west of here, That's where the power 1o freeze any-
thing is hidden... Or so they say. Maybe it's not true, But it
=wouldn't hurt to look, fry! Jl

A r




Lise the om-bas TG TO
destrov all of the gunboars and
Cannon Durrets o revedl |
chest contgining Treasure
Chart 32

Friendly ddvice

you can't go o the bathroom at night anymore!

e

Merman: | wouldn't sail through these scas on nights when
the left half of the moon is missing. .. You'll regret it i you deo,
frv! F'm warning you! It's not my fult if you get so scared that

-
ok,

Eﬁgﬁﬁ URE

Lise Treasure Charer 27
tar fimel 200 Rupees.

Friendly Avvice

ure, but what does he expect to find in a place |
Fm .the guy is completely obsessed!

Merman: [ met a really weird guy on the island due east of
here. He had a pack on his back bigger than any pack ['ve EVETY |
seen, | mean, it was B-I-G, frv! He said he was looking for treas-

ike that? I tell

TREATURE
1Tse Treasuee Chart 38
to fine a Heart Piece,

\
3



Friensly dovice

Merman: You should come around these parts on nights -
when just 4 wee hit of the left half of the moon is missing. ..
That's when IT appears. fry!

Ly

= A

; SEE URE
Lise Triforce Chast 1
to find 4 Teifarce
Slhard

OtheRr
Beedle Shop Ship
Wilted Deku Tree
Traveling Merchant

Friendly dovice

i Merman: You've seen those weird rings of light that appear
on the seas at night, haven't you? Yeah, well, those things are a -
sure sign that there's treasure in the deeps, fry! But let me well
you, there are some lights that don't always shine. Yeah. There
are these special ones that shine like crazy, but only when you
open A Treasure Chart! They say that those mark the spots
where the greatest treasures are hidden!

-

.

TREATURE WL i
Uke Treaswree Chare 21

ta find the Light Ring
Chart,

Lise the onhoard cannon to

- desteoy all of the gunboats and
annon turrets to reveal a
chest containing Treasure
Chart 21




Frienely ddvice
o ; sl
Merman: They've got a shop over there on Windgall Island—a
nice outdoor shop! Did you know that, small frv? And in that
shop they've got this really fine safe that looks to be brimming =
with riches.. and they just leave it sitting outside —day and
night! I tell vou, one of these days that thing is poing to got
hauled off by a thief! Mark my words, fry! Of course, if I were
to find a thief in the act of thieving, I'd stop the perpetrator
right there and carch the rat red-handed! I'm sure if [ did. the
owner of the shop would thank me. Yeah, he'd be happy... ﬂm%

would be the honest thing to do!
C A

TREQFURE

Lise Treasure Chart 6
1o find 2000 Rupees.

Use the on-board cannon to
destroy all of the gunboats and
cannon fUrrets to reveal a
chest containing Treasure
Chart 26.

OTheRr,

Submarine: eart
Piece

Frienely ddvice

Merman: ['ve done a fish-formune on vouw, small tryv. and from
what 1 can tell, it looks like you're fated o come to this place
manyv times. And the keys that control that fate are none other
than the ucky items known as the Triumph Forks! Yeah, thevre
some sort of magical utensils! I you want to learn more about
the Trivmph Forks, talk to that guy, Tingle! That's what the fish-
fortune told me! Now, I know 1 may enly be a fish, but my forfune
elling is uncannily accurate! You'd better believe it, small fry! %
A

—

TREQATURE .

Lise Treasure Chart 14" |
o find 204 Rupees.

Other
Beedie
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Lt ‘Urepsure Charl 34
e fingd 200 Rupees.

Other,

Buedle s Shap Ship

Frlendly dovice

" -
Merman: Tell me, small fry.. have you ever caught a fairy
pefore? 'Cause from wihit I've been told, when vou've been
beaten to a pulp by monsters and such. and you think tha
viou've finally met your match. .. If vou've got a fairy with you
then you've got nothing to worry about. Don't you wish you
had something handy for carrying fairies around with you, fry?
If vou want oneg, go south from here until you see a miscrable- <
wlooking submarine floating on the W%L.E:.[_}”R there -

Chorped Falry) Igland Use the Skull Hammer to

. : pound the three plungers in
: {ront of the seashell, Doing so
will force the impenetrable
vines to slither back into the
ground, thus apening a way
imto the seashell The Great
Fairy wha lives on s island
will provide Link with icreased Arrow-carrving capacity.

iRgagunre

Use Treasure Chart 3
to findd a Heart Plece.

o
R,
ey ..;X)J‘s

Friendly

@Xﬁvlce

Merman: Tell me, small fry, do vou have any of them Golden
Feathers? | hear those things are all the rage with Rito ladies oif™;
Dragon Roost Island these dayvs, They just go gi-ga over them!
But the thing is, the only way to get 4 Golden Feather is o
defear one of those bird-monsters...or so they say "r’l..ll‘.'! Rite
nen who have girlfriends sure have tough lots in life, T tell you!
A W

1
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Usc a Fire Arrow to melt the block of ice cover-
ing the Secret Cave. and drop down through
the hole to be transparted to 4 ship gravevard.
You must light six hidden torches with Fire
Arrows. The torches blend into their susroundings very weell
=0 look carefully and don't forget to use the Telescape!

g

1, The first torch & a2ar the sign-
post whare you arrive in the area.

2. There is a torch on the bow of the
ship to the right

3. 3tand on the ralsed mound near
the exit, ang send an arrow
thraugh the apening in the railing
straight ahead; a hard-to-ses
torch is on the ground there.

4. Another torch is on the left part of
the dack of the ship, way in the
distance
There 15 a torch on the leff, high
T - up an the ship.
FE !.E ol Asvice 8. The last torch is alse the furthest
9 away. This ong is up in the crow’s

; ) . ] nest of the wreckags in the back-
Merman: You've seen the bouts sailing around here with 111;;‘_:4' left corner of the area.
|
|
dl
u.ﬁ

($2]

% real huge cannons, right, fry? 1 ber vou those things have their
| hulls packed with treasure! Of course, if you don’t have a can-
| non yvourself there's no wayv vou'll ever sink one of them. .,

| Once all six torches have heen
P

lit with Fire Arrows, a chest
will appear on the ground near
the exit, Open the chest to
gain 100 Rupees, and then exit
the Secret Cave,

IREATURE

Fise Treasure Chart 28
bt fird 200 Rupees.

The secret Cave isn't home o
the only chest on ths sland. In
fact, there's another one sitting
out in the open—it just happens to have a ring of fire around
it. Tse the Hero's Bow o deal with the Kargarocs encircling
the rock tower, and then use a Hyvoi Pear to take control of a
seagull Ty high inro the sky out over the water and then
double back toward the rock tower. Hit the swich on the
rock tower to remove the flames swrrounding the chest, Link
will find another Heart Picee inside the chest,

Other

Wilted Deku Tree




FrRIEn®lYy Addvice

Merman: Tell me, small frv, have you ever heard of the fabled
set of Trivmph Forks? Well, it's right there, my young fry... On
that island. ., You know. . A chart showing you where to find
them.. Of course, getting it is the hard part.

= PP

;B-E&EHE :

Use Treasurg Chart 35
£ Frngd 20H) lh!pcrs

Jrone Warcher Islang

Friendly ddvice

- SRR W
Merman: So tell me, small fry, have you heard about the golden
Triumph Forks? There are such things. .. And there's a charr that
will show you where to find them on that island there If you =5
want it. try asking that grouchy-looking stone watcher. | doult
vou could even budge the thing, though. .. You've got skinny
arms, frv.

Old Man Ho Ho: Ho he! My, that battery of mounted guns is

a dangerous thing. If only someone could blow the entire lot of
Bl i - - 2 -

them to bits! It is a shame that they exist. for there is something

l"'wnnclt:rful hidden there! 7 B

Use Triforce Chart 3

to fBnd a Triforoe
Shard,

thEK

E_httt‘c-}ma: Heart Piece

capust destroy all gan
ETR L




-- Houthern Rlangle l'_slam'é

TREAFURE
Lise Triforce Chart 6
to find a Tritorce:
Shard.

OTher,

Beedle Shop Ship

Friendly ddvice

Merman: A famed pictographer lives far to the north of here
on Windfall Island. He's apparently real wise and talented in
the ways of pictography. He's even sald to have a legendary
pictograph that he treasures above all other things. He keeps it
hidden away in a safe, or so they sayv. By the weay, small frv...

L What exactly is a pictograph, anywav?!

et

[t ]

F Y

Use the Hookshot to ascend the clif above the watesfall,
Stand atop the railing on the deck of the cabana. and latch
onto the tree on top of the cliff You will find a chest consain-
ing Treasure Chart 27 high above the Deku Tree.
Although the primary reason for entering the cabana is o
seek the Triforce Chart that is hidden in the basement. there
is also 4 scrics of 16 sliding picture puzzles to be complercd.
see the “side Quests” chapter for information on how to
saive these picture puzzles, and what vou get for doing it

masul@ il i

Lse Tregsure Chart 1
to find 200 Rupees

OTher,

Wilted DekuTree
Big Ooto (8 eves) 100
Rupees

Friemdly ddvice
iR k
Merman: 5o, tell me, small fry. .. Have vou heard of the golden
set of Triumph Forks? It's right there, [ tell you! A chart that -
shows you where they are! In that house! If vou want it, vou'd
better scour the place from floor to ceiling!
Old Man Ho Ho: Ho ho! One flving seagull! No! Two flying
seagulls! Wait T see more seagulls! Three! Four! Five! Now six!
Mo! Mol Seven seagulls! Eight! This is madness! Eight seagulls. _q l
oo
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Tise Treasure Chart 20
o fiped & Heart Piece.

OTher

Submarhe: Bottie

Traveling Merchant

Friendly ddvice

Merman: You ought to come sall these seas on nights when -
the right half of the moon is missing... It'l] give you shivers, fry!
Old Man Ho Ho: Ho ho! To think that over there. .. There
would be such a container, .,

s o

A

BiR's Peak Rock

[Eamvinanane s

Use a Bomb to detonate the boul-
der on top of the island. and drop
down into the Secret Cave below
You'll have to use the Magtails in
this cave to depress various
switches, starting with the one in
front of the door, Jump and slash
the blue eve of the Magtail, and
then set its rolled-up body onte the switch, just as vou did in
Dragon Roost Cavern,

in the next room. vou'll have to toss the Magtails onto the
switches in the fireringed depressions. First, tiptoe along the
ultra narrow ledge to the switch with no flames nearby. This
will exzinguish the flames blocking the main path.

Lure the Magtails awav from the
lava and strike them in their blue
eves 1o make them roll up into a
ball. Pick them up. appreach the
holes beyvond the torches. and
toss them in. The Magtails must
land in the center of each
“hasket” in order to depress the
switch, Once both switches have been depressed, the flames
will dic down and vou can claim the Heart Fiece in the chest,

riengly ddvice

Merman: Tell me, small fry. have you ever heard of the golden
Triumph Forks? They're there. on that island. .. Or at least, a

| chart leading to them is there. Where's it hidden. you ask? Well
for the answer to that, vou'll have o ask a gull

|
J
=

’CEEQS u.m._._ S L -

Tse Trensure Chart 36
to And 200 Rupees.



FRrRIi€ n"c}ly- a_@mce_

v
Merman: Oh, I've got some great information, small fry!
Lucky vou! I vou use the treasure thar's hidden on that island
there, the thing that vanishes a5 soon as you get near it... i
won't vanish anymore! You know . IT! I'm talking about IT!
That thing that appears on nights when a wee bit of the right
half of the moon is missing! Don't you know what T'm talking
about?! IT!

L)

A -

Use Treusure Chart 23
to find Hearm Piece.

E Tronsuo Chart 13 ]
OrheR b
Big Oeto (8 evesy 100
Rupees

Use the Hookshot to latch onwo the trees. and hoist Link up o
the top of the island. one ledge at 4 time At the top. drop into
the Secrer Cave to explore another ship gravevard,

You'll end up in a puzeling maze where you must navigare a
confusing series of Mystical JTars to eventually warp to the
chest that holds the valuable teasure Merman mentioned. The
maze is crawling with Floor Masters, but vou can easily ignore
them by rolling and running past them. Or, if vou

prefer additional action, take them out with the Hero's Bow

1. Hop into the Mystical
Jar near the starting
paint You'll be spit
out beside the next
one you nead to take
IJse a Firs Arrow to
remiave the lid and
tian. climbs in.

!'\_'I-

lgnzre the Mystical
<ar next to the ane
from which vou
ermerge. Bun past the
Floor Masters toward
the gair of Mystical
Jars af the other end
of this area, Climb
into the ong an

the right.

3. The next area is just
like the pravious one
lgnare the jar next fo
the ane yau emargs
fram and head toward
the pair af Mystizal
Jars beyand the Flagr
Master, Thiz time
i'IC'fL'E-'-JEI‘ tﬂkﬁ thE
left one.

4. Link will-arriva at the
chest containing the
Ghosi Ship Chart
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Shark [skand contains four
switches that vou must trig-
ger i a particular order First,
you'll need the Skuli Hammer
and the Iron Boots to comes
plete this sequence. so if vou
don't have them vet, cone
back some other time. Assign
these items to two Irem Use
Burtons ahead of time and
then climb oo the ledge
ahove the flames.

Step onto the switch on the
ledge, and then run toward
the plunger and pound it with
the Skull Hammer, Double
back past the flames, and
strike the white switch with
the sword 10 nurn it vellow, The final switch is a heaﬂ rﬂetai but-
tomn far out on the tail” of Shark Island. Run over 1o it and quick-
Iv hop ontwo it with the Iron Boots. If vou do this correctly. the
flames around the Seorer Cave entrance will dissipate.

OTheRr

Fricundly ddvice

Merman: Long ago, there was this huge fairy that lived to the__

south of here, in the forest on Outset Island. But now, all that's

left is the ruins of the fairy fountain where she lived. .. It's sort

of sad. .. But to tell vou the truth...I hear there still IS a fairy
|_there. Yup! She's still alive and kickinpi down there, fry!

Use the on-board
cannon to destroy all
of the gunboats and
CAMNON [Urrcts &
revesl a chest con-
taining Treasare
Chart 41.

gﬁ&.ﬁ URE

Use Teeasure Chart 12
to find 200 Rupees.

Extendly ddvice
o I

w
Mermai: Tell me, small fry, have you ever begn caught in one
of those cyclones? The wind deity, Cyclos, uses those cyclones 1o
fly across the sea instantanegusty, or so I've heard, Could be just™3
a rumor Boy. if vou had that power, you wouldn't have to spend
s0 much tme sailing back and forth across the seq all the time
Wouldn't that be nice, frv? But let me tell you. there's no way
he’ll give up his power easily! You can't get near the guy, so
vo'll have to figure out how to shoot him from a distance.
Don't vou have a weapon that can pierce things from a dis-
|="|:ancn;-'* You know, fifwip? FEFIR I tell }'Mmu get my point, fry?! <

b

The secret Cave on Shark
Island contains what is
arguably the most frantic baitle
i the entire game. Wave after
wave of Bokoblins, Moblins,
and Darknues will enter the
lone room in an atempt to do
vou in. Stay on the move and
be sure to soag all the spoils
after vou slav ¢ach epemy,
Those Hearts will be invaluabie b}r lih.t time the Darknuts
start attacking! Additonally, keep an eve peeled for Wizzrobes
because their fire magic attack can really hinder vour per-
formance against the Darknues When all is said and done. vou
will be rewarded with a chest containing 200 Rupees.

TREAGURE
lse Treasuree Chart 16
to find 200 Rupees.

Beedle Shop Ship
Wilted Deku Tree



Use the Fire Arrows 1o burn down the wooden
barricade blocking the entrance 1o the seashell,
Meet the Great Fairy inside o receive an upgrade
ta Link's Bomb-carrying C&Pﬂﬁﬂ"?‘

Frienoly ddvice

Merman: Listen up, small fry—this just between yvou and
me... On Outset Island, buried beneath the black soil. . there's
some serious treasure. [ know it sounds like I'm erying to pall
yvour leg, but I'm serious. Try digging there!

[

EE&:&E URE

Use Treasure Chart 4
e find & Heart Plece.

K&

s

S

OTheERr

Piattorms: Treasure
Chart 40

Friendly ddvice

Merman: There's this amazing treasure hidden inside that
freezing ring of ice over there. But even if you wanted itand ™
tried to get inside, vou'd just e frozen solid as soon as vou
approached the shore. But. . .if you go four squares north and
three squares west, you'll find the power to melt any ice—no
_matter how cold! Search for it, small fry!

A .

IREATFURE
Dse Treasure Chart 17
find 200 Rupees.

i




Yol make freguent stops at Forest Haven during the main course
of your adventure, and dozens more i vou've become an active
member of the Nintendo Gallery, Look 1o the “Side (ruests” chapter
for informarion on helping the poor wilted Deku Trees scatlered
throughout the Great Sea.

CUFF Plaveaa igles

Friendly ddvice

Mermar: Hey, small fry, do vou know about the Nintendo
Gallery? The only way in there is to hit a switch that’s way up
high on the Forest Haven, But the only way to do THAT would

be to bribe one of the gulls by putting a little bait on your |1tad._:j
st

{

Friendly Advice

Merman: Just a wee bit north of this island {5 4 merchant
with incredible girth with a monstrous pack on his back. Now,
what could he be doing on that lonely little isle? T tell vou,
there are some strange folk in the world. frv. ..

Treagure

Ise Treasure Charr 31
oy find & Heart Piece:

b

P, —

Other,

Beedle Shop Ship

. e T
The onb wav up onie the walier of
the cliffs is o travel through the
Seeret Cave. Run up the angled
ledge and jump across the differ
ent islands to reach the Secret
Cave entrance. and drop down
the hole.

Run and jump across the field of
lloatng ree stamps, toward the
grassy ledges in the distance. Use
the Boomerang 1o pluck the
Rupees off the many tree stumps
and then keep it handy to deal
with the Boko Babas that attack,
Folow the wrches for a clear
path through the nasty vines. Use
the Baba Bud to soar up and oamo
the tree trunk at the rear of the cave. Drop down toward the
chest surrounded by vines, and open it 1o gain another

Jov Pendant.

Tse the Baba Bud again, and this time launch a Fire Arrow ar the
wooden harricade on the upper ledge Once it's done burning.
glide over to it with the Deku Leaf, and exit the cave to the
upper part of the island. This part of the island has a wilted
Deku Tree and a chest contuining Treasure Chart 25

TREATURE
Lise Triforce Chart 5
o find ‘A Triforce
Shard.

Other

Wikted Deku Tree
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Qurger I5land

Merman: On the island due east of here lives an old man t
who wis once a master swordsman. He's ot proof of it, too: he
has a Knight's Crest. Want o know what that thing is, fry? "K-:HT
oo bad. . T can’t go giving away cvery secret!
Old Man Ho Ho: Ho ho! S0 Beautiful! Incredibly beautiful! ]
LI'm 5o glad [ bought this kaleidoscope! .‘.1
T = et "
L faaan s YL

FrRiendly dot

" v
Mermail: | heard that beneath the big-head boulder on top of
the hill here on Oueset is where the greatest treasure of all, the
golden Triumph Forks, is buried, But actually, fry, T must have mis-
heard or something.
actuilly huried beneath that weird rock was a chart to this shard
of something called a Triforce. Whoever heard of that? That's
crazy! There's a big difference between “Triumph Forks™ and
“Triforce!” T mean, I think someone intentionally buried some-
thing misleading there.

Old Man Ho Ho: Ho ho! So close! I only T could fly to the
top of the hill! If only! Beneath that rock head., ., The
Trifrmphm... Oh! [ nearly spoke aloud without thinking. It is a
secret. Yes. Quite a secnet.

: 7 =4
‘Cause this one guy told me that what was

Numerous walls of vines block the path
around Horseshoe Island, Although vou can't
get past the ferocious fauna, vou can get them
to leave vou alone by rofling @ Boko Nut into 1;!1-::
hole bevond the vines—consider it
Hyrulian golf. Toss the Boko Nut
through the vines. and then use the
Deku Leaf 1o blow the nut inte the
hole near the flag. Continue counter-
clockwise around the island. until vou
reach Old Man, Ho Ilo.

Omnce the last nut goes into the hale, 2
chest containing Treasure Chart
28 will come into view on the center pillar Glide over to the chest to
claim vour prize, and then enter the Secret Cave near Old Mas Ho Ho.
The Secrer Cave contains several Mothulas Arm vourself with the Fire
Arrows and light the overgrown insects aflame When all of them have
heen destroved, a chest u}nlammg Treasure Chart 8 will appear.

TREAFURE

Lise Treasure Chart 9
to find 200 Rupees.

Early on. before Link ever shoved off
with the pizates. Orca promised to
teach him a powerful attack when and
if he ever returned with 10 Kaight's
Crests, Return to Orca onge you've col-
lected them to fearn the Hurricane
Spin. This powerful artack consumes
magic as it is performed, bul its effects
against surrounding encmics dare well
worth the expense, nor o mention the
dizzving side effects!

FYou did something else before vou
shoved off: vou brought the ladyv on the
fill some wild pigs for her pen Well, vou
would be surprised at how enormous the
black pig has grown! And boy can he dig!
you'll need the Power Bracelets ro lift

him, bug if vou carry the pig o black paiches of soil and spreads some

Al-Puspose Bait on the ground. the prg will dig up buried treasure, In
fact. if vou can get the pig to dig in the black soil across the bridae
from Orca's house, the pig will dig up a HEeart Piece,

TREQAFURE
Lise Triforce Chart 4 1o find a
Triforce Shard

Other

Beedic Shop ship



Friendly Advice

Merman: Small fry, there's a real heavy stone head blocking a
cave on that island. Don’t you wonder what's behind it? Don't _J
you want to get in there? Heh heh! Let me tell you a great
secret! If you go nerth four squares and east theee squares to
Fire Mountain, you'll find an item that gives vou the strength to
easily lift anything, no matter how heavy it is. With that thing,
yvou could Lift that stone and toss it out of vour way as if it -

=orere light as a feather =
Ao

Uise Treasure Chart 40
to findd 204} Rupecs.

Other,
Submarimelmasuw
Chart 14 :

Friendly &ddvice

Merman: [ tell you, lately no one around these waters has
seen the beautiful fairy that bestows magic power, She used to
live here, frv. All anyvone ever sees anvmore are the Big Octos
that have been appearing lately. Maybe they scared her off

|.Oh no! | sure hope...they didn't eat her!
A

TREATURE
Use Friforce Chart 8
ter fined & Triforee
Shasrcd?

OThER

Big Octo 4 eyesy
Great Fairy

Use the onboard cannon to destroy all of the gunboats and can-
non turrets w reveal a chest containing Freasure Chart 13




Two islands make up the Angular Isles, Enter the Secretr Cave on the smaller of the two isles. There is 4 stack of Blocks in the
vave leading up to a ray of light. Pull the loose block from the base on the left and use it to create a step pattern on the right
side of the pile. Climb to the top and use the Mirror Shield to reflect the light as the shimmering chest, Glide over to the chest
to pick up the 200 Rupees thart are inside it!

The larger dsland has several blocks that
need to be pulled out and slid into the
slight indentations in the ground Look for
the blocks with the svmbols on them and
slide them into position Climb to the top
of the blocks t get the Heart Picce
from the chest.

TReATURE
Use Treasure Chart 15
i find 4 Heart Piece.

FrRiensdly ddvice

Merman: Northeast of here is the Forest Haven. . They say a
truly unique kind of firefly is indigenous to that place. You
heard of it, small fry? It emits bursts of lght in seven colors!
Supposedly, it's as beautiful 48 a rainbow! If vou want o

capture one though, vou'd best have a bottle to keep it in.
E: PP, T




Float across 1o smaller island and drop down into the Secret
Cave, Use some All-Purpose Bait to distract the Mindbling, and
then use the Boomerang to flip all three of the switches The
chest that appedrs contains the Submarine Chart.

The Boat Course is a place where vou can put vou sailing
abilities up against the clock in a contest to win 150 Rupees.
The Boating Course contains numerous floating barrels that
vou can aim for to pluck Rupees off of them You must leap
over some barrels (R Button). while vou can craise directly
through others.

You'll have four minuetes to complete the course on vour frst
artempt and vou can keep whatever Rupees vou collect.
Because there isa't a bonus for finishing with a lor of time
left on the clock. don't hesitate to double back for any

I___;.*.cm t you try it out?

Frie nely ddvice missed Rupees. The course is automatically ser up with the
e - current wing direction in mind. so there is no reason to use
Merman: Lemme ask you something, fry. .. Have you been the Wind Waker, Bach time vou complete the course within

using the R Button to make your boat jump? Well? Have you? the time limit and choose 1o compete again. the clock will

Of course, going out to sea just to jump around would be real
dumby, if you ask me. Anyway, what vou can do is tilt the
Control Stick left/right to move your tiller just as you land
That's how vou make a sharp turn, If you didn't know that, why

start wirh 10 fewer seconds than the previous time This is
one of the fastest ways to accumudate large sums of Rupecs
in the game, =0 take advantage ol it!

A

TKE-: “ﬁ H.RSI = B
Llse Treasure Cliart 32 3
o find the S¢a Heares
Chart.
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Friendly dadvice

Merman: Have vou seen it, small fry? .. The Ghest Ship?

‘Cause it's real. It's even been seen here, in these very waters

On nights when the crescent moon faces down, That's when
| horror rises..

ko

REATURE

Lise Treasure Chart 3%
to find 4 Heart Fiece.

OTher

Sabrmarine: Heart
Pigee




Being new Lo adventuring. Link begins the game with just three hearts in his life gauge, While this may be fine for his early
run-ins with the baddies lurking in the woods above his village. he will certainly need to increase his capacity if he hopes o
see to his sister's safe remurn, It won't be easy, but Link can eventually build upon this meager starl to amass a total of 20
hearts! Link increases his life gauge by collecting Heart Containers that automatically increase his Heart count by one full
heart. Additionally. Link can prolong his longevity by collecting Heart Picces. Heart Pieces represent just 1/4 of a Heart and are
not as valuable as Heart Containers. However, Heart Pieces are easier acquire and ave found in greater abundance throughout
the world. Find four of them and Link will gain an additional Heart in his life gange,

I eritical for skilled plavers, Nevertheless, we encoursge all players to have ar feast 12 Hearts in their lile gange hefore entering the
= game's final area.

Link can count on earning a Heart Container as a reward each time he defeats a dungeon’s
hoss character In addition, there are other similarly daunting challenges throughour the
game that will vield a Heart Container to those hearty enough to complete them.

. Heart Container Island © Map Location = How fo Get

1 (Deagon Reostisiani | DR OhaeatEime e
| 2 § Forest Haven i F& | Defeat Kalle Demos i
; o o Towerofthe@ods 0 B4 | Defeat Gokidan The Graat Dagider
i 4 | Forsaken Fortress | A I Deicat Tne Mighty Helmaroc King |
s Headstons island L7 Defeat Jalhalia, Protactor of the Seal
i f I cale 1sle | D | Defeat Molgera, Protector of the Seal |

Because Heart Picces are only one-fourth as valuable as Heart Containers. they are under-
standably easier to find. Many of the Heart Pieces are found in chests Iving on the floor of
the Great Sea. Link can simplv haul them up with the Grappling Hook after pinpointing their
location with the sector's Treasure Chare, Other Heart Pieces are earned by scoring well in
various mini-games and by completing tasks presented to Link throughout his adventure,

Link may eventually find two charts that show the distribution of Hearr Pieces on
lfand and in the water These are the Island Hearts Chart and Sea Hearts Charr,
respectivelv All told, there are 23 Heart Pieces on land and 11 in the water,
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| Heart Pmns . Greal Sea I.usatmn - Treasurn Chart

| 2 ] E l 30 i | L | D6 I 4 |
SN R B s S e
I s | Ad i 38 I i o | I 15 I
e &4 AN 11 BE : s
bl F5 I 20 |

=
" Heart Piece |

i Map Sentnr

. How to Eet

12 Forsaken Foriress A1 tes the Sution oo the fleor in Aoom C to enter the iail celi and open the chest.
&l 12 § windiall Islang I 02 | Tagall four children in & game of nide-and-seak. i
4 Winotall islang SN iR the Zee Fiset mini-game snce. o e
15 | Forest Haven I 5 ] Receive thank-you letter from Ko F’Ialleﬂt"lS”atEFI'IE al ng Kale Da*m:lﬂ |
Ll Gix-Evs Peef e Deteat 3 Mohiing in Submarine. i ; e i
i 17 I Greatish Isie i 24 | Fioat from the spial island to the ledge on the main islang i
A Windfas’l"lszanr-s 3 2 ‘et the gy who fikes o watk arobnd shie isiand to ask the lady in the arange .
: : dress out on 2 gate. Mest them m tha cofies shop the next gay.
I 1 | H=a istone Isiang I 7| Useaseagull to fly to the mountain’s summit and grab the Heart Pigce off the rogks. i
o Windtalt |slaad hg Wi it 2t the nightly austion. Its the third itam to be audtioned.
21 Qutset |sland B7 Receive in a letter after giving 20 Golden Feathirs to the guard outside Medli's room
at Dragon Roost Island,
22 Winogall island g2 Piace Town Fiowars i the metal holdars and then talk tu the guy on the bench near the ciiff
23 Windfall ISland D2 Get the Farris whesl going and ignite the beacon in the lighthouse with & Fire Arvow.
Speak to the Ferris whael attendant fo recaive & raward,
24 iWinctal istand L Get the Farris whest going and ignite tne beacan in the Isgmnuaé with aﬁsa nrrew :
: e AN . Open the chest that appears on the small island. ; i
i 23 I Cragon Roost Island | F2 [ Wil the part-timer's lstier to his matner. EI‘EUH he mall:m{ t"e Jllﬂ iin g :Ja |
28 Sfarlsiang i Dateat 2l of the enamies i the Secret Dave. : :
] 27 | Pawprint Isla i E2 } Drop into the cave beneath turtls dome and Speﬂ t'e chest at the -,rar'y' raar :uf the cava. J
e Spegiacle lsiand 02 Wiathe barrsl shoot mini-game onge, oy N SR .
i i) § Rock Spirs Isie | =z | Purchase from Beadie's Special Shop Ship for 850 Rupess i
a0 Neegle Retk lsie. a5 Use 2 seaiill o hit the switsh on top of the mkms.:er This will rerﬁaue the fsames
e SRGRRRR argung the treasine chest oo the ground ; i .
I_ 39 l Stane Watcher lsland I 25 l Iz2 the on-hoerd cannon to blow up all the turrets balon '“'h’-' :I'Etf" m j
CoaE o Bomb isiand i Detonais the reckon tﬁia of the Island an enter the Secrdt Em uaaa the Magials
Sl e B inte the noles 16 deprass the swiiches 1o put out e flames
1 3 | Outset 1siand I 37 | Bastie ail the way to the 51st floor in the Secrst Cave atop the o #s above Grandma’s house |
e Oufsstisiand o BT e :.naéa.‘ﬁg&_;)igg&pag agmsfsma wangen bridgs msﬁxmmwaarma h]aumttrt
L %;rgaﬁ All-Purpnaz Bait on tha ground and watch imgig. T -
I 3 | dnguiar Isies I =7 ] ciimb the biook puzzie an the larger island 2nd ooen the chest on fop i
38 PheseSia mies S Dlgar rasm;mnm oF it Brgmisg. . :
b 57 I Fight Control Patiorm ] 32 || 3eat the champion’s distance in the Jlrr ?-,ar Cantest. i
SLaieg i SouenBiarieies D 0 REL ..Etm‘at 18, 1&~=a~mﬁ@ ke with the Soomesdng and haul up the treasure it drags
I | Tingle islang I o3 ) Defeat the 12-eyed Big Osto with the Bogmerang and haul up the treasure it drops i
Bataage ) el R Elif U 8 bottle with Fnrasl \idater ang then water the-8 withersd Deki Tress within 20 minutes.
I 41 I Windtall islanc I o2 | After witnessing the rich father turn away the postman, retrisve Mog's |etter from I
| Juill in the café and deliver it to Maggle.
Clg e oumetialaed B Lacdt 530 blows against Orca before he lands 3 while fenclag.
I 43 I Windtall Islanc i D2 | Participate ir the Jovous Volunteer Assoclation's drive to beautify the |'3Iaf1*
M Greathishisie 24

—
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There are eight Great Fairies throughout the expanse of the Great Sca. They love nothing
more than sharing part of their powers with an honorable voung hero such as Link With
CGanon and his army lurching about. many of the Fairies have grown guite scared and have
taken to barricading themsclves inside their dens, For this reason. Link will net be able to
reach each of the Fairies whenever he wants; a particular item is often needed to get to
them In fact, a four-eyed Big Octo in the verv southern reaches of the Great Sea has even
switllowed up one of the Fairies!

: Fairy Location ¢ ltem Required

_Hortharn Sairy Island. T T T

fvctherechidisles | 82 | Baliad of Gales ] Fire & ice Arrows 1
estern Faies tsland AT SkilHammes U Sreewsl
f =astern Fairy Islanc I e | Boms | sombs i
Therngd Fairy Iskand BA skl Hammer U s
§southerm Fairyistand | o6 | Fire Arows | sombs |
Gutsetiglend Bi | DekieafandBomb | Bupesfan
‘T'.-.'i--E'_\-E Rest I o7 | zo0omerang B ragic Meter i

Altheugh there are eight Fairics total. several of them will enhance the same object. such as
Link's Rupee Bag Regardless of which Fairy Link visits first. the increases will alwavs follow
A TWRSECD PrOgression.

For more detail on each Grear Fairy, please consult its corresponding island in the “Island
Terrs ™ section of this guide.

] . Initial Capacity =  Aiter 1si Upgrade ¢ After 2nd Upgrade  :
feombeag | 30 i &0 I 59 |
L R N
B = . g Rl
- Don v Forget the livtle Oney T - -

dan't forget o bottle wp one or two of the lnle firies as well They definitely come in handy 28 a
:"-'F_Eaier il Link starts taking considerable damage,

If Link is to succeed in his gquest to save Arvil and ensure that Ganondorf doesn't regain power of the land. he'll need o
learn several different songs to play with the Wind Waker Link will first acquire the Wind Waker when he arrives on the
beach of Dragon Roost Island, Although the King of Red Lions will not teach Link any songs. it won't be long before he
beging ta learn the various tunes that allew him to borrow the power of the gods,

: : . Where Learned
Wind s Reguigimn Up, Left Right 0 Dragon Roost Island's Wind Shrine

| Song of Passing l Right, Left, Down I From Tott on Windfall Istand I
Ballad of Gales Down, Right Left Up . Teach Cyelos afesson with fhe Arrows while atsea

§ Command Melogy [ Lefi Centsr, Right, Center | In the Towsr of the Gods i
Eartls God Lysic Down. Dowr. Certer Right Lefi Canter In the temple inside Headstonglsiand.

ip, U he temple inside Gale | A
L Al _ e In the temple inside Gale Isle : " \ﬂ&\\%ﬁ
5 : ' 2 e s ﬂﬁx\' i
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koo This song allows Link to change the direction of the wind.
Link will learn this song from the monument at the Wind
Shrine on Dragon Roost Island. Approach the blue stone
tabler and draw the Wind Waker to be shown the notes of
the song,

ASSTCIONTOOCRORINN® o LR R ]

This song allows Link 10 change day inte night and night into
day:

Head to Windfall Island znd approach the dancing man near the

stone monument on the cape Take out the Wind Walker o set
the rhvehm that Tott was trving to hit. Watch his dance moves

« » @ and then repeat them with the Wind Waker to learn the song.

LU AR TR OO

This song allows Link o take control of other characters.

Link will learn this song while in the Tower of the Gods.
Once he returns the first statue o its sacred place, a golden
monument will tise in the center of the room Approach the
monument 1o learn this important song.

FEOCENNOODRNIMTT SRR MAANN SRR e ] CRTIIIN0ANARI 0

This song allows Link to warp to different sectors of the Great Sea.

Link must sail into a cvclone while in possession of the Arrows.

s ~  and then start shooting the god that hovers on a cloud inside the
ﬁﬂﬂ]i\% ’aF G@\lﬁﬁ' storml, Continue hitting him with the Arrows until he relents.

’ $ a g Follow: his movements to learn the notes to the Ballad of Gales.

| There's only ope way fo reach the Fairy inside the main grotro of Mother & Child Isles. That's throogh the air via the Ballad of Gales.
" When the time comes to obtain the Fire & lee Arrows, be suse to use this song te warp to Mother & Chld Isles! _ﬁ

Qi i e

This song is used to awaken the spirit within the new sage and
ti assist the sage in taking Laruto’s place in the Earth Temple.

Use the Power Bracelet to toss the large stone head out of
the way on Headstone Tsland. Then enter the cave it
blocked. Once inside, approach the slab of stone and play
the song engraved on it to learn the Earth God's Lyric.

AN

SRS IDOTOONNOO AN OO
This song is used o awaken the spirit within the new sage. and
to assist the sage in taking Fado's place in the Wind Temple.

Use the Iron Boots to walk up the beach on Gale Isie
without heing blown back by the forceful winds, Break the

wma Goa 5 a&ja\

. @ & "’ (i statue apart with the Skull Hammer and enter the cave.
‘ Q& ' N - Omnce inside, approach the slab of stone and play the song

engraved on it to learn the Wind God's Aria

A “ﬁ%\%‘%\\\ A
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Link will come to possess dozens of maps throughout the course of the game. While many of these maps will mark huried
Treasure, others indicate the locations of shops. warchtowers, submarines, etc. The different varietics of maps are grouped
by their different colors in the World Map Screen

. Chari Color Type of Chart : i :
Blgs | TessueChans (ke Fea Chary &
| Green I Miscellanagus Charts | mrost important map of all is the Sea Chart that shews the
G e ; re sed, This is obtained from the King of Red Lions while on
A 0 GlestOReds i ?
; dfall Island, Without it. the other charts are all useless, -
I Purple l_ Tritarce Charts [ —

Link's hometown village is just one of the dozens of islands that he will explore
in his gquest, If he's 1o have a fighting chance at restoring peace to the world,
he'll need to find much of the sunken booty thar lies at the bottom of the sea,
Lucksy for him, all 49 areas of the Sca Chart (represented by a 7x7 grid) have a
corresponding Treasure Map that pinpoints the location of a lost treasure chest,
All of these chests conlain either 200 Rupees. a Heart Picce, or, in some special
cases, another Treasure Chart,

When Link has a Treasure Chart and the

triendly Merman has filled in the
matching area on the map. a beam of
light will shine out of the water to mark the chest's location. This ray of lght
will disappear as Link approaches. so it is best to lower the sail and drift in
slowly while carelully monitoring Link's position on the Treasure Map, He must
be positioned dircctly over the “X7 an the Treasure Map to collect the treasure.

—
Big 15 Your, Waller?
cause the majority of sunken Treasure Chests contain i Silver Rupee worth 200
Pros. AUs important 10 wait unti you have ar least one of the Rupee Bag upgrades
fore you start hauling chem up. There will come a time during the adventure that
5‘_1!01.4']! need large sums of Rupecs o continue—Ileave the rreasure safe and sound gt

the botzom of the seq until then! _jl
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. Treasure Chart

A
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i How to Dhiain

. Chest Location :

Chest Contents

s Fiad in Forbicden Woods, : § S R 250 Bupses
i 2 I Give Maggie's rich father 20 Skull Je:£ ages., 1 B2 I Heart Piace ||
u 3 L Fly from the eppermest ledge zhove the Great Deku Tma R ' E3 200 Rupees
e - fo the island besigs Forest kaven. : T ; inbabhy R
I 4 Purchase from Seadle’s Spacial Shop Ship near I 06 I Heart Plece I
i Rock Spire Island for 300 Rupses.
SEL  Find i Wind Temple. ; i S S @4 Heart Pigce :
| B | Find in Tower of the Gods I D4 | 200 Rupees i
e Vilin playing Zae Flest mini-game on Windfall lsiand. e sa0 Bipges
t | | Clear the enemies out of the Sacrat Cave on Hor 5csl"|:u= Iﬂlqnc I A3 i 200 Rupees |
Eaa Inside the Submarine near Crescent Meon [slang. S A7 200 Rupses
i 10 I inside the treasure chest on Crescent Moan Island i C3 b 200 Rupess |
i Find in Dragor Rogst Cavern. e SR Heart Piecs
i 12 } Find in Earth Temple | 86 I 200 Rupess i
G Destroy all of the cannon boats and tiress at Two-EysRest. Gt Becrst Cave Chart
| 14 } Cizar the submarine near I'\E"I"St.‘.ll‘l* Island of all its rats 1 £4 I 200 Bupees !
15 _Find in Farbidden Woods. S DD e et Prese
I 16 | Clear the enemies off the platiorms near Seven-Star Iileb | CE l 200 Rupees I
T Win the barsel shooting game a seqerid tirre at Spectacls island. LB P00 Bupess
i 1§ § win at the auction an Windfall Island I D2 } 1 Rupes i
s Destroy all the gun tarrats and cannop toats af FooeEve Beefl | G2 lsiand Hearts Chadt
l 20 l Find in Earth Templs i £b I Heart Piece I
AR Destroy all ihe gien turrets and cannon boate at Cuglops Beat. . &4 Light Ring Chart
i 22 § Gain from the submaring near Northern Fairy Island. | C2 | 200 Rupses I
e Win slavitg Zee Blest mini-game on Windfall Istand. i ke __Heart Piace
I 24 I Show the gossipy ladies on Windiall Island a color pictograph I 01 I 200 Rupses l
of Lenzo chatting with his lady frisnd
TR Use the undzrground passage at CIFF Plateau sles o G 200 Rupess.
reach the high olifts ar the other side of the island. : i A BRI
i 26 I Destroy all the gun turrets and cannon boats at Six-Eve Resf J_ D3 I Octo Chart I
S Lise the Hookshio 1o scale the cliff near the waterfaliat Brwate Dasis B8 200 Rupess
i 28 § Succeed in blowing Boko Nuts into all of the holes on Ho sesh e Island i A5 I 200 Rupees i
24 ingide secest upper roem of Lenza's shop on Wingfal =s‘¢aﬁd S SB2 200 Rupses
_ Jump fmm the Farrls whasl 2ad snter through the balcony. P
1 30 I Einc in Tower of the Gods | £2 § Heart Piece i
SN Shou the man on the siaps at Windiad island a color pistograph of & full moon BB | HediPiece
i 32 § Destroy all the gun turrats and cannon boats at Three-Eye Reef. i F7 I 5ea Hearis Chart |
e Show the waman outside the pation shq}p o1 Windfall #s!aﬁd e " BF | Heart Pieos
i 2 color pictogranh of nersel. : AN RS T
| 34 | Obtain from Salvage Corp. | Fd I 200 Bupses |
s Find in the Wind Tempie dungean. S e BS 200 Hupess
i 38 J Meit the ice-encasad freasure chest on Ice Ring Isle. | G5 I 200 Rupees I
T Siay all the hats =1 fhe Secret Cave on Hock Spire isle. i CUEE 900 Rupses
i 38 b win at the auction on Windfall Island | fid | Heart Piecs |
39 Find in Dragon Roost Cavern. e a B o0 PRupess
i 40 § Ciear the enemiss off the platforms near S LII’EI n Fairy |S|a"|| I o7 I 200 Rupees |
41 Diestroy all the furrets at Five-Eva Resf ; e Great Fairy Chart




_ ouetat' Chau(r

There are many other maps 1o find in addition to those that lead 1o lost riches. These maps
show the distribution of everything ranging from watchtowers to Beedle's Shap Ships. One
of these maps even shows the locations of something far more important. .

© How fo Get

-'T"'gih*sf ﬁhar% - Free Tingle from his jail cell on Windfall Islana. ~  This simple grawing shows (sort uf} that ng-m lsland
S o | i L e D eeathwiest of Wiadfal eland.
Beedle's ..,nart Complets the second swabhie test to abtain the Bombs Shows the logation of svery Bzedle's Shop Shln
and then check the mailbax for a lettar from Beedle.
IM-credibia Chart  Recsive after learning the truth about Fyrule, Pringess | | shm@s Eh:&‘?:uuaﬁtﬁn wf‘-ths TEEIWEE Eﬂarm
L 7qda and Ganondorf, Reguires 2 201-Rupes 0D 5 S
Platform Chart Clear the Submaring near Flight Contral Platform., Shows ['13 |Uuat|:||15 :lf all th mmrg p'a'f-:urms
scattered throughout the Great 3
L’agnt_aiﬁg x:mhi . Use Treasure Chant 24 to locate the chestmear  This map shows the locations of thtfmgsﬁai{miy
: . Cyclops Reef. The chest contains this chart. . appear under the light ot the full RonH. S
Ghost Ship uhalf Mavigats the Mystical Jar maze on Diamond Steppe Island. Shows the location of the Ghost Ship on each -*ugt"..
basad on the moon nhase
Sea Hears Chart - Use Treasurs Chart 32 to locate the sinken SF&&EER‘& . Thais chart shows where the Treasure Charts that lsad
S hear Boating Cﬂumﬁ S S Heaﬂ PTﬂﬂﬂB can. Eﬁfauﬂti Tl'sara are 11 H;aarz Pmma
R S SR L obefeund gteeats S
Submaring Char Head tI:- the Boat F.aca area and flip all the Shows the lozationz of all the :;uh*rarres
swiiches in the Secrat Cave,
‘Secret Cave Chart - Use Treasurs Chiart 13 ta find the sum{en tfeasune:-. | This chart plots all of the we’c caves that exist across
L T ear Overlook istand. . : . thesiretches of the Great Sea i
Isiand Hearts Chart I Use Treasure Chart 18 to find the sunken treasure Shews the distribution of all the Heart Pieces I'at I
near Flight Contral Platform. can be found on land. There are 33 total!
Oste Chart  Use Treasure Chart 26 1o find the sunken traasﬂre S - Bhows the locations of 2 the Big Octos. as wellas
Lo o | mear Morthern Thanglslsle L how maty eyes sach of them has.
Great Fairy Chart Use Treasura Chart 41 to fing the sunken treasure This chart shows the lpcaiions of the 8 Great Fairies
near Four-Eve Reef. throughout the Great Sga.

The IN-credible Chart points to the locations of eight Triforce Chasts. Each of the Triforce Charts is won through hard-
fought batrles and challenging puzzles. bur even when they are in Link's bands they are still virmually useless, The Triforce
Charts are written in a foreign language that only Tingle can translate, Despite frecing him from jail, Tingle charges vou a
hefty fee of 398 Rupees per chart for his decoding services. Only after Tingle decodes a Triforce Chart will Link be able o
pinpoint the chest containing the shards of Triforce.




. Triforce Chart

i Sea Location © How tn E&t . Triforce Sea Location |
o : i T -

EG Get the Cabana Desd and then na'rlgate thE Gale Isle
mazz in the basarrert :|f the carana

R Stone Watsher Isiand
[ A Meat up wi ‘t" t"ua Ghost Ship at I'IIQ"It aftar Dutsat Island
ahtaining the Ghost Ship Chart to enter it
.,efﬂat I"IE Erermas tu:u gain access to I‘e chest.

B7 Glide over io the Ie:lgc- that holds 2 stone staiue Szuthem Trlang-.e Izland
and enter the Secret Cave undernsath
Flg"lt hl‘li'lllgfl Ir‘e Iatlwl"lh .E-t"IE Wml: Ma k

'Séusii'wsian Islas

T -“-r-;e Reef

lise the I"I:I..rI‘b"ID to reaf_‘h the Secret Cave
and defeat all the enemiss insids it

The Great Sea is not only home to Great Fairies and pirates. but also Big Octos! These enormous relatives of the Octorok
are essentially sedentary creatures with no means of divect attack, However, when one appears it creates 4 strong
whirlpool that could suck a boat into its mouth if the Big Octo isn't first beaten into submission.

The most defining feature of the Big Ocro is that it has multiple eveballs. These eveballs
represent its only weakness: they also serve as an indicator of what Link might receive for
slaving the beast (sce the following table).

If Link is o go Big Octo hunting. he needs 1o know how to find them Because the Big Octo
only rises out of the water when there is a boat dircctly overhead. Link will have to lock for
tlocks of seagulls. This is the telltale sign that a Big Octo is present.

Once Link finds a flock of seagulls—at least a halt-dozen of them—he should getl his
Boomerang ready and cruise toward the birds. The Big Octo will rise to the surface. and Link will get caught in its
whirlpool. Use the Boomerang (o target up to five eveballs at a time. allowing multiple hits with one throw Since cach eve-
ball requires three hits to debilitare it, and because some Big
Ocros have as many as 12 eveballs, there is no substitute for
the Boomerang in this situation, The good news, however, is
that if Link doesn t defeat the Big Octo on the first try, the
onlv conseguence is that he and his boat will get sucked in

and spir out back inte the water,

" BigOcio . Sector . No. of Eyeballs | Reward
3 DlpEl e en Fairg doubles Hink's magle gatige’
] I {00 Rupess

T e men IR

| 12 ] Heart Piace 1

SR .
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Tk will Gace countless enemics during his stouggle o stop Ganondert from coming Lo poower, both inside dungeons and ont on the
Gt sea Uhis chapter provides alll aspining adventucers need to know abont defeating these foes swifthe and weith minimal sk too Link,

W Snmos ;

4 povariantsN/AT 0 0 Spoils: N/A
s Armos 15 a spdlee-rimmed sizie that comes o life
andl hioprs ageressively towand Link. Sheot an Ao through

the opeming in s front o paalyee i, and then stashthe wed
e om ks hack,

73 Spoilst NfA

e e Armos Knight, as s name inplics, isa moch largen

vorston af the Armos. 105 5o large that enly tossing a Bomb
I s gapimg mawe can destroy it [0s possildle to paralyee it
Iy firing an Arrow into 115 eye, bat the risk is not seorth it
st et for it fo open s moath e its chird Hop and
Loss a Bomlyin

}9 Van.mi:.-, /i-cyc Beye, and 126y¢
7 Spoils: See the “Big Octo List” in this guide

These consing of the Ootonok live deep below the surice of
Uhe Gareal Seaand sucface anly when Link happens o sail
across the watcrs above them, Despite theic ooyvthological sioe,
alll these sea dreatures will dois mrap Link in a whirlpool and
then st bim b anothen pant of the seotor, Link can cdestroy
Ly bae using the Boomerang G iarger each of its eves: Hi
cagh eyeball three times to break free From the whiclpool and
in some very valuwable rewands

Beke Bada
1 : I 5 Variants: N/A

g Bokey Babas are the minucs off Forest Faven, and they
rescmble Balba Buels (rom abac Uinferionatehy, as dweir |"J1'\|."'|.-.
drpws closer, these carmivorous plants spring into action,
clhampng cdowen on whatever they can Gt inee their moaths,
spchas lintle adventurers dressed m green! Link can deliver
instant death with the Boomerang by severing their heads.

/3 Spoils: Baba Secds

i Dokeélin
i ﬁ Vilrinits: May b armed with Boko Stick,
machere, or fiery torch
A3 Spails: Joy Pendani

Broakodlins are: e most coammuoy enemy creature and, as sook,
aren' 1 Loy chifficaly to defeat, Link can cifectively hack away
agannst any numlxer off these creatunes ancd come out the victorn

Budéles
/3 Variants: Red and Blue
Bubbles are essentialle floating skulls that possess cither

afiery (Red Bubble) oreursed (Blue Bubble) aura anmunid
them Lise the Deko Leal vo biowe: the protective clouds off the

75 Spoils: N/A

sk and then rushin to delives a Amshing blow toothe skull
a5 1 lies on the ground.

S
g N ChuChu

¥ { _-l: _,@VHTIHJI[&%GIEEHREHBIUEYEHWMD&&
-~ 7 Spoils: Chu Jelly

ChuChus are gelatmous ereatures thal shtheronithe gooomnd in
thie fianm of an oozing puddle. As Link gets closern, the Chuthos
rise iy therr semi-solic e andd hounce their weay iowand bim
to ek Red and Green ChuChos aee very meck and can be
casily disprarctied. Bloe and Yellosw ChnChus are electnificd o
st be stunned sith the Boomerang befone striking. Dark
ClnChus are 2 very special breed: Link can demolish them onhy
by turninge them toostone withia e of sunhight and ten tossing
ther solidilied forms ontog the groumd

mﬁcnur
' W £ Variants: Shielded and Caped
Wi £ Spoils: Knight's Cresl

[arknus ane at the o ol the Fymilian food chain

At desist in
Canon's eyves These well-ammorcd kaights carcy the Lacgest
sl off all enemies and know bow (o0 nse them o Ger,
they'ee so well frained that they can ose any wed pon ey
happen to pick apocharing a batile, O they canerebe on thein
very effective martal ans maneuvers: To defearl them, Bink
must =5eate around, waiting o the right fme o kuaech § pacry

attack. Only when e Dackont’s hebm bas been knocked off
and s armer steaps shiced!can o be artackec i a reclicorl
fashion. Shielded Prakonnts are more difficalt o hie sicight on
and should be smonneed wich the Boomerang. Caped Darkous
TECUITGG ore parny atkcks betore thieir anmon sirps ecome
accessible o danige.

L 1 7 Variants: N/A R SpOTIS IN/A
‘ # Floor Masters are argimably e Gstest of all the engmics
Irking in the dungeons Although they look like ordinacy hiobes

i the floor theis lengrhy amms and lighimmg-ouock reflexes
cenitble themn to grabebold of passersby and pull them o other
arcas i the dungeon. 10 s possible o defean them sith semdand
swordhpling bt it is much sifer to stand back and L sargser the
patlmy of their hand with the Hero's Bow: Some Floor Masters will
seaby sy jars ancd skolls ad thireess themat Link:

“:

/7 Spoils NiA

Govores are the sharks of the Grear Sea and will pose a
threat to Link svhile he s sailing. Covorgs will often swim
toweand Link s boat head-on on mone commonly, they will
artack in large groups, encircling Link tomake sure he docsat
el sy s possible to flee from the lone Gyorg by jumping
OVET A0 a5 1 swims g bt its best o use the Boomierang or
Hemo's Bow: to dﬁm;l:gc: s dorsal fin.

- V:ananw NFA | Spoils Golden Feather

Fargaroes are a significant aivhoome threat te Link, as
wellhas the scagulls he will no deubt control From hime 66
tiamee, [se the Hero's Bow to shoot themi ot af the ar beforne
they become too mueh of 4 maisance.



b i E £ Spoils: N

esia# These ai-likke creatores attzack in large numbers and can
et small amounts of damage to Link as he trics te pavigate
the elurpeons. Although one or paa of them cand be handled at
close mpage with the sworl s moe efficient (o use the
Ioomerang agaimst Iherm.

- N}@;; /3 Spoils: N/A

Magtails are hard-shelled, warer-hating centipedes thet
possess an incredhly stromng pair of pincers. They possess
extremeh: thick armor to protect them from the Eva lakes in
wihich they lve, and the anly way to anjure therm s o sirike
their lone blue eve. Magtails arc often better keft alive. though.
Onee struck, the Magrail will cunl np o a ball, which makes
thom convenicnt for placing atop floor-mounted switches

V. ket A
&L S "

- Miniblins represent the bottom of the barrel in Ganon's
arny, These pintsizcd critters can be dealt wich in g varicne of
ways, bt one of the most entertainng 15 o simply feed them
ancl walk s Yes, ivs true, the Moblins and Bokoblins don't
leve muchy food for these little gonvs, and they will e more
thian happy o givie up thein puesiit of Link in order to e
sorne AllBurpose Bai On the other hand, they canatick m
cxtremcly large numbers. In those rare instances. unleashdhe
Fhsmricane Spin aitack and satch them saffer

A Spoils: N/A

7 Spoils Skull Necklace

5 bulky, green spear-toiing ogres and are the
secnrity fomoe ol choice an Forsaken Fortoess. They are consid-
erbhl steonger than Bokoblins. bur lack the acmor of the
Inmknue Nevertheless, they are guite skilled withy the spear
el are able (o ase ds length o ther advantage. Stan them
wikh the: Boomerng and then dash nEing Atk

inged Mothula, Morth
Rw IO

e the reason the Forbicden Woods ane

weell, forlnd-

cher Dne 1o thieir meredible quickness, these enormos insects
can trmple Einkhelore e knows what hag Bim The many
Muoorths they spammn and Mothulas i battle. Morths won't canse
apy diecet Bano e Link, bor they will stick te him and slow his
moviernenis conselerably. Tire Acrows wiork cspecially well
agminst the Mothula, and when it comes time toshed the
parasitic Morths, the Span Attack can 't b beat.

ants: River Octorok and Ocean Octorok

Croporaks are squid-like ereatures that mse out of the watern
and spit rocks at their prey. Although they aven’t neardy half as
livpge a5 thear aptly named relatives, the Bie Cotos, they are
much marve ageressive. River Oetoroks are SEMIGNATY Creianes
andl shouleibe: dealr ol by deflectimg the tocks they spit
back at theny, Oeean COeporoks move around a lof mere and
will attack m oumbers. Use the on-board canmon or L-tarset
them with the Hera's Bow and wacch them pop

L

A3 Variants: N/A- A Spoils: Golden Feather
M e sl polden domes with feathers fhatter about many
of the arcas around Forest Hiaven and can really pose a Uil o
Link if bee dloesn't have the Boomerang. Althoueh they can be
destroved with a single Arrow. they are impervions o sword
attpcks—even from the Master Sword— antil after their feithers
Ieave been knocked off Use the el Leaf or Boomesng (o knock
them out of the sky: and then strike them dead wity the swiond.

e

¥ variants Assorted Colors 8 Spoils: N/A

S hostly crestiures exist in an aliermate plane and
can infect Link with a curse that reverses the controls Uha
suicke him. Link must avoid their ransparent form and find ' a
nearhy light source. He can then reflect the light at the Boe
with the Mirror Shiclkd, which delivers them to the physical
realm where they are both harmless and valnerable

2 Spoils: N/A

These lumbering corpses possess a bone-chilling

b vasianis N/A
sercech and an instiahle appetite for homan fesh That said.
Releads are vory simple o avond doe o their Lk of speed
S0 long as Link avoids their vicious snawing action. e'lll be
alale v defean the any number of ways

7 Spoils: N/A

Seahats are the occan-goang couivialent of the Peabat, only
theyre significanthy fasten, barger, and more aggressive! seahas

enihy attack in very ange numbors and are best dealt with
(135 g the onshoand cannon,. okl steady while the Scatuan
charges and'then last it with 4 Bomb from the cannoa.

G . b

8 b s variants: N/A /3 Spoils N/A

g Surprisinghy;, these skeletons ane ameng the harchest crea
tures i all of Hyrule The Stalfos will spin like a top infan
AEMpt o knock Link across the room with its oversiged
mvaces, Link st avord the mace at il coses but also iy g
land Bombs nnder the Stalfos fo blow the skeleion apart.
Prestroninge che skull'is the onby way to deteat i, so guickly
strike the skull sith the Boomerang to keep it from rejoining
the Boghy and imleash a fary of sword strikes against i

LN 1zzrese
¢ ¥ 1 Variants High Level Wizzrobe /3 Spoils: N/A

i Wizzrobes are the T cians of Ganon's acmy aond il
catll upon iheir arcane skills wo rain tire down on Link or to
sunrmen cther cnemics, High Level Wizzrobes (dressed in
OPATEE) Can even surmnon other Wigarohes! To make maitcrs
worse, Wikzrohes will disappear and reappear in different
spots every few seconds. The most effective way to dole o
destriction o the Wiszrobe is o have a Fire Armow coed o
Iey o L-tangen the Wiksrrobe as soon as it appeans. This will
rECUIFE Vo T anticipate its movements, so kok aroumd o
amed b ready o attack! |

3 .




Where: Forest Haven Of all the side quests in The Legend of Zelda: The Wind
Required: Deluxe Picto Box and Deku Leaf Wadker, none are more epic in scale than the Nintenda

Gallery. Once Link acquires the Deluxe Picto Box—either
Reward: An amazing collection of figurines

depicting each and every character and
enemy in the game!

bv completing his apprenticeship with the photographer
on Windfall Island or by vou finishing the game—he can
bring color pictographs of all the enemies and people he
meets o the carver near Forcest Haven If the pictos are
deemed acceptable the carver will use them to make
figurines thar can be viewed in their corresponding room.

L'se the Deku Leaf and Baba Buibs to
N reach the middle ledge in the area
around the Great Deku Tree, Head
cutside. and play the Wind
Requiem to direct the wind so
w E thart it blows te the north.

S On the island near the heavy, vault-like door, talk to the man with the bag.
He says there's a switch high up on the main island that opens the vault door,

17se a Hyoi Pear to take conuol of a seagull, and fly it into the switch on the mountain to gain
access to the area below, Not only does this open the hatch on top of the island, bur it also
lowers a ladder to the water so that vou can access the Gallery directly from the water on
future visits.

Inside the Gallery, the man behind the counter savs this area is strictly for hardeore fans and
contains a figurine shrine that members can browse. Although all seven doors are currently

locked, Link can become a member by bringing pictos that meet the following specifications;

\ \/ = . i A
The pictograph must be' . not black 3. The picto must ke a full-body shot of a parsan
& white ar creature.

The subject of the pictograph must be 4. The picto-must be related to one of the Gallery's
facing forward. themes: Farest Haven, Oragon Roost Island

Common Ensmizs, High Level Eremies. Oufsat
Isfand. Wincfall Island, and the Great Sea
1 A




After the carver accepts a pictograph. he spends the next dav working on the figurine
You can return the following day to view the figurine and/or drop off additional photographs.

Exoample Picrography

The following pictographs illustrate acceptable submissions,

srant Meméerghipl

@_@1‘!'[ have any pretos ready
o submity That's okay, vou
can meet the reguirement |
for membership by aking
full-body pictare of the man
with the tote bag standing |
ear the counrer Snap the )
poto gngd show it o the
raprictor of the Gallery o
g&iﬂ membership,

Ouck and casy!
A

B = e G e e
ST -ToRWwarging (ime
After dropping off the pictograph. exic the Gallerv and play the Song of Passing two imes. This mirns day into night and night intg.
'*;lujr'. making it tomorrew in an instant! This way vou can jumyp back down the hole and hand the carver another pictograph without i
having o wait too long. ;

 The Collection

This section contains a complete listing of each and every figurine in the
game. Each figurine is shown in its proper room, along with some brief
notes describing the history of the character.

Note that it's impossible to complete the entire collection during
the first plav-through of the game. Many figurines can only be
obtained during the second plav-through, so be sure to save

the compleied game data to an empiy slot,

Also, several of the required pictographs must be obtained
from Lenze, These “legendary” pictos are only available on
particular davs of the week, and only after Link encoun-
ters the character in a cinemartic, such as Jabun,



OomM l FGI{E‘E'{' Haven

There are 14 figurines to collect for this room.

Makar S Birthglace: The Forest Hoven Parsomality: ﬁmsiuugl
Matker is in charge of the musicol parfarmence at Ihe ceremony held soch veor by the Hnrnks in the Farast H[wen His instrument appaors fo be o cello, but ifs achally o violin.

Fado Persnali: Samewhat sy |

L-'.mg lang age, the Kakiri sape Fade offared up his prayers in the Wind Temple so that the Muster Saurd 'm:luld tonfinua ta |'IEI.ISE the pDﬁ'Er 1o repel evil.
Yau can oaly oHain this figurine by purchasing it from Lenzo on the szcond play-through.

Deku Tge : Birthplace: The Forest Haven

! The Daku Tre is bath on eorth spirit ond the guordion of the Forest, e has lived for mony Inng vears, so his wisdom Is vost, Hawever, fis roofs run deep into the eorth, sa he
¥ connat move. As o resull, he's aften offliced by porositic enemiss.

—_— T e e

One of the Korak forest spirits. 4ftar the annual ceramany in the Forest Hovan, Elma flias off to o disiont pert of the world fo sow free seads ond raise new gur:hss of forest. He's
responsible for the forest on an island five squares west and one squore nerth of the Forast Hoven, i

' Holio I Birthploce: The Forest Hven

{ Ona of the Karak forest spirits. Even after the Korok ceremony, Hollo ramains in the Forest Havan o reseoreh potion-making. If you bring him Boko Boba seeds, he'll mokeo |
1 nofion far you thot replenishes magic powes, Onjallal Manjallal CHO-WAYI |

Olivie Birtliphace:  The Forest Hoven

1 Ons of the Karok forest spirifz. After the annual ceremony in fhe Forest Hoven, Qlivio flies off to o distant pur1 of 1he warlt fo sow tree seads and raise new patthes of forest, He s|
" responsible for the forest on an island one squore west ond three squores nosth of the Forest Hoven.

Dngna i Birthpluce: The Forest Hoven

Ona of the Korok Forast sirits. Aftar the annual ceremany in the Ferest Havan, Drona flies off o o distent port of the world to sow rse seeds ond raise new patches of forast.
Ha's raspansible for tha forest on on islond one sguars west and one square norfh of the Farest Hoven,

i I Birthplace: The Forest Hoven
One of the Karok farest saivits. After the annual ceremany in the Forest Haven, Rawn flies off to o distant part of the warld to sow 1zee seads and rokse new patches of forest, Ke's
responsible for the farast on an island four squores west and four sguarss narth of the Forest Haven,

g | I

L Ona of the Korok forest sairifs. After the annua) cer gmany in the Forest Haven, Irch fles off ta o distent port of the world 10 sow frae saeds ond raise new pur{hes uf f{lrﬂ51 Has
* responsible for the forest on an islond thres squores west of the Forest Hoven.

livker, I Birthplace: The Forest Hoven

| Ona of the Horok forast spivits. After the annual ceremeny in the Forest Haven, Linder flies off 10 0 distant part of the warld 1o sow fres seads and roise new patches of forest,
Ha's responsible for the forest on on dsland four souares wast and fwo squares north of the Forest Havan,

Alze 1

One of the Korok forest sairits. After the annua! ceremony in the Forest Haven, Alda fiies off fo a distant part of the warld o sow tres seeds and roise new patches of forest. He's
responsible for the farest on an igland ona squore sost of the Forest Haven,

Sakin T S e v e

| Ona of the Karok forast spiits. Aftar the annual cer emany In the Forest Havan, Ockin fies off to a distant part of the world 1o sow free seads and ruise new it rha uf fnre.sr He's
! responsible for the forsst on an island four squores west and fiva squcres north of tha Forest Haven,

Carlov The SCUlpror, Oceupatian: Hintendo Gellary Mostsr |
| When Corloy seulpts figurinas, he's the warld's greatest swlp1ur I soid thot the raosan he won't el anyane watch him seult e becouse he daes 50 in his undarwear, Lotaly, hs
| club hos baen lasing membarship becouse he hasn't dane anything “coal” with it. But as long os Link hangs araund, everything will be ol right

Manny (O e T | Favorile Thing: Figurines |

| Monny used to sit ot home and rorely went outside, but his passlon for the Nintenda Gollery kapt him moving, and ha finlly sarmed membarship in it

- oh‘gon r.\aaﬁt Iﬁl&“a There are 18 figurines to collect for this room.

Meahi I e e s e | Parsonality: Serlous ond sincere
" Hiadl s Valao's attendant ond puts incradible affort inta everything she doss. Evan so, there are fimes when she seams to be spinning her wheels, Her greatest treasure is the

&1 harp that sha carries on her buck.




| Long, long ago, fe Zoro soge Loruto offered up Tier proyers in the Earth Tampls 5o thai the Wnstar Sword would confinue fo house fhe gower fo repal gvil,
Yau can ealy attain this figurine by purchasing it from Lenza on the second ploy-throngh.

- Fomadl {1 Birthplace: Dragon Roost ksdand

" omal had very little confidence in himself, so he dosed himsell off from the world autside his nibe's ozrie. With just o litle help from Link, thaugh, he has 1 rsgmrnd hi
canfidence and s becoming o confident ond mature Rite adult.

The Rive Chicprain Birthgloce: Drogon Roast lkond

Head of the Rito tride. The Chieftain is 0 vary gifted lsodar who i “odored by hiz peaple. Due io his pﬂmhun he must be strict with his relafives, but a5 with any father, he warries

S cbaut his son.
Birthplace: Drogon Roost klond

| Hopoli oheoys seams to be warrying chaut the stote of the island, but no ane has ever seen him warking to improve ir. ..
f Link must fake Kogoli's pictogroph before Medli wakes up

Paghli Birthploce: Drogon Roost lshond SRS AT e A
Far recsons ur‘hn-:lwn Pashii's always busy,

Hkert & Akoor I Birthpdoce: Drogon Roost 1slond § ﬂﬁupﬂhnlr The thiefrin's mﬂrdsl
Skatt and Akoot ara said to be the fop o Ritos when It comes to tolent ond strangth, which is why they're the chiefioin's guords. Tha renson they get along so well is hecouse
| thay're childhaod friends, Their ciyle of speach con be somewhat anfiquetad,

Kodell ] Bithploce: Wanilfoll Khond SRR LS ﬂaﬁsml

Kabali is the third generation in o Family of posimen, but rumer hos it that a distant ancestor of his wos alsa o pastmon. ..

Bateo ——

Boite is very eornast when it comes fo mosiering o job. He often missas his mothar ond gets homesick, which can bs quite hard on him. He ﬂun1s 1o ba ks Link,

Heskiv -I Birthplace: Dragon Roest klond

| Hoskit's biggest warry & petting a present for his gl;l[rlenl:l He logks quite sosygaing, but hamlwuﬁ thinking of hi girlFriand, He volues his friands tremendously.

B "'_ l Cutll the Pestman ] Birthploce:  Oragon: Roost 1slond SRRG: ol i s IE T pl'm_iumﬂal

| Quill has courage, If nothing else. He is cdmirad by his fellow Rito, and the chieficin ploces grea trus in him,

Valoo | Birthplace: Drogon Roost Istond TGN L0 ﬂti'ipmtl

Valoo has lived on Druguﬂ Raost Island and protected the Rites since lang, long ago. He hus o hodit of speaking only Hylian, which is undarstood anly his attendani, Madli

l Zephos & Cucley Bi hplace: Dragon Roest Elond |
8 Tephos ond Cyclos ore two lighthaaried sibling deities who canrol the wind. They teach Link the Wind's Requizm and the Ballad of Balas.

Hami Birthplace: Drogon Roast bslond SERR0ET [l Lt | BRI Fﬂslmunl

| lori is uufﬂe kin, oz lang os ha's celm. But whan things don't go wall, he quickly graws imaatient cnd can get raugh with his speach. He opaarently has o hard fime remembering |
paople’s foces.,

Hamal || Birthplace: Drogon Roost Iskand St ama ) |
Nemall doasn’t really hove any distinet charactaristics par sa... '

i Baght & Pishc i Birthgloce: Dragon Roost lond SERETSHTTR Hmdpnﬂtel

Being axtremely honast ond sincere Ritos, Basht and Bisht wars chosen fo be the Is.u1dspnllce farca, When you telk fo tham, they spack fronkly about events on the iglond.

o6l | Birihylace: Windfoll klond
i DI:-II hios such an unhealthy ohsessian with the Ritgs fhat he's begun dras:mg o o Rito and runn.ng the famed Bird-Man Conest, He's the older of the lauduls brothers who host

| i | tha contest.




E Wi S : : Birthglace: Windfoll Island ‘Hobhy: Dressing up.

Wil used fo be o very overage carpenter on Windfall. He so longed to sar the skies that he began dressing os o Rita. He's the younger of o loudable pair of siblings.

There are 19 figurines to collect for this room.

mmwm Persnclly: Suyisingly ondy

Thasa cretures use their long hands to grub victim, which they then yank info another room. I:II::tlsmru:|IIv,I they grub neurhg.r i und throw them.

Hahbial: Dragan: Roos! Cover

' These ceatures ore covered in o hard exaskelatan that not even the seoring heat of lave con penatrate, Their eyes are iheir only weoknzss. Magtails can be pickad up ond carried
& oround when they've rolled info o defensive position,

Reepe & Firg Keege | KPR ot ot g i

These bots fly around dark places and attack oaything that moves. Take great care around Fire Keeses that appeor durlng fimes sf vuilmnn: activity,

i Hiibibal: Fossaken Forfres
- These F|Hiu imgs wield shurp machetes and Boko sticks when nﬂu{kmg [ rlw,r have no 'ﬁﬁﬂﬂﬂl‘l they uﬂampr o fight hano-to-hond,

R Bussic & Blue Bussle Stonga Form: B butl

| The cursed blue flames of the Blue Bubble steal the powar uwug.r from ofl of your attacks, You can entslg.- blow nwny huhhlar '.'-n'rh rha I]aku Leat.

[ e kel Fovorite Food: AH-Purposs Balt

4 : [T R Saolls: Chu Jelly
| Thera are ChuChus of many diffarant colors, each calor with Hs own distinct chorocteristics. In general, they'rs most susceptible o projectile waapans.

I Hubiet: - Foehidden Wood: |
These stronge crentures use r|':<BIF progeller-like wings 1o floct in midair, You can knock them cul of the sy ensily with gifher projectiles or o Deku Leaf.

Waalkioss:_Projacties |

b : _ S 1 Mobitat The Breot Sen
! These so-colled ocson killing mochines are plantiful in the Great Sea. You should attack them with arrows or bombs btore they can knack you into the sso.

Habibat: H}e Forest Hiwin: Grot Seo




. Q"ﬂe
Vulnerahility: Bombs

Hahitat: Tower of fhe Gos

...... Loust Fovorita Thing: Deky Loves |
These uauturss atfack in grl:usps and rlmg o the bodies of 1|1esr prey. A spin otlack is e best woy 1o shoka tham off. Thay'ra light, so they're vulneralls ta Deku Leaf blasts.

] Huhlrul I.urlh lemple Eml#l’uﬂi Possession

me—— There are 18 figurines to collect for this room.

. DamEwnur Hututat: Tower of the: Gods BT S 111 G CT R

| These minhy knights ara protecied by heavy-duty armor. Rather than etiacking Fram the front, it might be best o sltp around behind them and cut afftheir ormar sirops.

| Golhdban The Grear ARGiTer S || Habitor: Tower of the Gods Iy

I 1 This monstrous mochine wos craated by fhe gods as a trial for the oreat hero. The only way Yo take it down fa the ground is fo pierce its hands and face with orraws. Onee it fas
s fullen, you con defect it by immadiotely fossing o bomb inside t. Cadly enaugh, orrows aceasionally drop from its nostels,

Spmlﬁ linight’s nmri

Hullrnl loweer of IhE‘ Gas

Dositn | IR Sl Seol ekl §

 Phantom Ganon | BTSN  ifucive Woupans: Light Aevows, Muster Swerd |

Thiss 0 phantom thot Gonendarf wranted in his own ikanass, Usg wour sword 9 !v:nu:k Buck the bl of magic that e bk, o then otiadk him when he's stunned, You con olso use empry |
biotiles to deflect his magic eftacks, s possibls fo obtain fis hgunr=‘:u;.' purchasing it from Lenzo on the second play-through, Also, Link can take the pictagraph during the final betile. !

 Wizzrebe | ETTETN g Summors |

[l These high-laval mages use the magic of summnnlng ta oid them in battle. They're the only Wizzrohes whe can summan ofher Wizzrobes, which mokes them formidable.

Haubmm s head

' Jalkadla. Provector of the Seal | T ondorlngs: Poes

| This pigontic ghost rules over ofl Poss. After reflecting light onta it with the Mirrar Shigld, you can lift it and theow it around.

Hw of Operafions: Gonon's Costle |




Huimur Forsoken Fortress S 5 CIE T i o1k

i Dupper Goamon
i This is o gigantic moriongtte created by Gonon himselr, I franshorms info fhree difecent shpas, but al three are vulneruhla o riys uf I|ghr Rather then shnnrlng it it rnndnml}'
iry fo deﬁum when it's con be torgeted aosily and then toke yaur shot.

.W@ myﬁm

; : ; {1 Hahilat: Torhidden Woaods Fmﬁﬂﬁm_i, _Ha];u-l
H This plont- manster is 0 glgunm parosite thot [wa: in the depths of 1hs Furh idden Woats. (ut lnnse oll of it dlsgunmg tantueles with the Ecomerang to revecl ifs fender core,

A LG eie | Effective Wanpon: Grappling. ﬁﬁk]

I This glgumh: ihe"led insect inhabils oreas of lavo and magme. The only way to peneirote ifs hard big-armor s fo drop an entire shaet of bedrock on il

Big Octo s | TR e Woopone Projcls |

| Thare ore soid fo be six of these legendary gmm squ:d in duﬁerem reaches of fhe Graat iea When ships pass by, the Big Octos create tremendous currents fo fry 1o slnk tham.
| The only way 1o escape without being sucked in is o shoat of their weak saots—their eyas—with projaciles.

There are 14 figurines to collect for this room,

T o tnoom R

| These creatures are crabs, plain and simpls.

Birthglace: Outsed lslond JERLCRRTTATR Mﬂl

i Meso pan‘urms his chores ot vary much ius oW pme His vegaTahIa par:h is always full of waads ond he spands most of fhe year rying to clenr it out, He's surprisingly timid and ‘
B con't fall osleap ot night. He's currantly fooking for o wife.

Jadun : T Ocupotion: Water Spirit |

| Johun con only 5|;|a|}|-: Hylian, so hardly enyone undarstands o word e says, fou con :|n| ativin this figurine by purthasing it fram Lenzo an the second play-frough,

Bisthpluce: Qubat lslnnd

 In hﬁ yourger days, Orca hod hoped 1o be o swordsman, but he suffered o sariaus injury 1hat anded That dream. He soon refurnad 1o Ouisat Island 1o becams o fisherman, rIln o |
Sl ledge on one wall of his house is o memento from his doys of training with 1 blade. Orca is a lifalong bachslor

g scungeon oy G

Known os Ouiset's fiving encyclopadia, Sturgaon is qulra wise, huushng on abnormelly high 18, He has exrremtaq.l sangilive nerue&—quue the oppasite of his younger brother, |
| Dreo, who lives downstairs, Surprisingly, Surgacn was an occomglished swordsman in his youth. |

B Suc~Belle Barthpbace: Windfall lband

R Sue-Balls wos barn and roised on Windfall, but she becams cancerned for tha healih of her grandfather, STu;guun 5o she decided fo live with him on Outset Isnnd hinrnlng
PRRSSSER! noon, ond nigh, she fills vases with water and corries them on her heod from the well fo fheir house. Strangely enough, she ocfualy anjoys the fask.

Hirthploce: Uiknewn

Soagulls soor Freely over the Great Sea. They love Hyei Peors ahove all other foods, and eating it simaly steals thair heorts,

i CRTEEN R Parsonafiy: Kind and frus fo hﬂﬁl‘ﬂﬂfl

| Link's energefic younger sister is adored by all who meet hEr Her turrant gaal Is fo Ieurn how 1o felch viafer 50 she con help her grundMLﬂher Her mas treosured belonging is o
| 1elescape bearing o drowing of o seagull. ou con only get Aryll's figuring on the first ploy-through by teking o pictogroph of Grondma.

| m_ﬁ Grawbma. Al TR jAr N Persanality: Worrywart
| This kind ald woman works hord fa raise her two grundchuldran She's uer} rnlanred tack—her spetial Elixir Saup s sure to roise anyona's spirits. Also, she con be somewhat
| mischisvous ond enjoys playing the accasional prark an Link.




| T.e mn1her of Jnel and 2, Rose is g woman of refrashmgh- simple tostes. . but sha's a demanding mether. She hos the bod huhﬂ l:uf rr','mg 1|:| qugh her wr.'ﬂ.' ot of liss.

il m ; Birthploce: Dutset Elond § EFMTFW Jﬁm\"
1 2be s o fomily mon wha fokes good care of his wite and two klds In his younger days, his doshing good laaks and baritons vaice meds him qune the lndies’ man, Then cne

§ doy, he was instantly smithen by a woman named Rose. Evan though he was consistenily rebuffed, he persisted and finally convinced Rese to marry him,

! FET hupw -inquisitiva yuung hoy who speaks fiis thaughts os soon s they tome ta mind. He can often strike o nerva withou! raclizing it He lees rn imitae his oldar broher
PECSSEE! ozl And strongely anough, it ssems thot he actually lets his nose run an purpase. .

There are 27 figurines to collect for this room.,

Birthiphoce: Windfall khond 1

g avcon | BTN vt ko]

I Anton's second-Tavarite hoaby s faking walke because 1 keeps s legs in shage. He's hod his aye on o cartoin young lady Iu1all,.

[———

She's just on ardinary elderly woman,

I Birthploce: Windfall Tslond § MMMWMﬂMbH@ pleas.”

This ,-nung ouy’s frademark s his yallow hol. He saems fo have on unusaal interest in the town's Ferris wheel nd lighthouse.

I Hirfhploce: Windbl sl andﬂr?mhﬂl&l

Garrickson i mntwnrll.- thinking of someang on o Iqruwug.r iland. Hes opporenily o very passionete man, and he has o very hip sense of foshion,

: PH‘P‘E]’IE & Vemp 1 Bisthpluce: Windfoll land §

Pomnpie ond Ver are the town's mast tolkofive nair of ladies, and they're clwoys sprendlng idle gossip. Lnley thay've bean absassed with Lenzo.

The Ghop Gurn, Zuvar] ' PotPhrass: “Door ml” |

=] Evan on the hottest dl:l',-‘i of summer, Zunasi con be found in his shap, waering the baloved haod thot his mother made for him. Hr: F:eep‘ i grEﬂ1 rrﬁnsure in his sofe theze. On o
| sitle nate, he furns 40 this vear and is now recruiting for o wis.

T Birthplace: Windfall land onting
&1 This young fellow draams of hecoming o prnFassmnuI doncer, He dances befare o stranga stone monument dr}}- and night, This smaoth dencer moy still be pracicng, but he’s ulsu
| recruiiing for o parines,

¥ The Pictographen, lenzo | Parsanality: Hord o gra |

S Lenzo s o famed pictagrapher known 1o oll. His mysterious persanclify is guite papular with th Todigs in fown,

Bisthpluce: Windfoll slond RERRLCN S OMA PR

ondl rafi

Wisdpally Gang of Boys, The Killer Peeg

| This smoll pong of four colls fselt the Killer Baes, Starting from fhe lefi, the members are the leader, lvon: A very fo‘ante

Roherte: Secrely gims 1o be the next gang-leader. He wos roised in o bourgacis family and hos davalopad inta o tarrible litfls tyrant, Whan thesa four ore togethar, they faor

A

B e lender, Leove all tree-climbing fo him. Jin :
" the fox: lvon's quick-witted advisor, His wry insulfs con be hard fo foke. Jan, the blue-hair: Uses his innocent locks to overt trouble. He's the Killer Bea's thug. The pig-nosed Jun- %"« ¥

] i ) - . He waos roised i e pac i i itle [i i. Wh - thay 219 |
ubzolutely nathing! A /‘{

S



B The Joypul Teacher, Ming. Marie | BT IR This eor's bucky Number: 20
T This is the 201h yaor this splendid individuol hos worked os Windfalls schaal teacher. Her hubhe is collecting Joy Pandants. Her gool in life is to raise unique and creptive students,
i The most unique thing she's ever eranted is her own hoirstyla.

= Povova & Joamnd Rirthplace: Windfal tshond B SRS The Litle Tasters

S Thase two girls ore falanted of spracding ilan rumors, ssemingly wilhaut any 1||15 or advice from cfners. Chilaren con be raally frightening somatimss.

mmﬁ Fm 1 Biethploce: Windfall lshond SRS leﬂﬂﬂﬂl
& Surprisingly, Moggie's fther is quita confident that he's the epitome of fashion, 1 would pmhuhl} ha mars occurate 1o say that the clothes he waors are “distindt.” He seams o
especinlly ke vintoge dathes ond jewalry,

Maggie Birthplnce: Windiall kland. SRETITERLTES MﬂﬁMi
| Magpie was dirl-pacr befors being kidnapped cnd held cogfive in the Forsaken Fortrese, She's qu'ha pupulur with oll the boys. .. but she arafers “wild” boys over all athers. Lately
she hos token to writing posms, and soan she'll have one published colled “4 Woman's Heort |5 Blue.”

mia | T St v o DR

This poar girl wes flthy rich uil she gu1 rasrued from hes prls-nn in the Forsaken Fortress. Naw thot her fum||,l hios fellen an hard 1lmas she wks for rhe shop an Windfal
! Jslanc 1o hln ease thair hardship.

Mila's Facher, | BT | Fovorte Thing: mmﬂ

881 His habhy wos once collecting expensive vasas, but urtfu:rum:e!y they were the kind of voses one wans fo hrenk s 5000 05 ona catches sight of them, Those wha did ond were
| forced to compansate him for Bis losses ware 5 said 1 regref if ofterword.

Gummy che atlox_____ o | EEECIOY e i oo |

No one knaws whare Gummy gefs his spending money from, but ihis mﬁv sailor spends n|ghr affer night unwinging at fhe I]i]thl]ﬂ

| Kawe the Yailen, ' T o REA]  Fovorila Decupation: ml

| Long ogo, Hone longad fo be on artist ar @ sculptar, but dreumstancss in hic hame lie forced him fo bacame o sailor. He's sl critcal of ll aristic expressian, though. |

darnpa. the Falor, | -

& Dompo rocantly got some get pigs, ond now 1ha1.- re all ha can rhmk about. He really cenfirms the od adege dhcul p51s. and ﬁlmr oWnees. ..

g Condy the Failor Good ot Conking: Grapes |

| it first plonce, Candy loaks o litle |n1|m|du1tng o he's actually extramely kind and quite {:nuwledgﬂnh'a He's always hl.'p.‘,l'r Tu hure his knowladge, toc, He's energetic ond sart

of o seamp for a | 7-year-old,
Bivthplace: Windfall Islond. R SN mml

' Lu1e|-, her childhaod friend, the delicate Humu hos became smitten with ner, but she's uppuramll.- ablivious ta his faelm[gs

Sam : : | BT Tl Fovorite Spok: The seo mml

8 o thinks thot o lifle composure s of the uimas! muumnm inlife, fe's o cord- mrr'.-lng mambar of the Joyous Volunteer Assodintion, |

Glllian T o LN Workploce: The Café Bor

Gillion monages the ofé in pluce of her now-il fothar, 1 sems she once had o hm.rfﬂand hul that infe is TOP SECRET!

Goggack _ _ : i Birthploce: Windfall lond SERSL E AR e |

Thara isn't much o say ohaut Gessack.

M‘I‘Hﬂﬁtﬁ&mm ' T T | Mood: Shifis viokenily |
I Cannon Is the world's only mokar of bambs, He considers himself o rnugmmrs with gunpowder ond other exulnswa His hoirstyle is as unique s his talent.

The Porion Master, doc Bavidam : Birthploce: Windfull [FEP]  Fovarile Food: Chu .]ra]hll
| Do Bondam spends his days resr;m:hmﬁ ChuChus in his pefian shap, He isit Pawprint lsla now and fhen 1o callact the Chu Jelly he uses to make his pations. Ha considers
S himself o potion artist, ond he's quite w imsical.

Kame s | TN | Yoo ik fo Girfrient: 1 |

Ever tha romantic, Komo loves to goze at the night sky. He ond his dear friend Linda were once dlassmates of Mrs, Maria's Schoo.

e




¥ The seven Grea! Faries who are destined fo aid the Great Hero h'.f m:remmg his powers are i1|d|ng in seven d|ffurnnr reachas nf tha Brem Sen.
o8 fou con on Iy attain this figusine by purchosing it from Lenza on the second ploy-through.

! Queen of Fadries | TSI olent: Empowring areows with fire und s |

The Qusen of Foiries appears o ba but o child, But she's much greater ond mare powarful than the Graot Fairies. She grants Link the power fo add fire and ice o his arrows.
1 ou con only affain this figurine by purchosing it from Leaza on the second ploy-thraugh.

; Bithyphace: Uriknown me'ﬂl Fond: MI
1 These businassmen are rrn'.-ahng the u.'n.ld in search of curios and adoilies, oach with the hope of semeday apening his awn s!mp Hobady knows where these wandering
1 marchonts have come from or where they're headed.

O Man Ho Ho | IR oo Thng: sy
i {Illd Mon Ha Ho fourd his First felescape after refiring from his job, and he's been fraveling in saarch of new sights aver since, & new discovary always oweits of the far end of his
teleseope.

Make Personality: Af firsl glance, quiel Lgaist Fuwueite Thing: Hoving his glosses touched hﬁfﬂm
| Mako is called the brains of the ship and the king of invention. He may loak like o weokling, but his glosses give him kean eyesight, ond he's unstoppeble when he's mad. Hot
many know this, bui b kesps o knife hidden in that thick baok of his. To get this figurine during the first ploy-through, Link must succeed in taking Tetra's picio.

Rike Loast Favarlte Thing: Gonza's underwenr |
Hika i the botiom rung on the pirate lacdsr, sa he's respansible for all the odd jabs on the ship. He's quite childish and rnra'.r1 In s of the consaguancas of his actions,
| Surprisingly, though, he hos what it tokes 1o gt by, and the pirates like him for thet. Ta get this figuring during the first play-through, Link must succed in foking Tetro's picto.

Zuko ] Pessanality: Taciurn

Zuka is in charge of kuapmg wateh. His sﬁurp E'.'Bi can read sfuns o mile off Ha ona ruuily undersiands wha he 511','5 T]'Il:Ingh eq they rorely know whai he's sean,
To get this figurine during the first play-through, Link must succead in faking Tetra's picto.

Personality: Wl knows? i

Nutge seems ta understand Tetro best of all the pirofes ond often counsels her. He's ociully stronger thon Gonzo. -
| To et this figuring during the fiest glay-through, Link must succead in taking Tetra's pico, |

Sewza - | TR o .. i, e

Senzn s in charge of k&aplng he pirale shlp in ordar. He's @ milg-monnared spacker, but his parsuosiva skills are :I:IId Tu be unmur:h&d
To et this figurine during the first glay-through, Link must succeed in taking Tetra's picio.

Gonzo i e : = P Prasanility: Shork-temgiered Favarile Thing: Miss Tetro |
| The leodar of Tetra's fomily of pirales, Gonzo seems to be quite strong. . ut he cries of the drop of o hat.
M To get thic figuring during the first play-theough, Link must succead in faking Tetra's picio,

m% ; 1 Persomwlity: Flusive |
Tetre seams bossy and. srrurg willad, but she's aciually quite kind. Orphonad at o young uga Tetra followed in her mofher's faatstegs, hecnmlng o pirate and waiching after har
mathars gang of lavable swabbies. Tatro ond har erew 07 in seorch of o lagendory treasure hidden beneath the waves of the Graat Sea.

To et Tatra's figuring, Link must take o pictograph of her at the Tower of the Gods before she awakans os Princess Zeldo,

Merman . Personal
| Apparently, thesa fish ware odded fo ihe Graot Saa long ago by the King of Red Lions, which & why 1ha,' re now wullmg 1n offer Link voluable informatior, Unfortunately, much of
their infarmation is off the moek, Far many long years they hove suffered from stiff necks, but none know how fo cre it.

King oF Hyrule ' e
| The King of Hyrule wos unable to protec his mltgdnm iram evil and [eft its fate up to lhe geds. The King of Red Liens is marely his disguise. His full nama is one rhu1 is "{r
881 Iruly fit for royalty: Dahnes Nohansen Hyrule. You con enly aftin ihis figurine by purchasing if from Lenzo an the second play-through. ‘\ Y-




Link, the Hero of Wind, uses the Wind Woker fa control the wind and soil the seas on his mysierious boat which & cctuclly the King of Hyrule). Surprisingly, fie sesms™.2
to hove an unnatural interest in figurines and has af lost complated his collection! He s now the mester of the Nintendo Gallery. Link can oaly get this figurine by
ottwining every other liguring in tha Nintends Gollery (exchuding Knuckle). Carlov swards it 1o him far becoming the Master of the Nintandn Gollery. Kezp in ming g
Vit once Link racaivas his fipuring, he cannot ever obigin the Knudkls figuring!

limk & the King q;? W Birthploce: Outset Il ST RAE D0 lEft a m"‘%}
&)

’ - ’ i
 Princess Zeldo is the legifimate heir fo the Hyrulean rayal family. She's actually the pirate Tetra. Tok Princass Zaldo's picta during the Final bass battle. save the gomeN2 EK
and resef o refurn 1o the tosile’s entrance. Link can then soil back to Forest Hoven fo drap off the picto hf{ﬂ'}ﬁ/

Falvage Cﬂ?v : S [ g Tolent: Searching for sunken ireasire
Thesa yaung men found friendshin through their comman inferast in seorching far sunken framsure. Sean oftarward, they formed the Salvoga Corp. With their first hou! of
treasure, al they could afford ta buy was their diving suits. Now they dreom of finding ene hugs haul 1o moke them all rich. They're currently ssorching for the legandary
tremsure sunken benaoth the san,

FAlVATORE _ | BT It Toleat: Draving Picuras

Long ago, Salvators hoped to be o famaus ||1ﬁinh=.-r. bt thot draom didn't lost lang. Eventually he returned o hi hometown and come up with his current business plon. It's besn o huge |
suczess, allawing him fo purchese bis own slond. Be's apened up the sscond store in what he hapes will betome o huge chain. He's now busy trying o think up his naxt big endaovor.

Ipor the Falion, : : Birthpluce: Windtal Island | SRR PR e
| Lact spands his doy working for from home of the boating course. He akes his earnings siraight fo tha caté bar on Wincfall to enjoy o relaxing beverage.

| P

11 businassman by noture, Beedle’s soles pir»:h.is unmatched. Ha hoges to open o choin of fraging posts where peapla can buy, sell, or frace cnything.

Tugle = | IO | favort Things: Fuirie, daciphering mups
It's hean several yaars sinca Tingle first become enchonted with decl?harinu mugs 1o find Fairies, and hes lost many things during that time, He's raising funds fo bagin his seorch
for fuirias, haping to embark sometime in his thirties, while his lust for life is siill upon him, At the age of 35, the prassure’s onl

Avkle . | TIPSR Fovoris Provert: “Oe may us el bang for o ioan sheap o fo o stolen kb
Since being tought haw io decioher maps by his older brother Tingle, Ankle has bean supporting his good-For-nofhing fwin brother Knuckle. The only fime he fesls he con traly be |
S8 himself is when he's tanding to the Tingle Island Hower garden. j

Dowl, Jw, o | EET ] Ocoupoion: Treasure furier |
| Saventean-year-old Duvid Jr. set out to seo with dreoms of finding the transure of the Ghast Ship that his now-daceased father onca sow. He gets seosick quite eosily, ond he was in just
such o stafe when he awoka in o daze on Tingle lslend. Ankle tokd him that “Self comes bafor waalth,* and he's Besn warking in the tower ever since. He raclly htes the uniform. |

Enuckle S e e ; I Birthploce: Unkoown SRR RGeS

- Knuckle is onother af Tingle's younger brothers—ha hagpens to be Ankle's twin, He finished corving Tingle Tower whan he wes 10 years old. The tower's heed is his studio.

= Supgosadly, he felt unsafisfiad completing his collection withaut this finure. He loves his speciol verticolly aligned Tingla Tuner. Link con only abtain this figurine by following the
| clues on ks Tingle Tuner while of Dutset lsland, If ha succeeds af Knudkle's challange, the leng-lost Tingle brother ~'.'iﬁl surrendar, Return fo Tingle Island and loak for Kauckie

| in the flawers an the ground,







WALKTHROUGH, PART 1

QUEST 1: GET THE KOKIRI'S EMERALD

In the epening cinema. Mavi’s mission from the Deku Tree is clear:
to find the boy withourt a fairy. and lead him o the Debku Tree

AREA 1: IN THE KOKIRI FOREST

THINGS TO DO:
@ Talk to everyone in Kekiri Forest to gain clues

Great Mido's
House

Ta
Hyrule

() Get the Kokiri Swerd in the Forest Training Center and equip it. e

House of

@ Get the Deku Shield and equip it. You can buy one in the Know- Twins

i it-all
Kohiri Shop. Brothers

(%) Talk ro Mido, who will et you see the Deku Tree =y
Training
Center

A good place to pracrice Link's

various moves is in the Forest

Training Center in the middle of

the Kokiri Forest. Here vou can ThE GI'E'I:“ midﬂ’i Hﬂ“ﬁﬂ

alsc practice picking up items and h i 1id e e ch
; ; " ; 1'the ¢ E10 1 ear Mido's nouse. Insige the chests, you
throwing them. as well as craw]- Gpe; fac et m}_:'_ i S 2 3 4 i
: 3 il find Rupess w ¥ WOLL can use o buy ltems [or use on your
ing through small openings will i "f’qiretb_* icl you gan use to by 3
guest. You will also find a Recovery Heart

Enter the Hole of “Z* within the Forest Training Center, and follow
the parh to the Treasure Chest, which contains the Kokirl Sword.
T avoid the rolling boulders, stay
in the recessed areas and then
outrun the boulders. When you
lzave this tunneled area. you can
practice Link's swordsmanship on
the plants. Make sure you eguip
your sword when vou get it

After talking to Mido. he will dive

you access o the Deku Tree,

32 s ";E-T.." & [However, he will only do so when
you ars properly equipped with

sword and shisld,

et | g
Fovorite of Sdeie sd

You'll experience your first bamles
against the Deku Bakas on your
way to the Deku Tree Defeat the
Deku Babas, and you're rewarded
with Deku Sticks

KOKIRI SHOP

Inside the shop. vou must buy the
Deku Shield. which costs 40
Raupees. If you don't have enough
maney, search around wwn unzl
you do. You can't leave this area
without the Deku Shield. so earn
Rupees wherever you can!

AREA 2: THE DEKU TREE

i Seadel 0D
While ar the Dekw Tree, you will learn
that a curse has been placed upon it

ThE KHHW'H"A" Bru'hers The Deku Tree asks for your help to

: : : : ; p h ke releazed from this curse, and
You can learn about the game icons, maps, and items from the irvites TLink st Navi inside.
Know-lt-All Brothers,




Inside the Deku Tree

Barrle the plants mside and grab
any Deku Nuts you find, Climb
the ladder or the vines, and fol-
lew the path around o the
Treasure Chest o ger the
Dungeon Map

gt

NOTE:
Don't try climbing the vall st yer, You should huve the Falry ﬂhﬁﬁﬂ s make
it past the Skullwniltulos. Youll refurn hers very soon, o for new, just keep gaing.

Enter the door at the end of the path. and raise your 5];.'1;J|:| e}
defend against an attack from a Deku Scrub, The scrub will spit
[refu MNuts at you uncil your deflec
ene back at it and hit it with the
nut. After hirring the Deku Scrub,
chase it down and talk o it. You
can also stand on its plant base to
get it to talk o you, It will provide
vou with a clue about jumping
from high places.

Go through the next door and
guickiy jump from the center
block te reach the Treasure Chest
on the other side. This chesr con-
tains the Fairy Slingshot
Chepping down the plants below
will get you some Deku Seeds,
which you gan use as bullets in
the Fair:; SLjngshc-l:

'T I l’
1f the boulder crumbles befare you reqch the afher side, you can r.l.lmb um fhe wail o
reach the Tregsure Chest

Afrer grabhing same Deku Seeds,
use the Fairy Slingshot on the lad-
der across from the Treasurs
Chest. This causes the ladder o
fall. se Link can ¢lim® it and leave
this area.

Return through the next room to
the wooden path. When vou
reach the Treasure Chest, climb
up the vines 1o access the nexl
level of the dungeon.

When you reach the next path,
enter the door. Use your Deku
Stick on the fire in the torch w
light the unlit torch. Lighting the
fire unlocks the doar behind you
that earlier locked when you
eniered the reom.

Srepping on the Moor button ralses the center pillars,
which in turn. enables vou to cross the room. To the

left (before crossing the room) you will see a Gold
Shulltula guarding a small Treasure Chest however,

vou need ro warch our for the Big Skulltula that will drap
down just as you reach the ledge Defear the Skulltula and open the
chest to pick up 2 Recovery Heart. Afrer defeacing the Gold
Skulitula. you will receive a Gold Skulleula token

VARNING:

ds you climb the wall wateh out for the Skultwalifulas, ?hey will chase Lrnk and
knock him off the wall. Use the Deku Seeds in your Foiry Slingshot fo biost them off
ihe wall bafore climbing, There are three Skuliwalfivlas, so blast olf three before

storfing your climb,

et

There are three Big Skulltulas on
the third floor of this dungeon.
which Link must defeat before
continuing. Two targeted sword
slashes or two shots from the
Slingshet will take out these
creepy crawlers, Wait until the Big
Skulleula has its belly facing
toward you, and then slash or
shool away!

After defeating a Big Skulltula,
carefully aim and jump te the
webk on the borom foor from
your lofty third flecr perch. When
wou reach the web, it will break
and cause Link to fall through
and land in the water

Stepping on the floor button
lights a torch, revealing & Treasure
Chest with a Recovery Heart
inzide.

Light a Deku Stick from the
tarch’s flame, and then carry the
flery stick to the cobweb wall cov-
ering the door Place the fiery
Deku Stick on the cobweb wall,

STIP

The secend (and larger) Treasure
Chest across the room contains

rhe Compass, Now Link can see

inside areas of the dungeon.

When crassing the water with your Deky Stick, make sure vou stoy on fhe uposr
ishailow) ledge. Walking info he deap warar will sxtinguish the fire on the Deky Stick.

.

PAERT T,

LS



Shoot the Gold Shkulltula on the
watergate to receive a Gold
Shkulltula token.

Lise your Fairy Shingshor on the
Gold Skulltula on the viney wall

1o receive ancther Geld Skulltula
token. Climb up the wall if you
want to return o the dungeon
floars,

After passing through the door,
another Deku Scrub throws a
Deku Mut at you, Use Link's Deku
shield to guard against the attack,
and then alk to the Deka Scrub. It
will tell ¥ou to punish its brothers
in the following order: 2 3 1,
rwenty-rhree is number one.

Use the Fairy Slingshot on the
eyeball above the iron bars. This
causes the bars o slide up,
enabling you 1o leave the room.

Jump into the water and center
yvoursell above the buttan on the
underwater floor. This causes the
warer level 1o lower. Mow return
to the entrance, and hop ontd the
lowered, moving ledde. Stay on
the ledge and ride it back and
forth. Soon, the water will start o g
rise. ¥ou must be on the side of the room opposite the entrance
when the water rises, 50 vou can jump onto the ledge that starTs 1o
rise with the watet

FIE

Use Link’s sword or Slingshat en

the Big Skullrula that is guarding

the block. Push or pull the block

over and climb it (0 access anoth-
er door.

To unleck both doors, you must
use a Deku Stick w light the two
torches, Exit the door on the east
side of the room: note, however, thar there's a Big Skulltula wairing
to fight beyond this room. As you look up at the ceiling, do you
notice the pulsaring pods? IF you cross the center of the room. the
Gohma Larvae will drop down and atrack. Use the Deku Shigld for
protecting against their amacks. and then slash each one with
Link's sword or use the Slingshot in berwesn aracks.

Light a Debu Stick from a torch,
uze it to burn off the cobwebs
from the east tunnel, and then
crawl through the opening. Push
the block off the ledge Light
another Deku Stick, and then

place it on the web in the center of
the room o burn off the cobweb.

When you jumnp into the hele, you will land in the warer For protec-
tion, you should have Link’s shield ready because you're aboul (o
fight the Deku Scrub Brothers. Remember the clue you received ear-
lier? Defear the Deku Scrub Brothers in the following order: 2. 3, 1

Afrer defeating the Deku Scrub
Brothers, the Sscret of Queen
Gohma is revealed. To unlsash the
final blow o Queen Gohma,
strike her with Link's sword while
ghe's stunned. Also, keep in mind
that the Gohma becemes vuinera-
ble when her eye is red,

At this point, you should now see a skull on the map subscreen
when you access it or on the lewer righthand corner map. Guess
whese room that is? Go through the now unbarred door and intro-
duce yourself to Queen Gehma

| 1
QUEEN GOHMAJ)

rﬁ.s you enter Queen Gohma’'s
domain, yvou'll hear the skin-crawl-
ing sounds of “semething” rustling
above you. Without warning, Queen
Gohma drops from the ceiling,
revealing herself in all her armored.
arachrid glory.

When you run frem Queen Gehma,
she'll clitnb o the ceiling and drop
Gohma Larvae down 1o artack. When
vou defeal the three babies, Queen
Gohtma returns to the foar and
oifers a mere persenal atack. 1t's
best o eliminace the Gehma Eggs before they hatch, because
they're much gasier to manage in that state.

Take advantage of the regenerating planis on the ground.
vou'll need o keep up your health if you're going to cutiast
Queen Gohma.

L

"
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Just as Quesn Gohma siaris o
attack, her eve turns red in color
after she unleashes her attack,
switch to £ Targeting and use the
Fairy Slingshot to hit Queen
Gohma's eye. Hitting her in the eye causes it to turn green,
plus it momentarily stuns her. Now's your chance to hit her
green eye with your sword. This will weaken Qusen Gohma
and force her to retreat to the ceiling and drop more eggs,
Cenrinue @ pummel her with your Fairy Slingshot when her
eye turns red. and then use your Sword to damage her After
about four or so successful hies, vou will defear the

L

Queen.

After destroying Queen Gohma, Link
Teceives a Heart Container that com-
pletely replenishes his health and
adds one permanent heart to his
heart meter, Step into the blue ring
of light in the center of the reom o
be returned to the sutside world

i)

QUEST 2: THE GORON'S RUBY

KOKIRI FOREST

Afrer leaving the Deky Tree, head
to Kokiri Forest. Exir the village
through the stump leading o
Hyrule Field. Saria will stop you
on the bridge curside the forest w
bid you Farewell and give you the
Fairy Qcarina, After exiting the
bridge, vou'll find yourself in
Hyrule Fisld.

HYRULE FIELD

Mt

At this poiat, fhe game begins fo keap fack of time, As time posses fram day fo night, 7 <=
will changa the caurse af how you fravel, and i triggers the occurrence of carfin

avents. Refer 19 the “Gome Basics” chapter for mare infarmation on the fime fenturs,
By e ‘ES

WARNING: :

Hyrute (osite doses ot §200 pm, Link must run fo the costle bafare it dloses, ar he

will gat lacked outsids, Monstars lurk in the fialdd af right, so rum to the cosfla g5 fost s o
passibls, When the sky and ground turn red in calor, if signifies that ifs getfing dork. To

et Link i the castle on fime, try relffing! <
e

T

When Link returns
outside the Deku

Tree, he learns that
his efforts o save

the Deku Tree were in vain. It is
dving and there's nething Link
can do. Before the Deku Tree dies,
however, it tells Link about 2 man
in the desert searching for a key to the Sacred Realm. This is also
the same man wheo placed the curse on the Deku Tree

As Deku murmurs his last few words, he rewards Link wirth the
Kokiri's Emerald. Emerald in hand, Link now returns o the Kokin
Forest.

Listan closely as ha Deku Tres tells you about the Teiforee ond the three goddsssas
in Hyrule, Whengver you se2 the symbal of the three frinngles, it is alignad with the
sacred ragim.

The Market,
Hyrule Castle and
Temple of Time

Lon Lon

To Gerudo
Valley

To Lake Hylia
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As you head toward Hyrule Castle. locate the tree with the owl and
speak with it. Rewrn briefly o the Market, and then go back o the
area where the owl was, Talk to the girl standing near the vine-cov-
ered wall. She informs you thar she is Malon and that her father
has gone o the castle to get some milk and hasn't returned. Malon
also tells you that her farher. Talon. has probably fallen asleep
somewhere near the castle She asks you to find her father and
gives you the Weird Egg in return, The guard at the gate will nor let
Link in, To get past him, drop off
the nearby ledge and approach
the fork in the road. Climb up the
wall 1 the lefr of the guards, bur
stav out of the guards’ view. If
they spot you. vou'll get kicked
out of the castle, forcing veu mo
star: all over again.

HYRULE CASTLE

FEEERENRO
THINGS TO DO:
(1) Ger the Weird Fgg

Courtyard

@ Wake up Talon
@ Get Zelda’s Leter
@ Learn Zelda's Lullaby

To the

Great Fairy's
Fountain

To the
Market

Find the brick wall and climb up
it. Stay near the left wall and drop
down to the ledge. Next, drop into
the moat and ler the current carry
ViU o the far embankment past
the guards.

You can find Malon's sleeping
father on the side of the castle
near the mear and crares,

Speaking to Talon weon't wake him up. so instead yeu must use the
chicken which hatches from the Weird Egg. He'll rush off = find
his daughter. Mow you can push the crates on the walkway along
Lthe graoves where Talon had been sleeping, One after another,
jpush the crates inte the moar.

Clirmb the crates and jump over to
the small warer duct in the wall,
Crawl through the duct o enter
rthe castle, Mote that the guards
will bleck the path ar night—rime,
so wair uneil daysime to gain
admittance into the castle court-
yard.

CASTLE COURTYARD

The castle courtyard is comprised
of five sections that you must
sneak through while avoiding the
guards. If the guards catch Link,
he'll get kicked our prompring
You b9 Start over agam.

MLITE:
To suceassfully gt through on aren full of guards, make sure that Link passes the =
guards when their backs are turned. Also. it best fe stoy a5 for away from them g3
possibl.

Find the arsa with one guard
patrolling a center statue, You
should see some Rupees, bur
resist the tempration. Climb on
wp of the upper. viney walloway
and cross over slowly,

When you reach the inner courtyard. head o the far side and
speak with the young girl standing cutside a window: This is vour
first meeting with Princess Zeldal

After a briel introducticn, she
asks thar you help her protect
Hyrule from a man named
Ganondorf, who she feels is bent
on waorld domination. Frincess
Zelda also asks that you assist her
in retrieving the two remaining
Spirirual Srones. She gives vou a
Leteer when you agree to nelp her. After Zelda offers o have her
nanny, Impa, escort you ourside the castle. head to the exit of the
courtvard,




Impa teaches you to play vour first song on the Ocarina: Zelda's
Lullaby She rells vou thar this song iz only taught ro members of
rhe Roval Family and should help you prove vour connection to
the Roval Family After she leaves. head o Kakarike Village and
Death Mountain.

Wk 0 thoengitt vom s
o [

KAKARIKO VILLAGE

To Death Mountain

THINGS TO DO: Trail and Goron City

@ Show Zelda's Letter

To Well Bottom

After entering Hakariko Village, speak with the Guard at the rear
gare When vou show him the Letter he cpens the gate, enabling
viou passage further up Death Mountain.

DEATH MOUNTAIN

THINGS TO DO:
() Talk to the King

To Death
Mountain
King Crater
Darunia

To Death
Mountain .
To Kakariko
Trail Viﬂage

Scale the hilly mountainside until vou reach the
entrance o Goron City, All of the inhabitants of the
village will tell you thar the entire area is suffering
from a famine. Make your way down to the bottorm of
the ity and locate the soft carper in front of an engraved doorway

Stand on the carper and use the
Ccarina o play Zelda’s Lullaby
When the door cpens, climb the
path o reach King Darunia,
Because of the roubles plaguing
the city, King Darunia refuses o
give you any information abour
the Spiritual Stone of Fire If vou
piay Zelda's Lullaby in the room for the King, he'll ask thar vou
play him a “green” tune so that he can dance.

Exir the room and head down
Death Mountain (o return o
Faokiri Forest,

KOKIRI FOREST

THINGS TO DO:
@ Taik to the Greatr Mido

LOST WOODS

Listen to the background music when you enter the Lost Woaods,

b

NCYTE: il

if you enter o fwnnel and the music bagins fo fode, you'l know you've foken o wrong
furs, Return fo the pravious aren and heod down o diffarant fanne! whils listening for
the music. Just fallow the music to reach the right spet.

The louder the music gets, the
closer you are to the Sacred
Forest Meadow and Saria, Head
through the right tunnel into the
next area, and then walk through
the lefr exir, Continue w the right.
and then proceed through the left
tunnel. In the next area, head
straight through the tunnel and
rurn left, then night to emerde in
the Sacred Forest Meacdow.

PART L QUIEST 2



To Forest
Temple

SACRED FOREST MEADOW

THINGS TO DO;

@ Learn Saria's Song Sacred

Forest
Meadow

In the Meadow, appreach the gare at the far end.
however, watch out for Walfos emerging from the
field. You can easily defeat the Wolfos by guard-
ing with Link’s shield to get in close Then after
the Wolfos attack, strike with Link's sword. The
gate opens after defearing the Walios,

To Lost
Woaods

Follow the map in the lower
right-hand corner of the screen
threugh the next area 1o reach
the northern exit. When you
emerge in the large field, Saria is
waiting for you. Saria will teach
you Saria’s Song, which not only
has mysterious power, bur it will also enable you to communicate
with Saria for clues or advice from any point on the map. Exit the
Sacred Forest Meadow and the Lost Woods to return to Goron City

1@{\_1, s’ St : R T o =

. Toget the Sun's Song, go to the Kakarika Graveyard of the reor of Kakariks Villags.
doprogch the back row of tembsiones, and locots fhe largs haadstone with the Triforce

symibial i frant of if, Examine the hendstons and ploy Zeldi's Lullaby while standing on

tap of the spmibol. Drop down e hole that lsads fa the Royal Family s Tomb,

o~

Kill the four bats in the first
chamber to open a door at the
back of the room. Now climb up
and head through the deorway. In
the next area, avoid the ReDeads
and continue through the far
door. Read the back wall in the
NExt room to learn the Sun's
Song. When Link plays this song, the music causes day to change
mnto night, or night to change into day, Return 1o the graveyard,

@ Get the Goron's

Visit the Kakariks Grovayard ab might i find the tombstone with flowars plonted in
B feant of It Pull the handstone fo reven! an sntronce, and then fallsw the secret pos-
snge fo recaive the Mylion Shisld from o Treasure (hest

-
|
GORON CITY
R Fm To Death
THINGS TO DO: Mountain Crater
@ Talk o the King King

Darunia

Bracelet

Return to Goron City
and speak with the
King. After playing
Saria’s Seng for him, he
infroduces himself as
Darunia and then tells
yiou mare about the
Goron's Ruby, which is
located in the
Dodenge's Cavern, The
Hing then asks that you To Death

destroy the giant Mountain Trail
Dodongo, which apparently has quite an appetite for Gorons, To
aid Link in this guest, the King gives him the Goron's Braceler,
which enables Link to pick up Bombs from Bomb Flowers,

Exit the city and locate the arsa
near the entrance that has a lone
Goren villager and & Bomb
Flawer. Speak with the villager.
and pick up the Bomb from the
Bomb Flower

Toss the Bomb directly off the
cliff from the area near the flower
with the low fence. This causes
the Bomb to explode far below,
revealing the entrance to the
Dodongo’'s Cavern in the process



%ﬁ‘ IF yau brekfin of an angle from the cfiff
the fow-fanced aren fiecr the Bomb Flowsr
vou con lond on o ledge below thot confoins g
Haar! Piscs,

DODONGO’S CAVERN

Make your way down 1o the cavern
entrance and enter it. Now use
Bombs o open the covered
doorway. In the entrance hall,
hep onte the center plat-

form. and jump across

the smaller platform o

reach the west ledge. Lse
a Bomb to destroy the wall
that is currently blocking the
center alcove, Open the
chest inside e pick up the
Dungeon Map

To Death
Mountain Trail

TIP: o .

Wair the trea where you picked ug the Dungeos Map is ar mlrove with a Susinass Serob
In . Foree it fo emerge from ifs hole by hifing if with  Deku Nut that it labs at yau,
Daing s0 prompts it fo sell you o Deku Shield.

e

Hep across the center platform o
reach the ledge on the east side of
the entrance hall. Use a Bomb o
destroy the doorway near the top
o discover a new path,

Locate the nearby area with two
starues and one switch, and then
meve a statue over the switch o
weigh it down. This opens & door-
way above that you can climb to.
Defeat the two bats in the next
ToOm,

. T'['[r,_-' S Moo e
¥ou can fure and kill the Baby Dodongas near fhe dosr. When ihey blow up, the daor
will be axnosad

Enter the room, and defeat the two Lizalfos. Keep
wour shield up when they attack. and use your target-
ing technigques on this due. Eliminaring rhe Lizalfos
unlocks a new doocrway,

Continue into the next room and
use a Bomb Flower to destroy the
rock wall just inside. Mow You can
buy Deku Sticks from the
Business Scrub in this room (if
you need them),

Use a Deku Stick to light the thres
torches scattered around the
room. With the torches lit. maks
your way to the doorway on the
west side. Link will now emerge
in a hallway with a floor switch
Step on it 1o remove e bars on &
deor opposite the main entrance
hall. Hop across and enter this area. You'll notice & large stone col-
umn it the center surrounded by rows of Bomb Flowers, Find the
lone Bomb Flower along the perimeter of the room, and use it to
destroy the rock wall behind the Bomb Flower

Head inside the room. and
destroy the middle statue with a
Bomb. Tou'll receive a Compass
from a Treasure Chest ance you
do.

MNow return o the room with the
stone celurmn. Take a Bomb from
the lone Bomb Flower, and place
it in the empty space along the
row of Bomb Flowers surrounding
the stone column. This triggers all
of the Bombs to detcnate. lower-
ing a stone staircase in the
process.

Clirnb the staircase and follow the
upper walkway around 1o a door-
way. Defeat the Gold Skulliula
opposite the doorway and then
ge through the deer In this new
room, locare the statue in front of
the ladder lzading to the wop of
the center platform. Push the stat-
e out of the way, and then climb
the ladder 1o press the switch on the platform,

PAET LUt 2



Exit the room and cross the bridge leading to the opposite side of
the main entrance room, Head inte the next room {which is filled
with floor spikes). and carefully head te the far side. Now locate a
moveable Block just below a blecked doorway. and pull it against
one of the high pillars directly across from the doorway Climb an
top of one of the pillars, and pick up a Bomkb. Use the Bomb to
destroy the blocked doorway by
tossing it so thar it explodes upon
hitting the doorway. [t may be
gasier for Link te throw the Bomb
s it lands on the ledges behind
the top of the ladder, Jump across
o the ladder, and climb up
through the door,

T T

. WARNING: P NS PER N 0
Bswore of the two Fire Nesse in this are. IF they hit Link, they will Burn his wosden
Detkw Shigll.

In the next room, use Link's
Slingshor o hit the eye above the
large doorway. This enables you
o procesd inte another room
guarded by two Lizalfos. To epen
the next door. you must defeat
them bath. Once you do, contin-
ue to the next room and use the
Slingshor to hit the two eyes and
eliminate the flames so Link can exit

Head to the corner of the next
rooftn o pick up 2 Bomb Bag
from a Treasure Chest. Head
down the small passage and press
the switch to raise a circular plat-
form in the main entrance hall

Cross the high bridge and stop ar
the gap. Drop down 1o the skull
head and drop a Bomb into each
of the eye sockets of the giant
skull When bath eve sockets turn
red. its mouth will open and pro-
vide access to 4 new area. Drop
down and enter the opening in
the jaw. and then head for the
NEXr ared.

TIE: v S i

I the moze arag with blocks and Flying Nease,
smash the pate neer the exit door. If yau have o

empty Bottle, find and capture o Fairy:
by

TP
Climb oxto the ledge of the recessed wall. Use o
Bomb fa destroy the recessad woll ahova the Jedge,
and than snler the side room fo el the Gald
Skullvula insids,

In the next room, push the block
onto the floor and then pull and
push it into the center square m
open the door. Once inside the
new area, pick up the Bombs and
place ong on the center square.
This makes a new hole appear in
the floon Drop inte the squares
hile in the ground, and prepars
to face Hing Dodongo!

-

Toss & Bomb intg King Dodongo's
mourh when it beding powering up
for flame breath. When it explodes,
it stuns the King and enables you
to hit its head with your sword.

Stand close to the wall or on the
sloped seceion of the path near the
lava o avoid the ensuing Dodongo
Rell. [twill stop. and then prepare
EQ start over again by opening is
mouth, Bepeat this Bomblsword
pattern four times to defeat King
Dodongo. and you receive 7
another Heart Piece for
your hard work




After defeating Ring Dodongo. Exit the cave and talk to the owl, whe gives you a
you'll emerge from the Cavern. ride down to Hakarike Village, It's now time to
Darunia will give you the Goron's  begin your nexr gues: to find the third and fiznal
Ruby and tell you to see the Great  Spiritual Stone.

Fairy on top of Death Mountain,

The Goron villagers will steer you  Sepyp. = P
along the path. leading vou fur- Enfer the small cava along the path to find same Rupaes.
ther up the mountain, s

Locate and climb up the laddered wall along the mounzainside, & WARNING:

Danth Mourtain is in facf on active valeann, so whenaver it beging fo arup! foke cover!
¥ dliffieull to owaid geting hit by the boulders during an eruption, so keep an eye on
Link’s Life Energy

™, e

killing any Skullwalitulas with your Slingshot. At the top of the
wall. use a Bomb to destroy the smooth door wall, Enter the cave
and stand an the top of the Triforce symbol Then play Zelda's
Lullaby to summen the first of the Great Fairies.

The Great Fairy of Power teaches Link the swoerd rechnigue, "Spin
Attack.” She also grants Link the use of the Magic Meter Before
she leaves, she alse mentions thal another Grear Fairy lives near
Hyrule Castle, 30 keep this in mind,

QUEST 3: ZORA'S SAPPHIRE
LON LON RANCH

THINGS TO DO:
@ Ger the Bole of Milk

Go o the stable during the day
and talls to the always disgruntled
Ingo. Link soon tires of his
drumpy conversation and leaves
the stable. Now go 1o the corral
and meet Malon, who introduces
Link to her favorite horse. Epona.
e e e However, Malon notices that

Epona dossn’t warm up to you very well, Show her the Ocarina
after she sings her mother's song, and she will teach you Epana’s
Song. Play this song, and Epona will quickly warm up to Link

| To Hyrule
i Field

@ Learn Epona’s Song

Find the small stonekeep with
cows in it You can get Lon Lon
Milk from them if you have an
empty bottle and play Epona’s
Song. Move the crates away from
the corner wall to reveal a tunnel.
Crawl through it and pick up the
Heart Piece Exit the ranch and
head to Zora's Domain

ZORA’S DOMAIN

THINGS TO DO:
Get the Silver Scale

Go e Lon Lon Ranch (note thar
this is optional. but essential for
gerring the horse, Epona’s Song,
and anorher Botrle) Enter
Talon's house and speak with
him. He'll ask you to play a
game: Pou must choose three
super Cucoos from a gaggle of
normal Cucces. When you select
the correct Cuccos in the time allowed, Talon gives yeu a Bottle
filled with Lon Lon Milk, Get the empry Bortle

@ Catch a Fish

(2) Buy Magic Beans (at Zora's River)

@ Find the Letter in a Bottle {(at Lake Hylia)

PR RS



Jump acress and head through
the opening o meet the aguatic
Zora people.

Hyrule
Field

o, T T R e T T

Vow com light torches along ihe walkways by using o Daku Stick an the il toreh of the
top of the path. Light them all and you'll receive « Heart Piece.

All pathways lead to King Zora. Speak with him and he’ll tell vou
about his missing daughter. Princess Ruto. It's up o Link o find
her. Head down the tunnel that
leads to the Diving Practice area.
MNaote that vou must rake part in
this mini-game—it i3 Not cpeon-
al. You need to complets the div-
ing practice to receive the Silver
Scale. Withour it you can't com-

plete your guest for King Zora

Fora’s Domain is 1o the sast of
Hyrule Field betwesen Kakariko
Village and Kokitl Forest. Use
Bombs to clear away any rocks
that are blecking the way.

Pay the 20 Rupees to enter the
Diving Game. Dive down and
arrempr o pick up as many coins

as possible within the tme limit
Pick up all five coing and return
them to Zora 1o receive the Silver

Scals. The Silver Scale enables
This is the only area where you can buy Magic Beans from the Link to dive for longer periods of

vendor along the riverbank. {Magic Beans increase in price by 10 time at greater depths

Rupees each time you buy one.) Buy some now if you can afford it
Lo

as well as each time you return o
THINGS TO DO:
@ Find the Letter in a Bottle

visit. There are special areas
around Hyrule where you can
plant thess beans o obtain secret

items and grow magic plants.
These areas are fairly obvious:
just look for square dirt patches
on the ground with one hole in
the center, To Zora's
Domain

To Hyrule
Field

Make your way across the land bridge o the waterfall.

Fishing
s i T Pomnd
MINT-GAME: o
Find the fallen lag in the rivar IF you pull sut the Oraring, the Frogs will give you
Rupees for sangs that you plny: Continue playing and vou'll win ofher prizes os well
e Fire
Arrows

At the wazerfall, stand on the
plague on the bridgs and use
Link's Ccarina to play Zelda's
Lullaby. A doot behind the warter-
fall will open.




Mear the Fairy's
cave, roll into the
ree o cause a
Golden Skulltula 1o
drop.

Dive back inte the water and swim through the small tunnel 1o
reach Lake Hylia. Then dive deep into the center of the lake to find
a bortle with a letter in it. Beturn
te Zora's Domain with the botde,
and hop back onto dry land. After
reading the lemer, youw'll discover
thas Frincess Rure is rapped
inside the belly of a whale namesd

Jabu-Jabu. Head to Jabu's platform and feed

Jabu the fish from inside the
Battle. As he ears. he'll suck Link
intc his belly right zlong with the
fish.

ZORA’S DOMAIN

THINGS TO DO:

RN R
To Ice Cavern

@ Get the Empty Bottle To i
Jabu-Jabu's §f4
@ Carch a Fish Belly

INSIDE JABU-JABU’S BELLY

THINGS TO DO:
(1) Find Princess Ruto

@ Get the Boomerang
@ Defear Bigocro
(4) Defear Barinade

" gﬁﬂ;ﬁfﬁw 4 Follow the path down [abu's belly.

and then use the Slingshot on the
Feturn 1o Hing Zora and show him the leser, which he keeps: how.  small uvula above the clear barri-
ever, in return he gives you a Bottle Asking for your help. the King  er @ open the doorway. Find the
gives you access [o the door behind him leading to Zora's Fountain,  reom with six holes in the floar
which has become Jabu-Jabu's domain to locate Princess Ruro. After talk-

ing with the Princess, she'll drop
down the nearsst hole and Link
should follow.

It mighr be wise to take a fish inwo
battle. knowing that you have to
confront a whale. Take the Bottle
ro the shallow part of the [ake in
Zora's Domain and carch a fish, If
you'd rather not go this route,

After repeatedly speaking with
the Princess. she will eventually
demand thar vou carry her. When
you can always purchase a fish a you pick her up, you'll notice that
the Zora Shop if you have an you can't fight or swim if you
empty bottle. But be warned that have her on your back. While car
this itern comes ar a hefty price—200 Rupees! rying Princess Ruto, you must
throw het to dry land if you need
to carry out a specific action. If the princess lands in deep watar,
she automatically returns to the last area from where you picked
her up.

ZORA’S FOUNTAIN Enter the door behind where

Rutc was waiting. go through the
tunnel, drop dewn into the

= warer, and ross Ruto ontg the

: opposite ledge Drop down and
hit the square yellow switch o
cause the water level ro rise, and
then swim across and join Ruto
on the other side,

Head through the opening behind King Zora to reach
Zora's Founzain.

Find the smail islond alang the wall of fhehﬁam‘ usa g Ffra umﬂ
biahind two differant colored racks, This opens onather Greo! Fairy's Cove. Go insitde
it to raceive Farore’s Wind, which works like o warp spall in dungeans.

FART 10U S



After using the Slingshot o hit another uvala. head through the
next doorway and down the hall, In the next roem. use your Shield
to deflect the Octorok's rocks. When it is gone. hop with Ruto o
the plarform thar rides up. Jump o the ledge and reenter the room
where you first met Rute, On the other side of the room, exit into
the nexr hallway and rake rhe right-hand passage. With Ruto on
vour shoulders, hop ento the raised switch 1o open the correspon-
ding door. Once you'te nside, set
Buto down and take our the
riwmergus Stingers with vour
Slingshor which will trigder a
Treasure Chest to appear with the
EBoomerang inside.

Jump onto the platforms and it will take you to the upper ledge.
Exit and head down the opposite hall. Place Buto on the switch to
activate it and keep it down. Leave Ruto on the switch and enter
the newly opensd room. Use the Boomerang to lock onto the red
tentacle to destroy it with Four hits. Pick up the

Dungeon Map from the chest, return to the previous room, and
pick up Ruto from the switch. Make an immediate left and enter
the next room. Destroy the bub-
bles in the allomed time o receive
the Compass. (Maote: If Link does
not destroy the bubbles in the
tirme alloted, Ruto will return to
the room with six holes,)

Find and destroy the remaining
tentacles in the next series of
roams to enable Link to return 1o
the rogm with six holes. The
green tentacle that was previousiy
blocking one of the holes along
the side of the room is now gone.

Drop down the hole previously
Blocked by the green tentacle,
then proceed through the nearby
door. Ruto will find Zera's
Sapphire. which soon activates an
attack by Bigocoro,

———

- SUB-BOSS:BIGOCTO
-

Bigocto has one arack: a lungs
that only causes minimal damage
fone-half of a heart). You can only
cause damage to Bigecte by hit-
ting him from behind. When you
connect with a solid hir. 2 big
green sore will open up in his
back Use Z Targeting and hit
Bigocto with the Boomerang The
octopus will change coler whils
it's tempotarily stunned. Lse tm-
ing o throw the Boomerang as i
iz abour to start moving again.
When Bigocro is stunned with its
weak spot facing Link, it's time to
USE YOur sword o cause some real
darmage Repeal this sequence,
and you'll defeat it sasily

= -

After defearing Bigocto. ride the center platform up to the next
ropm. Use the Boomerang to stop the wiggling platforms in the fol-
lowing room and procesd fo a room with a ledge. Ride it up and
place & crate on the switch to open a nearby door, In the next
room is a Gold Skulliula and
another uvuia-type switch Hit the
switeh to open the door 1o
Barinada's lam




BOSS: BARINADE

r

e

Keep vour distance from this spin-
ning Boss. When you lock onto its
center, attack and it releases all of

the jellyfish first, if you don't, he
will pick them

up again. while at the same time
shooting electricity, Wirhour his
jell¥fish babies, hit Barinade with
the Boemerang to stun him. Then,
while he's in the stunned state, hit
the Boss with your swerd. It only
takes four amacks of this tvpe o
destroy Barinade

After defeating Barinade, you will
receive a Heart Piece, and the
princess will be waiting for you.

o Py

the jellvfish surrounding it. Destroy

Frincess Zora rewards vou with the Spiritual Stone of Water—
Zora's Sapphire for rescuing her Mow that Link has all three spiri-
tual szomes, return tg Hyrule Castle to see Princess Zelda,

Cinematic

As you approach Hyrule Castle,
the drawbridge lowers and Zelda
rushes by on horseback with
Impa. She (osses an object into
the castle moar as she disappears
into the darkness of the night.
She is then followed by
Ganondorf; however, he siops and
guestions Link regarding Zelda's

whereabouts. When Link refuses to answer him, he ges punished

by one of Ganondaorfs spells.

HYRULE CASTLE

THINGS TO DO:
@ Get the Ocarina of Time

When you regain conirnl of Tink,
hop inte the moat and pick up
the Dcarina of Time from the
botEo

Cinematic

ZFelda tells Link how to use the Qcarina of Time, and
teaches him a melody called the Song of Time Zelda

then tells Link to use the melody in front of the altar in the Temple
of Time o fulfill his destiny and protect the Triforce fram

Ganondorf.

. MINI-GAME:

if you want, you can go fo the Markst and play the Bombehy Bowdling Game o win the
Bomb Bag, upgrods o Heart Plece or aiher prizes,

HYRULE CASTLE

THINGS TO DO:
@ Receive Din's Fire

@ Ger the Master Sword

Climb the vines near the entrance
o the castle, and hop down from
the bridge ro find a rock agains: a
wall. Use a Bomb on it o reveal a
small crawl space leading 1o
another Great Fairy cave. Play
Zelda's Lullaby while standing on
the Triforce symbel ro make the
Grear Fairy of Magic appear. The
Great Fairy then ghves Link Din's
Fire (surrcunding firewall attack)

Return o the Market, and go past
the Mask Shop to enter the

Temple of Time. After playing the
Song of Time i front of the Alar

Castle

Courtyard

To the

Great Fairy's
Fountain

the three Spiritual Stones will emerge and rest in the altar, opening
the large stone door behind it. When you enter the new area, you'll
see the Master Sword resting majestically on the Pedestal of Time,

afrer picking up the Master Sword, a cinemaric scene will follow.
Unbeknownst to Link, Ganendorf has followed hum into the
Temple. and with a chilling smirk and deatchly stare, he thanks Link
for leading him to the Sacred Realm. Ganondarfs evil laugh echoes

as the scene fades.



WALKTHROUGH, PART 2

QUEST 1: THE FOREST MEDALLION

After a period of mysterious darkness, Link awakens in the
Chamber of Sages in the Temple of Light He is greeted by Rauru,
the last of the Ancient Sades in the Temple of Light

Rauru tells Link that the Master Sword was the last key o the
Sacred Realm. The Master Sword could only be removed by the
Hero of Time, but Link was 100
voung when he performed the
fear o accept the responsibilig
MNow it is seven years later, and
Faury informs Link that he must
seek out each of the Sage's
Medallions to contain the evil that
has been freed by Gancndor?

After receiving the Light
Medallion from Raura, Link
emerges in the Temple of Time.
Once there, Link meers a mysieri-
ous person named Sheik. Sheik
tells Link all abeut the Five
Medallions and how he must visit
different areas to speak with gach
Medallion's specific Sage ("one in a desp forest, high mountain.
vast lake, house of the dead, goddess of sand"). In & flash, Sheik is
gone, leaving Link with many unanswered guestions,

KAKARIKO VILLAGE

After ralking to the villagers, Link discovers that Impa has gone to
the graveyvard. After deing so, Link will learn the Song of the
Storms,

RN

KAKARIKO GRAVEYARD

ARSI

THINGS TO DO:
@ Ger the Hookshot

To Hakarike
Village

To Royal
Family's
Tom

Head 10 Kakariko and speak with the townspeople. You'll learn thar

many things have chanded over the past several vears. The main
problem that seems to have the citizens of Kakariko Village shiver-
ing in the shadows s that the Graveyard is haunted. The ghost in
guestion is that of the old Gravekesper, Dampe

IR
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Since the wwnspeople are anx-
oS o expel Dampe's ghost from
their Graveyard, Link takes up the
challenge. Head to the Graveyard
Find the mombstone along the side
raw with some fowers growing in
front of it Pull the rombstone
from behind to reveal an entrance.

When you drop down the open-
ing. Link will come face to face
with Dampe's Ghost. He'll chal-
lenge vou to a race through the
catacombs. Chase after Dampe's
Ghost, avoiding the flames thar it
drops in your path. If you lose :
sight of it. always opt to take the G e e g
path without any Rupees, since they are set in the caracombs to
distract vou,

When you finally finish the race with Dampe’s Ghost. you're
rewarded with a Treasure Chest containing the Hookshot. Dampe's
Ghost will no lenger pester the people of Kakariko Village. Exit the
catacombs by playing the Song of Time in front of the blue sione
You'll come out in the windmill. Be sure to collect the Heart Piece
and play the Ocarina for the organ grinder. He'll teach Link the
Song of Storms. If you want to ger Epena, you can how proceed (o
Lan Lon Ranch,

Onca you obioin fhe Hookshat, ravisit Damps’s grove in Kokorika fo parficipafe in
the same race. ou must complefa the roce in approximately one minufe ar less. T2
do this, roll os fast o5 you can and ovaid Dompa s fiames. Yool receive g Hagr! Piscs

LON LON RANCH

THINGS TO DO:

@ Ger Epona




[T ir's nighttime when you reach
Lon Lon Ranch, play the Sun’s
Song. This will cause Ingo to
appear by the horse corral’s gate,
When vou speak o Inga, vou dis-
cover that he is now in charge of
Lon Lon Ranch after a deal he
made with Ganendorf

Ingo will let you ride a horse if
you pay him 10 Rupess. Play
Epena’s Song to summon
Epona. Ride Epona around
for a little while, then speak
e Ingo again, Ingo seems
impressed with your riding
skills and asks if vou would
like to race against him,

5
Race Tactics

Sray on the inside track and ry o
keep in fromt of Ingo. He'll
attempt to cut you off a few
rimes, but don't 1et him. If you
stay on the inside and don't let
Ingo pass. you'll win,

-1

When you win, Inge will chal-
lenge you to another race. If you
win, Ingo will reward you by let-
ring vou keep the harse. Naturally,
YOu Want o race again.

bt this race is much tougher—
the srakes ars higher,

Inge is definirely rougher
defeat this time. Use the strategy
yiou used in the previous race and
vou'll be victorious, Ar the end of
the race, Ingo pulls 2 double-cross
and traps you inside the ranch.

Cnce Ingo traps vou, you'll have
£ jump with Epona over the date
or the fence to freedom. Use lots
of carrors 5o Epena has enough
speed for the jump.

Since you were able

to escape, Ingo will

be humbled and give
the ranch back to Malon. Actually,
wou learn he's just afrvaid of
Ganondorf's reprisal for allowing
someone else to have Epona. You
can now return o Lon Lon Ranch at any time to speak with Malen

Re-enrer Lon Lon Ranch and
meet with Malon at the cor-
ral. Malon is impressed
thar Epona is no langer
afraid of vou, Talk o
“lalon a second time and
g she will tall you that vou
Can wy vour siills with
Epona on an cbstacls course

Easically you must bear the 50-second record. This is
tougher than it sounds, so it may take you a faw rimes
to succeed

TP =

Use o carrat to incredse your spsed. It best fo usa tham jusi before affempting fo fump
o high fance in ordsr fo dleor it Dan’t use foo meny carrals too quickly, though, or
you'll run gut, The carrafs will refill. buf if takes langer if you use up the sntive row. If
vou lsava one or fwa, the athers vaill refill faster

T

Cnce you successfully beat the corral record, Malon sends a
reward to your Rouse, When you return home to see the prize you
have earned, you will find a Lon Lon Cow in your house. Now you
can revisit your house and have an unending supply of milk to
refill your Life Energy by five heares.

LOST WOODS

Go o the Lost Woods. and then
return to the Sacred Forest
WMeadow o find Saria. Mido will
block the way to the Sacred
Forest Meadow Convince Mido
thar you're truly Saria’s friend by
plaving Saria’s Song, and he will

let you pass.

PATE 2000UEST



SACRED FOREST MEADOW

THINGS TO DO:

@ Learn the Minuet of Forast

To Forest
Temple

Be carefil in this area and pay heed

o Mavi's advice about looking arcund Sacred
; i 7 Forest
corners for enemies. Here you will Meadow

encounter Meblins thar are especially
vilnerable from the back. An easy
way o take them out 1s o use Your
Hooksher when they have their backs
rirned.

When you reach the alley to the
Meadow, aveid the rock slams
from the Giant Moblin by running
either to the right or left as the
shock waves spread,

When you reach the Meadow,
you'll meet up with Sheik, Sheik
will tell you a little bit about the
concept of time and teach you
the Minuet of Forest, Flaying the
Minuet of Forest en your Ocaring
will enable you to warp to the
Lost Woods from now on from
wherever you may be, (even in a
dungeon). In dramatic fashion. the
Sheik suddenly disappears

Sacred Forest Meadow
Hookshot onto the high tree limb
above the stone ledge on the far
end of the Meadow Ride the
grapple up to the Forest Temple

FOREST TEMPLE

THINGS TO DO:
@ Get thie Fairy Bow

@ Defear the Fhantom Ganon

Before you officially enter the Forest
Temple destroy the rwo amacking Wolfos
with your swerd and climb the vines en
the wall. Hookshot the Gold Skulitula on
the wall after climbing up. and then
climb up further to claim your prize.
Walk on the limb and Hookshet to the
Treasure Chest o pick up the Small Key
Jump back to the bottom ledge and enter
the Forest Tempile

To Sacred
Forest Meadow

Kill the Skulltula in your path and
pass through. In the next room.
yvou'll wake four spirits that clear
the room in different directions.

Go straight ahead to the far stair-
case and climb up. Go through
the door and intg the next room
e confront the Blue Bubble To
defear the Blue Bubble use vour shield to knoek it down, then fin-
ish it off with your sword or Hookshar,

After defearing the Blue Bubble,
gn through the next doorway and
vou will have to fight two Staifos
Knights. These guys are tough.
You can't escape this fight, so dig
ir. Use your Hylian Shield o pro-
tect yourself agains: the Stalfos
Knights' jumgp arcack. Wait for
them to drop their guard. then attack with your sword. Once
they're defeated. the door opens and a chest appears. Pick up the
Small Key and exit back through the first two roems fo the main
entrance hall



Enter the hallway with the blue
block, and use the Song of Time
to destroy it. Enter the courtyard
and destroy the Big Deku Baba, At
the fountain. you'll see a Treasure
Chest you can't reach at the bot-
tom of a well. Remember that
you must return for it later Go w

Onee mside, pull
the red block oward
you as far as you
can. Now return o
the area where the green block
was on the lower level e find a
ladder. Climb it and circle around
to push the red block from the
cuiter ledge, Climir back down, circle around, and use the green
block to climb up to the red block. Push it along the direction
where the arrow is pointing.

the wall with the vines near the
entrance. Before amempting to
climb up the vines, kill the two
Skullwalltulas you can reach with
vour Hookshot, You will have o
sneak past the highest
Shullwalltula when it's facing
away from you. Now Hookshot up
the vines. Enter the doorway ar
the top end defeat the Blue Bubble,

Climb the red block and then the
ladder to the next level and locate
the lecked door with a silver eve
on op of it. There's nothing you
can do with the silver eve just
now, o simply unlock the door
and you'll emergs in a strange.
clrvy corridor,

Fick up the Dungeon Map after
killing the Blus Bubble Walk out
onto the balcony and kill the
Deki Babo, Hookshot to the lefi-
hand kalcony. and step on the
switch. This will lower the water
in a well below.

Follow the hall and listen to
Mavi's advice about the
Walimaster. Avaid or destroy the
Wallmaster guickly ar it will
retiErn You 1o the entrance of the
maze, Find the locked door and
unlock it with a small key.

Go down to the bottom level and
climb down the well. Follow the
passage and pick up the Small
Key from the chest ar the end of
the passage. Climo up the vines
emerge in the first courtyvard and
reenter the main entrance hail

Progeed down the staircase and you'll notice a set of three black-
ened portraits. A ghost will appear in one of the pictures. At the
bottom of the stairs, head through
the door to fight three Stalfos
Hnights, Once they're defeated.
the door will open again and a
chest will appear. Open it to pick
up the Fairy Bow

Lise the Small ey 1o open the only locked door Defeat the
Shulitula and go into next room, Climb the ladders up to the upper
ledge. Head through the cpening and Navi will mention the arrow
markings on the dround. Circle
arcund and pull the green block
inte the room, and then push it in
the direction the arrow's pointing
When it hirs a wall, circle around
and push it from the ather side
into the small gap. Use it to climb
up and enter a new area.

Exir the room through the oppo:
site door and climb up the stair-
case Use your bow to shoot the
portraits with the picture of Beth
(Blue Poe Sister) o destroy it. Try
to stand a good distance away
from each portrait or Beth will
disappear from the portrait as
soon as she materializes. A good
place to stand is on the first land-
ing so vou'll have a clear shor ar
the botrom portrait and the mid-
dlle fevel portrait without getting
oo close, Once two of the por-
fraits are destroyed, Beth will
have only ore more frame to run
to. Shoot all three, and then reen-
ter the lower room o fight Beth

'I“'I'IP:W e R

Ore of the gold aves can be used for replenishing vour guiver stock by shooting it
with arrows.

PARE 2 ST



I T e
Staifas Knights may rennimata if they dan't disgppear when they re defeated. You must
finish off the remmining poriver quickly to unlack the daor bafore the first dowmad
knight rafurns.

o -

Let Beth spin, When she stops, use your shield and sword jump to
defeat her You can glso use the Fairy Bow to keep your distance
and aim with accuracy when she appears. After she's defearad, gert
the Compass from the Treasure Chest. Berh's flame will light the
rorch and vou can coniinue.

Make vour way back to the Fairy
Bow room and reenter the
staircase area with the darkened
portraits. Shoot the poreraits
with arrows, exactly like before,
to make Joelle (the Red Foe
Sister) appear Defeat her to get
a sSmall Rey.

Return 1o the Sifver Eve room
Shoot the eye with an arrow o
straighten out the curvy corridor
Beturn 1o the curvy hall and into
the next room to pick up the Boss
Key from the now upright
Treasure Chest, Drop down the
sguare hole and defeat the two
Blue Bubbles.

Clirnh up the steps and through the now unlocked doorway onto
an outer ledge. After defeating the Big Deku Baba, go through the
closest door. Defear the Floormaster w get another Small Key.
These enemies are a little tougher
than their ceiling-crawling coun-
rerparts, because they splic into
three smaller hands when hit.
Make sure you defzat the
Floormaster before the three
hands join into one hand again.
Use it to proceed through the
nexl door

Head through the other door on
the outer ledge and you'll be
inside the room again with the
two colored blocks. Climb up the
ladders and make your way to the
red block room. Hop up to the toap
level

Follow the hall to the Silver Eye
roam and shoot it again to returmn
the hallway to its former (topsy-
turvy) state, tThen return o the
Fairy Bow room

Go b the Blue torch room and up the staircase. Use the Small Key
on the locked door and you'll find yourself in another room with
tepsy-turvy walls and ladders, Climb down the first ladder and
defear a Wallmaster. Onge it's defeared. climb up the opposite lad-
der and head through the deor. You may find it easier to just avoid
the Wallmaster altogether by immediately hopping across to the
door.

Go down the hall past twa Green
Bubbles to an area with rotating
platforms and a Silver Eve cov-
ered with ice, Create a flaming
eye by shooting an arrow through
the middle flame. or use Din's
Fire. This will make the previous
ladder room flip over

Return to the ladder room past
the Green Bubbie hall and drop
through the hele, Watch for the
dropping ceiling and Shulloulas in
the next room. Find safe spots to
wait on as you make your way o
the opposite door.

Shoot the portrait of Amy Pog in the next room and blocks will
begin to drop from the ceiling. Avoid the falling blocks and create
the portrait of Amy by pushing
the blocks together (o make Amy
appear. You'll have a set amount
of tme 1o complete the portrait.
50 make sure that you only
attempt to use four of the five
blocks,

Cnce the block portrait is complete, Aoy will materialize and
begin her artack, Exit through the opposite door after defeating
het, and head out onte the high
ledge in the main entrance hali,
Hop down to the main entrance
hall with four torches and you'll
notice that three of the four are
now lit, It’s time to face Meg. the
last Poe Sister.

Multiple images of Meg will
appear and surround you, Use
your bow and arrow o hit the
correct Meg, You'll have to do this
several times until Mag is finally
defeated. Once the fight is over
an elevator will rise from the
ground in the center of the four
torches,




In the five-doorway room, push either of the rwo jutting stone fix- Ao
tures to make the openings rotate, One of the rooms that opens T\}‘he irick is o shoot your arrow at
nets you a Gold Skulltula. | the emerging phantom just as it's
* about 1o break the surface of the
& paincing (he will flash white and a
B purpis warp will form). If you hit
L it Phantom Ganon will turn around and retreat. Repeat this
three rimes e get Phantom Ganonderf to emerge from the
paincing in physical form.

I his new form. you must repel his
magic beam back at
him with your
sword. Onoe you
hit him. he'll fall
to the ground and
you can then slash at him repearediy with
your sword. using your maost powerful

Retate the room several
times and siep on all the
dold switches yvou find.
Then push the fixture a
few maore times to open the
gate to the Boss room

i attacks. You rust do this several times
% before you can defeat him

Pick up the Hsart

Container and step

into the center
biue light to get trans-
T ported back to the Chamber of
H‘ir:'l."héfﬂ Vo walk up 1o the circular Sagcs Saria is there and gi'V'EE Link
platform you'll be lacked in, so the Forest Medallion. Link will be
Qs et returned to the surface to meet the Dekuy Tree Sprout, who
= has sprouted near where the old Deku Tree once stood

W Wait for the phantom to disappear
& into one of the six paintinds. Wamch
the paintings carefully and images
:::uf Phantom Ganon on horseback will appear in two of them,

Link discovers that once he defeated Phantem Ganen and
cleared the Porest Temple, he freed the Kokiri Forest from
the encroaching evil that Ganonderf had unlsashed. This
liberation from the dark has enabled the Baby Deku Sprowt
ko begin its life in the shade of the new dermant Great Deku

é_;-l"[}l;‘rrrallz. 5 ,\,j ?Tree. A i A/

QUEST 2: THE FIRE MEDALLION

Dne of the two images will turn around befors it reaches the
sgrface of the portrait while the other will emerge from the

™

R
TEMPLE OF TIME This conversation with Sheik will give you an idea about how to
alternate between Young Link and Adulr Link, Each time you need
R R po oo

0 return to the past. revisit the Temple of Time and approach the
stpne called the Pedestal of Time, When the action icon turns to
“Drop.” you can then place the Master Sword inte the stone, By
domeg this. Link will auramarically ke transported o the past and
he will assume his child form.

Wisit the Tempie of Time and
speak o Sheik. Sheik will give you
information on how 1o use the
Master Sword to travel back and
forth in time. You will also learn
the Prelude of Light song, which
will warp vou back o the Temple
of Time whenever you want.

Doing this will enable him to access different areas that Link can-
not reach as an aduls, such as crawlspaces and the Hyrule Market,
As a child. though. Link can’t use cerfain weapons and items such
as the Hookshot or Fairy Bow. As an adult, Link loses the ability to
use items such as Magic Beans or the Boomerang. Makes sure you
learn the nuances and differences in traveling through time so that
you can fully understand whar is available to Lisntk as a child and as
an adul
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To Death
Mountain Crater

GORON CITY e

THINGS TO DO:
@ Buy the Goron Tunic

@ Enter the Fire Temple

@ Learn the Eolero af Fire

o o Kakarike Village, then head
up Death Mounain to Goron City,
When you arrive, you'll find that
averyone's gonel

To Death
Mountain Trail

% Thars s o Gold Skulitulp in o secret

i

Find the rolling Goren on the sec-
ond level To stop his relling, vou
have 1o direct it into a bomb or
use a bombehu on it

When the Goron is stopped, you'll
learn his name is Link, Darunia's
son, and that his entire village has
i been abducted and taken to the
Fire Temple. Asking for your help. Goron Link will give you the
Goron Tunic, which will help protect vou from the heat in the Fire
Temple and around Death Mountzin Crater Talk to Goron Link
again and he'll direct you o the Fire Temple.

]

Co to Darunia’s Room and pull

the large statue away from the
wall. Enter the Dearh Mountain
Crater and Hookshot across o the
wooden pole on the broken

bridge. Once you clear the gap,
Sheik appears and teaches vou

the Bolero of Fire. which will

warp you o Death Mountain Crater
whenever ¥ou want

After learning the song, find an
entrance to a deep well near a
Triforce Warp. Climb the ladder
down the wetl to the Fire Temple
EN{TaNCE.

@ Defeat the Flare Dancer
@ Ger the Medaton Hammer

(4) Defeat Volvagia

FIRE TEMPLE

THINGS TO DO:

@ Free the Gorons

Climb up the main smaircase in
the entrance hall and go through
the left door Youw'll spot Darunia
on a far ledge, and he’ll fill you in
an whart's happening with the city
and the dragen, Volvagia. He ells
vou he will go ahead and ry o
seal up Volvagia, and he asks you
to free the Gorons.

Jump across the square platforms to the lefl to reach a ledge with a
switch on it. Use the switch ro release the imprisoned Goron. Now
freed. the Goron will give vou a
hint abour the Fire Temple. Pick
up the Small Key from the
Treasure Chest, Exit to the main
entrance hall and enter the
locksd door opposite the room
you just left.

Go into the lava roomm and walk o
the left along the skinny ledge
entering the doorway at the end.
Inside, flip the switch o release
the imprisoned Goron and pick up
another Small Key from the chest,

Enter the door beneath the blue
klogk and free the Goron inside o
det another Small Key.




Backetrack to the lava room and use the Seng of Time on the blue
block overhead to get it to move where you need it. Use the blus
block as a ledge to reach the door above. A Like Like and flying
floor pleces are inside, Use your shield 1o ourtast the fleor pieces
and destroy the Like Like with
Bombs or arrows. Don't let the
Like Like grab you—It likes to ear
shiglds and runics. As long as you
don’t leave the room, you will get
waur itetmns {if stolen) back afiet
defearing the Like Like, Use your
Hookshot or other weapons on
the Gold Skufltala

TIP. - A
Tiou can use your sward to chack walls in the Firs Temple. When you kit the walls ond
they mae o diffarent fype of sound, if may indicote that thasa wills con be blawn apen
with o Bomb fo revenl seceal roams or passages.

Rerrace your steps o the lava
room and lecate the room to the
right of the enrrance, Use a Bomb
on the slightty off-color wall o
reveal a switch and an impris-
aned Goron. After freeing the
Goran, open the chest inside to
get & Small Key BReturn to the
lava room and cross the bridge
from the entrance o the opposite side,

Use the Small Key o unlock the
door and slide carefully down the
plank to solid ground. Climb the
chain cage to the top (or
Hockshot up) and find the big
Block slightly below. Jump down
next to the bleck and push it onte
the flame geyser below to create
an elevator. Ride it to a high room and use the Small Bey to enter
the nexr area,

Destroy the two Torch Slugs on
the platferms. and then jump
across to the platform with a
crystal switch and brown bleck.
Fush the block off the platform
and pull it aleng the flocr groove,
Then use it to reach the higher
caged walls.

a Bomb) on the silver crystal on
the ledge below. which will extin-
guish the flame hlocking your
path. The flame will only be extin-
guished for a short amount of
time, se hurry and climb the chain
link ladder to enter the next area.

Use an arrgw or Hookshot (or drop

Upon entering,
avoid the boulders.
turn left and follow
the outer wall
around uneil vou reach a

doar. Go inside and speak with
the Goron after freeing it from s
cell, Get the Small Rey from the
chest and exit the room.

Locate the next door on the oppo-
site side of the room (across from
the main entrance). Hit the swich
to free another Goron. Grab the
Small Key and head left until you
find an exit door to a room with a
silver eye switch.

Inside this room. use an arrow on
the silver eye and exit the roem
through the now unbarred daoar.
Grab the Dungeon Map [rom the
Treasure Chest and exir.

Use a Smafl Key on the locked
door. Once inside; follow the
walkway to the chain link floor
Jump and grapple your way
across toward the right, avoiding
the wall of flame following you.

Upon exiting, you'll emerge in the
rolling rock room on the upper
level Hop across and dispose of
the Torch Slug, then use a Bomb
on the gap in the floor Climb
down te another switch,

Step on the switch to free another
Goron. Also, don't forget to pick
up the Small Key.

PR EST 2



Head back to the rolling rock
ronm and hop across to the ledge
with the switch on it. Activate the
switch and it will open a door on
the far end of the room. Hop
across the upper platforms and
pick up the small Bev from the
open cell

Return to the flame wall room
and use the Small Key on the
lecked door aleng the wall, You'll
have to make a leap of faith 1o the
ledge where this door is located.
Travel down the small hallway
and head through the door

You'll enter a large room with a
fake door and fire walls. If you
touch the fake door, vou will find
that it is an enemy that will try 1o
crush poor Link. lnstead, exit
through the door just to the right
of where vou entered

Down the hallway, pick up the
Compass from the Treasure Chest
and backtrack to the large room.
From the main entrance, make
your way across the left-hand
gside of the reem through the fire
wall maze. Find the locked door
and use a Small Key.

Inside there is a cell thar cannot be unlocked, Exit through the
opposite door and head through the trnstile flame shooters and
fire walls, Activare the switch and it will lower the larde wall of
flame, Hurry past the area where
the flame was, and use a Bomb
on the fake door Enter the door
behind it and vou'll face off
with a Sub-Boss called
Flare Dancer.

SUB-BOSS: FLARE DANCER
Te extinguish the Flare Dancer's flaming clothes. use a Bomb
ot lock on with Link's Hookshat and puli eut the small bomb
i its center, Chase the bomb around and hit it as many
times as possible. It will evenzually jump back into the center
flame after it has sustained enough damage. [t will then
emerge as a blue Flare Dancer Repear this pamern of
Hookshot and chasing the homb around until it jumps back
i the flare o emerge as a Green Flame. Repeat the pattern
hiowever, this time it will explode when iU's defeated, 50 <
make sure you get some distance berween you and the bomb
after you've delivered the finishing blow.

Climb on top of the center platform and ir will rise, enabling you to
exit to an upper roam. Climb up the chain link fence and drop a
Bomb on the crystal below to briefly extinguish the flame neatrby.
Quickly scale the chain link fence 1o the next level. Exit the room
and vou'll find voursell in 3 room
with a shinny staircase. Step on
the switch at the foot of the stairs
and it will temporarily extinguish
the flames surrounding a chest at
the top. Bun up the stairs and
pick up the Megaton Hammer!

Use the hammer on the
square block at the
foar of the stairs. Drop
ine a mew room and
use the Hammer on
the blocks on the
wall. Enter the door



Inside the next room, ke out the
Fire Keeses and hit the small
squars block o lower a staircass.
Locate the blue switch and return
1o the top of the stairs o pick up

4 box, which vou need to use to
weigh down the blue switch,
which cpens anether doar, EXit
and, onge in the next room, use the
Hammer on the floor panel to drop
ino a NEw rocm

Use the Hammer on the rusted
switch 0 frigger another door,
and then exit. Use the Dcarina to
play the Song of Time to move
the blug block onte the lower
fipor of the new room. Jump
across the black to the opposite
sicle and hamimer the rusted
switch. This will open a cell in the room. Free the Goron fram
inside and pick up the Small Key frem the chest,

Go back through the upper door
you came through and smash the
raised block, Exit the main
entrance and use the hammer on
the blocks in front of the lower
right door

Enter and defear all the enemies
inside (Torch Stugs and Fire
FKeeses) This will unlock the
opposite door The next room has
flyving floor panels, a Like Like,
and a Gold Skulltula.

Exit through the other dogr in the
toom and you'll face off with
another Flare Dancer. Defeat it
the same way you did the last one
{use your Hammer 1o make the
bartle easier]. A Treasure Chest
will appear and a side door will
urlock. Pick up the Bombs from
the chest and head through the new doorn

Fallow the short passage until you
discover ver another rusty switch
Use the Hammer an the switch to
free a Goren, and pick up the
Boss Key from the arnare
Treasure Chest inside the newly-
opened cell,

Return to the room where Darunia was, and use the
Boss Key on the big locked dogr at the far end to face
off with Volvagia. the guardian of the Fire Temple.

- BOSS: VOLVAGIA
-

Equip Link with the Megaton Hammer and when Volvagia
first pops up. hit it in the nose, With a successful hic. the
dragon will now iay stunned, giving you an opportamty to
hit it as many times as possible with the Hammer before it
drops back dewn. Berween these moments of opporiunicy,
Wolvagia will execure a few different attacks: a high flyving
rack drop iavoid the shadows on the ground). a fire breath-
ing fiy-by itry to shoot it with arrews and aveid its shors),
and a low-flying strike. Keep at it when it pops out of the <
ground and you'll eventually defear it.

VOLVAGIA

o e

iioa e
You can Hookshot from the sntrance plotform i you hoppen fo foll infe fava during
tha fight

After receiving a Heart Container,
Link will be returned to the
Chamber of the Sages. Darunia
will thank yvou and introduce
himself as the Sage of Fire. He'll
give you the Fire Medallion and
lend you his newly acquired
power as Sage of Fire

From the Chamber. you will be
returned o Death Mountain
Crater. Find the cave blocked by
the two big boulders along the
wall, and use the Hammer
break the boulders. Mow you can
enter the Great Fairy of Wisdom's
cavern, After being summened
with Zelda’s Lullaby, the Great Fairy
will graciously double your current
Magic Meter
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ZORA’S DOMAIN

Head 1o Zora’s River and play
Zelda’s Lullaby o enter Zora’s
Demain behind the waterfall.

When you enter Zora’s Domain,
vou'll see that it has completely
frozen over, Head up the staircase
and you will find King Zora
frozen. as well. Take the path
behind him o reach Zora’s
Fountain.

Head o the area where Jabu-Jabu
was, and you'll discover that he's
gone Hop across the ice floes to
reach a walkway leading 1o the
fce Cavern.

you don’t have

Exit the cavern and use the Hamumer (o destroy the big boulder an the ledge
,‘ nearby. Hop across the gap from the ledge and climb the ladder o Death
L ountain Trail. At the top of the trail yvou'll meet a huge Goronl Although,
f any business with him now. remember his locarion for later

- QUEST 3: GET THE IRON
? BOOTS AND ZORA TUNIC

Collect the five crystals in the
next room e unlock the upper
door. Avoid the big spinning blade
by ducking {pressing the R burton
o shigld yourself wiil also make
Link duck) or slowly jogging in
the same direcrion as the blade
Once you can cross to the door-
way. exit the room.

In the next room, work Your way
up the ledges and use an Empry
Bottle to capiure some of the Blue
Fire. The Blue Fire can be tised o
mmelt any of the red ice. Ger the
Dungeon Map from the Treasure

Chest and backtrack to the room
with the big blade Be sure to col-

ICE CAVERN lgct more Blue Fire before leaving

Use the Blue Fire that yvou collected in the botle on the red ice
wall to the left of the enfrance. This will reveal a new passage.
which was previously blecked by the red ice. Head through the hall
@ Get the Iron Boots i the next roem.

DD
THINGS TO DO:
@ Ger the Blue Firs

@ Learn the Serenade of Watsr Fou must collect all five Crystals
to open the locked door en the
lefi-hand side of the roem. To do
this. push the ice block around
the l,er.-meter of the room to col-

lect the st four cryseals,

“(®) Ger the Zora Tunic

Inside, use Link's sword o destroy
the blue icicles. then make your
way through the halls 1o a large
rootn, Destroy the four Freezzards
to open the opposite door




Push the block against the wall with a recess in it and use the Blue
Fire to-melt the red ice. Inside the ice is the fifth and final cryseal.
Picking it up unlocks the barred
door, Make your way to the recess
with the Blue Fire. Collect some
of it in an Empty Bottle and make
your way w the now open door (0
exit the rogm.

BT o i
dvaie the cormers of the room while you're pushing the black, or it will fail fhraugh the
SN oM,

In the next hall, destroy the Freezzards and melt the red ice to
progress. Bevond the ice is a doorway Through the doorway you'll
face off with White Wolfo. This canine is no different than his
brown-colored brethren, so employ the same strategy for defeating
ir. After the Wolfo is toast, you'll receive the ron Boots from a
Treasure Chest! With the Iron
Boots. you'll have better footing
on ice, and because of their
weight vou can sink deeper
underwater. The only problem is
that you can only stay underwa-
ter for a cerfain amount of time
depending on your fife meter

To Hyrule
Field

Fishing
Pond

To Water
Temple

Sink to the bottom of Lake Hylia
and find the entrance ro the
Water Temiple: The gate is locked.
g0 use the Hookshaot on the Green
Crystal above the entrange o
apen it

Sheik will appear to inform you that Prinicess Ruto
has run off ro the Water Temple. Sheik will ask for
your help in rescu-
ing Ruto and
destroying the curse
placed on Fora's Domain. Al this
time Sheik will proceed o teach
you the Serenade of Warer, which
will enabie vou to warp to Lake
Hylia whenever you wish,

With vk eovesipiice
o At ke 1

Resist the urge to warp to the lake with your newly acquited song.
Instead. it's best to return to Zora's Domain, Make sure vou pack
some Blue Fire in an Empty Bottle and drop through the water
hole behind the Iren Boot chest.

Equip the ron Boots and head through the door at the end of the
watery passage underground. You'll emerge in one of the first
chambers of the lce Cavern Make yvour way back (o Zora’s Domain
and thaw King Zora from his icy prison with a bottle of Elue Fire,

Once King Zora has been freed. he will reward you with the Zora
Tunic, which enables you o breathe underwazer for an indefinire
amount of time. Warp to Lake Hylia with the Serenade of Water,

WATER TEMPLE

R
THINGS TO DO:
@ Cet the Longshaot

@ Defeat Dark Link

@ Defeat Morpha

When you enter the main
entrance chamber of the Water
Temple. the first thing you'll notice is the
temple’s construcrion. There are three lev-
els. gach with a series of doors on
the outer perimeter wall, There
are additional doors on the cen-
tral structure, which looks a bit
like a tower. During this guest,
you must access each of these
levels at different times. This area
can be confusmg, so follow the
directions carefully to aveid
getting lost.



Equip the Iren Boors and drop 1o
the far bomom. Toe the right, go
inte the passage flanked by unlic
torches. Inside you will find
Princess Buto, a3 stubborn as
ever

She'll surprise you with her
fiancée speech, then tell you that
Sheik saved her and she wants to save her people and Zora's
Domain. Asking for your help, she will tell vou of the three places
that can change the level of the water.

Equip your Kokiri Boots and vou
will float up through a hole far
above thar leads 1o a passage on
the top level of the temple. Note
that the areas where you see the
Triforce symbol on the wall are
the locations where you will
change the water levels by play-
ing Zelda's Lullaby,

Hezad through the gold door o the
left and kill all the Spikes. Pick up
the Dungeon Map from the
Treasure Chest and exir o the
Triforce symbol room.

Flay Zelda's Lullaby in front of the
Triforce symbael to lower the
water to its lowest level. Drop
through the dry hole o land in a room with two unlit torches. Use
an arrow to light the two torches and the door will open. Through
the door, destroy all of the Shell Blades and get the Small Key from
the Treasure Chest

Return o the dry bottom floor of
the entrance hall, Find the deor
with a red and gray block in front.
Push the gray block all the way
in, then equip Link's Iron Boots o
sink to the bottom of the water
hole, landing on top of the block.

Move down the underwater hall
and float up by re-equipping the
Hokirl Boors, Hit the crystal in the
large gap in the next room and
the water geyser will rise so you
can use it o hop the gap. Froceed
thratgh the doorway to enter a
room with g [arde poal.

First. you'll notice that there's a strong current running through the
deep pocl. Eguip the Iron Boots and take the plunge. Let the cur-
rent of the water carry vou 1o the
gray ledge on the side of the pool
underwater. Shoot the cryseal in
the Stone Dragen's mouth, then
Hookshet to the plate within the
doorway. The crystal switch is
titned, so you'll have to move
quickly o get through the gane
before it closes.

By haoking into this area, you can
avoid the enemies on the ground
and if you're lucky you can eguip
the Kokiri Boots and float up o
R the top. Grab the Small Eey from

: % the Treasurs Chest, then hit the

e ctystal to open the gate below

Rush past the enemiss you left behind sarlier. and make your way
back to the room with the big gap and water geyser,

Hookshot to the Silver Plate on
the opposite side of the room,
and backirack to the main
entrance chamber,

Find the locked door above a red
biock on the central iower and
enter. You are now inside the cen-
tral tower. Hookshot up to the
high left silver plate to land on a
ledge with a Triforce symbal. Play
Zelda's Lullaby to raise che watern

Equip your Iron Boots and jump
in the water (o sink inte the hole
beneath the floating red block,

Sink and fellow the hall o a toom
with a crystai in the corner, Hit

the crystal from a distance o

drop a set of Shell Blades and
spikes through the lefi-hand ceiling
grate. Destroy them all o open the
right-hand grate,




Float up through the right grate
and pick up the Small Key from
the Treasure Chest inside. Head
back to the central tower ropm

Hop onto the blue ledge and exit
through the doorway You'll now
e on the second level of the cen-
tral tower. Mote that the warer
level is now higher. Equip Link's
Iron Boots and sink down to the
hallway at the bottom with the
two torches on either sids,

Inside the room, eguip Link's
Kokiri Boors and floar up to the
middle floor to the cracked wall,
Bomb it and inside vou’ll pick up
anather Small Key,

Jump across to the Two-pot doot-
way and follow the hallway.
Hookshot once over the spikes o
reach a reemm Wwith a crysl and
thres Hogkshot plates on the ceil-
ing. You must make it o the chest
on the opposite side of the room
in a limited time: Once you reach
the chest, pick up the Compass. Drop through the hole in the mid-
die of the floor (be careful of the spikes directly below). Follow the
hallway back to the main chamber. Hookshot across to the center
of the room. and locate the locked door on the oppostte side of the
chamber. Hookshot over to the door and enter

[mside the next area is a water
geyser and a crystal. Defeat the
enemy above the geyser first, and
then trigger the crysmal while
standing on the gevser to get a lift
o the upper room. The best way
o do this is to place a Bomb near
the crystal, and then wair for it o
explode while standing on the geyser. When you reach the upper
roem. go through the door and youw'll find a Triforce symbol, Play
Zelda's Lullaby to raise the warer level,

Mow drop inte the
water and swim left
to the floating plat-
form in front of a
locked door. Climb onto the plat-
form and open the door You'll
find a room full of Hookshat
plates and alternasing moving
platforms. jump ante the red block below the entrance. Drop again
to the moving red block and wait for it to lower. then hop over @
the stationary block, Hookshor up the ascending ledges to make
your way up the waterfall.

TIP: ' . o
Thara is anly one Gold Skulliula, and the Longshat is raquired fo refriavs fhe Gold
Shulliula token after defaating .

You should be in a room with three dog-
headed starues. Use the Hookshot o trigger
the pink cryseal, which will raise the water in
the room. Hooksher to the platform across
from the entrance: Lower the water and
Hookshot to the grapple plate nextto a ,/
dog head. Climb cwver the statue’s
head, then raise the water again and
Hookshot to the doghead just below
another apening in the wall. Lower
the warer once again and jump on
top of the dog head o wigger the
crystal to raise the warer, allowing
you o hop through the opening

In this part of the room, there's a
row of spikes, a Like Like, and a
Hookshot plate on the ceiling,
Bestroy the Like Like on the ather
sicle of the spikes. and then
Hookshot using the plate on the
ceiling to det past the spikes.
Head through the door to emerge
in a room of illusion.
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: SUB-BOSS: DARK LINK
-

Go o the opposite door an the far
side of what looks like & misty
moot, crossing a tiny island with a
lone tree along the way When veu
reach the doorway, Mavi tells you
abour the iron bars blocking your
progress. Since there's no way o
prrocesd, return o the entrance
door and you'll run into Dark Link,
a shadowy tmage of Link! To defear
hirn. you rmust use the Hammer of
[in‘s Fire (he'll mimic vour moves
and has as many hearts in his
meter as you da). The Hammer is your best bet. Avoid using
veur sword, because Dark Link will mimic your attacks with
it (if you attack with your sword. so will he). This will result
in either a parry or painful blow from Dark Link, Once you
defear him, the iflusion will fade away

e A

Head to the opposite doaor, which
is now unlocked. Inside the next
ream, you can pick up the
Longshot fromn the Treasure
Chest. Play the Song of Time
while standing next to the blue
block behind the chest and drop
down through a long hole that
OPENS up.

Dive in and swim around the vortexes. Don't
borher using Link's Iron Boots—just swim. You
carn 1y swiiching between the two pairs of
boots in mid-swim to aveid getting pulled into

the vortexes, but the easiest way is to simply
keep the Kokirl Boots equipped and swim
like mad. Fick up the Fairy hidden inside
& jar on a ledge along the way
Locare the small ledge with a Gald
Eye across from it. Shot the eye
nd it will open the wooden gate
neatrby for just 4 short while.

Quickly jump rhrough the open-

ing to pick up the Small Key

from the chest. Head down the
small hall and Longshat to the
plate next to the far door This
new room is occupied by a large
stene dragon head with a crystal
in its mouth. Remember this
statue from earlier?

Return o the main entrance
chamber and enter the room
where yvou originally found Ruto
(the room with two torches on
either zide of itz entrance). Floart
up the hole in the ceiling and
lower the water once again.

Rerurn to the main entrance
chamber and enter the tower in
the middle, Use the Longshaot to
reach the ledge with the Triforce
symbol. Use Zelda’s Lullaby 1o
raise the water to mid-level. Exit
through the gold door across
from the Triforce symbel and
yvou'll be an the upper level of the
central tower again

Find the doorway with the Gold Eve
heneath it along the perimeter of
the room and shoot it with an
arrow. Use the Longshot on the
plate ¢ ger through the opened
wooden gate. Find the red block
inside and pull it out of the wall. When it
steps. Hookshet o the high ceiling, Exil
and you'll have o reenter the same gate via
the eye switch. Inside. find the red block and
push it against the wall. Follow the new hall
te pick up the Small Key Exit and drop to the
middle central tower.

Hoohkshot to the door on the
opposite side of the main cham-
ber. and enter the rogim with the
crystal switeh and the water
geyser. Trigger the switch with a
Bomb or an arrow and ride the
gevser o exil through the gold
door in the next roocm. Play
Zelda's Lullaby in front of the
Triforce symbol to raise the water
level.




Equip Link’s lron Boots and drop 1o the bottom of the main
enirance chamber Head through the door next to an indented
flonr (remember that this door used o have a shallow lake in frent

T of it when the water was low-
= ered). At the end of this shart
hallway, reequip Link's Eokiri
Boors and float to the surface.
Climb on top of the ladgs oppe-
site the spikes, now Hookshot
across those spikes. Unlock the
door and enter.

Make your way across the pool of water, Exit through the door on
the other side

In this area, there's a huge drop 1o a small body of warter below,
Drop down to the lower ledge along the water's edge. defeating the
Stingers with your arrows or
sword, Below you will see a
swirch thar needs o be weighted,
Find the cracked wall to the left
of the swirtch and destroy it with a
Bomb to reach the block inside

You can't pull the block all the
way out yet. so find the different
colored wall on the opposite side
of the room. Destroy it with a
Bomb and head inside

Follow the small passage arcund
to find the bleck veu found inside
the ether wall: Push the block to
the end of the passage. then
return to the other side and pull i
sorme more, Push and pull until
you can drop it onto the under-
water switch.,

Swim to the oppaosite opening and head through the newly opened
door to enter a room with three geysers. Hit the timer switch and
hop across the raised deysers to reach the opposite side and go
through the door.

Make your way around the corner
and sink down near the waterfall
iwhere the boulders are dropping
down 1o a hall, Pallow the hall
and flear up when you can.

Use a Small ey o open the
lecked docr and pick up the Boss
Key inside the Treasute Chest,

Backtrack to rhe

pool roem contain-
ing the boulders

via the walery pas-
sageway and exir through the
original entrance door. Hockshot
across the spikes and drop into
the water. Follow rhe underwater
nallway and emerge in the main chamber room. Float to the sur-
face. Find the far ledge along the perimeter and Hookshot on the
dog starue o pull yoursell over, Enter the door behind i

BOSS: MORPHA |
- .

1n this room. climb up the grade to
the next doerway, which you can
unlock with the Boss Key. Prepare
te face Morphal

First, jump onto one of the four
venter platfornis. Morpha will
appear when you do. Now get off
the center platform. I[i's much =sasi-
er to get knocked off out here, and
your areas of escape are limired,

Maorpha's only weak spot is its
fucleus. Use Link's Longshot 1o
grapple its nucleus. Once you con-
nect. you'll auormarically draw the
ricleus towards yourself Now's
the tirme to pull out your sword
and swart swinging. After a few
swipes o the nucleus, it will rejoin
its amosba-like body in the center
area. Always wair until the nucleus comes up to the op
before grappling it. Using the Longshot enables you to fight
fiercely frorm a safe distance

Mergha's main attack is ro send
out either one ot two long
tentacles. Avoid them by stay-
ing far away. which is fairly
easy with the Longshot in
your arsenal. If it does
grab you, il can
guickly deplere Link's
health. Keep up vour aitack
by grappling the nucleus
and scriking it once it's
separated from the body
Afrer long and ardugus
battle. Morpha will be
defeared.

b
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Having defeated Morpha. you
receive a Heart Conainer and get
warped to the Chamber of Sages
Frincess Ruro meets you there
and gives vou with the Water
Medallion. She says thar she has
assumed the duties as the Sage of
Water and asks for vour patience (she still has it in her head that
you two will be married), Link then returns o the surface of
Lake Hylia to meet Sheik.

LAKE HYLIA

THINGS TO DO:
@ Giet the Fire Artows

During the day, read the plagus
tiext to the tiee on the bank of
Lake Hylia: Use the Sun's Song to
make it nightrime, As the sun
rises. shoot an arrow ar the sun
ray that shines onto the island.
This will give vou the Fire
Arrows! If you don't have the Sun’s Song, you can wait for the
early dawn’s light to sirike the area

While at Lake Hylia. you may wanr @ play the fishing game now
that Link is older. There are different prizes to win and vou can
successiully fish for larger prey Refer to the mini-games section of
this book for details on game play,

8;) ESE: TE SHADOW MEDALLION

KAKARIKO VILLAGE

To Death Mountain
Trail and Goron City

THINGS TO DO:;
@ Learn the Song of Storms

Ta
Hyrule | Ta
Field L Graveyard

Return o Kakariko Village and you'll discover thar it's been ser on
fire. Sheik will be standing next 1o the town well 2nd a cinema
scene will begin. Sheik will get knocked off his feer as an evil shad-
ow escapes from the well, Impa has gone into the Temple o seal it
again, but she needs your help. Sheik will plead with you to help
Impa and you (being the Hero of Time) will comply with thess
wishes,

guest, Sheik will teach vou the
Mocturne of Shadow. which,
when played, will warp yvou to the
previcusly inaccessible upper
ledde of the Kakariko Graveyard.

E' . How do you get fo the man on the Biue Roof? Hooksha! from raoflap fo roofiar fo
T help you with the coming

If you enter the Shadow Temple
at this point, you can use Din's
Fire 1o light ail the torches in the
entrance reem. This will open a
door on the opposite wall, Inside,
a crypeic plague will warn that
vou need o possess the syes of
truth in order o proceed furcher

ou can ger the Lens of Truth only from the Bottom of the Well, so
exit the temple for now If you remember correctly, you could entsr
the well as young Link. so it's dme to do a lirde fime traveling.

Make sure you stop by the Windmill before you leave the village
and speak with the man inside. He will teach you the Song of
Storms if you show him your Cearina (f you haven't learned it
from him already).

faik fo him. You'l receive o Hewrt Piece whan you do.

TEMPLE OF TIME

Beturn te the Temple of Time and
use the Master Sword o return to
childhood. Once you returs to
childhood, play the Nocturne of
Shadow te warp @ the Graveyard

.}




KAKARIKO VILLAGE

Enter Kakariko Village and head
to the Windmill. Play the Song of
Storms o the man inside, This
will make the windmill tarn faster
and drain the well. Drop down
rhe weil 1o reach the bottom,

BOTTOM OF THE WELL

THINGS TO DO:
@ Drain the Water

@ Defeat the Dead Hand

@ Get the Lens of Truth

There are several different ways to get
through the Bottom of the Well, but it's very
easy to get lost during the exploration. The
Faliowing walkthrough of the well bollom is
one way to get through and It's also the most
clear-cut way o survive

Walk forward from the entrance
through twa illusionary walls and
wnder the large wooden X. You'll
fall to the bomem chamber. Exit
into the main room of the bottom
chamber with two torches. Walk
inta the haliway between them 1o
pick up the Dungeon Map.

Collect che five crystals while
climbing the two ladders fo exit
the room. Return o the entrance
in the main charmber and head
left. Push against the right wall
after rounding the corner and
walk through an illusionary wall
te pick up the Compass from the
Treasure Chest,

Return 1o the main chamber to
lower the water. You can do this
by playing Zelda's Lullaby in front
of the Triforce symbol on the wall
down the right-hand passage
from the entrance. Relurn 1o the
entrance room and drop down
the hele i front of the entrance,
Crawl through the tunnel ar the bomom. Kill the Big Skulluila, then
climb up the vines, Head through the doorway and you'll face the
Boss, Dead Hand.

BOSS: DEAD HAND
-
Dead Hand is actually made up of
several parts, When you first face
this Boss, two rows of hands wilt
gprout along the sides of the room
You can iry o aveid them, but the
guickest way to draw oul the main
body of the Boss is 10 let one grab
you for a brief moment. At this
point, Dead Hand's bedy should
appear Once this happens, tap but-
tons like crazy ro get away from his
hand before Dead Hand's body
reaches yeu. When you're free; air
for Dead Hanel's head when i low-
ers. It will eventually run away. Let
the hands grab you again, then ap
buttons when the Boss reappears.
Fepear the strategy until you
defear Dead Hand. Once you've
won, & Treasure Chest will appear
ta reveal the Lens of Truth.

P

The Lens of Truth enables vou to see holes in the ground thart you
could ner atherwise see. You can also ses through false walls o
Find hidden passageways, Exit the Bottom of the Well and warp
back to the Temple of Time with the Prelude of Light. ow'll need
to reenter the Shadow Temple as an adult.

SHADOW TEMPLE

THINGS TO DO:
@ Ger the Hover Boots

@ Defear Bongo Bongo

Warp to the Shadow Temple and
reenter In the first room, use the
Lens of Truth on the plague to
reveal an opening to pass
through.

Fead the sign and push the bird
bleck until its beak faces the real
skull on a post near the entrance

to the room. Use the Lens of

Truth to tell which one is real

o still can't make the jump
across the big pit on the side of

the room. so head through the
false wall to the left of the entrance.
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Go through the door at the end of
the hall. Walk through the next
plague to a hallway. In the first
apening you see off to the right,
kill all of the enemies inside the
room to get a Dungeon Map,

Exit the Map room. turn right,
angd head through another falss
wall to fight Dead Hand once
more. Repear your strategy for
defeating him to receive the
Hover Boots.

Feturn o the main entrance
room with the big gap. Equip the
Howver Boots and yvou can now
walk across the gap to the ledge
on the other side. Be carsful,
though—the Hover Boots den't let
vou sty airborne indefinitely.
Alwavs pick the quickest route
ACTOSS gaps to avoid falling,

Follow the hall e the next room
and head through the false wall o
the right. Destroy the Gibdos in
this room and pick up the
Compass,

Feturn to the room with the
Beamos, and bomb the rock well
to find a locked door behind it.
Continue around the room and
into the next false wall,

In & recm with white crystals and
rwin big rotating blades. head
through the small passage facing
a color plague. Have Mavi check
the plagque. There's informarion
abour a ferry, but there's nothing
vou can reglly do in the |ower
ared vet. so return to the biads
[Rele) s

Collect the five white crysials
around the room to unlock the
gare with the skull above it Head
through the gate and pick up the
Small Key fromm the Treasure
Chest.

Backirack wo the Beamas room
and use the Small Key on the
locked door. Destray the Big
Skulltulas down the hall and find
the passage with guillotine blades
falling from the ceiling Make
vour way dewn the hall and
vou'll emerge on & ser of high
walkways,

Run and jump straight ahead
from platform o platform. mak-
ing sifre you have the Lens of
Truth ar the ready. When vou
reach the platform against the
wall, destroy the Stalfos.

Equip the Hover Boots and run
onto the moving platform. After
landing, wait until the platform is
really high. then run and jump
with the Hover Boots down o the
next ledge,

Defear the Bearmaos nearby and
pick up the White Rupees o
unlock the gate behind it Inside,
follow the bBlue hall to the green
room with falling spikes, Use the
Lens of Truth to spot the move-
able Dlock in the wall. Pull it our
and push it in front of vou to stop
bath of the falling spikes.

You can new explore the jail cells
o receive a Gold Shulltula and
some arrows. Now thar you're on
the opposite side of the block,
pull it to the end of the passage.
Uise it as a ledge 0 reach the
upper platforms




Jump across the tops of the spikes

i reach the opposite side. Step
an the switch, then hop across
the Falling spikes 1o reach the

nesw Treasure Chest on the other

side. Pick up the Small Key
inside.

Return (o the large room beyond

rhe blue hallway. Move o where
the guillotines are and use the
Lens aof Trurth o find the plat-
forms. Cross the cwo platforms

past the guiliotine, and make your
way 1o the locked door and enter,

Destroy the Relead guys, and

then use the Lens of Truth to see

where there are spikes on the

floer. Open the chest inside to get

4 Blue Bupes. You must collect
the White Rupess around the

toom. 5o use the Lens of Truch to

reveal Hookshet plates on the
walls. Use them to travel around
and pick up the Rupees

Grabbing the White Rupess will
open the door on the lower level
Inside, kil the Fire Keese, and
then climb up the large steps and
use Bombs to throw into the cen-
ter of the blue flaming skull, The
bombs will destroy the skull. and
then a Key will drop.

Kill all the enemiss in the room
to open the gate. Exit the room

and use the Hookshor on the ceil-

ing to reach the locked door on
the ledge in the center of the
roGm

Once inside, follow the hall and
equip Link's Iron Boots sa the
fans won't blow vou back. When
you reach a gap. use the wooden
beam on the ceiling o Hookshor
o the opposite side

While still wearing
the Iron Boots, drop
down to fallow the
walkway mto the
toom -at the end. Kill the
ReDead inside, and pick up the
clue from the portrait,

Equip your Hover Boors and exit
the room. Let the first fan blow
Link into the passage in the wall
Lise the Lens of Truth to see the
passageway

Kill the Gibdes and a Treasure
Chest with Rupees will appear.
Use a Bomb on the small dirg
heap near the entrance and equip
the l.ens of Truth. You'll be able
ro see a chest with a Small Key

Go through the deer and you'll be
remurned o the ferry room. Pull
the block across from the
entrance, then push it all the way
down the path unl it rests
against the high ladder. Use the
block as a ledge to reach the
ladder and jurmp onto the ferry

Cn the ferry is a Triforce symbaol
Flay Zelda’s Luilaby to get the
ferry moving. Destroy the Stalfos
Knights that quickly hop

onbeard, When MNavi tells you that
the boat is sinking, jump off the
ship and head for the unlocked
door

Continue through the open door
and you'll find yourself fighting
against the Wallmasters. Using the
Lens of Truth, you can see invisi-
ble walls and openings rhat aren’t
visihle to the naked eyve Follow
the invisible walls around to the
first door to the lefr

Go through the door and it will leck behind you. Use the Lens of
Truth and you will spot an invisible Wallmaster you need 1o defeat.
once defeated. it will leave behind a Treasure Chest with a Small

Key inzide.

L RS S



After exiting. continue along the
wall fo the next deor on the lefr,
and enter it, Climb the sieps o

give you a vantage point for lob-
bing Bombs into the skull heads.
If you bomb the revelving skull

heads in the center of the room

each exploded skull will leave vou
magic potiens. The Bombs you throw must go int the skull head
or they won't explede. It only takes one Bomb o explode a skull,
The hard part is getting the bomb to land in the skull. Bombing all
three will net you plenty of Rupees, After you've blasrted the skulls.
you'll see a Skulltula on the wall behind them.

Leave this roomm and follow the
wall around o the third door an
vour left. Enter and use Din's Fire
o toast the spiked walls coming
toward you, In one chest you'll
get Rupees. while in the ever-rec-
agnizable gold and Blue chest is
the Boss Key.

Go o the last door on the left
[where the boat sank). Look
across the ledge and shoot the
Bomb Flowers with yvour bow and
arrow to cause the bird statue o
fall. Walk across your newly-
made bridge to the hall on the
other side

Enter the hall and unlock the
chained door. Equip the Lens of
Truch and Hover Boots to “hover”
vour way  the Boss door,

~ BOSS: BONGO BONGO
-

Ornce in, fall through the hole in
the floor Be sure you have your
bovw and artow. the sword. the
Lens of Truth, and vour Kokin
Boots equipped.

Yo'l find yourself facing off with
one of the more bizarre Bosses in
the game Made up of a single eve
and rwo ghostly hands, Bongo

Bongo will Have you dancing to its
own beal on a massive drum,

Avoid gemring roo close to the cen-
ter of the drim because its hands
censtantly pound there. If you're tog close, the drum beats
will cause you to bounce up, down, and possibly right off
rthe drim altegerher,

Make sure you're using the Lens of
TFructh and hit each hand once with
an arrow. After each hand is hit.

the eye will come down, Lock onta
the eve and shoot it with an arrow.

When Bengo Bongo falls, run ever and hit it with vour
sword. It's best to stay on the outer edges of the drum. It
makes it easier to use your bow and arrow and you won't
bounce as high when the hands hit the drum

H you can hit that center eye three or four times with each
attack, veull only need o repeat this process fouwr total times

before defeacing Bongo Bongo
< A Bt

Onee you've laid the ghostly
drummer o rest, you will remate-
rialize in the Chamber of the
Sages. Impa is there as the newly
named Sage of Shadow Lin
learns from Impa that Princess
Zelda is safe and thar Impa has

£ M succeeded thus far in protecting
her from Ganondorf's grasp. Impa will alsc tell Link that he must
go to Zzlda with his newly acquired power from the Shadow
Temple. Link then receives the Shadow Medallien as well as a plea
from Impa o look out for the Princess in her place.

QUEST 6: THE SPIRIT MEDALLION

After the short conversation with Impa, Link will be transported cutside of the Chamber of Sages and returned to

Hyrule Field. You will ngw be entering the Gerudo Valley.

the entrance of the Shadow Temple Exit Kakariko Village and call for Epona to carry yvou to the far west of



The easiest way o ger by the guards is to knock
them uncenscious with Link's bow and arrow from a
safe distance. Make sure you take out as many of
them as possible. because they're very quick o spot
Link and jail him

GERUDO VALLEY

To
Gerudo's -
Fortress

Gersde’s bortress

When you reach the bridge, yvou
can either ride Epona and execure

As you enter Gerudo’s Fortress
area. go past the staircase and fol-
Lo the path as it turns o the
right. Stay away from the gare
and head straight o the open

a dramaric and beavtiful jump
aver the gap in the path. .. or you
can do a phain ol Longshot on the
wooedsn overhang.

doorway,

On the other side of the bridge,
Link meers the carpenter boss, a
rnaster craftsman wheo tells you
about the Gerudo Thisves. He
complains that he would like 1o
fix the broken bridge, bur all his
workers have gone to Gerado's
Fortress to become thieves. The
carpenter boss asks that you fingd his workers and see what they're
up te. Armed with a new quest. Link heads off for Gerudo's
Fortress,

GERUDO’S FORTRESS

THINGS TO DO:

e & T e Gerudo’s
@ Free the Workers Tead

THIEVE’S HIDEOUT

Thieve's
To Haunted Hideout

Wasteland

@ Get the Gerude's Membership Card
Once inside the Thieve's Hideout, someone calls to Link. Go over
to one of the carpenters in a cell, and he will tefl you about his sit-
vation and thar of his comrades
They've been taken captive by the
all-female band of Gerudo
Thieves and are being forced o
rof in celis throughout the

@ Open the Passage to Desert Colossus

Thieve’'s

To
Haunted Fortress, The carpenter asks for
Wasteland your help and promises a reward
if you're successful,
Gerudo's i e
Trainin Once the conversation ends, Link is immediately attacked by one
Grow

of the Gerude Thieves. When she drops het guard, arcack, If you
don't defeat her, vou'll get caprured
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If you ge! eaught during these encounters, Link will find Fimself thrown info o cell of his gwn.
If ifiis happens, look around the cell unfil vou ses the window above you with wood ovar
if, Use Link's Longshat an the wosd and escape the call fo cdvermiure arce more.

T

If the Geruda Thief manages to
hit you with her special spinning
blade attack, you'll automatically
lose the fight, When the guard
executes her spinning blade
artack, use your charged blade. If
vou have any Deku Muts, throw
them at the guard o blind her,
allowing vou some extra time to attack. But the best weapon to use
on the Gerude Thisves is the Megaton Hammer You can simply
keep whacking away during a fight for a guicker victory,

Once defeared. the guard leaves a
Small Key for vou to unlock the
cell and release the carpenter.
Talk to Ichiro, the carpenter, and
he will leave the cell. Before leav-
ing, he tells you that three of his
friends have also been caprured
and he would like your hel