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section you'll find a mar- Skulltulas and Heart Pieces located in that
=% quee with a map showing area. These numbers represent the num-

' where you are (and also ber of these items you can

'~ showing adjacent loca- . X "> actually get in the cur-
. tions). Below that is a brief — rent area of this
B paragraph of introductory _ walkthrough. A
text, which also explains & Current Total

what other quests you can 2 ¥ X (including the top num-
THE‘ HiDDEN HRE - attempt in the case of areas i !:[ ber) is also listed.
AN{O\’V S f & 7 you can do in any order. bt —
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: The Deku Tree has summoned you, but
k== you’re not going to get there without first
doing a bit of legwork. If you head straight
towards the Deku Tree (the giant one in the far
@& cast), as your friend Saria suggests, you'll be
stopped by your pesky rival, Mido, and told that
you can’t proceed without first acquiring a ’
sword and shield. The sword is hidden in the
obstacle course in the southwestern part of
town (see map on facing page), but you’ll _‘,.
have to buy the Shield.

.:‘—:_,_:_ =27 . . .""

You can learn a lot of very valuable tips from
the posted signs and the long-haired Kokiri boy ?
in the obstacle course near Link’s house. But
the real excitement is hidden deep inside the
cliff wall. You’ll have to crawl through the lit-
tle hole at the end of the path of fences to find %
the real meat of the obstacle course.

Before you enter the circular part to the left.
wait for the giant rock to roll past you, then run

=3 -~ = | after it, stopping at the first

alcove to pick up a blue rupee, -
then continue on to the treasure
| chest. Hit it with the A button

' to open it, and then grab your
4 Kokiri Sword. Once you've
equipped it. take a couple of
shots at the signs and plants
= outside of the course, and take
the opportunity to practice your

_JLink’s quest begins in his birth
| ] place. the- quiet town of Kokiri
=1 Forest.  You're free to visit the Ffs
I “JLost Woods to - the North S5

a good idea), but the other exit
route will be blocked until you
equip yourself with  sword and
shield to do the bidding of the
giant Deku Tree that wails in
the east side of the village.

xQO

-

-

PP C A various swings (there are major
Py -gﬁ&{) strategic differences between
% - . s woge

‘gaas e ‘ : them) on the rock by the Kokiri.
X

gt

LT .'nda(n '

Todo a ol stisch while 8
Targeting. EE R
forward you roll, you ca
avoid demage.

Ity a good idea 1o listen to
this Kokiri, and practice the
techniques he teaches.




- four chests in his house and steal his 11
- rupees. The twins haven’t wronged you = =
like Mido has, but don’t feel bad about
stealing their six rupees again and
.. again, since they'll regenerate the o
- second you leave. g
 While you're calling on your _
~ neighbors, don’t neglect Saria’s house. 55
She’s not home, but you can get six
infinitely-returning hearts here, when-
* ever you need them. And don’t miss
the tally of Link’s accomplish-
ments on his own wall.

The Deku Shield is easy to E5
1§ get; Just collect 40 rupees and
" buy it from the shop. There are
‘a variety of ways to get the
£ money, but the easiest is to
simply ransack the homes of
your neighbors. Got a
problem with Mido’s _
attitude? Open  all ) =
-~ These pots return every time
Vet enler, lk’"lﬂg Vot ﬂ qﬂ'l'(.‘.'

rupees over and over, and allowing
you to score 40 in no time.

Midos =
1o115¢

There’s a
Skulltula lurk-
ing behind the
Know-It-All
Bros® house,
but you won'’t
be able to find
it until night

‘falls. And
since time is frozen in Kokiri
Forest, you'll have to wait until
you can leave town to get it.

Except for the Deku
¥ SHOP DATA “&:t::};'u;rl:;.h '“”:
| Aows (0 2 De S 00 0r i S i

you anvthing vou

Arrows (w) &r Deku Stick 40r need or want. All
of 'r{n' items are

Deku Nus () 15r Deku Shield 10 fn’:[fj"{;f‘”"ﬁ”f"
of¢ 1] .

Deku N (0) 30r Heart i e o

There are two exits from Kokiri Forest, one to the
" North and one to the West. Someone is blocking the

West exit, which leads to Hyrule Field, but you're
free to head North to the Lost Woods whenever you
wish. Of course, you have little reason to go there

~ | until a bit after you've conquered the Deku Tree, so

_ we’ll cover that later. For now we recommend you
just equip your sword and shield and head straight for
the Giant Deku Tree.
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: ‘ The entrance lo the games [lrst
“4 dungeon lies in the far east of k

i i

L
ii)c“\)’::

Kokiri Forest, in the very mouth i
of the Deku Tree.  Eliminate
the parasites that are destroying P28
the tree from within, and youll =&
walk away with Link’s Slingshot, '@E
the Kokiri Emerald, and a des— &2
tiny to pursue. Fail, and you'll =54
end your quest as little more

than Gohma f{ood.

- quite dangerous for inexperi-
enced swordsmen. The ones
waiting outside of the dungeon
are easy: just run in close
and chop their stalks in two
with a standard slash.
The ones inside
require twice
as much dam-

age to vanquish,
but fortunately
your jumping attack does the

sure Link has already drawn his
sword (otherwise he’ll just roll)
and hit the action button when

ed. Deal with them quickly, and

| have a chance to attack.

Virtually all vanguished Deku Babas
leave behind Deku Sticks, a useful
item that can be used as a weapon or
torch when assigned to a C button.

- e -_M* g

THE DUNGEON BEGINS

A few things change when you enter a dungeon. For one, if you
die or save the game, you will continue from the beginning of the
dungeon, not from Link’s House, as normal. Also, your world
map has been replaced by a dungeon map that records the shapes
only of the rooms you’ve visited... Until you pick up a completed
Dungeon Map somewhere in the dungeon.

You’ll face constant combat here, so it’s important to keep a
steady supply of recovery hearts coming. Fortunately, the grass

" around the sides of the main room and elsewhere in the dungeon
= grows back afier it’s been cut, granting unlimited hearts to anyone
- with the patience to wait for them. These same weeds will also

provide a steady supply of enemy-stunmng Deku Nuts.

exact amount necessary to kill
them. To execute this, make

Navi has your opponent target-
you can kill them before they

=

|
3
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ladder) and pul! yourseif up to the next level. You'll have to run
- around the second floor catwalk, trusting the game’s auto-jump
feature to make it over the

gaps. Before you even
make it to the first door,
you'll come across the
chest containing the
Dungeon Map.  Hit
your Quest Subscreen
to check out where you
are in relation to
the rest of the .
dungeon. 7
So far, so

In the hall-
way that leads
to the next
area, you’ll encount-

r a projectile-firing
Deku Scrub. Use your
= shield to block the shot and
reflect it back at the scrub (it may
take practice aiming your shield, so

be persistent).

When he gets hit, he’ll run, and you can

chasehimdown. . =
But before you I S
» can deliver the : P -
 killing blow, the L.
 Scrub will break £ &

~ down and talk,

2 giving you a hot
tip before he
~Tuns away.

Owarw-ow' forghe me. master!
W1 give you a clue. will you let
me go?

You can enter the room at the end of
the hallway, but you won’t be able to
get out... Until you open the chest.

and use your prize, the Slingshot, to shoot the
 ladder over the entranceway (you can Z-target it
when Navi
turns green). It

LA a

ey

il

3 ground, giving
you an opportu-
' ..;__ " nity to return to

3 ‘3‘ the trunk of the
o tree

this room. You'll reveal Deku Seeds (the ammo Link uses in
his Slingshot) to re-place the ones you spent shooting down
the ladder. And they grow back!

tM..ﬂ‘.- MY S ai

R R 3

TS Ty

A AR A | RO AR SN ¢
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Before vou go, cut down some of the grass in the lower pit of

RPN, T e Ocurew or o Porctc
T N NS e

= Among the
- items you’ll find

=" and defeated ene-

~ mies are Deku Nuts.
These handy items can be
equipped to your C button and
used in battle to temporarily stun
~ foes (they’ll turn a bluish hue if
it worked). That’s your opportu-

nity to loop around ‘em or attack

WP 0T .

& jump attack without fear of your
. Opponent lmockmg you out of it.

L
] T

£

* beneath cut grass

with a double damage-dealing

¥

4  Another
item you’ll
,"@ find in abun-
dance in the

Deku Tree is Deku
" Sticks. These can be
used for combat, but when-
ever you hit an enemy, one
will break. They have long
range but don’t do any more
damage than your sword, so we
recommend them only for their

secondary use, as torches to

move fire from place to place.

n
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,& Onward and upward to lhe top of the tree... |
'&:ﬁ- Except that a pack of Skullwalltulas are blocking

PR & the ivy leading up. You could try to dodge

| S them, but if yoy cross the line of vision of any

of these little buggers, y(:l ‘Il take some damage and be
° knocked back to the beginning. Best to use your
Slmgshot to clear a path: §ou can Z-target the first cou-

- ple, but after that you may!need to switch to manual tar-

- geting to pick off the last one.

" If you take the
.. door to the west,
you'll find a room
with a switch, three pillars, and a compass at the
end. Hit the switch to make the three pillars rise,
Jjump across, and grab the Compass. But don’t be
so0 hasty you miss the alcove in the southern wall!
In addition to a recovery heart, your first Gold =%
Skulllula is standlng, nbhl here Kill it, grab the =
1 token it leaves

behind, and
~ ¥ revel in the fact
- that you're only

TR Y

' When you
& drop from the
TR ivy at level

99 Gold Skulltulas away from having killed them all. ;
To get out again, you'll have to use a Deku Stick (if

5 S EE ..

S % 3F, you’ll be ambushed
gy a glapt Skulltula that
oesn t seem Lo care
ch or the way you
ughl d its children.
Don’t3¢lo anything or

L

"

; u’ll p voke its dead-

. Iy? spin attack... Just
s% d mgdium LIOSC Z- =
“t u.t ity wait for it to |
l back on you,

n go for the kill.
nc jumplng slash will

e trick. or you can
. & two regular slashes
r  Slingshot  shots

(you'll need to wait for
it to turn its back twice,

o '_
‘o e S e

A Big ﬂm"hufu awails al
E cach of this room s four plat-
Jorms. If they have you wor-
ried, just kill “‘em now. from
hehind, with a few manually
aimed slingshot secds.

for one). Hit the C button that it’s equipped to, and | -
| then let the tip catch on fire from the lit torch.

Transfer that flame
to the unlit brazier
on the other side,
then hit A to put it

away before it burns
all the way through
and you lose a stick.

- -IZAMLEGENDOFZEDM@QC@;OFWPERFECTGUIDE
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You'll have to make
your own path to level
BI1, the Deku Tree's

largest area. Just slowly, care-

. A e T I TR

% # K 4  The large, half water- B3
TN TN gL 7 filled room where you land %
Y. Y (. contains twomore Gold
Skulltulas. The first is locat-
.. ed on the water gate on the north wall. It’s easy
. to see and easy to kill, but you’ll have to do a
carefully timed jump off the ledge to the right if 3
you want to pick up the token it leaves behind-
“ It’s too high off the ground to simply be taken.

whe ARG 4R®

The second
Skulltula is on
~ the giant wall
of ivy to the
cast, and you

fully step (don’t jump) off any l
of the four platforms on the
Deku Tree’s top level, aiming
for the spider web lining on the '
hole below. If you nail it right it

. in the middle, it will stretch and “™ can  get the

" break, and Link will fall to the token easily by | =
. relatively expansive basement ijusl climbing |
! area below. 4 up after it.

This part’s a bit tricky.
You have to use a Deku

Stick, lit by the nearby
torch, to burn away the web
~ blocking the door. If your flame
- hits the water it will be put out,
so make sure you carefully plan
your course so you're running
over the shallow water (you’ll
automatically jump over the last
part). *

s Another Deku Scrub awaits you in this """\‘\:-
small room. Use the same Deku Shield 5.
trick to bounce his bullets back at him,
and then listen
carefully as he
betrays his friends
elsewhere in the
dungeon. '
When he goes,
you’ll have to use
your Slingshot to
hit the eye above
the sealed door,

A
[ b
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There’s a switch
located underwater,

just past the spiked
* log. Swim down and

| cast ledge and jump on the plat-
g form when it gets close. If =
you're quick enough, the water
level should be low enough that
you can cruise right under the <
log and jump onto the ledge on -
the other side. h
Once there, you’ll have to kill Another
simple
torch-
lighting puzzle

here that should- |
n’t give you too |
much  trouble. |
Also note the _
grass in this area: |
Cut it down for |
hearts if you need : .
‘em, and they’ll §
grow back with
more.

~ shadow) and then push a block
(stand near it and press A) to
= create a step up to the door.

Loz

i

1 ~ & Uil PN~

If you look up as soon as you enter, you’ll
see the three Gohma larvae hanging from the

ceiling. They’ll only drop down to attack
if you cross through the center of the room, making
it possible to avoid confrontation altogether if you
carefully circle around the outside of the room, or
snipe them with your slingshot. If you do provoke a
confrontation, try to keep a safe distance away from
them, stepping back whenever their eyes turn red L= -
1 (indicating they’re about to pounce). Use jump- This suspicious wall can be blown-up...
attacks to kill them quickly and without risking get- m};‘:':,‘;;,:‘;::,ﬁ‘ﬂ:'ﬁ:: i‘;::::,‘ ";:,?};,’j
ting too close. Yet again, you’ll need to use your it is a small room with a single Gold
Deku Stick to bring an open flame to the webbing at Skulltula, but you won' be able 10 get
= the east end of the room, opening a path back to the ::;:'}’f ";:u':;:":";::zﬁ:(:h . Boougrens;
half-submerged room that you originally landed in. ) '

First, push the block over the edge to create a stairway so you can get back
up here without having to go all the way around. Then run down to the lit bra-
zier to grab some fire one last time, and use it to burn up the web at your feet

(you'll need to
swing it with the C
button to hit that .
low, or roll with
torch in hand), and
you’ll plummet to
the final room
before the boss.

3
4.
?

'Y ™"
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This is where that =23 is [,
1™ thing comes into

play, as you have to hit
- the Scrubs in middle (2), right
. (3), left (1) order to open the

ﬁii = o . ; SN A

~ couple of cheap shots off on _
“you, so save some of the under- ==

L :“j % water hearts for after combat.
= s s RS IR W . ke DI N, 1 N
Ara If you get really lucky, you’ll be able to kill 3 -
“ Gohma before she can fill the battlefield with E;i@"' £y
5 H her annoying Gohma spawn. If you don’t, © =~ %
i you could have a real fight on your hands. N
Look up towards the ceiling, into the burn- s % 2
ing red eye, to start the battle. Gohma will saunter
towards you, and you should keep her targeted with ©

your Slingshot, but hold your fire until you can see
the red of her open eye. Blast her, then run in and -***
swing your sword as fast as you can. -

Next she’ll scurry up to the ceiling, but you can

- - still keep her targeted if you stay close. Try to keep
. Keep Gohma Z-targeted constantly, but 4 g that you're still facing her eye, and seize the |
fire only when her big, freaky eve is <
|‘ completely open and red. opportunity to go for the kill if she opens it again.
A | : Since she’ll fall from the ceiling, she’ll be stunned
; for longer and you can get the kill this time.

If she doesnt open her eye, or you can’t get the
shot, then she’ll start pumping out kids for Link to | «w
deal with. It’s a big room, so you should circle |
around and avoid them while you wait for your |
chance to hit

.~ mom again. K

She'll fall to the
ground, where you
- can wail on her = |
with your sword '
= until he recovers.



ML T o

Don’t waste time hunting for Saria, since
you’ll find her patiently waiting for you on the
western bridge that links Kokiri Forest and
. Hyrule Field. Grab your F'airy Ocarina
and head into the
gigantic field ahead;
your true adventure
is just beginning.

If you hit any of those strange,
rounded obelisks in  Kokiri
Forest with your sword, you've
noticed that the time in Hyrule
: has, up until now, been perpetu-
€ "ﬁ ally frozen at 12:00 p.m. Time

=~ advances in some arcas of
Hyrule, but is frozen in others:
It’s frozen in all towns (Kokiri
included) and dungeons, but £
advances freely in overworld
- locations like Hyrule Field.

: hwl Thlb glganlu_ area lmks all i

1 Hyrules main regions. If's not
=4 possible - to follow Zora's River
~ “fany further north, and the
8 Gerudo won't welcome a small
child like Link, but youre free
to explore Kakariko Village, Lon tions like | d.
1 Rancl and ~the = ¢+ Time 1s an important factor in
-0n dﬂ.L l '_m ¢ m.db.\l\?t = Zelda, affecting such things as
Lake H\)ha b€[01‘€ you arrive at ?ﬁé which enemies you'll have to

i A £ s face, what events you can partic-
your ultimate destination, l‘l\’rule

~ ipate in, and what secret items
you can obtain. For example, all
f <+ Gold Skulltulas are noctumnal, SO Ger accustomed to telling time ﬂ'n old-
Al if you stay in Hyrult. Field until fashioned wav: By watching the posi-
night, and then re-enter Kokiri fion of the sun and the moon.

Forest (the time there will then be frozen to whatever time it was =
when you left the field), you'll be able to grab that Skulltula :’j

% behind the Know-it-All Brothers house (during the day you won't
even see a trace of it). Hyrule Field also provides a great example
of changing enemies: during the day you’'ll have to deal only with
rare but dangerous flying Peahats; at night you’ll face a constant ‘
< onslaught of easy but relentless Stalchild enemies. Many other l
things change. too. For example, you won’t be able to get into
Hyrule Castle until they lower the drawbridge at daybreak. 1
23(&5,  Night begins at around 6:30 p.m. game time (a bit before it 3
<o actually gets dark), and is signified by a howling sound. Day offi-
" cially begins (and Skulltulas dis-
2 appear) 12 hours later, when you
| hear a rooster crow.
1 Ifyou don’t know what time it
= |is and no obelisk clocks are
| handy, just look to the sky: The
sun rises in the east and sets in
the west, as does the moon. By
checking their positions, you can
tell basically what time it is.

= d ﬁt" %&\\ =,

e .
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There’s no larger area in the ;:s

. entire game than Hyrule Field. %55
| It connects to six different areas, = &
{ B and surrounds a seventh (Lon 5

Lon Ranch) in the center. Your

)= P -
= 2 goal is to simply follow the path 1
N linking Kokiri and Hyrule == %

Castle, but you can explore any
of the connected areas, although
you won't get far in Zora’s
; i . - AR 3 _ River or Gerudo Valley.
f}j‘;'rudg WP P 1| ) : 2 TR : ' ~ Ifyou try to go anywhere but
‘/=lu"‘[ = 3 g ' Il_yrulc (asl!c. that pesky owl
hee Col] will try to discourage you (and
= :. Navi. typically, will start to
whine). but there's nothing
cither of them can do to stop you
from striking off on your own
and exploring a bit.

e,
3

'C M

Bul

M
it 5

$ :

Kﬂkariko-‘%llage

You can'’t jump the gates
leading to Lake Hylia, but
wo ladders allow vou to
cross over via the parapets.
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MONSTERS AND SECRETS

|
% Hyrule Field’s expansive hills and grasslands hide a number of secrets, but you lack the &
. items necessary (o explore most of them. You can try head-butting the many trees in this area
by rolling into them (usually revealing Deku Seeds, Nuts, Hearts, and Rupees), but you won’t
© reveal anything too exciting. There’s also an inconspicuous pit located just northeast of the
entrance to Lake Hylia, but it’s hardly worth risking a confrontation with the many Peahats
in that arca. '
Peahats are the sole source of resistance during the day time. These enemies can be avoid-
ed if you steer far clear of them, but once they see you they Il hound you “til you leave the
& w1 arca, or dic. You can use auto-targeting to hit the adults
~— with six (!) slingshot-fired Deku Seeds, but the more
" pressing threat is the quicker larva, which will die after
a single hit.

At night, the Stalchildren appear: You can kill them
casily with standard sword slashes, but since you can
never stop the flow of new ones, it’s casier just to run
away. They're far too slow to catch up it you keep
moving, and will be destroyed when the sun rises.

=
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The bustling capitol city _of

Hyrule is host to dozens of cit-
izens, two shops, and three mini §
games. While it's best not to let
the excitement of the big city
distract you from vyour quest,
two Heart Pieces do go a long
way when Yyou “can get them
this early.” Before you go rush-
ing off to chat with Zelda, youf
might want to give ‘em a fry.

X 2

CwTeﬂI 'E'c—:‘al.- 2

. Bowling Alley won’t open until after you reach certain mllesmncs

R
-t?-,.:{? i 5
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: Hyrule Market is constantly
= | bustling with activity. No one
| here has too much to say. but you
should try to talk with the two
i+ laughing men by the tree (one of

= whom had discovered a way to

get in to see Zelda) and Malon, |
the red-haired little girl by the
fountain. '

As you explore, don’t miss
the entrance to the back alley,
which is hidden off in the dis-
tance. The back alley is far qui- = 4
eter than the main strip, but it One of the iwo paths that fead to the ;‘j
does house a Bombchu shop Sk ane
(currently closed) and two resi-
dences.

Also currently closed are the
Mask shop, the Bombchu
Bowling Alley, and the Treasure
Chest Game. The Treasure
Chest Game will be open if you |
come back at night (if you want |
to see the market at night, you
can go to Hyrule Castle, where time flows freely, and wait until
night falls), but the Mask Shop, Bombchu Shop and Bombchu

in your quest. Rest assured that we’ll point these out as they occur.

Bombchu Bowling (left) and the Mask shop (right).

SHOP DATA Arows (0) 2r DekuNis () Br|
-THE BAZAAR- )

You can buy the Hylian Shield Arrows (m) 60r Deku Stick  10r |
now if vou want it, but we don 1 -
recommend it. It does nothing  Nrrows (m) %r Hﬁ\ Shield 80r 3
Sfor you now and you can get it .
Jfor free a bit later. Bombs (5) 35r  Heart \g
SHOP DATA Blue Fire  300r Fish 20r

POTION SHOP- ;

You can't buy any of the things Bottle &E Xr  Green Potion 30r
sold here until you get an
empty bottle, and even if vou Deku Nuls (5) 1r  Poe r
did have one, vou can usually r
get better healing stuff (fairies . . .

& milk) for fiee. “* Fairys Spirit 50r Red Potion 30r;

% 3 AR T :
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~ rupees as if you never took
. them. This room is also the
~ home of the only Skulltula [*
. in Hyrule Market. To reveal &
it just roll into the second of
! the two boxes near where £
- the guard is standing.

AWy

GUARD P(.,:a

Using your sword and spin attacks to
quickly smash all the pots in this room
is a great way to get virtually unlimited
money to play the mini-games with:
Whenever you leave the pots come
b ack , B ' -
filled \ulh

The guard post lets vou smash
g J
pots for rupees over and over!

LITTLE RICHARD

Deep in the back alley is the home of

| the very ugly woman with the blue

dress who was yapping about her dog in
the Market earlier. Visit her at night
and she'll have lost her dog. and she
wants you to find it and bring it back.

Market.

There are a ton of
dogs on the street at this
time of night. but hers
is always the same one:
The white dog wander-
~ ing around behind one
of the stands in the
To get it. just
get close to it and it will
begin to follow
provided -you haven’t
% already got a dog fol-
~ lowing you (if a sniper &
* dog latches onto you.
' go talk to her to get rd
of it). Then just take it
~ back to the woman’s §
house for your prize.

you,
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PIECE
HEART

. “"jj AN W T
‘”\ TREASURE GAME

__ F

In this tedious mini game (only open

7 a night), you pay 10 rupees for a key,

which leads to a room with two chests.
One has the key, the other has a conso-
lation prize (1, 5, or 20 rupees). If you
win the key (which is placed randomly).

A N 0 00 R e A

Bty |

you get to go into the next one and

repeat the process. In total, you have to win five times in
a row to get the ultimate prize, a Piece of Heart. (or, if
you’ve already won the Heart Piece, a purple rupee) At
these odds, you’ll probably win once every 32 tries or so.
What fun! If you want the prize but don’t want to deal with
the luck aspect, you can come back much later with an item
that will let you cheat and win every time. But if you want

& lhe heart plcce now, you ha\ e no choice but to keep lrymg

- bag,

You have 5 seeds worth
of slack, but you have to hit
all ten rupees to win. If you =
hit at least eight, you'll be I~
allowed to replay for free.
Luckily. they come out in a
set order, shown below, so
by memorizing where and
when they appear. you’ll
eventually be able to walk
away with the top prize.
you've won the |l
the top prize will s
change to a purple rupee.

Once

SHOOTING GAME

The shooting gallery (only open dur-
ing the day) can be very difficult, but
it’s worth playing for both the prize. a
Bullet Bag which increases your Deku
Seed max by ten. and the experience in
Slingshot aiming it will give you.

e
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Youve been told to talk to
Zelda, bul no ones going o
make it easy for you.  Your§
only chance is to follow the
hal{-baked plan of the two [ &%
laughing guys inHyrule Market fANS
and try to sneak in to the xS
courtyard through one of the
moat's waler sources. There
Zelda awaits with a song a
story, and a key item.
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You need to discuss the wisdom of the Deku Tree with Zelda, -

but there’s no way the guards are gonna let a kid like you in. So

you'll have to make your own route, and that route starts at the thin
tendril of climbable ivy near the entrance to the

Hyrule Castle area. A little girl named Malon
will meet you there, and if you chat with
her, she’ll ask you to find her father, Talon
(left) and give you her prized possession:
a Weird Egg. Um... Thanks! Turns
out it actually does come in pretty
+  handy, though. At dawn the egg
- will hatch, and you’ll have your
. very own chicken.

= - - 2 o

Tke your egg, climb up the ivy, and jump over the front gate.

You’ll have to sneak your way into the castle, which means stay-

ing far away from the guards, especially the ones that are facing g
you. When the road starts to turn sharply to the left, run up the ﬁ
embankment instead. and then run all the way to the West wall.

_ From there, vou’ll see some a climbable wall, which you can scale

up to an even higher grassy embankment. Drop down and dive

" into the moat. Let the moat carry vou to where it turns, then climb

back onto solid land and run North to safety. For your reference,
we’ve marked our suggested route on the map to the right.

B iad ™ B o = - e
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Roll into the
7} first wee (locat- |
ed before you§
even get to the
gate). and down
comes a Skull-
tula. the only}{
one you can get &
in this area now.
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. The courtyard is crawling
with guards, and if they ®=
« catch a glimpse of you, j
- you'll be booted back to the
% moat area. There are five &
& one-screen areas ahead of
3 you, and though they may

. look intimidating, they're g
& really easier than they seem. =
?

The guards follow pre- |
dictable patterns and never |
really look back, so you can
just run for it whenever the &8
coast is clear, get behind one
of them, and wait for it to
« clear again. In the third g
& area, poor visibility prevents ©
¢ you from accurately telling §
where the guard’s looking, |
so | would suggest you
ignore the rupees and take
the easy route and climb
over the wooden lattice. Of &
course, that red rupee can be
kind of tempting if you’'re
- low on cash, so grab it if
= you want, since you’ll only
be sent back to the begin-
ning of this area if you get
caught.

ik

o=l

You’ll find Talon dozing beside the moat. Equip your
- chicken, get him in talking range, and hit the C button to
+ let lose with a cockadoodledoo that’ll get Talon’s lazy ass

in gear. With him out of the [ === —
* way, you can start pushing | =2
8 the two milk crates along | sy
< the pass, and over the edge. |
-

>

They’ll pile up, giving you = ==
~ just enough height to jump |
" onto the ledge and crawl |
through the hole.

R

AR F Y

. Before you go rushing in to chat with the Big Z, why not have some fun in her garden? If
& you look carefully through the window to Link’s right, you’ll see framed pics of Mario, Yoshi,
.. Luigi, Bowser, and the Princess. Then take a shot at one of them to reveal a red rupee. Then,
Br just for fun, take a shot at the opposite window to reveal a very different sort of surprise.
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Talon is dozing in the tl[’bl floor of his house,
which is full of chickens, or, as they're appar-
ently called in Hyrule, “*Cuccos™. Talon offers
you the challenge of picking out his three Super
Cuccos (which look identical to regular ones) in
a limited amount of time. It’s a challenge you
should definitely take. as success will win you a

TTLE Bottle of Milk. Now the milk is pretty good
BO (each serving can be used twice, and refills 5 of
Link’s hearts), but it’s the bottle that’s the real prize: It can be
filled time and time again, with things like potions, fairies, bugs.
whatever. There are a total of four bottles in this world, and each
bottle, when filled with a fairy, is effectively a reusable 1-up that
revives you instantly when you die. Very valuable items indeed!

Act swiftly when Talon throws the Cuccos - one goes toward
the entrance door, the other two on the left side of the room. You
should be able to grab one or two right away, and simple trial and
error will net you the rest: just pick up every Cucco you can get
your hands on, and he’ll let you know when you have a winner.

Afterwards, he’ll sell you milk refills for 30 rupees, or give you
the chance to win the game again and get more milk (you'll have
to provide lhe boltle) tor h‘ee if you win.

gliel

5. J Talon, and his daughter Malon [
(Talon and Malon... Howl /&
4 obnoxiously cute) have  gone B

“Yback to tend to their ranch in ;
Jthe center of the Hyrule Field.
You dont have to go here, but
if youre interested in a bottle,
Heart Piece, two Skulltulas and
a new song, You'll want to.

BT ees——
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There’s a small shed on the opposne side of q
1§ the pasture, in the southwest corner of the ranch, i
§ where two cows jealously guard their most trea-
sured possession: Picce of Heart #3. To get it,
you’ll need to pull the box in the far corner out
of the way, and shimmy into the little passage
OF | left behind. First pull the box in the near corner
towards the cows. then pull the one along the
wall back in the space that opened up. Jump

{ - - Or, Continue with Your quest-at: &= SR
? Lost Woods Page 26
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It won't go far, but it’s enough
room for you to jump over it and
get into the hole behind it.
*= Crawl a short ways and you’ll \
-1 find the Heart Piece on a pile of %
3
!

: . . ¥
over that box and pull the box in the corner in the same direction: l

hay.

« e
9
< 8 Remember that if vou're standing stifl .
- Bl and press the action bunton, you Il grab
i <€ 5 R the box. If you're moving when you '
I o’ press it. vou'll climb on 1op of it.
i ’
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- Lon Lon I{amh Ima a h.ld Gold W_
N &, 7 Skullla infestation problem, which ¢

3 - Lis something I'm sure you'll be |
.'i?' F " happy to help with. Of the four
L - Skulltulas that appear at night, you

can only reach two of them, but it’s
important to mark their locations
ULAT now so you can come back for them
s when you're ready. = : ===

The first Skulltula pictured below (which you can Ay you explore the pevimeter; vou 'l also find a small pit. Jumyp inside and vou 'l

5 e i » cncounter three Business Serubs (a type of Scrubs who offer to sell vou goods
5:'-"‘ now) is ‘“'lu‘l“y h'dl“b within the trees you I need after they 're hit). Their prices are prefty exorbitant: 5 Deku Nuis for 20 nipees;

to use a forward roll to ram him out of there. This is 30 Dekn Secds Jor 40 rupees; and 5 Bombs (vou can't buy those vet) for 40
a fairly common hiding technique for Skulltulas, and rupees. Still, every purchase gets vou 3 recovery hearts, so in a pinch it's not

s N con aoain o always a
one you'll see again soon. Rt R

oy business
with them.
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Malon’s a cute kid (although it can’t be good for young
Link’s self=esteem to be called “Fairy Boy™ over and over), and
it’s worth spending some time with her. Afier talking to her
~ three times. she’ll ask you to join her in a song. Whip out
z g T | your Ocarina when you are close enough for her to see it,
B 5 i herie e b and she’ll teach you the music .
.. e . for Fpona’s Song, named for the 8
- — newborn colt running around.
Play it, and the formerly timid
- colt will warm up to Link a bit.
You don’t ever need this song to
beat the game, but if you don’t
lcarn the song as a child, you
won’t be able to get the horse as
an adult. It can also be used to |
charm other livestock. For !
example, play it for the cows in
' the Lon Lon stables (or the cows =
g anywhere else. for that matter), |
and they’ll produce free milk for
you, allowing you to avoid ®
Talon’s high prices. :
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To Sacred Meadow _
| —— a— .A
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located far off the path.

Pass on Death Mountain
now: You wont get far without &
first talking to your old friend Eg é:
Saria, and learning another tune
that is essential to Yyour quest.
Saria is in the Sacred Forest EAR
Meadow, a large clearing located f
in the midst of the baffling Lost E
Woods. Her tune will guide the®
way, but the best Ireasures are

o
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The Lost Woods has no auto-

*#| map, and a single wrong turn

. will put you right back in Kokiri
“ﬁ Forest, making this a frustrating

——

e -
o

location to navigate... Usually.
This time you know that Saria is

Ijlii;_

I
4 i

29

~ waiting in the Sacred Forest

t' FJ‘ Meadow, and you can find her

__san = by following the music...the
bass remains constant, but when By

you're near one of the large logs
that link location to location,
you'll know it’s the right way if
you hear her Ocarina loud and
clear.

Don’t let that dissuade you
from going off the beaten path,

If vou look really carefully here, you can

- actually see Saria’s Ocarina song indi-
cating that this is the right path... Okay,
mavhe yvou canl. Leave me alone.

tains a bunch of neat secrets:
Two warps to other locations
: (vou can’t use ‘em yet, though),
- > . | LT 2 o a0y
Every path that is shown as leading into two Heart Pieces, a ]’!” let Bag,
deep forest in the map actually retvrns and two Deku Stick max
vou right back 1o Kokiri Forest. forcing increases (unly one you can get
you to re-enter the maze and start from * I
il now).
the beginning.
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In the very second area of the Lost Woods,
you'll find a ledge facing some sort of circu-
lar metal object hung by a tree. Nail it with
your slingshot and watch a score pop-up... If
you can hit it dead center three times in a row
(100 points a hit) the Business Scrub who lives
in the tree will reward your marksmanship with
the second Deku Seed Bullet Bag., If you also £
got the one in Hyrule Market, you should be = L&
~ able to hold 50 Deku Seeds at once! There are 5%
© two item carrying capacity increases like this 5
one for each ammo-holding item in the game.  15°
Afier you complete your target practice, look %
for the ladder at the edge of the ledge and hopon ¢ %
down for a closer look. You'll see two Skull =~ #°%
Kids playing their bone flutes on dead trees. = Fi%s
Stand on the stump in front of them and use your
Ocarina to play along. 3
They play a game similar to “Simon,” where &=
you have to remember and play back the music 55
they play with your own Ocarina. One note is  §8
added each time. If you can play - &8
back the full cight-note 2%
- song, they’ll reward you &5
with a Heart Piece! ’

" There are a number of inter-
o esting landmarks in the Lost
Woods, and all of them have
© some significance. The giant
~ stone gate and the pool just
5‘ beyond it are both pathways to
~ other locations that you can use
L3 when you get bombs and
improve your diving skills.

If you head north from there,
and then west, you'll end up in a
- meadow with two scrubs and,
~ hidden in the foliage, the “Forest

_ Stage™ pit. It’s empty now, but if
‘ you return with a mask, you'll b syt
find it anything bur empty. -

V. A IR N
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Here’s a neat (but extremely hard) trick that few people are aware of. Anywhere
~ you see fluttering butterflies, like the pack that’s Jusl over the hole in the meadow
. mentioned to the left, you g = : :

can get a full life-recovering |

fairy. Just use a Deku Stick,
and carefully position it so =
that the tip of the stick
touches the butterfly... Poof,
now it’s a fairy! Grabitina
bottle or eat it (?) right now.




SACRgD MEADOW ,

So far your journey

i in the Lost Woods
hasn’t forced you to contend with anything fiercer
than mere Business Scrubs.  That changes here, as
the Sacred Meadow is one of the first truly combat-
intensive overworld locations.

Meeting you at the entrance is an aggressive
Wollos enemy. Keep your cool, though, and you
should best him casily. The simplest strategy is just
to Z-target him. guard with your shield, and try to get
a quick slash oft of him whenever you block one of
his shots. A more advanced strategy is to back flip
(while Z-targeted, A and back) away from his hits.
They Il miss entirely. he’ll be spun around from the

eflort, and you can nail him with a double-damage A
jump attack (just A) in the back. - X
The hedge maze leading to the clearing is infested
with Mad Scrubs. Use your shield to hit these guys | #90 1

with their own bullets and they won't try to talk
with you or sell you overpriced crap: They'll
Just run. Run after them and finish the job with
your blade. or they’ll just find a new place o
ambush you and start over.

Two Mad Scrubs have set up an ambush in ¢ =
the stairs leading to the clearing. It's &
casiest just to charge right through &=
(blocking when necessary). since &
they’1l hide if you get oo close. :
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s Cﬂég," THE RETURN JOURNEY

L Saria teaches you Saria’s Sonc, a little ditty that allows you
to telepathically contact her anytime you feel a need to hear
her vague words of wisdom (which. if you're anything like me,

—

_ # 5 s absolutely never). It will also open a few doors for you as
2 3 YOuU pProgress on your quest.
ﬁ y I PEL | That's all you needed to come here for, so it’s time to head

3 - s back. Fortunately, the return journey is far more pleasant than
it was getting here. As you head south down the stairs, you'll
notice a ladder that will take you to the top of the hedge
maze. Jump down to the little square ol grass surrounded by
hedges, and into the hole for the first Fairy Fountain.

Fairy Fountains contain unlimited numbers of fairies, which
will completely refill your health. Even better, you can use an W
empty bottle to grab one and hold it for later. Then, when you
die, the !.my mll hrm,g you back to life at full health!

4

I you turn left (west) just
L aller entering the Lost Woods,
# you’ll end up in a sparse clear-
© ing with another Skull Kid
dancing on a tree. Stand on
the stump opposite him, pull
out your Ocarina, and play
- Saria’s Song. He'll be so
" pleased to hear it thal he’ll

reward you \\Ilh your fifth Piece of Hea
«  Hang a left and head to the final arca ul' the
! Lost Woods, which contains the bridge that links
and a few secrets.

* Kokiri to Hyrule Field...

4 If vou accidental- 5
Iy spooked this

euy by doing
something less

i than friendly, like

nailing him with «
Slingshot or
something, just
leave and come
back 1o try ugain. L

The tong, proud
video game tradi-
== fion of doing a

S SHANgCr a very
= minor favor and
receivinge an
object of immea-
= surable value in
return continues!

e _"“’
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Hop across the hedges (let
your auto-jumping do the
~ work) to get back out to the
Lost Woods in record time.
“ You can return to Kokiri Forest
by just heading straight into the
first log path you see. but when
you get there, step right back
~into the Lost Woods and
- head to the left this time.

oy
‘ DEIQJ STICK MAX UP #1

f

This area, south of the clearing with the ’iluull Kid, contains (mly
. a single Business Scrub, but it’s
one you actually will want to do
business with. Accept his ofler
of Deku Sticks for 40 rupecs,
and he'll raise your Deku Stick
max by ten! The second Deku
Stick max increase is also here = =
in the Lost Woods. You'll need
to return o the “Forest Stage™ } 99

) P % g

pit ofl’ of the central meadow |
when you get the Skull Mask to
deal with those Business Scrubs.

s W

This is the second plot of soil heve in the & 58
Lost Wouods, and the thind yvou've seen
total (the first was in Kokiri). You can' -§
do much mfh e ver, but you can plamt §
the Magic Beans here kater in the game,

and m.f.f'ﬂ m"m he able to use captied
bugs 1o uearth Gold Skudltudas. Don't
Joreet the locations of the plots of soil!
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=1 You can burn through = the i

bustling® town of Kakariko as
quickly as you“want; the only

thing you=really= need to dofg

here is show Zeldas letter to
the guard

Mountain trailhead. But if you're BN
not in such a hurry, you can
pick up a Piece of Heart, anoth- &
er Bottle, a pack of Skulltulas,
and a very useful Ocanna melody.

posted at the Death R

& of Heart. Two

This town and th
gravevard contain ei

adjoining

Pieces

Vis 1 |\.
around town, but are currently
unobtainable. Howeyveresthere
are two hidden.on€s you can get
right now an*the Graveyard.
Kakariko also has a swhopping

& six Skulltulas,-another precious

—Qooh... These villagers just dove (o
taunt you by leaving their Pleces of

~Heart out in the open like that. You_

can’t get these two yet bt ydu‘ﬂ bz
hack for them soon: =

To move on to the location of

Empty Bottle, and the Skulitula
House where Vou ea@nshow your
tokens for items: - These-aswwell
as othersecrets (such as, what's
at the bottom of the well? And
what song do T play at the wind-
mill?) will ensure you return to
this town frequently.

: 'm:miﬁmw- 4
| 'p_' 4 I

the next Spiritual Stone, yvou'll

have to show vour letter from

Zelda to the guard posted at the

trailhead. He’ll let you through
but you’ll want to take his ree-
ommendation and go get a
Hylian Shield if vou haven’t
already. But forget buying it at
discount, you can find a free
one if you search the graveyard
carefully! If you do return to

Thanks, but ik Il pick it
Jree in the Graveyard.

Hyrule Market anyway, you'll B

find that the strange Mask-lend-

People are disgusting

My own falher and mother e
dsgusting

You mus! be dsgsting too!

Jr.‘ h foanake adine _-,_-."

tures -"‘P!n'ff n-this gliote o

ing shop is now open for b

ness. Borrow the Keaton Mask
now, and you can sell it to"the
guard who.gave you the_tip
the first place. After-all. he’s
right on vour way. You can-also
trade off the next(wo masks as

ks, “well, butwe’ll cover all thata bit
ec:. latets,




The strange woman by the fenced-in vard has
lost her seven chickens, and she'll reward Link
with an Empty Bottle if he finds them all. That’s
easier said than done, as three of the chickens
(“cuccos?”) are in areas you can’t clearly see, or
that it seems impossible for Link to get to.

One of them is located in a crate in the middle of-
town, and you'll have to use a forward roll to smash
into it. It’ll take a more advanced technique fo get the
one on the little fenced-in island near the Skulltula
house, or the one that’s locked behind the high fence
in the east part of town (and another on the ledge

iull.ll i ]
6:00 and 9:00

p.m. nmightl

If you show

during those hours, he’ll offer

r a hole you want

in-his _circular path) for 10

rupees. Bring ot of rupees and

have him- dig imeach brown

patchof dirt in the stone path, for

a Piece of Heart has randonly

been placed in one of them. It

may take many iries in the same

pdu.hw but if you're persistent,
vou'll get it c\emudll\

You 'l need 1o aim it just-right 1o make
it over to the other side when you jump
from here, Once you get there, toss the
first two chickens over and don't Jorget
to go around fo the top for another.

behind it). Here's the trick: Grab a chicken, jump =

from a high place, and you can chicken-glide into the
inaccessible areas! We've marked the locations of all




SONG OF THE SUN

The Graveyard is full
of interesting surprises,

for unmh‘ W hu] y ou I nd.

The first room contains four Keese, incredibly
annoying flying enemies who like to_hidesin the tor-
ners where the wall meets the ceiling. On€ s hanging
from the roof at the end of:the hall before you enterthe
chamber - stand still-and watch for a few momcnts
when you enter. Another 18 on the center of the right
wall. Shoot them from the entranceway before they
™ take flight Two more of them are against the rune-

4 covered wall you face from the entrance, so approach
it slowly and fire with your slingshot to eliminate
th_emw!nle they sleep (aim manually 1f you don’t want

en dnmn.md

Tln, next area is-infested WTth “Rcdeads.” zmnb:es:

with the power to freeze you in your tracks. Be very
careful here— The Redeads are slow, but if they get
their arms around you, they'll "drain vour life very
o-quickly. For now. just run along the left well past
4 them. You can come back to kill them later.

That should take you to a runic wall where you
can learn the Song of the Sun. This versatile

B4 melody has two uses, the first of which will be

4 a big help as you make your escape. Play it in
the presence of the Redeads, and they will be
frozen temporarily, allowing vou to kill them
relatively easily, or escape easily.

You'll have to be outside to experiment with
its second use. No matter where you are, if you
play the Song of Sun during the day, it will
become night in only a few seconds. Play it
during the night, and the sun will rise
instantly. If you’re in an area where time
is_fzozen, vou will be returned to the

anning of the area as part of the
effect. Use this excellent song to find
Skulltulas casily, a\nid ne
enemies, or jus

7 Rﬂ.nf_:if‘_ &

@
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By standing
hind a grave and
] you can
pits and
treasures beneath
them. If you do
this \1'.'.['“
the little
T.Hi.

e; ‘bnlll)l l» !br gl
and select this
shighd then eqmp i1 with

"71' -

| ening fo tell Dampe; but yu do it at

R that oh-so vigilant Gravekeeper y -

§ care. Most of the graves produce a blue rupee and a
Poe, dangerous ghosts that disappear when they're

=

auto-targeted. But two -of the graves, the one with the J¥

flowers and one in the easternmost row (see triforce
marks on.map), have pits leading to secret areas.

The one with the flowers contains a free Hylian
Shield (and you were gonna pay full price!), unless you
already have one, in which case you get 5 big rupees as

a pathetic consolation prize. The bombable wall behind it hides a Fairy Fountain. The other pit contains a Redead, and if
vou use your new Song of the Sun, you'll stun him and get a Piece of Heart out of the deal.

So many Skulltulas! Of the six in
Kakariko, you can get all but one of
them now. There's one hiding in
that-first tree, and five others are in
plain sight (at night only, of course)#
They are: on the side of the Skulltula
house, on the stack of bricks, the
side of the house near the entrance
to the Death Mtn. Trail, and the top

of the Towef. You should have at least ten now, so head '¥;

aver to the Skulltula House for vour reward reveal the Skulinic

This entirg famiily has'béen uisuih\ the ‘sléfﬂ}{ulm _

and tarned mto half-Spider” frcgks. Every ten Gold
¢ Skulltulas you kill freG8 one#f t}ﬁ%‘i\ ¢ sons, but it will

take all 100 to savé rtg father. u'gk been getting
all e 'Skiilltulas y®u-canuip'to this puml you Il have
saved ope Son alregdy and Will.bé given fhe very use-
ful Adult’s Wallet. Now LifkCan cam-ﬁmupm

M'M OF!.ELDA

i have to bash info this tree to You can get the others, but you canl |

get this one on the cemetery wall yel.

Addis are allowed lo covry &
lot of money. Now yoo can hold
wp to JOO Hepees

D Omnmr_or TIME™ PERFECT GUIDE A:-n

e e—._ -



We’re not goirig to cover the
Death Mountain trail i much
detail hére, since- thepe isn’t
really-anything you Can interact
with at this-point. Just beware
of the Tektites lurking on the
path... They can be evaded fair-
ly easily, but if you want to
fight or are unable to avoid it
S = =Y rely on the overhead (vertical)
. = : : E slashes Link performs when he
g 15 You. run past dhe” blocked J—_ Ty presses. forwaid before. he
Dodonge’s Cavern and stay to FOEHS { i S S iy
the. right when="the - Death oS = 5 attacks. Af onlytwn"[_ :
Mountain trail f’OTk.S. YOU'H [-’ind =TSN A cach one, they shouldn’t be giv-
- § . T > ing you too
yourself in"a three—tiered circu— P e S TP ruch trou-
lar pit known as Goron City. FasSE vy
The Goron people dont wantE
help from outsiders, but they'e
at the brink of starvation, and B8
will give you a chance if you
can charm their leader.

e

GORg)N CITY OVERVI

There are a number of hidden secrets in Goron City,
and after you clear the next dungeon, you can come back
for a Skulltula, Piece of Heart, and two Bomb Bags. But
you'll need bombs to access all of those, and you won’t

get access to those for a little while, unfortunately. So for

I stick to the basics. Just talk to everyone, practice your

tight-rope walking skills a bit, and then head down to the bottom
floor to get an 11.1\1ILT1L.L with the leader of the Gorons.




le of interesting

thay
I
Mhlh

gs you can do. For ;\..;'.1'|'|p|u,

i g about how

y bottom floor is

when all ||. 1o . S0

th Goron grab a Deku K ¢ LSE .|"|L'
torch in Big Brother’ t

light the enes outside.

vase-like objectin the center of

town will begin  spinning.

“Lively.”™ indeed, but net some-
thing to waste time with...yet.

Big Brother Dafunia is sulking in the room at the bottom floor with
City ~,1ml on the door. To gain aceess, you'll have to play Zelda's Lullaby, the only
proof you have of your relationship with the royal
family. Bul he won’t help you until you can break
him out of his funk by playing a song he really
enjoys: Saria’s-Song.

What happens next is probably— how to put this .
delicately— the most horrifying moment in video : - e
game history. When Big Brother finishes his spas- 2
tic little dance, you'll be left with an upset stom-
ach and the Goron Bracelet, a key item that lets
you pick up Bomb Plants.

| f“I
i

- | 132 =

The bombable wall that’s
decorated with two bomb plants
is the Goron City shop. You can
blow it open early if you grab a
bomb plant from the level
above, jump over the ledge, and
throw it at the wall as quickly as
possible. You can’t really buy
anything there, though.

Wi,

i.!r!!.l-HI

iy
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As you leave Goron City,
veer to your right and you’ll find

a Goron guarding a single Bomb
Plant. With your Goron’s
Bracelet, you can grab_ the
flower and toss it over the chiff,
onto the beulder blocking the
entrance to Dodongo’s Cavern.
Head back towards the main
g strip and.then jump dowa after
= it. In.itsplacesyou'll find.a new

plot of Magic Bean planting soil
and- a_passage that“leadS deep

s = N 3 B i B : == into Dcath Mountain.

e g ; : If you have a Hylian Shield, a
. . : VB full life-bar, and a captured fairy
or two, head on in. If you don’t,

you should try to grab “em first.

§ Far btgger than the Deku Tree, e
Dodange’s Cavern is the. game's HEOEHS
first real dungomYoull need Eesiey
allof your-wit-and combat skills ESSs
to make it through here alive,
S0 keep your sword loose in its PASSES et
sheath and vour ian Shield at BE Head to the right first, either by running along the wall
Y Y by leapi he rising pill he B B
- . 4. | 4 Or by leaping over the rising piliar past the Beamos. Be
the r?ad\?'_ At the end awails /4 careful that he never points his open eye at you, for
the gigantic King Dodongo and EEeis e P vou’re safe as long as it’s facing
' : : : L - g away,
an lmportant prize: YOUT flI'St - When you get to the right
Trons) side, grab the Bomb Flower and
feed it to the Beamos (Z-target
him first for a sure hit), then use
L S S \- S it to blow up both the doors on
T g ek, O~ 8 == = the right side (One just contains
= Curen Tdal_: % > an obelisk).

=
3 -




In the huge room beyond, two Lizalfos

== are waiting to ambush you. These guys

A 3 are tough, but they're powerless on the
2 offensive if vou use vour Hylian
Shield wisely. You see; their attacks are always
straight down, so a shield on your back is just
what you need. Turtle up when they attack, then
quickly retaliate with a double

damage jump attack...

d They may run,

\ but vou can

OO BN (o it

_?!f again,

‘j just catch  Qff tle haifwa _
5; ‘emand £ Jully for signs of them before you
3

133

Those damn Keese are
£ waiting o ambush you in s li-
tle hatlway-1o0! Always look care-

proceed, so you can pick ‘em off with
your Slingshot before they notice you.
- -'E' - — & = T
A 7 BoF
; &

If you
stand in just the right

place and listen carefully,

yvou can hear a Skulltula in
this hallway... But you
can’t get it yet and that isn’t g

going toghange anytime soon.

Instead, draw.your attention
to the mere mmediate concern
of the Baby:-Dodongos skuttling
your way.- They explode when
you kilt them (which takes only
a-single shot), 80 use that to
your advantage: stand near the
bombable door to the South and
kill one of them as close to it as
possible. With no Bomb Flowers
around, it’s the only. way you
can get that door open now,

= & = ‘g-\ r
< .’ﬁ- =

7133,
NARE/ Inside that hidden
R room vou'll find a
n Skulltula ~and three
Keese, Use your Slingshot to
kill the Keese before they notice
vou, and then use a jump attack
to nab the Gold Skulltula token.

Back in the main hallway, push
one of the statues onto the
switch to open the door to the
next area.




£,
F—%

—

£
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The passageway to the North contains a Business Scrub who is
selling Deku Sticks for 15 bucks a pop. You’ll need one ahead,
so you'll have to acquiesce to his absurd price if you're out.

In the next room, you get to deal with a couple of full-grown
Dodongos. The easy way to beat them is just to hit them three times in

i
|

36 ATHI; LEGEND oﬁglﬁ@

-

the tail (hit once, then run away and
wait for their counter attack before you
strike again). The fancy way is to toss
a Bomb Flower right in front of their
mouths when they’re getting ready to
breathe fire at you. They’ll eat it, and...
Boom! None too bright, these
Dodongos, and that goes double for
their king,

Then use your stick to light all the

Bl torches, and hit the switch that opens up

the west side on
your way

back to

the

main
rAOME )

é{t. ;"'

\

/= Jump past the Beamos and over

2 —S; _ the pillars to the other side of the
AT/ < main room. Here you'll find a
chest containing the Dungeon

Map, a Business Scrub selling

Deku Shields (in case yours got

burnt away by a Dodongo fireball

or a flaming Keese), and the passage to the
two rooms on the west side of the first floor.
[gnore the stone structure surrounded by
Bomb Flowers for now, and head towards
Point 6, the room that contains the Compass.




You’'ll need to take the bomb from
outside the stone structure and put it
right in the middle to create a chain
reaction strong enough to

bring this platform down

[f you want the Compass in this
chest, you'll have to kill the Armos in 7‘?
front of it. Yep, that ain’t a statue, it’s :
alive! Touch it and it’ll
come alive and smack
you down, so keep your
distance. [ like to make a
little trap by setting a
bomb flower near by,
then shooting it to make
it come alive, justin time
to-die. Seeya!

and create a staircase to

the second floor

There are two Gold
& Skulltulas here: One on
the 2F 1vy that you can
get, another high in the
north-wall that you can’t.

uomnmurl
fl"- HETTS

._"H“Il-"j
L eemaReAN

Ir-
"

/= Carefully peer around corners to watch
A0 for the floor traps, and then make your
</ way to the grey block in front of the
stairs straight ahead of you (there’s a recovery
heart behind the block, by the way). From there,
jump to the ledge with the Bomb Plant, and try to
land a Bomb Flower on the very thin ledge in
front of the door. If you can’t seem to make it,
vou can try throwing the bomb after the fifth or
sixth flash, so
it expledes in
mid-air.

= All the statues in this
/_8_/- _ foony are actually liv-

/% ing Armos enemies,
except for the one right in front
of the ladder! So kill the Keese,
avoid the rest of the Armos as
you head to the ladder, pull the
statue out, hit the switch, and
you're good to go! Jump across
the main hall to the east side.

WAL AL KRR

I The next part is
g pretty basic:
' Just shoot the
f eye with your
R /Singshors and
jump across in
the mited time
that the flante
:is"'ém_

E A 3



More Lizalfos

here, and they

fall for the

same dirty tricks. The

only twist is that if you

fall, you'll end up back

on the ground floor, so,
m, try not to do that.

- / This time there
= = are two flames,
= _E and you must
jump to the first platform
to hit thegsecond switch
(to your left). fyou’re
not-a fast draw here,
you're toast.
g —— The final area is a fair-
'_ e Iy simple circle of rooms
£ _IS_ 16 ‘and hallways. You still’

/ Tump agross

Al34 the le >dges and- 't & : have te be aware of the

2 vouldl end'up never ending threat of
right at the chest con- £ : £ Keese, but otherwise
taining this dungeon’s e — 8 it's hard 1o go wrong at
big treasure: The Bomb === &1 g this point. I youre
Bag Now vou have - E low on health or fairics,
B ;T - — ¢
twenty bombs of your g now would be 2 good
own that you can use time to go back and get
anywhere! You might be some, as the boss is just
tempted to jump back = ahead.
down and see what’s in = Don’t miss the bom-
that bombable door be- bable door at Point 16,
low you, but T wouldn’t: as 1t },”d“ the ‘.mal
i’ just Business Scrubs = Skulltula, at least of the
lling crap (Deku Seeds ; = E ones you can get at this
£ “and Nuts). Certainly not £ point (see note). It's
worth the trouble. behind an Armos, who
you can either lure
i away or just carefully

/£ Back in the : e .
main hall. stand - g : S maneuver behind to get
Al e = i B the Skulltula. When

at the edges of , :
E e ol IE brida that’s taken care of, get
> “holes - : . E £
. = - st the final block at the

and drop a bomb into S of s taeiiation
»ach - eve When they edge ol the last hallway,
e ' h it down &
'e\(plodc' the skull’s jaw and push it down to the
il dc ‘:p iil.m'.'m. ‘\‘m room where you began.
§ - ing L A . -
Pull it out from the wall

R cniny into-the Inmhmnm .

and push it into the }10}9,

.L__ g 1
: !! thchh . Oﬂ in the center, and ]
S¥FhE sombable door 3 -
route to the final mnm

*behind you has a-Deku wilk-open.
Shw}d or,zif yail-don’t Plant a bomb in the

nﬂ?fﬁymd‘;t:‘euﬁp;?' center of the floor, and

- ¥ i . _ et gravity. take vou to
mr mak s  * = - =
piarfor?llldtn il‘ oha r:alnd - where King Dodongo

8 = . -
awaits.
Jusc thatdo get back to 1

= 38 A THE ] EGEND OF £B



TwWO MISSING SKULLTULAS

You've only found three Skulltulas here so far, out of a total of five.

'he other two require you to come back later. but I'll tell you how to get
them now. The one in that first hallway

is easy: Just come back as an adult when
you have the Song of Scare-crows. But
the second requires some forethought.
[0 get it, vou must leave the dungeon
and come back, resetting many of its
switches. Then take the high moving
platform to the 2nd floor, and loop

s around back to the west side of the 2nd
g floor by going through the room on the .
east side where you got the bombs. |-
g Since the Bomb Plants have not yet been
destroyed, the stone pillar surrounded
by them will be in its default position,
and vou can cross that to the other side,
where you can get to the Skulltula. You
can go see¢ it now, if you want. But it’s
so high up that you’ll need a Boomerang
or Hookshot to grab it

osa Like many bosses in the Zelda series, the
Infernal - ux difficulty is in figuring out kow to kill King

KNG m N Dodongo, not in the execution. And once
you know how to hit King Dodongo, he'sa
very easy boss indeed. Just stand in one of the corners of the path, near the Lava but
not tuuchmg it (see top picture), King Dodongo will go rolling past you, and just after
§ he does, grab a Bomb Flower (or use one of your own supply) and run after him. He'll-
open his ‘mouth to unleash a sea of fire, and you can just foss that bomb right in (it’s
easier if he’s Z-targeted). It’l] blow, he'll Lol!apse and you can get a single sword hit
m———— off Of him... So make it a jump attack. Repeat this simple strategy only thce more

- e
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B Now That you have bombsto
B use,’  Goron City is suddenly lEF8
looking a whol¢*lot"more- inter— [Eek
esting.  A-Heart Piece; a bigger Fals

Bomb Bag,a Gold Skulltula, and

W ;

Lt

Ui Al )

lights of your heroic return to
8 Goron City.

vvvvvv

I iiiilill‘.' "

o | l
; 1‘iii
.I

-,||1:1

e o %‘1 e N y \ You can now bomb your way
o, T b o 7 P :_" =1 = into the second level passage
= iy /i L= where the giant Goron is lying
3 " ' e on the map. He won’t do any-
\ thing for vou now, but he will
= promise to sell you something

] = ‘ \ = . .
“ A e - ™ in a few years. And we all
L 2 & : know what that means.
\ 5 R N % / 4 =

The shop downstairs 1s ngw
open for service and iga
- _ \ good place to get bombs,
% L N g P . especially _now . that
-z-; g B £ == _ = = you’ll need them for
' 7‘ the bomb maze
= = £ i3 = & o ___ here in
BRSO i ' i ' — : 8 town.




i plete Dodongo’s Cavern, he won't even give you 8

the time of day. But if you stop him now, by set-

ting a bemb in.his path timed so that it will §

explode as he rolls by when he’s inside of the cov-
ered area to thenorth; he'll give you a Big Bomb

g -Bag, increasing your bomb-carrying capacity by S

an additional ten bombs!

If you've made the town “fively” (by lighting
all of the torches in town), the giant potin the mid-
dle of fown-will be spinning around wildly. If you

nd at the edge of a nearby ledge and toss a

mb directly inside, the pot will toss out a sur-
prise, depending on which side was facing you

when you made it in: One side gives you more

bombs, one gives you a random assortment of

rupees, and one gives you a Heart Piece. The aim
and timing takes some practice, but it will certain-
ly reward you for the time you put into it.

§ " If you blow open the three bombable walls to
b the rockemgaze in the Norihw ml corner-ofstown,
yotr'll just-find more by rock:  Blowip
the one on you right, "th rext one, then the

one on. your left. \\e. : the wall, turn
right, and blow up dirct %i. You'll

1'1nd"’!wn Lhcqb' dath vith a DI pee, an
abelisk, ‘& GQI,Q %zluld,

you dllll t really
give a grap.about all .lu Heart
Pieces —and Bemb | and
Skulltalas® All you really
is to walk up to Big Biother
Darunia and say “dance for me,
baby,™in yvour deepest, huskiest
Patrick Swayze-ist voice- Well,
here’s your opportunity to play
Saria’s song and se¢ an encofe
performance of Dariinia’s sexy;
captivating, magical dance. You
know you want it.

,17_ e ——e

’ - =

YAROOO! ¥

AT A AL TN

Sop uin,_how exactly can aw Ccarina
sohg have @ hot beat”?
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Before vou head up to the
peak of Death Mountain, fill up
your Bomb Bag at the bomb

- _; o 4 - - — _ ¥, shop (or from the spinning stat-
Yet Mote freats awail at IhzTOp ' =% you'll_need.a.lot of
; )/ -. explosives to blow up all the

of Death Mounfain!  In addition SEFNES ==F e

o ~being  pelted=with- volcanic s - N VUMM o of
= - : ) & T . this part hides an nteresting
delms, d h’lp ‘io. the TOP 0[ - secret: A pit confaining a real

Death Mountain. will net you a P2 e ] live cow. I can’t even begin to
= - guess what it’s doing up here,

Heart Piece, a couple Gold Skull- PASSES & but it's @ good source of milk if
fulas, and a new magic ability. A= e ouyy Sswiseans
= = 4 your Dodongo s Lavern adven-

Then take those bombs back to : =1 .
! ' After that, things start to get
fOT 2adl moe _ ol = = nasty. Volcanic rocks pelt you

from above, so keep a close eve
on the earth around Link so you
can hit the R button to make
Link hide under his Hylian
shield when you see the shadow
of a falling rock. You don’t
have too far to go before you
reach the sheer but climbable
cliff wall that signals the end of

the volcanic debris area. Kill
the Skullwalltulas, hoist your-
) 1 Sl == e
self up, and you’ll be standing
at the peak of Death Mountain.

There are two bombable doors in the early
part of the Death Mountain trail. The one neac
Kakariko -
hides a Gold
Skulltula, and
you-can. get
the token,
since theswall
is_ climbable.




M GREAT FAIRY FOUNTANN #]

If you blow up the wall here at the peak. you’'ll
find the first Great Fairy Fountain. Enter, stand on
the triforce, play the Royal Lull: and the grea
fairy will burst out of the fo ith no sho
of panache. She may have this terrible mania
laugh and a malicious cour nce that
Ganondorf look charming and emotionally st 'I IL m
comparison, but this.fairy is on your sid
POWET up your spin slash-and give you the m
vou need to use it (Your slash now has three stages of
power if you hold down the B button). Return any
time and repeat the process to have her completely
refill vour health
and magic. The
friend she mentions

et ¢ bl e T o v is located in the

oid down the Duiion exira long 1o do - =

this MP-consuming version of the spin Hy n‘:it‘ Castle area,

stash. If vou do-a 360 and then tap 4, and will be our next
) 'J; doaw 1uﬁer version, but it won't stop.

You won't last Jepg.in this area. since yvou can
only stand theheat for a limited time: About 8 sec-
onds for each heart container vou have. But that
should leave you just enough time to pick up a

Gold Skulltula and a Heart Piece. There really
isn’t anywhere else you can go in here anyway.
The Skulltula is easy. Just ram into that first
crate in the entrance way. The Heart Piece is a bit
tougher, and will require a leap of faith on your part.
Walk to the edge of the cliff, as shown in the upper
right picture, and step off the edge. It looks like
vou’'ll plummet to a fiery death, but instead Link will
start climbing down the cliff wall. A bit further down
you'll find an alcove with a Heart Piece! If you're
running low on time after you get it, just jump in the
lava and you'll be magically returned to the entrance.

You’ll find Kaepora Gaebora
waiting for you at the peak of the
mountain, and when you've fin-
ished talking to the Fairy and loot-
ing the crater, vou should take him
up on his offer to fly you back into % v on i
town. Not only does this save time SIS o Y o s ey
and give you a spectacular ride, but NAL RO @5 Ugptl os pmepont!
he .1]\“ drupa you off on the other-
wise Lmauuqhie roof of Impa’s house.
b~ From thgre, look down the east side of tig roof, to
where the chicken coopis® If vou aLﬁnI\"droﬂ"mr the
edge, vou'll land at a Balcont by a door. Enter the
doer, and you're in tH& ol pey, with that Piece of
Heart! Who'd havel hong,hi ‘thad pegky owl wouild
finally come in hamdy’ PR
P } harks

T
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The madness continues! Fill up your Bomb Bag and head
back to the heart of Hyrule for a Fairy Fountain, anoth-
er Heart Piece, a new magic and the biggest Bomb Bag...
And a '_"- ch of not-so—exciting junk as well.

P
~IELD
There are lots of little sgerét pits hidden underiarge.
bombable bouldersan Hyrule Field, and noneof them
have anything good, really. Most just-take vou to a
standard pit containing a chest with“seme sort of
weapon .« refifl”_ (it PFE“
becames - a red -or STMARQ -
blue rupee if you )
don’t yet have that
weapon), a couple of
hives, some bugs, a
puddle with a fish,
and an obelisk

tains a very us€ﬁ:il
fairy fountain.
There are also a
couple of bombable
pits that have no vis-
ible clue as to their
location: We’'ll dis-
cuss those on page
61 after we get the
Stone of Agony from the Skulltula house (it’s the prize
for 20 Skulltulas tokens), but you can flip ahead and
go blow them open now if you want.

At the very end of the
Lost Woods, right before
you reach the entrance to
the Sacred Forest Mea-
dow, there’s a bombable
boulder. Inside is a single
Business Scrub, who will
raise your Deku Nut car-.
rying capacity to 30 fo@if
40 rupees. Nothing t
too excited about tHere;
unless you use the \uh a’
fot.

vevrves =g : At-the-entrance to the
stone building that con-
nects to Goron City (a
tunnel vou now have the
ability to blow open, of
course), you can blow up
the boulder gnd reveal
another stangd&kd pit con-

= tginiwgen olliR o~ interest-
ubsbitel ¥ = 1 ‘ﬂ};ﬁ“\_t

t%+ don’t
f knoyswhy | even both-
gred to mention.it.

To make your quest easier. | can
enable you to pkk wp more

But. tW cost you

‘NATHI; LI:GI-ND OF EZBJ‘-\@ @cwam m Gumg_



HYRULE CASTLE

i The Iml (m.al ==

in a caye near H\m}e Castle. Sneak past the guards via the vy {or bribe them 10
rupees to let-vousin) and blow open the rock behind the sign warning of a dead end.
After a brief conversatien with a spazzy fairy identical to the first one, you'll be given
the magic of Din’s Fire. Like the first Great Fairy, you can return here any time for a
health and magic refill; Din’s Fire, which uses 6 magic points (about 1/5 of your magic
bar) can hurt most énemies, even when they 're blocking (but don’t use it against Keese,
or thev’ll just turn
into more Flaming
Keese). It can also be used to burm webs-and light
braziers. There’s one other neat trick you cando with
this magic: When you hear a Gold Skulltula nearby
but can’t see it, use Din's Fire and the flame's expan-
sive range will probably hit and kill the Skulltula.
When the Skulitula turns into a token, the camera will
§ zoom inon it, giving you a clue as to its location: =

Now ihat you're acquainted with bombs, you'll find the Hyrule Market's Bombchu Bowling Alley

ple rupee, a bomb refill, a Bomb Bag (increasing your capacity to 40 if you ah‘eady have the first
Bomb Bag). 10 Bombchus, and a
Piece of Heart. The prize is ran-
dom, and the girl behind the counter
will tell you what you’re playing for
as soon as you begin. You can only
win the Heart Piece and Bomb Bag
prizes once each.

Bombchus travel in a straight line
from whatever direction vou let
them loose in. If they hit a wall,
they'll climb it based on the direc-
tion they were going. The goal is to
get them in the hole, and vou have
ten tries to get it into three different
holes. The direction Link is facing
is crucially important, especially on
the last two levels. The pictures to
the right show the precise angles E
; from which you can make a goal on
m A G the last two rounds (aim straight

ahead in roynd 1). Timng 1s also
keyesince your Bombchi Will detonatg prematarely if
it hits a spike slider u{&‘mn cHicken (bet the Hyrule

chapter of PETA isn'igcpﬁla ithghat).

The Bombchus jgou AWin arel 't particularly use-
fu dmit=it’s fun tosc around v uh em.If you
want even mort of m, \%@1 ﬂndjhg Banibchu shop FEE
in the Back alley is fow opem@r bﬂs?hc\sk \ ' llllﬂ“ B EALRRAAN

BOMBCHU

has finally opened. The Alley is open 24 hours, costs 30 rupees, and offers five dlfferentpnzes A pur-




~  After you use a bomb to blow away the boul-
.ders that are blocking your route, you’ll come
across a boy selling Magic Beans. The first one

is a mere 10 rupees, but don’t get too excited:
The price is raised by ten every time you pur-
chase a bean. :
The soft bits of soil with a hole in the center
(like the one right by the bean salesman) are the
only places you can plam lhe beans, and ten such
planting spots exist in all of
Hyrule. Nothing will happen
immediately, but if you plant your

beans as a youth, you’ll return to "
find magical flying plants as an &g 3
- adult This is frequently the only -
_ way to get at well-hidden Heart 1
i Pieces and Gold Skulltulas, SO -

The su3p1cmusly placed chtcken _{T O F
S that's wandering around in the S84
early part of this stage is your p

B first sign that Zora's River is more
& 1than just a road linking the B
S kingdom of the Zora people to P
§ the rest of Hyrule. A bit of B
= exploration and experimentation
8 will uncover a Fairy Fountain, a
Heart Piece, a warp pool, and i
i cven a pack of singing frogs. B

Zora’s River is a fairly linear |
. area. Just jump across the rag- |
ing river near the entrance, then |_
head east. You'll have to wade
some of the time, but as long as
you don’t fall into the stream |
that runs along the south wall,
you won’t have any problems
with the current. The
Octaroks can be easily
dispatched the same
way you deal wlth _.
Scrubs: reflect their bul-
lets with your Deku shield.

,
Jump across to the other
side here, and then jump #
E
-3

back when the river
thins enough to allow
it. From there,
o head straight east
- until you get to
the area with the
two strange., *

mwisted natural
bridges. .

: Stand atop the triforce symbol in fromt Directly to the right of the entrance is a

= of this waterfall and play Zelda's lulla- still-water pool. Ity too deep for vou
R r by to open the door to Zoras Domain. now, but when you gain the ability to
: dive deeper you can use it to warp to

l‘huf mysterious pool in the Lost Woods. .
'



Both Pieces of Heart seem
§ inaccessible, but you can get SE=
‘em with chicken gliding skills. £
The first takes some doing.
Grab your chicken and glide
across, then head east. Go
=t north over the river and up the
& embankment and then glide
straight between the two pillars
## to the bank down below. Head
§ east and throw the chicken up
the hill, then climb up after it
and quickly pick it back up.
Turn south, wade into the shal-
low water, and again throw the
chicken up and climb up afier it
(hurry before it stumbles into the water!). Then
; glide down from the point shown, aiming at the
otherwise inaccessible little inlet (shown in the
first map detail) with the stairs. When you get to F
the top you’ll find another chicken to help you get

4 the Piece of Heart, an obelisk, and two pits.
Getting the second one is even easier. Just
. haul your chicken all the way to the higher natur-
« al bridge in the northeast area and glide on down.

Bomb the boul-
der in the middle
of the circle of
smaller rocks to
reveal the
enfrance o a
new fairy foun-
tain. Theres
nothing too
exciting in the §
other open pit.

- WO

18 W Y.

To gei the second Heart Piece, take your chicken all E
the way 1o the entrance 1o Zoras Domain, and then
glide on down.

{ Two Skulltulas
{ call Zora's
River home,
and you can
get both
tokens now.
The first is
hiding in the
tree right at

¥

e ————

i SINGING FROGS %

-
-]
&
-8
=

[

PULRET o e

the entrance, and the second
appears on the small ladder
below the natural bridges near
the waterfall (but only at night,
of course).

- once, but you’ll get 50 rupees for =

- cash, blow it on Magic Beans,
" and then come back for more!

vevrrwresyp
[=——1]

. Whip out your Ocarina on the log
shown here and play one of your
- four Ocarina songs for the frogs.
You can only play each song

each song you play! Fill up on

Fvrvesd -
=

e i‘gf

»




5] your diving distance, you'll need the Silver
Scale of the Zora people.

King Zora. The path leads to the top of the
waterfall, where a Zora man will offer you the

to collect them all. When you return to him (you don’t have to do
that within the 50 seconds), he’ll give you the Silver Scale, allow-
ing you to dive for a whole six count.

: After you win the scale, you =

«+ can replay it any number of | = v e 'J‘ﬁf’
<= times, at 20 rupees a play.
\“! There’s no prize, but you can
=% usually collect at least 50 rupees
‘8 each play. ! :
“»%  Winning the first time is pret-
~ww ty easy. Just swim over the

o rupee you're diving for (check | #07 "

where you are in relation to it by
watching your shadow) and | = "
hold down the button to drive.
You can use the first person per- ls L
* spective, but =
only if you
press the Z

Although the klngdom of the _'
d Zora people is, truth be told, aj
qsmall and boring place, you can ¥
grab a quick Piece of Heart, and P
win the Silver Scale at a sim—

3 ple diving game.  After that, it's ,\.\1! 33‘;‘;,‘;;{};”
time to join in the search for BE

4 the King Zoras missing daugh-
8 ter, Ruto! Only then can you
f§ carn the trust of the Zora you B
i need to progress.

o

’h.t a

L lg’.’f & '} “D

1Y i F
Y=,
1T pey

L. (e 3

You can make tons of cash diving for The diving game is one of only we

" Bur most of "em end up in the deep end. a major item
; I _—

. THy 1
T B ® OERR &=

To get it, run up the stairs, and turn left at

chance to play a diving game. Accept, and he
tosses a handful of rupees in the water. You have only 50 seconds

F

'S TWF)

U

§ the red rupees after you win the scale. mini-games that yvou have to beat to get

- A - -
W e e =_ - - o '-:.—.-h



No one in Zora's
Domain has men-
tioned the Zora
Sapphire, but every-
one’s involved in the
search for Princess
Ruto. With the
King's huge butt
= blocking your path,

you have no choice
~ but to join in the
- search.

The only clue you
have to go on is that
she might be in Lake
Hylia. Fortunately,
Lake Hylia is only a
warp away, as it’s

| —

MR T T TR

connected directly to
Zora’s Domain by

located  near the
island in the main
1 lake. With the Silver
Scale equipped. Link
{ can dive through, and

southern lake instant-
ly... And the clue
pointing to the
Princess’ where-
abouts will be right £
in front of you.

- :il'*in; Lo
Just dive deep a Lord o Jubu's. Delly.
few yards ahead of ==
where you came out

B J of the warp, and
=~ = Hyou’ll find the third
3 Empty Bottle, which
~ | contains a note from
| the Princess herself.
| Warp back, give the
7. | note to the King, and
i& you can keep the bot-
= tle.

1§ Zora’s Domain, a chest will appear
§ between the two braziers behind the
1 waterfall, containing a Heart Piece. If
you use Deku sticks, you’ll find the source -
of the fire is the king’s room, or you can "%
use Din’s Flame to save some time at the
expense of your Magic meter.

the undersea tunnel

arrive at this great .




LAKE HYLA
FISHING MINI-GAME

The building in the northeast corner of Lake
Hylia contains a man-made lake stocked with
fish. For only 10 rupees, Link can rent a pole and
fish to his little heart’s content. And if he catch-
es a record-breaker (9 or 10 pounds), the propri- '
etor will give hinra Heart Piece for it. .

Survey the pond carefully before you cast. The record-breakers
are always the large fish that don’t really move much. They’re usu- -
@ ally lurking near the log, or bamboo shoots, towards the center.
When you think you see one Z-target him, and reel your lure in with

" slow, jerky movements to get him -
Lty OD the line (watch out for little 2 1
?ﬁ! or 3 pound sniper fish darting in £ _ -
oo and grabblng your line). Reel §
w==-+@ him in by holding back and F= .
'E\Wyﬁ. pulling left when he pulls right { =
— _ ©= ~ {and vice versa) lhen when you !
= —= xli 150 =
Your business on the shores of L. a0 g
this majestic lake is already over, Ji% g
B but there are a couple of funp |
= thmgs here you might want top
& 1stick around for. And while S -
] Vere hunting for Heart Pieces i Sy .
and Skulltulas, we might as well §
gy stop by the rivers source in
nearby Gerudo Valley. F
OR-Cominue with- your—quest al: :

Every time you see a Magic Bean patch

(except, strangely, for the one in Zora’s River), g
you know there’s a Gold Skulltula in there. To
make them show themselves, you'll have to let =
loose one of the common bugs you find crawl- -
ing around in the pits all over Hyrule. Wait a

few seconds, and out -comes a

Zora's Fountain

& spare a bottle, you should put a
bug in it, (since three bugs come £
out each time, you can always
regrab one of ‘em). You should
— have two bottles by now, so start
)\ 2 your hunting with the patches in
5 Lake Hylia and Gerudo Valley.




In addition to the Skulltula in the bean
patch, Lake Hylia has a pair of Skulltulas.
The one you can get now is on the mysteri-
ous little island with the two pillars, and the
one you’ll have to wait for is located
behind the scientist’s house (on the side
facing the bridge).

There’s also a Piece of Heart in that
same scientist’s house, and he’ll give it to
you if you can dive deep enough to impress him (which you
can’t, yet). The other interesting thing in Lake Hylia is the
scarecrow on the North shore. Play a simple song for him
(something easy to remember, like LRLRLRLR) and memo-
rize it: It will come in handy later.

= “““; | GERUDO VALLEY MORg m‘ﬁﬁﬁmﬁc TECH

Gerudo Valley, the westernmost point of
Hyrule Field, has a guarded gate you simply =
cannot pass through as a child. But just _
because you're not supposed to come here
doesn’t mean you shouldn’t: In fact, if you
failed to visit, you'd be missing out on two

- | Skulltulas and two Heart Pieces, not to men-
1 tion the best background music in the game.

There’s one Skulltula on the wall by the .
waterfall (you can’t get it yet), but the other
two, as well as the Heart Pieces, require that
chicken-gliding skill. Just grab the Cucco

{ and sail off left side of the ledge, aiming for =
the small ledge with the box. Set down your
chicken, smash the box, grab a Heart Piece,

_ { then take your chicken (if it’s .gone over the

1 edge, you'll have to dive into the river, swim
to Lake Hylia, and circle back again) and &

1 glide north along the same west wall. You’ll

{ land in a passage with a guard, a cow, a box.

1 and a bean patch with a Gold Skulltula. If

+ that’s not enough, you can continue north on
that path until you get behind the waterfall,
where another Heart Piece awaits!

- The spot with the crate is just a dot If vou can keep your chicken from Theres a Skulltwla in the planting Bu'nmf the waterfall is a ladder thar
in the distance, and steering vour falling off the ledge, vou can go spot, but not a whole lot else here... takes vou to an alcove with one
- chicken perfectly can be tricky. straight from there to the bottom.  Unless you go behind the waterfall. more Piece of Heart.




Bl Zora’s Fountain is the startingf.
o point of the mighty river that /8

4 cuts through Hyrule Field, turns
into a raging waterfall in Gerudo
§Valley, and emplies into the fB5
8 gargantuan Lake Hylia. 1t may f_

not look like much, but its deep

; waters are home to a fish so

8 huge that it holds an enlire two

level dungeon in its Dbelly, as§

B well as a cerfain lost princess.

Z-target King Zora and then
use your letter-in-a-bottle with
the C button to show it to him.

He'll ask you to continue your £2

search for Princess Ruto, and E
will graciously move his fat butt

% out of the Zora’s Fountain

entranceway, a process that only

5 takes about 45 minutes or so.

When he’s finally done, head |
out to the Fountain. As you can |

<. sce, JabulJabu is waiting
_ patiently, but his mouth is *

clamped firmly shut.
Head back into Zora's
Domain, and go to the shallow

&« water just outside of the shop.

You should see an area where
little fish are swimming around.

Equip a bottle to your C button £

and use it to scoop one of ‘em
up. Then take that fish to Jabu
Jabu and dump it

out of the contain- )
er in front of him. {‘\\ .

. He'll  open  his §

mouth to suck it
in, creating a
permanent
entrance to %
his belly. ;




There are two
Skulltulas in
Zora’s Fountain.
The first is in the
tree on the south-
east island, and
the second is on
the wall behind
the half-sub-
~ merged logs. You can’t get that one
~ now, but the tool you need to finally
- snare all these too-high-up Skulltula
~ tokens is almost in your grasp...

P Y T

Set a bomb near the big grey rock on the little island in the comer of the lake, and
you won’t just blow up the rock: you’ll blow up the whole wall! Inside youll find
another one of those terrifying fairy women with the dimples, the lunatic eyes, and that
maniacal laugh (shiver)... But resist the temptation to bolt and stick around until she §
hands over the powerful Farore’s Wind magic. ‘

This magic, which can only be used in dungeons, sets up a warp point you can tele-
port back to the next time you use the magic (it then disappears, but you can always
set it right back up). You can’t use it to transport objects you're carrying from one
location to another, which would be useful in the next dungeon, but it can still be a big

=== time saver if you remem-

1 ber to use it in an area you

~1 know you’ll have to back-
track to. Considering the

e . 4 ~ = S -

prcvalcnce of mﬂgiC bot- These fairies scare me... They scare me a
lot. But vou can't beat this one for con-

tles, it’s rclatlvcly Cheap venience: When vou've been badly

loo. wonnded in Jabu Jabus belly or have
blown all yowr magic playing with
Farore s Wind, come back for a fill-up.

28 TEwTT aoTa. =




Alabu Jabu’s intestinal |
tract begins with the -

familiar threat of Octoroks.
You can run straight in-between
them to avoid conflict, or wipe 3
them out by reflecting their bul- §

lets back at them with your | =

Deku Shield.

The Shaboms are much easi-
er to deal with, and can be dis-
pelled with a slingshot pellet, a

swipe of your
- sword, or what-

~ ever else you -
. happen
~ to have L

. around.
. Or you
can leave them be and walk on by (or roll 4
on by, which might be a safer bet).
Finally, whip out your Slingshot and *

look towards the ceiling for the hanging
~ 1 bit of yellow... um... What is it, phlegm? =
S ' Atonsil? Alymph node? In fact, I don’t &
2y even want to know. Just shoot it to open

| the door, and keep an eye out for them in the
- future.

The next room introduces the threat ©
a of Biris, electrified jellyfish that will _

Jabu Jabu's digestive tract is af
{ disgusting place, crawling with
B parasites  of all sizes.  Youll p&
B nced to hunt down the three P iq
&1 giant worms that block your fE==5
] progress at every turn, but you
won't get far without the added §

= ]

- |
% |
1

d

N

electrocute anyone foolish enough
to strike them with a metal blade.

.

i ; < B I o stick to your sub weapons, like the
: we‘gh_t Of Princess .RUlO. She's 2 Slingshot, Deku Nut, or Deku Sticks. I
a pain to deal with, but youEL S8 | Or just avoid the Biris altogether.
cant get through the first part B y . ; ‘
5 . ol rincess uto greets you
of this dungeon without her. with the endearing hostility
- you'll learn to expect from #

e her, and then jumps down
!1 one of the swirling, um- let’s call them “Yuck E
N Holes”- that are peppered around this room.
B ... Pay attention and jump down the same
BL 'e)% one, since her presence is crucial to .
':e; - your completion of this dungeon.
~  If you got the right one, you’ll end up
~ at Point 4 on the next page. If you miss
5 and end up somewhere else, you'll have
~ to climb up the ivy-like web of mucus
'f (getting nauseous yet?) that leads back to &
~ this room.




Aﬂer a bll of
gentle persua-
sion, Ruto |
=7 will agree
_to accompany you, pro- |
vided you carry her the |
_ whole damn way.
You may be vexed o
by her arrogance, but
\you can have lots of

fun getting revenge. For example, you no longer have §
to waste your own ammo killing Biris: Now you can
Jjust huck Ruto at ‘em!
But don’t throw her around carelessly, “cause if
she ends up on the wrong side of the
platform, you’ll have to leave & "55°¢
~and come back to "r-___- T
reset her position g
(and you know |
she’ll be pissed).
For now. grab her and
head through the door behind you.
You can toss her at the bubbles to pop
*em. and you can even huck her at
the tonsil switch to open the
door in the hallway.

s

7 on't like to get 2
& wet (even though she’s half fish?) so b
= wade across the pond =
and toss her to the other & %
side before you hit the ™ t‘__ 4,
switch. Then nail Gold e If you set Ruto down on the
Skulltula number 1 on the ledge betore the elevator and dive
ivy-like stuft, and climb a bit below the west wall, you’ll find a little tunnel
up there. In the alcove, and resurface near a platform with a very annoy-
you'll find some pots, ing Business Scrub that likes to nail you with
one of which contains a  his little bullets just as g -
fairy. you get up on the ledge. | Sesse 28
: From there you can Time it carefully, knock } = = 3
jump back down to Ruto, one of his bullets back at |
{ bypassing the whole him (or fire the sling- §
switch thing altogether. shot), and he’ll be ready |
and continue on to the todeal... 5 Deku Nuts for
south. 20 bucks? Hardly worth
the effort.

Then grab Ruto and,
with her still on your
shoulders, jump onto the |
elevator and let it take
you back to the first
floor. Carefully avoiding
the Biris, make your way s
back to the room with the |
Yuck Holes. =




Zip right past all the Yuck Holes,
and keep a Iighl grip on Ruto lest -_ -

cially the blb unes} as you make your way
to the door on the other side. g

This new area branches off in five different %
directions, but many .
of them are blocked |
by electrified tentacles =
in a variety of highly
unpleasant fecal col-
ors. The whole area is

£ A

e —
ey - = =

E e |

-\ _, W .
Y 3

3 guarded by cen-
tipede-like ene-
mies known as ‘?
“Tailpasarans.”
4 who are difficult
to harm at this
| point. Evade them £ =
and be careful not
Sto let'" go of
£+ | Princess Ruto, for =
the floor here is &

~ { constantly flowing =

{ backwards, and = 3
" { you might have trouble
catching up to her up
again.

Your first destina-
== tion is Point 8.
=1 the eastern-
=~ | most room.
You'll need
Ruto’s weight
= { on your shoulders to
| flip the switch that opens
{ the door.

and draw your sword
when you enter this
Stinger-infested
{room. They're lurking
beneath the surface. To
draw one out, Z-target it

and approach it (or toss
§ a Deku Nut at it). Step

back just as it surfaces =
to gain a bit of space, |

attack as it’s starting to
hover. Kill all four and
a chest will appear. The
Boomerang is finally
= yours! Grab Ruto and
move on!

S point 9. drop Princess

Drop Ruto in a corner i

E 'm'iz

Now you need to get to
___ the room on
. the opposite

~ end. Fortu-
nately your
-7 journey will
~be a bit easier with the ‘rang in your hand, as
" it can Kill the previously difficult Tail-
__ pasaran enemies. Just

' make sure Ruto does-
n't get sucked away
by the moving floor
while you’re fighting!

When yo;.l éel 1o G -El’-:;.}.—’f.'

Ruto on the switch and
& head inside, ‘rang
= at the ready. The
- orangey-brown
tentacle  you’ll
. fight is a cinch:
Just hit him witha |
. sucker shot, run}
. forward a bit to }
lure him down {
from the ceiling, F58&
step back and repeat. |
When he explodes into
. icky brown chunks a
few minutes later,
he’ll leave |
behind the |
Dungeon Map, §
and all the
other tentacles
of his color will be £

\

It’s best to work alone (no need to carry dead-
weight Ruto) as you hit the remaining rooms in
- the order they

s 4 : e )
f appear on the 35
~  map. In room
l %’ 10, snuff all the £ :
Shaboms in 40

seconds (piece of cake, '
_ that) for the Compass,
then kill the other two ten-
tacles in rooms 11 and
12. The one in room 12
has an entourage of
Biris. but your Boom- |+
erang will make short | =
work of them just§
before it kills their puke
green leader.

o B
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Ruto will be waiting for vou
where you last left her. Grab
her, head to the Yuck Hole
Room, and jump down the hole
where the green tentacle used to be
(on the map it’s the one
in the northwest cor-
ner) and you'll land
on the part of the
main room in level
Bl where the two
Gold Skulltulas
are. Kill ‘em with
your Slingshot and snag the tokens
with your ‘rang, then take Ruto through
the door to the west. Toss her onto the
platform, and then prepare to fight the
BigOcto mini-boss. Once again, she’ll
sit it out while we do the work.

Not that there’s a lot of work involved
in offing BigOcto. Nail him with your
‘rang once o stun him, then wait for him to start spin-
ning, and nail him again. 1" his back ends up facing
you, r;.pu,.zltdly stick him with your sword, and if it’s £
e = not, _]llsl rang him again and hope for better luck.

i — hz— ——— E

“aNe.7 Afler your victory, the elevator will take you to a new part of level
IF. Head south towards the exit, where a pack of Biris and two of
those big red chunks of... Ugh, what are those. tongues? Way down §
here? Again, I'm going to have to suggest you don’t think about it, and just nail them g
—= With your ‘rang to stun ‘em before you jump across.
o 7 i§ When you get to the third room of this brief arca }*5
: ﬂ S -q'-—\ (Point 15), the platform will crumble and
' A oase . you'll fall back to the dungeon’s second §
room. Except now that last piece of .
flesh (!?) is in place, so you can finally :},1',',"’ \hm"‘h‘;’; “m; Fomm — hopt”
2. SO Vol necd o jise Yewdr J"d!l'&. o
jump over to the room on the west side. go around it.  Z-target the switch and
Since Ruto’s of dl.)lt‘lg whatever it is stand at the edge of this ledee 1o get an &
sy tnobstracted shot.
- she does when she abandons you, you'll
' have to replace her with one of the crates in this room when you go to trip the
weight-activated switch guarding the west door. The crate has
the same amazing ability to sit there and take up space that
Ruto does, and with far less backtalk!
Inside Point 16 you'll find a bunch of Biris, the last §
Skulltula crawling on the
vines, and a tricky switch
(su: caption) encased in |
§ mucusy webbing sealing
off the boss door.

o
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Barinade goes
through many forms,
¢ some of them

== quite aggres- //""_‘ ; .

* sive, but : -

-~ his lack -
- of constitution and the +

plethora of recovery #

& hearts in this room 2
« should make for a fairly easy

L boss fight.

Start by getting medium-close, Z-

target the stuff on the top, and -
keep walking in a circle //f} " \\ \
around the boss as you use

- your Boomerang to give him a haircut. Next hit the little Binis he generates and wait
for an opening to hit the main body with your Boomerang. 1t°ll become stunned and |
turn blue (the Biris will keep moving. so be careful). §

The ke to this boss is knowing when to
go in for a hit and when not 1o. You
don t need 1o kill all the Biris before
vou can hit him, but studv their arcs

carefully before vou run in for a shot.
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Kokiri Sword. When Barinade goes on the attack. use |
your Z-targetting to get a bead on any of his little
pieces and ‘rang away at them as you backstep away.

Dont go for the kill oo} =~ %
earlyv: Concentrate on dis- =

abling him early on and
don t attack the bodv until
vyou've broken down his

offensive capability.. Bl

Ruto will hand over the Zora Sapphire after you -
collect your Heart Container and warp out of the dun-
geon, but not before she tricks you into committing to
marry her. It’s tempting. | suppose... She is kinda cute ©
- and [ like a bit of haughtiness in my princesses (Zelda

1 needs to work on that). But I've always had this thing
about girls with two extra eyes on the tops of their *
heads, so, um... I think I'll pass. Pocket the Sapphire
| and go see two-eyed Princess Zelda instead. 2




“every new |

Now that you have the Boomerang. you can grab
that Gold Skulltula on the wall of Zora’s Fountain, as
well as any Heart Pieces you didn’t get in Zora’s
River. You'll have to aim the ‘rang manually to get
the Hearts (you can
Z-target Skulltula
tokens, however).

The boomerang

- can —also smash
those weird hives you see in the corners of the ceiling sometimes. There are a couple
of ‘em in and around the king's room in Zora's Domain, and they appear frequently in
underground pits. Onee again you’ll have to aim manually, which can be very difficuit,
and it’s rarely worth.it. A couple of them contain red rupees, but that’s about it.

KAKARIKO VILLAGE

If you've been checking back at the Skulltula
House regularly, vou've probably already picked up

the Stone of Agony for killing 20 Skulltulas. This
highly important item makes your Rumble Pack shake
& Wwhenever you walk near a spot where there’s a A
Yoo ght ained the o _ hidden pit. Up until now most of the pits have - You got &

iy equip 3 § & What a huge walle!” Now

"l react o mearty yecr eipi peither been open or under obvious rocks B9 yos-can caery wp to 500 §
fF——'-L‘- 7 S & and stuff, but there are many hidden pits s e
r‘ = ¥ that have no visible clues at all. That’s when
< 2 the Stone comes in handy. Many of the pits [t 7 et 0
require-bombs to open, but some require a sc
that you haven’t learned yet, so don’t worry if yo
can't find a pit everywhere that your pack shakes.
The first pit is-right here in Kakariko village, not far
from the Skulltula house. When you feel the rumble,
- Vou get
plant a bomb and step back. Then step into the hole and E g t‘:‘ﬂ;*’w 1 Rere T
kill the two Redeads for a Huge Rupee. worth 200 regu- |§
lar rupees!

While you're in town, go grab that Piece
of Heart from the windmill: If you posi-
tion yourself just right, you’ll be able to
nail it with your ‘rang.

There's a Skulltula on the cemetary
wall that you can also

ab with the Boom-
erang, and another one
in the loose soil of the
Magic Bean planting
spot (which you must-

n't forget to plant a
bean in. too, of course).

0

w mistake. Thatk not a pre h, thats a | from that wng Semisonic S0
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_SIQJLLTULA UND—UP_

Don’t forget to go back to all of The Magic Bean plant-
ing spots to plant your

You can also go back and get these six Skulltulas now beans and use bottled bugs
that you have the Hnnrm..mg (in addition to the one in to uncover the Skulltulas
Zora’s Fountain). Of all of these. only the one in hiding down there. In addi-
Dodongo’s Cavern will still be there in the future, and when tion to the one at Lake Hyli
you go back there with one of the items you can only get as here are the other seven you
an adult, you can pick up the other missing Dodongo’s can get to now.
Cavern Skulltula as well.

J . - T vt ] o 7 >y Ir 2 1 v h
k of the laboratory. Gerudo Valley: Waterfall at night.

Lost Woods

Lon Lon Ranch: 2nd story window. Lon Lon Ranch: Outside walf.

fountain Trail Zoras

_MASK_TRADING GAME

We've talked about this a bitin the past. but since it’s not
possible to take this mini-game to its completion until
you've received all three Spiritual Stones, we've held our
full coverage until now. All you need to do i1s check out
each mask, find the person who wants it, and put it on in
li 1eir presence. When vou return to the Mask Shop, you'll

et access to the next one. A couple of the masks have neat
# 057 -:ps.ua] abilities to boot, too.

L EATON MASK_
“Keaton” Mask? (S ' > l'he Skull- Kid
Whatever it is, =P 2 | who gave vou a
this mask must B! Heart Piece for
be given to the : playing Saria’s
: guard by the Song

entrancé to the Death : Woods wants this 1

Mountain Trail. It's for his first head to the

“son,” yvou see. That’s why he t | for a secr

wears it 24 hours a dav.

Witk sminging rablsl cars’

GOA THE TEGEND OF ZELDA® OCARINA OF TIMEM PEREECT GUIDE _ = = =
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This mask makes
you look like a
Redead (not that

The one pit in the Lost Woods
marked “Forest Stage™ seem-
ingly contains nothing—unless

e), so its you wear a mask. If you wear

destination is the Skull Mask, the Business

natural: Take it to the grave- Scrubs will all pop out and

vard, where the little kid who's raise your Deku Stick max. If

always playing will snap it you wear the Mask of Truth.

right up. the leader of the Scrubs will

4 BUNNY HOOD raise your Deku Nut max (if
you come back and do this,

Now that yOU they*]l dance a bit and explode |

have all 3 stones, inio rupees). If you wear any §
ou'll . find & gther mask, they'll turn on you

freaky man run- and begin to attack.

ning around Lon
OTHER_ MASKS

Lon Ranch in Hyrule Field.
\\hm you u.l th \1.15'

Sell-him this mask for 500
rupees (1) to quadruple his run-

ning speed.
5. MASK_OF TIQJ’I‘H much —except |
= = NS¥ask s for look cool and B
= kca. s Take it change what
with you and StMe people
“}IL[”L, \U'l g0 say to you.

You can now pick wp
even mas e
You can carvy up to X

the Nmnp. gr».)

obeli cattered everywhere.

4 You'll hear some very interest-
ing information.

HYRULE FIE

NO TH OF LO'\ LON NEA GERUDO VALLI:\{

EAST OF CASTLE

Your Stone of
will guide you to four

more bombable pits in
Hyrule Field. This is the
big four: They contain
both of Hyrule Field’s
Skulltulas and both of its
Heart Pieces.

Unfortu- E

nately, one of the Heart}

w

Pieces (in the pool be-
neath the tree north of
Lon Lon Ranch) will con-
tinue to evade you until
you increase your diving
capability. Use fire to burn
the webs in the Skulltula
pits, and the rest should
be self-explanatory!

CENTER OF GATES NEAR |LAKE HYLIA
Just when you were thinking that buying stuff from
Business Scrubs was always a waste of time and
ou meet this guy, clearly a drop-out from the
Scrub school of commerce. Just plant a
bomb dead in the center of the four fences near Lake
Hylia to reveal a pit with a Scrub that’ll sell you a
Heart Piece for 10 rupees! Possibly the easiest-to-get
Heart Piece in the game.
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S You Ve LO"&LTEd the three Spm—
o tual Stones that Zelda requested,
and all that remains is for you
N to deliver them to her. But just
qas you approach the castle, your FE=-
premonition comes frue: - Impa B2

gand Zelda flee from Ganon,
= pausing only fo ltoss you the
B final fool you need to proceed

in your quest. Hurry to Hyrule

B Market's Temple of Time!

= goal, as night begins to fall as

“ = as you feared it would.

7 Link’s poses-

~ sion, the most
~ _ obvious course of F
~ action would be to §

meet with Zelda again. But you
won’t get anywhere near that

soon as you near Hyrule Castle,
and the dream you and Zelda
shared plays itself out exactly

But this time there’s a twist:
Zelda. showing a finer throwing
arm than many professional

quarterbacks. tosses the -
Ocarina of Time towards

= you, into the moat. When

things settle down, dive in
to get it. then take it to the -
Temple of Time. Play the -
Song of Time as she teach-
es you, and set your three -
stones into the altar to open
the path to the Master |
Sword... And your future.

YU

s The 'umg of Time appears in the

number 6 slot in vour inventory,
hypassing slot #5. Don't worry,

" vou haven 't missed anvthing.

M
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You knew this would happen
sooner or later: Link has grown
up. As a result, he can wield a
full-sized sword, hold his Hyvlian
Shield the right way. jump far-
ther, c¢limb higher, and use a
whole new set of weapons.
Unfortunately, he’s lost access to
the Boomerang, the Slingshot,
and Deku Sticks (explain to me
again why adults can’t use such
things?). leaving Link with noth-
ing but Deku Nuts to supplement
his unchanged repertoire of
sword attacks.

Link’s quest has changed as
well. Now he must !md Iik SIX
medallions. a




You get the Light Medallion from Rauru, the first of the six sages. Rest assured
that the next five won’t be quite so easy: Each one is guarded by a fierce boss at the
end of a massive dungeon.

There is no specific order in which you must tackle these dungeons, but you won't
get far if you don’t have the Hookshot, the new “skill” Sheik suggests you get in
Kakariko. You really have no choice but to take his advice.

As you leave the Temple of Time, you’ll find that there have been some changes in
the last seven years, none more drastic than what’s been happening at Hyrule Castle.
First of all, the Marketplace has been overrun by Redeads. so be careful as you make
your exit. These Redeads don’t have the ability to stun you, but their chokehold attacks
do just as much damage as the ones you've  faced before. Fortunately, they’ll still be
frozen by the Song of “the Sun, and with your double- =
power Master Sword at your hip, you might find it
to be worth the risk of killing them if you need to
8 fill up on Magic... They drop Magic Pots at a very J¢
high rate. 7

- L)
Hyrule Castle is no more. In
its place floats the completely
inaccessible Ganon’s Castle.
There's not much you can do
here but gawk in horror, but if
vou look closely vou’ll find a
Gold Skulltula behind what used
to be the gate at Hyrule Castle.
You can't get the token yet
(unless you want to take a risk of jumping into the /n the
lava), but you can come back to it when you get the the “oid

. e i red
Hookshot at Kakariko Village. pp,“,

FA75

en vears, all

as }

. —

= You knew the fourth bottle had to
i be around here somewhere... But fig-
uring out where it is and actually
acquiring it are completely different &
matters.

The room at the enfrance to
Hyrule Market, where you used to ¥
have such fun smashing pots for
' cash, has a new occupant: an undead
specter who deals in Poe spirits, which you can get
from killing Poes and grabbing their remains with a
boitle. But he won’t be too impressed with normal,
garden variety Poes. He wants the special Big Poes
that lurk in Hyrule Field. Catch him ten of them (only
ten exist) and he’ll give you the Empty Bottle as a
bonus (plus 50 rupees for each one). #4715 =

Sound difficult? You don’t know the half of it. Big j; mav take a while to et
Poes are tremendous cowards, and they'll run faster wsed re Adult Links much
than you can catch them. Your only chance is to nail higher swing.
them with a bow on
horseback, a difficult
task made all the harder
by the fact that you don’t
yet have a bow or horse.
So you'd better come
back to this one.

¥

e pr T

|

:
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WINNING EPONA THE HORSE

You see Link proudly trotting across the field on his majestic
steed every time you start up the game, but I doubt most people will
even figure out how to get the horse their first time through
the game. Getting the horse is entirely optional, and the
clues pointing towards it are
tion: If you miss this, you'll be missing out on one of
the coolest features this version of Zelda has to offer.

You can acquire the horse at any point as an adult,
but we suggest you do it immediately. After all, the
sooner you get it, the longer you have to play with it.
Here’s the process: Head on over to the Ranch, picking
as many rupees as vou can grab on the way, if you're

<z low (it’s 20 rupees to get in the door, and every

try at the horse costs an additional 50 rupees).
Talk to Ingo, waiting outside the stable. and go
ahead and pay him the 10-spot to ride a horse
for one whole minute. Do it a couple of times
to get the feel of the horse, but don’t bother
with the horse he offers you. Instead, play
Epona’s Song and Epona will come running
towards you and allow you to mount (there’s
no way to catch her outside of playing the
song). When your minute is up, repeat the
process, and then, while you're on Epona’s
back, talk to Ingo. He’ll propose a race, with 50
rupees as the stakes. If you win, a flustered Ingo
will offer a rematch, and this time he’ll promise you
the horse if he loses.

Win, and he’ll keep his promise, but with a
condition: you can never leave the ranch with your
horse. That’s dirty and he knows it. but you can
break the rules by butlding up enough speed and
jumping over the low retaining walls separating
the ranch from the rest of Hyrule Field. Epona
will be yours forever.

rare, so pay close atten-

up

-

i

urrent Total: 44 : J

Current Total: 19

o use !

get an

by stay




P\VENGE
OF THE
CuUCcos

Just like the SNES ver-
sion of Zelda (Link to
the Past). you can incite
a huge swarm of chick-
ens to ;111--1ck by wailing
on one of them with a
sword for a few min-
utes. Ocarina of Time
provides vyet another
way to mess with the lit-
tle buggers: Just trample
one with yvour horse (a
trick that you can only
pull off in this area), and
watch the swarm attack
when the cinematics
end. They don’t dam-
age you or anything. so
just run one down and
watch the fun!

If you return to Ingo

anch (it’ll be Lon Lon
Ranch again when you
tell Talon of vour victo-
ry), you can talk fo
Malon and get her to
train you a bit in the art
of horsemanship. She’ll
offer you a chance to run
a timed, two-lap course
around the stable, and
will give vou a prize if
you beat the record of 50
seconds.

The best strategy is 1o
keep a solid rhythm
going by cracking the
whip whenever the fifth
carrot regenerates (never . —
i . - B‘[ = * = ¥ > whal you may have n
dipping below _OUT car- prize isn t a Heart Piece or Boiile... |
rots), and taking the adamn cow, delivered directly to Link's
turns as tightly as possi- home (I'll bet thats a violation of his
ble w iihuhi f']illiﬂﬂ the ™ ntal agreement). [ guess the thought

" g B is that now n get free k when-
wall (w h!ch “].[] Cause ever you but s0? Who cares?
- vou to miss the jumps). There’s clear!y something deeply wrong
with that Ma

Once vou "y
escapec
Epona, you 'l

able to use he

Lake Hvlia, and
Gerudo Valley (vou can
summon her in any of those
locations with f‘.}'-‘r#r.‘u 5 Song)
You can use your bow to shoot
enemies from horseback, or tear up plants simply by
ing them. Also, though it s certainly optional,
you can go through the entire Trading Game process
now (see pages 68, 70, and 105) to get the Biggoron
Sword, the best weapon in the game. E ona is fast,
fun, convenient, and hey, she 5 good eatin’,

too! Errr.. Umimm. lnrm t 1 just said that
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KAIQA}Q@ TRADING GAME
As an adult, you're given the

n_[l:‘nr.unl-". to participate in an
lar to Ilu.‘ \Tus‘k I!'Lid'

_ times, across ;:! 0 II}-tul :
! i Coccel 1 ol W B and at the end vyou'll have the
- Y b Pl T powerful, unbreakable Biggoron

Pl Sword. The trading game starts
here 1n Kakariko,

First, talk to the Chicken Lady
who gave you the bottle in the
first quest. She'll give you a
Pocket Egg, which will hatch

i into the Pocket Cucco at the next
sunrise (you can speed that up
with the Song of the Sun). When
it hatches, use it to wake up
Talon, who’s crashed at the house
with the freaky man-woman in
the mid part of town. If you've

) 3 already bested Ingo at this pmm
ne the « == = he'll head back to take over the

H‘-"" le PLaAaES = .= B ranch. If not, he'll stick around

El uie. Kakariko until you

human capil

You returned the Podhel Coccn

J.ud flon to 1ils origin ESIAENIS A =TE S n retwn! Anyway, once the Chicken has

Lniike other Coccon. Cojro i - E z
rarely ciows. e Its duty, return it to the

- .
numper o : — i y, and she’ll give you
Market. Con 53 g Cojire, the blue chicken, which
: : !  you can unload mn the next sec-

Dampe : i tion, the Lost Woods.

Gravedigger, but dont miss T E—— - _
opportunity to grab a cou ¥ NROOFTOP SHENANIGANS

Once you get the Hookshot (see next p
you can use it to latch onto any of the sh
rooftops here in Kakariko. From there you can
jump to other roofs, including two that give you
é T : nice treats.
< ] If you visit the guy who's sitting on his roof
looking at Death Mountain, he’ll give you a
Heart Piece
as a momento.
If you get to
the top of
Impa’s house
at night, you'll
find the final
Kakariko Gold
Skulltula.

Hes! Godd o see 300 again' I
e you HEs #s & memento

466
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THE SONG OF STORMS

An interesting time paradox awaits you at the
windmill, and if you can unravel it. you’ll learn
the sixth song and open the path to a very impor-
tant dungeon.

If you talk to the accordion-player in the wind-
mill; he will tell you about how a young Ocarina
player played a song that ruined his windmill
seven years ago. You don’t recall playing it. butif
you show him vour Ocarina, he’ll teach it to vou.
You now know the Song of Storms.

Playing it now won’t do anything. since the
damage has already been done. But if vou go
back in time and play it again, the event that he
remembers so painfully will finally occur. So,
um, where exactly did the song come from, if he
learned it from you and vou learned it from him?
Isn’t Time Travel fun?

A 2 Anyway, mucking with windmills is only one

. : . of the delightful [Sessseeess =
things you can do with this piece of music. It can |— . = g’
open pits in the ground that cause your Stone of
Agony to rumble (you’ve probably already come
across some that you couldn’t open with bombs).
it can be played to the frogs (as a child) for a
Heart Piece, and you can whip it out anytime you
just feel like a bit of bad weather.

LELE

If you plant-
ed your
magic beans
in the corner
of the grave-
yard as a
OF | child. you'll
I’],EAI{I: now have a
magic plant
that will take you to a box con-
taining a Heart Piece!

A . T *

Dampe’s “heart-pounding” lifestyle D E'S C "r C ACE
apparently caught up with him in the AMP A A OMB K‘
seven years you've been in stasis. You == -
can read his Last Will & Testament in
the pages of the diary in his hut, in
which he bequeaths his “stretching,
shrinking keepsake” (um... yuck) to
= whoever can challenge his ghost.
His grave is the one on the left row
\ that didn’t use to have flowers on it. In
his crypt, Dampe will challenge you to
{ a race you can’t win, in which you must follow him through the wind-
 ing catacombs as he shoots fire at you. Simply making it to the exit
!IULU'hL‘I than you'd think, since you can lose him around the turns if you
§ get it by the fire) nets you the Hookshot... Making it to the end in one
! minute or less (you can repeat the race uul]c:s]x] will get you a Heart
§ Piece. You need the Hookshot immediately, so keep trying “til you get it.
Hul to match or beat the one minute time, you'll have to roll (which is
slightly Ilislcr than running) incredibly skillfully, dodging all the flames.

The fireballs Dampe throws at you Roll 1o travel down straightaways You have to use the Song of Time 1o If you didn t use your boomerang to
can be dispelled with a swipe of faster when no flames are present. eliminate this final obstacle. pet the Heart Piece in the windmill
Your sword, but it 5 always faster to  This will help vou shave seconds off Remember the pattern on the stone, yet, you can grab it from the spot
Just run around them. your time you Ul see il again. where you exit Dampe 5 maze.
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Cojiro’s master is waiting in
the clearing, beneath the ftree
where the Skull Kid used to play
the bone flute.

If you hand over Cojiro, he’ll §
give you the Odd Mushroom,
which you’ll have to take back to

the old wor in the alternate
potion shop in Kakariko,
Unfortunately, vou have only a
few minutes to complete this task
before the Mushroom \_Tfl\"‘i]h. SO
don’t even t o him unless
you're willin *ad back to
Kakariko immediately.

The witch in Kakariko will
give you the Odd Medicine,
which you must return to the man
who ojiro. Give to the
Kokir as waiting
where the sick man had been, and
you will receive the Poacher’s
Saw. And that’s as far as you can
take the trading game at this
point.

=2

Since the death of
the Deku
Kokiri Forest

with
Ignore the plig
the Kokiri for now
and continue on to
the Lost Woods...
You will find it
much easier to get
around in town after
you've cleared the
Forest Temple

Near the j
you'll come across
your old friend,
Mido. To prove to




: are two Magic Bean spots here in the Lo ) . located at Point 4, leads
to anything. If you check out the ledge that magic plant connects to at ni*__'hl. _\t_"\u‘ll find a Gold Skulltula.
The one at Point 3 3 just sort ut‘ flies you around, revealing a lame short cut b

ge out of there,
and, really, that’s about it.

‘ The Sacred Forest Meadow is full of gigantic new enemies. Walking the
7 en®, & ‘ P paths through the hedges that used to be fu l] m Mad Scrubs are Moriblins,
| crazed giant goblins that will lunge at - first, if you ever fall within
their line of vision. These hits k ]
the way to the pools at the end of
and unless you want to be smacked around
some more, you'd be wise not to get out of the
water until your enemy’s back is
BNl tumed. When the Moriblins do turn
their back, seize the opening and ‘__
The top of the hedgemaze ghoot them with your Hookshot. It's G
: direcily 10 anoticr yhe only weapon that can damage them
from a distance, and it kills instantly.

At the end vou’ll fight a Monblin, who
uses his giant hammer to send shockwaves
through the Earth. He targets your last posi-
tion, so weave from the ILIt to Ihc' right to avoid
them, until you can step r ast him.

Don'’t forget about the f r_\ fountain in the
middle of the hedge maze (it will come in
very hand\ during this « n). And
while you're up there, snag one more
Gold Skulitula, on the wall to the East.
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_ . Sheik is waiting at the ning of this temple to teach you the
i Minuet of Forest, a catchy little » that will warp you here
whenever you want. There’s one warp song for each of the six
temples, and this one’s particularly useful, since vou can warp here
from other dungeons to stock up on fairies at the nes airy foun-
tain. Not that you i 1, but ording to my 1991 Webster's
College Dictiona ninuet” is a “a piece nl music for a slow,
stately ¢ > in triple meter, popular in the 17th and 18th cen-
turies.” Clearly someone at Nintendo owns a very
Thesaurus, ‘cause all of the warp songs have similar
Anyway, Versus Books encot s you to enjoy a “'slow, stately
dance” in the privacy of your o
Once Sheik leaves, fire at the
hi horizontal branch of the
dead tree (you have to be fairly
close, and you’ll know you're
close enough when the red tar-
geting light shines) and your
Hnnk~.hm will pul] you up to the
¢ where the

| g pair of
- ..'

out this | Daj 1110 u‘t*t\*m'l

You can easily waste

the two Wolfos ene-

£ mies here by simply
Current Total: 22 blocking until one strikes, then
retaliating with a jump attack.
Unfortunately, the Wolfos tend
to be pretty defensive enemies,
so this could take a while.
d, you might want to use

¢ Spin Attack

In get some easy hits, or simply
ignore them altogether as you
head up the 1vy towards this
area’s Skulltula and Small Key.

Yo fomnd o 1
This hey will open a lothed
door. You can use dt ealy

inm s dungeon
4 ==




-\ I'he Hookshot reacts to enemies in
5 A different ways. Sometimes it kills

A2 them. sometimes it does just a little
damage, sometimes it stuns them. Experiment
often, as you never know when you’ll discov-
er a great tip, like that the Hookshot can blow
away a Big Skulltula in a single shot, regard-
less of whether its back is turned to vou or not.

When you enter the Great Hall,
head straight to the northernmost
door, ignoring the doors to your left
and right. As vou near the door, look
to your right for a Gold Skulltula. Fire your
Hookshot once to kill it and again to retrieve
the token. Enter the door ahead and get ready
to block.

7 e ¥ -, &

_.-‘I‘_"-\ Blue Bubbles are the first of a hand-
f—3f=\ ful nl new enemies in this dungeon.

s— They're mvulnerable when sur-
rounded by their blue fire, but you can put it
out by Z-targeting them, holding R to pull out

vour shield, and simply ramming your shield
into the fire. It'll go out, giving you more than
enough time to unsheathe your blade and cut
the skull in two with a jump attack.

£ Stalfos are among the most powerful ene-

-T mies in the game, but yvou shouldn’t be
-\ A - por- = ek -
A2 intimidated. as a patient fighter can beat

these impetuous skeletons flawlessly every time. The trick is
simply to Z-target one (amazingly, the one that isn’t targeted
_ will simply wait patiently for the first fight to end), keep

= your shield up constantly, and wait for the Stalfos to

\ swing his sword. As soon as it clangs against your
shield, nail him with a jump attack.

Don’t worry if it takes you a couple of tries to
get the timing
right, since
there's a fairy
in one of the
pots to replenish
any health you
lose while practicing.

: Kill both Stalfos and a
N \ chest will appear, containing
V' the second of four small
keys.,
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GREAT HALL

AND

COURTYARDS,
[ST FLOOR_

After vanquishing
the Stalfos, return to
the Great Hall and take
the door immediately

to your right. It’s
blocked by one of
those strange blue

blocks that you might
remember from
Dampe’s catacombs... Once again you’ll have to turn to
the Song of Time to clear the passageway.

The massive West Courtyard is
linked via two different passages to
the equally large East Courtyard.
There’s a clearly visible Skulltula

here, but you're too far away to get it
with your Hookshot, so ignore it for
now and instead turn your Hookshot
on the Skullwalltulas roaming the ivy

on the east wall. When they're out of the way. climb up
the ivy to the balcony, which leads to a thin corridor.
Dispatch another easy Blue Bubble and you'll receive the
Dungeon Map.

AL

Continuing past the
treasure chest. you’ll
find yourself in the bal-
cony of the West
Courtyard. There’s
another balcony nearby,
and if you aim your Hookshot targets, which appear as
Hookshot at the target meral \:;:a;u‘;:'- containing circular
above, you'll land right holes, are scatrered throughout all of
where you want to be. the temple dungeons.

Hitting the switch
drains the water in the
wells of either courtyard,
creating a passage link-
ing the two courtyards.
You have no reason to
return to the East one,
but visit the passageway
S0 you can at least snag
the third small
key before you
climb back up.
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Before you enter the
door back to the Great
Hall (which will lock
behind vou), check out
the island in the north-
east. You can’t swim
across. but if you get just
the right angle, you’ll be
able to latch onto the trea-
sure chest with vyour
Hookshot. It doesn’t con-
tain anything interesting
(a recovery heart! Ooh!),
but 1t 1s a necessary step-
ping stone towards getting
the Forest Temple’s fourth
Gold Skulltula, which
you'll now be within
Hookshot range of.

Now that you have all
three keys in your pocket,
it’s time to return to the
Great Hall and visit the
Temple's stone tower.




level room isn’t quite as complicated as it

looks. The trick is simply to follow the

arrows, and when you

can’t push or pull any
farther, to go out and

look for a way to get at

the box from a new angle.
Returning to where the boxes
were originally placed will

sometimes reveal the ladder or
g passage you need to get around. %

On the top floor, you'll fight
two more Blue Bubbles before you
use the first of your three Small Keys.

As you enter the twisted hallway,
take note of the silver eye above the
,n-]Oe. door. This is the mechanism that twists and untwists the

&——4L£—— next two rooms you will encounter (although you can-
not activate it yet). Only by coming back later to untwist this area
can you get the Boss Key from the ornamental treasure chest stuck
to one of the walls.

Cross the haunted staircase, ignoring the phantom paint-
ings for now. In the room at the end of the hall you'll .
ILA, encounter one more Stalfos, with the added challenge of

v

= a pit in the center. The Stalfos can’t fall in the pit, but

cheat fuis

careful of a mis-timed jump attack. Kill the first Stalfos here and two more appear; when you kill the
first of these, try to Kill the other before his mate can regenerate. When both are destroyed,
a chest appears: It's the Fairy Bow, adult-era Link’s new long-range weapon.

=y You found the

On the Selecl

you can sel

Hem Sobsorees

it to'® O\:O
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Armed with a

AiDA bow, Link can

SNZ\ now  extermi-

zhosts that haunt

the two stairways immediate-

ly east and west of the room

where you fought the Stalfos.

To hit the ghosts, you’ll

have to fire at the paintings

from as far away as possible,

before the ghosts notice you

and run away. There are three pic-

tures in each room, so make sure you hit the
ghost at all three spots.

Once they've been thwarted, the Ghost will

reveal herself as one of the Poe sisters and wait

for you by the door te the Stalfos room. Fight her

using the same basic tactics you used on the

Stalfos; Block, then do a jump-slash attack as they

reappear.
Each Poe gives up a chest when it’s killed (a
Compass and a Small Key, respectively).

You need one
more key
to make
it down
the
eastern hallway on the second
floor, so we’ll have to go back to
pick one more up. First head
back to the Stone Tower area, and use your 4§
bow to shoot the eve above the door that
leads to the first twisted hallway. It should
now untwist, and the
room at the end of the
hallway contains the
Boss Key chest. (Kill the Wall Master before you
claim the key or risk being sent back to the beginning
of the dungeon.) Once you've pocketed that, drop
down through the pit on the floor to a room contain-
ing two Blue Bubbles. Kill both to open the door.
and you’ll find yourself in the long balcony you
couldn’t previously get to in the West Courtyard.
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A% Your next stop is the
,f]_Z'{,—,'_ room just south L_ﬂ‘ the
==V one where you fought
the Bubbles, which is
guarded by a single.
angry Floor Master. The
Floor Master (sounds like a
crappy piece of home exercise
equipment endorsed by Sally
Strothers, doesn’t it?) is one of
those stupid hand-shaped enemies
that pluck you out of dungeons
and just generally make life suck.

This one can’t teleport you any-
where, so just wait for him to
pounce (he’ll rn green), stand
aside, and then stab him when he
returns to normal color. He'll then
split into three little Floor Masters,
each of which can turn back into a
big one if not killed promptly.
Since I'm not much for taking
chances, 1 like to wipe ‘em all out
at once with a quick spin attack.

After you take the
shorteut back to the
Stone Tower, head
to the middle floor
balcony and jump around
*til you get a clear shot of
the open eye. Use your
bow to pop it in the pupil
(that’s a really depraved
switch concept. now that |
think about it) and reveal a treasure chest full of arrows.

£~ Dash through the second floor until you ge

i % 1o the previously locked room at the end of
2 the second twisty area. Inside, you'll find
another eye switch, this one frosted with a thick sheet
of ice. [ hope you've been practicing your marksman-
ship, ‘cause you're going to need to shoot an arrow
through the fire in the brazier into the center of the eye,
from atop a moving
platform. It's pret-
ty forgiving about
aim (you can flip
the switch -even if
you just graze the tips of the fire and ice), but
you'll need a steady hand to even make it into
the ball park. Hitting it twists the hallway lead-
ing to this room, allowing you to drop down the
now-accessable hole at the end of the corridor.

JF I Y

T

Before you step out that
last door in the balcony
(which returns vou to
the Stone Tower), care-
fully step off onto the little bridge
of columns and walk to the end of
it. Now you're at the perfect
range to kill and capture Skulltula
number four.

A  You'll land in a room with a falling ceiling puzzle. Just pay close atten-

~= tion to where the gaps are (watch out for a nasty Big Skulltula hiding
f”‘l LA, above the second gap on the right), and take your time as you head for
~the switch that unlocks the door. The chest contains another arrow
refill, so don’t go out of your way for it if your quiver’s already full.
Beyond that hides the third of the four Sisters. Shoot her painting to make a
i falling block puzzle appear, then push and pull
[ ——a . o ] : the blocks to assemble a
' picture (note that one of the
blocks is not used). Run
out of time and you’ll have
to start over. Win, and
you’ll fight Poe Sister #3.
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The door tha
right b: 0 the (
{ _1 final Pox

. . H'\.-u 1 don’t find and
kill the real one qui ; u m the ack and
recreate any Illy p Oms . When

ppears, the real one turns ai mce, then
they all start to circle you. Fight from r view,
not fir son perspective. The bow works best [Ihc
Hookshot’s also okay) and vou re: don’t need t
worry about ammo, since many of the phantoms lmu
arrows behind. When she falls, the fourth torch will
light and the elevator to the bottom floor will appear.

it of one side

of this oct: al room, i give it a Imm yush.

One counter-clockwise rotation will r he ) / /2
switch to ite in front of the Skulltula, a & :
second will reveal the switch to the g : - \ - ‘ui
blocking the boss door. and a third ke, —3
reveal a Big Skulltula, a chest (containing
arrows) and the Gold \LI LIt tself. One

final push will back the way
Ihr.‘\ started, the now-open

. |

EVﬂ S “.i't F.rom Be Ond In h:s first form. Phantom Ganon

and his steed charge down the paths of

pHANTOM GANONN. 0 paintings simultaneously. One is
an illusion, and the other is real; the

real one appears slightly brighter, but until you get
attuned to this subtle difference, the only way vou’ll
be able to tell is to notch an arrow and hold it on one
of them. If the horse turns back at the last ml.ml:.
you’'ve guessed wro since there’s no way
to get a hit in the time left, run to the edge of the ’.—‘/
platform where you'll
be safe from the
attack. and return to the mid-

dle afterwards to try again. When

Mmrﬂ you do locate the right one, fire when _

e‘ (mnnn turns white.

- £ - “'f":

p

zA
oﬁ.
e h
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‘I-h .. ‘%‘?

In his secc md form. Ganon fires magical balls that vou
YOUT OWN SW n:'d. He can reflect them
0, and if you s ar away you’ll end Llp playing t 1S Wi im for a minute or two
fore the ball finally detonates. When it does hit. he’ll be \Iu:' you h.n a 'mei‘
uppnmnm\ to jump “at hir n: ind cut him in ns. The best strategy her :

‘hen he spins his staff to begin hi

: \nu I reflect the blast as soon as it’
have time to reflect it back, and you’ll be so close that you'll be
able fo get lots of extra hits o

- T T A ————— -
- -
o~
.‘_j.
A -
e ¥ Whe £
’\‘_ : = hen
O Ganon has
= been vanquished et
X \-. and the temple cleare El
-« z yvou will automatica =]
) / be returned to the Sa =
:ﬁ\ room to talk =
1 ~ > sari Sag o
L 5 i -
‘ A = yvou her Medallion and ——
2 | Y ¥ *add hc[ ;m wer to yours.” You now § ;ﬁ

have a c »f either the Ice Cavern
or Fire plc. but first you should
return to the Temple of Time. There

n the Prelude of Light,

“how to go back in time, allowing
you to attend to any 111111m-lud
business as vyo . and
attempt the Botto the Well
dungeon if you s DSE.

in this con-
‘a relatively short, inde-
p*nde[‘-t instrumental composi-
free in form \iT"It. resem- Yo bove el

hlmu an improvisation.’ ;-

After defeating Phantom Ganon, you will be returned to Kokiri
Forest, where a new Deku Tree has sprouted. His growth frees Kokiri
from the grasp of the monsters that
had infested it, and returns it to the &8
peaceful city vou knew as a child.

Now you can use your Hookshot to
the new Gold Skulltula, that
in Kokiri Vill (adult-era

only) in back of the Twins’ house.
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§ The entrance to the Fire Temple i

Goron City. You can shortcut §

™ directly from the Lost Woods,

THE SCARECROW SONG

Okay. I know Lake Hylia really isn’t on the way to anything, but
I suggest you take a trip down there before you head up the moun-
tain, so you can get this game’s hidden 13th song: The Scarecrow
Song. I you remember the song you played for Bonooru the
Scarecrow as a child (see page 51), go chat with him and play it
again (if you forgot it, you can
go back in time and play him a
new one). Whatever song you
played will be set as the &5
Scarecrow Song, so make it &
something easy to remember
(but with at least two different
notes). When you play this song
in certain locations, Pierre (the
other scarecrow) will pop up.
He doesn’t do or say anything,
but you can thank him for visit-
ing by nailing him in the torso
with your Hookshot and pulling
yoursell up to wherever he is. If
you don’t get this song now, you
don’t stand a chance of getting E====
all the Gold Skulltulas in the 85
Fire Temple.

Yo .'l-n‘_-'u-nrc?" Song. =
06000000

As vou've probably guessed. I am a
professional composer. And Ul be

expecting rovalties if vou use my song.

but since there are a couple of
hot secrets on the way,

: hallenge ﬁm

| On your way to Death Mountain, take a dct:ln
in Kakariko to give the new rupee-shooting
game a shot. Now that you've acquired the bow,

a perfect ten will win you the first of two Large
Quivers, which increase your arrow carrying
capacity by ten (il you had played it before, you
would have = — 'R

won a purple

S Forest Temple

= 1 lce Cavern

- order of the targets changes ran-

€s. not just memorization.

rupee). The
game’s a lot more difficult that it
was with the Slingshot, since the |

domly. You’ll need good reflex-

Z -
‘.-/\“
£ ing flower that will take you 1o the Heart Piece
& on the ledge above the dungeon entrance. If you
didn’t plant the beans, you'll find adult Link has
enough jumping range to make it barely— if he
Jjumps from above. Speaking of Heart Pieces,
you should have 50 Skulltula tokens by now, so
go get the one at the Skulltula House!

If you planted the Magic Plant near the
| entrance to Dodongo Cavern, you'll have a fly-

Tvererrerry -
-~




: While you're in the neighborhood, why not pop into Dodongo
/8 Cavern and pick up that last Gold Skulltula with the aid of your new
friend Pierre? Go in the room with
the baby Dodongos (just to the e | &
right of the main room) and play | P o [t -
the Scarecrow Song at the area f — ... =

shown.
that token!

Hookshot on up and get

. o

Thanks to the Song of Storms,
you can finally unlock the mys-
tery of that ring of stones outside
of Goron City. Play it nearby
and a hole will appear; drop
inside for a Huge Rupee worth
200 bucks. Don’t know what to
do with your newfound wealth?

Well, you could use it to buy a

Giant’s Knife! The Goron
blacksmith has finally finished
his little project, and it costs
exactly 200 beans. It’s a two-
handed sword that does double
damage (compared to the Master
Sword) and with a much longer
| range. You can’t use a shield
- with it, but it’s a great weapon...
- Except for the fact that it’s poor-
ly made crap that will break
after 3 or 4 hits (although the
remaining bit of sword still does
double damage). So it’s actually
kinda lame. but you might want
to grab one for boss fights.

% LINK OF THE GORONS

Except for the blacksmith, Goron City
seems deserted. But don’t ignore the young
Goron rolling around on the middle floor.
Much like Hotrodder Goron, you’ll need to
detonate a bomb in his path to get him to stop.
Since timing a bomb can be tricky, it’s casier
to sit a short distance away from the bomb
flowers and shoot them with an arrow right when
he passes. Link (!) of the Gorons will stop his
rolling, and, after
a bit of conversa-
tion, gives you |
1 the Goron Tunic E
that protects you
= from the heat in

4 the Death Moun- |
tain Crater, pre- |
vents you from
catching on fire,
and makes you
1 look way cooler | &
than you did in|©®
your basic greens. |
After you talk to |
him, Darunia’s
room and the

i

Don't miss the new Skulltda on the
back of the Spiritual Stone plaiform.

shop will open, and you can enter a new part of the
Death Mountain Crater by pulling aside the statue in
Darunia’s room.

e e L

The Fire Temple is past this statue.

DEATH MTN, CRATER

With your Goron’s Tunic equipped so you can
stand that volcanic heat, aim for the top of the
| bridge and hook [~ E A L 8
across. On the ' -3
~ | other side, Sheik
~lis  waiting to
teach you the Fire |
Temple warp song: The Bolero of Fire. You |
know I can’t resist this one: a Bolero is “[the
music for] a lively spanish dance in triple meter.”
That’s a pretty cool word, and 1 encourage you to
seize every opportunity to slip it into casual con-
versation, especially when the conversation turns
to lively spanish dances in triple meter. n

Anyway, the Fire Temple is just ahead of you, |
but first we’ll take a closer look at the Death
Mountain Crater.

rﬂnlhr..:.,.. of Fire? : 1‘4‘
90505%0% ]
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Imeai. one of the few dungeon
in which it is difficult to get |8
lost. lts prize is the red rock—
smashing Megaton Hammer, and 5

§ find it wont be easy to get.

hallenge oﬁm dung

Foresl Templa

% i You can clearly see a Heart

Piece atop one of the volcanic
cones, but there’s no way you
can get it with your Hookshot.
This is one of the trickiest
Heart Pieces to figure out, so
you'll have to do a bit of time
twisting if you want to grab it.

ol lce Cavern

TesIeVVYTYYT

eevwe e ) g‘
€01:30

386

S 0%

Warp back to the Time
Temple, and from there return to
your childhood. As a child, play
the Bolero of Fire, and you’ll
find a Magic Bean planting spot
right near the warp point.

a bug to grab your Skulltula and
plant the bean, then warp back to

| adulthood and play the Bolero
{ again. Now you can take the

plant dlrectly to the Heart Piece!

You won t need any fancy time-warp-
ing shenanigans to get to the rupees
on the platform in the east. All it takes
is a visit from Pierre... Two of them,
actually. You can actually have two
Pierres on screen at once!

Unfortumately, there isn't anvthing too §

interesting down there. | # 30




Wh h .
Amm;;: Jou o e B FIRE, TEMPLE
. the left upper door LEVEL [F

where Darunia is !
b waiting. Listen care- 8  please note that these dungeon

! ~ fully: ifyou can'tfulfill "8 waps are not 1o scale, and that we
. your promlse tohimtosave 8 flave enlarged many of the rooms
" the Gorons in this temple, he to show additional detail.

may never dance for you again. :

Begin with the one in the =~ .
southern corner of this room. {3
Hit the switch to open his cell, e
and grab the Small Key he
leaves behind.

|

=

Run back to that first passageway and
use your key to unlock the door to the
right. Ignore all the junk in the middle

% - e .  of the massively chaotic room that fol-
- =5 e ; O lows and go (take whatever route you
w i { = want) directly to the little alcove in the

. South. You’'ll see a discolored patch of

wall where you can plant a bomb, and
— = P behind it is another Goron with another
- o 7 - Flmilis ; Small Key. Then head up to the
e — North alcove, where a third Goron

,a-" with a third Small Key awaits. Free
him, and then go back out the way
you came and play the Song of
Time to move the blue block
above the passage. It will
5:-3 lower, giving you a step up
'\‘*J;a to Point 3. s

' No, 7  When you enter, you'll be attacked by

- + a bunch of spinning floor tiles, so wait
~ patiently and cut them down as they get
near you. Use your bow or
bombs to kill the ironically
named Like Like enemy from
afar: If he gets his mouth around
you, he’ll eat your shield and
tunic (temporarily)! Behind him
N is the first Skulltula.

sSvwvevTeTTTs

A
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|

rab ahold of the
a fence and carefully &
climb to the two flat
areas on the top. '
The Skulltulas here are

% .

hopped up on cold medicine == 5
or something and won’t notice

you until you're only a few feet

-

T3

;
TrTTTTETSSL - !
i

away, so you can Kkill
them easily before you
approach them. Drop
down to the platform

< with the block on it, and
push that block over the
edge and onto the fire h
hole below. Now jump =
on top of the block and
let it take you to level
2F.

~ edge to the east, and

pull it onto the face on
the floor. Use the block
to jump up to the plat-
form above the switch,
and drop a bomb near
the switch (you could
also use a very carefully
* placed Hookshot shot).
The bomb’s detonation
will flip the switch, giv-
ing you plenty of time
- to climb to the top.

g 5 &
":4.“;{("
_”‘s .-'_ S

The bizarre maze of rock
- islands and rolling boulders that
you enter looks intimidating, but
it’s pretty simple if you keep
your cool. Everything you want
is located on the outside wall, so

| pick a direction (right or left) and
~ run around the perimeter hug-
ging that wall, deviating only
when necessary to dodge boulders.
You'll eventually come across a
switch that frees a Goron (netting you

. a Small Key), and an unlocked door that

' leads to a second Goron and Small Key.
Only then should you pass through the
single locked door in the Northwest corner.

: =L tions that there’s a bomb
“aspot that can be re-
A vealed only by the sound

— . e, “Aspot is in this room, and

Py - =% “\if vou search the perime-

/ - ter and listen carefully

20 = b vou'll find it. Bomb it
326 326 for a Skulltula.

MAI}ELEGMOFEBDAQWAOFWPEREEGTGUDE

* Push the block over the =

then drop down and |

&5
b

Ignore the Goron for now, since
you can’t free him from his cage
until you're able to get into it from
the top. Instead, turn your
-~ attention to the block and
switch on the platform to the
North. Your goal is to climb
up to Level 3 via the wire gate in

the North, but you'll need to

extinguish the fire with the
switch first, and if you do that
with your sword you won’t have
o anywhere near enough time.

e
==k

T |

CTTTTTETEL

TS:T e l

";‘

~0
32

You may have to make a full circuit

vour sword makes when § =
it strikes the wall. That §

around this room to find both Gorons.




The lo'i‘l?ed doﬁr t'akes At the end of this room stands a door __
JEN A0 LG R Clros that leads you to the top of Room 7 |
lar room, clamped

: - h hird (Point 9), and the gate that conceals
' & e ﬂ(:;-e:r:w; ;:ug.le ll]:l- the Dungeon Map. Pass on the locked door inthe |

shaped rooms. You | [Iissvessss.  gyis g f :::;l (s'glf cf:t: :
= . can get into the other LT e el ytherc b
=~ one (Room #8) by oE gumpli}n fron):
- opening the locked door ahead. J &

: | the spot shown L2200 ' :
- but if you've already cleared the =
| Forest Temple and scored the { to the right) and Jusl run to the North, pausing

: only to climb atop the posts to seek refuge from
gmoewl,)zﬂ::cfz:‘ \t?:: ;rss?orlg(::: ::: the moving wall of fire. Get the map if you need

BIOWE the cye sbove the sealed { it, or head through the door to Point 9.

door to your right. The sealed
door will open, and you can

- walk right into this little alcove
and grab the map. If you don’t
yet possess the bow, you’ll have

WHTIITH:

Now you're back in
lhe boulder maze, but
on the top level. Care-

-~ to take the long way around, by ﬁl“Y jump from platform to |
. going around to the Northern tip platform, lest you fall and have to go back all fhc =
of Room #8, and then climbing ~ way around. Keep an eye out for the rolling
over the gate to the alcove. boulders, since they are tall enough to knock you | ©
out of long jumps. =
o TewRTEES Onc Of the =
:?-;""' "‘“"'Je}-ﬁ} RS = ’ ""'"\g first platforms
- - has a suspi-
z 'y -~ icious looking
e T e tear in its roof.
S S | Set a bomb on
r ¥ ooat top and drop
1 g |~ : o on down to| ' =
. - | ma - = save the Goron h
= E that was ;;”
Tl AR I | locked behind
= [/ B B = | the gate in the 2nd floor. Climb back up and
=3 -*;' | jump to the switch that will free the other Goron,
= - | and then jump over to chat with him (it’s a long
S =1 2= =t | jump, but doable). Beware of the Torch Slugs,
£F 5 2 23 A 1| since they can knock you over the ledge if you
& 8 Sl =y | mis-time your jump. Its better to be safe than
. YR sorry, so use your Hookshot to put out their
= flames from afar and negate their threat.
e~ — P S Another thrilling installment ——
fe—] = Qm'/’\ 1 N N2.” of the Adventures of Pierre! | [— g’“-"lcﬂ ‘;"'Jg
= 5 7 " When you enter the top level of |~ 3
e Y K ;N the maze, look up and to your |
L S right to see a very high, very inaccessible ledge. Give |
— Pierre a jingle with your Ocarina and pull yourselfup | = =
g there with the Hookshot. You’ll get one Gold |
T - Skulltula right off the bat, and the next one is against
7326 e ~ the wall behind the pit in the next

room. This room also has an

. optional puzzle: You have to
*  hit the switch to dispel the

+ fire and make it to the chest
* in time, something that’s ;
. impossible unless you Hook- A

— . shot up the steep incline to -

- : £ 3 S ~ save time (the placement

72 . el > - takes practice). The prize is a | 22 @

== : 4 . Huge Rupee (worth 200).

I ‘.:?.OOI“ ' .ﬂﬂ
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| up, head back to —

| locked door on the west side. °

| up in a backwards C-shaped room

When you have | :
two keys saved *

Room #8 and exit through the
Afier a short hallway, you'll end %
full of flame curtains that catch fire to block your

progress when you get near them. Your goal is the
door in the Northwest corner, but you won’t be able to

get there by going around to the North.

The only reason to go to the
Compass, which is located in

Northeast. Walk slowly and carefully to avoid the fire |

curtains and boulders, and you’ll

- outside wall. But beware of the “door™ opposite you: It seems to lead to the small room
within the C, but it’s just a decoy, and if you get too close, it will bite.

Now go back to the door you entered from, and go to the South this time. You’ll
come across a locked door (a real one) where you can use up your |

e 1 ST

" You'll have to ignore the trapped Goron as you cross the passage in the center
- of this room. We'll come back for him soon.

-

7 to the central room.
E ¥ < More trickery! Us bomb to bl
B This room will take More trickery se a bomb to blow

The room beyond the fake door contains a single Flare Dancer. These guys are
tough and fast, but they have a glaring weakness: They’re powerless without
their flaming clothes, and your Hookshot can rip that coat of flame away as fast

as they can put it back on. Z-target him, use your Hookshot, and then go in for

North is to get the |
the alcove in the

find the door on the

ast key to gain entry

—_—

.~ away this fake door and reveal the real
you to the otherwise door hehind it.

blocked (by  fire
curtains) North side of the room.

Weave through the curtains until you find the
switch. When you hit it, you’ll have a few brief sec-
onds to make it to the door in the Northwest, so try to
memorize the placement of the fire curtains so you can
avoid them in your dash to the door.

=

the kill with your sword. You can’t outrace him, but if

"‘_ you go around the fire pillar the opposite way that he

does, you can usually get a second hit off of him.
When he dies, the flaming block turns into an ele-
vator that will take you up to the 4th floor. There’s a
gate up there you can use to climb up further, but first
you’ll need to hit a switch to extinguish the flames that
are blocking it. Once again, your options are dropping

=] 1 a bomb or a well-aimed Hookshot shot.

As the Flare Dancer gets
hit, he changes colors.
This makes him faster,

but not quite fast enough §

to avoid your Hookshot.
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The lift takes you up to yet another massive, Keese-infested room. The chest sur-
rounded by flames contains the Megaton Hammer. You have a very limited
amount of time to get to it after you hit the switch, and there’s no way you're

= - going to make it if you take the easy way along the outside. You’ll have to run
=5 3 | on the inside ring, and if you fall towards the middle, you’ll end up back at Point 10.
E— " Bt oo Fortunately, the platform gets wider as you run, making it easier

F TN further down the road. When you get the hammer, use it to smash
F Q ~_the block with the face on it (on the west side of the room), and
y oo drop down the hole that it leaves behind.

13 addde et e £ 1 = =
Retan I Q. o2

The hammering continues! Hammer aside
the weird idols blocking the door in the first
room, and then hammer the elevated block
v with the face on it in the next room to open a path
down below. Grab a box and leave it on the blue switch to

get into the next room, where you'll need to hammer
another lift block. Close to where you land will be a
J“E_;_r rusted switch, and guess what item you use here? If
. you guessed “hammer,” you're right! Go on in and

play the Song of Time to lower the block. Use
it as a step to get to the other side where you
v must hammer the other switch to free the

: last Goron and get the last Small Key.
SN 2 Then go back up and out the door on the
&0 other side, where you can use your hammer
~ to hammer the top of the giant pillar that will
now fall all the way down to the room where you

met Darunia. When you're done hammering every
. damn thing in sight,
=] 'jfﬁ Tresves g g ""’Qe put aside your ham-

7 4 mer (just for a sec-
- =1 § lond) and jump
et B = - { down the pit where

- | the pillar once was.

— =

: i Y K 4 Return to the main entrance, and hammer aside the statue on the right. Beyond is a series
: o % of enemy-filled rooms, and you’ll have to kill them all to continue. There’s the last Skulltula
! here, behind the Like Like, and at the end of this little loop you'll find the last Goron and the

i

| Boss Key. Return

_'_ to where you met
Damma and jump
across the fire pit
(possible now that
the pillar is down)
to face the boss,
Volvagia.

!’agﬁ‘
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Subferranean Lava Dragon

VOLVAGIA

Volvagia isn’t so much a fire-snorting dragon as he
is a living. breathing Whack-a-Mole game. | mean,
come on, the Gorons used to live in fear of this guy?
Grab your hammer and smack Volvagia on the head a
couple of times and all you'll have to worry about is
how to keep this “Subterranean Lava Dragon™'s
brains from getting all over your shoes.

Okay, maybe there’s a little more to it than that, but
not much. Wait for Volvagia to poke his head out of
one of the holes, then run up and nail him. You can even do the double damage jump attack with the hammer, so long
as Link has it in his hands before you hit the A button. One hit will knock Volvagia down and the next will deal dam-
age, but there’s no reason to switch to your sword for that, since the Megaton Hammer more than does the trick.

When he bursts out and flies around. just keep your distance. You can’t hit Volvagia when he’s flying, and as long as
you stay out of his way he won’t specifically target you. Obviously you should run away when the volcanic rocks start
falling, but other than that, you
can pretty much ignore him. As
he starts taking damage, he’ll try
to trick you by quickly moving
from hole to hole before he pops
his head up, but as long as you
don’t get excited and attack
before you have a clear shot, you
should have plenty of time to get
~ a whack at him when he finally
" does show.

500

F 500

It’s tempting to take a shot at him when
he flies this close to vou, but resist. It
never worth the risk.

e : ’,‘M_m?’g@
- '_ ) e
508 _ﬁ“ -: E

The rocks fall pretty much at random,
but you're usually safer on the outer
edges of the ring.

svevt

500
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RETURN TO DEATH MOUNTAIN CIQ&TI:&

Now that you have the Megaton Hammer, you can
~ destroy all of the red volcanic rocks that are scattered
throughout Death Mountain and the Death Mountain
- Crater. The first, right by the entrance, conceals a pit
- hiding Deku Scrubs that sell Deku Nuts, Arrows, and
Bombs... Ummm... Yeah. Well, some of the others

'~ hide far more interesting surprises.

Don’t forget to smash the rock at the edge of the
- ledge that links the two sides of Death Mtn. Crater!

YveeswTrTrTY
vy
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THE GREAT FARRY OF WISDOM

The blocked cave near the entrance to Darunia’s room in Goron City on the other

=y side of the bridge to the left contains another Great

.1 Fairy Fountain. This Fairy won’t teach you any new
techniques, but she will double the size of your Magic
Bar, allowing you to cast twice as much magic! With
a double size magic bar and the prepunderance of
Mag:c Bottles Link finds as an adult, you're free to

BIGGORON

If you leave Death Mountain
Crater from the South entrance
(the way you used to enter as a
child), you'll meet Biggoron, a

' blacksmith and brother to the

guy who makes you the Giant’s
Knife. Biggoron is a far better
blacksmith, but before he can
make you anything you'll need
to bring him something to work
with. After the Water Temple,

we'll do just that.

As you continue down
the mountain, take the
opportunity to try out
your new toy on the
Tektites. As they demon-
strate, you can stun some
enemies just by swinging
your hammer against the
ground! And

swing it at the Tektites

There are two Skulltulas you can pick |
up on your way down the mountain, both
of which like to hide behind Volcanic
rock. You can use your ears to find them
/¢ % at night, and then smash the rocks that
cover them to get a clear shot at them.
One is in the area where you used to get
pelted with Volcanic rocks, the other is
right near the Bomb Plant you used to
blow open the entrance to the Dodongo Cavern.

~1 use your Magic fre-
“_J quently. Be on the
¥ look out for spots
where Farore’s
Wind might be use-
ful, and use Din’s
Fire frequently in
the upcoming ice
and water dungeons.

if you {

TerSsSsSseewrw
“svw
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directly, you’ll
kill them in
one carapace-
smashing
blow. It’s not
the most useful
weapon, but it |
is a lot of fun.
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There’s a cold wind blowin from =
the home of the Zoras, and a ~

thorough investigation of that
area will reveal the new Ice
Cavern area. You'll need to win
this brief dungeon’s prize before
you challenge the Water Temple.

You'll pass three well-hidden Skulltulas on
§ vour way to Zora's Fountain. Ignore your

Magic Flower and opt to walk instead, or you
may miss some of them.

The first is
shortly after

Or, challenge one of these dungeons first: YO T—10
the other side

i Forest Temple Page 77 G 57 O TV
—— i e petapes. (o to the location in the shot
= Sl © below (the auto-map shows
& clearly where we are
up to the top of th =
The second is similarly hidden,
and you can see him if you loc
to the Northwest in the area right

before the natural bridges at the
end of Zora's River.

The third Gold Skulltula is n
Zora's Domain. G
the frozen -
would if you wanted to play the
diving game), carefully walk to

and look to the wall to




s encased in a mysterious block of red ice, Jabu Jabu has
fled to warmer climes (or got frozen into a giant fish stick), and
Zora’s Fountain is now full of icebergs.

That’s good news for Link, who can now jump across them, if he's
careful not to slide off the ice or tip the “bergs by putting too much
weight on one side. Your best bet is to run and jump quickly to avoid
those potential pratfalls: First straight across to the easy Heart Piece
on the east, and then to the entrance to the Ice Cavern at the North.

] > the cav-
ern, but re § not much
point to 1.

{Left) The jump to the Ice
n is a long one,
pu‘.

The stalagtites and stalagmites here can be
cleared with a swing of Link’s sword, but you
can’t do anything about the blocks of red ice
{ unless you brought your own blue fire from the potion J
shop (which is a total waste of money).

The first room contains three Freezard enemies,
frozen statues that can freeze Link solid with their icy
breath.  They’'re

: 1 vulnerable to most
wcapons, but getting close enough to hit them can be
difficult on the icy floor. So use Din's Fire to clear
them out whenever you have MP to spare. If you run
out, you can always get refilled by the Great Fairy
back in Zora’s Fountain, or just use vour Song of
Storms in the center of the room (where Navi turns §
green) to summon an HP and MP-refilling Big Fairy!

This area introduces a new of rupees:
Silver. They have the same value as blue
rupees, but whenever you see them, you know
the room you're in has a door that won’t open
until you've collected every rupee. E
A couple of them are near the axis of the spin-
ning ice blades, an annoying contraption th:
mixed with the icy floor, requires extreme cautio
But remember that you can always roll to negate the
damage of being hit by the blades.
In addition to the rupees that are in plain sight, one
# of the rupees is hidden behind the three blue stalag-
8 mites in the corner, and another is suspended in mid-air in Iiu \urtlk m part of the room.
To get that one you’ll have to climb up to the sealed door, and jump off the edge.

Iy __bE-GEND_of FELDA® OCARINA OF TIME™ w




fs may seem 1o he an obstacle m yvou fry
make them an LJ'\

The third room
is infested with
Keese, many of
whom fly into the
blue fire in the cen-
ter of the room to
gain the ability to freeze Link. Since being frozen is
even more annoying than being set on fire, make wip-
ing them out your first priority. :
Kill the Freezards next, or use them as Hookshot E
targets to pull you up to the high pillars if you're hav- =
ing trouble jumping on all of that slippery ice. Your &=
goal is the blue fire in the center of the room. :
Empty out at least two bottles if you can (this area
has no boss, so you don’t need too many fairies), and ==
dip them into the blue flames. The bottles will fill
with the blue fire, a mysterious substance that melts
red ice (I guess there is a certain sort of logic there,
since red fire does melt blue ice). Use your bottles to
melt away the red ice on the chest (which contains the
Dungeon Map) and the pot (which has fifty rupees),
and then fill “em both up again before you head back
to Point 2.

Take your blue fire bottles out Room #4 is completely
to Room #2 and empty their W7 optional, but you'd be a
contents at the two red ice- A6 RN fool to pass up the moun-
blocked passageways on the east : ‘ tain of treasure in this easily
and west sides. Take the east =% accessible room. :
passage to Room #4 for now. J® ) First of all, there’s a pil- E
There you can pick up a number 7 lar of blue flame right here, |§
of treasures and fill up on blue B which you can use to melt all of
fire to use in the truly challeng- @8 the red ice in this room and as a convenient fill-
ing Room #35. = up spot for the rest of the rooms in the Ice
Cavern. Then there’s the Heart Piece, some-
thing you rarely see in a dungeon, encased in red
ice, and the Compass on the other side. And if
you look ecarefully around the perimeter, you'll
find a Skulltula crawling near the ceiling next to
the Heart Piece.
Grab your Token and then head West from
0 get to Point 5.




This level 1s an
A old-fashioned
Ao A box-sliding puz-

zle, with two

push the

giant sliding ice

cube to each pil-

lar so you can get the

silver rupees on top of

them. If you mess up

and the cube gets stuck

against a wall, just slide

it into the giant pits in f
the corner and a
replacement block will
appear.

One of the rupees is
in the red ice in the
alcove, so you'll need to
get some blue fire if
you're out. And when
you're up at the blue
fire point, you can play =
your Song of Time to §
make a bridge of blocks ¥
appear. You can use g
them to get the red
rupees that are too high
to get otherwise, but it
won't help yvou collect
all the silver rupees.

When vou've got

A them all and the door
/.; /g_ f opens, you'll have to
= Wi push the block to make
After you @& a brid‘:w to the newly 7 jooks impressive, but this bridege of
disintegratc W€ opened passage. This 7ime Blocks doesn't get you anything
the barricade can be difficult, but use betrer than a handful of rupees.
of Red Ice (one the map we’ve provided to get a better visualization of the
bottle emptied between level. Push the block west, south, west, south, east, and
them will melt them B hen south ag;}jn fo
all), all that stands : Al make a stepping stone
between you and the |8 : to the final room. Make
Iron Boots is a single g sure you bring at least
White Wolfos. Like the = one bottle of Blue Fire
smaller Wolfos, you can - == | ' = with vou!
back or side flip away ; ' [ -
from his swipes, giving
you a free shot at his
back as he recovers.

After your battle, Link will find the Iron Boots and Sheik will appear to teach you the
Water Temple warp song, the Serenade of Water. A Serenade is specifically “a compli-
B g - mentary performance of music in the open air at night,
as by a lover to his lady.” Umm... Gee, uh, thanks
Sheik, but I really have to go...
Anyway, equip those boots and drop down the hole.
You'll find an underwater passage that will return you §
to room #2. Your work here is done, but before you
leave, fill up two bottles with Blue Fire for the road.




You've extracted the Iron

Boots, but you haven’t bro-
ken the curse on the Zora vet,
and King Zora is still a giant
red popsicle. Take one of
your bottles over to him and
give him some Blue Fire (you
did bring some back with
you, n-rht ). He'll express his

gratitude by giving you a free Zora Tunic, which lets you breathe

underwater. This item frees you from having to worry about

drowning in the Water Temple,

and also makes you look pretty

cool,ina rﬂppiah sort of way. If

you lose it to a Like Like. you §

can come back and buy it from §

the Zora shop— Once you use

your other blue fire to melt away

the ice on the door.

After you free King Zora and
play with your Iron Bools a bit,
it will be time to return to Lake
Hylia for the Temple of Water.

Lake Hylia has seen better days, == :
but it's still a gr eat place to rack Now that you have vour spiffy

Up on HC&T" PiCCCS, plﬂ\z the blue Iulnic. head bgck to Zora's

¥ = Fountain and equip the boots
flShmg game, and hunt fOf one atop the deep water where Jabu
Jabu used to float. Deep, deep in

last l"ake H\]lla G0|d SkuntUla - B et the bottom you’ll find a Heart
- = Piece and a bunch of green

rupees. Just unequip your boots

to float to the surface afterwards.

is Lake Hylia, which you can
now warp to directly with your Serenade of
Water. But if you want to take the long route.
you can pick up another Piece of Heart, making
for a total of four Heart Pieces in this area! Not
too shabby.
Remember the bomb spot in the Northwest-
ern part of Hyrule Field, near Lon Lon Ranch?
Head back there and blow it open again to
reveal another deep, underwater pit with a Heart Piece at the bot-
tom. I'm sure you know exactly what to do about that.




= e T — e
= == v = There’s no special equipment
E = requi this Heart Piece.
: it for a bit of patience.
: atop the scientist’s house
E is a lookout with a Piece of
E ; : _ Heart. You can get up to the top
1 i & - of the roof with the Magic Plant
2 - vou planted as a child, or by
E calling Pierre to
: give you a hand.

You still have
5 the flying ene-
] mies to deal
: with, and they
: can be a serious
- annoyance, SO

kill as many with §
your bow as you
can every time E
they knock vou
down. With per-
sistence, you’ll
get it.

The fishing P Now that you have the Iron Boots, it’s hard
spot has fallen \ = _ = to get excited about the doubled diving capa-
on hard times, &L I\ bility of the Gold Scale. Still, it does come in
but it's still : =R ~ F /] handy ocassionally, and it’s the only way to
open. You s get this Piece of Heart.
can get there s The scientist in the house by the shore (or
either by rid- what used to be the shore) has always kept
ing the Magic 3 track of how deep vou dived in his pool, and
Plant or sum- now that you have the Gold Scales you can

moning Pierre, and everything {8 . dive all the way to the floor. Talk to him after-
ide is unchanged, except for 8 wards, and he’ll be so impressed, he’ll give you

the size of the fish, and the t . 2 Heart Piece: e

rize. You can now catch fish up But wait, there’s more! Jump back into the

to 18 pounds (our record, at pool with your

least), but you’ll get the Gold Iron Boots and

into the
crate to uncover a
VEry

cealed

Skulltula. Blow it
away with your
Hookshot and
float back up.

|H“ |;-L_i

Scale, which doubles your div- = L , Sioak

ing ability, if you catch anything
15. Just use the same
tegies you used as a kid.
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Every version of Zelda has one
sadistically difficult dungeon, and
if memory serves me, this isnl
the first time it's been the water
dungeon. This massive Temple
is full of confusing twists, and

a small mistake early on can
leave you stuck and writhing
frustration for hours. Pay care-

& ful attention: Missing a single FES

You can’t challenge the Water
Temple until you get the Bow
from the Forest Temple and the

i [ron Boots from the Ice Cavern

(you can do it before the Fire
Temple if you choose to). If you
have all the necessary equip-
ment, pull up your Iron Boots
and walk into the small pool of
water left in Lake Hylia. Fire
vour Hookshot at the diamond-
shape switch above the door,
and the door will open.

This dungeon can be madden-
ingly difficult. Not only is there
a huge number of puzzle-filled
rooms, but the added twist of

B having to raise and lower the

water level drastically affects

which rooms you can get to and what vou can do inside of them.
Be prepared for the toughest mental challenges yvou will experi-
ence in any of Legend of Zelda: Ocarina of Time's 11 dungeons.

What you do in step 1 isn’t going to affect anything

immediately, but believe you me: If you forget to do it,
=¥, your life will be a living hell m an hour or two. So
let’s _;u:-.l get it out of the way first. shall we?

Switch to your normal boots upon entering the temple, and
swim to the passage to your right. You'll climb up to discover a
water-filled hole, so switch to vour Iron Boots again (you’ll switch
your footwear about six million

times in this dungeon). Drop on
down there. and go find the
block at the end. Pull it back as
far as 1t will go, and then leave
the way you came, content n
the knowledge you've opened
up a passage vou'll be using in
the distant future.

It’s a bit weird to be getting the Compass before you

. can even get the map (this dungeon lets you do all sorts

. of things in a really weird order). but we might as well
grab it while we’re
in the neighborhood. The
Compass room is right below
the room where vou pushed the
block, so step off the edge.
switch to Iron Boots, and then as
you sink past the door on the
middle level. switch back to

Normal Boots and swim on in.




The only weapon you Now equip those Iron Boots (again) and

can use while underwa- : , fall all the way down to the bottom floor. _‘
A/ ter is the Hookshot, - \ Carefully make your way to the room :
so you'll have to use BB = on the east side, the one with the two unlit torch-
that to kill the g8 : es outside. As you enter. you'll find yourself
Stingers that abound face to face with... Ruto! Gack! She’s a lot
: in this hallway. With Jy ut more mature, but she’s still got that psvchotic ==
skillful use of Z-targeting, that g s S crush on Link, apparently. But at least you don’t
shouldn’t be too much of e - .

lenge. ' . her this time.
Equip vour

Normal Boots
and float on up
after her, all
M the way to the
s 0 S0 A SO I i top room. Up
; there you’ll
i find a triforce
mark on the wall, one of the “switches™ that con-
You can either Hookshot trols the water level in the temple. Play Zelda's
yourself over these spikes or Lullaby in front of it and the water in the main
swim over them with Normal room will drain all the way to the bottom.
Boots. You'll also need to use That opens up a few opportunities, but first
the Hookshot to latch onto the let’s go through the door on the opposite wall.
ceiling and get back to dry land. = =

This room introduces not-so-loveable, not-so-huggable Spike
Ball enemies. Use your Hookshot to get them to retract their
spikes, then go for the kill with a vertical slash from your
sword or a jump attack. Kill ‘em all and the
Dungeon Map will appear. Now you have both
the map and
the Compass.
but in this
crazy dungeon,
they really only ==
add to the con-
fusion.

You'll need to hit the glowing
switch in this room to make the
geyser blocking the chest disap-
pear. You don’'t have enough
time to do it with your sword, so
stand by the chest and use your
bow or Hookshot to hit from
afar. When the geyser fades,
grab your Compass and get out.

ol VAL R

p on down to the first floor,
where you met Ruto. With the

water gone,

the torch is

burning again,

and you can

e cct to the

£t i room contain-

ing the first =l -

Small Key by lighting the two other braziers in =
the corners of the room.

Unfortunately, adult Link can’t quite seem to
I-l::_'u[‘c out how to use those Deku Sticks, so
you’ll have to use Din’s Fire or, if you’re really
cool, use your bow to shoot arrows through the
torch into the braziers, like the shot above.

In the room that opens, you'll fight a Shell
Bla These angry oysters can’t be hurt when
they clam up, and they can only by hit by hori-
zontal slashes, arrows, or hookshot blasts when
their shell is open. Kill ‘em and get the Key.

L
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Head West to point 7. The floating
wood platform has landed on the bot-
tom floor, giving you the capability to
push the crescent-textured block past
down the hole, and then jump in after
it. Swim through the path to the
room at Point 7, where a swit '
geyser, and a Tektite awaits.

Pick off the Tektite so he can’t
interfere, and then hit the switch with
your sword. Jump across on top of

the geyser and over to the other side
before the geyser fades.

The water in the next room has

some strange and powerful cur-

rents that can make swimming

unpredictable. Float up until

you're above the flat part of the drag-
s body against the wall, and then
equip vour Iron Boots so you land on
top of it. Once

there, you'll be in

the perfect position

to aim your

Hookshot and hit

the dragon switch.

After vou've hit it,

turn to your right

and use the Hookshot target to go up to the area with

the Shell Blades, remove the Iron Boots, and float up.

Heading south from the Main Area tktLu you to an 1mdn.r\\ ater cor-

ridor with a Shell Blade (easiest just to switch to your Normal Boots

O/ and swim over it), and at the end, a switch. Hit the switch to raise

£==£=— the water level so you can climb to the next platform, and Hookshot

from there to the top. Deal with the two Tektites in whatever manner is most fitting with

the moral standards of your community, and then turn your attention to the gate with the
Gold Skulltula behind it.

The switch that opens the gate is the one that’s inside of it, and none of your weapons
can shoot through the holes in the lattice. Your only uptimw are a Spin Attack, which
goes right through the gate, or using a normal horizontal slash with the Giant’s Knife.
The gate will open, and you’ll get the Water Temple’s first Gold Skulltula.




Virtually everyone

who worked on this

7\ book got stuck at this

same part, so listen up, and
learn from our shame.

Use vour Small Key to open
the door in the middle of the
main area. As you walk in the
door, take note of the floating
platform directly beneath your
feet. This is extremely impor-
tant. Then use your Hookshot
to get to the middle level of this
room, and use Zelda’s Lullaby
to raise the water level. The
platform I pointed out earlier
rises with the water, and now
you can use your Iron Boots to
drop down to the bottom and
fall through the hole this float-
ing platform has left in its wake.
This is the path to Point 10, and
that elusive third Small Key.

You'll sink to a small room with a
switch in a corner. Hit the switch from
afar, since a bunch of enemies are going
to fall from right above it when it’s acti-
> vated.
Kill them all with your Hookshot,
gS® starting with the quicker Spike Balls (two
shots each) and then picking off the clams with
well-timed shots right when they open their
mouths.

When they’re all dead. the door in the other
corner will open, and vou can float up there to an
alcove with a torn wall. Use a bomb to blow it
the rest of the way open, and vou’ll gain entry to
the room with the second Small Key.

Afterwards, float back up to the room where
you just played Zelda’s Lullaby, and exit through
the door on the second (middle) floor.

- use your Iron Boots to
fall back to the first floor, and
: 2 return to Point 6, the room
with the unlit braziers marking the doorway

where you met

Princess Ruto.

Switch to your

Normal Boots

and you'll only

float as high as the now w ater—hlk.d second level
(previously you had no choice but to float all the
way fo the top). Go to the torn wall, plant a
bomb. and you’ll find the fourth key behind it.

/A Swim back up to the middle floor of that

2 building in the center of the main room,
7\ and from there swim or Hookshot over to
the locked door on the west side. Inside you'll
find a room with a
switch and a
geyser, a puzzle
with the obvious
solution of waiting
on the geyser and
shooting the switch
from there. But be
careful, since a
Tektite in the room above is thinking along the
same lines. When you stand on the geyser, he’ll
drop down to get you, so step there for a moment

Q and then walk back a bit The Tektite will try to
] ambush vou, but you'll be waiting.

The geyser
takes you to a
new triforce seal
on the top floor,
Play the Lullaby
to raise the
water level all
the way back to

i§ the top.




/2~ Jump down from the

13 alcove where you

57—\ raised the water, and
swim to the locked door to your
left. After you pass through the
door, pause in the doorway and
use your Hookshot to pick off
the Keese in the corners.

Then jump down to the plat-
form below and to the right, and
from there Hookshot onto one of
the sinking platforms. Then
quickly Hookshot to a higher
platform, and repeat the process
until you're at the top. Open the
other locked door at the end and
enter Room #14.

By the way. ignore the Gold
Skulltula for now. You can’t get
it quite yet.

I like to start this room by picking off the

= Tektites, since they like to knock you into

—\ the water and force you to start this

room over again. They can only advance on you

when the water level is up, but they can be quite
aggressive when they do.

To clear this area, hit the switch in the center
of the room (you can use your bow or the
Hookshot, but you won't get your laser pointer
with the Hookshot) to make the dragon statues
rise. Each statue has a hookshot target on its
neck. and you’ll need to hook onto that to get
pulled across to the other side.

Once there. you usually have to hit the switch
again to lower the second statue so you can get
over it, for examyj You have to hit the switch
three times for the last statue: Once to hook over
to it, again to lower it, and again to raise it back
up while you stand on top of it.

Waiting at the exit are two Tektites and a Like
Like behind a wall of spikes. You'll have to use
a hookshot target on the ceiling fo get past the
spikes, but you'd better deal with the Like Like
first: Bombs are always a good choice.




if you turn vour back on the tree and then look back again,
you'll find you're not alone... In a sense.

Waiting for you is Shadow Link, the last boss of the
Adventures of Link and a royal pain
in the butt— Unless, of course, vou
want to just cheese him to death.

Cheesing Shadow Link is easy. He

P can mirror all of Link’s actions, but he

doesn’t have any of your weapons, so he has

no defense against the Megaton Hammer. If

you didn’t get that, you can get cheapshots with

Din’s Fire, but when you run out of MP you’ll have to
return to convention-

al strategies. The best

non-cheese trick to fight-
ing him is simply not to Z-
target him. Try to loop
around him and hit him
with vyour horizontal

b bs bdd s i b
sovhe

N You found the ! B : | |

. Hs an uporaded Hook sheot : : | |
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‘—‘ AN The illusionary lake clears after Shadow Link is defeat-
; Q’ ed. and vou can enter the small room to the North. There
/{ you'll find the double-range, Skulltula smashing Longshot,
' - S Before we can play with it, we have to find our way back to
c the main part of the dungeon. Use your Song of Time to destroy the blue block in the
ad hole behind the chest, and jump on down. You'll find yourself in an underground river,
N | peppered with strong whirlpools that will suck you back to the beginning of this room.
‘ You need the spud of a swimmer, so hold off on Iron Boots until you get near the
-gib\ second whirlpool (swim around the left to avoid the first one). There you
should stop for a second and use your Longshot to
nail the Gold Skulltula on the wall. Continue on,
swimming to the right of the second whirlpool and
right in between the third and fourth ones. Pull your-
self up to the platform there (you can use your Iron
Boots to walk across to the pots on the other side if
you want, since one contains a fairy). Use your bow
to hit the eye switch. dropping a chest that contains a
Small Key and that can be used as a Longshot target
to pull you across fo the exit.

ll I‘ d up at Point 7, and :

N (rom there vou should return to
\ that first water-level switch, the

one you get to by floating up to the
top in the room with the two torches outside. Lower
the water-level back to the bottom, and then go into the
center room to raise it up to the middle level. While

v
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* you're there, test out your new Longshot by killing the
Gold Skulltula near the top and grabbing its token.




Now that the water

level is back to the mid-

~dle, head around so

that you’re facing

that room to the South

with the eye below the

ledge and the Longshot tar-

get above it. Shoot the eye
with an arrow and then quickly
switch to your Longshot to pull
vourself across before the gate
closes. Push the block as far as
you can, then turn to the right to

find a chest with a Small Key.

Once vou raise the water level to the
top, vou will never have to change
the water level again [scattered applause].
And if you have two
Small Keys in your possession, you're ready to
move on to the North part of level 1F, the just-
about-final area in this dungeon.
To get there, slap on your Iron Boots and drop
to the bottom floor. Head to the North door,

which will eventually take you to a room with a
spiked floor that you'll need the Longshot to
CTOSS.

The room with the boulders, whirlpools

strong currents and Tektites is only as

complicated as you make it for yourself.
You can just equip your Iron Boots and walk
across the bottom of the ‘pool. switching to
Normal Boots just in time to pull yourself up on
the other side (but watch out for the Tektites!).

: Begin the next room by opening fire
Next, go back to the & s/ B with your bow and slaughtering every
room with the geyser ) . Stinger you can get in your crosshairs.
on the west side to raise ¢ When their threat has been eliminated, drop
the water level back to |8 y - down to the bottom and blow up the two bomb
the top (see point 12). After & : spots on the platforms that are just above water
that, swim back over to the room level (one is a tear in the wall, the other side has
at Point 13 to nail that Gold B I == a suspicious two-tone texture). Push the block
Skulltula with your Longshot. _ ' Bl through one and pull it out the other, ultimately
dropping it
onto the under-

water switch.
The water
level will then
rise, allowing
you to swim up

to Point 22.




Jumping on geysers can be tricky. but the &  The final obstacle is a
switch gives you plenty of time to careful- fﬁ:;’ trio of spike sliders
ly plan your jumps before it shuts off. A* %=\ running along the

When you make it across, you'll be in the mer_\' slope that precedes the
\‘r:.ri' direct path of the boulders. Wait foroneto boss. If you carefully time a run
KB A Pass. and then run in the direction it came straight up one side, and never
from. Don’t miss the Gold Skulltula on the slow down or change course,
wall before you drop down to the right you should be able to make it
and get the Boss Key. Head back to the through without getting hit.
main area and use your Longshot to get
across to the boss
room in the North
part. If vou're
low on fairies,
you can get some
from breaking
pots outside of the
door.

Morpha is a
fairly easy
boss to beat,
but the right
strategy takes a tremendous amount of patience.

What you need to do is Z-target the little red
core of Morpha, and use your Hookshot to bring
it in to vou. When it’s close, whack it with your
sword (if you have a Giant’s Knife or Biggoron
Sword, use it for extra damage!). And that’s
about it. Morpha’s attacks, particularly his grab
and throw move, do a great deal of damage, but
have limited range. Your Longshot has enough
range to be able to grab the core from farther
away than the tentacles can hit, so you're safe
and still able to attack if you always stay just out
of the range of the blue tentacles.

Morpha begins with one tentacle, and adds
another as the fight progresses. Always stand so
that the tentacle with the core is closer to you
than the other one (you can tell which one will
get the core by looking at the water before the
tentacles form). When the tentacle flops onto
dry land to attempt an attack, step back if you're
too close and then fire your Longshot at the core
and get ready to hit it with your sword.

If your timing is good, you can occasionally
get the core with your Longshot when it's just
flopping around between attacks. This requires
you to be pretty close (and to keep it Z-targeted
constantly), so be ready to pull back when the
tentacle starts to form.

Fight conservatively, and you’'ll knock
Morpha into blobs of inanimate grape jelly the
very first time vou fight him.




= == ©Og - After you clear the Temple of Water, Lake
— g ' Hylia begins to fill again, The placard on the
- .8 island to the south foresaw this day, and proph-
e S - ; esied that you would receive some sort of trea-

RiL = sure if you fired an arrow at the Sun on the
wg o’ morning of this miraculous event.

: Actually, you can do it any morning from this
point on, but
otherwise the

prophecy is right on target.
Stand facing the two pillars to
the east, as shown in the picture.
Aim your bow at the horizon,
and as soon as the sun rises
above the eastern cliffs, fire an
arrow directly at it. The Fire
Arrows. which coat your arrows
with a mystical flame, will fall E
from the sky and onto the small E
island in the east. Equip themas B
you would any other item, and
use them to light torches, incin-
erate enemies, or melt ice.

nﬂ
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Before we run off to the next
medallion dungeon, weTe going
to stay in Lake Hylia for a bit
to grab a new Skulltula and the
Fire Arrows. Then well finish
the new trading game and claim
the legendary Biggoron Sword.

Or, continue your quest at either of these areas:

= Bottom of the Well P ge 106

There’s only one Gold Skulltula in the over-
world that requires the extra range of the
Longshot, and it’s right here in Lake Hylia.
One of the best hidden Skulltulas in this game,
this guy likes to hide on top of the tree in the lit-
tle island with the placard discussed above.

To get on top of the branch and within range
to kill him, you'll need to aim precisely at the

spot shown in the bottom-left
picture, while standing in the
place shown in the top-left pic-
ture. If you check your map
screen, you should now have
the “vou got every Skulltula”
mark by the Lake Hylia location
marker.

= erudo Forrress P e 118 3
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This optional quest can be \
adult, so long as you have Epona or : shot. Doing it
without Epona is virtually impossible, since it is extremely dif-
ficult to deliver the later items before they expire on foot. But if
you know the route well and roll the entire way (which is slight-
ly faster than running), it is possible.

STEP 6_GE UDO VALLEY

vou his Broken G
Sword

h'\ Jm«‘.

can I repair the swor
without

he .
Prescription io take to
King Zora.

STEP 8 ZORA'S DOMAIN

King Z has the key
ingredient. an Eyeball
Frog. but you'{l have
fo J{ liver Hm.r lo the

Then she gave yo
Chicken. which vou gave o the »
guy in the Lost Woods clear

He gave vou the Odd Mushroom,
) vou must rush back
Kakariko Potion Shop

to d
I H.r.'r.lu'l\

give

~ Check
After three or four days (yes, you can use the Song of Sun to speed it up) Biggoron
will finish the Biggoron Sw ord. This two-handed sword is identical to the Giant’s
Knife, but won’t ever break. That may not sound too exciting, but believe me,
once you get a taste of the weapon we affectionately call ‘The Bi ry,” you’ll
never want to go back to the so-called “Master™ Sword again.
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In order to attempt either of the next two dungeons the Shadow
/ R == & : Temple or Spirit Temple, you’ll
et CogB ) o = need the all-seeing Lens of

# =+ » Truth. The villagers in
= Kakariko lost track of this price-
I less item seven years ago, when
. it was last known to be in the
~ Bottom of the Well...

q
;

You can’t use any of adult
| Link’s items as a child, but
¥F you can play the songs Adult
P Link learned, including the
- Song of Storms. Before we
attempt the well, let’s use this
mystical melody to get a few
Heart Pieces and a Skulltula.

Remcmber the singing fmgs E=—_

in Zora’s River? Play the Song g ?_‘:? =]

of Storms to get a = Al
Talk to them again, and play ~= ke e |

the Song of Time and any other & . . ... :

top row songs you haven’t o el 2

played for them yet, and they’ll 4 -

offer to play a new game with

you. In this one, each of the gEEE====
Ocarina buttons on your control
pad corresponds to one of the
five frogs. Whenever a butter-
fly appears over the head of a =
frog, hit the corresponding but- = - CEETEAT
ton to make the frog leap up and o e o x s
swallow it. You have a limited  £545 - %.;;
- amount of time, so you have to
be lightning fast. Lucklly. the order never changes, so you can
: ST _just memorize the order and
- punch the buttons as fast your
—— fingers will let you. The order
—|is:A,L,R,D,L,R,D, A, D, A,
- D,R,L,A. (Lis Left, R is Right,
~ D is Down). The prize is another
: L]

: ﬁ_' Vouwny by, you dd grereall
Perrrrriect?
We are stuffed ribbén?

 A— -
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To open the door to this dun-
- geon, you'll have to go into the
windmill in Kakariko Village
and make the music box player’s
- memories become reality: Play
~ the Song of Storms for him and
- put the windmill into overdrive,
messing up the mill and pump-
~ ing so much water that the well
is emptied entirely.

Hyrule Castle doesn’t even exist in
the future, so your only opportuni-
ty to find this Gold Skulltula
- comes as a kid. Play your Song of
- Storms near the tree by the moat |
- where your Stone of Agony ==
shakes. You’'ll reveal a hidden pit, 3
.+ and behind one of the bombable
-~ walls is a Gold Skulltula.

T e R
Ens [/ mﬁa!‘,
mh-n--@ : a | = ¥ am ii'
500 --‘—*:ﬁ: ii
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[HE DUNGEON
* The Bottom of the Well has ¢
got to be the only dungeon in
the game where you can just |
walk right in, take the big trea- |
sure, and be out in under 5 &
minutes. Of course, you can

only do that if you know exact- r .
ly where you're going. something that’s much = - = |
harder than usual since a great deal of the walls r‘&;y e N 1
and floor panel in this area are only an illusion. = '
But by following the simple steps below, you can grab the Lens and get out quick-
ly... And there’s no reason to stick around any longer unless you want to get the
dungeon’s 3 Gold Skulltulas. We’ll have maps showing the paths to them (and
showing the entire dungeon, sans illusions) on the next page.

After you walk a few steps, you’ll be ambushed by a giant Skulltula.
Kill it with a jump attack, and then keep heading straight forward, right
through the illusory wall directly behind it.

!‘ / ‘,'}“Q mom = . = !?': = | The illusionary

- walls and floors
' have no external
| indication that

i »
. | Lens, vou'll have

| 3 | they 're not real.
_i' ' ‘. @ \ Uniil you get the

| . | = !
I = == - =23 / ~ 1o figure out
= == | e 3 3 — what 5 real and
- == E — = - = whatisnt by trial
B — ={ |- #5a . <~ = anderror

When you get into the gigantic main chamber, try to stay in the shallow
waterways running to the right or left, since there aren’t any illusionary
pits under water. Run around to your left, following the water (just

— ; dodge the Green Bubbles), a path that ultimately
~ leads to the giant head at this room’s Northern-
- most point. Stand in front of it, on the Triforce,
~ and play Zelda’s Lullaby to drain the water.

. Follow what used to be the waterway to the
- right. In the Southeast corner, where the water-
- way turns back to the entrance of the dungeon,
- you’ll find a deeper pit. At the bottom is a chest
. with bombs and a small hole you can crawl into.

It’s easy to miss

his small crawi-

space on the floor

=, of this pit, but ity

~ crucial you dont,
since it the only

= route to the Lens
of Truth.
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# 500

The Lens lets you see right
through the fake walls and pits. It
slowly drains your MP as you use

= it, but you should have plenty,

; and | encourage you to use the Lens
constantly. There are a number of

really maliciously placed hidden

| pits here, like the one in front of the

gerseet il £

# 500
Lesssssiaday a M 5
| = .
5
R

. #5800

vyevrvTTreTee &
resest QI # -

In the room behind the Giant Skulltula, a mini-
boss of sort awaits. His name is Deadhand. and
he’s pretty easy if you know his tricks.

Deadhand is a cautious foe. and won’t even
tizvvreeer @ p- appear until he thinks he has you trapped. Let one of
P — : the hands grab you, and he’ll come swirling out of the
earth. Press a button rapidly to escape from the
hand’s grasp. and then when the Deadhand lowers his
head to take a bite, start slashing. He'll run away. but
he’ll return again as soon as you let a hand grab you.

You'll get the when he dies, and if
you use it to look behind the chest that contained the
#500 Lens, you'll find another chest with a Huge Rupee.

Compass. If you look at the
map above, you'll see the chest
containing the in a
cell in the center of the room. If
you try to get it going through
the visible entrance, you’ll
plummet to the basement. The
real door is through the illusory
wall to the left of the chest.

Eiadesccai e 'j f::.
[——————mm] }

If you haven’t won the Heart
Piece at the Hyrule Market
Treasure Box Game yet, try it
now with your Lens of Truth! I
wonder which box has the key...

"
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N &1 The only reason to stick around

W ‘ ‘s, in this dungeon is to get the € 'ff‘_’_-‘?
SN F 5" Skulltulas.  There are three, and |
¢  each is behind one of the three

- locked doors, so you’ll need to
gather together the three keys first.

- Two of them are easy: You just use
your Lens to locate the doors to the
two skull-lined rooms in the South

(see map), and @
open the chests. The third key is in a room at the |
Among the new concepts intro- - Northwest corner, and requires a bit more work. |
duced in this dungeon are the Light all the torches and the l}ds will slide off the
piles of organic debris scattered coffins, revealing a key in the one in the
in various areas. Set a bomb on Southwest corner, a Gibdo in the south center —
top and they sometimes reveal coffin, and Keese in all the f)thcrs. .
surprises beneath, like the pit and Two Gold Skulltulas are in th_e lqcked E:ells in
Bombchu in this one near the the center of the room. The third is behind the
entrance (see Bombchu on map). sealeddgaltt_e to the East. You'll have to loop  #1¢ ==
E TRevyTTYYTYTYY aroun rom i TYTTTeTYees "”-.-;... . . 4
_ T nenemen S 9 TS s € %S
X pass through a
— -| room with a = -
. » _—=._=_ — Beamos and a | : s
4 —_— lot of illusory | e R ;
- - - = pits, and kill a . ‘1‘_:__ g THNy- (Y-
_5 : : - _ Like Like to = : 3‘_:- gﬁ-ﬁ;‘-?iz T
- #see = get your token. r’_ F + S - T - § | mn
e Q@O 8 | Lt @ '/ﬁ R o o
= ‘ﬁ j——-- gt wg ?ﬁ! ::f';r:n;:fvu
' P £ | get past the infuri-
g | atingly placed pits
= - blocking the

 Skulinula in the

far east, and to
see the path 1o the
Py - : ~ Skulltula in the =
#3588 east cell (Left). =

As long as you’re vigilant about using your Lens
of Truth, you need never worry about falling down
the pits. But that’s the only way to get down to
Level BI, and if you ever want to get the -
(see mark on map), you’ll have to jump down
there intentionally. Once down there, you can also i
cut grass and smash pots for supplies, and kill the
Redead in the main area, which usually gets you a
= Magic Pot. You’ll have to grab all the rupees to
é get out again.
If you play your Song of the Sun at the spot
~ marked on the map with a fairy icon, a Big Fairy
will appear to refill your health and magic power.

ssswrTrrey = = =
| 3 Trrrees . =_=
= =_—
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YT X TN 7 7 TRAGEDY IN KAKARIKO

Once you;ve cleared the first |

(\ three dungeons as an adult, you |
4 gain access to the last two:

Shadow and Spirit. We recom- |
mend you do Shadow first, since |
the big item you get here (the |
Hover Boots) will make the
Spirit Temple easier. The items |
you get in the Spirit Temple

= =0 - won’t help you in Shadow.
== . The only way to get to the
- dungeon is by warping to it with

: = | the ! f Shadow (a
= = ' Nocturne is either “an artistic
=1 = . work appropriate to the night™ or
e - = | *“a dramatic, brooding piano
— ~ | composition,” Your pick). The

. way to get that is simply to enter
- Kakariko (via the main entrance)
once you've cleared the first
- three dungeons, and watch the
' situation unfold.

——

¢ this area first:

i
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Swwwwwry

wmunt g e ')&‘) The Shadow Temple is at a convenient location. | ..eeveesns ’,'@n')ﬁ‘) |

There’s an obelisk with a fairy right by the entrance,
and a whole Fairy Fountain is hidden under one of
the graves in the graveyard. Fill up your HP and

especially your MP before you enter: You'll be need- &
- ing to use your Lens a lot, and you’ll want a blast of | =
Din’s Fire to easily light - L ] g N
. all the torches and open | g & Tt are
« the door below. £ L cross here. | #991
£ E

After you use your | .
Lens to pass the face
in the entryway, use

it in the main room to find - ‘
which of the eight skull torches is real, then St
push the side of the bird statue “til it’s pointing at the one
torch that isn’t an illusion. Then use your Lens to uncov-
er the hidden door in the West Wall, and head through it.

=

TIEEESETey ” i—" 'fﬁf; ::::::;va ﬂ g_:_? ’j e =

cevvrrrvry f

The area in the Northeast is another sim-
ple corridor with two illusionary rooms.
In the first, killing all the Keese and
£ Redeads will eam you the |

= ig;ﬁ . In the second, it’s another
== . Deadhand... He was pretty easy when

.= you were a kid, but now that you’re an
E adult wielding
=90 &eﬁ-} s © Qﬁiﬁ ‘the Biggoron
Sword, he’s a

push-over.

' Kill him and
you'll get the
Dungeon’s big

treasure: the
i ]
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The Hover Boots suck in that they make every area feel like the

; J— “" slippery Ice Cavern, but they do allow you to run straight over a pit and
£2. 8% not begin to fall for about a second. That second makes the difference in
%% % crossing over to the tongue back in the room with the bird statue; you can now

“o % make a running jump to the ledge by the skin of your teeth. ——== —

SIS il e BNRT @S F 5
‘o) S T
Voms , Ib Stmer finots!
li; ?ht;:?uuy-;:-u
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walls and a Beamos, but two of the walls are
simple illusions. The one to the east you actu-
ally will have to bomb.

As long as you have the Bombs equipped.
you might as well toss one the Beamos’ way.

ish your Health and Magic Power.

and stick them with your five feet of Biggoron
steel to kill :
them and get " \
the \l

i

i

i

|
{

— 1
t-mtus‘..m

%:ﬁ

Thc room to the
puzzle, a pair of
first Small Key.

It’s tempting to rush though this annoying corridor (you’ll return here every

time you fall), but take it slowly so you won’t be ambushed by the Big

Skulltulas (look out for their shadow, and kill them with your Longshot) or
cut by one of the falling blades (which you may find easier to roll under).

nnny @ oS When it opens up into the huge cavern, don’t stop

& 1o gawk or a Wall Master will pull you back to the
beginning. Lure him out and put him down with your

Biggy so he won’t be able to stop you again. Then

jump or roll across to the large platform at the North

4 side, where a Stalfos is waiting (if you roll under a
%o 3 blade and off the edge while wearing Kokiri Boots,
» / you will auto-jump to the other side). 1If you're using
the Biggy, wait for him to attack and then hit the

attack button to cut

- - - ‘.' -
P @ W@, & | nnnr F&a®_®  him hard and can-
| =] [ =———

d
oo

ﬁ‘!

cel his attack.

L the Song of the Sun in
b the midedle of this plat-
form for a Big Fairy.

# 500

This room seems to contain three bombable

After vou defeat the
Stalfos, vou can play

= And you can redo this
~0 : ‘ every time you pass

through here!

:;.-?c--.- rmw

!)r
ass ‘&
= ;
- 5 ..:“J‘-":”‘. i:: :

an

S —— =
#5080 -

Beneath him is a fairy spot: Play the Song of Storms and a Big Fairy will replen-

The room to the south contains Gibdos, a mummy enemy that looks and acts
very similar to Redeads. They share a weakness, too; Play the Song of the Sun

Treveseves =

A1
# 500

North contains a rupee grabbing
giant spinning scythes, and the
Il take some work to get all the

rupees, especially with the spinning blades
(remember to ruII under the blades if you fear you’re about to get hit), so don’t

&. = veersssese £ = = .
o T a7 ek, s e -..:,

accidentally tumble down
the hidden pit in the
Northeast alcove— You can
climb back up, but you’ll
have to start the puzzle all
" over. When vou get the
key, use it to unlock the

. : .~ door 1o the East, which
= a:;— leads down to level B1.

Trrssrsesy B F-
vssTEEL = -

l skilled swordsman can eliminate n'n

threat of the Stalfos by knocking him off
the edee... But watch out he doesn 't do
the same to you, cither with a direct
attack or the “recoil” from the Biggy!

ens. VU

-
#5080
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Hookshot + Biggy ~ Dead Like Like.

TETETTSLLS é ;E__ =

e d b L 2 23

)

=

S
.: I

T SR

- ?";— -
74 =
# 500 - : =

*'1.

LT

|l
T
liiy

If you use your Lens of Truth from the platform where you beat the Stalfos and
2 & look to the east, you'll see illusory platforms connecting your current location
to a secret room. Jump across, but make sure you have the Lens on when you
walk through the door, or you'll be ambushed by a pair of spinning scythes
~%s..7 and a Like Like that can only be seen with the Lens.

T;'f" Also in this room are four Keese, one in each corner. They’re pretty shy, so
o hunt them down where they're sleeping, in the corers of the room. If you get
hurt, use your Song of Time to create a Time Block so you can get to the
Recovery Hearts. The prizes in the chests here are crap: just a blue rupee and an arrow

refill, but the Gold Skulltula in the corner makes it a trip worth taking.

to fight the Stalfos again (and get the Big ===

Jump across the way you came, and be ready - 233230s** & 'J’,t'f_.}
7

Fairy again, if necessary). When you've
vanquished him, jump to the rising platform

to the west when it’s at its lowest point, and then ' =
Jump ofT it (again, to the west) when it’s at its highest <acs _
(Hover boots help a little). You'll have to find all the - .

rupees on this platform to open the door to the West,  ~o s
but one of them is hidden under the Beamos, so use a = * %

bomb to obliterate 7 ___ . ...
him. Roll through 0y 7 ’fas\

Tesrsessee
TEETESYT

~ the spike sliders to ‘-
~ get the rupees they L /
= guard, if necessary. € =2 f
= = = anddonotuseyour —=wmg. AN
g Hover Boots here, =SS e
or you may float S Foat

: s s cnikec [N
—— =J;LL right into the spikes. 508

W
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>4 Stay away from
X 0. &  those spikes: They
o AR A don’t simply do damage,
:::....... ' they return you to

”t"'ﬂr‘:" - the beginning of
3 the floor. There’s

Fivs no way to run or

; &= = roll under them,

i - “?ﬁ = = ' s0 you'll need to
= i

. ' jam them up.

' If you look to
the right with the
Lens of Truth
equipped, you’ll
see a grey block
embedded in the
~wall. Pull it out
~ and push it under

- B "= the path of both

__i::" - spike things (if

e * you put it right in

== the middle, it will

= jam ‘em both).

= = Then squeeze out

o  beneath the sides

= = to get a Gold

= B Skulltula and a

,f"-— ‘= @.chest full of
St - arrows.

Shp around to the other side of the block and
pull it as far as it will go. Then climb on top of
it and up to the

top of the little | ssszeeest * &7 o o
cell areas. There FUNNE.D_S¢ = flg
you can hit a - e
switch that drops | . T

a couple of chests .

- around the room. | =

Most of them just
contain rupees,
but you can use | __
them as Longshot ' gz
targets to get
around (or you

can use Hover iilisl ..,
Boots to jump to | B
the other side, & ===

since you can EEE=—==. =
WRIK. O (0D Of S
the spike things). | sir==e==y @ & = 3
The last chest S = &7
up there contains : P
a Small Key, so =y = -
grab it and jump | =y
across to the
other side. P
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of the Beamos, and up to the edge of the plat-

When you return back to the main room, walk
‘ over to the small strip of earth that is Northeast
form before the guillotine. Use your Lens of

Truth to see the platforms [~ Cooooooos
beyond the blade. and jump or' 7 5 9&’9
roll across them until you get to g
the door on the other side.

Again it seems like there’s : =
nothing inside, but your Lens =2 L _-
will reveal the truth: spikes s, = -:
everywhere. Carefully collect ] T
all the rupees: to get some of /;;n % ’_J

them, you may need to use your

ﬂ%-ﬁfj

..‘m'...'

. og= !

Longshm and stand so a rupee
is between you and a Hookshot
target, and then you can grab it
while you're being pulled up.
You'll need to use your Lens to
see all of the Hookshot targets.

e [
e @800 |

.fa-‘}

~0 :
(E sl

. e
The door that opens to the West
contams a bunch of pesky Keese and a
glant flaming skull. Take care of the Keese
first, since you won’t want any interruptions
while you’re handling explosives.

Then climb to the second floor, where you have just enough
range to grab a Bomb Flower and toss it directly into the hollow
skull. If your aim is true, the Skull will detonate, and you’ll find
the Small Key in the ruins. — -

You’ll also find a fairly obvi- | $555557"" & f'f@ :
ous Gold Skulltula located 4
behind where the skull used to
be. Return to the room with the |
invisible spikes, Hookshot up to | R
the locked door (use your Lens | ' '
to see the invisible target) and |
head on down to Level B3.

‘et £ !
A

| sesssswwwr
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An important strategy when dealing with fans is knowing which boots to use. When you’re wearing the Iron
Boots, the fans don’t affect you at all. With your frictionless Hoverboots, you're completely at their mercy
(Normal Boots fall somewhere in between). You can use a combination of boots here (Use Iron Boots until

you have to make a long jump, then swnch to your Hover Boots when the fan stops blowmg) Or you can

aim your Longshol at the wood beams to pull your- [ grees < | E—— e ]
« self across the pits, bypassing the fans entirely. = £: 'ﬁ ?:i R —1 . ’ f -
-

At the end of the corridor, under the flame-shoot- | r : =

ing eye switch (you can hit it when the eye is open to | =
kill it), there’s a room with a couple of Redeads and |

a Fairy spot (play the Song of the Sun for a big fairy). |

As the painting there tells you, you’ll need to go back |

to the Hallway with the fans immediately outside, 1,
where a cursory glance with your Lens of Trulh w1|l =~ 10
reveal an opening [

l’
l“

E- "mff__!'r' ::.'::--vvv . m.-:.'w . o ' ﬁ
behind the first fan. | — - = !ﬂ - {| == ‘e~
Stand in frontof the |~ = | = ’
fans with your — = v :

Hover Boots and g 3 | :

run towards the & 1 , - S

illusory  opening | L b 3 _".& i -

when the fan turns - L= @ &

on. ﬁ:n_ = ([ ‘;ﬁ _’ ' '::u

— e o : = = & | In the room connected to that hlddt.n hallway
TETTSFeEew = 1ES St bbds s d *
— o= ";ﬁh P — S 4 gﬁ’?" stun the Gibdos with your Song of the Sun, cut

= = | ‘em down from behind, and collect the
' « Magic Pots they drop when they die.
0 The chest with the Small Key is well-hid-
{ den. Drop a bomb on the pile of organic nas-
1 tiness in the corner, and then use your Lens to sur-
(I 2e . vey the spot afterwards, and you'll see the chest.
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Pull the block all the way onto the gold seal so you can climb up to the ship. When

you stand on lhe Tntorce and play Zelda’s Lullaby, the ship will set sail, so deal with 5
- the Gold Skulltula in the comer first. You can actual- | -t I
. ~ly hit him with your Longshot from the bow of the | L |

- ship, but you can also summon Pierre to make it a bit

: | easier. 2} u;u climb u,? ;fil'a‘. fence ma;'! rhh(*
L 1 HP 1 1 ocks origina ocation, you ¢
= i"_;‘;! m;?ﬁbsﬁgsoixlllgsl?rgo:; (I)(rllﬂfll:.,: E:I;lemwgfefn(;: Elcat ; taken way fmd to Point 4. But first
s P » push the block all the way 1o the gold
them with your Biggoron Sword. There’s no real seal, or you'll be trapped up there.
—— rush, though, since = = s s
parititen ”ﬁ'gff_;‘ you can bail out of = = i . erf“" gttt @ ’G’
s, the ship when it S
N - begins to sink by |
- | jumping to the left |
.{,;‘ = - (Hover Boots help, |
: ' but aren’t required)
. - whether the Staltos
| ;:u : E . are still alive or not.
 ote ] This area is a brief
) g maze connecting
' three treasure &
; rooms. The |
& | - ' maze can only be seen £
- ' with the Lens, as can © :
= many of the enemies in it.
| se . We suggest you just ignore
. #500 ~  the enemies, since even if you
L ____ kill them, they’ll return whenever you reenter.
asesserr == _= _ ;
| ) Wooden walls of spikes close in on you
I~ = from either side of this room... Nothing a
R === - 2 blast of Din’s Fire won’t take care of.
4 : FE=-n1 If you need magic, you'll find it in the pot at the end
ar Y = Se= of the room, and you can get more by killing the
= Y. . ¥ 4 Redead afterwards. Grab the all-important Boss
. ;:“ = AZ Key on your way out.
T — e - There’s an invisible Floor Master lurking in this other-
| E—— y wise empty room. Use your Lens to see him clearly,
' - and hit him after he pounces, when he’s no longer green
(when he does turn green, get out of the way!). The
5 . three little guys he splits into will all be invisible too, and
_f?:" O the difficulty of hunting them all down before they grow
, =X into Floor Masters themselves necessitates you use some-
| »e v thing drastic, like a Super Spin Attack or Din’s Fire. The last
L2 Small Key will be revealed when the final one dies.
grerRvees v ‘,ef.'_'-; | @ @F _© This room is entirely optional. It’s very simi-
f T # E——— Win lar to the room at Point 10, but there are three
. - _ skulls this time and they’re spinning in a cir-
F 5 cle. If you can land a bomb in each one, the
L P k=3 ; Vs ', last one will explode in a colorful spiral of
= L . ; w5 rupees. Behind them, in the exact same area
P S 1 7 it was inPoint 10, is the final Shadow
_- f;':” S € | = X Temple Gold Skulltula.
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I was stuck here for about
1{;7 4 hours, completely unable

1 to figure out how to get to
the boss area on the other side of the
~underground river. Turns out you
have to use your Bow and fire an
arrow into the distant thicket of
Bomb Plants beside the

— & giant bird statue. It will

come crashing down, forming a bridge across.

When you get to the other side, you can
use the Song of Time to make a step to the
platform with Recovery Hearts, and the
Song of Scarecrows to get Pierre to
pop up at the even higher ledge.

. In the room beyond, use your Lens

- of Truth yet again and then equip

~ your Hover Boots to float over .~
- to Bongo Bongo’s door. £

Pull out your Bow

~and keep your Lens of Truth % o
handy, since you won’t get far ¥

on this boss without them both. i

Shoot his hands one by one (which causes \

. him to drop arrows and magic pots), and when |

they’re both blue, indicating they’re stunned, turn on =

arrow, then run in with your Biggy to do some damage.
You don’t need to worry too much about Bongo —
., Bongo’s  attacks,
~just get ready to
dodge whenever a
hand stiffens as if to
strike. Butyoumust |
be aggressive; you
will need to be fast |
to get both hands
~ stunned at the same |
time. :

= ' =T LEGEND OF ZELDA% OCARINA OF TIME™ PERFECT GU“?ﬁW



Link is most definitely not el |

come at the base of Gerudo's
famous band of all-female thieves.
Theyll try to lock-you up, but
Link ‘can easily" escape and, with
a bit of fancy legwork, free the
four _captured carpenters and
gain the respect of his captors.
When this challenge is complele,
an even tougher one awails in

& the Gertido Training Ground.

I.h—
B 52

W
"

As soon as the Gerudo lay
eyes on Link, they lock him in a
cell set into the cliff that b rs
Gerudo to the North. Use your
Longshot to pull yourself up to
the window. and from there take
a few minutes to familiarize
vourself with the movements of
the guards. If you want to be
caufious. you can use your
Longshot or Bow to stun the
closest guard (the Bow stun lasts
longer), but it’s easiest to just

2 wait ‘til her back is turned

before you jump to the ground

84 and run in the door to your left.

That door leads direct-
Iv to the first of the car-
[ /- penters you need to

free to gain the§
respect of the Gerudo{and a HEe

fixed bridge, not that that’s

worth much), but you'il need a e

Small Key to free him from-his

cell. To get one, just turn and

defeat the Gerudo that’s jumping

in behind you while you're chatting away. These are tough one-
on-one fights that are complicated by the ability of the Gerudo to
win instantly (capturing Link) if she hits you with her special spi
ning jump slash. Guard against that by staying close and a

sive (she’ll only begin the motion when she’s a moderate dis
away from you), and using your Shield to block her normal thrusts

until you see an opening to hit with a jump attack.

Hyou'reu

the Biggoron Sword. you can
break through the Gerudo’s
defenses with a well timed for-
ward thrust, an attack the
Gerudo have trouble blocking.




The crates in this area

give you a place to

hide from the guards

rile you wait for a safe time to

play the Song of Storms and

open up a hole to a new Fairy

Fountain! When you're full up

on Fairies, head in the door to
the South.

Don’t be too hasty. since a
guard patrols the far end of this
corridor. Wait behind the crate
for her to turn her back and head

- away, then run ahead and turmn
right into the first passage. This

el TH kel WA LAY L

3 I

will take you outside, where you
will have to use a weapon to stun
the guard roaming in front of the
next door. Inside, Carpenter #2
and another  blood-thirsty
Gerudo await!

The door past Carpenter #2 leads to g 4> You'll have to dmp dm\ n to the room
an unguarded expanse of roof. Ignore . shown in the top photograph to get to
the doer to the right and head down Z— the final Carpenter. This one has a
to the other door past the ivy. Afier you save i guard that can be difficult to deal with, so be
Carpenter #3 down there, climb back up the ivy JF careful. Pause in the doorway and wait she
and head out the door yvou ignored earlier. passes left. Go up a little to the right and stun her
You'll find yourself on the top level of a room while her back is turned. Dash past her and to the
that's being carefully guarded by two Gerudos. @ right as quickly as possible and you’ll be at the
You can stun - Carpenter in no time.

them, but it's easiest just to SRSt
bypass them altogether by using
your Longshot to hook across to
the other side by latching on to
the wooden rafters in the roof.
Latch onto the third and last

rafter for mk passage.

You ll exit near Il.x. top of the
building, and from here you can
either go to Carpenter #4, or use
your Longshot to hook on over
to the treasure chest and the
Heart Piece it contains. If
you're having trouble, you can
call Pierre for help (though you
should be able fo hit the chest
from where you're standing).

After vou beat the
Gerudo

(S WOman,

she il gi ou the
Gerudo Pass.
Now veu can walk

fre ._:[_r arownd the y You obtained the

g You can get imo the Gerodo's
trainimg qrowsd o Uher hideout

o
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Once vou have your Gerudo Pass, you can gain access
= to the Gerudo Training Ground. For a mere 10 rupees
vou're d!ium. nto a small dungeon, which contains
ten rooms, each containing a puzzle or two. Beat
them to collect Small Keys and other minor trea-
sures, and then go fo the treasure room to use your
ys to get prizes. If you get all the keys, you can get
the big pri?e the Ice Arrow. It’s basically useless,
but this area’s pretiy easy. so it's almost worth it.
/ ,f' you play the Song of Stornis §

Vou il res ig fairy.

{We're counting these off from the door on the You have to get all the jewels in this room in
far left) Killing a pair of Stalfos in under a & ,+ P+ under 1:30. Most of them are easy, and it isn’t
— minute? With the Master Sword, that’s pretty i ———— difficult to dodge the boulders that run along
With the Biggoron Sword, it’s a cinch! [n the past the left side. One or two of the rupees require that you

rTreesseyw

we've recommended a
block/counterattack
strategy against Stalfos,
but the Biggy has such
fong range that you
don't even need a
shield. When the
Stalfos prepare to leap
at you, just swing your
blade and knock ‘em
out of the air. no block-

ing necessary. You'll
clear one minute easily,
and at the end you’ll
get your first Small

This room contains an endless supp

Wolfos and White Wolfos enemies which you
— should be able to keep down with competent
sour Bigegy and an occasional spin attack.

The chest here con-
tains only arrows, and
there doesn’t seem to
be any visible exit. But

if vou use yvour Lens of

Truth and aim 1t just
above the fake door
vou’ll see a Hook:

target. Fire at it wl

the Wolfos give you
some breathing room
and you’ll be able to
pull vourself up to the
fourth room. Come
back with the Silver
Gauntlets to pull aside
the big block, and
reveal a huge rupee.

FeevwvErEY

&01:14

use vour Hookshot (so
you can fall down on
them from a Hookshot
target), and you’ll also
need to use your
Hookshot to get over
the walls of flames at
the top part of the
room. The only thing
you really have to
watch out for here are
the Wall Masters—
Switch to that Hook-
shot view as soon as
you see the shadow to
make them go away.

In this room, you have to shoot all four e

4 7 the statue. This is much harder than it sounds,
= because vour aim h:
have to hit all four in a row.

s 1o be precise, and you
If you miss vour chance to

hit one of them, they all
open again. What fun!
If yvou run out of
arrows, you can use
your Longshot. which
is even more d 1t.
since it takes '.i"'Hj__'L'.
hit its ta

Once
statue and
you'll have to use the
Song of Scarecrows
and summor
get up to the top level.
One door leads to the
top of the treasure
chest room where more
keys await. The other

goes to Room 5,
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This room can be tricky. Use a combination of

6_ Normal and
Hover boots

to gtdb all the easy
rupees, then hit the
switch and grab the one
amidst the ring of fire.
From there, yvou can
Hookshot back the
direction you came. and
hit the last one, opening
the door to the right.
Before you head off
that way, play the Song
of Time to create a
stairway to the Key on
the ledge, and another
area that leads to the
Treasure Room.

There are a ton of arrows in this dungeon, so
TI)—, you might as
S well be us-
ing yvour bow to snipe
enemies from a dis-
tance here. Kill ‘em all,
and you’ll get a new
chest full of arrows.

Use your hammer to
smash aside those
cylindrical statues and
reveal a floor switch
and an eye switch. The
floor switch will extin-
guish the flames so you
can get the Key inside,
and an arrow to the eye
switch will open the
door to continue.

This

Use the Song of Time to eliminate the blue

T blocks in this

B room, and

dive on down to collect
all the rupees. To get
them you can either use
well-angled Longshot
shots from various cor-
ners of the room, or
more simply stand
under the rupees with
your Iron Boots and
switch to Normal Boots
to float up and grab ‘em
(in either strategy, it's a
good idea to Longshot
the clams to death).
Get them all for another
Small key.

= Two Dinolfos in a minute and a half?
,? room’s a snap
7 any way you
take it. since these
slightly tougher Lizal-
fos have nothing on a
heavily armed adult
Link. To make it even
easier, jump up on the
ledge (go from the sides
to avoid the flames) and
whack ‘em to death
from up high, where
they're unable to retali-
ate. Beat them in the
time allotted for the
final Small Key.

The Treasure Room is almost another puzzle in itself. The big RIS
chest looks close, but you'll need seven keys to get to it, starting jess——————

from the left and working your way around. On the way, you’ll
pick up rupees, hearts, and refills for virtually all of your weapons,
s0 you may want to hold off on opening all of the little chests until
your pockets are empty.

After you open the first locked door, equip your Lens of Truth
and take a look around. You should see a hidden passage that leads
 to, among other things, another key. With that and the eight you've
already received, you should have more than enough to get the Ice Arrows.

Using vour Lens of Truth here reveals a
hole that you climh up inte. You'l find
voursell aonce
again looking
down on the trea-

(Fe FOOM, as Vou
¢t another

Small Key.




The journey is long and *
ous,~ but Link's final Temple

awails in_the giant Colossus deep

in the desert. To get there, hell
have to cross the Haunted Waste-

S land with only some ragged

"l.l'l'lL”\"':h

flags and a mischievous Poe lo
guide him. Soon after he finally
arrives, Link is told he must
leave again, to attempt this chal-
lenge with the heart of a child.

5t
5_:

=

Talk to the Gerudo atop the watchpost, and
she'll open the gate for you. Beyond lies the
Haunted Wasteland, a featureless desert that's
perpetually in the midst of violent sandstorms.

The first obstacle is the river of sand, which
can only be crossed with the Hover Boots or a

Longshot to the crates on the

B other side. Once you're on the

pointing to a man on a magic
carpet. Use your Hover Boots to
make the jump, and he'll reward
you by selling you 10 Bombchus
for an extravagant 200 rupees.

The trail of flags ends at a
small rock fortress, half buried
by the rising sands. Inside
you’ll find a Skulltula and a pur-
ple rupee (if you use Din’s Fire
to light the torches). On top
you’ll find a placard suggesting
you use your Lens of Truth.
Comply. and your guide will
appear: a Poe that can only be
seen within the center of the
Lens. Follow him carefully to
the Desert Colossus.

other side, follow the flags. The
visibility here is terrible, so it
may be tricky to spot the flags in
the distance, especially if you're
playing on a less than stellar TV
set. To get a momentary clear
view of the flags in the distance,
play the Song of Storms and
watch for the lightning strikes.
On the way you'll pass a sign

The lightning flashes are bricf. bul the
Song of Storms is just what you need
when the visibility gets rough.

parched and dvyin;
Bombchus really a viable busini

/




DESERT COLOSSUS

This area is
full of annoying
little  enemies
that you can’t
target called
*Leevers,” and
they can be a
real pain unless
you roll con-
: stantly through
the sand to avoid
them.

Enter the col-
ossus briefly and
then head back

outside, where| 4 Q
Sheik - will be :

waiting to teach vou the Requiem of Spirit. Now
use the Prelude of Light to return to the Temple,
warp back in Time, and play the
Requiem to return here as a child.

Hey, you knew I'd get to this
sooner or later: A Requiem is
“any musical service, hymn. or
. dirge for the repose of the
dead.” Hmmmm... Clearly
that would have been
more appropriate for
Shadow. They should
have called this one the
“Rhapsody of Spirit” or
' something.

=

The dry pit at the southern-
most point of the Desert
Colossus contains a fairy foun- s
tain... If you provide the water.
Stand on the rock where you'll
be safe from the Leevers and
play your Song of Storms to fill
up the pool. The rain will grad-
pally fill up the oasis, and
vou'll gain a very convenient =
Fairy Fountain for your travels = E g
in the Spirit Temple. Sweet! ; = ,
This fountain can also be filled

If you place a bomb at the
thin crack in the north wall near
the entrance to the Desert

: = E “olossus area, you'll reveal ¢
when vou come back as a child. % =1 lossus area, you'll r‘,‘\“” A
: & ¢ § Great Fairy and the final of the

three magics.

WS Naryu's Love costs 12 MP to

cast and surrounds you with a

At night, you'll find a Gold Skulltula atop
one of the palm trees near the fountain.
There’s one other Gold Skulltula you can get
as an adult, atop the giant rock in the North,
but you’ll need to set up the Magic Plant as a
child before you can get it. Oh, and I sort of
ran out of space before I could mention the two
Skulltulas in Gerudo Fortress, so I'll cover
those on page 134. Sorry about that.

diamond-shaped
shield that pre-
vents all damage
to Link for a
limited time.
[t's expensive to
cast, but the
effect does last a
= very long time.
" Sadly, it comes
so late in the
game that it’s §
. practically use-

.
S
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people are Whispering about inf§
the fufure.” Perhaps—by helping [

T

o] her defeat Ganon in the past B
@ You can prevent her from being B

= corrupted by him in the future?

== This is one of the many mys— &

B teries that await young Link as 5SS
=l he confronts the west side of PR
- 9 the Spirit Temp

le.

=
E &
=

'
9 <

[}

Warping is the only way for Link to get here,
since he’ll still be turned away at the gate to
Gerudo Fortress. If vou have all the stuff you
need. you can |
use yvour Re-
quiem to warp
here directly
from the Time |
Temple. '
Inside, vou'll find the leg-
endary thief Nabooru, before she
was corrupted by Ganondorf.

&

§ Tell her you're doing “nothing™ Frr———
> W CJOre - You w
E and she’ll ask you to infiltrate pick up a bug and on
t the Temple and retrieve the Use both ar the s

= Silver Gaun“efﬂ I‘Or ht‘f. Skulltula and the very lasr .!.fd_'.,'

B g Nabooru, leader of the Gerudos, [EFts O o g
Gt hardly seems like the fyrant €8

You'll have to kill all of §
the enemies here to open
the doors, and that

includes the Armos in
the middle of the room. First
take out the Keese, which you
can clear out while they're still
perched if you're careful. Then
comes the Armos, who still falls
for that old trick where you set a
bomb, then hit him with a sling-

rrrvessuey
sEINTTY

# 500

S$svvwwrwvere
TErree-$

&
) W 'é‘h’.
§ shot pellet orwhatever to make o JBEES ‘é
= : - i : WY BT
him come alive just in time to be N \¥

\ A

£ blown into tiny little bits. 2

The crawlspace leads to a

E locked room, so your options are

either East or West. Your best bet
is definitely to head West first,




/. This room introduces “Anubis™ enemies, fly-
y 31, ing mummies that are vulnerable only to fire.

The easy
way is just to inciner-
ate him with Din’s
Fire, but if you suck
so hard that you don’t
even have that (see
page 45). you'll have
to use the alternate
method of frying him.

Maneuver him over
to the platform to the
left of the door (not
difficult, since his
movements mirror
yours) and hit the
switch to send him up
in flames.

When you get
£\ the Small Key
y T)_,« from Point
— /) 4, re-enter
Room #1 from the
east door and crawl
through the tunnel to
the locked door that
leads to level 2F

Link has never
-y had to fight one

of the Stalfos as
a child before, but you
needn’t change vyour
strategy because of it.
The Hylian shield that’s
strapped to his back
will block their jump-
ing thrusts the same
way it did for the
Lizalfos, and little Link
can still follow that up
with a jumping attack.
The Kokiri sword’s
crappy damage means
you’ll have to be
patient to win this fight.

You can also use your Boomerang to stun them.

You need to hit the switch on the other side with your
‘rang, like you did in that final room in Jabu Jabu. Ah,
the memories... We've
come so far, haven't
we?  Anyway, stand
about where Link's
standing in the picture,
target the switch, and
let your Boomerang
flip the switch and
knock down the bridge.

4= Point 4 is another
/7{_: one of those “col-
2 lect all the silver
rupees”’ room that
seem to be all the
rage in Hyrule
these days. None
of them are par-
ticularly difficult
to find., but the Donimiss the rupee behind this torch!
whole thing is compli-
cated by the presence of a
Wall Master, just waiting to
pounce on you if you pause to
look around or kill the Keese,

Either lure him out and kill
him, or be careful to switch ta
a weapon-based view the sec-
ond vou see his shadow. If
you want to kill the Keese
(and you do), make sure you
do it from this view, ‘cause
he’ll nail you if you try to Z-
target them. Getting all the
rupees will open the gate
(don’t miss the Gold Skulltula
on the other side), and light-
ing all the torches will you get
the Small Key.




Kill the Skullwalltulas before you

climb up here, and keep an eye out

for the single Gold Skulltula

that will be right behind the

ladder when you get 1o the top.

Also lying in wait at the top

is a pack of Lizalfos. You can

use the same dirty tricks vou

did on the Stalfos here, or you can make
it even easier by softening them up with an

a Lizard-stunning Boomerang hit, = so= L.

When you've cleared out

the Lizalfos, turn your atten-

tion to the rock set in the = This room

wall and the molded sun set into is huge.

the floor. You'llneed togetrid . 7 but there

of that rock to get some sunlight : isn’t a

onto the seal en the floor, and lot vou

you know what that means_. can-do

Bombchus! Finally, Bombchus! right

If for some reason you don’t AOW.

already have 50 or so of these  Siart by pushing

otherwise basically useless (he statue down

items in your inventory, you ¢an gnto the switch (it

shoot the switch in the comer {gg realstatue. not

for a box of Bombchus from 4, Armos). Then

heaven.. Grab ‘em and set one 5 10 the platform

loose i the direction of the |, frontof the stat-

stone t© open the door to the
Snake Woman Room.

TTTrssswwT = _{ ':
|

et dd 29

ue, and use Dim's
Fire to light the
torches. A giant
chest will appear.

containing the
Dungeon Map.
Next, climb up
to the third floor of
the west side and
head out the door
in the Southwest.

More rupee grabbing mania here, but that’s only the start of this room. Wipe
out the Beamos before they can give vou any trouble, and run around sweepi
up those rupees. When you get the last one, the torch will light, and (sur-
_—— prise!) vou'll have to transfer that flame to the braziers in this room before the
flames start to die out.
That will get you the Small Key, but vou’ll need to do one more thing
before the door opens: Clear a path to the block with the Sun seal on it, and then
drag that over to the sun beam in the Northwest corner.

time -again_ as
run aro d colle
rupees,
and p
Just Z-tarpet
toss a b
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22 Don’t be in such a
;;@ : rush to open that
- locked door that
you miss the Gold
Skulltula perched
over the doorway
from the direction
you came. It’s the
last one you can get as a kid.

'. = . A single Iron Knuckle enemy is the closest

i P = cxd : -
PE % young Link gets to fighting a boss in the
P R G AlOs Spirit Temple. The Iron Knuckle isn’t dif-

&= ficult, but his hits do obscene amounts of
damage toyou and he'll take quite a few hits him-
self before he goes down.

We’'ll start with a hot tip: When you need some
life recovery, stand so a pillar is between you and
him and he’ll tepple the pillar with his next slash.
revealing three recovery hearts. With that safety
blanket, vou have enough security to stay alive
while you perfect your anti-Iron Knuckle technique.

After he swings, it’s easy to get in, either by run-
ning behind him or rolling in, and start slashing.
When he launches into his combo, flip back: his first
swipe tends to go over Link’s head, but the second
is low and deadly. When his attack’s over, you have
plenty of time to get in there and begin one of §
vour own. Be conservative, Iron Knuckle is
slow and as long as you can dodge his obviously
telegraphed attacks, you can take your time. If
you'd prefer a safer way to defeat him, you can
always use a lot of Bombchus from a distance.

The door behind the Iron Knuckle takes you back
outside the Desert Colossus, where you'll be
perched atop one of the giant’s outstretched hands.
Beside you is the
Silver Gauntlet,
and beneath yvou
you’ll see Naboo-
ru fall to Ganon’s
minions... Guess
she won’t be needing
that Gauntlet, eh?
Speaking of which,
it's time to warp back to
§ the future and return as
3 § an adult with
You found the ' : == ' the power of

W you wore them, you

feel Power i your 3w, the on il g the Gauntlet at

power to Bl big thing, with

£ : m . vour disposal.




Young Link is powerle to save |

Nabooru, and is left with no

choice but to return to the %

g future and do what he can as
an adult.

: 8 Silver Gauntlefs, the elder Link

has gained access to the East
side of the Spirit Temple, where
the witches Koume and Kotake
awail, in addilion to the Sage of
Light and the final medallion.

from these guys when they can
catch fairies for free.
But you can get some kinda

decent stuff with the Silver
Gauntlets, and we’ll cover all of

that once we've cleared the
Spirit Temple.

Now that vou have the
Gauntlets, virtually nothing
can stand in your way. Take
this big ol” rock, for example.
Now Link can just pick it up
and huck it aside, revealing,
{gasp!) Business Scrubs that
are aeIlin& crap! Like any-
one’s going to huv pntmm

With  the powerful

For now, hop on top of your
Magic Plant and go for a ride.
First stop is the large rock at the
North side of the map, where
yvou can get one more Skulltula
at night. Next up is the Heart
Piece. Wait “til the very end,

= when it loops around the arch.

B | Face towards the Colossus and

step off right as the plant passes
over the top of the arch. If vou
got the one from the Gerudo
archery game (covered in the
upcoming Final Updates section,
pg. 134), then this should be the
final one, and you should have
19 Heart Containers. Congrats!

With yvour Gauntlets, push the giant granite block on the

_1 ~. east side until it falls into a hole. From there, you can

T . ss a three-way room similar to the one on the West

side. This time, however, there are no Keese or Armos to deal

with. Instead. there’s a single Beamos, that you can blow up or

& ignore completely. Above him, on the ceiling, is the switch that
§ opens the door, so shoot it from a safe spot and head to the right.




/ There are one or two ftricky
things in this otherwise con-
ventional rupee-grabbing
puzzle. The first rupee is
over the edge a bit, so you'll
want to equip your Hover
Boots and run straight off of

. the ledge to pick it up.
(> The other rupees are in the
little alcoves behind the paths
of the rolling boulders. The only
thing you really have to be aware of
is the Song of Time block: If you play
vour Song of Time, it will disappear
and reveal a Gold Skulltula. But the
block isn't gone, it's just moved to
the adjacent alcove, where one of the
rupees is. Make sure you grab that
one before you play
your Song of AT T3 JF
Time, or play X 90—
the Song :
again
after you
get the
Skulltula to
send the block
back to its
original spot.,
The room
past this one
contains a
Like Like (be
careful, it’'s posi-
tioned to ambush you),
a Small Key, and. if you A3
play vour Sun Song in the center ~—~——=if—
of the rug, a Big Fairy. Point 3 1is as
: > ¢ easy as they come.
Snuff the Wolfos,
play Zelda’s Lull-
aby to make the
chest appear, then
use it to Longshot
across for the
Compass.

Another pesky Like Like awaits at the-ground floor of this room; so keep your

7(: distance and kill him with bombs or a well-timed slash with your Biggy. The
£ 54 second level contains a potentially more dangerous threat: An invisible Wall
Master. You can see him with your lens or let Navi auto-target him, but remember to
use a charged-up spin attack to wipe out his offspring after he dies. Then grab a handle
of the mirror and rotate it until it projects its light on the third sun symbol.

The third sun is the one
that opens the swiitch,
and the 2nd and 4th

est nal maxes a
" sound when it
appears, for it contains
an Ice trap. The 4th sun
will urleash a second
invisible Floor Master




s a lot you can do in the
Snake Woman room as an adult that
you couldn’t as a kid. Start by head-
ing up the stairs, passing the Armos,
and use your Hover
Boots to glide off 7hey vy 10 fool you a bit here..,
the corner of the top —— he apy ’i-*’f'sft_" ."‘.’_".,rrf; -
platform and onto ,:“l ’;}“;;:I‘ e a-aer
the Triforce seal on
the statue’s left
hand. There vou
can play Zelda’s
Lullaby to make
two treasure chests appear. The first
will be on the statue’s right hand, and
5 ave to use it as a Longshot target to get over
there and help yourself to the Small Key inside.
Then go to the Il.d_\__L where vou used vour Boots to
get to the hand in the first place. and use the other
treasure chest as a Longshot target to get to the
switch in the Northeast corner. The chest contains
nothing of worth, but the switch (which must be
hammered) opens the route to Point 6.

Finally, climb up the stairs in the southwest side of
the room, where you were as a kid, and use your
Song of Scarecrows on the top floor. Pierre will
appear on the otherwise inaccessible far ledge, and
vou can use him to hook across to this area’s final
Gold Skulltula.

Once you've smashed that rusted switch, the

r in the middle of the south wall-opensup.

wu don’t have fo go down here, but if vou

do you'll find a couple of large granite

blocks, which must be pushed into the appropriate

holes, and another rusted switch. Hammer this one

and an elevator that links this area and the very first
room of the Spirit Temple will be activated.

; that wan-
\1 arecrow :'.LJ'!."‘-

in the right

levator won ¥ take

The locked door on the third floor of Room #5 leads to another Anubis room,
where once again you have the option of tricking the Anubi (Anubisses?) into
gliding over a fire trap. or just incinerating them with Din’s Fire or a Fire
Arrow (which is particularly ;nfutmm You'll
also have to toss a bomb at the Beamos’ ] if you

want to open the door to progress.
If vou're having trouble getting around here, you
can play the Song of Time to create one of those blue
ocks on the right side of the room, but this is option-

al and not particularly helpful.




Ignore the
A sun sigil for
8+ now and go
' stand at the
door to the south.
You'll need the co-
operation of an
Armos to get through
this puzzle, but they're
pathetically easy to dupe.
Just stand by the sealed door, i3
furthest from you in your laser sight (or ji§
whatever) and give him a love tap with
your Lengshot. He'll come thundering
towards vou to return the favor, flipping
the switch and allowing you to slip out
easily. Thanks, sucker!

Your Compass reveals
two chests in this room,
but you can’t see ‘em
anywhere. Whenever that hap-

e pens, switch to vour Lens of
Truth and take a closer look:
Invisible chests! Each contains

only a meager Recovery Heart,
so don't get foo excited.

Ooh, another Iron Knuckle. You’re not so tough now
A0 that I'm all grown up and have a sword that’s about as
_I =\ 3 VOU : you? Yeah, | didn’t k so. But
: ince while adult Link can now
dish out heavy damage with the Biggy, he’s also a much bigger target
' > Iron Knuckle’s erratic swings. Be extra vigilant about flipping
is way befor can start his combos, and trick him
hing a pillar or two if you
low on health.
T'he door just past him will
take vou to the Colossus’
nd. where a second
Temple trea- -
The i
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You can stun the Li

with —your Loz
before you tear into
them with your B
The White Bubbl
equally eas ¢
til they stop n ¢ and
smash ‘em down

Back at the room with the
four Armos, stand in the sun-
beam and hit R to bring out
your shield. Guide it with
the controller
until the
reflected light
hits the sun, and
the final door on
this floor will open.
[t contains a chest
and the key to the
locked door in the
room where you
fought the Anubi.
That should take
you to Peint 12,
the room connecting
the third and fourth floors.

£ Kill both Beamos and the Skullwalltula before you

; —-z* attempt to scale this moving ladder. This area can be a

serious pain if you try to climb up the hard way, but
there is a shorteut. Just aim your Longshot at the top iLd;_..L and
zip on up. When vou get fo the top, you can Longshot behind
you to get to an alcove with some Recovery Hearts, and use
vour Hover Boots to get back to the top of the wall.

When you enter the connecting room, stand
"‘T on the seal of the Triforce and play Zelda's
: Lullaby to-open the door to the North.

Inside, kill all the Slugs and then use your

Hammer to smash down the fake doors. One

of them is hiding an eye switch, which vou

g can use to create an ice platform below the

Hookshot mark on the ceiling. Pull yourself up
there, hammer the switch, and grab the Boss Key.

To clear this large network of rooms, hit the switch with a spin attack and head

14 into the loop. In the first room of that loop, use your Mirror Shield to reflect the

- light onto the sun seal for a chest full of bombs. Use one of those bombs to

blow open a path so the light can travel to the next mirror to the East, and then spin the
mirlarﬁ umii 1he\'re n:!"iedin“ the iiLh( to L‘-‘lCh nthn.r 'md ll|IiT'l'|"iILl\ In thu |'1[ e on

dnd use your shield to r;ﬂed that ]10ht unln Ilk Imal sun *Ldl \nu 1l h > lowe
to the Snake Woman room, where you can use your Shield again to reflect light into her
face until it crumbles. and then Longshot over to the door of the Boss Room 1t revea |- .




Before you fight the witch twins Koume &

otake, you’ll have to deal with one last Iron

Knuckle. This one’s huge, and that means he
deals more damage to Link, and it takes more hits to
bring him down. He’s still slow and sluggish, but his
range is wider, so it’s a bit harder to stay out of his
way. Get in behind him and cut his armor to ribbons,
and clear out before he can begin his swing. You def-
initely want to be using the Biggoron Sword here.

Here’s an important tip, just in case you lose to the
Boss. Instead of having to go all the way around,
you can use your Lnnmhol to snag the chain holding

up the plat-
: form in the
Serpent

£& Woman

}
§
i

A

1
i
)
il

In the first
form of this boss,
you'll need to use your
Mirror Shield to reflect
ick to the other. Without using
rgeting, run around until you’'re in an area where you can
» bosses. When one fires, w hip out your shield with the
R button to b Im.l\ the s nd try to reflect it at the
other one (so you hit the fire witch with ice, and vice
versa). Aim h]"h ‘cause if your reflected beam hits
1ie ground, you’ll lose control of it. If you can’t
reflect a shot, roll to the sides as quickly as possible
to avoid it. When the shots hit the ground, they spread out (especially the ice blast) so
you'll want to put some serious distance between yourself and its blast radius.
When the two sisters combine, you'll have to use a different strategy. Block three
attacks of the same type in a row and your Mirror Shield will be able to unleash that
energy back at TwinRova. Quickly use your Hover
Boots to jump in to where she lands and hit her with
vour Biggoron Sword (remember to “Put Away” the
sword afterwards so you can use your shield again).
Unlike the first form, you'll want to keep TwinRova
Z-targeted constantly. Be careful you don’t mix the
type of shots you block: At first she’ll fire three of the
same type in a row, but she may mix things up a bit
later in the fight. When she does, dodge until she gets
back to whatever type you were (.ol]utmu ongumlh
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I apologize for the inconvenience, but I sorta §
ran out of space when | was doing the Gerudo’s
Fortress section (on page 123), so I haven’t yet
had an opportunity to introduce you to the Gold
Skulltulas in that area, nor the Horseback
Archery Training Ground. On the theory of
“better late than never,” let’s do those right now.

GERUDO VALLEY SKULLTULAS

TesvIRNIREVY e -
. *~ Retum =
— AT

4

7057 F—3

8  One Skulltuia is on the back of the stone Another is behind the Carpenter Boss’
arch near the entrance lo the Fortress.  lenl, against the wall.

ORTRESS SKULLTULAS

:::::::::-. - "‘Eﬂlg ' speswreRwD d ——
, G /4 vevvrreT Y ?mgﬁ

The next stop is the final des— e
fination of your epic quest:
S Ganon's Castle. Before we head
i in-that direclion, here’s one last
look at Hyrule’s final secrels.
You have every item in thef
game (save one, which is yet to
come), and once You've picked
wp these st few tems, you SR (7 g P
should have every Heart Piece 5 4 B i}ring Ep{maﬁwr to the i'u'ws-v;;
and Skuuh.lla Token as WQ“. /] back archery range and give it

High atop the Gerudo Fortress on the On the Northern targer in the horseback
East wall archery grounds.

Another valuable training

a try. You get two loops
around and 20 arrows: Each
bullseye gets vou 100 points,

ach smashed pot (hit-

7 ting those is a hell of a lot easier
than hitting a bullseye, by the
way). On vour first pass get all
the bullseyes you can and then

{ smash all the pots on vour way
i back. You'll get a Heart Piece if
4 you score 1000 points, and ¢
H new Quiver that ups your arrow

# max by 10 for 1500 points.

- 4

M b duned' You are a row =

,j v A
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(n)id ulhuldh at lhis pninr, I—nr the dh.\n]llk del one, go to Zora's

Fountain and use your Silver Gauntlets to pick up the Grey Rock. Link

will toss it aside, revealing a smaller rock you can bomb. Beneath that

is a hidden cave crawling with invisible Big Skulltulas (use vour Lens),

and, at the top. Gold Skulltula #100. Take those tokens back io the

Skulltula House for the ultimate prize: A Huge Rupee. Umm... Okay,

that sucked, but we didn’t spend so many hours of our young lives gathering Skulltulas
for the money, now did we? No, we did it for the... Uh... Why did we do it exactly?

The final Skulltula has

a little area all his own,

a cave that goes deep

into the ¢ bordering

Zora s Fountain lJH(f

then ultimately comes

out on a ledge so high

Yyou can t even see it

Srom the ground.

- ——

§ THINGS THAT SEEMED LIKE HOT
. SECRETS, BUT REALLY WERENT

As you ma): THE STRANGE PIT IN GERLJDO YALLEY

remember
Room #3 in the
Gerudo Train-
ing Grounds
had a giant
stone block set
in _one wall.
With vour Sil-
ver Gauntlets, you can push that block in, reveal-
ing a room with three Like Likes. Beneath each
Like Like 1s a small pit with a chest in it (you’ll
have to use your Lens of Truth to see the final
chest), and the highlights of the chests are a
Huge Rupee and a Small Key.

The Small Key may not sound too exciting,
but if you ignored my advice and went around
from the right door in the Treasure Room, you
ended up one
key short of
the number ne-
cessary to open
all the doors
and get to the
chest contain-
ing the Ice
Arrow. This is
the final key
you'll need for
that, so unless
you missed
that the first
time, vou don’t
need to bother
returning at all.

from Gerude (o
4 f u’!l" VS Win Dy exacitin ! second

ross this lava for hours before 1 figured out it required the

f

ime. The prize” Just some damn Business Serubs!




;% been cleared, and all of the
| medallions reclaimed, the path to
Ganon’sCastle becomes clear.

| The castle itself is not particu—

o larly difficult, since it has no

new concepts, simply rehashing

old ones from previous dun-
geons. But for those that may

have forgotten, we present a

walkthrough for the six barriers.

; When : af the teples have |

s33s3ssees. % @G}/‘.‘
]

Trrrssseew
vesrvTvYTY

gl e

We’re committed to not spoil-
ing any of the storyline for you,
so we'll skip right past the sig-
nificant events that automatical-
ly transpire when you clear the
final temple, and head right to
the strategic details of Ganon’s
Castle.

Ganon’s Castle doesn’t have a
Dungeon Map, but it can be a bit
confusing. Our map, shown
below, illustrates this dungeon’s
unusual nature: its one giant cen-
tral room has a large forcefield

= | that is fed by six smaller spheres
in each of the six wings of —

Ganon’s Castle. Each wing, and
each barrier, corresponds to one
of the medallions Link possess-

- | es, and features a handful of the
.| dungeon concepts you experi-
{ enced in the Temples of the same

name. You can choose the order

. ]| to an extent, but will need a key
* Y] item before you can challenge

the final two barriers.

GANON'S CASTLE




A THE FOREST BARRIER

By now you can kill Wolfos enemies in your sleep, so | won't
waste time with that. After his death, use Din’s Fire to light all the
torches, and then a fire arrow (or an arrow shot through the fire)
to hit the torch above the door, opening it.

Terrreesew = = /
Tewsesvwwrs T .

YA
i
N

You’ll need to contend with powerful fans in this area, so use your
Hover Boots only for the first jump. By playing the Song of Time
you can create a block to help you out, and destroying the Beamos
will give you another platform from which to jump.
In the Northwest corner of this room is a switch. Go ahead and
Jjump down there, since hitting the switch will create the Hookshot
target you need to get back up, and to get the rupee suspended in
\ mid-air above that platform. Wait for the fan to stop before you
get the final rupee to the right of the exit.

sIIITeIeIL b || ss3s3s32ee A
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~—= The last room of every Barrier is the same. Fire a Light Arrow
- directly through the sphere to destroy it.

YYVTEYTEYSSS
TreessewT =

TS sewe
TesvETVTYe"

The door is blocked by red ice, which you can melt with the

Blue Fire that’s hidden in the ring of Stalagmites (fill one extra
bottle). But lhe door still won’t open ‘til you kill lhe Freezdrds
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WATEKBAR&EMPAK 2)

The second room of the Water
Barrier gives you 2:00 to slide
two ice blocks into place. Make
sure you brought some Blue Fire
from the last room, since you’ll
need it again here.

First push the far block to the
right, and then straight into the
hole. Then push the second
block right over that hole, then
to the left, and down to the wall.
Use vour last Blue Fire to melt
the ice, and hammer the switch
1| behind it to open the door.

b it
TevTeewwewy

Fadsv O TARKNRLN

SRR IALI 0053811150111

% There is only one pot in this
room, and it contains a fairy you
can use to refill one of your
empty Blue Ice bottles.

The first rupee you should collect in this room is the
one that’s inside of the Beamos. Blow him away, then
use your Longshot to latch onto the target above his = =

head. You’ll fall right down on the rupee. :
To get the others without risk of being hit by a spike =~

slider, pull the statues

further back, giving| seessevees ! A 1 o Z

you more room Lo

roll in and grab the @3 J
rupees safely. Afterwards, play < ? E
the Song of the Sun where the . :
Beamos was to pick up a Great « 7 & =
Fairy.

bt 0 0000 4t w_& PP ITIOOIT e
e —] @ jﬁ [ — 7 e
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At the beginning of this cru-
cially important Barrier, you see
a chest in the distance. You can
either Longshot to it, or use the
Song of Time to make blocks
from which you can use the
Hover Boots. Then shoot the
torch to the right with a flame
arrow, which creates a series of
ice platforms. You can kill the
Like Like when you cross over
to the main platform, but it’s
easier to ignore it.

Fire another flame arrow at
the torch near the door to reveal
ice steps that lead to a switch.

=1 You can also get to that switch

by jumping from a hidden walk-
way visible only with the Lens

= of Truth. Once you hit the switch, use your Longshot to hook onto
- the chest in the middle platform, and open it for the power-lifting
~ Gold Gauntlets.
Then use your Lens of Truth to reveal the invisible path to the
switch that opens the door to the Barrier room.

vewvewwwevw
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After you slaughter the Torch Slugs, maneuver a Bombchu
through the hole in the gate, as shown above, so it hits the switch
(you can get the closer one with a spin slash). Then head out to
the main room and shoot a fire arrow through the \.\ebbm;, on
Using your
reflect tha

e the ceiling.
Mirror Shield,
= light back onto the Sun |
= Switch that is just to the right |
of the doorway you came in
from. If you activate any
other sun switch, a Wall
Master will drop down to
grab you.

ARRIER

~7

-

3
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ONE LAST GREAT FAIRY FOUNTAIN

There’s not a whole heck of a lot you can do with the Gold Gauntlets, which only lift giant granite pillars. But if you
think about it for a second you might remember the only place outside of the castle where you saw one... In the area right
past the bnd;__e to the Castle, roughly corresponding to the area where you got Din’s Fire in Hyrule (ablh! Head out for

a minute, toss the pillar aside, and speak once more
with the Great Fairy of Courage.

She doubles your

3 defensive  power,
= signified by your

== 5 hearts’ borders turn-
: ing white. Now

: enemies’ hits do 1/2

= the damage!

A ]

I don't care what any-
one else says. If yvou
have 20 heart contain-
ers and the white bor-
der, then yvou are quite
simply the coolest

¢ human being alive.

THE FIRE BARRER

ssesssesss W maag

You'll need the Gold
Gauntlets here, so don’t even
attempt the Fire Barrier or the
Light Barrier until you’ve
picked up that final item from
the Shadow wing.

Use your Hover Boots here as
much as possible, or your
weight will start to sink the rig
into the lava. Jump to the cen-
tral rig and from there to the .
platform with the swirling fire
wheel, and grab the rupee there
first. Grab the rupee on the

brown platform to the right of
the entrance (be quick or the
platform will start to sink), and
then run over to the giant granite
pillar back on the left. Tossing it
aside serves two purposes: It lets

you grab the rupee beneath it and |

acts as a bridge to one of the
other rupees.

Use your Hookshot to pull
yourself over to the exit door,
and from there stun or kill the
Torch Slug, and then use the
Hookshot target on the bottom to
pull yourself up to the platform
where the Torch Slug was. Jump
over your granite pillar stepping
stone and snag that last rupee.
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A THE TIME BARRIER
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You'll need to use the Gold
Gauntlets here to uproot and
throw away the giant pillar
blocking the door to the Time
wing.

The first room is full of
chests, but most of them are
traps, so keep your distance.

Instead, use your Lens to see the
Big Skulltula and the three
Keese in this room, and destroy
~ them all to make the real chest
appear. Kick it open for a Small
Key, and move on to the next
room.
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The next room is simple: Just
play Zelda’s Lullaby at the tri-
force symbol and the next key
will appear.

There’s a Hookshot target
above the three-way divider in
the rupee gathering room, and
you can hide out there to check
out all the rupees and drop down
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& when it’s clear.

In the final room, you have only a single Wall Master to deal
with. The door is invisible, so you’ll have to use your Lens again.
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When all six bar-
riers are dis-
solved, the force

field around the

entrance to
Ganon s Tower
dissolves. Zelda
is waiting
upstairs... So is
Ganon.
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Ganon’s Tower is short, but intense. Conserve
time and hit points by simply running past the Keese
on the first floor, and use your Biggoron Sword to
quickly cut through the Dinolfos on the next floor up.

A pillar of flame conceals the Boss Key on the
next floor, and you'll need to kill the two Stalfos to
extinguish the flame and open the door for you to
progress. Finally, you have two Iron Knuckles to
face. You can use traditional attacks, but since this is
the end of the game, you might want to use up any
extra Bombchus you have lying around and kill ‘em
from afar. If you
aim it right, you
can hit both with
every Bombchu!

The collapsmg room in whlch you fight is a
new twist, but otherwise the nuts and bolts of
this boss fight are very similar to when you
fought Phantom Ganon.

At the beginning, jump away from

- Ganon and into the far corners of the
. room. That way he won’t do his
shockwave attack, which knocks
down the blocks that you can stand

blasts, and knock *em back with your
sword. When you score a hit, switch

in (you should probably use your
A Hover Boots) and attack (yes,

A ' you can and should use the
. Biggy). His cape acts as sort of
A a life meter, becoming more
=% tattered when he nears death.
Occasionally he’ll mix

attack.

@~ absorb the energy, you can pre-
vent him from doing it. Otherwise
you'll have to roll to the side right before

the five twisting beams would have hit

you. If you ever run low on.health,
. magic, or arrows, fall down to the bottom
) and stock up from the pots. Even Ganon’s a
push-over

on. Wait for him to fire his magic |

to vour Light Arrows quickly and
¢ nail him. Only then can you jump |

Km of Thieves

things up with his black hole |
If you hit him with a |=
light arrow when he starts to E

if you
know
what
you're
doing.

Ganon s black hole anack. Learn how
to recoenize this before he fires it!
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I’s not over yet! Link and Zelda have 3 minutes 10 | svevevvses
| escape the castle before it collapses, and there are | e
| plenty of nasty surprises on the way.
This is one of the few places in the game where
Naryu’s Love really comes in handy. When you fight
the Stalfos, cast it and just tear into them without
regard for your own health (*cause who cares if you
get hit?), and you'll save a lot of time and energy. It
you don’t have enough MP for it, you could try get-
ting Magic Pots from the bottom of the room where
you fought Ganon, since you pass through there any-
' way. At the end,
run past the Redead
and out of the
tower... But the
gdmt. isn’t  over
quite yet.

I

Theres no ;m;m ini mhmg so much
that vou leave Zelda behind, since
- only she can open many of the gates.

""“l"!_

You begin the battle against Ganon’s final form without your Master
Sword... But who cares when you have the Biggoron Sword handy? Just
remember to swilch to the Master Sword for the final hit, for only its
power can destroy Ganon.

If you don’t have the Biggoron Sword, you can fight Ganon
with any weapon in the game (Bombs and Bombchus are
useless, but they can blow up the pillars, revealing
bombs, arrows, magic pots and even fairies). His
weak point is his tail, which he guards carefully.
Still, in his first form you’re faster than he
is, s0 you can get around and hit his tail
by constantly holding towards his
| lefit (if you try moving to his

Jd right, he’ll slash you) and 2o
getting behind him to - &: %

hit with your weapon

of choice. f
In his second

form, he f/ !f.

becomes

faster and this is no

J longer an option. But you
{ can now roll right through his

S Z

legs to

@ &_T|:
7 behind

him!

You can
also wait for
him to attack

and rt
counter 3

with a

Super Spin

Attack, or hit him in the face with
Light Arrows to stun him. There are
all sorts of ways to take Ganon down,

but it always ends with the Master < i
Sword. é
Top two shots: rolling under Ganon -
legs. Below, attacking him with vari- :
ous weapons and technigues. =
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SKULLTULA APPENDIX

Collecting all 100 Gold Skulltulas might very well be the biggest challenge Zelda has to offcr. What you get for domng it - &
Huge Rupee for the 100th foken {the prizes for 10, 20, 30. 40, and 50 tokens seem great by comparison) - just pretty much
sucks, but hey. it’s about pride! And remember: they only appear at nighl, €xcépt for when they re hiding in an object, such asa
crate or a lree, lmki Skutltulas that can only be acquired as a child are highlighted in green, Skulltulas that requirs you
io be an adoli are macked in red, and those that allow you 16 be either are blue. ltem graphics indicate any items that you
must have in order 10 get to that Skulltula or retrieve its Token. That should be pretty self explanatory (if two items appear, one
is for Link as a child and the other for Link as an adult). Note that bottles represent using a bottled bug on a Plot of Soil. One
final tip: you'H know when you have all the Skutltulas in a particular area when a Skulltula mark appears on the map screen.
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There are a total of 36 Pieces of Heart scattered throughout Zelda. Each one counts as a quarter of a Heart Container, so there
are therefore 9 optional Heart Containers in the game. Add those to the three Heart Containers you start off with and the 8 Heart
Containers you pick up by beating dungeon bosses, and you can end up with a grand total of 20 Heart Containers. Here’s a lisi-
ing of all the Pieces of Heart for VOUr perusing convenience: some of them are fairly complicated and vou may want to refer to
the appropriate page number for more details. ltem icons on the lefl represent items you must have to get that Heart Piece, item
icons on the right represent ones that make it easier. As in the Gold Skulitula Appendix. Heart Pieces that can only be
acquired as a child are highlighted in green, Heart Pieces that require you to be an adult ars marked in red, and those
that allow you to be either are blue.
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Badihp off bomb plant
ledge. or plant beans as
kid and get it as an adult.
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See Page: X0
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Behind waterfall

use chicken gliding
as & Kid or Longshot as
an adult

§ ZORA'S FOUNTAIN
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Horseback Archery (1000
points)
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y See Page: 128

L On top of stone arch;
plant beans as a kid, take
the plant up as an adult

See Page: ¢
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To obtain the fourth Empty Bottle. you'll need to complete an unbelievably difficult task: round up and
hunt down ail 10 Big P who are hiding out in Hyrule Field. The only way to do this is to ride Epona
B all over, and ¢ e points on the map (the actual point is the red circle) on horseback to get
§ the Big Poe to appear. (You can get them to appear while on foot. but vou won’t be able to catch them:)
I'he red arrow shows the direction we recommend you come from, se vou'll have an unobstructed shot
afterwards, and so 1 [ up uch speed as possibie be
g appear, quickly shoot it once with an arrow. then follow up
with a second shot to bag it. Good luck!
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VERSUS BOOKS ORDER FORM

subtotal

# copies name of book

Zelda (Collector's Edition*) ..

price each

Resident Evil 2

Metal Gear Solid

Tekken 3

----------

@ $12.99
@ $9.99
@ $9.99
@ 39 99.

Shipping charges 83 for one book 50 cents for

DY B I O O . ... oo onssansssnnesnenasssssnsanesanasnans

TOTAL (add $4 per copy if foreign order)

Name
Address

City

Make checks (US funds) payable to: Versus Books.
If paying by credit card:

Name on card

Credit Card number

CC type (Visa or MC only)

Expiration

SEND TO: Versus Books, PO Box 469105,
Escondido, CA 92046
(photocopies accepted * orders shipped within 48

hours of receipt of order)

FOR FASTEST SERVICE
(Credit Card orders only):

CALL 800/639-4765

orders only, no game tips at this line



'The best video game
from UERSUS BOOHS,

“The UERSUS BOOHKS Resident Evil 2 guide is

“The UERSUS BOOHS Final Fantasy VIl guide is the
suides, and won't take away any of the fun of

“The most complete Final Fantasy Ul guide, that doesn’t
“There are an amazing fifty secrets in the VERSUS BOOHS

“The VERSUS BOOKS FF VIl guide sets a new standard for strategy guides.” -Chris Hayes
thing | will do is check to see if you made a guide for it." -Paul "Your Street Fighter
guide I've ever seen. It's improved my game dramatically and | appreciate its high
ees have been recommending the UERSUS BOOKS Resident Evil 2 guide over the others.”

“I have recently promoted your guide on my web page.” -Cuberus “Your RE2 book is the most awesome in the world.” -5.Vegeta "l think that
your work with FFUIl is the best that has ever been done with the game.” -David Slone "I will definitely use your guides again.” -Steven L. Hefner
“I've read through the VERSUS BOOKS FFUIl guide and found it quite informative with much less errors than the official book.” -Franklyn
Colebrooke, Jr. "l would like to compliment you on making the best APG guide book ever!™ -Pyrate “Your REZ book is the best damn strategy
guide ever made.” -Hurt Ohl | just wanted to say that your FF1 book is the best by far. Everything is just perfect.” -John W. Napper Sr. “Your
book rules! It beats up the other companies.” -Joseph M. Bradham “Your strategy guide is without a doubt the best on the market.” -Dennis
Chang “This is how all APG guides should be!!! Thanks for writing 3 quality guide.” -Pentan 24 “You have done an excellent job and | have ne

doubt that | will look fo VERSUS BODHS the next time | need hints.” -Hevin McCullough "I have your FF guide and use it like 3 bible.” -Victor
“Hats off ta a 110%% effort in creating an awesome guide for AE2.™ -Dennis Mills “Your AE2 guide is the best on the market!™ -Glickela “Your book is the perfect guide! Your books are the bestit! Your AE2 guide is all
| wse!™ [It's da bomb!]" -Lean 166 "1 will have nothing but geod things te say about your company, and will recommed your books to everyane who enjoys games as much as | do.” David Neble 1 only buy VERSIS
BOUHS strategy guides.” -Chivasan "I made the unfortunate mistake of purchasing 3 AE2 guide from Prima, and it sucked. Halfway through Leen's first mission, | gave it to my dog Bubba to rip up. | weat back e the
store and found the VERSUS BODHS RE2 guide. | was astenished. Nest fime | need a strategy guide, | am going to save myself a headace and check for a VERSUS BOORS strategy guide first.” -Jasan “Please fell Casey
Loe he is the best guide writer there can be.” -Baniel Rodriguez2 "1 think that your FF 1 guide is the best one ever made. It's totally detailed and does not ruin the game at all. | can't wait for Tekkea 3 to come out
so that | can get that strategy guide also.” -Luis Ballestros ~I LAVE your book. | knew several peaple who kave the official book and frankly it sucks, bad.” -Mr. Papo “Rfter reading the FFVI guide [frant fo back] |
was impressed by the quality of the screenshots, clarity of the information, and just about everything else. It was entertaining as well, straying from the wsual dry descriptions which plague many other books |
have struggled through.” -floelle Page “Your Aesident Evil 2 guide hicks ass! You guys made one hell of a strategy guide.” -2-man "1 have to say that you guys make the best strategy guides’ in the business. | have
through every detail and enplain every strategy that is pessible " -Enternall | leaked at your guide, and Squaresaft’s guide, and found yours vastiy superiar. | really enjoyed the way the game was handled, not revealing the story, and with 3
touch of humor that the game needed " -Peter J. Fabian “Your guide is better than all the other RE2 guides.” -Scott Beynolds “Your Tekken J guide is a very good baok, prabably the best book for an arcade game | have ever read. Mot that | buy
alat of them, bt in the past | have alisags been disappainted. That changed when | baught your baok. I've gatten much better at Teken and | kave a hell of lat more fun beafing the peogle | play now (reversing their hicks and puaches seems fo
work the best for getting the upper hand. Just wanted to say thanks..” -Matt Perkins “Let me say that gowr SFA2 book was swseme. The layout and all the advice were excelleat. The banes artwork and posters are kickin'. Ml the combas in you
guide were very helpful. | am surprised at how mech detail and strategy is in this beek. The art section is a big plus. | might order a second one to keep under preservation [whe knows how much il be werth in the future]. | hope gou are the
snes fo do the strategy guide on the upcoming Street Fighter Rlpha 31 Heep up the great wark! -Goumadi_ “Your Final Fantasy 1 book is the best!™ -Fam Ruiz | love the baok. It has great details! My best friend had 3 different book 3ad it does-
't have the Enemey Shills in it, yours dees!” -Todd Nargrove “1 loved this bosk. | love the humer and the personal sbservatians that Casey makes about things in the game. | found myself laughing sut loud reading some parts, and have vowed fo
purchase Verses Bosks whenever passible.” -Aobert Lundgren M “1 bought your bask becawse it had more infa than the official beak " -Gutierrez Vincent “Awesome job en the guide! | bought it in September and I've read it almost every day
out{sndike the official guide, mhich stinks] | emailed thes and teid them about 2 fem things they missed - like the eaemy shills, enemies sutside specific fowas, complete Lack of arder in their monster index. | fold them to chech out your book ad sex bow it dwars theirs by compar-
ison 'm guing to tell my friesds, and hopefully they Il email them also " -Buitari Barkeside ™) bought 1hat crappy Brady book first. While | was plaging | was constantly laoking for exemy items that could bestuien and enemy shills that could be learned Your boak shomed fhem i detai,
while the Brady book was very vagwe After plaging Mrough the game for the Jrd fime, The caver of my VERSES BOOES FF1 guide is completely worn ost now, while The crappy Brady guide is callecting dust.” "You're an effia pod ™ -Pywolfgang “Be almays refes tu gow book as “he good
wne’ and fhe Brady puide as ‘{he suchy one ™ -lew ") lsved your FFWI book sa much! | have the VEASES BNES Street Fighter Mpha 2 guide, fon " -TuffY “Your BEZ yuide is definifely fhe best " -atthem 0. Marks “Your FF) guide is the best, | coulda't kave beaten the gome withost it *

-Ohwis ™1 am o preat fan of VERSHS BOONS. Yo FFVHI guide was fhe most compiete guide | have ever seen n my whole life of gaming | hape when another FF yame comes out, you'll be fhere to put out ansther great guide bosk | yout bosh to The Biady/S it ook and
They bad same mighty mighty faes Tou bave 2 great sechion on the characters, while Squaresoft does sat They have ne pictures of The weapens aad i's mech easier fu read yours than theirs You fell baw wang WP each esemy 2ad bess has right there an the page. iestead of farcing
me tu look in The back far them. Fou fell where every materia aad enemy shill is Incated, aad gou have compiete coverage of the game itseil. If | was grading your book I'd gve it """ efc stars. Good buch for the gears te come ™ Bush8 1 love fhe RERSES BRSNS /T VN puide
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strategy guides are
Derind." -posted to Usenet

better than Gamefan's official guide.” -GamePro

most useful. It is the best nrgamzed of all the
playing through the game" -EGM/GameSpot

reveal the plot, is from UERSUS BOOHS." -Nexnt Generation
FF Ull guide that aren’t in the official guide.” -GamePro

“You've restored my faith in guide books.” -Lonny Uega “If | get a new game, the first
Alpha 2 guide is perfect!” -ABIBV "You've definitely created the best Tekken 3 Strategy
guality.” -Aaron Sabolch "1 am a manager of a Babbage's store. | and the other employ-
-David "You guys are the best thing in video game strategy guide history!™ -Chris C.

Lovie "Your book rules and I'm 3 hardcore REZ player.” -Nightraided "I hope that your business grows.” -Jason Beels "l will look forward fo
your next publication.” -HainSproth “1 read your FFUII guide after the official Brady one, and yours is soooooo much better...| showed it fo all
my friends at school, and they agreed that the Brady one is a fofal P.0.S. compared fo yours.” -Matt Henney "Your RE2 book really is the per-
fect guide. | give it five stars out of five.” -Michael P. Clark "The book is incredible! Enough said.” -Craig Hnouse "I loved this guide in every
aspect!!l” -Subchu "I love your FF1 book. It is the best strategy book I've ever read.” -Mike Cornelison "1 LOVE your book! | really do!” -Alen
Cage "Your book is far superior - more secrefs and you don't give the plot away. A hell of 3 job™ -The Irish Ninja “Make mine VEASUS BOOHS!™ -
Joel Webster “| know where to furn when FF8 comes out.” -Shawn M. Jackson “I'm a guaranteed purchaser of your products.” -Dave2 “Thank

you for the very best strategy guide | have ever read.” -Yodist "1 enjoy your FF VIl guide as much as the game.” -Joyce Cheuh
nat seen another company that can equal the depth and quality that your boaks provide. | was also wandering if you might be able to tell me when you will begin publishing your magazine? | can't wait to check it
out.” - Michael Enger | loved your book on FFY, it helped me owt and it dida't give the end away. ™ “There is no contest that your beok is the best. | love the walkthreughs. | hope you make 2 book for REL." -Jobn -
Iceflow “Your FF VIl guide is amazing and better than the Brady official guide.” -Fred Tumbagahan "I would like to congratulate you en the greatest guide | have ever read.” -Baniel Moffett “I'd get the VERSUS BODRS
RE 2 guide...Gamefan's is harder to follow and doesa’t give any good pictures to illustrate points in the game.” -Brian M. Briones “Your FF1 guide was the most useful guide I've ever used, and it didn't spoil anything.
This guide complimented the game perfectly, as sa few
things do." -Barksaber “Where should | start? How about
that your strategy guide has been the mest helpful and

best strategy guide I've ever read in my life. You g0 e g > ‘ s g Bk
since. The maps and pictwies were clear and the paster was 3 1 B o, '
great idea ™ -Thomas Liddle ") like the fact that ALL the enemy : e .,,‘;;1' LN

shills are in the book.” -James Tucker "1 bought yeur FFY guide . i ‘ f et

because it is da bomb." -Ralph Feller, Ji. ") think the way you
layed out the FF guide was great.” -Malt Haas "1 had beaten FFY
and wanted te go through it agaie, picking up all the lithe secrets
1 had missed the first time arownd. Pour book is the best guide to
the game ouf there " -Aster “Your guide is well done and plansed
204 thask myself oa 3 dady bases that | dula'f take the chore smeer's adwce
and buy that lame official Brady version. The lagout of gour bosh certainly
reflects a luf of fime, Thought, sed eftw1 ~ -Chis Noges ~You have made 2

fol strategy gude’ 1t Than the ufficial FF W
poidet” -echangel 2e0 °1 am st imprensed with your guide " -Larry L
“Your FF U8 guide is ooe of The bes! 've seen, 2nd is enceliently written It's i ) o 4 4 : g
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! to master Nmtcndus most epic advcnturc everl VERSUS
) s creafed the most in-depth guide ible, complete with
B | clusive, full-color maps. We've included EVERY Jtem, Weapon,

- and Heart Piece, plus all 100 Gold Skulltulas, all 10 Big Poes, all 4 Bottles, all 13

Ocarina Songs, all the Masks, and the Biggoron Sword. You'll also get tactics fo
defeat every enemy and boss. Written by Casey Loe, author of the best-selling
VERSUS BOOKS Final Fantasy VII, Resident Evil 2, and Metal Gear Solid guides.
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