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Weapons and Items
Friends and Fiends

The Journey Begins: Outset
island and the Forbidden Fortress........

Dragon Roost Island ...

Forest Haven and
the Forbidden Woods.........cocoevvevveienene

The Third Pearl and
the Tower of the Gods

Castle Hyrule and the
Return to the Forsaken Foriress

The Earth Temple ..

The Wind Temple

The Triforce of Courage

The Final Battle: Ganon's Tower ........

Islands of the Great Sea

The Legendary Checklist

The Legend of Zeldn:
Ocarinag of Time




The Legenods or Zelda

The Legend of Zelda: The Wind Waker is the latest in a long line of adventures |

featuring a green-clad young hero named Link. But, in the mind of Zelda
ereator Shigeru Mivamoto, every Link in every Zelda game is a different
hera. upholding the tradition of the legendary hernes of the past!

The Legend of Zelda, 1987 (NES)

Many consider the original Legend of Zelda, released for the S-bit Nintendi
Entertainment System in July 1987, to ke the title that took videogames ta
a niew level, It was the first non-lineat adventure game, meaning that
gamers weren't led by the nase to the next objective. They could spend
hours exploring the Overworld if they wanted 1o,

Thie Legend of Zelda established most of the major game elements that
have appearsd in every Zelda game 1o date, It featured Link. the boy hero
dressed in green; Zelda, the imperiled Princess of Hyrule: and Ganen, the
monstrous archenemy who tried to bring darkness to Hyrule. Link's main
objective was to assemble the eight shards of Zelda's Triforce of Wisdom
and defeat Ganon in his Death Mountain lair

The original Legend of Zelda was one of the first console games that
allowed gamers to save thelr game progress to one of three game slots,
thanks to the Game Pak's built-in lithium baitery. This was a mind-
blowing innovation in the early days of videngaming, when most games
used tedious password systems to record gamers' progress!

Best of all. when vou finished the game, you could play through a
different second version of the game, much like the Ocaring of Time that
Nintendo offered as a pre-order bonus for Wing Wiker customers. You

could alse jump into the second quest by entering 'ZELDA" as your name. |

The Adventure of Link, 1988 (NES)

The anlv Legend of Zelda game not to have the word "Zelda® in the title,
The Advenzure of Link was a dramatic departure from the original game.
Although there was a wp-down Overworld perspective in the game, most
of the action rook place in a side-scrolling platform perspective.

Many of the ariginal game's elements were retained for the sequel,
however. Link quested through dungeons in search of
pieces of an artifact of great power (shards of 2
Magic Crystal, rather than pieces of the Triforce
aof Wisdom), all to save Princess Zelda, who was
put into an enchanted sleep, Instead of Ganon,
Link fights his own shadow at the game's climax!

While some of The Advenrure of Link's

o earn experience points and raise his skifl
level), some remain. including the abiliy
4 o learn new sword techniques

innovations were discarded (such as Link's ability §

The Legend of Zelda:
A Link to the Past, 1992 (SNES)

Link's third adventure, 4 Link ro the Past, was his first adventure on the
Super Mintende Entertainment Svstem. Released in April 1992, 4 Link s
the Past was a return to the original game's top-down, dungeon-crawling,
Owerworld-exploring formula. During his quest, Link gathered magic
anilets and crystals o rescue Zelda, free Hyrule, and stop the evil plans

| of Ganon and his accomplice, the wizard Agahnim.

Note
4 Link to the Past was the first Zeidz game to imply that each zame
featured a difterent Link. It was described as a prequel o the original

Legend of Zeldn, raking place long before the events of the first game

A Link to the Past drew inspiration from the ariginal Legend of Zelda,
but thanks to the power of the 16-bit SNES, it had twice as much of
everything: more detailed graphics, more dungeons, more enemies and

- bosses. more items—even twa Overworlds that Link could warp barween!

Al

inf o the Past was one of the Super Nintendo's most popular games,

| and it is remembered as one of the greatesi Zelda games ever created. lis

timeless appeal was proved by its successful re-ralease as 3 Game Boy
Advance game in December 2002, The Legend of Zelda: 4 Link o the
Pase/Four Swords,

The Legend of Zelda:
Link's Awakening, 1993 (Game Boy)

Links Awakening was Link's first adventure on the original Game Bov, and
it proved that the grand adventure of the Zalda series worked perfectly on
the small black-and-white screen of the Game Bov. Shipwrecked on

| Koholing lsland, Link recovered the gight Instrumens of the Sirens o

awaken the Wind Fish and return to the land of Hyrule,

When the Game Boy made way for the Game Boy Color, Links
Awakening was re-released in December 1998 as che full-color Link
Awakening DX, with an additional hidden dungeon.

Note

The Picto Box/Mintendo Gallery sideguest of The Wi [
by a similar phoro-taking sideguest in Link's Awakening, in which there
were 12 photo opportunities. After you took a photo in Link's Awakening
you could print it with a Game Bay Printer!




The Legend of Zelda:
Ocarina of Time, 1998 (N64)

After alternating between two-dimensional perspectives for four
adventures, Link broke into the third dimension in November 19598 with
Ogaring of Time. The first Zelda game for the 64-bit Nintendo 64, Cearing
brought the lush landscapes of Hyrule to life in an epic quest for the
power of the Seven Sages of Hyrule.

The storvline of Ocarma of Time was divided berween two time
perinds—one featured Link as 2 boy, the other, set seven years later,
featured Link as a voung man. It had all the action and adventure of the
previous Zeldn games, but many gamers loved Ooaring for the detail it
brought to Link, Zelda, and Ganon, and the kingdom of Hvrule and all its
Major races.

Ocaring of Time introduced several new gameplay mechanics into the
Felda franchise, including f-targeting (which is now TT-targeting),
playing notes on an instrument, wearing masks, and sidequests for
hundreds of hidden items! As the first 3-0 Zelda game, Qoaring has become
the standard against which all other 3-D adventure games are judged.

Note
Ocaring of Time leatured vwo eras, bur it was nelther the frst nor the only
Felda game to use the "two worlds” concept. A Link to the Past had 2 Light
World and & Dark World that Link could warp between with the Magic
Mirror, and The Wind Waker and the original Lagend of Zelda could be
played through a second time for 2 different gameplay experience.

The Legend of Zelda:
Majora's Mask, October 2000 (N64)

A sequel to Qcoring of Time, Majora’s Mask found Link in  parallel version
of Hyrule called Termina, into which the moon was going to crash within
72 haurs! Fortunarely, Link retained his time-warping talents from Coaring
land learned a few new ones) that allowed him to travel through time 1o
save the dav. By the end of the game, Link had recovered his horse,
Epona, and his Ocarina of Time from the Skull Kid, who had misused the
Majora's Mask's power to pull the moon from its arbic.

Muajoras Mask was the first (and so far onlv) Zeldo game to set time
limits on Link's guest. Much of the Overworld exploration of earlier Zelda
titles became a different sort of exploration in Majora, Every area in the

i L Pt __n‘.’_. Ly W 1 . ikl R o '_'-'-'J.‘: ¥ig -..‘.q- -..}H._ \:,*’ e b ;f. e SRR -l
aﬁ”"%"w iy T L e e s

N R,

| The first Zelda title for the Game Boy Advance, A Link fo the Past/Four
| Swords was a pixel-perfect translation of the SNES classic to Nintendo's
| latest portable console. Tt also included Four Swords, the first multiplayer
i Zelds game. Two to four plavers could link up their Game Boy Advances,
| cooperating and competing across four worlds to rescue Zelda from the

| clutches of Vaati, the Wind Sorcerer,

' sidequests in A Link ro the Past, such as a scavenger hunt and the Palace of
| the Four Swords. Similarly, achieving certain goals in A Link o the Past
| gave a Four Swords plaver new abilities, such as the power to fire magical

L

The Legend of Zelda:
A Link to the Past/Four Swords,
2002 (Game Boy Advance)

0d1d AN3AD11 3HI

As a bonus, performing certain feats in Four Swords unlocked hidden

+ blasts from his or her sword!

The Legend of Zelda:
- The Wind Waker, 2003 (GameCube)

e o

-

We could try to sum up the wonder of The Wind Waker in 2 couple of
paragraphs, but we've got the rest of this guide to do just that! It's the first

 Jeldo garme for the GameCube, so vou keow The Wind Waker will be an

e B

| experience unlike any vou've sesn to dare!

]

Note

The Wind Waker takes place at least 100 years after the end of
Cearina of Time, You'll find that everything old is new again!

How to Use This Guioe

| Thank vou for purchasing Prima's Official Strategy Guide to The Legend af

R

Felda: The Wind Wiker. We've made every effort to give vou more tips and
tricks than vou need to defeat Ganan, rescue Princess Zelda, and discover
every secret in the game!

W tried to present the information in a way that suits vour play styvle,

| whether veu're just trving 1o get from the start of the game o the end

game changed from the beginning of the 72-hour deadline to the end, with :

different people to talk 1o and different sidequesis to explore.

The Legend of Zelda:
Oracle of Seasons/Oracle of Ages,
2001 (Game Boy Color)

Oracle of Seasons and Oracle of Ages, two Game Boy Color games, took the
"two worlds" concept to & new level. Both were released on May 14, 2001,

credits or vou're a Piece of Heart collector who won't rest until vou've
found all 44! Lack over this section so vou'll know where to go for the

U infarmation vou need.

Inn Ages, Link found himself in the distant land of Labrennia, where he had |

o defear Veran, the Sorceress of Shadows, by recovering the eight
Essences of Time, In Seasons, Link's adventure ook place in Holodrum,
where he had to defeat the power-hungry general Onox by collecting the
cight Essences of Nature,

The games were complete adventures individually, but plavers also
could link up the games and transfer secret items and information
berwesn them o unlock new items, abilities, and a hidden ending
featuring Ganon!

B

Coming of Age:
Link's Training

This section has all the basic infor-
mation vou need to know before
playing The Wind Waker, including
Link's actions, controls for boat
navigation, and game screens.
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VD@ ABC's:
Weapons and Items

The Wind Waker has dozens of items ===t it Wi |
o find and use. This section describes | i 5
them all, including where ta find | .
them and any of their unconventional | -
uses. If vou picked up a new weapon
or jtem and want 10 know what iode |
with it, this is vour zection. |

Link encounters maore than 100
characters and 50 types of enemies in
his guest. This section has their full
bingraphies. Find out which
characters have Fieces of Heart or
Rupees to give you and how to get
them. Learn each enemy's strengths
and weaknesses, as well as where you
can expect 12 find them. As a bonus,
every screenshot from this chaprer is
taken from the super-secret 133 figure
Mintende Gallery!

i}

Walkthrough

Cur Wind Waker walkthrough takes
you from the game's opening cinema
to the end-of-game credits, and gives
you every tip, trick, cheat, and
strategy vou need to help Link fulfill
his destiny as the Hero of Winds.
There's a screenshot for every siepof | 8
Link's journey. detailed full-color maps |
for every floor of every dungeon, and
descriptions of what vou need to do I
and where you need to go, When
there's an opportunity for vou to stray
from the main quest and discover a
few cool, but optional, secreis we
make sure you know!

| Treasure Chares that vou've found,
shops and Great Fairies that vou've

Islands of the
Great Sea

Flip to this section when Link's travels
| take him 1o 2 new island so you can

| see what there is to do. You'll find an
| island-by-island breakdown of all the
items, Ireasures, secrets, minigames,
and quests to be performed on each
of the Grear Sea's 49 islands.

The Legendary
Checklist

The Wind Waker has so many places to
go and secrets o find thar we've
provided checklists o help vou track
them. Mark off Pieces of Heart and

visited, and Submarines and Blg Octos
vou've defeared,

'! The Legend of
Zelda: The
Ocarina of Time
This section gives you evervihing

vou need to know o play through
this classic!

Sea Chart Pullout Poster

i The oversized pullout poster shows vou all 49 islands of the Grear Sea.

labeled with the locatinns of every Treasure Chart (and treasure location),
Piece of Hearr, Rupee reward, Great Fairy, Submarine, Big Octo. and more!

Color-Coded Icons

The Sea Lhart poster icons for Pieces of Hears (U1, Treasure

Chests | . Great Fairies | i}, and Empry BCIT[|€\ [ q I are color-

coded to l“'pTE:»EI'II when you can get to the item during the game,
Color Coded Icons

Color When You Can Get It
.................. Before completing Dragon Roost Cavern
....................... After leaving Dragon Roost Island
After completing the Forbidden Woods quest
: . .After getring the Bombs from the pirate ship
. JAfter defeatmg the Helmaroc King in the Forsaken Fortress
After completing the Earth and/or Wind Temple




[ you continue a game that
you saved in a dungeon. you
appear near the closes:
entrance to that dungeon. If
Vou continug a game that you
saved on the Cverworld, vou
appear in the Great Sea

&, quadrant in which you saved

Game File
Management

To save your progress in The Legend
of Zelda: The Wind Waker, vou need
4 Memory Card with af least 12
free data blocks inserted into Slot
A_ This gives you three Quest Logs
in which vou can e three

game files.

- Copying
and Erasing

Creating a Game Files

New Game File

To copy a Quest Log, chouse Copy
from the bottom of the file
management screen. select the
Quest Log you want to copy, then
select the Quest Log to which you
want to copy it. [f vou are in

- danger of overwriting an existing
Quest Log, the game warns vou,

To erase 4 Quest Log, select

Erase from the bottom of the file

. i
At the file seiection screen,
highligh: an empty Quest Log with
@ and select it with & to start a
new game fle.

Saving a

Game File
Quest Log you wish 1o erase, The
game makes sure that you want to

erase the Quest Lag before it
removes it from the Memory Card,

Caution

After vou erase a Juest Log,
VIR CaN never pecover-il Be
SUre ¥ou want to erase it

Press @ at almost any point in
vour adventure 1o pause the game
and bring up the sub-screens. Both
the Item sub-screen and rthe Qheest
Status sub-screen have a Save
aption. Highlight that option with
@ and press & to save vour game,
After saving vour game. you can
continue plaving or £xit to the
Main Menu. To resume a saved
game, select the appropriate Quest
'I:mg a;'“[r:—r pressing ) at the
Title Screen

e L .
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 Game Screens

| Overworld (The Great Sea)

| management screen, then select the §

Main Screen

All the action in The Wind Wiker takes place in the game's Main Screen,
Impartant information appears in all four corners of the screen. and

. changes depending on whether vou're in the Overworld or in a dungeon.

of Trem Buttons and
.r‘n.l'mr_l__l‘%!.!

i The Wind Waker's Overworld is the Great Sea. a grid of 49 islands in a vast

body of water. Whenever Link is outside, he is in the Overworld.

Life Gauge: This is the amount of stamina Link has remaining. Lach
time an encmy damages Link, he loses Hearts from the Lile Gauge's
Heart Conlal If the Lile Gavee is depleted (and you don't have a
Fairy in a botlle o resurrect Link), the game is over. You can refill the
Life Gauege with Hearts, Fairies, or Potions, and yeu can increase the
size of the Lite Gauge by finding Heart Containers and Pieces of Heart,
Magic Meter: Some of Link's ilems réquire miagic encroy o use. The
Magic Meter represents how much magic energy Link has remaining. i
epdete this, Link can'l use magic items until he recovers some

nerzy from Potions or Magic Vials. A Great Fairy doables the

size of Link's Maic Meter il you lind her,

by Link's current position and abilities,

Camera leons: These give you inlormation abott the game camera—
whether it is bree or ceptered behind Link and whether or not you can
switch into firstpersen mode,

Area Map: This shows Link's current position. When you're sailing, it
changes inle a ek and Compass.

= the number of Rupees Link has in his pocket.
I the Rupee pext 1o the number s green;, Link can Caimy a:maximuam

Rupeees: This indica

of 200 Rupecs. 10t s blue
5,000 is his limil Visil Great
Rupee-carrping capacity

ATk earmy up Lo 1000 113t 05 oranee.
prs b0 imerease Dink's maximmm
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| ltem Sub-Screen

.. Quest Status Sub-Screen

A structure with more than one | The ltem sub-screen displavs Link's |
room, whether it's called 2 palace, | quest items, which vou can equip |
& castle. a temple, or a cavern, s | to % D, ar (20 by hjgh!ighclng
considered a dungeon. Most | the item with & and pressing S#, § i R
dungeons have Dungeon Maps and | 773, or (21, Ta view information ; S
Compasses to help vou find vour | about the item, highlight it and - h
way through them, | press (&, | i
Many dungeons also contain | | :
locked doors you can only apen l
with Small Keys. Link's Small Kev Note Bl [Saving and Opiions|

total appears above his Rupee The ltem sub-screen has thres ; e

total, but only while he's in the | bags: the Spails Bag the Bait The Quest Status sub-screen displays information about the quest
dungeon. This iz the anly ; Bag, and the Delivery Bag, To - objectives that Link has completed,

difference berween the information see the items inside a bag,

an an Overwerld Main Screen and highlight it and press <3,
a durgeon Main Screen. I, or (20, Equip an item
fram the bag by highlighting

Sub-Screens | it and pressing S8, T, or
| By, ) again

d Waker Songs: These are the somes that Link has leaved to
comduct with the Wind Waker, Highlizht them with @ 10 see the sules
of the songs

Saving and Options: Highlight these with © and press 80 1o save
| game o changs the came aptions (see "Game Oplions?),
Pressing &= on the Main Screen | =t cs of Heart: This shows how many Pieces of Heart you have
pauses the game and brings up one | wward your sexl Hearl Container

of two sub-screens—the ltem sub- ]

ce Shawds: Late i the game, Link must find the Triforce of

screen a;d'th: SUEST Sta;:ls Eub.. A | I Courgee's cight shands. This shows how many he's lound so far.
screen. Switch between them with | | -
st . i W Peards: A the beginning of the gane, Link must find Din's Pearl, Farore's

Peard, and Nayru's Pearl, This shows how many be's fouml so far,

Eqpuiprent: Unlike the items in the lems sub-screed, the it
s column are automatically cquipped and do not seed 1 b sl to
T o LEL

Note
The Save option appears on

both sub-screens and you can
use it at any time o record
VOur game progress.,

| Game Options
Highlighting Options with 2 and selecting it with & allows vou 1o change
the following game options:

largeting Styles Switches hetween Hold tarseting {10 11a

opponent only while hobding down (27 and Swilch G

E Frarpeting on or off with cach press of [17).

Rumble: luen the Rumbde leature on or off (this aption is not
available il you are using a Nintendo GameC ube Wavebird ™™ Wiseless
Controller).

Soumd: Chisese the soumd setting that best sulls your audio
capabilities; Sterea, Mong, or Surround

!.n:w.// M'—ii. g i oo e e R E L O L T e Al
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In-Game Maps Dungeon Maps

When vou're in a dungesn, press *
an the + Contral Pad te bring up the
in-game Dangeon Map, If vou don't
have the Dungeon Map for the
dungeon, enly-the rooms you have
visited appear on vour in-game
Dungeon map. Atter you find the
Dungeon Map, the dungeon’s entire
layour appears. YView dungeon floars
with # and 4

Area Map

When Link is not in his boat, the Area Map appears in
the screen's lowerleft corner. The yellow triangie
represents Link's pesition and the direction he's facing, |
The blue triangle indicates the point at which Link
entered the area. The red triangle indicates the lncation

of Link's boat,

i
;}
£

Area Map Controls

Button Effect

4+ on + Control Pad .. . ... .Open Dungeon Map or Sea Chart

¢ on=ControlPad .................... Hide Area Map

<% on + Control Pad . .. .... . Zoom in/zoom out on Arca Map
| ¥ on + Controf Pad . . . . . .Close Dungeon Map or Sea Chart

Note
¥iou have not explored black rooms. You have explored dark green
and the light green room is the one you're in.

OGS

Tip
Fvou find the dungeen's Compass. the locations of the dungeon's boss
and the dungeon's freasure chests appear an the Dungeon Map

|

Sea Chart
The Sea Chart displavs Link's
position in the Overaarld, It has 49
islanel guadranis. Every island a
Merman charts for you appears an
the Sea Chart. Select a quadrang with
2. 1f you have charted it, the name
of the island appears at the bostom of
the screem, Press & (0 goom in o an
island quadrant and & o return to
the Sea Chart's normal view,

The right side of the 5ea Chart shows how many Treasure Charts vou
Rave fourd and how many of the Treasure Chants' treasures voul have
recovered. Wind direction appears in the lower comer of the Sea Chart,

Treasure Charts

There are 41 Treasure Charts hidden

across the islands of the Great Sea.

When you find one, press ® on

the + Control Pad to view the Sea Basic Controls

Chart, then (5 1o check yaur | Button Action

Treasure Charts | @ . .Move or highlight menu option
. Conlext-sensitive action button

{open, speak, throw, lifi, check, attack)

or select menu option

To pinpeint a sunken treasure, | R
compare the islands you have charted
{on the left side of the screen) with
the Treasure Charts vou have found

: 3 ; ' M s vvnm e e e s e oo cwing Sword or cancel menu
I-‘!I1.'.|‘.l:‘ right side Man:l:'. up the sP‘@pes of the islands to fgure out in selection/ retarn to pre\rim:s screen
which island quadrant the treasure is. G s . . Jtem buttons

(ser .h s H) L }}, (T, and [T to use)

Itip

] . Ll-target enemy or center camera behind Link

I : | P s e e e e & (t- i
W Vhen vou approach the sunken treasure s location, switch to the = ezt Comtext-sensitive action button
Wi e T R . {erouch, defend, grab)
Treasire Chast that lsads to it. The friangle on the Treasure Chart ¢ - A s
indicates the position of vour boat. Use the Treasure Ch +ControlPad .........o.0.e. arlid D rﬂ::-na]f'l; E:ﬂnn::nls:

B : un

ken treasure and drop your Grappling Hook to retrieve {t, ! : geo P

AEand B L cees ae s e s oL BANRE Camera angle

Foom camera in and out

W S



Movement

Walking and Running
i el FPuzh @ ina
direction ta move
Link in that
direction. The
farther vou push
&, the faster Link
moves. To walk
slowly. gently
push &

Mo specific

makes Link
jump. Run off a
ledge, and Link
automatically
jurps up and

= ) away from
Dl 1o lodge,

Crouching and Crawling
= Fress and hold
&} when Link's
sword is not
drawn to
grouch. Hoid
[E] while
pushing © to crawl along the
ground and into small tunnels.,

Sidling

When you come to
a parrow ledge ar
the hottom of a
wall, face the wall
and the word Sidle
appears over & in
the screen's upper-right corner.
Press @& to flatten Link against the
wall, and push 2 to inch him
across the narrow ledge.

) Caution
If Link is attacked while
sidling, he falls off the ledge.

button command |

Hanging

If Link walks off
a ledee or can't
jump across &
gap, he hangs
from the edge by
his fingers. Press
+ to climb onto
the ledge or € or # to move hand-
over-hand along the ledge.

Climbing

Link can climb up
and down ladders
and thick rangles of
vines. Face toward
the ladder or vines

Lifting, Carrying, and
Throwing Objects

- Press & while
LT facing an object 1o
lift it and carry it.
Ton set down the
S object without
ol breaking it, press
™ [&]. To throw and

iy

abject, press (&,

Note
Link can't lift every item, and
some items are too heavy for
him to lift until he finds the
Power Bracelets.

Grabbing, Pushing,
and Pulling Objects

If vou can move
an object such
a5 a crate, block,
ar statue, Grab
appears aver (£
in the screen’s
upper-right
corner when

i vou tace the abject. Press and hold
. [ to grab the object, and push or
pull it with &

and press ® 1o climb, |

passibly shatter the

Swinging from Ropes

If ropes are within

range of his jump,

M Link automatically
grabs them. Use the

following commands

while swinging on a rope;

Rope-Swinging Controls

Command Buttonis)
Jump onto rope . ..., ..., face rope and run toward it with ©

{Link jumps automatically)
L e S SR U . .
L B e PP
Stop swinging . .. vooocviiaa T T o 53]
Change direction ............... hold = and push &« or +
Climb up or down rope .. ..., ..., hold & and push 4+ or +

Swimming
g Link automatically swims in deep water. Use @ o
steer him. When Link is swimming, an air gauge
appears in the lower-right screen corner. If this gauge
empties before Link reaches land or shallow water.
he falls unconscious, loses a Heart, and reappears
where he jumped into the water.

Speaking, Reading, and Checking

" VWhen a vellow arrow hovers over a person or object,
you can press & o speak 10 the person or examine the
object. Lise this methed to read signs and posters,

Camera

@ controls the game camera
perspective. Use these controls to
adjust the camera angle:

Camera Conirols

| @ Direction Command |
Ffoominorout . ..., @Jar@
Pan (rotate) camera around Link ............ oo 4D or B

First-person perspective . . . .. & when an eve jcon appears in
the upper-right screen corner
Center camera behind Link




Fighting

With vour sword
drawn, press and
hold (& to raise
vour shield and
defend voursslf
against atiacks.
This blocks most
artacks, and some enemiss
weapons fly out of their hands
after they srrike vour shigld!

A thrust is a quick
attack that is tough
to defend against.
[Chrarget an enemy,
hiald . and press
@ 1o thrust your
sword at him or her.
Press (B repeatedly to execuse a
thrust combo,

To live up to the Hero of Time's
legacy, Link must fight and defeat
many enemies, Fortunately, he has
invaliable sword skills.

_L)-Targeting
: Tir target anv
character, enemy,
or object with a
vellow arrow
above itz head,
press and hold
L. This is calted
[-targeting. Use % and # to move
Link clockwise or counternciockwise
around a rargeted enemy. Ay
prajectile weapons (such as the
Bonrerang or Hero's Bow) automal-
ically fock onto the M-targeted
enemy. You don't have to aim,

Spin Attack

[Jse this rechnique to reflect
certain projectile attacks {such

as Ogrorok rocks) and (o
reflect beants of light, & vou
have the Mirror Shizld.

A spin attack hits all enemies near
Link ar once. To perform a spin

| attack, hold down @ for one
second and release it. You can alse
move (2 in a complete circle and

Rolling Attack :
Rolling Attac press (8 10 execute a spin attack

While running,
press & ta
execute a rolling
atrack. A rolling
atiack 1snit
powerful in a battle, but it's a great
way 0 krock down enemies or
dislodge objects from high places
such as shelves or trees.

Parry Attack

Harizontal Slice
Horizonizl
sword slices can
ltir several
enemies in front
of Link at once,
Press B without
T-targeting an
enamy (o
execute a horizontal shice, and keep
pressing it to €XECUlE SUECESSIVE
horizontal slice attacks (combao)

A parry attack turns your enemies
attacks against them. To perform a
parry atiack, (E)-target an enemy
with vour sword drawn. When
vour sword flashes green and &
flashes in the upper-right corner of

| the screen, press & to evade vour

| gppoenent's attack and unleash a

| counterattack,

Note

4 parry attack is an excellent
way o deteal large enemies

hecause it bath protects you
and hurts them.

Note
You can [TJ-target an enemy
and hold 4 or + while
pressing & to perform a
horizontal slice.

jump Attack
: ; L -target an
apponent and
press & o
£XECULE & jump
attack, This iz a
great way to
break through an
engmy's defenses

Vertical Slice
B To focus on one el
enemy, [Tl-target
the ensmy and
press & 1o
execute & verrical
slice. Press @
gl repeatedly to
perform a verfical slice comba.

:0'."'

Sidestep,/ Back Flip
While [TJ-
targering an
enemy, push +
or < and press
@ to sidestep
them. Push
and press & to
execute a
backflip and put distance between
you and vour foe,

Put Away Sword

e To return Link's sword
t0 irs sheath and use
actions you cannot
perform when the
sward 15 drawn, press
& without pushing ©
in any direction

INIVALL SHNIT
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{ Jumping and

| Tight Turns

After you extend
the Boat's &ail and
the boat is up to
speed, press (B o
jump over enemies
and obsracles. [f |
vou push +=or+
a5 you land, the boat makes a tight

{ turn in that direction.

The majority of the Overworld is
covered in water. Fortunately, Link
meets up with a talking boat, the
King of Red Lions, early in the
game. Controlling the King of Red
Ligns isn't much different from
controlling Link,

Getting In and Out
of the Boat

wiidrmmrra

Cruising Without a Sail |
m Put away the Boats |
ol Sail and held &= w

crunse slowdy in the
boat. This isn't
recommended for
long trips—it takes §
| three game davs to cross a ]
| quadrant—but it's perfecr for

precise manewvering, such as when
| ¥ou're trving to stop ontop of a
| sunken treasiire.

Lise (& 1o climb
in and hop out
of the baat. If
vou face the
King of Red
Ligns's head
when vou press
&), you speak to him instead of
climbing in the boar.

R e

Wind Direction

Using ltems in the Boal
. You can use mosi
f]} 2 and (=3
items normally in
the boat. Using a
':}. e (2D
iEEm puls away
the Boat's Sail.
Some items, such
| as the Grappling
1 Hook and Bombs, ransform inta
different items when vou use them
in the boar.

The King of Red Lions is a sailboat, |
powered by the wind, The vellow
arrow at the stern (rear) of the boat
indicares the wind's direction. The
boat moves fastest when it is
heading in the wind's direction,
and it slows o 3 crawl when it is
sailing into the wind. Conduct the
Wind's Reguierm with the Wind

{ Compass and Clock
When you're
sailing in the

Linking €to Your

When you have the Tingle Turer, vou
can coanect & Game Bov Advance o
your Nintende GameCube with a
Mintendo GameCube Game Boy
Advance” cable. Flug the Game Boy
Advance into Controller Socket 2, 3, of
4, and turn on the Game Boy
Advance. Use the Tingle Tuner 1o
establish a connection berween the
Game Boy Advance and the Nintendo
CameCube. Yoie can use the Game
Boy Advance to help Link complete
his quest, or you can have a friend
play along and help vou out!

Note
If the Nintendo GameCube-Game Boy Advance link does not work
try the following;

v (ly use a link cable manutactursd by Nintendo
+ Remove the Game Pak from your Game Bov Advance if vou have one
* Make sure that the Nintendo GameCube Game Boy 4

e¥ cable is
properly and securely connected to the Game Boy Advance and the
Nintende GameCube.

* Don't disconnect the Nintendo Game Boy Advance cable from either
system when the link is active.

v Don't reset or turn off either system when the link is active

v Make sure your batteries aren't dead.

Environmental Objects

The Great Sea s vast and varied, with environmental ahjects and obstacles

| that can help or hinder Link in his quest.

Overworld Objects

Waker to change the wind's baat, a | Bomb Plants
direction. Compass , 3 These brightly colored flowers have Bomb Plants in their
and a centers. Pluck the Bomb from the plant with & and

clock replace the Area Map.
§ The red tip of the Compass
Lowering Lhe Sail ﬂ arrow points north, and the
To raize the Boat's || clock gives vou the

Sail. set it to &, approximate time of day
¢T3 or (2 and i Press # an the + Control
press that butron. | Pad to hide them and

To lower the Boat's | = on the + Control
Sail, press & or use Pad to show them
anv other f% e
ar (] item. To stop
the boat, hold &,

Raising and

e

thiew it with @& ar set it dows with &, Bombs from
Bomb Plants are identical to the quest items of the same
name. Bomb Plants are volatile and explode if an abject,
stich as vour sword-or a rock. hits them

Note

Bomb Plants are occasionally in dungeons.




Cannon Boats

Cannon Boats,
filled with

29 Ganon's minions
and armed with
CANDONE, _na[mi
several areas of the Great Sea. If
o fight them, close in on them

fire too slowly to sink vou first.

Cyclones
Lintil vou
defeat
Cyclos, his
cyclones
roarm the
o Cireat Seas
- surface and
suck up any boat that gets o
close. 1f you have the Hero's Bow,
steer into a cyclong and shoot
Cyclos with three arrows to get rid
of the cvclones,

Ghost Ship
..ﬁ'.hﬂﬁﬂ.'"* " i

The Ghest Ship appears ar seven
islands during the seven phases of
the moon. Until vou have the
Ghost Ship Chart, the Ghost Ship
vanishes when vou get close to it

zhost Ship Locations

Phase Island
of Moon {Quadrant)

| @ . ... FiveSiar [sles (GT)
| § ... Star Belt Archipelago (G3)
C ..........Geeatfish Isle (B4}
.. Crescent Moo 1sland (E1)

) .. Diamend Steppe lsland (46)
B Bomb lsland (F5)
@ ... ... Spectacke lsleiC2)

Occasionally Link
comes across holes
in the ground,
sometimes thevre
under rocks,
spmetimes thick
grass covers them, and sometimes
thev're in the apen. Drop into them
to reach a hidden cavern below the
island's surface.

| minor common items, such as
and pepper them with Bombs—they |

¢ he is otherwise injured, he falls off |

| Postboxes

. g4 cheaper the postage is!

to them, the rings fade, but 3
{ tinkling chime grows louder as you
| approach the chest. Bright rings of

e " S
_.*J A 3.— e
Long Grass and Bushes | Rocks
Link can cut Link can pick up and
down grass, throw small rocks

bushes, flowers,
and small trees
with his sword,
You often find

from the game's

beginning, but he

cant lift the large

rocks carved with |

= faces unril he has the |

Rupees or Hearts, under the foliage. | Power Bracelets, Some larger racks
i can be hombed into pieces,

Narrow Ledges

Link can sidle
across or hang
from nareow
# ledges, but if
an enemy
artacks him or

| Sea Platforms
Mot to be confused
with generic
platforms, which
describe any flat
surface suspended
in rmid-air, Sea
i Platforms are Sea
| Bokeblin ourposts scattered around |
| the Great Sea’s surface, Defear the
| Sea Bokoblins to ger trezsures, such
a5 Rupees, Treasure Charts or 2
| Piece of Heart!

the ledge.

Note
Marrow ledges are occasionally
in dungeons.

| Stakes and Pegs
Many of the
Great Sea's
islands have red
postboxes. Check |
& them to see if vou
have mail or use
them to mail
letters from vour Delivery Bag, A
posibox that has a leter for Link in |
it bounces

| When you approach a large

| wooden stake or peg and a vellow

| targeting arrow appears above it
[-target the spike or peg and

| swing the Skull Hammer to pound

| it down. Some stakes are spiked, so §

i don't get oo closel

Tip

All posthoxes are considered
a5 one. 5o il vou see that vou
have a letter, you can open
any postbox on any island to
et the letrer You can also
send letters from any posthox
but the closer you ars to
Dragon Roost Island [F2), the

Note

Stakes and pegs ars
pecasionally in dungeons

| Submarines
Several submarines
piloted by Ganon's
minigns lurk beneath
_ the Great Sea's
| waves, When vou find one, hop
put of the hoar and swim o the
. submarine to fight the enemies
| inside and claim & major treasure,
like a Treasure Chart, Fiece of
Heart, or an Empiv Bottle.

The rings of
light that
float on the
Great Sea’s
surface
indicate a
sunken treasure chest. As you sail

light with light beams in the center
indicate the treasure locations
marked on Treasure Charts vou
have found and opened.

h]m up to them. Makar can plant
| Deku Seeds in soft earth and
| Zrow afree,

| Water

| and lose Hearts from vour

Link can knock
items out of
trees by using a
ralling attack on
S A tree trunk.

bl Link's Hookshot
also can target
trees and pull

INIVIL SHNIT

Updrafts

Updrafts are
smmall cyclones. [f
Link glides into
one with his
Deku Leaf, it
prapels him
upward. Lise
updrafts to glide
toy areas that are
higher than the ledge from which
vou started vour glide.

Note

Updrafs are occasionally
in dungeons

Link can
awim in
deep water.
izt only for
as long as
the air in hiz
air gauge
lasts. He

| cah wade [hrough shallow water

without having 1o worry about the

| air gauge. Some streams and rivers
| have strong currents that pull Link
© along if he falls inta them

| Whirl pools

- Link has to make his way through

E’; gourse of the game. When vou are
| caught in a whirlpool, you have to
| complete some objective, such as

| defeating an enemy, to avoid being

;
mare than one whirlpool over the E‘

pulled in. [f vou are sucked inte a
whirlpool, vou reappear in a
different quadrant of the Grear Sea

Life Cauge.



Wind is impartant in The Legend of
Zelda: The Wind Wiker, Not anly
does it determine your boat's
momentum, but it alse can work
far or against vou when vou re
gliding with your Deku Leaf. Know |
which way it's blowing.

Dungeon
Objects

Baba Buds

Jump into these
purple buds, and
they give vour
Magic Meter 2
boost and propel
vl into the airl While in the Baba
Bud, hold (&7 and use + and # to
position vourself in & direction.
When vou shoer out, press 4
sear in thai direction.

Light Beams

Link and
Medli can
reflect light
beams with
their Mirror
Shield and
harp, respec-
tively, Reflected light beams disin-
tegrate some objects, reéveal
ranslucent chests, and injure same
ENEMIES,

The door o each boss chamber is
sealed, and you need a Big Kev to
open it. To apen the deor and fight
the boss, vou need to find the
dungeon's Big Key.

Blocks and Crates

and crares,
and Link can
lift crates.

" You also can
g climb on the
. blacks and crates by facing them

| and pushing . Crares float;

i biocks don't

&

Bridges

Be carefil
when fighting
on these rope
slspension
bridges. They
sway, and
swords can cut
tand fire can
burn) through

the bridge's suppart ropes, sending
| the whole thing crashing!

%

| Cable Platforms

i Found in the Forbidden Woods,

i these platforms run along a cable

i above them. Activate them by
blowing a Deku Leaf wind gust ar

| a nearby pinwheel. To control their

| direction, stand on the cable
platform, face opposite the
direction you want to go in, and
blow a gust of wind.

P

You can push |
el or pull blocks

Chests
B Chests contain

4l treasures, and

nane is lncked.
ol Open any chest
’“ by standing in
front of it and pressing @. All
unapenegd chests in a dungeon are
marked on vour Dungeon Map after
vou find the dungeon Compass.
Some chests in the Earth Temple are
translucent and you must reveal
them by & reflected light beam
hefore vou can open them.

MNote

Chests are occasionally in
the Dverworld,

Lracked Floor Tiles

You can punch a
hiale in the floor

i bv stomping on a
bi cracked floor tile
with the Iron

| Boots or by exploding a Bomb near ||
© the cracked rile. "

Eye Plagues

These decorarions,
s2en in the Tower
of the Gods,
trigger an action
when vou shoo

i them with

@ an arrow,

ir's har.i [0}
contral Link
when he
MOVES ACKDSs
them. Mave
slawly, and

| don't make sudden © movements!

Lava

Lava is hot.
I vou fall in
it, vou loge a
guarter of a
Heart and
reappear at
the room's
ENIraNCe.

| Paralyzing Fog

| use his sword or o Wsa
¢ items. Link recovers a few seconds

Locked Doors

Locked
doors open
with Small
Kevs. Each
dungeon
has as many
Small Keys
as it has
locked doors. You cannot use Small
Kevs from one dungeon to apen
lncked doors in another dungeon.

Seen in the
Earth
Temple, this
bluish fog
makes Link
i c=mporarily
il unable to

- and [T

after gerting out of the fog.

Piles of Leaves

Link

ComeEs

ACTOss

'l several
piles of

leaves in

i the

ol Forbidden

v".-'clnd= Blow them away with a

| Deku Leaf wind gust or set them

on fire with a burning Deku Stick
to find small rewards under them,

! Pinwheels

You can activate
mmwheels by a wind
gust from Link's Deku
Leaf. Once spinning,
thev activae a

nearby ohject

P e

e



PRt B iy i Yol By

i Contact with them knocks Link's

These horizontal poles come in a
variety of shapes and sizes, but vou
can use them all as targets for Link's
Grappling Hook. Stop swinging and
climb the Grappling Hookt's rope to
stand on top of the poles,

Pots

Everv dungeon is
littered with fragile
pots. many of which |
confain comman
itemns. Some

dungeons also have pinecones or
skulls that function the same way

as pots

Ropes

Link can
jump onta
rapes and
swing or
climb them.
If he lets go
of the rope
with & ar the
end of a
swing, Link covers a lot of ground
ine the air.

Sealed Doors

Some dungeon doors zre sealed. To
open them, vou usually mus:
accomplish an objective in the
reore, such as defeat the enemies
or activate a switch. Smazll Keys do
not unlock dungeon deors.

LA

Life Gauge down & Heart or two,

Springboards
g Climb onto a
springboard and
use vaor Tron
§ Boots to
COTRpTEss it
Remave the lron
Boots, and the
springboard
catapults vou into the air.

Switches

Switches are
pressure-
sensitive
nbjects that
trigger an

| effect when stepped on. Switches
Cocome in all shapes and colors, but
there are three basic types:

Pressure switches femain
activated aller you step
off them;

Conslani pressure
switches require some
sort of weight Lo hold down
the switch.

Simultaneous pressure
swilches have to be aclivated
by keeping weight on

multiple swilches.

Torches illuminate
darkened rooms
and you can use
them to fight
[eku Sticks,
Lnlike & Deku
Stick, a torch
REVET 2085 QUL
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| Wind Crests
] When vou see
one of these
circular blue tiles,
stand on it and
conduct the
; Wind's Reguiem
with the Wind Waker, You alwavs
get a nice surprise!

Mest

Sl dungeons

# have three

Warp Jars,
but boards or
rocks seal
mest of them and you misst bomb
them open before vou can use
them. Drrop into an activated Warp
lar, and vou appear at another
Warp Jar elsewhere in the dungeon.

INIVHL SHNIT

Water Pols

You can lift
and throw
Waler pots ar
enemiss who
are vulnerable
1o anjury by
water, and vou also can throw
them onto hot lava 1o create
temporary platforms on which
Link can stand. Crearte a platform
on a lava plume, and you can ride
the platform when the plume
shoats it into the air.




Common
Items

Find common items by smashing
pots, cutting grass, visiting shops,
or defeating enemies. There is no
limit to the common items that
Link can find or purchase, but
there are restricrions on how much
he can carry.

All-Purpose Bait

Where to find it Purchase it
from Baedle Knuckle, or Hats.
Where to store it Bait Sag
What to do with il Use it nezr 2
Kerman to make the Merman surface and
chart the nearest slznd on your Sea
Chart, Lise It to lurs small pigs or to
perstade large pigs to dig in dark soil
Lise it near a Rat hole 1o make the Rats
stop attacking vou and open their shop.

Arrow

Where to find it: Grass. pols

enemy treasure, or purchased

from Knuckle or Beadle
Where to store il ltems sub-scragn
Whal to de with it Arrows are
amemunitian for the Hero's Bow: Link can
only fire the Hero's Bow when he hes
Arrows. When Link first finds the Hero's
Bow, he can carry up to 30 Arrows. Two
Grzat Fairies upgrade Link's carmving
capecity 1o 60 and 99 Arows.

Boko Baba Seed

Where to find it: Boko Baba
treasune

A Where to stare it: Spoils Bag
What to do with it: Link can exchange

fur Boko Babz Sesds for 2 Blue Potion by

giving them to Hollo in the Faresl Haven,

Bomb

Where Lo lind it: Grass, pots,
efemy lreasure, purchased
fram Heedle

Where to store it ltems sub-scresn 3
What to do with it I Link
has Bombs, he can use the
Bombs item in e ltems
SUb-scresn

? Blue Chu: Jellv

i Where to find it: Red, Biue. and Green
i ChuChu trezsure

| Where to store it Spoils Bag

| What Lo do with it: Link 2

n exchange
15 Chu Jellies of any color for a Potion of
the same color by giving them to Dot

| Bandam on Windfall lsland. When a

Potion is “invented " Link can exchange
five Chu Jeties of that color for an
additional dose of the Potion

| Deku Stick

o

Where to find it In
pots or carried by
Bokoblins

Where o stere it: In
Link's hands. He anly
carties one at a time
and can't use any

| items while using the Deky Hick,

What to do with it Use the Debu Stick as
& crude weapon (swing it with & or throw
it with @), Light it fram a buraing tarch
by peinting the end into the torch's fame

. Enemy Weapon

'_ Where to find it Carried by enemies
| Where to store il: In Link's hands. He

only carries one at a time and can't use

| any items while using the weapon.

| Whal to do with it: Knock 2 weapon out
o of an enemy's nands by blocking 2n altack
| with your shield or krocking the gnemy to
| the grownd. Pick up enemy weagons 2nd

| use them ko fight enemies, although these
| larger weapans are slower and less
effactive in combat az Link's sword, Some

blockad doarwavs can anly be opened by

throwing an enemy weapon through them,

Where o find il: Pots,
Fairv Fountains
Whaere to store it Use it or

| capure itin an Emply Sattle.
i What te do with it: Conacting a Fairy

| Gauge is depleted, the Fairy pops out of
i the botile and refills 10 Heart Containers,

refills up to 10 empty Heart Containers in
Link's Life Gauge, Use an Empty Bottle to
catch & Fairy to save for fater, If Link's Life

averting & "Game Cver’

GﬂldEﬂ Feather

i Where 1o find it Kargoro

A Where to store it: Spoils Bag
What to do with it: Give 20 of these 1o

. Hoskit on Dragon Roost Isfand, and
| Huskit's girlfriend sends Link 4 thank-you

" Heart

P

| What to do with it: Miss Marie, Windfall
| Island's schoal teacher, boves Jou

| Pendants. Give her one 1o get 2 Red

{ Rupee (2
| gel the Cabana Deed, and give her

letter containing 2 Plece of Heart,

Where o find it: Pots, grass,

eremy treasurs

Where to store il: Life Gauge

What Lo do with it One Heart
refills one emply Hearl Container in
Link's Life Gauge. If Link has no empty
Heart Containers, picking up a Heart has
no affiect,

Hvoi Pear
B Where o find i Purchased
from Beadle or Kzl

it Where to store it: Sait Bag
Whal L de with it Lse 3 Hyo! Pear near

¢ & seagull to take contral of the seaguil and
i fly it around. IF vou press CED o an enemy |
| hits the seagull, vou lose control of ik

| on Pendant

Where to find it: Chests,
pots, Bokoblin treasuse

dl Where to store it: Spoils Bag

{1 Rupees), Give her 20 mare o

: amather 20 1o get the Hera's Charm,

& | and Pezhal ireasure i

| Where to store it:
i What to do with it L arge and small

| Magic vials replenish Link s Magic Meter,
| If Link's Magic Meter is full, picking us
& Magic Vials has no effect

carryirg capacity o 1,000 and 5,000 Rupess.

m | Where to find it: Chests
| Darsnul Lreasuse

S Where to stare it Spoils Bag

{ What to do with it: Give 10 Knight's
= Crests e Orca on Duiset Island, and he

weaches Link the Hurricane Spin attack,

Magic Vial

small Magic Vial

Large Magic Vial

.ﬂ. Where to find it: Pots, grass,
enemy treasurs

hagic Meter

.; Rupees

Green Rupee
i1 Rupee)
Blue Rupee
(5 Rupees)
Yellow Rupee
(110 Rupees)
Red Rupee
{20 Rupees)
Purple Rupee
(30 Rupees)

Orange Rupee

(10 Rupees)
Silver Rupee
(200 Kupees)

. Where o find them: Grass, pots, enemy

tregsure, chests, sidequest rewards, selling

© Becdle pails Bag items...just about

evervwhera!

i Where Lo store them: A Rupee Purse
i What to do with them: Rupees as the

cuprency of the islands of the Great Sea, Lse
them %o purchase goods and services, At the

- game's start, Link can carry only 200 Rupeas,

but twi Greal Fairies car upgrade his




: Skull Necklace

Where to find if: Moblin
treastre

What to do with It On Windfall tsland
(02), give Maggie's Father 20 Skull
Necklaces lo-get Treasure Chart #2. Also
on Windfall, give three Skoll Neckiaces to
Dampa the sailor w play his plggy-sitting
minigame,

Trading
Quest [tems

Where to find them: Zunar's Seall,
Wandering Goran Merchants

Where to store them: Delivery Bag
What ta do with them: Use these items
during the trading quest sidequest that
begins & funari's Stall on Winddall Isfand
and takes vou o the three Wandering
Merchants on Greatfish lshe (B4: Bomb
island (F4), and Mother & Child [sles (B2
For mare information on the trading
quest, see "Windfall Island (D21 in the
‘|slands of the Great 3ea” seclion, Alter
completing the trading quest, use the
ilems i decorate Windfall ksland, which
impresses Sam o much that he gives Link
3 Fiace of Hearl

Treasure Sphere

Where i lnd It Large
enemy freasure

Where to store ft:n.a

as Moblins, Darknuts. and 3eahats, often

leave behind these spheres, tach of which

contzins & handful of comman items,
Shatter them with vour sword o release
the items. Linlike most enemy treasure
treasure spheres don't disappear if vou
don't pick them up quickly,

Where to store it: Spoils Ba
o : g | There are a handful of items that

Dungeon
Items

Link finds onlv in dungeons. All of

¢ these items {except the Heart

| Container; can only be used in the

. dungenns i which Link finds them. |

| find before he can open

| Compass

B Most dungeons
"_p_ have a Big Key
thar Link naust

the door to the boss's lair
and Fight the boss, The Big Key
is ome of the last items Link finds
in a dungeon, 5

Each dungean’s Compass
shows the location of
any unopensd freasure

| chests on the Dungeon Map, It also

.

shows Link's current position and

. the location of the dungeon's boss,

QT

' Dungeon Map

The Dungean Map gives
von am in-game floor
plar for the dungeon,

| Each room is colorcoded—the
| light green room is the ream you're

in. dark green rooms are Fe0IRS

i vou've explored, and black raoms
| are roqms you
{ haven't seen.

What to do with it: Larger enemies, such | Cyele through

the flaors of the | 4
dungeon with
T oand 4.

Link receives 2 Heart
Container in most
dungeans after defeating
the dungeon's boss. Pick up the

| Heart Container to add it to Links

| completely refills Link's Life Gauge.

Life Gauge, which aliows Link 1o
absork more damage. It also

Eor every four Pieces of Heart

yiru find. ou complete
anpther Heart Container,

3
¢ many Small Keys as it has locked
¢ doors, and Small Keys can only ke

R A i = =

. Small Key

o,

Small Kevs are used 1o
open locked doors. Each
o dungeon has exactly as

used in the same dungeon that
they are found in,

| Quest itemis are unigque items that

- Link finds during his quest. Most
of them are stored on the liems
sub-screen, and vou must se1 many
of them to ‘?ﬂ £ or I 1o be
used. Unlike commuon items, guest

. items are few and far between, and | A i
! and he's sworn by it since his first

il adventura!

[ Link has to accomplish 2 task to
{ get them,

Bag

Where to find it: Purchased
from Beedle
Where o siore it: items

Bait

Sy

A

Purchase the Bait Bag to
allow Link to hold wp to
gight Hyol Pears or packets
of Ali-Purpose Bail,

e %"} sub-scresn
1 i What to do with i

S

-

. Boat's Sail

4 Where to find It Perchased
from Zunart on Windfall
Island (2]

Where to store It ltems sub-screen

| What to do with it: Use the Boat's Sail

i1 while sitting in the King of Red
| Lions to propel the boat by
| wind. For maximum speed,
| make sure the wind s
ibowing in the direction
you're heading.

Bombs

Where to find them: Tatra's
pirate ship
Where to store them: lems
slli-screen
What to do with them: The Bombs item
allows Link to carry and use Gombs as
weapens. Set it ko <&, o, or 2 o pull
out a Bomb. Bombs explode three seconds
. alter being used. Throw one with (& o
t put il down with 02 to keep it from
| going off in your hand. Lse Bombs as
| weanons againsl enemies or o blast large
rocks and other obstacles inte pieces,
In the King of Red Lions, Bombs become
a cannan thal fires them, Lise 5t aim the
i cannon. and press the Bombs butlon to fine
Uit Use the cannon to sink Cannon Beals or
. desiroy gates and other obsiaces

AR L

ET- - N—

- and it disappears.

| Deku Leaf

| [ems sub-screen

i What to do with it: %o use the Dela Leaf
| stitio S
long as his Magic Meter has enersy Gliding
| siowly depletes Link's Magic Meter, and

i Link drifts dewnward a5 he glides.

| groind to send an 2ir gust at cemies and

-+ wind gusts g mol deplels ink's Magic Meter.

. Boomerang

Where to find it: The
Farbidden Woads
Wihere to store it: tems
syb=scraen
What to do with it;
o Set the Boomerang

f to i& (T, or B2 to use it Hold down
i the button (e Bring wp 2 first-person

Quest Items

i selected. BJ-targst an enemy or object,
| and press the Boomerang button to send
|t flying after its target,

targeting view, Use © to select up to five
targets, and release the Boomerang
hetton to hit the targets in the order

Defeat weak enemies 2nd stun larger

| ones with the Beomerang. Use it to
{ shatter pots, hit switches, and collect
4 commaon ftems from a distance. 1t &5 one

af Link's most valuable and versatile tools,

' Cabana Deed

Where to find it: Civen by
Wiss Marie

Where to store il
Defivery Bag

| What ta do with it: Trade 70 foy
| Pendants to Miss Marle (the Windfall

Island schoeiteacher) 1o get the Cabana

| Dwed. The Cabana Dead allows Link to

{| enter the cabana on the Private Oasis

4 (E5), which becomes Link's Qasis after he
! shows the Cahana Deed (o the doorman,

| Complimentary ID

Where to find It; In a lelter
from Beedle

Where to store it:
Delivary Bag

© What ta do with it: After purchasing 30
§ lterme from Beedle, Link earns a Silver

{ Membership to Beedle's Shop Ship. and
I Baedle sends vou the Complimentary |0
! Show the Complimentary 1D i Beedle at
i any of his 3hop %hip locations, and he

compliments Link! Use this item once,

i Where to find it:
B Forest Haven

Where to store il:

o7, or CEL Use the Debu

Lzaf while Link's in the zir, and glide as

woysaweied

Lise the ey Lol when Link i on the

abjiiis, Face the enemy or object (or [T -4amet
121 and peess the ek Leal bution. Bowing



Raost fslznd

Where Lo store it: ltems
sub-screen

What to do with it The
Delivery Bag allows Link o carmy
Up o eight specific items, including
the Cabana Deed. letsers 1o mail for other
characters, and trading quest items, Link
receives it as a gift from Cuill when he
first arvives on Dragon Roost lsland,

Empty Bottles

Where to find them: Four
locations (zae helow)

Where to store them: Htems

sibscreen

What to do with them: Empty
Bottles allow Link 1o obtain
and carry Pations, bottled
Fairles, and Forast Water. Reuse
them when they are emply,

Link can find four Frpiy Bottles

1. Medli gives one Empty Bottle to Link at ||

the Dragon Roosl Cavern's entrance
during the main quest

2. Link Buys one from Beedle at Rock
Spire sle (R3],

3 Link gets one for calching Milz trying
to crack Zunari's safe in Windfall
Iskand (D21

4. Link wins the fourth as a prise for
defeating the enemies in the
Submaring near Bomb Island (731,

Note
For more information on how
1o get each of these Empty
Bottles, refer to that island
quadrant's entry in the "Islands
of the Great Sea” section

Fill-Up Coupon
— Where to find it: In & letter

4l irom Beadle
Where to store it:
Delivery Bag
What to do with it: After purchasing 60
items from Beedle, Link earns a Gold
Membership, and Beedle sends Link the
Fill-p Coupon. Use the Fill-Up Coupon at

Life Cauge. Magic Meter, and Bombs and
Arrows supplics,

)
]

any Beedle's Shap Ship to replenssh Link's |

Where o find it:

Foresl Haven

Where to store it: In a bottle
on the (tems sub-acreen

What to do with it: The Farest Firgfly is
the brightest firefly in the Forest Haven,
amitting seven colars of [ght. Catch it in

| an Emply Bottle and take it to Lenzo, who |

uses it bo make the Deluxe Picio Box,

Forest Water

ol Where to find it
Wl Forest Haven
Where to store it In 3 bottle

© an the ltems sub-screen

| What to do with it: There are sight

i withered Deku Trees across the islands of
| the Great Sea. Fill an Empty Bottle with
Forest Water at the Forest Haven, and use |
{0t water all eight Deku Trees within 20

mirates to get @ Piece of Heart,

Note

For mors information on the
Deku Tres sidequest. refer o
Forest Haven (F61" in the
Islands of the Great Sea” saction,

2 Grappling Hook

=8 Where to find it: Dragon
gl Roost Cavern
Where to store it; lems
suB-scregn
What to do with it
Set the Grapplmg
Hook 1o Sx &0 D, of
2 and hold down
the button to bring up
a frsl-person targeting
view: Target an overhead
pole and release the button
to throw the Grappl'ng Hook
ug to it and swing from it,

in the King of Red Lions, the

\ Grapgling Hook hecomes # salvage crane
| that hauks up sunken trezsure chests |
marked by rings of light on the surface of
[ the Great Sea.

. _Grappling Hook Controls

Command Button(s)
L Hold 5 %, (23, or ) and push &

R e T Release “%), (T2, or @

| " e L
Jump off of rope . ... .. T oo S &
SHOP SWERBEIE. . oo o n e e e andinse s A [ T
Change direction . . . .Stop with =, then press [ and & or 2
Cli.mbwpardawnmpe . Stop with (&, then press & and + or &
Drop salvage crane (in boat) ... ....... Hold “3), (D, or @
Swing salvage crane to boat's other side . ... ......... B

R S TP i

chest uwder the
ok, The n f
ersnine whe

e

light wieh the wind

al vonsback and.sail towand W
& to i}ill away. your saland

p—

SIS,

-

| Use the Grapoling Hook against stunned enemiss to pull their sreasure
fram them hefors they re defeated. Use this to get Chu Jelly from
ChuChus, Boke Baba Szeds from Boko Babas. Jov Fendants from
Bokoblins. Golden Festhers from Peahats and Kargorocs, Skull Necklaces
from Moblins. and Knight's Crests from Darknuts.

Hero's Bow

Where to find it: Tower of the Gods

Where to store it: tems sub-screen

What to do with il; 52t the Hera's Sow to H,.J: T, or (22, and hold down
the button to bring up a firsl-pesson Lz lg_?mg view, Aim the bow with &2 and release to fire
an Arrow, LL)dargel enemies and press ~#, 3 or (X to shaot an Arrow without zoing
| inte the targeling view The Hero's Bow i usable only i vou have Arrows in vour inventan,

Arrow Types
During his adventure, Link powers up his Hero's Bow 5o it can shoot different
arrows, Arrow items in his inventory are abwavs used as ammunition.

i Fire Arrows: Obtained from the Fairy Queen in the Mather & Child tsles (820, Fire
Arrows can mell ice, sel enemies on fire and do more damage than standard Arrows
Each Fire Arrow depletes Link's Magic Meter.
lee Arrows: Received from the Fairy Queen, lce Arrows can cool lava, freere enemies,
and do more damage than slandard Arrows. Each Ice Arrow depletes Link's Magic Meter,
Light Arrows: Link gets Light Arrows after defeating the Phanlom Canon inside Ganon's

i Tower, They are one of the few weapons that inflicts damzge on Ganon and his
creations, Each Light Arrow fired costs a small amount of magic energy

- Standard Arrows: These ase plain. no-frills projectiles. but they don't cost any magic

i energy to fise.




Where to find it: Recaivad
fram Miss Maric in Windiall

: |siand (D)

Where to store it Quest 3atus
subescreen

What to de with it: Link gels the Hero's
Charm by giving Miss Marie 200 mose oy
Penadanls after getting the Cabana Deed

mask. and the Life Gauge of any nearby
enenty i displayed above ils head.

Hero's Shield
g o Where to find it:

Grandma's house on
Cutset lsland (7

Where to store it: Quest
Statiss sub-screen

What to do with it: Holding TE] when
Link's sword 5 drawn raises his Herg's
Shield to deflect incoming enemy attacks.
Projectile attacks bowncs off the Hera's
Shield and back at Link's attacker. causing
some ensmies’ weapons o fiv out of their
hands (especially Bokobling Deku Sticksh
This shield is raplaced with the Mirror
Shield whan Link finds that ibem. It is

Hookshot

Where to find it:
i Wind Temple

Where to store il:
liems sub-screen

i What to do with it: The Hookshot s 2
| cross between the Grappling Hook and
| the Hero's Bow. Assign it to %), (X2, or
=, and hold dows the Button W being
from fer. When equipped. Link wears this |

up a lrst-person targeting view, Target an

i object with ©. and release the butten 1o
{ fire the Hookshol at it. (e arget an
. object or enemy and press the Hookshol

button to firs the Hookshol at it

It Lirk targets an object that is huavier

© than he is (chest, tree. target on wall,
i e ), the Hookshol pulls him to the
i object. If the abject is lightes than Link

(small enemy or commen item) or if Link
is wearing the Iron Boots, the Hookshat
puills that object toward Link. The

{ Hookshot has a shorter range than the

=

[

Boomerang or the Hero s Bow, but its

¢ versatility as a tool and & weapon makes

up far it

 Iron Boots

automatically equipped to (1 and does not :

need Lo be assigned to any other button.

Hero's Sword

Where Lo find it: Given to
Link by Orca on Outset
Istand (BT}
Where Le store ik Quest Status
SUD-STIeEN
What to de with it: The Hero's Sword is
Link's first sword. To get it, complete
Drca's training at the game's Beginning.
Althaugh it lacks the Master Sword's
pawer, the Hero's Swaord i a quick
weapon [hat sults Link's fighting style. It

+ Bools to

; Where to find them:

ice Ring lsle (Ea)

M Where to store them:
Items sub-screen

What to do with them: Sat the Iron
~#), (L0, or 21 o use them

| Link walks slewly in the Iran Boats, but

they incrazse his weight He can walk
through gales without being pushed back.
and can use the lron Boots o stomp
through cracked floos tiles or activate

springboards. When worn while using the |
| Hoakshot, the Iron Bools let Link pull
¢ heavy objects ilike stone masks! off walls.

| Letters

is equipped to & and cannot be assigned |

1 any other bution,

_ Where to find them:
Varigus locations

Where to store them:
Delivery Bag

i What Lo do with them: % certain points
| inthe game; characters give Link betters

i tobe delivesed 1o other characters

i Usually this task is a8 simple as carrying

| the letter in your Defivery Bag,

approaching a postbox, and wsing the

& [atter near the postoo to mail it,

Oceasionally, L ink needs to personally
deliver a letter to a character, so pay

" attention to delivery instructions.

- Magic Armor
o Where to find it: During he |

Windlall lsland (D21 trading
sdequest

¢ Where to store it; Hems sub-screen
| What to do with it: Link finds the Magic
| Asmor during the trading quest that
begins at Zunari's Stall on Windiall lsland
£ (D25 When pquipped. Magic Armor f
| drains Link's Magic Meter but it also
¢ makes him imuinerable to engmy attacks.

Note

Far more information on the
trading quest. refer to “Windtall
Island (021" in the “Tslands of
the Great Sea” section,

' Master Sword

Where to find it
Hyrule Castle

Where to store it: Quest

| Status sib-screen
| What to do with it: The Master Swerd is
| the blade of the legendary Hero of Time,
 and it is faster and more powerful than

the Hero's Sword. When Link finds the

| Master Sword, it has lost its magical

ahility Lo repel the evil of Ganan, Link

. must restare that ability defore the final
- showdown with Ganon. The Master i
i Sword replaces the Hero's Sword in Link's |

inventory.

Mirror Shield

F ol Where to find it
‘ Eerth Temple
My

Where to store il; Quest

| Status sub-screen

{ What to do with it: The Mirror Shield is
L maore powerful than Link's Hero's Shiekd,
¢ and it replaces the Hero's Shield in Link's
L inventory, The Mirror Shiekd reflects

| enemies' attacks and beams of light,

& which is handy in the Earih Temple. To

| reflect a beam, stand in the light, draw

i Link's sword, and hold down [E] (o raise
¢ the Mitror Shicld. Aim the reflected beam

with &,

Picto Box/
Deluxe Picto Box

rt Where to find it: Get the
"l Ficto Box in Tinghe s jail cell
R on Windfall Island (D21, The

Beluxe Picto Box is given to Link by Lenzo

or provided at the start of the second
plav-throwgh.

Where to store it tems sub-screen
What to do with it: Both the Ficto Box

4 and Deluse Pcto Box allew Link to take
. pictegraphs of any person, place, af thing
- in the game. The Picto Box Lakes

biack-and-white pictographs; the Deluxe
Ficlo Bow takes coler pictographs. Cach
halds theee pictographs. When laking
pictographs of & characker or enemy,
make sure that the subject is facing you
andd that it fills the screan, bul don't 2oom
in 50 62 that you crog off the top o

| hattom of the subject.

The Picko Box is found in the tunnels
of Tingle's jail cell on Windfall sland
(021, To get the Deluse Fcta Box, take
thriee Picto Box pictographs for Lenzo and
give him the Forest Firefly, Afler
completing the game once. you also
recaive the Defue Ficto Bow at the
beginning of your second play-through.

Picto Box Controls

Button Command
& and #+ ... .Pan right and left
& and © ... .Zoom in and out

Pirate's Charm

b Where to find it; Given to
M Link by Tetra

Where o store itz Quest
Staties sub-screen
Whal o do with it: Tetra gives Link the
Firate's Charm, a glowing blee pendant

| that allows Tatra to communicale with

Link aver great distances. Curously, the
King of Red Lions can communicate with
Link through the Rirate's Charm,

Y mystery that is resalved after Link rescues

his zister, Aryll

ey saeiewnd



Green Potion

Efixtir Soup

e e e e TS

Where to find them: Besdie s Shop Ship, Windfall Island (2) Fation Shap. Fallo in the
Forest Haven (F), Grandma's howse on Outses island (87

Where to store them: ltems sub-scraen

What to clo with them: Link needs Empty Bottles to hodd Posions, Each Potion fiedps
Link recaver his Bealth or magic energy. After using the Patian, Link can refill the Empty
Battiewith another Potion

Potions

Type Where to Get It What It Does

Bed Potion  Trade Red Chu Jellies Replenishes Link's
| to Doc Bandam Life Gauge

Green Potion Trade Green Chu Jellies
to Doc Bandam

Trade Blue Chu Jellies
to Doc Bandam or Boke

Replenishes Link's
Magic Meter
Replenishes Link's
Life Gauge and

Biue Potion

T e S —

Baba Seeds to Hollo Magic Meter
| Elixir Soup  Visit Grandma after Two-dose Potion that | |
healing her with refills Link's Life |

a Red Potion or Fairy Gauge and allows
im (o do deuble
damage until hit by

an enemy

R

. f
Power Bracelets | Spoils Bag |
]
ol Where to find It % Where to find It Tetea's E
Fare Mountain (F3) 5 pirate ship )
Where to store 1 Cuest i Where to stare i
Satas sub-screen §  Items sub-screen
What to do with It The Power Bracelets | What to do with It; Link
atlow Lik o lift large rocks thal hecould || gets the Spoils Bag after
nalk previously it They ase cyuipped { completing Niko's first
wihen neaded. | challenge on the pirate

ship. It allows Link to
hold the follewing
common ilems ll]a[ he
receives as rewards for defeating enemies:

Skull Hammer

Where Lo find It: Forsaken
Fortress A1

Where to store 11 s
stb-screen

What to do with 1 Assign the Skull
Hammer ta 53, 5 or [, Tl-targel
anobieet o enemy, and press the buttan
1o smash the Skull Hammer on the Larget.
The Skull Hammer & designed Lo hammer
pegs and stake. | can be used as a
weapan, althowgh it's slow and awkward
The kel Hammier stuns weaker enemies
when'it crashas down near them and is
oo for wiping oul laree grougs of
ChirChus or Minikbdins

# Boko Baba Seads

# Chu Jellies (Red, Geoen, and Blue)
#® Golden Feathers

® |ov Pendants

® Knight's Crests

® Shull Necklaces

R P L ———

Beadle buys any items in you
Spoils Bag that you don't

B i

W s
need. Asslen the item oo %)
Ero o 22, and show it

) 1o him

4%
e —

Telescope
Where to find it: Loaned 10 Link by Arll

b
Where to store it: liems sub-scresn o T

What to do with It The Telescope is the first quest item Link gets (in the
secand play-through, it s the sacond. after the Deluse Picts Box), 1t is Arvil's most prized
passession, and i & used to zoom in on objects. Set the Telescope to Hf g |

I

and peess the bulton to use it D moves the Telescope around, and & Fooms in and out

Tingle Tuner

Where to find it Given to Link by Tingle

Where Lo store it ftems subscreen

What to de with it: The Tingle Tuner allows veu
to conneel 3 Game Boy Advance to Contraller Socket 2 3 or
4 o your CameCube soa friend can play as Tingle during
your quest as Link (Tingle appears as a green Tingle-shaped
cursar on the GameCube screen), Conmect the Game Bay
Advance 1o the GameCube as described in the previous
secticdn, assign the Tingle Tuner to ﬁf X ar Z, and press
that button 1o create @ connection. The Game Boy Advance plaver {Tinelel can help you
iLimks}: by using special Tingle ltems and uncovering secret traasures

Tingle Tuner GBA Controls
Bution i

Command

.« oo« JCall Link or investigate an area
marked with an exclamation point (1)
B v s v oo Use currently selected Tingle Item |
(£ with + Contrel Pad . . . .. Scroll around map, even if Link |
doesn't have a dungeon's Dungeon Map
<o« Return Tingle to Link's current
position or lock onto nearest enemy

+ Control Pad e e o« OWE Tingle
L ot S e, -0 S g e
DOREE" i i S B View Tingle Tuner GBA controls |

i

&

__|i=J

Tingle Items

® Blue Ting (30 Rupees): Replenishes Link's Life Gauge and Magic Meter just like 2
Biue Potion,

® Green Ting (40 Rupees): Replenishes Link's Magic Meter, just llke a Green Pation,

® Hand-Me-Down Tuner (1) Rupeesi: Dbtained after finding Knuckle on Dutset tsland
this allows Link to purchase All-Purpose Balt (20 Rupees! or Arrows (50 Rupees) at
any e |t replaces the Red Guide Book on the Tingle Tuner.

® Kooloo-limpah! (40 Rupeesi An unpredictable Tingle acion—could be good
colibd be bad!

® Red Gulde Book (0 Rupeesk; Gives instructions on using the Tingle Tuner
® Red Ting (20 Hupeesi Replenishes Link's Life Gauge just ke a Red Botton,

® Seagull Pen {0 Rupeesh: Marks Link s currens location on the map and points to
his destination

® Tingle Balloon (30 Rupees): Allows Link to float for five seconds, just fike &
et Leaf.

# Tingle Bomb (10 Rupeesk: Lack an 1o an-enemy and wse this to damage | Can also
be used to blow up rogke and other obstacles.

# Tingle Shield (40 Rupecsh Provides shart-term invineibility, just ke the Magic Armur.

! ® Tingle Watch (@ Rupessh Tells Link what sime if I,




.-')

Wind Waker

Where to find it: Given to Link by the King of Red Lions
Where to store it lkems sub-screan

cell Whal Lo do with it: The Wind Waker lets Link conduct any Wind \Waker i
sonas he hes learmed, each of which has a different effect. It also earns Link respecl from
powerful beinas who recognize the Wind Waker as a legendary item of great power
wielded by past heroes. To play a Wind Waker song, hold © in 2 direction Lo set the
number af nates in the seng (tempol and play the notes with & Link must learn &
Wind Waker seng before he plays it even If you zlrzady know how it's played,

| Where to find them: In the Nintendo

¢t Gallery in the Forest Haven (H&)
Where o store them: in the Mintzndo
Callery in the Forest Haven (P&
What to do with them: bvery tme Link

Tip
If vou have trouble playing songs. push © before the flashing yellow
light at the screen's top hits the yellow bar,

Wind Waker Songs enamy o Carlov in the Nintendo Gallery,

Name of Song sy {89) Notes (©) | the pictozraph's subject. I| takes Carloy a
Wind's Requiem J4idonttouch 2) & @ O full in-game day to sculpt the flgurine,

: anl he's fussy about the pictograghs you
Ballad of Gales  4/4 (¢) .0 08 i
Command Melody 474 () B o8 | | Gallery flgurines is 2 game in ftself,

2 # : = 2 4 When yau have them ali, vou've

Earth God's Lvric  &/4 (#) 2.9 6,.9C | § it e of e st i
Wind God's Aria  6/4 (3 &8¢0 060 | | ever invented—but it has no effect an the
Song of Passing 3/4 (don't touch ©) ©, @, § | rest ol the game.

Special ltems | Nayru's Pearl

. Where to find it: Recaived

from |abun after Link gets
Bombs from the pirate ship

Where to store it: Queslt Status

| sub-screen

| What th do with it: Navru's Pearl is one

| o the three pearls Link must find to raise

§ the Tower of the Gods (F5). When all

\ three pearls are found, place Nayru's Pearl

i on Southern Triangle |stand {13 i

' Pictographs

The following items are either the
abjects of a quest ar vital
components of an optional sidequest.

Din's Pearl

Where to find it: Recaived
from Prince Komali after Link
compietes the Dragon Roost
Cavarn gquest
Where to store it: Quast Status
subrscreen

| Where to find them: Taken by Link with
|| the {Deluxe) Picto Box, or purchased

U from Lenen
Whal 1o do w'lh. ik Din's l_’_'earl is oe af N A st s 1 e (R
the three pearls Link must find to raise . Picto: Box

the Tower of the Gods (E3), When all
three pearts are found. place Din's Pearl
on Nortiesn Triangle sland (D31

What to do with them: Link must take
+ specific pictographs Lo complete Lenzo's
\ sidequest and get the Deluxe Picio Bo,
| Lse pictographs of characters and
[ spemies o eam Nintendo Gallery
figurines.

\ Note
Link can never taks
pictographs of some subjects
for Mintendo Gallery figurines
istich as a Great Fairy or
Jabun). Lenzo has Legendary
Pictoaraphs of these subjects
that he will sell you. These can |
be used to ger the Nintendo i)
Gallery figurines,

70

Farore's Pearl
Where Lo find it Beceived

D Link completes the Farbidden
Woods quest

subrscreen

What to do with it Farore's Peasl iz one

the Tower of the Gods (E51, When all

three pearts are found, place Farore's

from the Great Dok Tree after
Where to store it Quest Status
of the three pearls Link musl find o raise
Pearl on Eastern Trlangle lsland (F4).

Nintendo Gallery |
Figurines ’

frings a good pictograph of 2 character or \

- Carloy soulpls a figuring in the Fkeness of i

Pieces of Heart

ﬂ Where to find them: 44

places in the game

Where to store them: Quest
i Status sub-screen and |ife Gauge
| What to do with them: Collecling Fleges
| of Heart adds Heart Containers to Link's
Life Gauge. Fieces 1—3 of 2ach Heart
Container appear an Lhe Quest Slatus
sub-screen; each fourth Fiece of Heart
completes 2 Heart Container, which
appears in Link's Life Gauge

For a listing of all 44 Pieces of

Heart. check out “The

Legendary Checklist” =t the
end of this guide

. Triforce Shards

Where to find them: tignt
locations under the Greal Sea
Where to store them: Quest
|| Status sub-screen
What to do with them: The elght
| Triforce Shards are hidden under the
surface of the Greal Sea and must be
| found using the eight Triforce Charts. You
¢ can't find a Trifarce Shard unill you find
i the Triforce Chart that leads to it and
| have Tingle decipher the Triforce Chart,
' The cight Triforce Shards unite w0 form
i the Triforce of Courzge, which gives Link
§ access to Ganon's Fower.

| Triforces

i Where Lo

find them:

Held by

Link, felda

b ol and Canon

4 Where to store them:n/a

| What to do with them: By the gama's

o end, Zelda, Ganen, and Link each bear
the mark and wield the power of a
Triforce—dfelda has the Triforce of

: ‘Wisdom, Ganon has the Triforce of Power
and Link assembles the Triforce of
Courage from the Triforce Shards, When

1 all three Tritorces are brought together.
they farm the one true Trilonee that gives
the power of the gods to whomever

! louches it Ganen's ambition is to

{ assemble the one true Triforce and use ifs

| power to conguer the world,

e



Charts

In keeping with the Overworld's
nautical theme, Link finds dozens
of charts bearing imporiant infor-
maticn. Most of these are Treasure
Charts. which lead to large
rewards, but others assist Link in
his mair quest and sidequests,
When vou get a chart, open
vour Sea Chart by pressing 4 on
the + Contral Pad, Press (T to
view vour charts. Use @ 1o cvcle
through the charts until you come
b the chart vou just found. Press
& to open it and view its cantents,

Where to find it: Diamand Seppe lsland (AR

What to de with il; The Chost Ship
Chart lists the lslands that the Chost Ship
visits during the moon's phases. It also
albows Link to enter the Ghest Ship by
sailing inta it. Withoul the Ghast Ship
Chart, the Ghos\ Ship disappears when
Link salls near it

IN-credible Chart

Where to find it: Sent 1o Link by Tingle
after the secand sequence in Hyrule

Whal to do with it: The Ih-cradible Chan
comes with 3 209-Rupee delivery charge, but
it's warth it. The iN-credible Chan shows the
lecations of the eight Triforce Charts,

' Red Charts

|| Red charrs don't lead to treasures or |
i rewards, but they give important
¢ information on places that Link

Ghost Ship Chart ;E

Great Fairy Chart

I What to do with it: The Great Fairy

N

should visit during his quest.

Beedle's Chart

Where to find it Sent to Link by Seedle
after Link gets the Bomie i
What to do with it; Beadle s Chart shows |
the locations of all Beedle's Shop Ships in
the Great Sea,

© Wheee to find it Find Treasure Chart 19

at Taur-Eye Reel (821, Follow the chart to

the Flight Control Platform (G2) to get the

Island Hearts Chart.

© What to do with il: The lslang Hearts
Chart lists Islands where Link can find 37

Pieces of Heart without using Treasure

| Charts, On its side are two icons—a

| posthox and a Deku Leaf—representing

| two additional Pieces of Heart Link can

get. One is in a letter fram the Rita

Chieftain, and the other is earned by

watering all the witherad Deku Trees with

Forest Water.

| Where to find it; Find Treasura Chart

#41 at Five-Eve Keaf (Ba), follow the
chart 1o Four-Eye Reef (A2) 1o get the
Great Fairy Chart

| Light Ring Chart

Chart shows the locations of all the Great
Faires in the klands of the Great Sea.
Visit each (o upgrade Link's abilities or 1o
find Fairies to restore Link's Life Keter,

Where to find it: tind Treasure Chart

b #11 at Cyclops Reef (C4). Follow the

i chart to another location at Cuclops Resd
to get the Light Ring Chart,

| What to do with il: The Light Ring Chart
shows several areas where rings of light

| 2ppear on the Great Sea's surface during
a Tull moon, Visit thess rings of light

i during a full moon and pull up the
sunken chests they mark Lo get saveral

| small Rupee rewsrds (generzlly Red
Repeest. Full up these treasueas only
during a full mean, 2nd anly if vou have

:  the Light Ring Chat.

Where to find it Find Treasure Chart

#25 al Six-Eye Reef (D4). Follow the chart
to Northern Triangle Island (D3) to get
the Octo Chart.

i What te do with it: The Octo Chart lists
+ the quadrants of the Great S2a in which

Big Octos are found. The chart tells vou

\ how many eyes each Big Octo has, to aive

you & sense of the difficulty of defeating it.

Platform Chart

Where 1o find it: In the Submarine near

{ the Flight Contral Platform (G2
What to do with it: The Platiorm Chart

lists the locations of all the Sea Bokoblin-
filled Sea Platiorms. Defeating the
Bokoblins and cannons on these Sea
Platforms gives vou Rupee rewards, as

i owellas z couple of larger rewarnds. See

"The Legendary Checklist™ a2 the end of

o this guide for details on Sez Platform

rewards.




Where to find it: Find Treasure Charl
#32 at Theee-Eve Reef (Ad). Follow the
chart ta the Boating Course (F7) to get
the Sea Hearls Chart.

What to do with it; The Sea Hearts Chart
lists the lecations of all 11 Treasure Charts
that lead to Piaces of Heart

Secret Cave Chart

Where to find it: Find Treasure Chart
213 at Two-Eye Reef (Da), Follow the
chart to Overlook lslznd (01} to get the
secrel Cave Chart

What to de with it: The Secret Cave
Chart lists the locations of all the hidden
caverns on the islands of the Greal Sea. A
reward s in each cavern—usuglly
something impariant

Submarine Chart

Where to find it: In the secret cavem in
the north island of the Boating Course [FT)
What to o with it: The Submarine Chart
lists the locations of all of the Submarines
i the Great Sea. Enter these Sebmarines
ani eliminate the enemies inside o cam
respectable treasures.

'\ and find the ane that matches. As vou

| Triforce Charts

Where to find them:
Fight focations

What to do with them:
The Triforce Charts load
to-the gight Triforce
Shards sunken beneath
the Groat Sea s surface,
L When vou find a Triforce
Chart. fake it to Tingle an lingle Ishand
(31 to have him decode it &t a cost of
398 Rupees per Trlforce Chart.
Adfter it's openad and decoded,
fiallew a Tritorce Chart Ik an
ordinary Treasure Chart to find
the Trifarce Shard it leads o,

Where Lo find it: Received from Tingle
when you bust him out of his Windfalt
sland (221 prison

What to do with it; Tingle's Chart shows
Windfall isiand (22), Tingle Istand (L3}
and the Creat Fairies that upgrade vour
Rispocs.

Treasure Charts

Where to

find them:

41 fpcations |
What to do with
them: Each of
the 41 Treasure
Charts leads to.a
sunken treasure when opered: 11 lead w0
Pigees of Heart. To find the treasure
{marked on the Treasurs Chart with the
traditional “%°), check the shape of the
istand on the Treasurs Chart against the
shapes of the islands that you've tharted

approach the reasure's location, open the
Treasure Charl [0 see your position

e to the treasure, You can't salvage
the tragsures that the Traasure Charts lead |
tx until yo find and open the right

Treasure Chart,
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Charactenrs

Link meets over a hundred
characters in the course of his
quest. Some give him important
iterns or clues; others add 1o the
game's atmosphers. A few even
start our as adversaries, but Link's

courage and tenacity convert them! |

Characters of
the Great Sea

The following characters are found
in Link's adventures across the
Great Sea. Some are found on
small islands, and some floating on
the Great Sea. A few appesr in
several different places.

Beedle

Beedle runs
Beedle's Shop
Ship, a traveling
koatload of
values that sails
between several
islands of the
Creat Sea. After
acquiring Bombs
from the pirates,
Link gets Beedle's Chart, which
shows the locations of zll Beadle's
Shap Ship stops. Beedle has some
of the best prices in ali the islands
of the Grear Sea, so shop with

confidence’ You
| can also sell
i Beedle items
| from Link's
Spoils Bag,
You can buy the
Bait Bag, All-Purpose
Bait, Hvoi Pears,
Bombs, Arrows, and
i Red Potions from mast of his
i loecations. If you catch him at Rock
Spire Isle (B3), vou can also buy a
Piece of Heart, an Empty Bottle,
| and Treasure Chart #4. Beadle
rewards frequent customners with a
Silver Membership (which entitles
| vou to the Complimentary 1D} and
¢ 2 Gold Membership (which gers
vou the Fill-Up Coupon),

Fairy Queen
; The Fairy Queen
lives in the
center of Mother
& Child Isles
(B2}, The anlv
way to get there
is 10 conduct the
Ballad of Gales,
Altheuzgh she
laaks voung, the Fairy
Queen is ane of the
game's oldest and
wisest characters.
Shie will ro
reveal her true
form 1o Link unil he
meets Princess Zelda for

| Fairies increase Link's Bamb-,

| Link's Magic Meter.

i Great Fairies at the

| Princess, Zelda. The King

i pame, linking the
| events of The Wind

| Cloar

the first time. 3he then endows his
Hero's Bow with the ability to
shoat Fire and lce Arrows, Link
can retarn to her Fairy Fond at any
time to find Fairfes to help him
recover his strength.

King of Red Lions

Great Fairies

In addition to
the Fairy Queen,
seven Cireat
Fairies are
seattered across
the islands of the |
Great Sea. Six of
the Great

| The King of Red Lions is the only
| talking bear in the CGreat Sea. He
arrives [without a sail) to aid Link
in his guest to rescue Aryll, and
sticks around when Link s true
destiny is revealed. He is Link's
i mransporiztion from island o
igland, but is also Link's
maost trusted adviser. The
King of Red Lions
-~ speaks ancient Hylian
and alwavs has more
information than he's
willing to reveal..

Arrow-, or Rupee-carrying
capacity, and the seventh
doubles the size of

You can find the

following locations,
and you can alwavs
return to them o find

Fairies 1o heal Link, -

Each of the Great
Sea's 49 slands
has a Merman
that jumps int
and out of the sea
arcund it. Sail up
el 10 3 Mermian and
sprinkle All-Purpose Bait on the
water's surface ta get him to chart
the island on vour Sea Chart and
give vou helpful information
After you speak to an island's
Merman, vou can bait him agamn to
plav an arrow-shooting minigame
for Rupees. Sometime in the past,
the Kind of Red Lions aided these
| fellows, which is why thev're so
willing 1o help out Link.

® Bomb Fairies: Castern Falry Island
(E3). Southern Fairy Island (D6)

& Arrow Fairies: Western Fairv lsland
(431, Thorned Fairy Istand (G4)

& Rupee Fairies: Nosthern Fairy Island
[C1), Cutset Island {B7)

& Magic Meter Fairy: Iwo-Eve Resf (D7)

King of Hyrule
Danhnes
Mohansen
Hvrule was the
King of Hyvrule,
a legendary land
that accepted a
terrible fare af
the ﬁards of the gods to rid
the land of a great evil

For generations, no ang
has seen or heard of s
King, Hvrule, or its

of Hyrule plavs an
important role in the

Wiaker 1o those of
o of Time.




.

Princess Zelda
Frincess Zelda is
heir to the long-
lost land of
Hyrule's throne
anél the keeper of
the Triforce of
Wisdom, but no
DRe knows
exactly who
or where she
. might he If
‘ there is a
young hero dressed in
green and an archfiend
named Ganon, vou know
that a princess named Zelda
will appear sometime!

Tetra

Tetra is a main
characrer in The
Legend of Zelda:
The Wind
Waker. She's
sirong-willed and
besssy. bt also has
a soft spot in her
heart for Link
When Link's quest
gets under way in earnest, Tetra
is a devaoted friend and aliy,
often putting herself and
her crew in harm's way
to help Link,

Terra inherited her
ship and crew from
her late mother,
and continues her
mathers guest fora
legendary treasure hidden
beneath the Great Se
surface. Tetra has a
secrel, but we won't

Miko iz last in the
pirates’ pecking order,
so-he's overjoyed when
Link joins up
Alchough it guickly
Becomes clear that
Link 15 special, Niko
doesn't take it personally when
Link has to leave them.

Mudge is Terra's
counselor. He's
stronger than
Gonzo, but he
loves sewing.

Senza keeps the ship
shape. He's also a
Lasive speaker

Tetra's Pirates
Gonzo's the tough
leader of the pirates.
but he's been known
to cry at the drop

of a har.

Zuko's keen eves made
himn the ship's
warchman, but ne one
can unrderstand his
speech, so they're never
sure what he's seen,

Makao is the brains of
the pirates operation,
He's usually mild-
mannered, but hes
unstoppable when
angry, Touching his
set him off,

glasses wil

% GameCube. The
| contral Tingle, who

i during his guest.

i and Trifarce Shards,

* locations of most of the

4 zaved for later

Tingle

Tingle's fondest
wish i5 to become
a Fairv. He thinks
Fairies wear green
jumpsizits, which
explains his bizarre
fashion sense,
Altheugh he can
get an your nerves, Tingle is one of
Link's most valuable allies,

Bust Tingle out of his cell on
Windfall [sland to get the Tingle
Tuner, which allows yvou to
connect 2 Game Boy
Advance to vour

y second plaver can
can assist Link
Also, once
youl start looking
for Triforce Charts

Tingle gives you the

Triforce Charts and deciphers

i the Triforce Chares that vou find.

His help doesn't come cheap, but
ne one else can do i

| Minor Characters

of the Great Sea

Ankle is Knuckle's twin
brother, and both are
Tingle's younger
brothers, Ankle is more
responsible and hard-
working than his twin.

David, Jt., embarked
0N 3 quest 1o recover
the Ghost Ship's
freasure, just as his
father did before him,
One bad bout of
seasickness led him in
a daze to Tingle Island, and he's
regretted it singe.

Find Fairies in Fairy
Fountains and hidden
in pots. Touching one
refills 10 of Link's
Heart Containers, They can also be
captured ir an Empry Bottle and

Knuckle carved Tingls

vears old. He ran to
hide on Cutset [sland
when Tingle defaced

i All-Parpose Bait,

Tower when he was 10

find him. Finding Knuckle gives
vou the Hand-Me-Down Tuner,
which lets Link buy Arrows and

Loat is a robust sailor
who fears only the
Mermen. He runs the
Boating Course atid
spends his earnings at
the Windfall Café.

2id Man Ho-Ho is on
several of the islands
of the Great 5ea. He's
always locking at
something inter-
esting through
his relescope

i Salvage Corp. has so far found

only enough Rupees to buy their
diving suirs, but these treasure

| hunters never give up their dream

i of the big score! If you find them,

speak o them and they give you

Treasure Chart #34,

A frustrated painter,
Salvatore now runs
the Sguid-Hunt
minigame on Windfall
Island and the Cannon
minigame on
Spectacle [sle.

There are three
wandering Goron
merchants, ane on
Greatfish [sle (Bd). one
on Bomb Istand (F3),
and one on Mother &
Child Isle (B2). Thev are essential

| stops in the trading quest that

begins on Windfall Island and ends

| with Link getring the Magic Armor
| and a Piece of Heart.
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Dragon Roost
Island (F2)
Characters

Dragon Roost [sland (F2) is home
1 the Rito, & race of birdmen that
serve as postmen for the islands of
the Great Sea. The island gets i
name because it is the Valoo's
home, the dragon that is the spirit
af the skies. Each of the following
characters is found on, is from, or
has some connection to Dragon
Renst Island,

Chieftain

The Rito
chigftain iz the
strongest and
wizsest Rito in the
aerie, and his
people love him.
He finds it hard
o balance his
resnonsibilities as
a stern leader
and a caring

father, but his son. Komali, is never |

far from his thowghts,

When Link inspires Komali by
defeating the monster that sent
Valoo into a rage, the Rite chisftain
thanks Link with a Piece of Heart.

Komali

The crown
prince of
the Rito,
Komali is a
bov when
Link first
meets him,

; a Because of
Maloos rage, Komali is unable to get
4 scale from the dragon and grow
his adult wings, which has sent him
into a spiral of self-pitv, Link calms
Valoo down, and Komali becomes
Link's greatest admirer. He also
gives Link his mast treasured
possession, Din's Pearl.

Later in the game, Komali earns
his wings and marures inge a noble
voung man who saves Link from
an urtimely demise in the
Forsaker Fortress. With Link's
influence, Komali could turn int
as great a leader as his father!

Laruto

Born in an area
af Hyrule
known as
Zora's Domain,
Laruto long ago
became the
sage af
the Earth
Temple so
the Master
Sword would alwavs retain
its ability to repel evil, Ganon's
mirions overwhelmed the Farth
I Temple and stole the Zora's
soul, weakening the Master Sword
She advizes Link on how to
. find the new sage of the Earth
Temple, Medii

Spirit of the skies and reason for
the name of Dragon Roost lsland,
Valoo has protected the Rito for
ages and is served by them in
return. Young Rito visit Valoo
when they come of age; and a

® Carry Medli by pressing & near her, single scale from the great dragon
When you put her down by pressing 1
& again, she remains in that spot
unlit vou call, contral, or carey her.

helps them grow a pair of mature
wings, The ancient beast only
speaks in the long-dead Hvlian

! Rz £ LR LaAll b : s i .
Medli ® Fly while carrying Medli by rinning off | rangue, which only his assistant,
Medli attends the ledges in a straight bine. just a5 if you  © feqli, understands.
great Valoo, and :I"E"'e '“J':';“% ot e 8 _ As Ganon recovers his power,
P = 1 in sha on AR E
never gives less » T Intg the air. and she gains | ¢ minions invade the volcanic
than her bes: altitude and Hies for & short distance

cavern inside Dragon Roost [sland
and harass Valoo, driving the
dragon into a red rage. If Link
defeats the mansters of Dragon
Foost Cavern, he restores sanity

w Valoo,

effart, When Ll
Valoo begins to
rage, Medli takes
it upon herself o
make the
dangerous climb
up Dragon Roost Cavern o talk w
b, She feels responsible for Prince
Komali and wants to see him grow |
into as fine a Rito as his father,
Medli is fated ta become the
next Earth Temple sage—a destiny
foreshadowed by the rreasured
harp she carries on her hack,
During the Earth Temple quest,
| Medli is a controllable character.

Press (0 near Medli to get her to
follow: vou,

& Conduct the Command Melody (hold
€ jor 4/4 tempo and play € @,
= ) to control Medli. Press (B
release control.

Make Medli fly while repeatedly
pressing & and controlling her. She
hizs limited stamina and drops to the
ground when it is depleted.

& Make Medli hold her harp in front of
her by pressing & and using © o
aim il, The harp is polished and can
reflect beams of lizht,

e

Quill

Quill is Ousset
Island's postman,
Link observes
him through
Aryll's Telescope
at the heginning
of the game,
Cuill later
persuades
Tetra and the
pirates to take Link with them.
This courageous Rito is an
invaluable source of advice
and help at several pomts in
¢ the game, including during
Link's guest for Nayru's Pearl.
He also pulls off & daring
rescue during Link's second
visit to the Forsaken Fortress)




When things aren’t
going his wav, llari
loses his cool. Most of
the time, he's pleasant
(although he has
trouble remembering
faces)

A descendant of a
postman from ages
past, Koboli is the
Rito's mail sorer. If
you help him out, he
rewards you with
Rupees

These light-hearted sibling deities
control the winds, and Link finds
monuments honoring them on
Dragon Roost Island, Zephos
reaches Link the Wind's Requiem
after Link completes the Dragon
Roost Cavern quest. The Wingd's
Reguiem allows Link to change the
wind's direction, opening all 49
guadrants of the Grear Sea for
exploration,

Cyclos is upset that his
maonument has fallen into disrepair,
and wreaks havor on ships with his |
cvclones, If vou have the Hero's
Bow, sail into a cyclone and shoot
Cyclos three times with Arrows o
calm him down. Az a
token of his respect for
Link's keen aim, Cvclos
teaches Link the
Ballad of Gales,
which allows Link
to warp between
several points on g
the Sea Chart. &

Kaogoli is concerned
about the state of
Dragon Roost Island,
bt he's never seen
trying to improve it

Mamali 15 a perpetual
WOTTvwart,

Obsli is obsessed with
the Eito, and dresses
up as one when he
can. Hes the elder of
the two brothers who
run the Bird-Man
Contest on the Flight
Control Flatform (G2).

o oy
Minor Dragon Roost

Island Characters

Baito, a homesick
human, tries to fit in
with the Rito and
match Koboli's mail-
sarting speed, but he
needs Link's help. Help
him by mailing a letter
to his mother. and she gives you
Fupees and a Plece of Heart!

Fashli is always busy,

Skett and Akoot,
chifdhood
friends, are the
Fito chieftain's
mrusted personal
guards, Other
than the
chiefrain himself. there are no
stronger or more talented Rito,

Their sincerity
and honesty
earned Basht
and Bisht
2 positions on
Dragon Koo
- Isfand's paolice
force. They speak frankly to Link
about events on the island.

As a carpenter on
Windfall Island, Willi
was average. But as a
Rito impersonator, he
snars above
medincriry, along with
hig brother, Obli,

Haoskit is always
laaking for the perfect
present for his
girlfriend. Give kim 20
Golden Feathers, and
his girlfriend gives you
a Piece of Heart!

i

Forest Haven
(F6) Characters

Farest Haven (Fa) is home to the

| Great Deku Tree and irs forest
| spirits, the Koroks, It's also where
| the Nintende Gallerv is found.

Each of the following characters is

| found in or around the Forest ¥

Haven or has & connection to the
Farest Haven.

Carlov the Sculptor

The master
craftsman of the
Mintendo i
Gallery, Carloy
sculpts figurines |
from pictographs |
that inspire him.
When vou take a
pictograph ofa |
character ar

. enemy, show it to Carlov. If the
. pictograph meets his high
standards, he carves a fguring of

the character or enemy it shows.
It takes Carlov a day to carve
the figurine, and he never leis
anyone watch him do it. Return
the next day o see the results of
his work on display. Some have

club “uncoal but he's happy as
long as Link stavs in it!

| overwhelmed the Wind ! T
| Temple and stole Fado's =g : i

 Temple, Makar.

Born in the long-
forgotten Kokirt
Forest, Fado was
a friend to the
Hero of Time.
He became the
sage of the
Wind
Temple long
ag0 1o ensure
that the Master Sword would
retain its ability to repel evil.
Ganon s minions
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soul, weakening the
Master Sword, He advises
Link on how to find the
new sage of the Wind

RN

i S Sm—

. This Korok plays the music for the

g lav's Ni T o 2
. called Carlovs Nintendo Gallery 4 annual ceremony held in the Foresi

Havern. His violin skill is

. unmatched, but he's not as

| cautious as he should be—Link has

[tee

The Great Deku
Tree is one of
the oldest and
maost powerful
living creatures
in the world. He
i5 the earth spirit
and the guardian
of the forests,
but because he

Great Deku

i has 1o remain rooted o the

ground, he's easy prev for enemies
who wish to Rarm him,

The Creat Deku is the spiritual
mentor and father figure o the

| Koroks, 2 race of once-human

- forest spirits who spread the seeds
o of the Great Deku Tree across the
| islands of the Grear Sea. If Link

i helps the Great Deku Tree by

recovering Makar from the
Forbidden Woods, he gives him
Farare's Peatl.

| @ While controlling Makar. make him

1o rescue Makar twice during
his adventures, ance in the
Forbidden Wonds and once in
the Wind Temple.

Makar is destined 1o be the

| Wind Temple's new sage, and
| during the Wind Temple quest,
| Makar is a conirollable character,

& Carry Makar by pressing & near him,
Press (& again to put im down. He
remains in that spot until vou call
control, or carmy him.

& Throw Makar into the air and he gains
altitede and flies for a short distance

& Press (&) near him to get Makar to
falbow vou.

{ & Conduct the Command Melady (hald

# for 44 tempo and play <€ & =
& &) to control Makar, Press & o g
release contral of Makar, _,5
While controfling Makar. make him fy i
by repeatedly pressing (. He has 2
limited stamina and drogs to the g
ground when it is depleted,

phant a seed in sodl mounds of fertile
earth by pressing & when a targeting
arrow appears over the mound of
earth. & tres grows instantly




Minor Forest

Haven Characters

Aldo, a Korok forest
spirit, flies to Cliff
Flateau Isles (Gé) after
the annual ceremony
o sow the Deku Tree's
seeds and grow new
forests,

Dirona, the Korok
forest, spirit flies to the |

A

g Private Oasis (E3) after

the annual ceremony
o sow the Deku Tree's
seeds and grow new
forests

)

o Elma, the Korok forest

spirit, flies to Needle |
Rock [sle (A3 after the
annual cetemony to
sow the Deku Tree's
seeds and grow new
forests.

After the anniual
ceremony, the Korok
forest spirit Hollo
remains in the Forest
Haven 1o research i
potions, Give him four
Boko Baba Seeds and
he makes vou a Blue Potion!

Irch, the Korok forest
spirit, flies to Shark
Island (C6) after the
annual ceremony to
sow the Deku Tree's
seeds and grow new

foresis.

The Korok forest spirit
Linder flies to Greatfish
isle (B4) after the
annual ceremony to
sow the Deku Tree's
seeds and grow new
foreses,

Manny's passion for
Nintendo Gallery
figurines drave him to
explore all the islands
of the Great Sea,

| staris Link on his journey

-

L

Dakin, the Korok
forest spirit, flies to
Star Island (B1} after
the annual ceremony

seeds and grow new
forests.

Olivio, the Korok
forest spiri, flies o
Eastern Fairy Isfand
(E3) after the annual
ceremony to sow the
Deku Tree's seeds and
Zrow new forests.

Fown, the Korok

Mother & Child [sle
(B2} after the annual
Ceremony to sow the
Deku Tree's seeds and
grow new forests,

Outset Island
: (B7) Characters

Ourser Island {B7) is Link's home
and the island on which the game
begins. Although it appears to be
the perfect rural paradise, even

| Ourset Island can't escape the
| creeping evil of Ganon's nefarious

plans. All the following characters
and creatures are from, found on,
or conngcted to Outset Island.

Aryll
Arvllis Link's
little sister. She
Inans her
brother her mosr
valuable
possession, the
Telescope, at the
beginning of the
game. The
Helmaroc
King kidnaps Arvll earlv on in
Link's adventures, which

o becoming the Hera
of Winds,

to sow the Deku Tree's |

forest spirit, flies to the |

Grandma

She alwavs
waorries abour
Link and Arvil,
bt Grandma
lets nothing
stand in the way
of helping her
grandchildren,
Az the beginning
of the game,
Grandma gives Link his set of
Hero's Clothes and lets him use the
Hero's Shield when he joumeys 1o

save Aryll from the Helmaro: King. |

Later in the game, Grandma
falls ill. If Link heals her with a
Red Potion or Fairy, she becomes a
source of Elixir Soup, the game's
most powerful healing potion.

Jabun

. Jabun ariginally
resides in
Greatfish lsle, bur
he flees o Cutset
Island and s=als
himzelf in a cave
when Canan's
forces come for
him. He
possesses Nayru's
Pearl, an object of great power that
Link needs o raise the Tower of the
Gods. The only way to get it is to
speak with Jabun, and the only way
to do that is to bomb the stone slab
that seals Jabun's cave,

- Orca

Orca wanted to be a swordsman in
his vounger davs, even going so far
as to earn a Knight's Crest. But a
serious injury cut shart his martial
training. Now a fisherman and a
cemmitted bachelor, Orca lives on

| Dutset and frains Link in the ways

of the Hero's Sword after Link

[ comes of age.

When you collect 10 Knight's
Crests, return to Orea and give
| them ta him, Orca teaches Link the
Hurricane Spin attack. Accept his
challenge to demonstrate the skills
| youve leammed with the blade, and
| you can earn Rupees and a Piece
| of Heart

Minor Outset

| Island Characters

Abes grealest treasures
are his wife, Rose, and
his sons, Joel and Zill
[on his younger days, he
was a ladv-killer, but it
still took all his charm
to woo Rose

This water spirit was ence called |

labu-Jabu. He only speaks ancient
Hylian, so no one understands
anything he says.

Yes, it's just a
crab, but vou
need & picture of
one of these
scuttling
sidesteppers to complete the
Nintendg Gallery!

Joel is Abe and Rose's
elder son and Zill's
brother. He idolizes
Link and wantz 1o
learn to jump across
boulders afier seeing
Link do it,




Wi hesitate ta call
Mesa a slacker, but his
vegetable patch is
always overrun with
weeds, He's also the
first person to tell Link
that he can cut down
grass and find items. Mesa is
lpoking for & wife, but he's not
looking oo hard.

Windfall Island
(D2) Characters

Windfall Island (D2 is the most
developed island in the Great Sea.
Bustling with activity, it's a never
ending source of minigames and

¢ sidequests, Speak with the

| following characters repeatedly to
learn from them.

Rose is Toel and Zill's
mother and Abe's wife
She loves animals, and
if Link puts Wild Pigs
in her pigpen. she
rewards him with
Rupees. She also tries
to lawgh her way out of lies!

Killer Bees

Rl Seagulls fly
above many
islands. You
B can lake
control of one by using a Hyoi
Pear, When you see a large number
of them circling the Great Sea, you
know a Big Octo is near,

i are the bane of Miss Marie's
Box, they challenge vou to hide-
to reform their truant ways and o

impress Miss Marie. From left to
right, the Killer Bees are:

The zerious-
minded Sturgeon
is Drca’s brainy
brother. Read the
posters on his walls to
see the basic
game controls,
He was
quite the
swordsman in his vourh!

® |van: The leader. He loves to
climb trees

@ Jim: The quick-witted second-n-
command with a talent for inswlts,
® |an: The thug, Don't fall for his
innacent fooks,

& |un-Roberto: Raised in a
baurgeais family, he secretly hopes
to replace Ivan as leader.

Sue-Belle
15 Srurgeon's
grand-
daughter, She
has mastered
the art of Larrvmg vases of
water on her head from
the well to their house, She also tells
Link that he can pick up tems by
pressing & while next o them.

Lenzo

Lenzao is the
master of
pictography and
the target of
Fompie and
Vera's gossip.

having an illicit
affair with
Minenco, but it
turns aut that she just has an
equally strong interest in
| pictographs.
Show Lenzo the Picta Box and
| he gives you three pictograph
assignments. When you fulfill
the assignments, he wishes that
he had something that could
| help him invent a Picto
| Box that could take
7ill is the epitome of 2 || color pictures. Give
brat. He idolizes his him the Forest
older brather, Joel, Firefly, and he
bur he gets on gives you
EVEFVONE'S NEMVES, the Deluxe
. Picto Box!

Wild Pigs scurry
around Outset
Island. Throw them
into Roses pen to
get a Rupee reward. Later in the
game, when the pigs grow up,
spread All-Furpose Bait on some
dark soil to get them to digup a
Piece of Heart!

These fearless juvenile delinquents |
| existence, After vou have the Picto |

and-seek. Find them all to get them |

They suspect he's

| Link on a trading

g TR W
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Miss Marie
=g Miss Marie
is Windfall
leland's
schoaolteacher,
She's constantly
upset by the bad
behavior of the
Killer Bees.
Ceet them (o
reform, and
vou have ker thanks. She also
has a weakness for Jov Pendants.
Give her ong Jov Pendant after
reforming the Killer Bees, and
she gives Link 2 Red Rupee (20
Rupees). Give
her 20
more
get the
Cabana
Deed to the
Frivate Oasis (E3).
Giive her 20 more,
and she gives Link
the Hero's Charm,
a mask that lets
Link see the amount
aof his foes life energy,
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! Minor Windfall
t*:.iand Characters

Take a pictograph of
Anton and Linda
while thev're looking
a1 each other to fulfiil
Lenza's third
pictograph reguest.
Later, help him and
Linda get together at the café o
| earn 4 Piece of Heart.

Zunari
Zunari hails
from & friged
land, He was
shipwrecked on
Windfall Island,
but he continues
to wear his thick
coar and hood
Link can buyv a

el Boar's Sail from
hirn in his first trip to Windfall
[sland. Later, Zunari also hosts the
nightly Windfall Island auctions
(during which you can
purchase a Piece of
Heart and Treasure
Charts #18 and
#18). He also sends

Candy the sailor gives
Link hints abowt the
nearest island in the

direction the wind
blovws. And would
yvou believe

he's onlv 177

guest during which
Link gets the Magic
Armor and a Fiece

of Hearr.

When Cannon tries
to charge Tetra's
piraces thousands of
Rupees for Bombs, they
tie him up and take

what they want, After
the robbery, his prices
become more reasonable,
but they're not as good as
those at Beedle's Shop Ship.

wersaviewLid



Give the pig-loving
sallor Dampa three
Skull Necklaces o plav
his piggy-sitting
minigame. Find and
bring all three af hiz
pigs to him witkin
three minutes to get a Purple
Rupee (50 Rupees),

The good Doc Bandam
runs Windfall Tsland's
Pation Shop. Bring
hirn Chu [elliss. and
he makes Pations

for Link

Garrickson [oves
talking about the
posthoy, Snap a
pictograph of him
while he's mailing a
leteer to fulfill Lenzo's
firs: pictograph request.

Gillian runs the cafe
for her father, wha's ill.
Fumaor has it that she
once had a bovfriend.
but she's not talking!

Find Goszack in the
cafe during the day
and smash a pot or roll
inta the table to freak
him aut. Take his
pictograph to fulfill
Lenzos second
pictograph mission.

Cummy the sailor has
suspiciously large
amaounts of Rupees
and enjoys spending
them nightly at
Zurari's auction

A hopeless romantic,
Kamo gives vou
Treasure Chart #31 if
vou show him a color
pictograph of the full
maaon, He's had a
crush on Linda for
vears and is upset that she's
fallen for Anton.

Kane, an artist turned
satlor, is critical of any
Arfistic expression.
Win him over by
putting a Shop Guru
statue an the Windfall
Island s main archway

Ereeb is fascinated
with Windfall's Ferris
whesl and lighthouse,
Speak ta him afier
relighting the
lighthouse and
restarting the Ferris
wheel to get a Piece of Heart,

Linda is the object of
Anton's affections.
Bring the two of them
together by showing
him a color pictograph
of her, Speak ta her in
the café after they've
met o get a Piece of Heart from her.

Maggie fell in
lowve with her

the Forsaken
Fortress. Mail
her love letter
and give her the
reply to get a Piece of Heart from
her. She goes from being poor
iright} ta rich (left) by the end of
the game.

Maggie's Father
15 a weird old
fellow who
hates postmen
andl the letrers
they deliver to
Maggie. Give
hir 20 Skull Necklaces to get
Treasure Chart #2. He begins the
game poor (right) but winds up
rich (left) after Maggie escapes

. from the Forsaken Foriress

| (right} to poor (left), he claims 1o
| have a back injury tha: keeps him

Mablin captor in i

| the woman, and they give Link

After
TESCLNE
Mila from

Fortress, you
catch her
stealing
Zunari's safe and set her straight.
She gives vou an Empty Bortle
for vour efforts. She starts off
rich (right and winds up poor ileft).

Potova and
lognna are a
never-ending
source of rumars
and hings. Many
fear that they are the next
generation's Fompie and Vera

Mila's Father
owns the
auction house
unti! Maggie's
Father buys him
ot with his
newfound
fortune, After paing from rich

A card-carrving
member of the lovous
Volunteer Association,
Sam rewards Link
with & Piece of Heart
if vou place staties
from the trading gquest
around Windfall [sland.

from working for a living. Don't
break his sparkling vases unless
you want 12 pay for them!

Minenco. a former
Miss Windfall Island,
still looks great 40
vears later. She shares
Lenzo's interest in
pictography. If vou
take a good pictograph
af her with the Deluxe Picto Box,
she gives you Treasure Chart #33.

Stand near Tott and
use the Wind Waker to
conduct a 34 tempo.
After he gets the
rhythim in hiz head, he
reaches Link the Song
of Passip

Missy is Dampa the
sailors elderly mother.

Pompie /

and Yera
are alwavs
gossiping W ;
about Lenzo, el BN
and they're
convinced that
he's gor a lady on the side. Show
them a pictograph of Lenzo and

Treasure Chart #7224,
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Enemies

Although Link has plenty of
friends across the Great Sea, there
are enemigs aut there who wish
him harm. To reach Ganon and
defear him, study the artacks and
weaknesses of his minions.

Common
Enemies

The following enemies appear at
several poines in the game, They
often reappear where you
previously defeated them if vou
return to those areas. Commorn
enemies have straightforward
attacks and obvious weaknesses,
Thev are the foot soldiers of
Cranon's army.

Armaos

Armoses are small
gray statugs in the
Tower of the Gods

B and other places.
Thev do not artack
until Link findz the
u Hero's Bow, as Arrows
are their greatest weakness, When
an Armos chases vou, hit its green
eve with an Arrow 1o stun it, then
hit the red cryvstal on its back with
vour sword o defeat it. Be careful!
When vou shartter its red crvstal,
an Armos goes berserk and spins
for a few seconds before exploding.
Awoid it untl it blows up,

Armos Knight

Armos Knights are
larger and tougher,
bur slower versions of
Armoses. Thev hop in
pursuit of you and
apen their mouths o
roar. (L)-target them
and throw 2 Bomb into their open
mauths o blow them g, But
watch out! When the Bomb is in i
mauth, the Armos Enight spins in
a final frenzv of destruction before
blowing up.

Beamoses
These environmenial
hazards shoot searing
energy beams at you
when you get too
close, Spme revolve,
and some are fixed. If
vou hit the top of the statue with a
prajectile weapan when its firing
at vou, vou destroy it

.gv&_mgﬁ_ ﬁﬁﬁ

The Grear Sea has six

seagull flock circling
an area, 2 Big Octo is
beneath them. When
Ci g ou approach a Big
bl Oc1o, it rises and
creates a massive whirlpoal thas

| tries 1o suck vou in If it succeeds,

it does damage 1o vou and
spits vou out elsewhers on the
Great Sea.

YWou must destrov each of the

| Big Ccto's four, eight, or twelve

eves with a projectile weapan (like
the Boomerang) ta defeat it before
it puells vou in. Defeared Big Octos

| leave sunken treasure beneath

them, marked with a ring of light.
Pull up this treasure with your

| Grappling Hook to enjoy the fruits
| of vour labors!

Tip

The Oito Chart gives the
locations of all six Big Octos,
T get the Octo Chart, find

| Treasure Chart #26. Pull up
the treasure chest it lzads o
which is near Northern
Triangle Isle {D3). Inside that
hES- is [*c Octo Chart.

Boko Baba

Bnoko Babas are in the
Forest Haven and
Forbidden Woods.
They disguise
themseslves as Baba

artack vou when vou

i get close. You can tell real Baba

Euds from Boko Babas by their

i color. Boko Babas are red, and
i Baba Buds are purple.

To defeat a Boko Baba, hit it
ance with your Boomerang: You
also can stun it with a jumping
attack (- mrge and &) and cur
its stem with & Boko Babas leave

! behind Deku Smki or Baba Seeds
¢ when defeated.

Tip
Srand ar a safe distance and
continue 1o hir a Boke Baba
with your Grappling Hook to
pull a Baba Jeed from i You
can turn four Baba Sesds into
a Blue Potlon. This is an easy
90 ITIEil'LE sHTE :-'UE e [ever
it healing irems.

Big Octos. If vou see a ':_

average Bokoblin, but they can

i some attacks with their little

! Bokobling hide in pots and bust out
| of them when vou draw near.

Buds and spring up to |

| and Wind Temples. They also

| igniting vou thev envelop vou in a

Muost Bokobling are of the plain
blue variety (right), and thev are in
the Farest of Fairies on Outset
Island. the Forsaken Fortress, and
Dragon Roost Cavern, Their attack

| is weak. and they're vulnerable to

any weapon
Green Shield Bokoblins (left)
aren't much rougher than your

absarb more damage and can block °

wooden shields. You encounter
them in the Forsaken Fortress,

i Dragon Roost Cavern, and Ganon's

Tower, among other places, Both
standard Bokobling and Shield

Sea Bokoblins (center) are on
platforms in the Great Sea. They

| are red. Orherwise, thev are

identical ta standard Bokoblins and

| Shield Bakablins,

Tip
Stun a Bokoblin with your
Boomerang and continue 1o

hit it with vour Grappling g

Hoaok to gel a Joy Pendant
from it.

Fed Bubbles
ileft) lurk in the |
Tower of the !
8 Cods, the Earth |
Temple, and
GCanon's Tower,

- among other
places. They float around in

| irregular patterns and swoog

| toward vou when you get close,
| Their only means of attack is to
| come into contact with you and set
' you on fire.

Blue Bubbles are in the Earth
swoop toward vou, but instead of §

choking fog that temporarily
disables vour sword and %), (5
and 2 items.

Fed Bubbles are vulnerable 1o
Arrows, Your Hookshot or 2

. windblast from the Deku Leaf

4 ’sr-j.r

| stuns both types of Bubble. Once
¢ stunmed, thev are identical to the

| many dungeons and you can
! shatter them as easily.

skulls you see along the floors of
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ChuChus are in every ares in the
garn¢, They slink around the

| ground as puddles of slime that

- cannot be harmed and pop up

when they're close to you, &

f ChuChu can hurt you by running

into vou, and vou can stun them

| with Baomerang hits, nearby Bamb

explosions, or Skull Hammer

| pounds,

To defeat ChuChus, hit them

with vour sword while they are out
i of their puddie form. You musi

. stun some ChuChus before vou can
! safely hit them,

& Green: The weakest ChuChu,

& Red: A stronges version of the hasic
Crezn ChutChu,

® Yellow: Surrounded by a hio-clectric
field, v must stun it before vou can
safely attack it.

& Blue: Identical (2 a Yellow ChuChy
except it doesn't jump at you.

& Dark: Turn it to stone with a beam of
light and shatter it by picking it up
and throwing or smashing it with the
Skull Hammer ar shooting it with Light
Arrows,

Green, Red, and Blue ChuChus
contain Green, Red, and Blug Chu

i Telly, which vou can turn into
Green, Red, and Blue Poticns at
Diac Bandam's Potion Shop on
Windfall Island.

Tip
Stun ChuChus and hit them
with your Grappling Hook 1o
extract their Chu Jelly.



Mightv Darknut

Darknuts are some of the toughest
COMMOn enemies in the pame.
Armored from head-to-toe, these
lurnbering beasts wield huge
swords and are well-trained in the
aris of war. They are in every
dungeon starting with the Temple
of the Gods, as well as a few other
places. Wait for them to attack and
press & (o execute a parry attack
when your sword flashes.

To damage a Darknut, remove
its helmet (making it vulnerable o
jumping ariacks} or cut the straps
on the back of its armor 1o remove
its breastplate (making it
vulnerable 1o ® attacks). Properly
executed parry attacks accomplish
that, as does repeatedly attacking
the armor piece with your sward.

Your also can sever a Darknut's
armar straps by sneaking up
behind it and executing any &
artack. Afrer an armor piece is
missing from a Darknut, attack the
exposed part of the Darknur's body
with vour sword, Hera's Bow, or
Boomerang.

Tip
When fighting more than one
Darknur [C-tavget the frst

e 0 raise (s sword,
it will be the first to attack, If
vou can keep them clustered
in a group. the Darknuts at theg
back ma
the front with their attacks
sawing you effort,

Most Darknuts carry anly
swords, which vou can knock our
of their hands with hirs, If a
Darknur is disarmed, it attacks by
punching and kicking, and you
don't get an apportunity to it it
with & parry attack. If vou leave a

Darknut alone, it rushes o recover

its sword. Let the Darknut grab its
weapon, because vou can then use
parry attacks against vour
adwversary.

Some Darknuts carry round
buckler shields, which they use
block most & attacks, even after
vou remove their armor, Lace in

game, vou come across Mighty

Darknuts, who hold shields and
also wear capes to protect their
armor straps. To cut the straps,
slash or burn away their capes.

Grappling Hook to take the
A Knight's Cresss from them,

Floor Masters haunt the Forsaken

Fortress and the Earth Temple,
amang other places. Thev disguise
themselves as shadowy puddles on

5(..._-'____
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the ground, When you approach,
they spring out and try o grab
vou. If a Floor Master pulls vou
inte its shadow, vou reappear in
another room of the dungeon.
They also grab nearby objects
{such as the pots and Bombs vou
throw at them) and hurl them at
vour, Floor Masters are vulnerable
1o your sword, bur to defeat them,
lure them aut of their shadows and
shoot them with arrows.

Gyorg

Found on the
surface of the
Grear Sea,
Cvorgs are
shark-like
cregtures that
hunt in packs. They swim up from
behind the King of Red Lions, and
attack when vou change vour speed
ar direction, If they hit the boat, they
knoek you out, Gyorgs are vulnerable
o viour Bombs, Boomerang, and
Heros Bow. Press (B2 while sailing to
jump over Gyorgs when they m o
attack vou,

Kargoroc

Kargorocs are glant multicolored
birds that flv around the peaks of
islands. such as Outset lsland
Dragon Roost Island, the Forsaken
Forest, and the Tower of the Gods,
among other places. Thev transpor
Moblins and Bokoblins into batle,
but they are zlso formidable foes in
their own right.

There's nothing fancy about
their attack—they swoop to hit
vou, But they aren't tough and
thev re vulnerable to any weapon.
Projectile weapons such as the
Boomerang and Hero's Bow work
kst against them,

Tip
Hit Kargorees with your
Grappling Hook to pull

Golden Feathers from them

Keese

Keeses (left) are bat-like enemies in
the Forsaken Fortress and Dragon
Roost Cavern. Thev re among the
weakest foes in the game. You can
defeat them with anv weapon, but
the Boomerang works best because
it can hit them from a distance and
can follow their erratic flight
patterns.

Fire Keeses {right) are a more
powerful version of standard
Keeses. These fiery bats set vou
aflame if thev hit vou, which
causes maore damage than a normal

Keeses artack. Like ordinary

Keeses, Fire Keeses are vulnerable
[0 any weapon, especially the
Boomerang,

| Magtail

You encounter
Magtails in
Dragon Roost
Cavern and a
few ather
areas. These
centipede-like
enemies slither roward you
vertical and horizental sur
When they get within siriking
range, they rear back their heads
and strike with their pincers. If vou
hit 2 Magtail with a normal &
artack, it curls up into a ball for a
few seconds, To defeat Magtails,
wait for them to ger into striking
position and press & when vour
sword flashes, This executes a
parry attack and defeats them with
& single blow. Magrails are immune
o lava but vulnerable to water.




Miniblins come in several colors,
bur thev're all the same: small
crearures that rely an their
numbers (o overwhelm you.
Miniblins run along walls and drop
from ceilings. Listen for their
inctive “di-dink” chatiér and
defear them with vour sword to
keep them fron ma"-mrg over
vou. Miniblins are a1 the Forsaken
Fartress, amang at'.'ler places.

Moblin

Moblins are giant pig-nosed briges
that smack Link with their spears
and throw their lanterns at him to
sed him on fire. Attack Moblins with
(@ ariacks. If they block, wait for
them 'L['J:_'k and execute a parey
ateack with @ when vour sword
flashes. You also can stun them with

your Boomerang o get them o drop §

their defenses. Moblins are tough
and strong, but they're not bright
Stav on them, and they
the hetter of

Tip

vobling wear Skull hecklaces.
Stutz them with your
Boomerang and hit them
repeatedly with your
Grappling Hook to pull off the
Skull Necklaces,

These largely
harmiless little
guys are the
larvae of
Mothulas and
are where
Maothulas are. They hop after you
1 ran past them and attach
do no

They
damage, but vou move more
slowly as more Mort F stick to
voul To defeat them, them with
Deku Leaf wu':-..?lasta wh-:n they're
on the ground or perform a spin
attack (hold =

hemselves to vou

i and release) when
thev are attachad w vou.

Mothula

rs, They scurry
u and release Mo
from their tails rather than stav
and fight. They are weak enemies,
but chasing them down and hitting
them when Maorths cover vou is a

challenge.

rths

Some Mothulas are endowed
with moth-like wings and can fly
around an area dropping Mor

lefe) L

se your Deku Leaf's
windblast or anv projectile weapon
to destrov their wings and ground

them, then defeat them as normal.

Octorok

Ocroroks are octopus-like creatures
that pop up from the water and
fire spiked rocks from their huge
Ccean Ocos (left) ave in
[1— Creat 3ea, and River Octos
are in the rivers of the

st Haven and Forbidden
Woods, To defeat them, block their
projectile attacks with your §

by at them, and KO them i
one shat
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Peahat

Feahats are in many areas,
including the Forest Haven, the
Forbidden Woads, the Wind
Temple, Hyrule Castle, and
Ganon's Tower. The vellow
propeller on a Peahat's head allows
it to flv through the air and attack
vou by running into vou.

A Peahat iz invincible until you
remave its propeller with a
Boomerang hit or Deku Leaf
windblast, When its propeller is
gone, a Peahat is immobilized and
visinerable to any other attack

Tip

Knock off a Peahat's propeller
atvl it it with vour Grappling
Hook o get 8 Golden Feather,

t Poes are in the Earth Temple,
though they also lurk in other
plages. Poes are narmally
intangible and artack by aking
[possession nk, which
temporarily reverses vour O
directions [+ becomes right. ®
ecomes dewn, etc.) Defeat a Poe
|.k shi antil it

VOUr sword,

B e

=

Rats [right) ars
in many inder
and under-
around areas

in the game,
especially the
Forsaken

Fortress. They scurry down walls

behind yvou and hit vou o shake

lonse a few

Rupees, wh

Ich thiey

then carry off. One hit from any

weapon defe

Move 50 g wickly thas

Boomerang is your best o

5 o

Some Kats carry and
These creatures are calied
They are

otherwise identical to Rats

Bombs,

Bombehus (left|

them, but they

LiE
prion

i o

find a Rat hole in a wall, sprinkle

some All-F
Rats 1o stop
pifer o sell

and Hyoi Pears!

ReDead

paralvzes Link if

These zombie-
enemies are usually in
the Earth Temple

among

irpose Bair 1o ger the
attacking—they even
vou All-Fur

8L

Bait

like

other places.

They move slowly
bt their piercing
shriek 'emp::-raril'--
he's within range,

ta

To defeat ReDeads, hit them with

your sword fror

n behing, or stun

them with reflected light before

attacking. The only
weapons that can hu

pr-‘]'e-'?' e
t ReDeads

are Bombs, and it [akes three tc

defeat a EeDead.
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Seahars are enormous versions of
Feahats that live exclusively in the
Great 5ea. They floar aloft until
vou sail near them. Then they drop
into the water and ram vour boar
Hit them with a projectile weapon,
such as the Boomerang or Hero's
Bow, 1o knock off their propellers
and immuobilize them. then his
them again to defeat them.

Stalfoses are
glant skeletons
armed with
apiked clubs,
You encounter
them in the
Earth Temple
and Ganan's
Tower, among
other places,
Keep vour distance, and these
lumbering bony bullies are
karmless. If vou get too close, they
guickly swing their clubs and
inflict damage.

Stalfoses are immune to almest
every attack when they are whole,
To weaken them, uge a Bomb ta

scatter their bones, then attack their |

vulnerable skulls with vour sword
to defeat them. [f vou take lon
long, the Stalfos reforms. and vou
have o throw another Bomb at it
o make it vulnerable to your

| sword again,

Wizzrobe

e
Wizzrobes are bird-like sorcerers
that appear, cast a spell, and
vanish. Then they reappear
somewhere else and attack again.
Every time a Wizzrobe appears, it
makes a distinctive sound that
alerts vou to its presence. Wizzrobe
wearing red hoods (left) cast only
fireball spells, Wizzrobes with
yvellow hoods (right) also summon
weaker enemies to their defense
Drefear a Wizzrobe by M-targeting
it and shooting it with the Hera's
Bow before it casts itz spell.

s ok G B I T o T
ety

Boss Enemies

Bross enemies are special enemnies that Link must face before he accom-
plishes an important goal, such as clearing a dungeon or obtaining a
special irem. You fight each boss enemy ance or twice during the game,
and defeating it requires a combination of actions and atiacks. The
rewards for defeating bosses are great, but vou have o earn them!

Ganon

Born as Ganondorf, a thief of the Gerudo
Tribe, Ganan has risen to power and
enshrouded Hyrule in darkness more than
once, Only the combined efforts of 2 voung
hero in green and a Hylian princess named
Zelda have stopped him in the past

Ganon possesses the Triforce of Power
and commands a legion of foul beasts. He
and Link encounter each ather ar several
points during the game, but only fight ai
the game's end, in Ganon's Tower
Defeating Ganon completes the game, For
mare informarion on fighting Ganon, refer to "The Final Battle: Ganon's
Tower” in the walkthrough.

Gohdan

Gohdan is a disembaodied head and pair of
hands. [t's the Tower of the Gods boss, and
the only dungeon boss that is nat a
minion of Ganon. It is a creation of the
gods of Hyrule, designed to test the

mettle of potential heroes. [ts hands attack
with punches and sweeps, and 115 head
shoots flames.

To defeat it. T-target and shoot the eves in its palms to disable them,
then (Cl-iarger the red eves in its head o disable the head. Throw a Bomb
in its mouth,

Defeating Gohdan gives vou a Heart Containgr and completes the
Tower of the Gods quest, For more information on fighting Gohdan, refer
t0 “The Third Pearl and the Tower of the Gods” in the walkthrough.

Gohma
Gohma is 2 giant Magrail and the Dragon
Roost Cavern boss. lts constant harassment
of the great Valoo sends the Rito into chaos.
It attacks with clubbing blows from its
claws and fiery magma spewed from its
mouth. To defeat it crack its armor by
swinging from Valoa's tail with vour
Grappling Hook, then snag its blue eye
with the Grappling Hook and artack it with
vour sword,

Defeating Gohma gives vou a Heart Container and clears the Dragon
Raoost Cavern quest, For more information on fighting Gohma, refer o
"Dragon Roost Island" in the walkthrough.



This monstrous bird has been kidnapping
voung girls with peinty ears from all of the
islancls of the Great 3ea at the request of its
master, Ganondorf. It &5 the boss of the
Forsaken Fortress during Link's second

trip there.

Avaid the Helmaroc Kings attacks unil
vou get to the top of the Forsaken Fortress, at which point you must
smash its protective mask with the Skull Hammer and amack its beak with
yor swiord.

Deefeating the Helmaroc King gives you a Heart Conrainer and
completes the rescue of Link's sister, Arvll, as well as the other givls the
Helmaroc King kidnapped. For maere information on fighting the
Helmaroc King, refer 1o "Castle Hyrule and the Return to the Forsaken
Fortress' in the walkthrough,

Jalhalla

Jalhalla is a giant Poe and the boss of the
Earth Temple. [t has the possession attack
af a regular Poe, as well as a wind gust tha
blows you into the spikes that line the
room and a fire blast that singes vour cap.

Feflect light at Jalhallz with vour Mirror
Shield o make it solid an

vulnerable, then throw it into a
spiked pillar o split it into s
component Poes, Defeat the Poes to
defear Jalhalla, which gets you a
Heart Container and completes the
Earth Temple quest,

vour Boomerang to expose its interior and attack it with your sword.

Defeating Kalle Demos gives you a Heart Container, frees Makar from
its clutches, and completes the Forbidden Woods guest. For more infor-
mation on fighting Kalle Demos, refer to "Forest Haven and the Forbidden
Woods" in the walkthrough,

Molgera

=3 Nlolgera is a giant sandworm and the boss of the
Wind Temple. You fight it again in Ganon's Tower. lis
attacks inclade hiding in the sand and snapping vou
up, soaring through the air and dropping down on
you, and releasing smaller larval versions of iself 1o
attack you, Molgera larvae and Molgera's tongue are
both vulnerable to the Hookshor

Defeating Molgera gives vou a Heart Container
and completes the Wind
Temple guest. For more information on
fighting Molgera, refer to "The Wind
Temple" in the walkthroy

Phantom Ganon is Ganon's shadowy
avatar and his first line of defense against
would-be heroes. [t appears as a mini-boss at
rwa different points in the game—the first during
Link's second visit to the Forsaken Fortress, the
second during the Ganen's Tower quest.

In both fights, Phantom Ganon shoots a white ball of magical energy tha
vou can deflect with a well-timed sword or Empty Borile swing. Bounce the
ball back and forth unril it hits and stuns Phantom Ganon, then attack the
stunned boss. The first time vou defeat Phantom Gannon, you get the Skull
Hammer. The second time you defeat it, v get Light Armows.

For more information on Fhantom Ganon (including the new attacks it uses
in the Ganon's Tower fight), refer o "Castle Hyrule and the Return 1o (he
Fursaken Fortress' and "The Final Battle: Ganon's Tower" in the walkthrough.

Puppet Ganon

Puppet Ganon is the last boss vou fight
before facing Ganon in Ganon's Tower,
It is a massive marionette that assumes
three different forms: a humanoid pig
{shown in the
screenshot;
simnilar o the
original
Ganons of past Zeldo games), a six-legged
tarantulz, and a fast-moving serpent.

Too defeat it in each form, shoot the
glawing blue crystal on its backside with
Light Arrows. Defeating Pupper Ganon
allows vou to continue to the final fight
with Ganon. For more information on fighting
Puppet Ganon, refer to "The Final Batele: Ganon's
Tower" in the walkthrough.

Wizzrobe (Mini-Boss)
" Wizzrobe in the Wind Dungeon is also the
mini-boss of that dungeon, The first
Wizzrobe you encounter can summon
other creatures. Unlike other summoning
Wizzrobes, this Wizzrobe can summaon
other Wizzrobes, making this a
chaotic fight.

Defeating this Wizzrobe gives vou the
Hookshot. For mare information on fighting the Wizzrobe
mini-boss, refer to "The Wind Temple® in the walkthrough,
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Prologue
"This is but one of the legends of

L

=71

‘Long age. there existed a kingdom where a golden power lav hidden, |t was a prosperous land blessed with preen forests, wall mouniains, and
peace. But ane day, a man of great evil found the golden power and took it for himself. With its strength at his command. he spread darkness
aeross the kingdony. But then, when all hope kad died, and the Rour of doom seemed at kand. & voung bov clathed m-green appeared as if from
nowhere. Wielding the blade of evil's bane, he sealed the dark one away and gave the land light. This boy, who traveled through time 1w save the
land, was known as the Hero of Time. The bov's tale was passed down through generations until it became legend. But then, 4 dav came when a
fell wind began 1o blow across the kingdom. The great evil that all thought had been forever sealed away by the hern once again crept forth from
the depths of the earth, eager to resume its dark designs.

"The peopie believed that the Hero of Time would again come to save them. But the hera did not appear. Faced by an onslaught of evil, the
peaple could do nothing but appeal to the gods. In their last hour, as doom drew nigh, they left their future in the hands of fate. What became of
that kingdom? None remain who know. The memory of the kingdom vanished, but its legend survived on the wind's breatk. On 2 certain island.
it became customary to garb bovs in green when they came of age, Clothed in the green of fields. thev aspired to find heroic blades and cast
down evil The elders wished only for the vouths ta know courage like the hero of legend,

Tiie Legend of Zetdg: The Wind Waking him. she reminds kim At this point, vou take control Climb the ladder inside the
Wiker beging an Queset ksland, thal tedday is Ris birthday. and it's 3 of Link. Climb down the tower house and find Grandnia in he;
where a young girl named Arvll is  special birhday—the day he vomes | ladder, eross the long pier af its loft, Approach her, and a cofiver-
lzoking for her big brother, Link of agel She tells him that their batrom. and head west along the sation begins. Far Link's birthday,
After a bit of searching; she finds Grandma s looking for him, and facebridae that connects the two she made him a set of green

hiry astesp in the island's that he'd better see what she wants. © haives of Qutset Island. Follow the  clothes, part of their people's
watchower foctpath until vou reach coring-of-age eustom.

Grandmas house at the island's
noriwest epd,



Arvll gives Link his birzhdav
present: her Telescope. |ts her
most prized pessession, and she
actually enly loans it to him for
the day: but Link has it for the
£ntire game.

Link zzcepts the Hero's Clathes,
although they seem unseasonably
warm. Grandma iries o cheer him
by telling him that he i now the
same age as the voung hero
spoken of in all the legends and,
besides, he onlv has 10 wear them
for one day.

To use the T-Jes::pe enter the
| [tem Menu (press | (] I| select
the Telescope with 2, and press
:5 ¢, or (0 to assign the
Telescope to one of thoss
buttons. Fress & fo refurn fo
the game. Press the Telescope's
| assigned button to use it. Pan in
any direction with 2 and zoom

'I:|'|

In alden times, bovs who
reached Links age were considered
men and trained o use a sword,
but now a man named Orca is the
only Ohiset vitlager with martial
training, One ancient custom that
kas survived is the hanging of the
family shield on the wall.

iR or out

Grandma shoos Link out of
the house, teliing him to g0
play with Arvil while she
prepares for his birthday
party. Return to the
watchrower, and fing
Arvll to begin another
conversation.

: Arvllells Link to look at
their house, then to zoom in

on the red postbox m front,
You ger a good view of

) Quill, the Ries

postmar, who seems

suddenly agitated.

When Arvll cries ouz, zoom out
18 and lnak in the sky 1o see what
has startied Link's sister. It's a giant
bird (the Helmaroc Kingl, with 2
blond giel [Tetra) in s claws!

e i R

A pirate ship follows hot on the

- Helmarac Kings tatl feathers,

catapuliing rocks an in. A rack
connects, and the bird drops Tetra,
who falls into 2 forest ar the

highest point of Oueset lsland.

Link zooms out gn the spat
where Tetra landed, indicating

¢ where vou have to go wfind her

Arvll tells Link he must zave the

¢ ogirl, bt e can't go withows
- something o defend himself,

That's vour cue to find Orea, the
swardsman that Crandma spoke
af. He lives in the two-siory house
across from Grandma's. As vou
approack, Orca's brother invites
Link upstairs @ learn basic game
contrals, We covered these in a
previous sectior, bur if vou want a
refresher. head on up. Otherwiss,
go through the ground floor
entrance ta find Orca.

Approach Orca and press & o
speak to him and ask for sword
lessoms. This begins a series of
mock combat exercises in which
Orea tells vou how to execute the
following atracks:

SSTIINO01 NICAIGHO] THI ANV ANV1S] I1SI1']1’..?II

ﬂﬂ; Ind press (&) :
Viertical slice (hold I_I i laqet
Orca and press ()

Thrust thishd (L1, hold o, and
press (81 +

Spincattack (hokd & bar a
e dil:li release il o

lidsllt“sj'

Jump attack (L] -targel Grca
anl pr ;

Afrer vou perform each attack
according to Orea's instructions, he
gives Link the Hera's Sword. The

sword is equipped o ® as long as
Link possesses it.

Note
Either leave immediately
rescue Tetra, or check out
“Missing Links" at the end of this
section for a lst of all of the

5‘.I.'|E-2’4'E'5'.': WOU Can periorm on
Dutset Island
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New that vou're armed, go find
Terra. ot the island's northeast
corner, a3 if vou were heading
back 1 the watchrower, When vou
reach the sign at the end of the
warchiower pier, tiurn right
tsoutheast) and follow the dirt
path that winds away from the
watchtewer end up to the Forest
of Fairies.

A sign halfway up the path savs
that the forvest pathways are
closed, but this is an emergency!
Use vour sword 1o hack down the
smgll frees bevond the sign and
comtinue past them.

The suspension bridge thar leads
into the forest is missing a plank or
two, but Link autamaticallv hops
across any gaps. Run across it and
g0 through the cavernous entrance
| to rezch the Forest [\
af Fairies.

The Forest
of Fairies

When vou enter the Forest of
Fairies, Link glimpses Tetra hanging
from a tree branch. Adter this quick
CULEzeng, vou resume cantral of
Listk. Muve straight dovim rhe
narrow path in front of vou to the
next forest section.

‘fou must defear 2 Bokoblin, Use
the technigues vou learned from
Orca. and it won't be a tough fight
After defeating it crawl through
the hallow log in the center of the
area to ger a Red Rupee.

Climb onto the stump and leap
across 1o the elevated area in fron:
of 1. A sign there marks the site of
an ancient fairy fountain, long
since buried under a giant boulder

Tip

Feturn here when you have Bombs and can blow up the boulder to

reach the fairy fountain, where a Great Fairy will upgrade vour Rupee-
carrying capacity. For details. refer to Ouiset Island (271 in the Islands
of the Great Sea section after this walkthrough.

Ban up the inclined log near the
sign ta reach the last part of the
Fairy Forest, You have to defear
twir mare Bokobiing, bur thev'ee
net much of 2 threat,

When the Bokobling are defeated,
Tetra wakes up and tumbles from

the tree, A pirate appears and speaks .

with her, Thev leave the farest,
paving little astention w Link.

The scene continues outside the

forest, Arvll stands at the other end |
of the suspension bridge. calling ro
Link. As she starts o cross the
bridge, the Helmarao King !
sparches her up and carries her off
Withour thinking, Link runs after
her—and off the summit! Teira
arabs him at the last second, and 2
helpless Link watches the bord

carry away his sister.

At the beach. Tetra is shocked 1o
hear Link ask to go with the pirates
50 he can pursug the bird. She
refuses, until Quill the postman
et inte the conversation,

The well-traveled birdman has
heard that voung girls with long
ears have been kidnapped all across
the Great Sea. and if Tatea and her
pirates hadn't chased the bird to
Qusset Istand, the hird never would
have seized Arvll,

Quill knows thar the bird ropsts
in the Forsaken Fortressio the
north. Tetra has keasd nothing
good about the Forsaken Foreress,
and she agrees to let Link come
afong if he can find semething with
which to protect himself.

Return t0 Grandma's house and
climb to the loft, The shield =
missing. Climb down the ladder
and speak to Grandma. She gives
Link the Here's Shield so he can try
1o rescue Aryil.

G to the pirates on the jsland's
northwest shore, Now that Link is
equipped with a shield, Tewra allows
him to board the ship.




The
Pirate Ship

Terra's not pleased that Link has
joined her crew, She ridicules him
and asks if he's going 12 ooy, then
orders him below decks and out of
evervona's way, she tells him e
find a pirate named Miko.

G through the door at the ship's
bow [front) and go downstain wneil
vou find Niko. According to Niko,
Link must pass 2 pirate skill test that
invalves swinging along lantern
ropes Lo cross a series of plarforms
in the ship's hold. The platforms
anbv stay raised for & couple of
minutes after they are activaced, so
move guickly. IFLink does it, Niko
gives him a reward,

Rope Swinging Controls

Bullonis

Fzce rape ard un
Loward it with 4
{Link automatizally
jumps)

Swing + and <+
lumpofizone &
Stop swinging  E

Change direction Stop with EJ, then
HEREE Rl

Stop with Z]

then [~ ar &

Command
Jump anto-rope

Climb upar
dawn rape

Note
IF you take too long and the platforms retract, climb up the ladder near
the room's entrance and hit the trigger switch to raise them again

top to retract the platforms. Then hit the other switch to raise them
again, This resats the timer on the platforms.

Link gets his first view of the
Forszken Fortress. and it doesn’
look inviting. Searchlights beaming
aut From the forteess walls keep
Tetra and her crew from drawing
ary nearer. How will they ger
inside?

ape Tricks
To quickly cross the room; make Link face the platiorm to which you want
to swing. Press (L) to.center the camera behind him—and n
there's a rope between the platforms! Taking extra time to li
leap is move efficient than frantically leaping onte o rope a
your swing so you can change direction,

ke sure
e T VNN
stopping
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Tetra has a plan. but she doesnt
share it with Link. Before he knows
it Link is stuffed @ a barrel,
mounted on the catapult, and
launched into the formess! Teira's
zim was 2 livle off, however, Link
smacks into the side of & wall, loses
kis sword atthe top of the highes
tower, and fails down 1o sea level,
Not a promising beginning 1o an
adventure. ...

onto the rope, you can hit (804 sp
land on the mext platlorm.
Don't panic. Your time limit is a gene
the clock start to tick slowly, you've reached the 40-second mark. When it
ticks quickly, you've hit the eeond mark.
IF you set up your swings and don't spend @ lot of time on the ropes,

After Link gets the Spoils Bag,
Tetra announces that they ve
reacked the Forsaken Fartress and
tells him 1o come topside.
Eeturn to the main deck.
Climb the ladder on the
mast's aide to reach
Tetra in the crow's nest.

When vou make it fo the other
side. ar amazed Nike offers Link
the coments of a chest as his prize.
The chest containg the Spails Bag,
which helds items that you
get from defeated enemies,




FHE LEGEND OF °

Forsaken Forfress

] FORSAKEN FORTRESS 2F

'||r§ '4' Compass E.E:,__"_'j-ﬂungmn Map

) FORSAKEN FORTRESS 1F

@ = Chest (Plece of Heart 21}

Q - Chest (Yellow Rupee)

From vour starting point, walk up
the sione stairs and pick up one of
15e two barrels at the first landing.
Link hides under the barrel when
hes ner moving. Barrels like these

- keep vou from being spotzed by
mansters and enemies, and Link,
now sword-less, needs (o avaid
being detected.

If a sezrchlight or an enemy
catohes Link, ke is raken to a jail
cell. To make it through the
fortress and retrieve vour sword,
taking out the searchlights showid
be vour first priority,

_-Searcﬁﬂht ]




Note
The harrel does you no good if an
ENEMY $885 YoU MOving unter it.
Ihe tortress monsiers aren't

| bright, but they know that barrels
| aren't supposed to walk around!

While hiding under the barrel,

IH1 ANV ONVISE 135100

When the Bokoblin is defeated The ladder leads up 10 another

climb the winding staics past the and the searchlight disabled, L Bokoblin who runs the second
courtvard, and up w a pathway climb down the ladder. backtrack | searchlight. Defeat the Bokoblin,
that runs along the inside of the to the stars af the blue pathway -either using his Deku Stick or one
tower walls, Lse & to adjust your: @ that led up to theladder, and © of the sticks in the nearby pot, to
camera angle so vou can watch the © enter 2F Room 1. © disable the searchiight.

searchlights and don't move when
they shine on vouw.

| 2F Room 1
Searchlight #1

“SHINO1 NIIQIRIOL

IF an enemy or a searchlight
nodces Link, he is thrown inte a
tushding cell in 2F Room |. Estape
i easy il vou follew these
instructions:

After vou shut down the secand
searchiight, climb down the ladder
and go into 2F Room 1 via the

This room has two waaden doar vou came through.
plateaus with a swinging rope
At the end of the siairs, a blus | bevween them. Opposite vou on 3
| pathway leads up to a ladder. This thie Toum's other side is a chest, but = 2F Room 1
lacldet sakes vou to the first dom't warry about that now,

searchiight, atop the westernmost Tnstead, go through the west doer
tower, Take off wour barrel and an vour side of the room and back
,'d e climb the ladder. - outside.

Climb on the rable and face the
wooden shell with the pot on-top of
it. R toward the shell o jump
ok i

e

R Tip
il Almost all the second-floos
I rooms have open floors, Falling
off the rooms’ narrow platforms
deposits you in the first-Haor Swing across the raom on the
room underneath. Sty off the lantern rope as vou did in the
first flaor if possible! Moblins pirate slip. On the arher side is a
3 patrol the firsefloor hallways. [TEASUIE '.'.|1E51. Stand in from of 1
& Bakoblin sits at the searchlight W .., fall inco 2 IF room. 26t and press & w open it and get the
controls, Defear him with & Deku ; o Farsaken Fortress Dungeon Map.
Stick 16 disable the ssarchlight. You -
can Ul-target him while halding
=] o black his attack with vour
shield. That causes his Deku Stick
t0r Ty oar of his hand when ke tries

f tor strike vouwith it. Alternatively,

W captured and break our of jail

Note

The Bungeon Map shows

Forsaken Foriress's interior floor
plan. Press 4 on the = Confrol
Pad o view the map, and 4+ or 4 §
ta view different floors. Rooms

vou already visited are green
Others are black. You're in the
flashing room

Lifi the pot to reveal & small
tunnel, Crouch and crawl into the
tunmel.

vou can shatter a pot containing
Deku Sricks near the searchiight
and use one of them w astack the
Bokoblin.

Fullow the tunnel toits end. You
appear ouiside the jail gell in 21
Room |. Proceed north to coni
YO quest

| Don't worry about being naticed
by the Bokoblin, Bokobling can't
sound an alarm in the Forbidden
Fortress

From 2F Boom 1's exit, tarn lefe
[southwest) and head onto the
' small bajcomy. Climb the ladder ar
. the halcony's spush end.




After vou have the Dungeon
Map. swing across the room on the
lantern rape and exit the room via
the east door (the ane vou firs
entered, rot the one vou returned
thraugh after disabling the second
searchlighty, Fraom outside, run
ieast] to the next door, which leads
into 2F Reom 2.

2F Room 2

Much like 2F Room 1, 2F Room 2
has rwo wooden platforms
separated by a gap with a lantern
rape between them. Don't swing
across that gap vet, Instead, lift the
barrels in the room’s east corner in
reveal a chest. Open thar chest 1o

get the Forsaken Fortress Compass.

Note

The Compass gives you the
lecarions of all treasure chests in ||
the Forsaken Fortres i

dppedr as small vellow I:I'_"J.":'?E on
the in-game map. Once opensd, a
chest disappears lrom the map,

Afrer vou get the Compass, swing

Hacross the rope to the room's narth
side andl exit via the novth door,

Exit 2F Roowm 2, ther run left
inarthwest) o the balcony. & the
balcoms s southwes: end, 2 hlue
pathway winds upwards. Run
along it 1o & ladder.

At the mop of the ladder i the
third searchiight. Defear its
Bokoblin guard with a Deke Stick
as vou did the previous two; it

L gives vou 2 jov Pendant when vou

defeat it. Defeating this Bokablin
disables the last of the fortress
searchlights,

Climb down the ladder and
backrrack o the hallway hetween
IF Raoms 2 and 3. Go through the
narth door inte 2F Room 3.

2F Room 3 | Tip
} Before you go into 2F Room 4
open the treasure chests in 1F
Rooms | and 5. This is the best
time to pursue these optional
rewards {see "Missing Link;
Plece of Heart #17)

2F Room 3, like 2F Rooms 1 and 2,
consists of two wooden platforms
with a lantern rope between, Swing
to the room's north side and go
through the nonth door,

:

T veaich |'F Room 1, fall iweo it
from the north end of 2F Room 1.
Do this after you've been busted
and have escaped from jail,
because you'l wind up back there

Take a left onto the southwest afier opening the chest

balcony off the hallwayv between 2F ;

Raoms 3 and 4 tofind a wooden

crage in front of a gap in the

balcony wall. Push this crate off the

balcony and intg the forsress |

CoLrryard.

The ireasure chest is ina
jatl cell in the room's northwest
corner, To open the cell, it the
harrels in the room's northeast

The crate is an msurance policy.
I vom make a mistake, use the
crate to-reach a ladder in the
courtvard's northeast end that leads
up to this balcony, That saves vou
the hassle of rope-jumping
through several raams.
Afrer viou push the
crate, resurn o the
hallwayv and go
thraugh the
north door to
2F Room £,

The cell door swings open. Kun
in-and open the chest o get your
first Piece of Heart, the only one
mot found i the Overwarkl! For

ery lour Pieces of Heart you find
you get a Heart Containes fo add o

your Heart Meger,

Ater vou get the Piece of Heart
run into the Moblin gu !
captored,and return o 2




snezk past | ant Maobli the staizs, When vou reach the Shortcut Past
aua d reach the large door at. - doer, drop the barvel and duck i : i

the room's porth end. ough the door, the Moblin

E ¥ — — Guards
Missing Link: e e 'l Climbing the
Rupee Chest W Ll North Tower

o

2F Roam 3 ar 2F B burthe | [0 2 8 A ladder leads down lrom the first

T @aler 1F Room 3 lther g method s . s T sap you need 1o sidle past on your |
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thromgh the courtyard's aorthwest : & Z = way up the north tower. If you drop
door or threugh the sorthwsest P ARELEONE - & Yoilhe past the worst thar the down the gap. you arrive atd

door in 2F Room | cross the: : Farsaken Fortress has at plateau with a crave and angther
outdunr hallway inteo zfnﬂqm 5 = : ’ (o0 st usmb SIGRE fadder beading to the hallway

and dvop into | F Riom 5. ; /i i i e § : between 2F Rooms 2 and 3.

2 Om thie-gast wall is a hust of|a | E ; s Push the crate: {!ﬁ'ﬂ\ﬂ thﬂg'lll
Maoblin with laser eyes. It fires at e o . ; i Use the ladder leading down 1o the
yo i you run into the middhe of ' hallway between 2F Rooms 2 and 3
the v, so don't. to reach the ladder leading up to

the gap in the novth tower

pathway. 105 unlikely youl fail o

At CRCRE R S S complcte the Forsaken Forress
aniather barrel Lise this o quest at this point, bt i you do,

sneak past the Meblin, then go e these ldebers to bypass the
around the tall noreh tower, Mablin guards.

acam e

Instead, stick o the room’s edges
and open the treasare chest on one
of the bunk beds along the
northwest wall, Inside s a Yellow
Rupee (worth 11 Rupees). 105 a
small reward for the risk of getting
shot with lasers; but a young hero
needs all the cash he can gel

o ledge
the contin-

vy, Face the
rien againgt it by

4'is the ¢ )
haz no l.:anrn TOpRe O
an swing. Instead,




Chib the stone stairs past the
second gap. Your sword lies in
Front af a Shield Bokoblin guarding
a large wooden doos. Run for the
sword and press & to pick i up.

When vou make a break for the
sward, & row of spikes pops up
behind you, sealing wou off from
the srairs vou just clinsbed., B
doesn't matter Grab the swird and
defeat the Shield Bokoblin, He's
tugher than the searchlight
guards, but not much:

. e

The King
Reod Lions

Lirsk lands in a distant part of the
Girgat Sea, floating face up and
unconscious: A red boat pulls up
next o him, and the screen fades
bio Black again,

When the Shield Bokoblin is
defeared, the large wooden door
opens. Enter it woreagh the cell
where Arvll ¢ being held, along with
several other girls. She glimpses
Litik, and her eves widen in jov

Before Link can rescue Arvll: the
Helmaroc King returns, It plucks up
Lirk iy its powerful beak and flies
oult the top of the rower with hirw

o

Link awakens toa voice
calling his rame. He opens his
eves and finds himself in the red
boat, . and the boat is talking o
him! The boat introduces itself as
the King of Red Liops. the ondy
talking hoat in existence, and tells
Lirk he has nothing 1o fear.

| bird is Ganon—the villain of st

Missing Links

That endé the main quest for the
first part of the walkthrough, bt
vou can fake on many sideguests.
Refer to “islands of the Great Sea”
o “Legendary Checklist® after this
. walkthrongh for more information
The bird flies by the shattered on these sideguesis:
hull of a ship mousited ar the top of
the tower, where a large man with
green skin and a red beard (Ganon)

examines Link, I-urtress (A1)

rt A Wﬂdﬁ“
Ia:land :mr Bmhalnp mlnhdnu
Trungle Tuner: WH“ Isbaml
I'lJ_‘L Tree lmhtle
Fitrbe's
I'IL!} fl'{‘t"

With the slightest nod of his
head. Ganen orders the bird 10 fling
Link far awav fram the Forsaken
Fortress. Link flies into the naght
sky, shrinking to a2 speck in the
distance as the screen
goes biack,

The King of Red Ligns advises
Link on his quest o rescue Aryll
He telis him that enlv oneg item
¢an defeat Ganen, and Link must
sirvive many trials to get it Link
agrees. The King of Red Lions
prepares to leave for the rex
part of their quest.

The King of Bed Lions
watched Link make his bald bus
foalizh raid an the Forsaken
Forrress: Me tells Link that the
man who commands the gian

about every Legend of Zeldn game,
the man wha was defeated by the
Hero of Time in ages past. The
spell that bound Ganes has been
broken, and he Bas returned to
work his evil magic once again,




The King of Red Lions can't
jerurney across the Great Sea
until he gets a sail. Link must
find and purchase the Boars 3ail
on Windfall 1sland. their current
locarion, before they can depart.

Winorall
Islano

Note
a sail for the King of Red Lions,
but you can undertake many
other sidequests while vou're
here. Refer to "Missing Links" &t
the end of this section for more
; information,

T find Zunari. the sail salesman,
turn southeast, Run up the
prassy embankment pasta
couple of children (Potova and
Jnarna) to a dict path. Continue
along the path to the northeast,
passing by a red posthox and
going under a stane arch,

Keep north along the path
and up a set of stane s,
Bevond the staies is a merchants
booth, whers vou see Zunati,
dressed in a furry blue parka.

Using the Wind Waker

Command Buttonis)
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Conduct in [ nat push &
/4 time al all
[ 2-note song)
Conduct in Push and hold €
44 time
[4-nate sog)
A : ; Conduct in Push and hatd 2
Tunari was shipwrecked on &4 time
‘;iindfaié [s]and,_aréd ;'Irnly his On vour way to Drazon Roost (Gente song)
at’s Sail survived the wreck. Bt g g e e F Ao
R Island (F2}, you might come across Play notes &, 3, ar @

a slow-moving barge. This Is one of
Bezdle's Shop Ships. Board it and
buy All-Purpase Bait and Hyol
Pears from Beedle. See the "lslands
of the Great Sea" or "Legendary
Checklist” sections after this
walkthrough for more information,

Fupees.

i Tip
If you don't have 80 Rupees

|| smash some pots and cul some

¢ grass on Windiall Isfand o
increase vour cash flow

Dragon
Roost Islano

Using the Wind Waker is tricky.
¥ Holding (or not touching) ©
desermines the number of notes

8 in the song vou want to play: the
direction & is pushed
determings the notes played
Press @ in the proper direction i
befure plaving the next note. The
| song's rthythm s auomatic: vou
have to play the right nate with
the heat

If vou play the wrong note
press O in any direction o clear §
the song and starl over,

Return to the King of Red
Linns in the inlet on the
rorthwest side of Windfall sland.
He gives vou a brief nutarial in
the art of sailing, When he's done,
Hop inte the boat, assign the

The isiand in quadrant F2 is
horre 1o the birdlike Rito tribe,

- whose members serve a8 posimen
far the islands of the Great Sea.
The island s known as Dragon
Roost Island because of the gian
red dragon thai lives atop the
island's peak. The dragon's name
is Valoo, and he is the spirit of the

 skies. Link's mission is to find

© Valeo and ask him for an item

' called Din's Pearl.

Boats Sail 1o % o 2, and
shove off. With the west wind at
vour back, sail east from Windfall
Island (T32) 10 the destination
miarked on veut Sea Chart,
Dragon Reost land (F2L

Basic Sailing Controls
Command  Buflonis)

Raise sail S @

iiwhichever vou have

the sall assigned to)
Lowar sal & Run up the northwest
Hap into/ ® when il is down pathway. A giant boulder blocks
out af boat vour way., A bomb-shaped plant
jump & wher sall & up grows ir. fron: of the h.cruidv._er. ;ﬁl

) iy sign warns vou nat to attack the

Cruise slowly [ when sait is down

Bomb Plant. If you do, it blows
up i vour face amd vou lose a
| quarter of & Heart from your

Life Gauge.

Check Spa Chart + on the + Contrgl Pad ;

iDverworld map! Before Link leaves to meet
Valoa, the King of Red Lions

© gives him the Wind Waker, a
baton thar was used to conduct
muzsical pravers @ the gods long
ago. Perbaps it still allows its user
to channel the power of the gods.
The King of Red Lions gives Link

2 quick Wind Waker tutorial and

sends him an his way.



Approach the Bomb Plan: and
oluck it with & Either throw it
at the boulder with &, or run 1o
the boulder and place it an the
ground with &L Yoeu have three
seconds before it explodes: the
faster it flashies, the closer it is
blowing up, The Bomb Flant
destravs the boulder so veu can
continue up the path.

oW back a tew
you pluck them,
around and
experiment with them.

Bomb Plants

seconds afie

Throw a fe

Twer rmore boulders are past the
one vou just blew up, Bombing
the one to the northeast opens a
path o the warer, Bambing the
ang o the nomhwest allows vau
o continue veur climb up Dragen
Foost lsland. Lise the nearby
Bemib Plape to dezonate the
northwest ome (and the ather as
 well, if vou wish),

Keep going up the path ancil
- fvou come to a broken suspension
fbridge. Pluck the Bomb Plant

next i it and run up the incline
to the nort. The incline doubles
back on iself, and at the end
there is anether huge boulder
that vou need o blow up.

Climb ta the ledge where the
beulder used to be and sidle
sauth aleng the narrow ledge,
jusr as vor did in che Forsaken
Foriress. Grab the Blue Rupee (3
Rupees) at the end of the ledge,
and drop 1o the grassy plaseau
below the Rupee.

Use the nearby Bomb Plant ta
blew up the store black ra the
seuth, When veu do sp, two
blacks on top af it drop. 1f vou
fall off the pathway, vou can pull
the bomom block aur and use it
@ & shortcut 1o get back up to
the pathway.

Co inte the doorway nest to

- the red posibox and approach

Quill, the postman vou met an
hutset Island. He's impressed
that Link could travel sa far
withour wirgs! He invizes Link
2 come inside and meet the
Ritg Chiefiain, who he believes
will help Link in his quest o
rescue Arvil.

The Rito
Aenie

Follow the winding northern
path to enter the Rito aerie and
mest the Chieftain. Apparently,
Valoo i upset, and none of the
Ritoo know why. This froubles the
Rito, as the Rite eoming-of-age
ritual invalves gerting a scale
from Valon, which allows voung
it to grow their wings, In his
current state, Valoo is
unapproachable. The Rito can't
help Link until they solve the
Valoa situation. The future of
their peaple deperds upon it

The Chicftain also has 2 more
personal problem. His son, Prince
Komali, sheuld be getting his
wings, but the bay is not as
strong-willed as the chiefizin
would [fke. He fears thar Komali
daes not possess the inner
strength to get his wings, Link
agrees o talk to Komali and
impart same of his courage to the
voung pringe.

The Chieftair thanks Link and
asks him to ger an item from a
girl named Medli and give it 1o
Kamali, Quill gives Link a
Delivery Bag, which can be used
to store letters just as the Spoils
Bag stores treasures.

Medli

To find Medli, take the slevaed
pathway that runs along the
interior of the aerie unril vou
reach an open doorway with a
guard ourtside. Medli is bevond
the doorway,

Medli is studying to become
ane of Valoo's attendants. She gives
Link the Father's Letter, which the
Chiefain wrote w0 Prince Komall,
The letier appears in Link's
Delivery Bag Medl tells Link that
Komali's room is “way it the back
om the first fioor. She asks Link not
to judize Kormali oo harshly in his
current aate, and alse asks Link 1o
mest ker at the Dragon Roost
Cavern enzrance later,

Prince Komali

To find Prince Komali's room,
drop to the first flogr of the aerie
where vou spoke 1o the
Chiefrain. Opposite the main
entrance is & doorway leading to
a long hall. Ar the end of that
hall is the door to Kemalis room.



_ Assign the Father's Letter o
L&y, . or [, approach
Kamali, and press the butson o
give him the letter, The letzer
doesn't ser Komali's mind at ease;
he's afraid of Valoo, When Link
tries to tell hir 1o be brave,
Komali scoffs, asking Link if fe's
gaing to be the ane o calm
down Valoo, Komali challenges
Link to find somesne wha can
get to Valoo,

Opening
Dragon

Roost
Cavern

The Dragon Roost Cavern
entrance, where Link agreed to
meeet Medli, is on the aenie's first
floor. As you exit the hall leading
to Komal's room, turn left
and go through the
guzrded door. If vau
spezk to Hoskit the
guard, he tells vou that
there's no way into the cavern—
the bridge is out, and vou cant
swim to the other side
because the spring
that used 1o fAow
there &5 dry

Ga inta the cavern gntrance
and drop off the broken

suspension bridge o find Medli,

She rells Link that Valoo's rage
caused a boulder w fall into the
spring's source and plag i She
asks for Link's help in getting to
the small shrine atf the top of
Diagor Foost, but she can't get
to the ledge on the snapped
bridge s other side

wi

Pick up Medli with &, and
stand on the nearhy small rock
platforns. Face the bridge's other
side. and wait for the wind to
blow toward i, Watch the
movement af the dust parricles
in the air. When the wind blows
toward the ledge Medli wants 1o
aet to. press & to throw her

Link's boost gives
Medli encugh wind under
her wings 1o make it o the
ledge [n thanks, she gives
Litk the first of four Empry
Bostles in the game, Empty
Bottles can hold ary Hoquid
as well as other items.

Link wouldn't be much of 2
hero if he | a young girl go into
a dangerous situation by herself,
Yot st follow Medli. The first
step is 1o fill the Empty Borle
in the shallzw poot of the
former spring,

Now that vou have a bottle of
water, use [j'IE SUSSJETISEDH
ridge’s remains as a ladder and
climiy 1o the ledge vou leapt off
o meet Medii. Go w the cavern
entrance, where you find five
shriveled Bomb Flants,

Lise the botle of waler o
revive at least one of the plants.
Pluck the Bemb Flant and hurl it
at the huge boulder thar stops up
the spring

Wwith the boulder destroved,
water floads into the cavern. You
can now awim o the ledge @
which vou threw Medli.
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Climb onto the ledge and
approach the pool of leva. it's
oo wide to jurg across, and 108
ton hot to swin through. Pluek
the siearby Bomb Plant and
throw them at the twe stoRe
statues on either side of the lava,

if the fruit lands in the green
stone baskers that each statue
fiolds, the statue crashes into the
lava, praviding a plarform for
voul to safely jump to. Bomb the
ane to the right first. and throw
Bomb Flants at the left statue
while standing on the platform
created by the first statue. After
both are down, cross the lava
poal and go straight inia
Dragon Roost
Cavern.
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Dragon Roost Cavern

First Floor (1F)

DRAGON ROOST CAVERN 1F
Yo B
- Big Key
1
I p Dungean Map '- Locked Door
ek,
e

@%— Small Key ‘_ir,f:-

VI i

;‘E% Roost Cavern 2F)

' — Green Warp far

a:g“ ~ To Point A (on Dragon

E,ovou s move the two lasge
irlue statwes at vour start point's
north end ithe green one does not
movel Full the west statue o the

the west to open & passage.

¢ and hold (& to grab it then
push 2 in the direction vou
want to pull or push it,

n ADefear the two Bekabling in the
g groom's north part,

Tir get ta the north part of 1F Room

south, and pull the middle statue w

—

- Chest (Treasure
Chart #39)

There is a blue vat with green
steam coming out of it in the
roeom's northwest corner: this is
a Warp |ar. When vou find other
i Warp Jars, you can climb into
them and instantly transport to
a Warp Jar you discovered
previously

il

Pick up one of the Deku Sticks
that the Bokablins carried, and light

. 1t by running up to the flaming torch

in the northeast cormer of the room,
Chuickiv run the faming Deku Stick
to the northwest camer of the roam
and fight the two unlit torches.

When both wrches are lic, a
chest appezrs between them. Open
the chest wo get a Small Key, which
allows vou to open the locked
north door and enter |F Boom 2.

1F Roam 2

- just above 2

Coatinue north, Use vour sword
to slash the rotted heams in fromt

of you and apen a doorway intp
the main part of IF Room 2. This
hage multilevel cavern is & series
of narrow walkwavs over a pool

of lava.

Run along the wonden pathwav
* 2 the west, following

it past a locked
dioer until it ends

small outcrop-
ping (Link auto-
matically leaps
over small gaps
iy the path).
Dirap to the
GUECrOpRIng,



Pull aut the block in the rock
wall and chimb anto it. Face-north
and leap off the block so that Link
grabs the edge of the wodden
pathway Push # ta puli vourself
up angd follow the path to its end

Eun east and leap onee the
suspension bridge that spans the
length of the room. Waich out fer
the pillar of lava that occasion-
allv shoots up from the gap
berween the pathwav and the
bridge, Run acrass guickly and
avoid the Keeses.

Caution

Ayoid the barry bats called
Keeses untl you acguire 2
ranged weapon. They are chal-
lenging to defeat with a sword
and fighting them may get you
knocked into the lava below:

Biow ap the boulder at the
hridge's east end to reveal a door
leadmg:inte [F Room 3

1F Room 3

Youenter LE Repm 2 from the
southwest, & pool of lava separates

ledges 1o the north, sauth, and east.

Om each ledge are several water
pors. To ceass the lava, throw one
aof the water pots nto the lava, The
pot shaiters, and the spilled water
coals par: of the lava’s stirface ta
farm a temparany platforms, You
have five secands before it
becomes molen again

Make vour way 10 the east
ledige and open the chest for the
Dungean Magp for Dragon Reost
Cavern

Create a cooled-lava platform o
leap onto the south ledge.
Approzch the ladder, but don'y
climb it immediatelv—there's a
Red ChuChu ar the tap that drops
onto v when you starr chimbing,
Instead, lure the ChuChu inta
leaping down to vour fevel and
defeat it with veur sword, Climb
the ladder and go through the
zouth doar mto |F Room 4.

1F Room 4
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Look 4t the south wall of 1E
Rigom 2. There ate two Bomb
Plans growing texi o a hugs
bowlder that blocks the path back
o the doorway to 1F Room 1. Pick
up one of the many nearby rocks
or pots and throw it a1 the Bamb
Plants 1o set off an explosion that
destrovs the boulder:

Walk south o lure g Bokoblin into
Busting through the wooden beams
that seal off the southeast alcove.
Defear the Bokoblic and pick wp its
sword using &

[Fvou wse all the rocks and pois
and don't manage to blow upt
boulder. go back inko 1
4 and return to 1F
the rocks and pots will have

Approach the wooden beams
too the west and swing the
Rokablin's sward with B 1o
shatrer them. opening a pathwav
ta the west end of the room, Walk
up tothe southwest ledes to lure
two Red ChuChus out of hiding.
Diefeat hoth.

Fun west along the pathway
until you come to a lacked door in
the southwest corner of the map:
Cipen it with vour Small Key and
praceed into |F Raom3,

e the Bokobbin's sword 1o
smash the wooden beams to the
souithwest, apering up the south-
wiest alcove, Inside thealcove = 3
chest contaming & Smail Key.

iF Room 5

Ta:the north of the-entrance to this
poom is analcove, but vou can't do
anwthing with it until vou get the
Grappling Hook fsee "Missing
Link: Treasuse Chare #39"), s0
ignore it for now. Instead, go west
and then north into the west part
of the rogm, defeating Red
ChuChus as they appear.

Gt the norchwest corner of
the oo, where o morg Red
ChuChus spring up to amack, You
can fight them or simply ran past
them theough the porthwest door
that leads Back 1o 1F Reom 2.




Omce your have the Grappling Hook,
v ean return o 1F Room:5 and
hook the overhead beam to swing
across the lava pool in the middic
of the northeast alcove of the rovm.

Use your swird to smash
through the woaden beams an

Approach the wonden beams
across the southwes: alcove o
lure a 3hield Bokoblin inm
crashing through the
bearms. Shield
i Bokoblins are a linle
i tougher than
Bokabling, bt this
one & enly armed
4 with a Deku Stick.

T

ik

Light the Shield Bokoblins Deku
Stick, using one of the west torches,
and burn through the wooden
beams that block the northwest
alcove. Inside the aleove is a pres-
sure switch, Step on it 1o open the
sealed west door to 1F Room 6.

1F Room 6

This is actaaliv an outdoor area.
but it appears on vour Dungeon
Chart as a room. From the
entrance, turn northeast and cross
the suspensicn bridge. A Bokeblin
guards the ather end of it and
pursues vou once vou get halfway
acrass. Drefeat it before continuing

Caution
A careless sword strike can cut
the ropes of the suspensicn
bridge, so lure the Bokoblin
back to the plateas near the
entrance before fighting it lest
vou take a nasty fall when
the bridge snaps.

Climb abour halfway up the
ladder a1 the end of the suspension
bridge. Stop climbing just below
the scorched part of the ladder. &
lava vent shoots out horizontally az
this paing wait until it stops before
climbing to the top of the ladder

A Kargoroe resis on the landing
at the tap of the ladder. T-rarget it
and attack wher it swoops in. Two
hits defear it

Sidle along the narrow ledge 1o
the nertheast, but be careful of a
second horizontal lava vent that
perisdically shoots out of a huge
crack in the wall. The screenshot
above shows how close vou can
safely get 10 the lava,

Foltow the path until i steps.
Alove the gap in the path iz a

waaoden ledge that is too narrow o
stand on. Face the ledge and push

* o grab onto it, then push € 1o
miake vour way, hand over hand, o
the other side.

Once voure past the wooden
ledge, use the stepped rocks 1o pull
vourself up to an cutcropping with
Bomb Plants. Pluck a Bomb and
throw: it &t a large boulder 1o the
souathwest to expaose a door inta IF
Raam T,

iF Room 7

© This room has no enemies, just a

stack of blacks ar the east end of i
Pull gur the middle block in the
bottom row ta drop the middle
calumn of biocks, then climb onme
that black. Pull out she next block
in‘the middle calumn o creae a
stepped column of blocks that you
can climb up to reach 2F Boom 1.




Second Floor (2F)
2F Room 1

The twe Rats in 2F
Room 1 are verv
tough to defeat with
just 2 sword. [F they hit
viou, they knock loose
and steal several Rupees.
Defear them if vou can, bu: don't
waste oo much dme on them.

it Tip
I8 1f vou purchased All-Purpose
|.' Bail from Beedle's Shop Ship,
I vou can use it near the Rats

couple different types of bair,
Best of all, neither bothers you
any turther!

The room also has two chests.
T get to the first one, pull oul the
tlack from the north wall and use
it 10 get g to the nerth landing,
Walk from to the east landing and
open the chest ta get Dragon Roost
Cavern's Compass.

T get 1o the second chest,
smash the pat full of Dl Sticks
on the novth landing. Light one of
the Deku Sticks. While standing on

hole. Oine Rat offers to sell vou 2 if o
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@ - Chest (Treasure Map #1 11 m — Chest (foy Pendant) @4 — Chest {Joy Pendant!
2 3
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Y] - compass .- Locked Door %- Small Key = ° - Blue Warp far

% K
& - From Point A [on Dragon & _ To Point B (on Dragon
i Roost Cavern 1F] ﬁ-ﬁ Roost Cavern 3F!
. e e i o
the north landing face southand 2 Ronm 2 grab the Small Key in its nest and
throw the sick with @ dtshould 5 poo 5 4 anather ousdoor unlsck the door ta the south of the
hit and burr awav the wooden pachway. Head northeast up the nest, which leads w0 2F Room 3.

eams that block the south alcove, dilanidated stone stairs, then walk

- along the narrow north pathway to
© the Kargorac's nest.

Climb up the ladder ieading to
the sauth alcove and open the :
chest inside o get a Small Kev. Use
the key to uiock the north doar
and enter IF Roam 1.

Lure the Kargorao back to the
- somth so that you can fight on a
© wider ares. After vou defeat it



The center of thiz darkened V-
shaped room &5 flled with Keeses,
From the entrance. smash onig of
thepots filled with Deka Sticks,
light the stick, and carrv it south-
£ast intocthe center af the room,
Lige it 1o defeat all (he Keeses

When all the Keeses are
defeated, light the totch-in the
center of the room with the Deku
Stick, and open the neardy chest o
ger a jov Pendant,

¥ wesar Deku Stick burns out,
relight it with the torch and bum
through the wooder beams to the
southwest, apening the southwest
passage of the room, Light both

i hes at the end af the passage o
uaszal the door 1o 2F Room 4

2F Room 4

iF Room 4 iz actually the upper
part of 1F Room 2. Use the Bomb
Plants mear the antrance 16 bomb
the boulder on top of the nearby
Warp lar, You can now yse this
blue Warp Jar o go back and forth
berween 2F Room 4 and the green
Warp Jar in IF Room 1.

After unssaling the biue Warp
Jar, ran; south acrass the suspension
bridge and go through the seuth
door to 2F Room 5.

2F Room 5

Defeat the Bokoblin i 2F Room 3,
and stare smashing the many pats
scarered aroungd the raom. To
knock down a pet on 2 shelf balted
tor the wall, runtoward the wall
and press @&, You roll into the wall
and knock dewn the sheli, Two
more Bokablins hide in pots. When
you defeat bath, the south deer 1o
2F Root & opens.

Light the ualit torch in the west
part of the raom with 2 Beki Stick,
and a chest containing Treasure

Chart #11 appeass. Once voii have

. e elimb the ladder in the south

part of the room and go through
the door to 2F Roam 8,

2k Room 6

Leap te the platform in the center
of the roam and defear the Magrail
thers bv [(Etargeting ir and
pressing (& 1o execute a parey
attack wlen vour sword flashes.

Chice the Magrail is defeatad,
grabone of the water pots at the
south end of the romin and throw it
rarth From the
center plat-
fiorm o that it
lands where
the plume of
lava erupts
periodically.
Oatickly jump
allD the pewly
craatedl platform and
ride the lava
plame up (o
3F Fosanyl,

Third Floor (3F)
iF Room 1

3F Roont | & a small woeoden plai-
favm - and & ledge with a door tha
leads 1o 3F Roony 2, Mo need w
spend much tme in:here, Proceed
to the rext room

3F Room 2

Without the Grapgiling Hook, you
can only explore the south part of
IF Bovm: 2. The door o the boss's
s 1o the morth. In the southeas:
coriier of the room is 4 Bomb
Plant: Pluck and huri it at the
boulder ro-the west to apen a third
Warp far,

ar takes

- green Warp |a

e 10 2F Room 4's

blue Warp lar. which takes you

back ro 3F Room 2's vellow

RS RO &
Vedle 1ar. wa "|:'-..‘~

alway




Boss: Gohma

DRAGON ROOST CAVERN 3F

:$ - Chest (Yellow § - Chest (Knights
; ;5 Rupee! ; g Crest)
\ 753

i

- Fram Pofat 8 fon Dragon Roost

gﬁ Covern 2F)

‘:’ﬁ';'.

- From Point I fon Dragon Roost
Cavert 4F)

{58
. - To Point C jon Drogon Roost
serh

. Cavern 4F;
] Tl
- Big Key > - - Yellow
Locked Door == Warp Jar

| DRAGON ROOST CAVERN 4F
e

& - From Point C (on Dragon
g0 Roost Cavern 3F)

’D_“"
#8 _ 1o Point D {on Dragen

"k
Eﬁ Roost Cavern 4F)

Theow another Bomb Plant at
the houlder 1o the southwest 1o
reveal the door 1o 3F Reom 3.

3F Room 3

forget abaus them for now.
Irstead, runcug the stairs to the

 west—and pan guickly. becanse
they crumble behind you! You
enter 4F Room 1 at the 1o of
the stairs,

Fourth Floor (4F)

This is the third owtdoor reom of. & 4F Room 1
Dragon Roost Cavern. When vou
enter, vou see Valoo's rage. As he
sits arap the island's peak, it almast
loaks as if he's being pulled into
the valéano by hiz tail, which
causes him to short and pound his
fists angrily.

- Defear the Bokobling, and a
Kargaroc drops a Moblin into the

© arena. Defear ic as well, wsing a

- waristy of attacks. 1f it blacks vour

| Rarizantal siice, [E-tasgel it and

© use vertical slices, jumping sirikes,

~and thrusts, Your parry attack is

 alsa valuable. Grab the Skull

- Mecklace that it leaves behind
when vou defeat it

The anlv roem o the fourch floor
is a large circular zrepa with twvo
Shield Bokablins, Madh is impris-

- oned i a cell a the east end, and
the west gate slams shug behind
vou when you enter,

To the gast is a series of hord-
zontal poles. You nesd the
Grappling Heok 1o use those, 0

Once the Moblin is defeated,
Medii's cell opens. She tells vou

| some creature is doing terrible
¢ things to Value's rail. which s why

he's so angre. She also gives Link
the Grappling Heok and a guick

. tutarial on how to use 1
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Grappling Hook Controls

Commani
Target

Buttonis)
. 3
Hald . o0 or 00

iwhichever one the
hook is assigned 101

and push
Grapple lelease

= r
Swing T+ and 4

Jumpoff rope &

Sop swinging -

Change direction. Stop with [,
then (B +e i
Stap-with- £,
then EJ+4 ar &

Climboup ar
dawn rne

i Tip
B In your boat. the Grappling
I Hook can also be used as a
I salvage crane, Hold down :i"-
7>, or 2 when you think
vou're on top of sunken treasurs |
il and see if you can haul it up.

Once Medli has shown vou how

touse the Grappling Hook, grapple

| vour way down the southwest

pathway and smash the wooden

beams ar its end with vour sward,

This takes vou back 1o the fedge
above 3F Room 1.

IF Boom 3

Drap dowr 1o 3F Room 3, face
east, and grapole along the overhead
beams between the smell sione
sutcrappings. To avaid having ta
constantly reposition voursel? while

* Prima’s fo-“iaﬂtrateg'r Guide

swinging, stand an the edge of each
sutcrapping farthest from the rack
wall before throwing the Grappling

Hook, Or the last outcrapping s the

door 12 3F Hoom 4,

3T Roem 4

Run west alzng the suspension

. bridge until vou encounter a

Bokohlin, Remember that fighting
on & tope bridge is dangerous, as

* vour sword car cut through the

ropes. After vou defeat the
Bokeblin, run west, where a Shield
Bokoblin jumps sut of 2 pot to
attack vou,

When both Bokabling are
defeated. a chest appears in the
roor belaw vou {(2F Boom 71
Light a Deku Stick and run back
and forth across the suspension
bradge until vou burn away all six
of its vertica! support cables. $tand
iti the center of the bridge, 1t
cillapses after a couple of seconds,
tzking vou down ta 2F Room 7.

2F Room 7

 You land safelv on a narrow land
- bridge in the middle of a pool of

lava in 2F Room 7. Open the
chest at the east end o get a Joy
Pendant, ther go through the
west door to 2F Room 4,

Ti
8 [F vou need to ger back to 3F
Room & from here, use one of
I the water pots at the west end
of the room 1o create a platform
in the lava In the southeas:
I corner of the room and ride the
if vz plume up

- From the door vou just came

through. head along the narrow
pathway ustil vou enter the

 birdcage-like structure art the end,

The foor of the birdcage is a pla:-
form suspended from the top of the
cage by three ropes. Beneath that

platformt is a lava plume that comes

and goes. 3wep inte the center of the
plazform and perform a spin attack
ihold @ and release) to sever ail
three ropes and send the platform
crashing down into 1F Boom 2,

1t Room 2

Czo thraugh the northeast doorway

. in 1F Room 2 and leap across the
platforms waeil you come 1o a ladder
to e northwest. Climb the ladder
and follow the path bevond it (o the
west 1o reach a sealed door that
feads to TF Room &

To unseal the door, grapple the
barizontal bar in front of and
abhove the door. When Link swings
or it his weight activates the
trigger mechanism and unlocks the
deor 1o 1F Room 8. Leap off the
rope om the first swing backward o
land an the ledge vou grappled
from {and avoid & beating from the
Keeses).

¥ Room 8

Grrapple the overhead pole between
the southwest and seutheast land-
ings. Stop swinging, furn-east, and
swing anta the landing to the east,

From there, simply
jump across the three
winder platforms
suspended by chains
from the ceiling,
then grapple and
swing to the
east [anding,
which holds
the doar 1o
IF Boom 9, §




1F Room 9

Eun tothe sowrh end of 1F Room 9,
which has a chest surrounded by
flames and & constant pressure
switch. Stepping on the switch
lowers the fames around the chest,
bur the flames reappear when you
step off,

Note
Unlike & normal pressure switch,
which stays activated after you
step off, 2 constant pressure
i.'.‘.:'_[d'l Tequires constant pres-
slire to remain activated.

& Magrail rises from the lava o
the north, El-target the Magtail,
but instead of Himing & when vour
sword flashes, just strike it with &,
This causes the Magtail to cur! up
irito a ball for about 10 seconds,

Pick up the Magtail and set it
down on the switch 10 lower the
flames arcund the chest. Open the
chest to get the Big Key for
Diragon Roost Cavern, then back-
track through 1F Room & until
you are back at the north part of
IF Eoom 2

Caution
Be especially caredul of the
Keeses in Dragon Roost Cavern,
which are pow Fire Keeses.
These inflict mers damage and
cause Link to burst into flames
for & couple of seconds.
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At this point, you tan either go O the north side of 3F Ropom 2
directly to the boss fight by grap- i 2 Magtail and two chests—he
pling the overhead pale in the eas: one holds & Knight's Crest, and
center af the room ard swinging the west one holds a Yellow Rupes
across o the nomh side, or vou can 110 Rupees). The northeast and
backtrack 1o 1F Room 3 and pick northwest pors each held a Fairy,
up Treasure Chast #39 (see "Missing ~ which you can catch and keep in
Link: Treasure Chart 349, vour Empry Bottle,

Note

Having a Fairy in 2 bottle is a

good idea if you're about te

begin a tough fight. When you
| lose all the Hearts in your Life
| Gauge. the Fairy pops our and

refills it, averting the dreaded

Clignb back down the east
ladder in 'F Room 2 and backirack
tor the lava plume platform that
rises up to the birdcage in 2F
Foom 4. Go through the east door

into 2F Reom 7. i o ; Game Over."
2F Room 7 The easiest way to reach |1 Room
to 3F Room 2 5 from 3F Room 2 is to jump into

3F Room 2's yellow Warp Jar, You
instantly transport o 1F Reom |,
From 1F Roam |, go through the
north dour i 1F Roam 2, and then
go through the southwest doar
into 1F Room 5.

Save vour game, then approach
the north decr and openr & o begin
rhe boss fight.

In 2F Room 7, ase the water
jars to create a platform over the
lava plume i the soatheast cormer
af the room and ride the platform
up ta 3F Room 4. Ga throvgh :
3F Room 4' gast door o reach In the portheast alcove of 1F
3F Koom 3. Room 3. grapple over to the north
end of the alcove, smash the
wonden beams with your sword,
and open the chesi beyand them
for Treasure Chart 439,

Boss Fighit:

Gohma's lair is 2 cavern with 2
narrow pathway encireling a huge
g TN lava poal, from which Gohma rises
Grapp_le ha.r‘k up Along s : : wr attack Link. Goblma has trapped
auigrappings in 3F Room 3 uniil Valal's tail in the ceiling of the
youitpme behe door 1o 3F-Baok 2 cavern by hurling gobs of hor lava

bossfioht. Backtvack to |F Room 1 that have cooled and hacdened. The
s T bass manster is abviously the sourge

: T ; I R aiT
'_‘m_tﬂ ;ITE Wu;‘p N "-'T‘n E:___“I- I'-ll.mm of Valan's anger, and defeatng it will
4 and enter that room's Warp Jar to i el b T

Toget back to 3F Room 2 and the

retarm (o 31 Room 2.
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Gohma has anly twa attacks: a
clubbing blow with its monstrous
pincers and a fiery belch of molten
fava. If vou keep moving and rolling
with &, Gohma's clumsy attacks
almast always miss vouw Mast of the
pets along the pathway contain at
least one Heart, se smash them if
vir Life Gauge zets low,

Gohma is encased in a hard
shell. To damage the boss, vou
must first crack its armor. Target
Vakoo's tail with the Grappling
Haok and swing across the room
oi it. When vou release the
Grappling Hook, Valoo throws a
tantrum, shaking its rail around and
dropping the hardened lava onio
Gohma, cracking is shell,

4 Drapping the hardensd lava on
| Gohma stuns it for a second, but
i it quickly recovers, then throws
lava back up at the ceiling to

eseal Valoo's tail. You need to
successfully swing from Yaloo's

4 tail three times 1o completely

dorack Gohma's shell,

Line up vour swing carsfully o |

land on the elevated wonden plar-§
! forms surrounding Gobma's lava
W pit You're our of Gehma's reach
here: and it's szsy to ling up vourd

¥ next grapoling of Valoo's tail.

Once vou shatter Gohma's shell,
grappie its eve, The sasiest way is
to (-target Gohma and press the
Grappling Hook button, You auto-

- matically grapple its eve, which

- pulls the heast toward vou and
stians it

Slash Gohma's eve repeatedly
with vour sword. Seven sword hits
should be enoiegh o defeat Gohma.

Pick up the Heart Container that
Gohma leaves behind, Adding it to
wour Life Gauge increases the
amount of damage Link van take in
batle. Rur into the warp in the
middle of the now-cool lava poal 1o
exit Dragon Roost Cavern and
complete this part of the cuest.

The Wino
Shrine

The cloud encircling Valoo's raast

- dissipares, and Link reappears at

the shore of the island. Medli and
Komali mee: him there, and
Komali thanks Link, The voung
prince hapes he can grow up to be
a hero like Link, and he gives him
Din's Pearl,

Valoo also expresses his grati-
tude o Link in ancient Hyrulian,
Medl: tranzlarez Valoo's advice as
"Lse the wind god's wind," but she
doesn't understand exacthy whar
Valoo is trying to sav. She suggests
that Link visie the Wind Shrine off
the island's southern shore.

Swirm 1o the small Wind Shrine,
approach the blue monument, and
use the Wind Waker near i1, Duing
so teaches Link the Wind's
Feguiem (B@O, which can be
plaved anyvwhere on the Overworld
ta change the direction of the wind.

As soon zs Link learns the
Wind's Requiem, Zephos, the gad
of winds, shows up. He savs that
Link has 2 good "wind-sense” abous
him, and he warns Link about his
hrathet, Cvclos. Cyvclos, upset that
hiz Wind Shrine monumens is
broken, creates cvclones in the
(Great Sea o torment sailoss.
Zephos asks Link ro chastise Cvclos
should Link come acress one of his
evclones,

Once vou have finished ralking
with Zephos, run to the King of
Eed Lions on the southwest shore
of Dragon Roost Istand. The boa
tells Link that he fears that Ganon
mav have sent his monstérs 1o an
island in the south, the lacation of
the next pearl

b e R

i,

While standing an the shore,
play the Wind's Requiem and ser
the wind blowing south. Climb into
the King of Red Lions, saise the
sail, and set out for veur next
destination,
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Dragan I!,nf:rs Istand is i quad:'arl
F1.of the Great Sea. Your next
destination is Forest Haven, which
15 due south in guadrant Fe. The
wind is blowing sauth, so rase the
Boat's Sail and keep the wind ai
vour back. Refer to your 5ea Chast
(Dyverworld mapl to make sure
verd' e heading due souch,

ANote

Wl 1f vou want to take on sidequests
Wl o vour way to Forest Haven
It the F3, Fd. a
Islands of the Great Sea

of this guide. You have to

Before e cross from F2oE3;
a Merman Ieapts from the water. He
makes fun of Bink's Sea Chart,
saving it looks a3 if it has nothing
ke seas drawen an it! The Merman
sketeles @ detailed view of Dragon
Raost Island 1020, He savs Link

mavowant to check ol acave

| poward the back of the istand. He
| alse saws thar his brethren will fll
© in other islands on the Sea Chart af

Livik spreads Ali-Purpose Bait on
the warer near them

keep a supply of All-Purpose Bait '
o hiand. Buy it from Beedle's
Shop $hip or from a Rat after
spreading All-Purposs Bait in
front of its hole, When you visit a

new island, look for a leaping
Merman. Spread bait near itio
island on vour

ger a sketch of th
Zea Chart and & few clues o the
isband's secrets

Speak with the Merman. then
szl due south until you reach
Forest Haven. Avoid enemies o
the ncdan, lecaise you have po
way b elefedr them,

Forest Haven

As vou approach Forest Haven, the
King of Red Lions takes vou to the
island's shore, which lopks ke 2
giantiteee rising from the pcean.
Ingide is the Great Deka Tree, the

spirit of the earth and the keeper of |
% Farorels Pearl. Link must get the

pear] from the Great Deku Tree,

i but ke must be careful—the King

of Red Lions thinks thar Ganan's
dank forces Rave reached this
isiannd

To enter Forest Haven, pull
yourself up the three stepped rack
ledges and follow the grassy path
beyvond them: Watch B:u the
carnivorous Boko Baba plants that
rise from the ground, Wait for
them e stop licking their lips. then
strike them with vour sword ta
defear them. Each Bako Baba
leaves behind & Deku Stick. and
many alse leave Boks Baba Seeds,

Centinue up the grassy path
until vou reach a ledge overlooking
pwre waterfalls, Swing from the
pole averhead with the Grappling
Mook, landing on-a small grassy
patch hetween the waterfalls

Watch for the River Ocierok
that jumps from the water ahead
atid spits a spiked ball at vou To
defeat it pull out your sword and

' hoid T 1w raise vour shield and

bounce the spiked ball at the River
Oetarek

~ SAOOM N1GQIZUOT THL GNY NIAVH 1ST0S
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Continue upsteam by leaping
across the small grassy plarforms that
rise from the water, and watch for
Boke Babas, If vou fall intg the water,
wiglre taken back to Forest Haven's
shore: When vou see the second
River Oetarok rise from the water in
frant of vou, pull vourself g to the
platforn and bounce the River
Cioromok's second shot back ar it

L

Past the second River Ocrmsk is
the Faorest Haven entrance. Laok
up 19 see a pole that vou can swing
from with the Grappling Heck.
Swing to where the second River
Clitorak-arose, drap into the warer,
and wade ta the entrance.

‘\Note
The shallow water near the
second River Octorok has no
current. You can leap into it
without worrving about being
dragged back to the shore

Inside the
Forest Haven
P :

‘oo inside the Forest Haven,
follow the shallow stream uetil vou

up the waterfall, continue to the
| nextwaterfall, then walk onto dry
land past that waterfall,

Walk avowend to face the Grear
Deku Tree, the huge tree in Forest
Haven's center. Several Green and
Red ChuChus pep out of the Deku

. Tree's face, Knock them off and
defeat them,

Too kmack the ChuChus off the
Deku Tree; run io the ree’s side
and rellinto it with &, After
knacking them off, defear them,
Fepear with a second wave of
CluChus tha: pop up after vau
defear the first.

When the Creas Deku Tree is
ChuChu-free, it thanks Link for his
kel and asks Him if he's there for
* the pearl. The Deku Tree fears tha:
Ganor's evil is on e rise again,
The wee summons the Koroks,
pixie-like children of the woads,

claekwige asound the Grea: Deku

The Koroks are ghout to conduc:
an aniual ceremaony, and the Deku
Tree promises o give Link Farore's
Pear! at its end. But there's &

. problem—one Korok, named

Mlakar, i missing in the Forbidden
Woods. Link must rescue Makar so
the ceremony can continge. To do
that, he meeds to learn to v,

) e 1.qu£&1~15‘- k]
At thetop of the Grear Deku
Tree is a magical Deku Leaf. To
réach it. walk inte the purple Baba
Bud near the tree’s base. Baba Buds
shoat vou out after 4 couple of
seconds. and you can press # to
move forward when they do. While
in the Baba Bud, hold (8 and use
€ or = to change your direction,
just as wou would if vou were
hanging from 2 rope.

¥ vou land in a Baba Bud, vou
restore some at your Magic
Meter, so bounce in and out of

M them repeatedly.

Uze the Baba Buds to move

Tree. shooting higher as you do.
Use the first four Baka Buds o
reach a leafy platform containing a
Barok, Swing from the overhead
pele with vour Grappling Hook to
reach the next Baba Bud.

r..---- e o e i

e

The fifth Baba Bud after the
leaty platform shoots veu onte
another leafy platform gontaining
the Deku Leaf. Grab the leaf and
assign it to *-"-%. CEN e,

Note
[1z& the Deku Leaf to g
jump or fall. It is pu

currents and slowly depletes

vour Magic Meter. It can also be
used as a fan to shoot a puff of
air when vou are standing on
salid ground. This doesn't use

any magic energy

e

MNow that vou have the Deku
Leaf, face the ledze with mifts of
grass in the shape af an arrow. Rain
off vour leafy platform and use the
Deku Leaf wo glide onto
the fedge, Cur down
the grass to find
Magic Vials that
refill vour Magic
Meter, then go
through the
doorway 1o
reach the
putside of the
Forest Haver.




The Forbidden Wooos e
First Floor (1F) o
1F Room 1

To the
Forbidden Woods

Run atound IF Reom 1 and defeat
You appear on & platform. Watk to | the 11 Green ChuChus, Open the

SO0/ NIQGIGHOT TH1 GNV NIAVH 1ST0]

its west-end, set the wind blowing chest inthe nartheast corner o get
soushwest and use the Deku Leaf the Dungeon Map for the

to glide toa tiny slasd sticking out | Forbidden Woads, The first of the
of the Great Sea. | dungeon's thrge Warp Jars is west

of the chest,

A A AN W M AR AR

the next Baba Bud on a narrow
platform on the sast side of 1T -
| 2, Warck 3 . : 1
Room a1ch for the thorny .l FORBIDDEN WOODS 1F |

vines sticking oui from the walls. If ¢ |

o e

[dgi;;;; vou, vou drop and suffer | [ gt Mo |;
O the vty island. chopdown i . ;|
. ol
b.'tﬁ.hes and grass 1o ﬂn.:_i Magic To open thvg sealed north door o ; L ™0 _ Green Warp Jar y
Yials to refill vour Magic Metee Ser  |F Room 2, pick up the Jarge MNote L ;
the wind blowing northwest round seed in the northwest carner i vou fall into B1 Room 1 vou S —
poward the Forbidden Woods and of 1F Roont 1. Face the door, = bt e e e
; ; : can clear that area, Open the
glide to the entrance. Time your standing far enough away from it

o

alide o catch the swirling updraft 5o the blue flower in the center of
that circles the island. This gives the door remains open. Throw the
voul enough altitude to reach the seed at the open fower to destroy
Forbidden Woods entrance. Land @ it and unseal the doar.

om the platform in front of the '
entrance (avoid the Peahats), and
enter the Forbidden 'Woods.

optional chest {see "Bl Room 170, |

Stick left behind by the Boko

Babas: fight it from a torch, and

throw the lighted stick at the chest,

This burns away the plant that

seals the chest. so vou can open il
get a Knight's Crest,

IF you stand too close and the

flower closes, back up until it
opens again, You can't destroy it
when it's closed.

If you miss the updraft. you

won't make it to the Forbidden
{ Vionds entrance and you cant

turn back to reach the island

¥ Room 2

platform. Drop into the water,
and vou reappear on the tiny
island, minus a quarter of
Heart. Try again.

clear the ro

your Deku Leal's windblast to blow
wary the small browen leaf piles

and reveal minor rewards.

Crest, hounde upto 1F Boom 2
starting with the Baba Bud on the

1F Room 2 is part of one tall room : {
that encampasses B1 Room 1, 1F i i your Deku Leafuntil vou re
Room I, IF Reom 1, apd 3F Room G south bedge of 1F Room 2,
1. You start on the south platform, 7
- Hop inta the nearhy Baba Bud,
shoot to the northeast, and alide 1o




Second Floor
2F Room 1
From the ast o
Baba Bud in | F
Room 1, twin  §
northwest and
shaot and glide
o the forth-
west Baba Bud §
“Shooting out of
this Baba Bud
puts vou in 2F I = z :
Roam 1. Fron: this Baba Bud, sheat up and glfde
8 noith wteach IF Room | apd the north door o 2F

The daor is
sealed with
anather of
those blue
flowers, but a
Bomb Plant
grows in the
plarform s
:mﬂ:htasr corner. Defeat the three Green ChuChus
sigar the Bomb Plant, ther pluck it and place it in
frant of the door. When it explodes. the door
unseals, and vow can enter IF Room 2,

FORBIDDEN WOODS 2F

|
|
! Q‘i - Chest (Red Rupee:
@ - Chest (foy Pendant)
3

.-:-i‘,. 'ﬁ‘H “,-ﬂ
S0y~ Yellow g far

Caution
Don't hit the Bomb Plant with your
sword while fighting the ChuChus
lest you get caught in ts blast

— o = e

""""""""" 2F Room 3 them, shoot a Deku Leaf windbilas
: % ta knock them to the ground, then
Note attack them with yvour sword,

ZF Room 3 is the bottom half of
one large room: 3F Room 2 is the
top hali of the same room,

Jump onto the cable platform,
| face sputh, and use the Deku
To cross 2F Room 2 and reach the  Leaf's windblast to make the cable
north door to 2F Room 3, face the | platform move north. When it
pinwheel in the rogms southiwest reaches the room's north end,
“ comner and use the Deku Leal to jump onto the norch platform angd
Lshoot @ blast of wind at it. This proceed through the north deor to ' Baba Bud to reach the stump ahave
makes the rickety cable placformear | 2F Room 3. ¢ it which is the north past of 3F

4 the room's north end creak its way { R ¢ . Room 2.
4 to the south end. 2T Room 3 has two Peshats and

three Boko Babas., Defear them all.
T defeat the Peahats, [L-target

The nartheast Boko Baba leaves
~ behind a Baba Bud, Jump inta this




3F Room 4 Is one part of a huge
room that is made up of B1
Room 2, 2F Room 4, 3F Room 4
and 4F Boom 4. On your in-game
map. & third 1F room is part of
this huge room, but beczuse
there is nothing in that room
we've omitted it from our map,

it P o AT Ry

Instead o !

the north end of 2F Room 3 10
jurnp o 37 Room 2, launch out of it
and glide west, Face novihotofind & i f 8
small alcove with a chest 3 __ _ b 1
comtaining a Red Bupes (20 :
Rupees).

SOOOM NIGQIGHOT THL ONY NIAVH 1ST901

" Your next destination is 3F Room
&5 west door 1o 3F Eoom 5, Move

| FORBIDDEN WOODSs 3F . pounterclackwise around three-
© quarters of 3F Room 4 to get there

|
| i
| a B Cﬁef fTr?easlure _-I © Srand on the south placform and
| g | Vo ) | - use vour Crappling Hook on the

| {F\ | overhead pole to reach the east

@ - Chest (Yellow Rupeel | ] | platform.

7 ! . :

hﬁ-.l ;d Compass |
II i
| .- Locked Door ||
i [l
= Small Key |

Third Floor (3F)
3F Room 2

Use the Baba Bud at the north end
of 3F Raom 2 to reach the north
platform with the sealed door 1w 3F
Fooom 3. From here. jump on the
cable platform and ride it to the
room's south end.

From the east platform, make
o carefully timed jumps across the
U maving platforms in the room's
northeast corner to réach the north
- platform. Find & locked door to 3F
Eoom 7 and & large round seed.

o £

Smash the wonden beams with ~ Stand away from the blue
yaur sword and pick up the large flower en the porth door so it is : ; :
round seed bevond them, Place the  ©pen and vulnerable, then throw In the center of 3F Room 3 is &
seed at the cable platform's norch the seed at it. When it's desiroyed,  round seed. and the north end of
endl, and stand south of the seed, the doar o 3F Room 3 unssals. thelmom has a sealed door. Vines oy up the seed, jump onto the
facing south, Use the Deku Leaf o | spring up around the seed when s Sl in the roomis
mave the cable platform north. = | youtry tograb it Usethe Dekit | isgie then feap to the west plat-

. Leaf to blow the seed to the room's
" north, away from the circle of

form. Throw the seed at the blue

i : : flower an the west door w0 unseal
Caution | vines. From there, pick up the seed. | "G o the daor into 3F
Den't blow the round seed off the cable platform. Ifyou do. it reap-  hurl it a the open blue flower on Blbiis %
pears in its ariginal location, and you have to 2o back and get it The the north door, and proceed int

seed disinregrares 40 seconds after vou pluck 1@, 5o move guickly. " 3F Room 4.




[nn the center of 3F Room 505 a
small ravine filled with Morths.
Marths chase vou when vou move
and adhere themselves 1o vou,
Thev do no damage, but they slaw
vous cdlown, To shake them leose and
defeat them. perform a spin attack.
Open the chest in the ravine o get
a Yellow Rupee 110 Rupees), then
head through the west doos to 3F
Room é.

3F Room 6

In this large, open room, lines of
thorny vines spring up from the
around when vau get too close w
them, Mave siowly ta the south
side, where vou find & Bamb Plant
and an alcove sealed off with
winden beams.

"ip

Slash down the grass as you

Pluck and throw a Bomb Plant
at the wonden beams to open the

' Prima’s Official Strategy Guide

alcove, Inside (= a chest
containing the Compass for the
Forbidden Waods.

Throw anather Bomb Flant onto
the elevated platform in the room's
stnsthwest corner to destroy
another set of wooden beams. A
raw of tharny vines prevents vou
from walking to that part of the
raom, so g0 in a counter-tlockwise
direction usti] vou reach that
southwest platform, Open the chest
bevond the destroved woaden
beams to ger 2 Small Kep

Either leave the roam through
the east door back to 3F Reom 3, or
use the nearby Baba Buds and vour
[eku Leaf to reach the narrow pla-
forms high above the floor, Three
platforms have pots containing & fov
Perdant, & Yellow Rupes (10
Rupees, and a large Magic Via,
When vou have them, glide to the
east door and leave the room.

Backerack east through 3F Room
310 reack 3F Room 4. Head for the
iocked north door to 3F Room 7.
open it with the Small Kev, and go
through,

3F Boom 7
Mote

This is the bottom half of 2 large
room. Above 3F Room 7 is 4F
Room 3.

Defeat the two Peahats in this
raam with vour Deku Leal and
sword {or sty them with the Deky
Leafl, then ride tke cable platform
te the north platform. Proceed
through the north doer info 3F
Foom 8.

3F Room 8

Defear the two Boko Babas and the
Wingless Mothula in this room.
Wingless Mothulas are fast b
weak, and they shoot aut Morths
that slow vou. Gt rid of the
Marths when they appear.

R

£
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Lise anyv Baba Buds on the
ground to shoot up w the leafy
platforms averhead. Get rid of any
Fezhats that appear. then use the
soutiiwest Baba Bud wo launch
vourself up to 4F Roam 1.

Fourth Floor (4F)
4F Room 1

Several more Peahats appear when
wons make it up to 4F Room 1
Avoid fighting them and head for
the narth door 1o 4F Room 2,

4F Room 2

The deor seals behind vou when vou
enter 4F Room 2, and 2 Mathula
attacks vou. Morhulas are tougher
than the Wingless Mathula variesy,
and they can flv untl veu cut off
their wings with vour sword. Defear
the Mothula and the Maorths that it
spews out to apen a sealed alcove in
the roam's narthwest corner

in this alcove is & chest
containing the Boomerang, Assign
the Boomerang w ':E.. L3, or I
T use it either (50-target an enemy
arnd press the Boomerang button o
hit it with the Boomerang, or kit up
1o five targets at a time by holding
down the Boomerang buston ang
using £ 1o move the red targeting
dot gver the tarpets. Release the
Boomerang button te throw the
Boomerang at each target in the
order they wers targeted.




_ : R Tip
FORBIDDEN WOODS 4F L i

| &s  Chest {joy Pendant) Q L Chst (Boomeraig i Boomerang, Peahats are easler o
. 9 |
III

defeat. OC-target them and throw
] o,
f@ - Chest {foy Pendant! 5= - _ glue Warp Jar
11} “tinpna?

| the Boomerang cnes to knock off

Mote
4F Room # is the upper half of

one large room, 3F Room 7 is the
lower hall which you fall ingo if |
voul T2 not careful. '

* { their propellers. A second

|} Boomerang throw defeats them.

§ you also can target the vines of

" || hanging pinecones to cut them

. |} down and break them open. Many
| contain small rewards,

NIQQIGHOT THL GNY NIAVH 1STIO]

Tia crass 4F Room 3 and get to the
* chest and the door to 4F Room 4 1o
the sauth, cut down the hanging
pinecones berween the north plat
form on which vou énter and the

- south platform to which vou're

5 : aoing. Targef the pinecane’s vines

;;- - : e with your Boomerang o clear a

\ . path between the platforms.

At the north end of 4F Room 1 15
an owerhead pole. Grab i with the
M Grappling Hook, stop swinging,
B and pull yourself up the rope until
vou are standing on the pole

Glide to the south platform with.
vour Deku Leaf and open the chest
to get a Joy Pendant. Go through

- the door to 4F Ream 4.

Froam there, grapple another :
o overhead pole to swing onto the ! 4F Room 4
8 west platform in front of you. Ride g
{ the vertically moving platforms i MNote

4F Room 4 is the top of one
long room that is made up of 4F
Room 4, 3F Room 4, 2F Room 4,
and B1 Room 2

rprri £ T

: st pdnd om the
To apen the sealed south door Make vour way ta the south i second vertically moving platform
target the two white crvstals above  door in 4F Room 1. Boomerang B leap east to a small platform

the doar and throw the Boomerang  both blue flowers on the door to covered intrees and grass. Chop
at them, After the Boomerang hits  unseal it, and go through into 47 EGGUIREGE e DR UREEE R
therm both, the daor opens. Ga Roocm 3, First, apen the chest in 8 chest with'a Joy Pend:

back to 4F Room 1. this room,

| In 4F Room 4, glide to the south-
© west platform and blew awav a

| pile of leaves covering the second
Warp far



Target the vines holding a
flower-like structure in the room s
center znd snap them with vour
Boomerang. The flawer falls and
smashes a hole through the flagr of
2F Room 4, opening up Bl Room
4. Fall to BT Room 2 through the
hole vou made.

First Basement
Floor (B1)
B1 Room 2

~
|
s A

! - Big Key
| {

Bl Room 2 kas a west door to B
Fonrm 3 with & Baba Bud near i
Ta the north is a pinwheel thar you
can activate with the Deku Leaf to
creare an updraft in the middle of
the flower vou just dropped. Dion't
do that vet. Instead, go into B1
Room 3.

FORBIDDEN WOODS BI

’ '@ - Chest (Knights Cresti
| 1
Q - Chest (Yellow Rupee)
2
-
= Chest (Treasure Chart =1
3

Bl Room 4

Run and jump oneo the large
hanging flower in the middie of the
northeast part of Bl Room 4. Leap
from the flower onte the ledge
bevand it to open a chest

© containing a Vellow Rupee (10
Rupees),

Lise vour Boomerang to cut
down the large flower and jump on
. top of it Face west 1o deflect a
Kiver Octorok’s shats back at it
. After defeating the River Octorak,
face east and use the Deku Leaf o
blow the flower down the west
hallway.

BT Room 3 § Lip
e I 1f vou fall into the water in the
| |

Take out the Peahat in this room
with vour Boomerang. Get rid of
three placforms full of Maorths from
a distarce with vour Boomerang.

When the platforms are clear,
jump across them to reach the
northwest part of the room. This

~ several grabbing cables, The

i middle of this room. climb out on

| im0 Bl Reom 4,

{ Wl deteat them quickly if
area has four Green ChuChus and

arabbing cabies reappesr after vou
destray them, so dont wasie time
om them. Clear out as many
enemies as vou must ta reach the
marthwest door, and go through it

Ar the south bend, face sourh
and defear two more River
Octoroks, then ow
the flawer south and
jurp onee the south plat-
farm. Desiroy or avoid the
Green ChuChus and
grabbing cables to the

Tip
Throw the Beomerang al
I ChuChus in their invincible
i "puddle” shape to stun
them and make them stand
I up. Hack them with your
swiard to defeat them. Grabbing
§ cables drain vour Magic Meter

§ when they latch onto vou, 5o

through the
} south door
inte 81
Fooom 3

i arab vou



Yo enter through the west door,
which seals shut once youre
throwgh it. Run 1o the tap af the
iarge sty in e midddle of B
Reom 3 stand in the ¢ -
target with vour Booiierang the five
white crysials surrounding the tenk.
Throw the Boomerang so it hits al
white crystals, opening an alcove in
the middle of the free trunk.

g
§

P e e

Open the chest in the alcove 0
get the Big Key for the Forbidden
Wonds v grab i, w
Kargoraes swiep overhesd and
drop twa Moblins.

When

Tip
The Boomer

easier. Stun i

o gef them fo drop t

When the Moblins are defeazed

a oo i an elevased piat-
form to the mortheast Grapple the
pele above the platform wswing
up e the doar, and g through e
enter the elevatad soutlvwest pam
al Bl Bopm 3. Fram here .mb'.-
track o BY Room 2—inless vou
want to take & quick detoar (@
get.a Treasure Chart {see

Missing Link: Treasure Chart #17).

OPENE ¢

T apen the sealed east door in
2F Eoem 4. [t both blue flowers
wilh the Bonmerang. Head through
Hie @oorinte 2F Raom 3.

Frism thie platiorm vossian on
defeat the three Peahats in this
room. then le a5 the two small §
platforms to the north fthe second
Boko Baba that you can defeat
with one Boomer ang toss).

Bomb Plant on the wurh
f.aut corner of B1 Roam 4 1o hamb
open the north doer on the room's
cast side. Go through this deor to

readh BI Room 6. 2F Room 5

SCOOM NIGGISH0T 1HL ANY NIAVH 1STH01
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The Boko Baba leaves hehind a
Baba Bud. Use it to launch yoursetf
up o the north platlorm, and hit
the pinwheel with'a Deku Leal
windblasi 10-summon the cable
platform. Ride t ble platform to
the room’s south end

Run to t‘-he CERtEr p}aﬂnnn s morth
side, defeating the Boko Baba and
Morths 1o the northeast with your
Bovmerang, se the Boomrerang o
getrid of the Morths on the small
platform to the northwest, and hop
o it. Take out the Boko Baba on
the other small platform next to the
one you just leapt up to.

Defeat swo Wingless Mozhulas in
ZF Room 5 and a chest with a Jay
Pendant appears in the reom

Continue theough the east door to
2F Room 5.

2F Room 6

\\\\L i A
Jump into the Iﬂ“‘ trunk to
the chest. and open it to ge

Pluck the Bamb Plant on the
elevated south platform and run it
across the cable plattorm, Drop the
fruit down the center of the large
tree trunk in the room's middle,
This destroys a blue Nower sealing
a chest ingide the tru

iF Raam 6 has a dozen pinecongs
searerad arownd. The two near the
west enprance hold Green
ChuChus. The pinecanes o the
northwest and southwest hokd
sgveral Morths, as do one of the
ststhern pinecones and one of the
nerthern pinecones, All arther
pirecones contain ming: rewards.

hole in its northwes -
l=ave the room

Make vour-way to the bosss Lair
From Bl Boom 2, activate the
pinwhee! with a gust of wind from
the Drekuy Leal, hop into the Baba
Bud, and shoot into the lhage
updraft w the room's center, Glide
with the Deki Leaf to 2F Room 4.

To open the third Warpdar in
the northeast cormer, get one of the
Diebu Sticks from the southeast pot.
fight &, and burn the boards
covering the tap of the Warp Jar




With the third Warp Jar now
open, you can warp between 1F
Room 1, 4F Room 4, and 2F
Room b

Ar this point, either oo chrough
the east door and begin the boss
fight, or requrn w 3F Roemt 1,
where vou can naw open an
optional chest (see Missing Link:
Treasure Charr 2137). 1f voulre
ready 1o fight the baoss, save the
game and go through the east door

lhe easiest way to reach 3F Room |
fram 2F Room b is to use the Warp
|ar ta return to 1F Roam 1, go north
intn e Room 2, and use the Baba
Buels and your Deba Leaf to aseend
twn floors i

P i

e
5 im the southwest

The chest
corner of 3F Room 1. Use the
aortheast Baba Bod and vour Deku
Leafto float over to il When you
reach it hit the blue fower on top

. ofthe chest with your Beomerang
 to unseal the chest. and ope
get Treasure Chan #15.

Boss Fight:
Kalle Demos

When vou enter the bosss lzir,
Kalle Dremos is nowhere o be
seen. Approach the room's middle

. 1o see Makar, the missing Korok,

in the center of an enormous blus

© flower, Link is pleased 1o have
found him, urs! soenething resem-
- bling a Boko Baba springs from

the center of the fAower and swal.
fowes Makar in one gulp!

The biue flower folds intw a2
giant Baba Bud and atiaches iiself
to the ceiling with & dezen vines,
The fawer was part of Kalle
Demas, and now it's ready
atrack:

Kalle Dermins Bas two atrack
methods: [1 sends tentacles under
the ground to pop up around veu,
and it also lasaes our witk indi-
widual tentacles if youl stav still for
a couple seconds. A tentacle flashes
vellow when it's about to antack,
That's-vour cue o run!

atiached o the ceiling, it is invin-
cible. Yiou fudstsever its vines with
viur Boomerang 1o get it to crash
i the floor and apen up. Tanget
three 1o five vines, throw the

. Boomerang, and nin a guarter of

the wayv around the room before
targeting mere vines, Be quick! If

o ogencre slow to sever all the vines.
. some reattach themselves.

When Kalle Demos is on the

- ground, it's vulnerable. Ran ap o
is head—in the center of the blue

flower—and strike it with vour
sword until i folds up and rear.

& “taches to the ceiling. Repeat this

attack patiern uniil Kalle Demas is
defeated. It takes 10 hits from vour
sward o put it down for the count.

Tip
§ Most of the tufts of grass around
¥ the outside of the room contain
af least one Heart, Chop them
if your Life Gauge gets ow |

When the dust clzars from the
fight, Makar and a Heart Container
pop our of Kalle Demos's husk.
Pick ap the Heart Container and

enter the spiraling warp in the
pooen’s middle. Makar follews vou,

Forbidden
Wooods

AR
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Link reappears in from of the Great
Deku Tree holding Makar The
Deku Tree i overjoved to see his
Korok returned to him, and gives
Lirnk Farore's Pear!.

Makar beging plaving a leaf-
shiaped violin, and the rest of the
Koroks appear. The Deku Tree
releases seeds from its upper
branches, which the Koroks float
up to and grab. Their duty is
spread these seeds across the
istands of the Greal Sea, growing
new forests everywhers they go.

Leave the Forest Haven and
return o the King of Red Lions. On
the way, you pass a bouncing red
postbox. Open it (o receive & letter
of thanks from Kamali's father and
& Piece of Heart for yvour trouble
(this iz Piece of Heart £33
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The King of Red Lions tells Link
thar they must set sail. He fears
that Ganor may be regaining his
power. and thete is no tme 1o lose.
The next location is an island
northwest of the Forest Haven, Sei
the wind to the northwest, climb
aboard, and hoist the sail!

Wow that you added the Boomerang
to yeuir other quest items, o few
maore opiianal sidequests are avail
able. Refer to "Islands of the Great
Sea” and “Legendary Checklist” for
more information on the follewing -
sideguests:

4- Stone
5), Sea

Plecy of

Angalar Isles (E7), vi

S 3
Course ()

EEFL

(F2); Dungeon

JHE T

“Greatfish

Link's pext destination. according
to the King of Red Lions, Is
Cirearfish [sle m gquadrant B4 on
vour Sea Chart. Forest Haven is in
quadrant F&, se vou have some
sailing ahead of vou, With the
wind blewing normhwest, sail
teward B4,

Viou can rell that Ganan's forces
are growing sironger and bolder by
the encounters you kave on the
way 1o Greatfish Isle. [n guadrant
05 (Southern Triangle sland) is a
pack of Seahats. Sail by and avaid
thent, or defeat each with bwo hits
from vour Boomerang: Another
group of Seahats lurks in guadrant
85 (lalet of Sweell.

There is a black cloud hanging
over guadrant Ba—not a promising
sign. As you get closer, vou find
that the sland has been destroved.
The King of Red Lions elis Link
that & grear water spitit by the
rame of Jabun used to live here,
bt thiere i no sign of him,

ﬁﬁg THIRD réEn&l_.

¢ an Windfall Island-—befare trving
Ot break into Jabun's cave, He also
© advises Link o leave Greatfish [sle,

. sidequests on Greatfish lsle (see the

- hoist the sail, and head for

AND
ETHE

Winorall

Quill appears and tells Link that

Ganan was respansible far ;

- Greatfish lsle's destraction, Jabun

* escaped 1o Outser lsland. He has
sezled himself behind 2 thick stone

o slab—even Tetra's pirates could not

break through it

O the way to Windfail Islard. you
mest up with Gyvorgs in quadrant
C1 (Tingle Island). ¥ou can defeat
Gyorgs with twe shots fram the
Boomerang, but they waon't attack
you unless vou make a sharp tarn

. ar change vour speed

S007 THI 10 4IMOL IHL ANV THV1d QUIHL THI

Cuitl recommends that Link
sewk out the pirates—las: spotted

The pirates ship is decked on
the island's north side, near the
Bomb Shop, The King of Red Lions
advises Link to figure out what the
pirates are up o withour being
discovered. Because they're dacked
near the Bomb Shop and they're
trying o find 2 wav to destroy the
giant stone slab, look there.

Valow has called the place "cursed.”
and Quill has nu infention of
sticking around now that his
message has been delivered,

The Bomb Shop

If woma don't intend to seek out

Islands of the Great Ses section),
set the wind blowing northeast,
hop intw the King of Red Lions,

Windfall lsland in quadrant 2 on
vour Sea Chart. o 1o the Bomb Shop on the
istand's ssuthwest corner: The front
door is locked, sovou must sneak
in. Walk o the southwest side of
the building and sidle along the
narrow ledge.



A wine wall grows on the
building's northwest side. Climb up
the wipe wall. then crouch down
ane crawl inte the small tunnel on
the Bonib Shop's second faar,

Craw! forward unti a cutscene
plays. Link sees Cannonr, the shop's
owner, bound and gagged, and the
pirates removing barvels of his

expinsive merchandise,

If you met Cannon while
exploring Windfall [sland, vou
might net have much sympathy
for the man whe tried to sell vou

The pirates were willing to buy
Bombs until they heard haw much
Canpon was charging. Tetra
appears and orders her men-to take
the Bombs to the ship. She wanis to
leave for Outset lzland, but her
men ask to stav the night so they

Terra isn't persuaded. She saw
what lappened on Greatfish lsle,
an she fears thar the same could
happen to Ouiser. 105 as if she's
concerned shour something sther
than treasire.. .. At that instant, she
looks up and glimpses Link. But

i instead of seunding an atarn, she
winks and agrees to spend the night

on Windfall,

After Tetra leaves, the pirates
résyme carrying away the Bombs.
One asks what the daily password
i5 10 get on buard the ship. The
password i randam. If vow don't
know the passward, vou can't
board the ship.

The Pirate Ship

After the pirates go, leave the
Bomkb Shop, head to Windfall
Istand's novthwest corner. and drop
im0 the pirate ship. Go to the deor
v the main cabin and answer the
question the pirate grves you,

Head into the ship's hold. Nike
is there, having been left behind by
rhe rest of the carousing pirates.,
He s overjoved 1o see Link, and he
ivites him 1o take anather pirate
test, promising as a reward the

. Bombs the pirates stole!

This test is almost the same as
the first, except vou must jump
from rope to rope. You kit a switch

that s1ar1s a fisner, but this time. the

timer measures how long the gate
to the room containing the prize
savs apen. You have one minute

‘from the time vou hit the switch e

the time the gate drogs,

Use the same strategies you
used last time to get through the
rest. Line up vour swings to mini-
mize having 1o stop swinging and
readjust, Save time by lining vour
self up se that ancther rape is
directly bevond the rope 1o which
YO UmPIng.

Keep attempting the test unsil
vou succeed. When vou do, apen
the chest to ger vour reward: 30
Bowribs! Even more important, Link
now has the abilicy to carry and use
Bombs, and vou can replenish his
supply by finding or purchasing
mare. Mo more Bomb Plants for
viou! You now also occasiomally
find Bomibs as comman iems when
vau cur down grass or smash pots.

Note

[ust as the Grappling Hook
pecomes a crane when use itin
the King of Red Lions, using Bombs
an the boat launches them from a
canmon you can aim with

ol

Waow that vou have Bombs, retum
to the King of Bed Lions, set the
wind binwing southwest and set
sail for Dutset fsland {A7) before
the pirates do,

It's not going o be an easy
joernev. Ganon's minions are out in
force, You face Gyorgs in quadrants
C3 and Be. Seahats in B4, and
Cannon Boats in BS.




Upon landing ar Ouiset lsland,
the King of Red Lions makes an
interesting observation: You have
not seen daylight since reaching
Greatfish lsle. Thar's gnod news for
Link's race against the pirares, but
small comfart. The King of Red
Lions suggests that Link visit his
lowed ones in town, kaving been
away for such a long time,

In addition te the fellowing
optional sidequest, Link can
undertake others on Outset
Island. Check the lslands of the

(irear S2a saction for a complete
listing

Go w Grandma's house and
laak for her on the first floor, She
is deliriows. If vou have 2 healing
item in & bottle, suck as a Red or
Blue Potion ar Fairy, use it while
stariding near Grandma o heal ker,

Grandma impeoves and is over
joved to see that her grandson has
retusned. She chides herself for
moping zbout Link and Arvil being
gone and promises 10 help Link. She
refills Link's naw-empty bottle with
delicious Elivir Soup, Mot onlv does
the soup refill Link's Heart and

the cave.

Magic Mezers, but it alsa gives him
the ahility 1o do deuble damage
entil am enemy Rits him, Best of all,
there are two doses per bestle. and
Grandrma refills it for him any time
talthouagh Link can only have one
bottle of it at & time!!

e

After visiting Grandma and
completing any sideguesis you
want to iy, return to the King of
Red Lions and sail around Cutser
Island's west side uniil you get
caught up in a whirlpaal,

Equip your Bombs and aim the
canneon &t the top of the huge
stone slab om the side of the island.
Fire when vou are nearest the slab
for greatest accuracy, but don't rake
ton long or the water sucks vou
ursder, Tire at the slab's tap section
until vou destcoy it then blow up
the middle section, Finally, turn
vous cannon on the lowest section,

Afrer vau destroy the siab, the
whiripool vasishes. The King of
Red Lions autornatically steers into

Jabur rises from the water to
- greet Link and the King of Eed
Lions. Jabun speaks in ancient
~ Hylian, which Link can't under-
stand, but in which the King of
Fed Lions iz fluent, He persuades
Jabwan g part with the third peart,
- Mavrus Pearl. Jabun confirms that
o the rair and darkness are Ganon's
* doirg, but the power of Navru's
Pear] has broken the spell,

The King of Red Lions tells Link

© that their next task is to plage the
three pearls on three islands in the
center of the Sea Chart (D3, D3,
and F41. When that's done. the
"proving grounds” for Link's quest

. appear. 1f vou wish to take or any
sideguests on Outser Island, do it
now. [F not. set the wind blowing
nartheast and go to the first island,
Southerr: Triangle Tsland in quad-
rant D3,

The Three

Peanrls

Note
You can visit these three islands
in any order, so don't feel bound
to doing them in the crder we've
chosen.

Southern Triangle
island (D5

L 1‘
o
o By
o iy
e
| 8 -1
M
e
o
e
s gl
g R e

Sail northeast to quadrant D5,
Sputhern Triangle [sland. Along the
way, watch out for one of Cvclos's
giant cvclones, a few River
Cietaraks, and a pack of Seahats
near the island Avoid all these
EnEemies.

When you reach the tiny island.
riar ap o the small stone statue on
its highest point. Link auromati-
cally places Warvu's Pearl in the
statue’s hands, causing the statue’s
eves 1o glow blue. After placing the
pearl, hop in the King of Red Lians
and sail farther northeast to guad-
rant F4, Eastern Triangle [sland.

Eastern Triangle
Istand (F4)

Eastern Triangle Island is a short
distance to the northeast from
Southern Trigngle [sland. Run ento
the small island and approach the
statue 1o automatically place the
second pear| (Farore's Pearl) in its
hands. Return to the King of Red
Liors, set the wind blowing rnosth-
west, and set sail for Northern
Triangle lsle in quadran: D3
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water. This is the Tower of the

Gods, and its what the King of Red
- Lione meant when he mentoned a
. proving ground for Link,

Northern Triangle  the trizls of the Tower of the Gods,

Isle {D3)

- the Tower of the Gods
 Tower of
the Gods
; Firsg Floor (1F)

Caution

Watch out for the glant

evclone off of Northern Triangle
Isle's coast!

Note
The Tower of the Gods is at sea
level. and the water level rises
above floor level and drops at
regular intervals. Some first-floor
rooms are agcessible only when
the water is down (low tide). and
some can only be reached when ||

it is up (high tide

Link sutematically sails to the
- Tower of the Guods, where the King
- of Red Lions explains that the
ancien: worid's gads created rhis :
- tower 1o test the courage of men. To
e acknawledged a5 a true hero by
. the gods and 10 be given the power -
1o destroy evil, Link must overcome g

Hop out of vour bogt, run onto the
land, and approach the statue to
place Din's Pearl, the final pearl, in
is hards.

TOWER OF THE GODS 1F

i +h - Dungeon Map
T ATArAs

= T Point A fon Tower of
it the Gods 2F}

@ - Compass

%— Small Key

e N —

: : ¢ 1F Room 1
After the King of Red Lions finishes | _ _
- his pep talk, sail into the entrance of © §

@1 ~ Chest (foy Pendant; @ — Chest (Treasure Chart #6)
2

- Lacked Door

=

IF Raem 1 s huge with a watery
¢ flooz. The King of Red Lions
- agoomparies vou inte the roomt

and remains here. You can either
swim around the room or steer the
boat by helding (8 and steering

- with S

Go o the saurheasr corner of 1F
Roam 1. wait for law tide, and
enter the southeast door o 1F
Foom 2.

When all three pearls are placed,

an amazing thing happens: The
statie’s auter shell shatters, revealing
a worman holding Din's Peazl. Ligh
shoots out fram the pearl toward the
statae an Eastern Trangle lsland.

That statue 2lso explodes, and 2

similar woman helds Fasore's Pear|
aloft, sending the magical beam 1o
Southern Triangle lsland and shat
tering the statue there,

.

The beam: of light creares a huge
triangle berween the three islands.
dand a ghostly irmage of three
Asmaller triangles glows inside it
‘facross the Great Seas surface.
(8 & | From the triangle's center, an
NOrMOLs wer Tises from the




Roan: 2

A Yellow ChuChu in this room
generates an electric field around
itself when standing. 1f vou anack
it with your sword, you take
damage. To defeat it, stun it with
vour Boomerang o deactivate its
electrical field, then hit it with
vour sward,

At high tide, elimb onto the
crate in front of the southwest
zlcove and from there into the
alcove. Smash both pots to get
Bormbs and a Rupee.

At low tide, push the southeast
crate to the west sothat it lines up
under the cracked section of the
wall overhead. At high tide, climb
up or the crate and lay a Bomb in
front of the cracked wall to blast
open the entrance te the sautheast
alcove, Here are pots containing
Bombs and Rupees and a chest
containing the Dungeon Map for
the Tower of the Gods.

' 1iF Room 3

When vou ger the Dungeon
Map, four Yellow ChuChus drop
inte the room's main part. Defear
ther with your Boomerang and
swaord ar low tide. You can bomb
open two alcoves along the narth
wall Use the same method vou
used 1o open the southeast alcove
that contained the Dungson Map.
The northwest one contains a pat
with a Heart. and the northeast
arie contains a Yellow ChuChu and
a pot with a Jov Pendant. Afier
gerting these items, go through the
west door to retarn to 1F Room 1.

Make your way 1o the northeast
dagr of 1F Room 1. which veu can
anly enter 2t high tide. This sealed
door leads into 1F Room 3. To
open it 1if: one of the statues near
the dooy and place it on the
glowing pink constant pressure
switch next to the doot,

]

Diefear the Yellow ChuChu ar the
west end of the room and drop
into the recessed center area, Waz
for low tide. then pick up and
place ane of the crazes an the pink
constant pressure switch on the
fioor This creates 2 magical bridge
ACrO8S the reOmY'S center par.

© the magic bridge al low tide.

e
Climb the ladder our of
recessed center area 1o return 1o

. the room's west end. Because
. grates float, the ane you placed on
. the bridge’s constant pressurs

switch only activates the bridge at
low tide. Wait for low ride, then

cross the bridge to reach the rooms |
L east end. Pick up the szatue at the

room's east end ard carry it across

Crass the bridge ar the beginning
af low tide. I the hradge disap-
pEars MNEEr you 45 you Ci0ss.
the starue reappears at the east
end of the room, and you have to
g back and get it

The sigil on the west door glows
the same color blue as the top of
the statuz. This means vou can
go through that door while
carrying the statue, even though
vou usually can't carry items
from ong room (o another,

. Take the smatue through the west
. door and place 1t in the center of

the turquose-and-gold riled floor

- southwest of the door to 1F Room

3. This raises the huge gate at the

©east end of 1F Roam 1.

Get in the King of Red Lions
and steer it down the gast corrider
af 1F Reom 1 unsil vou reach the
sealed door to 1F Room 4, which
vol can only reach at high tide.
Place the two jars on the pink
constant pressure switches to
unseal the doar,

1E Room 4

The center part of 1F Room 4 is a
recessed area filled with water
that rises and falls with the tide,
Ling up the crates on the floor so
thev form a straight ling fram
north to souch,

Arvange the craies S you can pn
along them at high tede witkoul
fall 1o the water. After they re
placed, stand on cme in the roam’s
st part and run across. If gaps
hretw s ave large enough
that you splash into the water.
rearrange them ai low tide and

test them again,

The best arrangement:
involving the fewes
e crate to another—

s from
{lyom

marth to south): laree gap; three
crates, smaller gap, lwocrates;
large gap. one crate, small gap.
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When vau line up the crates
correctly. smash one of the Dekuy
Stick pots in the room's north part,
light 2 Deku Stick, and run i acress
the crates ar high tide 1o reach the
rOOm s south part

Caution

Eyou lall imto the water, vour
Deki Stick goes out and you have
ToErY again,

Light the twa torches at the
room's south end and a chest
appears. |nside is 3 Small Kev. After
getting it, defear (or avaid) the four
Yellow ChuChus thar deop from the
ceiling and exit 1F Room 4 via the
narts door fo return 2 1F Room 1.

Sreer the King of Red Lions to
8 the west end of 1F Room 1. Equip
vour Bembs and fire the cannon at
the thres huge cracked arched walls
o 1o the west to open up the west
part of 1F Room |

R T RS

Swim to the northwest cormer of
1F Room 1, defear the Yellow

ChuChu there, then enter the north-

west door to reach 1F Rooem 5.

iF Room 5

-

IF Room 3 holds a Red Bubble. You
can defeat it with vour sward, but as
vou do so, i ignites vou, inficcing
ore-gquarter Heart's worth of
damage. Instead. run for the chest in
the raam's center, Open it to ge: the
Compass for the Tower of the Gods,
and exi the room through the east
deor to 1F Room 1.

Note
When vou have the Compass, veu
notice 2 chest in a hidden west
| alcove of 1F Room 3. You can't
open that alcove pntil vou have
the Hero's Bow. so don't
worry about it for the
moment.

Hiere's an aptional si

the west side of |F Room | From

the door to I Room 5 in 1F Room
o dawn the sowth stairs and :

deteat e Y¥ellow ChuChu at low

tide. Smagh a pot near the door to |

1F Room 5 to pet a Debou Stick. wait

for high tide to recede, and Hight

the Deku Stick af the nearby torch.

Rum the lighted stick te the
southwest corner of the room and
light the twa torehes there, A chest
appedrs along the west wall of 1F
Room |. Open:it o get a Joy
Peadant.

1 F Room &

Al low tide, run o the locked door
in the southwest corner af 1F
Room 1 and open it with your
Small Kev. Enter the door to reach
I|F Room 6, a large room with
tidal warer and four Yellow

ChuC s,

Defeat the ChuChus, and a
plowing magical stairway appears
in the room's center. Bun up the
stairway ta find a stacue that glows
pink when vou lift it. A low tide,
carrv the staive down the stairs and
out the east door to return to 1F

FEoom 1.

Bring the statue upstairs to the
northwest corner of 1F Room |
and place it in the middle of the
turquoise-and-gald tiles near the
door to 1F Room 3. This redirects
thie large waterfall in the center of
the norzh wall of 1F Room 1.

Steer the King of Red Lions 1o
the north wall of 1F Room 1 where
the waterfall used o be, Climb ot
of the hoat at high tide and enter
the arched passageway to reach the
door to 1F Roam 7

1F Room 7




Ar chesouth end.of 1F Room 7 are
vwo statues. At the north end are
three pink pressure swiches vou
st simultaneoushy activate. Rats
raam the rosm, which fas a
Reamps in the center.

ip
Look for the small revelving red
ligh at the top of the Beamos tc
see where It is looking, if
vou, it fires a searing magical
biast at vou. It eve revolves
clockwise around its top. You are
safe from the Beamos in the
roam's nerth or south erds, but
the room's round center &
dangerous w2rriory

SEES

Defear the Rats with vour
Boomerang, Pick ug a statue, wail
for the Beamos's gaze 10 pass, and
pan as ciose to due north as vou

Lan while keeping the Beamos 1o
vour right ithat s, 10 the easr). i
vou e your run, the Beamos
won't bt you. I vou dor't, vou
take damage anid drop the statue.

Yaorn must kake bath
staties to the room's north
side and place them on twa
of the three pressure
switches. Run back and forth in
a siraight line and keep the Beamas
to v right.,

Adrer both statues are on pink
pressure switches, stand on the
third one to activae the verticatly
moving plarforms at the room's
norilend, fump up along these
platforms to reach 2F Room 1.

Second Floor (2F)

- Chest (Jov Pendant!

- Chest (Treasure
Chart #30}

- Chest (foy Pendant!

- From Point A fon Tower
of the Gods 1F}

- Locked Door

". = —Ema” Key

- To Point 8 (on Tower
| e of the Gods 3F)

. | TOWER OF THE GODS 2F |

| 2
5 g\ - Chest (Heros Bow!

. 2F Roam 1 is the upper pari of 18
. Room 7. Aside from the moving
- platforms that run between the
two rooms, there is nothing here of |
inferest except for a landing to the
narth with the dear 1o 2F Room 2, |

2F Room 2

2F Room 2 is a huge dianond-
shaped reom with pots in all four
corners. Smash them for common

hears 2 glowing pink sigil.

| 2F Room 3

easl door to 3F Room 4,

iems ke Hearrs, Rupees, Bombs,
and Magic Vials. You emer throug

the souch doar. The north and westy |

doors are seafed, soogo through the
east door to 2F Roem 3, whick

Defeat the Yellow ChuChu at the
west end of 2F Room 3. and ride
the moving platform in the roam's
middle w the east end, Defear or
avoid the rwio Yeltow ChuChus at
the east end and go through the

Note
As vou ride the moving platform
you see the south part of 2F
Room 3. You can't get there yet
so lgnore it for the moment
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Head east across the glowing
magical platform to reach 2 statue
ar the room s east end, A tablet next
to the statue reads ‘Press & to call
me and gude me to my place of
trugh."

Press (B0 o lower the statue's
platform. The statue hops behind
Link, following him everywhere he
goes! Walk the statue along the
winding pathway along the room s
flaar o the southwest corner.

You can't carry the statue across
the room, There is no way to get
io the magical platform from its
de. and the platform is too
low for Link to carry the statue
under it,

At the room's southwest corner,
- L the statue and jump across the
A zap o the west door, Taken the
statue through the door with vou
nte 2F Room 3,

Carry the statue onrg the
maving platfarn:, and ride the plas-
form west 1o the door to 2F Room
2. The doors glowing sigil indicares
that vou can carry the sratue
through i

When vou enter 2F Room 2, the
statue hops onmo a pedestal and a
large siome tablet rises in the room’s
center. Approach the tablet and use

the Wind Waker 1o learn the
Command Melwdy (hald 4 for 4/4
time while plaving <@, @, @ @,

| Tip
 The Command Melody lets Link
| take possession of special char-
 acters and items (including
starues similar to the ong you
jizst brought inl and control

W them It comes in handy in the
 restof the Tower of the Gods, To §
release vour control aver the

¢ character or item, press (&,
Link i5 helpless while using this
ability, and if either Link or the
§ object of his control is damaged. §
| the spellis broken

After vou learn the Command
Melody, the tablet vanishes, and

the west door 10 2F Room 3 opens.
Gio threough this door to cantinue
your quest

2F Room 5

Use the Grappling Hook ta
swing Link ro the room’s east side,
Pick up the statue and carry it
through the east door into IF
Raam 5.

The two Red Bubbles in 2F Room 5
are tough. Defeat at least one of
them with vour sword, even if it
means taking damage. Use vour
Grapoling Hook fo swing 1o the
raam's west side, ignoring the south
side far the moment, and go through
the west door to 2F Room 6.

Place the statue on the constant
presagme switch in the northwest
corner of 2F Room 3 1o unseal the
room's south door Use the
Grappling Hook to swing o the
Taony's soush part, and go through
the south doar to reach 2F Room 7

2F Room 6

Note
The statue remains in this room
until you return for it It is repre-
sznied on your il]-EEII'!'.E" map as &
purple dot

Lse the Grappling Hook to swing
1o the roony's west side, where vou
find another statue. Press 3 while
standing mear the statue o lower itz
pedestal and get it to follow vou,

2F Room 7

. 2F Boom 7 is & round arena in
which vou must fight a Darknus,
Drarknuts are formidable enemies;
the key o defeating them is
waiting for them 1o make the firse
mave, Diraw vour sword and wait
for it to flash, then press & o
gxecute a parry attack that eicher
krocks off the Darknut's helmer or
cuts the straps on the back of its

st af armor,

Stand on the constan? pressure
switch in the romm's southwest
cornér and conduct the Command
Melody 1o take control of the
statue. Standing on the switch
creates & magical bridge across the
roont. Walk the statue across o
solid ground on the room s east side
and press (8 to release it from
wour coptrinl




When part of the Darknur's
body is expnsed, targer that body
part. If it Ioses s helmet use
jumping strikes [-target and &,
1f it loses its suit of armatr, most
normal & amacks hit it Parey
artacks are slower. but alwavs good
for doing seriows damage.

® Cut the straps on the Darknut's

B back voget rid of its armor. Stun

W the Darknut, run behind it and
slash at the straps with @

Afeer vou defeat the Darknut,
the north deor o 2F Room 3
unseals and & chest appears in the
room's center, Dpen it fo get the
Hera's Bow and 3] Arrows. To use
the baw, assige it 1o S8, (5. o1
=, and hold dows the batton te
airn, as you would with the
Boomerang or Grappling Hook.
Relgase the burton to fire an
Arrow, You can alse O -target an
enemy or item and press the
button 1o fire at i, After vou get
the bow, return ta 2F Room 5.

Now that Link has the Hero's
Bow, vou find Arrows as random
comman items when vou smash
pats and cut down grass. Link
can carry up to 30 Arrows, and
can replenish his supply by
| finding or purchasing more

S

The Eed Bubbles have returmed
t 2F Room 3, but now vou have a
hetter way to fake them out. Draw
the bow, line up the arrowhead's
tip with the Bubble, and release the
buttern to hir it Bubbles provide
good target pracrice.

1
i
.|
i
|
1l
]

After veur destroy both Red
Bubbles, aim at the diamand-
shaped eve plaque on the north
wall and shoot an Arrow at it, This
creates a pair of maving platforms
that mave east and west across the
raam, Grapple 1o the statue at the
rocm's west side, pick it up, and
carry it across the platforms to the
room's east side. Go thraugh the
gast door ie return o 2F Room 2.

Afrer vou enter 2F Room 2, the
statue autoatically hops o i
plasform, and the north door to 2F
Room & opens. Smash pots if vou
need Hearts, Bombs, Magic Vials,
or aty other common items, then
gointg 2F Room &

2F Room B

A couple of Keeses fly around the
center of this cross-shaped room,
above two balanced platforms. The
heavier platform sinks to the
warery area at the fioor, 2nd the
lighter platform rises to the level of
the room's elevated north side.
Defeat the Keeses with vour
Boomerang or Heras Bow, then
drop into the room's east side and
gothrough the east doar to IF
Room 9.

2F Boom 9

2F Room 9 is made up of moving
platforms, and halds two Red
Bubbles and pwa treasure chests.
Defeat the Red Bubbles with vour
bow, then jump onto he nearest
moving platform, Leap anio the
next moving placform to the east,
the one that passes hack and farth
in front of an unmoving platform
holding an eve plague.

Shoo: the eve plague with an
Arrow to start the platform
moving verticallv, then leap onto
the platfarm:

W jars ar the room's borom. Use
| the Boomerang again to plck up
ihe items they contain.

Ride the vertical plasform to the
north ledge and open the chest
thers 1o get & dmatl
Keyv. Mow you can
either leap across
the moving

platforms o
return 1o the west
door to 2F Koom

8, ar vou can go for

“Missing Lirk: [oy
Pendant'&
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roum's northwest cormer. Ride it
to the highesi horizontally
maoving platiorm in the room,
From that platform; shoot the eye
plague platform on the sauth side
ol the room.

This canses the eve plague plat-
torm to move horizantally toward
you, Leap onta it and ride facing
west, Shoot the large eve plague
on the west wall above'the door
o 2F Roum 8. This cagses a chest
o appear on the south fedge of
thie vaom.




To reach 2F Room 11, climb up 1o
the south part of 2F Roomn & and
throw twa s:atues ohte one of the
balasiced platforms. One statue is
ecual o Link's weighe

statues keep that platf

and the other one up so Lmk can
ey framm it to-the roamis north
ledge. Use vour Small Kev to-open
the locked north door and go
through it inte 2F Room 11

‘stdyﬂn the t'qle ﬂatpe plaifnm and
ride it to the south ledge. Open the
vhest to get a oy Pendant. then use the
Deku Leaf to float down to the west
sidie af the rwem. Go! ﬂlrmghfllfm
door o return to 21 Room §,

From 2F Room & you can
egither po west inte 2F Room 10
foar an aptional sidequest {see
"Missing Link: Treasare Chart
2307, ar you car proceed north
mito 2F Raam bl -

Tip reach the statug ar the north
end of 2F Room 11 climb enta the
stome black in the room's center and
tige your Deky Leaf to glide aver the
laser heam fence between yvou and
the statiae. Press 02 mear the statue
tosmmon it fren s platform

2F Boom 1)

Enter 2F Raom 10 and stand on
the blie wind-cresi Noor tile near
the center afthe room, heiween
ihe b gianl statues, and condict
the Wind's Reguicm. When you
comduet it; a chest appears in the
s center and the two staiues
iknown as Armos Knights) come to
life and attack vo
The Armos Knights follow a simple ===
pattern: They Wop three times, then
open their mouths to n b
their mouths are open, [L]-target
them and throw Bombs into theis
mipirths. They spin for a few sec
before exploding, so keep your
distance from them. When you ]
destroy both Armos Knights, open the. chest o get 'Ii‘ea'ﬂtft‘ (‘Itdrt #m
then return to 2F Room 8.

?l'l ke stire you vt more thi
few Bﬂmht. hefore trying this
Stand on the west seale platform
in 2F Room & and throw a Bomb
as it's abou to f
cracked west wall, This reveals
the dear to 2F Room 14,

Feom 2. "a".ll-.?r all three states are
wplace, 4 beam of light appears n
the Foomt's center Stepping into this
bean takes vou o 3F Room 1. b
wo mipht want g0 take R & couple
of sideguests before moving up (see
Missing Link: fov Pendant” and
“Migsifg Link: Treasure Chage #1107

Concuce the Command Melody
anel watlk the statue onto the pink
constant pressuse awitch in the
roomt's center. This turns aff the
laser beams. Belease contral of the
statue and carry it out of the roo
and mto 2F Room 8

iing Lix
]:w Pendant

Return to 2F Room 3 through 28
Roem 2's east door and defeat the
Wizzrohe inside, Ride the moving
platform across the room’s middle,
facing south, and shoot the eye
plague in the south wall to activate
a segomd moving platform. jump
omto this platform to ride to the
south ledge and enter the south
door to reach 2F Room 12

When vou return o 2F Room 8
with the statue, 2 new enerm
appears—a Wizzrobe. It appears,
shoots firebafls at vou, disappears,
and reappears soimewhere else. [T
target it-and shoot it with Arrows
to defeat it

I.'Ieleat the twa Arﬁm Hﬂghtb
inside by throwing Bombs ingo
their mouths. When they are both
destroyed, a chest appears. Open it
to gei a Joy Pendant.

Cane i the room's saurh side and
thirow three staties onto oneaf the
bzlanced platforms. This is enough
waeight 1o keep the ather platform
glevared while Link carries the
starue feom 2F Room 11 aceass i to
the roorys south side and through
the south-daor 15 2F Roam. 2.

As before. the statue auroman-
caflv hopsto its platform in 2F




fague in the west wall
with an Arrow. This opens a secret
alcovie in the west wall containing
a chiest. The chest comtains
i

Alley get the Treasure Chart,
the familiar Armoses that you've
seen everywhere in this dungeon

¢ 1o life and attzek! The

Armoses have a weakness—the
glowing green circles in the
e f their bodies. [C-target
i -an Arrew at one when
it's facing you 1 temporarily
disable it then hit the glowing red
jewel on its back to destroyit. Like
Armes Knights; Armeses spin
around Windly for a few seconds
belure exploding. so keep your
distance.

Third and Fourth
Floors (3F and 4F)

3F Room 1

This large octagonal room has two
Beamoses at the room ¢ east and
wesl sides. Around the Beamoses
are pots congaining helpful

An alcove in the room's south
end has a laser beam fence in frunt
of it and three pressure switches

that need o be simultaneously rrig-

gerad, Carry the inactive Armoses
from the room s north end and
place them on two of these
switches. Stand on the third one
deactivare the laser fence.

Open the aleove's chest to get
the Big Kev for the Tower of the
Gods. When you get the Big Key,
the Armos come 2 life and attack.
Defeat them using vour bow and
sword, and the north deor to 3F
Fooom 2 unseals,

of the Gods 3F)

cammion iems, and onre of the east
anes has & Jov Pendant. [ vou try
to break the pots with vour sward,
the Beamaoses tear vou apart!
Instead, target the pots with vour
Boomerzng fram & safe distance ta
smash them and recover the items.

* averhead by hitring it twice with
. and look &t the rest of the room

. Beamoses fing the outside wall of

TOWER OF THE GODS 4F

~ Big Key Locked Door

— From Point C (on Tower

Bearnos with vour bow and desrov |
it with a single Arrow. Repeat the
process with the nest Beamps,

3 Room 2

Climh the stairs ta the north and
get rid of the Kargoros circling

The third Beamos has a
i revolving eve, so vou can't rarget
and destrov it. Instead, wait out of
range until its gaze passes by, and
tus up the siairs to escape its blast.

your Boomerang, Tern southwest
tan outdoor staircasel. Several

the curving siaircase, and most are
focused om the stairs,
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Take out the next two stationary
Beamoses, as well as the Kargorac
circling overhead. Run past the
final two revelving Beamases to
reach the door to the boss
chamber.

This is a goodd thing, because a
Beamos is vulnerable when it's
firing. Move slowly up 1o the first
Beamos until it shoots its beam at
the stairs in front of vou, Target the

TOWER OF THE GODS 3F

:‘f_ Big Key - From Paint B (an Tower
of the Gods 2F)
T
= To Point C (on Tower
of the Gods 4F)

i S




You are now on the fowrth loor of
the Tower of the Cods, in 4F Room
1. which is the top of the staircase
| that begins in 3F Room 2

The pais 1o the north of the
bass's lair door contain Hearts and
a Fairv. The poms w the south
contair Bombs and Arrows. Take
what vou meed, save vour game,
and enter the hazs's lair

Boss thht Gohdan

Approach the center of the room to
negin the boss fight with Gohdan,

4 A voice praises Link's courage and

4 tells him that this is the final chal-

§ lenge of the pods, Twe stone hands
and z stone head lift themselves ou
of the wall and hover above Link's
head. This is Gohdan, the boss of
the Tower of the Gads!

The kev 10 defeating Gohdan is
10 keep moving. Each of the hands
wses a variety of crushing attacks as
well as a sweep, which is an attempz
to push vew inta the electrified dinch
that encircies the arena.

Note

If you rum out of Arrows or

Bombs. Gohdan's nese shoots

ot some for vou, This is & test

of your skill. and Gohdan is

---'Ilmg o make sure that vou
i have enough ammel

P

To damage the stone hands. I
target them and fire Arrows at the
green eves in their palms. A couple
of shots tempaorarily deactivates the
hands, and Gohdans head attacks,

When vou defear Gokdan, it
tells Link that "the path can now
ke apened,” and that the destiny

A warp appears in the roam's
The head occasionally opens its

mauch and fires & lethal barrage of
lzva at vou. Run in 2 wide arc 1o
avoid it, repeztedly tapping & to
keep rolling.

To damage Gohdan's head. -
targer ins eves and shoot Arrows
mnte them, When you shoat out
both eves, the head drops and
apens s mauth.

1 Fﬁght
Control H.i’JDHI'I (G2}, via
Treasure

Chart #19

ok Spm.

Isle (83).Becdies Shop Ship

2% Rodk Spire :
sl IIHI {.mmm Boat

Catckdy TD-target Gohdan s
mouth and throw a Bomb into it e
damage the boss, After the Bamb
explodes, both hands and the head
rise ro attack. Repear your full
atrack pariern—from shooting the
hangs 1o bombing the moutk—
three times to defear Gohdan,

Island {F5)

f.llr',r Iskand (D6), via Treasure
Chart #4

of the world is tied to Link's path,

. center. Gohdan sinks into the
wall, tossing our a Heart
Container before it deactivates.
Pick up the Heart Container and
enter the warp to complets the
Tower of the Gods guest.

Link reappears outside, at the
foor of & kel tower atop the Tower
of the Gods. Use vour Grappling
Hook o the beff to ring it. As the
bell rirgs, & gofden circle of light
anpears at the base of the Tower of
the Gods, and Link and the King of
Red Lions sail intg ir,..



e
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Descent
into Hyrule

Link and the King of Rec Lions sail
into the galden ring at the Tower of
the Gods hase and sink to a grav
citv &t the battam of the Great Sea.
Veterans of The Legend of Zelda:
Oearing af Time will recognize it as
the land of Hyrule, where the
legendary Hero of Time defeated
Garon hundreds of vears ago.

The King of Red Lions knows
that Link has questions, but there
is na time o answer them now, He
tells the voung hera to enter the
castle, where he will find an irem
that can be used to defear Garon.

Enter the casile, which seems
Bave been frozen in time during ar
atzack by Mobling and Darknuts. [n
the middle of the castles great hall
is the Hera of Time statue. and ar
its ase is the same image of the
Triforce that wou saw on the
surface of the Great Sea when
raizing the Tower of the Gods,

c\igTLE HYRVLE n

" above, and that Link should take it

n

et e L A e = e

The only objecis vou can move
in the grear kall are three large
blocks with triangular bases near
the Triforce image, By pushing or
palling ane end of a side, vou can
prvor the block areund on ane of
the triangle’s paints, Move each of
the three blocks so their bases line
up with the triangies of the
Triforce. There is no carrect way to
da it It rakes time, but it's not hard

- to figure ot

e

When all three blacks are prop-
erly arranged, the Hera of Time
statue slides back, revealing a
passage leading into the basement.

- Head down the passage.

e

As you approach a sword in a
column of light at the anderground

| room's far end, Link hears the

voice of the King of Red Lions

- telling him that the sword is the
| Master Sword, the only sword that

can banish Ganon from the world

*aroungd kim cross their swords over
* his head, ane by ane. Caler starts

bt dont worry. The Master

" that hard. You can also use ranged

. Darknuts when their backs are

| your attacks.

. |f come in handy

D THE :mw TO

i

i

i

i
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When vou defeat all the enemies,
go out the way you came in to
rerurm to the King of Red Lions,

Link takes the Master Sword,
and the statues of the knights

to seep back into the castle. and 13
the Mablins and Darknues in the
great hall retum 1o life!
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On the other side of the Great Hall
from the entrance is a doorway
leading outside, where you can see
a panoramic view of Hyrule [rom
The Oearina of Tie,

You're inn for the fight of vour

life! Yau must defeaz 10 Moblins
and 7 Darknuzs upstairs before
vou can leave the castle—the exit
iz blocked by & magical barrier,
You might feel overwhelmed,

Sword is more powerful than
Links old Hero's Sward. Take the F

enemies out ane or two at a time,
and the fight will be long but not

Sadly. an invisible magical
barrier prevents you from leaving
Hyrule Castle. To fully ﬂphre old
Hyrule, you have to play Gearina of

weapons, such as Bambs, Arrows,
and vour Boomerang 1o take out
foes fram a distance. Sneak up on

turned and cut the straps on their
armor o make them vilrerable w

Tl
| Fick up T|'|E Skl Mecklaces and
| Kright's Crests lft behind by the §
| Moblins and Darknuss—they
larer




Return to
the Fonrsaken
Fortress

After leaving Hyrule Castle, hop in
the King of Red Lions and steer the
boat inta the golden circle that
brought vou 1o Castle Hyrule. It
EEtlrns vou to the surface at the
Towrer of the Geds' base in guad-
rant E4. The Forsaken Fortress is in
quadramt A1, Change the wind o
blow northwest and set saill

Cyclos and the
Ballad of Gales

ikl e,
S .
i : *

T

You see one of Cvelos's cyclones in
| quadrant D3 (Northern Triangle
Isle), just as vou did when vou
were placing the three pearls on the
1 Triangle Island statues. Now that

o vou have the Hera's Bow, make
good on veur pramise to Zephos o
chastise his unruly brother

Sail into the cvclene and draw
vour bow: Cyelos sits at the top of
the cvclone. Fire Arrows at him
until vou hit him three times.
Adming is tricky; keep firing and
readjusting vour aim. Be quick! 1f

vou take 100 long, the cvelone spits

vou outin a different quadrant of
the Great Sea.

After the thied hir, the cvclone
dissipazes. Cvelos compliments Link
on his bow skill. As a token of his
respect, he teaches Link the Ballad
of Gales thald € for 4/4 empe and

olav §, & @, &), The Ballad of

Gales lets vou use Cyelos's cwclones

to warp to several different islands

{see "Ballad of Gales Warg Poinis).

:.Eaﬂ.a d of €
‘Warp Po
e

any of these locations from
anywhere on the Overworld:
Mother & i e 52
Windfall fstand 2)
' sal(h &

You have a lot of ground (o

cover between vour current posi-
tion and the Forsaken Fortress so

try the Ballad of Gales. Copduct the
song and choose 1o warp to quad:
rani B2 (Mother & Child [sles), the
ciosest warp point to the Forsaken
Fortress.

You wind wgrin a small Fairy
Founitain in the center of Mother &
Child Istes! The voice of the Fairy
Oueen tells Lin she has been:
waitiveg for His arrival, bat now is
nol the time for them to meet. She
lnml.ri Link seeks to protect his
sister, but there is another that he
mist protect as well. She tells Link
to return after he meeis ilat '
person; and the Fairy Queen will
showw Link her true form:

The anly way to leave is to warp
elsewhere, so warp o quadrant C3
{Tingle [sland), and continue north-
wesl toward the Forsaken Forrress.

On the way o the Forsaken
Fortress, vou have to deal with a
few rough customers, including
Gvorgs in guadrant C3 and Cannon
Boats in B2,

L

The Fursaken Fortress is armed
with cannons. If vou stav in the
same place oo long, they ger vour
range and blow vou out of the
water, To enter the fortress, blast
open the wooden gare with vour

i cannan, then sail in,

Forsaken
Fortress

Note
The Forsaken Fortress hasnt
changed much. You must repeat
many of the same ohjectives vou
completed the last time you wers
here, If vou get confused when
repeating a previous objective,
flip to "The lourney Begins:
Outset Island and the Forsaken
Fortress" for more information
see the Forsaken Fortress maps
on page 38)

Boss Fight:
Phantom Ganon

The King of Red Lions drops off
Link at the same point vou started
from during your fast incarsion
inte the Forsaken Fortress, The
boat tells Link that Ganon probably
knows of their presence, bur the
Master Sword's power will drive
him back. Run ip the stairs and

| into the courtvard, then appraach

the large barred wooder door,



Phantam Ganon appears; 105 an
enormous shadew in the shape of a
Diarknut, and vew must get by kim
to rescue Arvll and face the real
Ganon. Phantom Ganon appears
amel disappears like 2 Wizzrobe,
using sme ol two attacks depending

on how chose he is te yau.

If Phantom Ganon appears close

o Link, he atacks with his

shadowy sword, Most of the time

Phantorm Ganon appears dta

distance from Link and launches a

sparking blast of magic at him.

To defeat Phantom Ganon,

swing your sword so ithits the ball

of magic and sends it back at
Phanom Ganon. whe knecks it
back ar vou, it's like & tennis

game—keep returning Phantom
Ganon's shots until he misses and

is stunmned by his own atsack.

When Phastom Ganan is
stunped, run up 1o hin ard hit him

with vour sword. After a few his,
he disappezars, and the cvele begins
again. Hit Phantom Ganon with

wour sword 12 rimes 1o defeat him

e vour Deku Leaf o drift
across to the room's north side and
pound the spiked pegs with the
Skull Hammer. Leave the raoim
through the north door. and run
anto the southwest balcony in the
hatlway bevond

Climb the ladder and defeat the
Bokobiin running the searchlight to
deaciivate i One down, wotogal

When Phantom Ganon is Tip |
defeated, he rises toward the rall I vou missed any treasure chests
narth tower and disappears, Two af turing your last adventure in the
the large wonded fortress doars Farsaken Fortress, theyre still |
unbar, and a chest appears in the here. Refer to "The Iu:.' o
courtyard: Open the aiest i get Begins: Dusset Island and the
the Skull Hamemner, which is good R T

; i . WForsaken Fortress” for the
for smashing certain items anc Shenure shegt loeations
pounding down others. |¢ desiroys i e
weak eriemies if it hits them and
stuns enemies if it is used near
them, buat it slow and clumsy as a
WeApn.

Run dip the wide stone path
leading from that baleeny 1o reach
the ladder leading to the third
searchlight. abeve 2F Room 3.
Diefeat the Bokoblin we disairlethe
final searchlight
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The Searchlights

i

Ga down the ladder and head
into 2F Room 2. Go through the

¢ roemy's west door o reach the
hallway that runs between 2F

* Rooms 1and 2. Run onto the
hallway's south balcony o find a
laddet feading to the searchlight
gbove 2F Room 2.

After Phantom Ganon's defeat,
waves-of Bokabling amack vou
while vou're targeted by a search-
Tight. At higher elevations, these
searchlights alss targer vou far the
fartress's bomb-firing cannons,
Take out the searchiights, Tquip
the kil Hammer and approach
the three large spiked pess blocking
the stome stairway, [ -farget anv
peg and slam i-down with the
hasmimer.

Seand et the tower's (o wiest
edge and face northwest. Lse vour
Beku Leaf so glide to the hallway
bierween the northwest and north
rowers (2F Rooms 3 and 45 Enter
the norsh sower (2F Room. 43 bk
watch for the laser-firing Moblin
st ahave the door!

Defeat the Bokobiin searchiigh
. operator to disable the secand
© gearchlight. then run off the
tower's northwest fedge. You land
next o the hallway
that runs berween
i 2F Rooms 2 and
3. Enter 2T Raoom
3 and defeat the
Shield Bokoblin

Fun up the siairs and follow the inside.
familiar pach ar the top o reach
the ladder leading to the search-
light gm 1ap of the southwest wwer
(above 1T Room T).

Remember those Maobling vou

had 1o sneak by last time? Mows

vour chance for pavback. Defeat

s them with vour sward and 20

! j~.‘tl1rnugh the large north deor to
.

= ehimb the north tower




PR E st O

Frow here, ascend the north
tower as you did last time. A few
Bokablins drop in te anrov vou,
and vou need to hammer down a
rowe of spiked pegs. Other than
thaz, its identical to the last trip up
the tower,

Pound the spiked peg at the top
of the narth twer 1o open a large
waoden dear, Enter the daar when
it's apen to rescue Arvil!

Arvll is happy to see Link, espe-
ciallv since his last departure was
so abrupe! Link rries to open the
doaor of her cell but it won't budge

5
o

Tetra and the pirates appear! She
| imstructs the pirates o open the cell,
| and berates Link for not thinking
Hbefore he acts._again! Thev had to
| lure the Helmaroe King away to
keep it from tossing Link halfway
across the Great Sea again

-

£

Link tarns his back in disgust,
anil Tetza glimpsss the Masier
Sword, which staris shaking, She's
suddenly dumbifounded and starts
asking half-guestions—"Are

vou, s it even possible...T How

The pirates open the cell door
and start carrying the girls out.
Tetra promises to take them te
rown—after all, their fathers will
pav a hefty reward for their return!

Tetra promises o take Arvll
safely to Ousser Island free of
charge, and she reminds Link thar
he has some business 1o amend 1o
with the Helmaroe King and
Ganon, Terra and the pirates leave,
but she swears she'll be back.

The door shuts, and the rower
fills with water through a drain in
the finar. The Helmarse King flies
i throwgh the eeiling. The boss
fight is on!

Boss Fight: The
Helmaroc King

From vour starting position, run

along the path that spirals counter-

clockwise up the inside of the

tower. Don't stop to fight enemies,

to smash jars for items, or for
anything until vou reach the top.
The Helmaroc King follows vou,

smashing the path behind vou with

its beak, If you move up the path,
vou stay 2 few steps ahead of it

1f vou get knocked off, float in
the rising water to slowly make
vour wav up the tower, The warer
stops rising after 4 certain paint.

At that point, vow must swim
to whatever's left of the
pathway and use vour
Grappling Hook 1 swing
over gaps. This is tricky,
as the Helmaroc
King never gers
tived af pecking at
ving. Fortunately.
it attacks
infrequently.

When vou get te the pathwav's
tap, the boss blocks vour wav with
its giant beak. Eguip the Skull
Hammer. T-target its head, and
smeack it with the hammer to knack
it imto the water. When the
Helmarac King is out of the way,
climb to the tawer's roaf,

When vou reach the towers
roof, the reof begins o close,
sealing off the tower's interior. The
Helmaroe King makes it out just in
time, and the fight continues.

The Helmarae King swoops aver
the tower roof, raking ies claws
acrass it as it dives down al you
After a few swoops, it lands on the
raof and launches one of two
attacks. depending on
how close you are 1o it



If wous are far away from the
hass, it beats ies wings and t
push vou into the spikes that
encircle the tower's roaf. Walk
toward the Helmaror King to slow
vour slide toward the spikes.

[f vour are close to the Helmaro

King. it tries 1o peck vou. Dodge s

eak, and it gets stuck in the fower
root, [ -arger the boss's head and
hit i with the Skull Hammer to
crack its mask, Repeat this three
more tmes (four total i to shater
its mask and render its head
vilnerable to artack.

Lure (he Helmaroe King into
pecking at vou and gerring is head
stack in the tower roof, but this
sime attack it with vour sword. It
takes 10 hits from the Master
Sword to defeat the Helmarac
King. Afeer vou defeat this boss,
vo geta Heart Container, and the
spikes that biocked the pathway o
Canon's lair lower.

kst b

Run wp the pathway o Ganon's
lzir amd open the door at izs enud
ter find Ganon: His first words to
Link confuse the voung hera: "lts
beer a white, boy" Link has never
met Ganen, but he reminds the
evil wizard of the Hero of Time
whe defeated him kundreds of

NEars agn.

Canon compliments Link on
getting this far and commends him
for his courage. He tarrs around
ard incraduces himsell as
Ganondorf, master of the Forsaken
Fortress, Link draws the Master
Swaord, but there s something
wrpng—Ganen is smiling, When
Link drew the Master Sward from
Castle Hyvrule, it brake the gods
spell that prevented Canon's full
pawer from reiuzning.
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Link charges 2t Ganon amnid
strikes him with the Master
Swaord—to ne effect. Ganon smirks

and knacks Link halfway acrass

the room with ane powerful Blow:
Somehow the Master Sword has
lost its power o repel evil, TS

power is gang; its edges are dull.

i
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Just wher it looks as if Ganon
will strike Link down, Terta
appears in the window and leaps at
Ganon! The fiend knocks her to
the floor, and she begs Link to get
up. (zanon ssizes her by the throa
and holds Her alaf.

AT

Sudderty. the Triforce of Power
an the back of Ganon's right hand
resanates. He's surprised but
delighted: "Az long last, | have
found vou, Pringess Zeldal" Tetra
tries to bludf hes way out of the
situatian, bat it's no wse. (anon
asks her il she is not Princess
Zelda, why does she wear a frag-
pent of the Triforce?

1
_;
J

As all hope seems lost, the tan
blurs af Quill and Komali flash
through the raom, sweep up Tetra
and Link, and carry them ow of
the tower, Ganon grits his teeth in
frustration as another winged
shape appears ouwside of his
window: the great Vales, spirit of
the skigs.

& :l'n-lﬂ—_ll_ﬁ__-f
Valon unteashes a blast

that incinerates Ganon's tower,
Couid this be Ganon's end? Dont
heton .. ..

e il

£
i

The Ritos and Maloo carry Link
and Tetra to the King of Red Lions.
who sails tg the galder ring of light
in front of the Tower of the Gods,
Quaill gnel Korali el Link that his
gister is safe, The King of Red
Ligns is more worried abour Link
and Tetra and wants to get them
far away from Ganen,
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Valoo and the Rites fly off, and
the King of Red Lions tells Link
that he's ahout to get his explana-
tions, But first they ;
must returh o the
land beneath the
surface of the
Great Sea.



The Legend
of Zelda

Tewra awakens a1 the sea bottom,
in Hyrule Castle’s courtvard. She
wanes o know where they are and
what happened to Ganondorf
Link is abour te explain when 2
vaice tells Bim that he must retupn
o the poom where he found the
Master Sward

The voice is coming from a blue
crystal that Terra gave Link before
their first trip to the Forsaken
Fortzess, She was able to communi-
cate through i with him and, later
in the starv, with the King of Red
Loons as well. Tetra demands 1o
know whe the voice is and hpw it's
using the stone. The vaice replies
that Teera must accompany Link
e the castle

You finally regain contral of
Link. Tetra follows behingd, Lead
{ her inta the castle, then procesd
~ Hdown the stairs under the Hero of
Time statue fe reach the zltar of the
Master Sword.

A regal figure in 2 red coat
stands where the Master Sword
wsird tovbe, his back turned to Link
and Tetra. Terra asks if he was the
one speaking through the stone.
The man responds that it is an
enhanced version of a Hylian roval
Gossip Stone, and he made it!

'{&-M-uw:-- e T
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The man asks Link and Teira if
they have heard the tales of the
hidden kingdom where the power
of the gods lies sleeping, dreaming
of the legend of the Hero of Time.
The plage where they stand is that
kingdon, the lost kingdam of
Hyrule. And he is the King of
Hyveale, Daphnes Mohansen Hyruale,

He asks Link if
the boy recognizes
his waice—it is the
viice of the King of
Fed Lions! As leng
as the Master
Sword could
defear Canor,
there was no
need for the
king
reveal His rrue
form, But now #
that the Master
Sword has lost its
magic. the situation
Bas changed

Long ago. Ganondorf ierned
Hyrule into 2 world of shadows
and tried to take the power of the
gods for himself. The kingdom's
anly hope for salvation was the will
of the gods, who sealed away both
Ganondorf and Hyrule with 2 flood
that left only the highest mountain

peaks ahave rthe water's surface.

The people of Hyrule left before
the defuge, and those people were
Link and Tetra s ancestors

The king calls Tetea 1o hint and
takes her neckiace in his hand. He
tells her it is a part of the Triforce
of Wisdom, the sacred power of the
gods that Ganon craves, Tetra's
mother passed it down to her and
told Tetra to guard iz with her life.
Tetra's family has kepe it safe for
generations, Mow it is time far her
tc learn the destiny to which she
was born

A blinding flash tssues
fromi the Triforce, and when

that Tetra has been trans-
farmed into the image of
the legendary Princess
ot Zeélda! The Triforce of
Al Wisdom appears on
the back of ler right hand, just as
the Triforce of Power appeared
an Caroms,

Tetra is the lass trze heir of the
Hvrule rowal familyv. She &= Princess
Zeleda, Now that Ganon knows that
she is Zelda, Tetra needs o be kept
safe from him, lest he use the Trifarce
of Wisdom to twrn the worlds below
and above the Grear Sea intd lands of
shadow and despair, Zelda must hide
in the depths of Hymule Castle while
Link revives the Masrer Swiord's
power in the world above—and
defears Ganon

When vou regain control of Link
exit the castle and appreach the King
of Red Lions. He rells Link that the
Maseer Sword lost its power because
something happened to the sages
wherinfused the blade with the gods
power. Link must visic the Wind
Ternple 1o the north and the Earth
Terple to the south o set matters
right amdd restore-the Master Sword's
ability to-repel evil. Hop inte the
King of Red Lions and steer into the
golden circle to return to the Great
Sea's surface,

s A e

The golden ciele disappears
fram the Great Sea's surface. The
King of Red Lions tells Link of the
Ferg of Time, whio defeated Ganon
with the power of the Triforce of
Courage. When the Hero:of Time
entbarked on another journey in
another land, the Triforce of




Courage was split into eight pieces
and scactered around the Great
Sea. The Triforce of Courage is the

Missing Links

key that will allow Link to return
to Hyrule and bring Zelda our of
hiding. So, in addition to
campleting the two temple quests,
Link must alse find and reassemble
the Triforce of Courage.

.lﬂu1-_?gu:-a;_4ijlrt-. the Skull Hammer, the Master Sword, and all these
Knight's Crests and Skull Necklaces from the Darknuts and Moblins

© Mothen €
Chilo Isles (B2)

You must do ong mare thing before
you can resume vour gquest. Recall
the wards of the Quesn af the
Fairies, who told vou ta reurn 1o

* her after vou have learned which
© person Link must protect. You now

know that the person is Zelda. so
conduct the Bailad of Gales and
warp to gquadrant B2, the Mother &
Child 1sies.

The Queen of the
Fairies appears in her
true form, resembling
ayoung gith She
gives Links Hero's
Bow the ability to

 shoot Fire and fce

Arrows, Shooting a Fire
ar fee Arrow not only
TEMOVES ORe ATrow
ram Link's inverior,
it also drains a

sematl amount of
Link's Magic

Meter, To switch
between different
rypes of Arrows,
draw an Arrow

by holding down

pyie bow button
\:E. ¢F3 or =0 and press 0.

The Fairy Queer also tells Link
that he can return here any time,
and Fairies wifl cure his wearingss.

Mountain (F3)

Warp aut of Mother & Child Isles
and head for Fire Mounmain in
guadrant F3. The warp quadrant
nezrest to Fire Mountain is F2,
Dragen Roost [sland. From there.

| head south to Fire Mountain.

Fire Mountair lives up o its
name—irs a steaming, smeldering
volcana, Praw an lee Arrow and
fire it at the [ava plume at the top
of the istand to temporarily freeze

itz flames.

Y¥ou have five
minuses io enter Fire
Mousntain and ger the Power
Bracelets inzide of it before the
| lce Arrow's effect wears off. Sail
guickly around to the racky
shore an the northeast side of the
island and start climbing the path
io the mountain's susmmit. When
yau reach the sammit, drop inte
the hale to enfer the mountain.
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- dormant valcano becoming active,
Lift the giant stone head next o the

i more than 3:30 left on the clock
 voure in excellent shape. [fyou
| have 2:30 or more laft, vou're sill |
b doing okay. If the clack says 130 §
i or less, consider rerurning to the §
boar. waiting for time 1o expire,
Il sl freezi

Use vour Boomerang o defea;
the Fire Keeses inside the mous-
1zin, then leap quickly across the
platforms floating on the lava lake
13 reach a ledge with two Magrails,
The plasforms sink a couple of
seconds after vou land on them,

Diefear the Magtails with vour
parry attack as usual, then defea:
anv remaining Fire Keeses. After all
the eneries are gone. a chest
| appears on a nearby pedsstal Open
it i get the Power Bracelets, which
allow Link to lift extremely heawy
obijects. The Power Bracelets are
always equipped auzomaticailv and
vou do not need o set them o %
301, e B

Cetting the Power Bracelets also
staps the clock, so vou don't have
o oworry about the temporarily

chest to-open a passageway to a
WD that Feileng vou to the
summit of Fire Mountain,

Descend the mountain and hop
in the King of Red Lions. It time
o visit Headstone sland in quad-
rant C7, which the King of Red
Lions marked an vour Sea Chart.
Warp ta Dutset sland (87) or
Sowthern Fairy [sland (Dal to
sharten vour mip.

Heaodstone
Islano (C7)

Mow vou see why vau needed the
Power Bracelets: Headstore Tsland
gers it name from the giant stone
fiead thar blocks the entrance 1o 2
cavern. Lift the stone head cut of

the way and enter the cavern,

At the end of the cavern, a giant
sione tablet blocks the entrance to
the Earth Temple. Along the
bottom of the table: are six Wind
Waker naotes. Use the Wind Waker
to learn vour first 6:4 1empo song,
the Earth Gad's Lvric thold # for a
B4 temipo and play @, @. ©. ©,
O 2

*

The ghostly image of what
Orearing of Time plavers will recog-
nize as a Zora appears before Link.
She is Laruto, the former sage of
the Earth Terple. Ganon attacked
her temple and stole her soul
weaker: the Master Sward,

Link needs to find another sarth
sage and bring him ar her to the
Ezarth Temple. clearing the temple
of mansters as ke does. Link will
krow the sage by the harp ke or
she carries, and plaving the Earth
Cod's Lyric will open his or her
eves 1o his or her new dutv. Only
the new sage can remove the stone
tablet that blacks entrance to the
Earth Temple.

Dragon Roost
Island (F2)

The first time vou met Medli,
she was plaving & harp identical

to the wne Laruea keld. Warp o
Diragon Roost Island (F2) to search
far her.

To find Medli, enter the Rito
aerle through its front entrance by
running up the path on the south-
west corner of the island. When
vou reach the moveable blocks
near the red postbox above vou,
pull them up 1 climb up to the
ledge with the postbox,

Follaw the path leading from the
posthox (o the southeast, then to
the north to enter the Rire aerie.
Run up the path to the second floor
and pass through the second
doorway on the second floor 1o go
outside.

Run west along the ourdagr
path and use vour Deku Leaf to
glide ta the western ledge beyvond,
Climb up the ladder and
ri to the south
end of the ledge to
find Medli playing
her harp.



Medli 5 pleased to see Link safe

and sound and tells him tha
Komali is shaping up to be a fine
voung man, Conduct the Earth
God's Lyric in feont of her to teach
her the song. Medli falls inte a
trance and plavs the song with
Larate, When she awakens, she
knows that she must become the
new earth sage and asks Link
take her toothe Ezrth Temple on
Headstone Island (C7h

Return to Headstone [sland and
conduct the Earth God's Lyric in
front of the stone tablet. Medii
plavs along, and the tablet shateers,
revealing the entrance to the Earth
Temple.

Earth Temple

Controlling
Medli

At several painis in the Earth
Temple, you need to carry, call, or
control Medhi, Familiarize voursell
with her abilities:

down. She remains in tha: spol
until you call, control, or caery hes.

First Floor (1F)

While carrying Medli, you can ty
in a straight line by
g off them just as il you
were jumping off them
You can also throw Medli into the
air just as you did al the entrance
o Dragon Roost Cavern. She
gains sume altitude and fhies for
a short dislance,
Press [ near Medli to set her to
Tosfboow you,
Conduct the Command Melady
i'hnirl * for 4/4 tempo and play
control Medli,

© Room [ s a warp that takes you
 back to the entrance to the Earth
- Temple, From: the platform vou start

just
ifi the Tower of the Gods. Press :
I8 ta release control. the ledge in front of the door 2o the

. north, which leads 1o 1F Baem 2.

edly pressi She has limited 1F Room 2

stamina, and drops to the ground
when it is depleted.

While controlling Medli, press (!
and use & to aim her harp so
that she holds in front of her, The
polished harp can reflect light.

. Pur Medli down near the entrance
e 1F Room 2 and defeat the three
Mebling inside, Grab the Skull

EARTH TEMPLE 1F

@ = Chest (Butterfly Necklace) @ — Chest (Mirror Shield!

'.q '|I Compass 5 - Dungeon Map .- Locked Door

%— Small Key ;Z - Blue Warp Jar j;t - Green Warp jar

_Enl'rﬂﬂfﬂ'

- Necklaces they leave behind. Go

 The beam of light in the center of 1F

on, carry Medi off the north edge of
the platform. She flies both of vouro

back and pick up Medii and carry
her up the southwest stairs until

you are standing at the wop of the
northwest gorner of the roem,
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While carrving Medli, run east
off the ledge to fiy o the iopof 2
pillar in the northeast corner. O
top of this pillar i a pressure switch
that needs to be simultanecusly act-
vated with anather switch in the
raor. Put Medi down, stand on the
swirch, and conduct the Command
Melody to take contral of Medi,

With Link standing on the
northeast pillar's pressure switch,
fiv Medi to the tap of the south
east pillar by repearedly pressing
&1 The second switch is on top of
this tower Stand Medli or it o
open the room's ¢ast door. Then
walk her off the edge of the tower
so she lands on the ground below,




raam [three Green, three Red, and
three Dark) to open both the wesr
door through which veu entered
and the east door to |F Room 4

Press (&1 1o release contrel of
Medli and resusme control of Link.
Drap 1o the floon, pick up Medli,
and carry her with veu though the
east door and wia 1F Room 3,

3
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Take contral of Medli and refiect
sunlight anta the almost invisible
chest in the north side of the room.
Afrer you shine light on it for two

The door seals shut behind vou,
and several Green and Red
ChieChis pop up. Put Medli down
i the beam of light n the middie
of the room. The harp she carries
or: her back reflects the light,

visible and can he opened, It
cantains the Dungeon Map of the
Earts Tempie

Place @ Bomb next to the sealed
green Warp Jar in the northeast
cormer of the room o open it and
make it available for use when vou
find (arel zpen) another Warp [ar,

You zlse see Dark ChuChus far
the first time, Dark ChuChus are
invincille untl they are hit with
sinlight. which mrns
them 1o SIOME Vol can
shatver with the Skall
Hammer; vou cén
{ also shater them by
i} picking them up and
throwing them. Either
W lure the Dark ChuChus
into the beam of fight
ot take control of
A Medli and reflect the
light at thern by
| pressing & and
Husing 2 toaim

= Shoot Fire Arrows at
A the four red rapesiries
on the walls to uncover
small treasures. Lise vour
Boomerang to pick up the items,

ar threg seconds, the chest Becomes

Starting from the northwest
tapestry and moving clockwise
arcund the room, the tapesiries
fide 2 Blue Rupee (5 Rupees),
nothing, a oy Pendanz, and
nothing, When voure done
collecting, go through the east door
inta 1F Room 4,

it Room 4

The west end of 1F Room 4 has a

o glant statie of a face with two

enarmaus evehioles, If he walks
into the paralvzing fog at its base,
Lirk is temporarily unable to use
his weapens ar items.

Take contral of Medli and stand
under the south beam of light that
shines down from the ceiling.
Reflect the light inte the southeast
patch of fog so that it shines on &
wonden peg and clears away &
parch of fog,

Release control of Medli and
hammer down the peg o open the

south door. Carry Medhi through
that deor inte 1F Roam 3.

1F Room 5

Put Medli down near the enirance
to 1F Room 5 and run south
through the room o lure the two
Red Bubbies cut of the crypis 1o
the east and west. Defeat them
with the how.

Climb the ladder m the south-
east corner and pull the Block ar
the top of the ladder ro reveal &
bears af light that shires into the
south part of the roem.

Take control of Medli and
reflect the beam of light ante the
translucent chesr in the south part
of the room, Inside that chest is a
Small Key.

Once vou get the Small Key, twa
Floor Masters appear in the room.
Floor Masters look like black
pugddies, but when eicher Link ar
Medli gets too close, 2 black hand




shaats up fromt che puddie and 1ries
tirgrak them: To take thes out,
-target them and creep forward
until they hange a1 vou. Then hil
them wich your sword o bow.

i Caution
i & Float Master grabs Link and
otlls Bim inteits inky shadow
Link reappears in the last room
I he visited betore entering the
[§ room with the Floor Master that
[l grabbed him, i Medii is gratibed
ant pulled in, she is taken toa
¥ birdcage in IF Room & Goback
B 1o that copm: take comtrol of ker,
B and flv her out of the cage

[.eanve Medli i che rav of haht—
the Floor Masters cant giab heras
fong as she's in it, Carefidly defear
ol Floor SMasters, then return (o
IF Baiown 4 ywia the north door.

nt pressure switch in front

1, bur there is nathing you can
do here at the moment. Return
after finding the Mirror Shield

We'll remind you

In 1F Eoom 4. waiock the north
daior with vour Small Key and go
through it inte 1F Room 6: Defeat
any Red or Green ChuChus near
the enirance, them shiot a Fire

Arrow at the red 1apesiry on the
somith wall. Burning the tapestry
away sends a beam of light shining
into the room.

2
iip

The northeast tapestry has a

large Magic Vial behind it

Carry Medli into the beam of
light and defeat anv remaining Red
or Green ChuChus, Wait for the
Dark Chulhus o hop into the light
and warn to stong (or control Medli
and have her reflect & beam of light
at thens

Lift and place two stome
ChuChus onto the canstant jpres.
sure switches on either side of the
light beam to create a-set of stairs
in the gast part of the room. Leave
Mledli i the lightto protect her
azainsi the neverending waves of
Dark ChuChus and chimb the stairs

Pushi the large block off the
upper part of the east side of the
raam. This opens the east doar to
IF Room 7 and gives you a way o
ger-up o it other than the stairs.
Pick up Medli and carry herinte
IF Roson: 7

| 1F Room 7

Fugt Medli down pear the enirance
and defeat the Floor Masser in the
miidddle of 1F Raom 7. Pisk the west
hiock all the way north to the wall,
Thiz apens a skylight thar shines a

¢ beam of light into the center of the

roor. Pick Medlilup and carry fer
e thee light wath you.

Take control of Medli and reflect
che light beam ohto the staiue en
tap of the east biock. The light
causes the statie o disintegrare.

Reflect the light onte the yellow
sigils on the north and south walls
ithere are two on each walll This
disiritegrates those secticns of the
wall. Eelease conwrol of Medli,

Bevond the disintegrated
secticns of south wall 15 the blue
Warp lar Use it towarp between
1¥ REoom 7 and 1F Room 3. 4
block is bevond the disintegrated
narth sections of wall Pull the
black as far south as vawean. then

push it-all thie way 10 the east.
Climby wp-it toreach the upper easi
section of the room. This also
apens the southeast door to 1F
R 8
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Push the eastblock o the south
wall to cause a chest o appear in
the room's elevated east end,
Throw Medli up to the room's east
end, open the chest a ger the
Compass for the Earth Temple, and
carey Medh into 1F Boom 3.

Tip
The pot next t the door to iF
#Room B contains Fairies. [f you
have an Empty Bottle, scoop
ap one!

Put down Medh near the entrance
and rue inte the middle af FE
Foom & In it are pwo Poes and
twen Mablins, Avoid the Poes for
the moment. Lure the Mablins
the entrance and defeat them,

Caution

Foes have mwo methods of atack:
They throw their lanterns to ser
you afire, and they confiuse vouil
they hit you, reversing your

controller s directinng (ol
example, pressing # would move
v £o the right). Poes are also
aphemeral—and invincible untl
stanined with light.
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Chimls the west ladder o reach
an elevated ledge with & beam of
light shining dewn on it Take
control of Medli and fiv her tothe
beam of light.

Reflect the light at & Pog ta stun
it and make it solid, then release
control of Medli. Leap ta the flogr
{as Link) and hit the Poe with vour
sword o defeat it Repear the
process for the ather Poe, After vou
defeat the enemies, a staircase
appears in the room's south part,

A Medli, reflect the beam of
light anta the statues at the room’s
| =ast end te disintegrate them and
expose 4 chest containing a Jov
Pendant. After vou have it. carry
Medlite the
south part af
the raom and go
through the sast
dpor to 1F

Foom 4,

Leave Medli on the rooms elevated
west side and drop dnto the cencer.
Approack one of the five crypts
along the room's east half, causing
it to fall open. Starting at the narth-
ernmast crypd and moving clock-
wige, the crvpts contain a ReDead,

© a Yellow Rupes (10 Rupees),

another KeDead, a third ReDead,
and a Small Key

ReDeads are amang the spoak-
iest enemies in the game. When
vou approach them, these zombie-
like eneries move slowly, but they
erit a piercing shriek that para-
Ivzes Link as they shamible toward
him. If they reach vou, they wrap
themselves around vou and bite.
maove Chin a circular divection and
hammer & repeatedly to throw
them off, ReDeads are imnune 1o
the Boomerang and anv type of
Arrow, but three Bombs defeats
them, as do several sword strikes.

After vou defeat all three
EeDeads, the fadder leading out of
the room's east part drops, and vou
can climb up to the room 5 west
side. Carry Medlt with vou into the
south part of 1F Ream 8

From the south part of 1F Roor
8. use the Small Key you picked up
in 1F Roam 9 to unlack the locked
south door to 'F Boom 10, If vou
are low on Bombs, smash the
Bubbles in the southwes: corner of
1F Raoem & vou reed six Bombs
for 1F Raom 10

IF Room 10

Medli dogs not accompany Link
into this room, The door seals
behind vou when vou enter. Walk
south until a Stalfos pops out of the
gropnd in the center. Stalfoses
mave stowly, but they have a long
attack range and cause a lot of
damage. They are also invincible
when intact,

T defeat the Stalfos, knock %4
it apart first, [-tarmet it and pull
out & Bemb. Stay out of range of
the Sralfos's club and throw ¢
the Bomb a1 the enemy when
the Bomb quickly flashes, The
explosion should scarter the
S1zlfng's bones.

[El-target the Stalfoss head in
the smoking pile of bones and
attack it repeatedly with vour sword
to clefear it an the first try. If voau
cannot, the 5talfos reforms, and vou
have to hit it with anorher Bamb.

When vou defeat the first
Stalfos, two more pop our of the
crvpis at the room's southwest and
southeast ends, Defeat them in the
same manner, and & row of sairg
appears in the rooms south part. At
the staircase's top is a chest,

Open the chest 1o ger the Mirror

Shield, which reflects beams of

light just like Medli's harp. To
. use it, draw veur sward with
% B and hold (& o raise the
Mirror Shield. Use @t
g angle the sheeld and aim
the beam of light.




tigh[ iree the middie
Stand in the light an
he crescent moo

Clear the enemies from |F Room 1.
Mo that Link has the Mirror
Shield, yvou don need to nse Medki
to diefeat the Poes: When the reom
is clear. take control of Medl and fly
her up to the beam of light on the
room's west side, Reflect the light
onto the middhe of the east plai-
form's first step; and release comirol
of her without changing the position
of the rellected beam of lighi-

wevsee _

B g e

ang Medli with you into the
secret passageway, You could head
through the door at its west end 1o
return to 1 F Room 4, but you'd
miss a couple of optional treasures,

Have Medli reflect the beam of light
into that avea and switch control (o

Position Link in the reflected

beam ol light and use the Mirror
Shield to reflect the reflected
light onte the sigil below Medh
on the west wall, The wall disin-
regrates, revealing a secrel
passage 0 1F Room 4,

E:iand in thr Imarn urf light near
the west door and reflect it at the

statue ko the east. The statue
disintegrates. leaving behind a
Blug Rupee (5 Rupees).

Link. Stand Link in the reflected beam. |

of light, and reflect the light to the
north to disintegrate a section of the
wall marked with a yellow sigil
Bevond the wall is a small ireasure
trove of 80 Rupees, Scoop them up

and head through the west door o IF I-'Iﬂmn 4

1—[he~ Jonk hh: [i‘v:!‘

meon plague i 1F Room

antral Medli, walk her
either beam of light, and reflect it
into ane of the statue's eves,

Release comrsl of

: she

the

neam

Retum i;n IF Hmm :] anddcfeai
any encmies that have reap-
peared. When the roem is
cleared. place Medli on the
constant pressure switch in the
rom's southwiest corner to hold
gpen the door to 1F Roam 11,

diowen the stairs and enter Bl R
1 ar deuhie-bm.k 1o 1 R

pick up

Missing

First Basement
Floor (B1)

The Earth Temple first
basement floor map is located
on the following page.

Bl Roam 1

any weapons ar iems until the
effect passes.
Tﬂ .:lﬁf'r:at E‘-' lue Bubbles, (T

¢ them te get
Then hit
. or they rise

Enter 1F Room 11 and reflect the
heam of light at the two yellow:
sigils on the west wall to disinte-
srate those wall sections and.
reveal an alcove containing a chest.
The chiest containsa Joy Pendant,
Pick il up. return to 1F Room 5 to
get Medli, and return o 1F Room 4
1o head down o B1 Room 1, '
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Boss: Jafhailo

- e 4
~Small Key ~ .~ reflow

&+ Warp Jar §

>

L

~ From Point A (on Earth "~ To Point B (on Earth
o Temple i) T Temple B2)

,— Chest {Treasure _
&3 Chart 121 rg-; = Chest (Red Rupee!

I vou fall off the bridee. vou pass
through a choking fog laver that
temporarily robs you of your
ability te use a weapor ar item,
At the botzom of the room are
o Floor Masters. some Bubliles
contalning common items. and 2
ladder leading 0 the north side
of the raom,

i 3 i ]
Carry Medli to the middle of the
suspension bridze, fe cast, and fly
fios thie platform <uspended from
chains. Pt her down and jump casl
to the next platform. Face north aml
defeat the Red Bubble he £
ower the north ledge, then smash
the Babbles and pors on the ot

gt b gl hamickbul of Bapees
and several common items, like

B Arvows, Bombes, and Magic Vials,

i blocked by 2 giant stone tablet

© inscribed with the notes for the

| Earth God's Lyric. Canduct the

« Earth God's Lyric near Medhi, whe
plavs the seng and sharters the

© store tabler, revealing the door to
B1 Room X If vou want to take an

. optional detour and pick up
treasure; See "Missing Link: Rupees

_and Common frems." Otherwise,

— garry Medli inte Bl Room 2.

4 Onee both Blue Bubbies are
/4 defeated. carry Medli across the
M bridge 1o the south door which i

Bl Room 2

Leave Medli at the entrance o Bl
Room 2 and defear the rwa
Feleads in the room. Stand in the
ray of light in.the roor's tenter
and reflect it onto the statue siting
on the biock to the south 1o disinte-
grate the statue.

Reflect the beam: af light anto
the latge mirrar in the room's
southwest corter. The mirmar
reflects the beamn onto anorher
statie on the room's wear sute and
disinregrates it revealing the don
to Bl Room 3,

Reflect the beam af light onte
the targe mireor on the room's
southeast side o disintegrae a
statie on the room & éast side and
reveal the door to the east half of

- Bl Room 4,

Fip
Burn awayv the southwest
tapestry to reveal a large Magic
Wial, If you need one




Even though vou disintegrated
the statue on top of i, don't worry
abour movieg the block in the
middle of the room vel. You use it 1o
ger up to the locked door in the
apnich wall thar leads to the west half
of B Roor 4 after vou find 2 Smail
Fey. Instead, carry Medli through
the west door and into Bl Room 3,

B1 Room 3

Leave Medli at the entrance to Bl
Raom 1 and run down the corridor
that leads 1o the north part the
room, Paralyzing fog covers the
rorth part of Bl Room 3, To make
matters worse, six Floar Masters
hide in the fog

Look at the map (either the ane
in this book or the in-game oneg).
This part of the room has three
pillar pairs. Heres the safest way w
get from the roont's south end to
the north end:

1. Walk east past the first (south)
pillar pair

I Turn east past the first pillar
pair and go between the
second pillar pair

3. Turn east past the second
pillar pair and walk to the sest
af the third (naeth) pillar pair

B1 Roem 4 (East Part)

The room's north end has &
chest. Open it 10 get a Small Key.
When vou have the key, the fog
dissipates. Mow vou can take out
the Floor Masrers if vou want (see
‘Missing Link: Treasure Chart
#127) or you can pick up Medli
and backerack to B1 Foom 2

Walk down Bl Room 4'5 east hall
urtil you come to the foggy area,
Two Floor Masters are in the para-
lvzing fog. Stand at the fog s north
end with Medli and defeat the first
Floor Master with Arsows.

Leaving Medli on the neeh side
of the fog, move to the fog's south
side and take out the second Floor
Masrer with arrows.

Il yon defieal 1I| six Floor "Inl-l‘-“‘rﬁ

in the nosth part of B1 Rowm. 3, a

chest appears in the room's

middle, Qpen it o get Tn..aqur:

Chart #12. Floor Ma: ]

5, but il you keep
antl don't back

dangerons foes
your wits-ah
into one while avoiding another,
vou will be able totake them oui
with litthe trouble, Patience is key.
Wait tor them (o make their moves,
and sirike when the time is right.

 Elime up o che halls west end
and hammer the peg 10 open a
skylight.

From B1 Room 3, carry Medii
through the east door to
reach the sast
half of Bl
Foom 4

Fush the giant mirrar 0
the west as far as vou ¢an, so

the west part of Bl
Raoom 4.

¢ ledge of Bl Room 2. Push the

\ into B1 Room 4,

that 1t reflects the
Bearn of light into

- and the other a large Magic Vial.

TIdWIL HIAVT THL

You can alsa shoot the sauth-
west red tapesiry with a Fire Arrow
to reveal 4 Jov Pendant behind it
When vou've dere all vou can
fere, return to BT Room 2,

Throw Medli onio the gouth

black in the middle of the room o
rhe south and climb up on it ta
reach the locked door 1o the west
part of Bl Eoom 4. Unlock it with
vour Small Key and carry Medli

B1 Roorm 4 (West Part)

Pur Medli dows near the entrance
to Bl Reom 4 and step into the
bearn of light thar has been reflecied
framm the east part of BT Room 4,
Defear the three Red Bubbles with
Arrows, and reflect the beam of light
at the three Paes to miake them
vulnerable 1o vour sword

Reflect the light at the twa large
stanzes along the south wall to open
tw smiall Bidden aloaves. One con-
tains a Yellow Rupee (10 Rupees),
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When vou defeat the enemies,
position Link so that he faces the
laree statue 1o the west and stands
near the east wall. Take comtral of
Medli and have her reflect the
beam of light ar Link.

Refease control of Medli and
reflect her beam of light at the large
statue 1o the west o disintegrate it
and reveal the door o BT Boom 5
Pick up Medli and carry her into
BT Roam 5.

Bl Room 5

Bl Room 3 is & pair of coypt-lined
falls that strecch north and west.
The crypts fall apen when vou walk
next o then, if vou're too close, the
falling siome slabs hurs youw. Leave
Medii near the entrance 1o 81 Roorm
3 and defeat anvy Keeses vou see
with vour Boomerang.

The west hall is an optional

etnies Starting from the west hall's

east end, the crvpis contain

nothing, 2 largs Magic Vial, a ]
Relead, nothing, nothing, a Yellow
Rupee (13 Rupees). a ReDead. and
nothing, A ches: at the end of the
west hall contains a Red Rupee (20

Rupees).

From the north hall's south end,

the crypis contain a Blue Rupee (3
Rupees), nothing, nothing, a
Stalfos, 2 Hearr, and noching, AL
the end of the hall 3 & stone slab
bearing the notes of the Earth
God's Lyric. Bring Medli here and
conduct the sang near her o
shatrer the stone and reveal the
entrance to Bl Room &,

B Room 6

iote

B Room & is the upper part of a
larze room: B2 Room 1 15 the
lower part.

Foun down the hall ar the entrance
ta reach the round room that
makes up the majority of Bl Eoom
¢, Bomb the vellow Warp Jar to the
north to activate it—vou Can now
warp berween Bl Room 6, IF
Rogm 7. and 1F

! ﬁf Eqrth Temple 81

The door to the boss's lair is 1o
the west, but vou can't go there
beczuse vou don't have the Big Kev
tooopen in Instead, pick dp Medh
and run down the spiraling stairs to

- the south. At the end of the stairs.

drop off the ledge to the west 1o
land in B2 Room |

Second Basement

E loor (B2)

' | EARTH TEMPLE B2 |

L |
' % - Big Key |

| |
bl |
[ Q - Chest (Purple Rupee! |
5

|

3 |
| Q - Chest (foy Pendant) |

| .

| [ |

- Chest { Treasure |
Chart #2260 i

5
ﬁ-‘ - From Point 8 (on

Run down the stairs in B2 Room 1
10 reach the north door to B2 Room
I If vou fall (o1 jump) 1o the bottom
of B2 Room 1, vou pass through fog
before hitting the botwam, To get 1o
the raom's upper part, climb the
vires an the seuth wall.

Three Floor Masters wait at the
room's bottors, and several Bubbles
and pots there contain useful
commen it2ms. One pot in the
roam's northeast part has several
Fairies; another pot in the northeast
corner has 40 Rupees.




From the entrance 1o B2 Room 2,
take cantral of Medli and fy her
up to the large pillar in the room's
center: Step on the trigger switch to
open a skvlight in the raof Fall o
the ground and release contral.

H There's a lot todo in B2 Room 2.
i you get lost in the walkthrough
folbow these general rules:

Push or pull every mirror statue
until it sits on top of a fisor tile
with 2 scorpion on it

Eeam reflected light at all
vellow sigils on the walls.
Beam reflectad fight on arny
stalue that can be disintegrated.

Beam reflected light on any
translugent chesl.

As Link. push the large mirror
statues at the room's southwest and
southeast corners away from the
middle until boch mirrors rest on
floor tiles erched with scorpion
parterns (the same paiterr appears
an the side of the mirror s bases).

Ex

ol
[ S|

Az Medli, flv to the pedestal in the
ronrn s southeast corner and stand
ini the beam of lisht reflected by

the southeast mirrar, Face west
and reflect the light at the statue
i the room s middle to disinze-
grate it. Behind it is another large
mirrar statue.

Face southwest and reflect the
beam of fight ento the rranslucent
chest. Release control af Medli, bur
keep her on that pedestal. Only Link
can apen the chest, which comsaing a
Furple Rupee (50 Rupees).

Get the Purple Rupee, ther run
ta the shart pedestal in the room's
west alocove and face north.
Contrel Medli and reflect a beam
of light ar Link, who should be
sautheas: af her.

Release contral of Medli, and be
sure her beam of light is stll
reflected at Link, As Link, reflect
that beam of light to the north and
hit each of the four sigils on the
alcove's north wall 1o disinzegrace
the wall, revealing another huge
mirror statue behind it

&g Link, move the mirror statue
- that vou just uncovered south, ther

it track until it's on the

wesl aion

scorpion floor tile and can't be

moved anv farther west.

As Link, go 1o the large mirror

¢ gratue in the room's center thar was

behind the staiue Medli disinte-
orated. Pull that mieror staiue nosthe

© east. then southeast along s rrack

antil it ress on its scotpion flaor tile

. and can be pulled anv farther.

This screenshot appears for a
few seconds. [f it dossn L double-
check all the previous instruc-
tions to make sure that vou did
evervthing.

As Link, gor te the peam's north-
west corner and stand on the small
pedestal near the translucent
treasure chest; vou should be in the
heam of light's path. Face southeast
and reflect the bear of light onto
ike freasure chest o make it appear.
The chest contains a Joy Pendant.

]

After the freasure chest appears,
turm left and shine the beam on the
aratiie near the treasure chest o

disintegrate the statue and reveal
another large mirror stare behind it

T1dWI1 HI¥VI JHL

After disintegrating the statue,
tuen to the southiwest and shine the
beam of light on the yellow sigil on
the wall e disintegrate that part of
the wall.

Hep off the pedesial and stand
an the smaller pedestal slightly
southeast of i, Face the four vellow
sigils on the wall to the northwest
andl take contral of Medli,

Az Medli, fly e the pedestal that
Link was just on and reflect the
beam of light that passes over it at
Link. Release contral of Medli so
the beam of light continues 1o
shine an Link.

As Link, reflect that beam of
light onto all four yellow sigils in
the northwest wall to disintegrate
the wall and reveal another large
MHETOT SEatie.
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As Link, go to the mirror statue
an the west side of the room's
center and pull it east along its 5.
shaped path until it rests on the
scarpion faor tile and can’t be
mulled any farther easi.

As Link, pull the mirrar statae in
the novthwest alcove that vou just
exposed (o the southeast wntil it sits
an its scorpion foor tile and can
be puited any farther

This screenshot appears for a few
seconds. 3 it doesn't. recheck all
the previous instructions and see
what vl missed.

Take contral of Medli and fly o
one af the two small pedestals at
the room's north end that have
beams of light stzetching across
them. Reflect the beam of light
into one of the eves of the statue
0 thE nogth,

Release control of Medli, bring
Link up to the other platform, and
reflect the heam of light into the
atatue's ather eve. Both beams af
light simultanecusiv shining into
the statue's eves illuminate the Hedne
raon, and a north deor appears. ad iy to ﬁﬁhl all

thme SE&EMH at one!

Smash the pots in the west
alcove to get 30 Rupees. The pots
in the northwest alcove contain
almost twice as many, Go through
the southwest alcove to find the
door 12 B2 Room 3, an opticral
sidleguest (see  Missing Link:
Treasuze Chart 220"). When vou're
done in B2 Rooms 2 and 3, go
rorth through B2 Rooes 2 1o enwr
B2 Room 4.

chest appears i
It ummin-.

In BZ Room 4. vou must fight 2
Drarknur and rwo Blue Bubbles,
Take out the Blue Bubbles with
vour Deku Leaf and sword first so
vou can focus on the slow-moving
Darknur

ReDeads. Three ¢ rypis are in the
room's lower west falf and a beam
of light shines down from the

ceiling, Open the crypts by
reflecting a beam af light at them;
each crypt contains a Statfos.

After defeating all three
enemies, a gate opens in the @oom’s

Send Link down to the room’s
west hall, have Medli open one

yptand defeat the Stalfos wiﬂ&

& Medli open the semnd

Lrﬂﬁ_-n_nd s on onriball three

north wall. On the gate's ether side
15 a ches: contzining the Big Key of
the Earth Temple. When vou have
it, backirack 1o Bl Room &,

Ta reach the door 10 the boss's
lair in BT Room 6, pick up Medii
and run west off the room's east
ledge, Medli's flapping wings have
just enough strength o take vou
both to the west ledge. Smash the
pots for Rupees, Hearts, and
srall Magic Vials, save vour
game. and open the doer o begin
the boss fight.

Boss Fight:
Jalhalla

Jalhalla is an enarmous Pee encom-
passing 11 multicolored Poes. lis
attacks include a jet of fire from is
lantern, a blast of wind that can
send vou into the spikes that line
the raom's walls, and the abilitv o
emporarily reverse vaur
controller's & directions if it
touches vou (* becomes down, <
hecomes left, etc.),

Defeating Jalhalla is straightfios-
ward: Three shafts of light shine
down from the ceiling. As the fight




goes on, they disappear and reap-
pear, but always in the same places.
Reflece their light at lalhallz with
vous Mirpor Shield, just as vou
would with any ather Poe.

Afrer a few zeconds of constant
expasure ta the reflected light,

Jalhalla becomes solid and fes face-

e on the grownd. Lift [alhalla and
shrow it intg ene of the wals four
pillars of spikes,

This causes lathalla o
temporarily split into its separate
Paes, all of them solid and vulner-
able o vour sword. Defeat as many
a8 vou can befare the remaining
Poes reunite into lalhalla and
atrack again. Repear this pattern
until you defeat Jathalia,

R,

lalkalla lezves behind a Heart
Comgainer when it's defeated. A
Blie warp apens in the Triforce
paitern in the center of the faor,
Grab the Hear: Contairer and step
into the warp te complete the
Earth Temple guest,

“edli enters the boss's lais just
before Link warps out, Link
comducts her as she plays the Earth
Gud's Lyric before the Master

Swaned, The ghostly fimage of

Laruto appears as well and plays
along with Medli.

The hilt of the Master Sward
transforms as Medli's devotion
restores part af its former power
Medii tells Link that he must
restore the Earth Temple before the
Mlaster Swiord regaing its abiiity o
repel evil, She asks
hits e watch sver
Pringe Komali, then
bids him goodbve. Link

steps ingo the light of
8 the Triforce sigil
anel rises out of the
Earth Temple, reap-
pearing on Headstong
Island's shores.

lce Ring

i To complete the Wind Temple
| guest and re-energize the Master
¢ Bword, vou need the lron Boots

from lce Bang Isle in your Sea

Chart's quadrant Eg. After leaving

the Earth Temiple, se1 sail for En.

fce Ring fsle is pelced by frigid
wing gusts: [f Link rries to set foot
on the istand. he's instantly frozen
sofid. To remporarily unfreeze the
istand. shoot 2 Fire Arrow into the
island's cavern entrance, which

o looks like 2 dragen's mouth.

You have five minutes to get
inside fce Ring Isle and recover the
lron Boots. Sail to the back of the
dragon’s mouth cavern on the
island's west side and climb the icv
ledges. Run counter-clockwise
along the top of the ledges until
vou reach the foating icv plat-
forms an the island's eag: side.

TIdW11 (NIM ]Hl:

Youer Fire Avrow warmed up lee
Ring lsle. but slippery ice sill
coats every surtace. Move quickh
but carefully—you waste more
time speeding around and falling
off fedzes than vou would if vou
took vour time and stayed on
COUFSE.

Leap west across the floating iy
platforms o reack the cavern
entrance in the dragon's moutt
vou slip off the platforms, swim
southrwest o a couple of floating
platforss that vou-can climb on
and jwmp from o return 0 the doy
ledzes on the island's perimeter,

lip
f wou enter the ca
i or miore an the of VOUL By
plenty of time te-gef to the lron
B Eoods before the island refreezes
i More than still enotigh fime
W o complete the mission, [f the
ciock shows 1:00 or less, swim
the King of Red Lions, wait for the
W island 1o refreeze. and unfresse it

§ again to resel the clock.

From your starting posinnn
nside the cavern, rur and siide
across the neasby narrow jce bridge
and ¢limb onta the oy platform at
its end, Use vour Boomerang totake
ot the Keeses flapping everhead:

W
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f and intw the water. swim to the
stone ledge near vour siarting
| position and use the Grappling
Hook to climb to the start point.
fook the overhead wooden

| poles and pull o f

irsedt up

Clhimb on the next iy parhway
and stide along the cusved path
untif vou reach the stone ledge ac
the enel. You have little conral
over vour movement while sliding
dewn this path—let vour
momentem cany vou and make
anly shight changes o vour direc-
tion by gently-pushing 5

The stone ledge at the end of the
1 curved path holds a chese

containing the Iron Buots. Assign
ese to ~E, T er [ Link
moves slowly i the leop Boots, but
strang wined blasts can't push him,

Use the Iren Boots to walk along
the windy pathway beyand the
chest to a galdes light rav that
Jrranspors vou o lce Ring [sles
dexterior. Once ousside, head o the
King of Red Lions.

Gale Iste iz the Wind Temples
entrance. It's in quadrant D1
itwhich the King of Red Lions
marked on vour 3ea Chart), Head
there after gerting the Iron Boots
from lee Ring lske.

W . @
Tip
The quickest way to reach Gale  §
Isle is to warp to Windfall island §
{8 102 and sail north, |

A powerful wind gust emanares
from the Gale lsie's middle, so
equip the Tron Boods and walk
north up the beach until vou reach
the wind's source: 4 stone statue. A
taTgeting arrow appears over the
statug, prompring vou 2 smash the
statue with the Skull Hammer and
permanently shut off the wind.

Bevond the wind statue is a

| cavern, Enter it ta find a giang
stone tablet engraved with six
niotes. Lise the Wind Waker ta play
the song and learn the Wind God's
Agiz (hold 2 for 6/4 tempo and

sl @ 8. @ © @ o

The ghostly image of Fada of the
Kokiri tzibe appears. Like Lareds of
the Earth Temple, Fado was the
Wind Temple's sage until Ganon
attacked her and stole her soul o
wegicen the Master Sword, Fade
tells Link to zezrch for someone
whe plays the same viglin 2 Fado
and 10 conduct the Wind God's Aria

in front af that violinist, That person

is desiined o become the new wind
sage, and the Wind God's Area will
awaken him or her 1o this destiny,

Forest

Haven (FO)

Remember the ceremony thai the
Karoks performed after vou
rescued Makar from the Forbidden
Woods? Makar plaved a violin
during the ceremony that locked
like the one Fado st showed voul
Set'sail for the Forest Haven in
gquadrant P4 ta find Makar.

Makaz is hiding in a waterfall a:
the izland's northeast corner. As
vou approach. vou hear and see
notes floating from the waterfall.
T encer the warsriall. use yvour
Crappling Hook & swing from the
pele above it Youll swing through
the waterfall and into the cavern.

Makar s inside the cavern prac-
tEing a new song for next year's
ceremony. Sure enough, kis violin
is idenitical to Fado's! Conduct the
Wind Gad's Aria in front of him,
and he plavs with vou.

The ghostly 1mage of Fado
appears behind Makar and plavs
with him. Eventually Makar disap-
pears, and Link iz [eft conducting
Fada. At the songs end, Makar
reappears and asks Link 1o take
hien to the Wind Temple. He now
knows that his destiny is to became
the pexs wind sage.

Link and Makar return 1o the
King of Red Lions. Set sail for Gale
Isle (D1} and walk with Makar o
the large stone tabler bearing the
Wind Gods Arda. Coneduct the song
in front of Makar, who plavs itand
in the process shatters the tablet.
Link and Makar enter the alcove

o bevond the tablet and drop inte IF

Room 1 of the Wind Temple,
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You can call, carry, and ciirol
Makar just as you could Medl in
the Earth Temple: Makar has a
variety of abilities that yeu need o
get through the Wind Temple, Get
familiar with all of them.

Carry Makar by pressing &
near him. Press (20 again Lo pul
vy down, 1le remains in that
spol until you call, contral, or
carry him

Unlike Medli, Makar cannol Hy
both of you off ledpes while you
carry b His Deba flisht appa-
ratus wasn'l designed 1o carry
Link's WEighl. _
Throw Makar inlo Lhe air to help
him gain altitude and fly for a
short distance.

Press (2] near Makar and he
h.'ll_liaws yiu ;
Conduct the Command Melody
thobd € for 4/4 tempo and play

o) (63 e ) bo contral Makar,

just as you controfled Medh,
Press T2t release control,

While controlling Makar, make

him fly by repeatedly pressing (20,

His stamina is limited, and he
drops to the ground when il is
depleted.

While controlling Makar. make
him plant a seed in soft mounds
of fertile earth by pressing ()
when a Largeting
ATFOW appears
over the
o of
earth. A& tree
, srows from
the seed.

‘Wino Temple

First Floor (1F)

e 1
m = Chest {Orange “ = Chest [foy
1 Rupee) :  Pendant! 3

1 Room 1

1F Room 1 has nothing of note

except the north door to 1F Room |
1 and a shaft of lightin the room's
& Wizzrabe with vour bow. Take

center that rakes vou to the

- temple entrance on Gale lsle,

Tarry Makar through the notth
deor into 1F Eoom 2.

WIND TEMPLE 1F

- Dungeon Map

?: - Blue Warp Jar

- Chest {joi
Pendant)

A%
e
g - To Point A (on Wind Temple 2F] % U —Green Warp far
St

- 1 Room 2

;’: In the revessed middle of 1F Room

2 s & Wirzrabe, Leave Makar at
the room's entrance and defeat the

contrel of Makar and fly to the
room's north end. As Makar, step

© an the pressure switch to stop the
~ wind blowing down from the
* geiling in the room's center

B S

e —

Release contral of Makar and,
as Link, drop into the middle of 1F
Room 2. Walk north until the
Staifos rises from the ground

. Defeat the Stalfos.
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| The first (green) Warp |
Il the rovm's bottom northwest
carnet. past the Stalfos. Bomb it
en before leaving the room.

Take control of Makar and flv to
the two vellow mownds of sarth in
the roomm's middle. As Makar plant
seeds ineach (by approaching them
and pressing & when the targeting
arvow appears aver the mound) to
graw twao trees. A chest containing
an Orange Rupee (10} Rupees)
appears between the irees,

Again as Makar, iy 1o the
room's north end: then release
control, As Link, cimb onto the
springboard near the cheseand
trees and equip the Fon Boots to

depress it.

Face south and take off the lzan
Boots (press the lren Boots bution a

second time) to faunch Link ino
the air. Lise O e steer toward the
southetn ledge, then land an it

Clieml onto the springbeard on
the edge of the roond's south past,
face navth, and use the [ran Boots
to depress it Assign vour Deku
Leaf 1o QE._. 8 or D and take off
the lron Booes o flv,

At the jumpys highest point, pull
aut the Deku Leaf and glide to the
room s rovth end. Pick ap Makar
and carry him through the north
door into 1F Room 3.

1F Room 3

When you first enter 1F Room 3,
onby the south end is accecsible,
Pur Makar dows a2 the entrance to
1F Eoom 3 and defear the twa
Armases with vour bow and sward,

Face the pireheel near the
statues and use vour Deku Leaf to

Blow & gust of wind a2 it. This sping
the pirwheel, which flips the north
vertical wall into an elevated hori-
zentz! platform. You can new enter
thie central part of 1F Room 3
Make vour way past the Blade Trap
ihat bounces between the east znd
west walls in the room's middle,
then rake control of Makar

The east pressurz switch near

I the rotating wall changes it
back to a vertical wall, and the

l west switch EhaI'IEE'E it to a hori-

§ zontal platform. Don't use either
at the moment. We'll remind

if vou ahout them after you get

i§ the Hookshat, because vou can

it get an optional treasure in LF

& Boom 3 at that point

Az Makar, fly 1o the room's
warth end and plant seeds in the
two vellow mounds of earth o
apen-the north door e 1F Room 4,
Releass control of Makar and carry
him inte 1F Eoom 4.

1F Room 4

The southeast dooe in 1F Room 4 i3
sealed, and it's the only door other
than the one vew just entered. Take

control of Makar and fiv hin narch
zlong the grassy ledges. Each of the
three ledaes has & vellow mound of
earth; plant a seed in each to grow
a tree,

When Makar plans the third
seed. the deors to the narh and
sonitheast aper. Four Floor Masters
pop up and kidnap Makar! There is
nothing you can do o prevent this.
Link fas 1o go salo for a bit, He
can reach the norch door, so go
throsgh the southeast one and wio
1F Room 3.

Makar is being held prisoner in

the north end of IF Room 5. but

vou can't rescue him uniil vou
nd the Hookshot,

1

F Room 5

Note
1F Room 3 Is the middle part of
ane large room encompassing Bl
Room 1. 1F Room 3. and 2F
Room 2

Defeat the rwo Peahats in IF Boom
3 and head to the raom s east part.
Drefeat the two Armas Knights that



artack you, then go through 1F
Raom 3's east door 1o reach 1F
Roam 6.

I F Roawim &

Defeat the pwo Peahats at the west
end of 1F Room & and move narth
past the Blade Trap, Stand on the
cracked floor tle o the north and
use vour Tron Boors 1o smash

through 1t and fall to the level below:

A Floos Master atracks vou
when vou drap, Remove vour lrog
Booes, (= -target the Floor Master,
and swing vour sword to defend
yourself. Defeat it with the sword
or bow,

Uze vour Deku Leaf 1o activate
the nearky pinwhesl, which trans-
forms the vertical wall 1o the east
it a horizontal platform above
voul, Climb or the springboard
near the pinwheel. Lse vour [zan
Boots to activate it, then leap w the
upper part of the room's west end,

aution
Dot g into the lower east parnt
of 1F Room & You don's nesd 1o
do anything there, and vou ll wingd
up fighting another Floo: Master

-

From the upper west part of IF
Foom f, run east and enter the
nerth aloove o the room's middle
to fimd 2 chest containing a Jov
Pendant.

There are doors 1o the east and
the spusheast, but a glant stone
tablet inscribed with the Wind
God's Aria blocks the east door
Yiou can't ger to the east door
withow Makar's help, so go
through the southeast door and
e 1F Room 7,

IF Raom 7

i Tip ,

[ o need 1o do 2 lot of Deku Leaf |

| gliding in 1F Room 7.1 you run

§ low on magic energy, find large
and small Magie Vials by chop-

i ping down tufts of grass

From veur starting
point at the northeast
end af 1F Room 7,
glide south with the
Deku Leaf into the
nearby updraft o get
some altiude, then
glicle o the south-
east 1o land on the
plarform beyvond
the updrafl.

Seep on the platform s pressure
switch to apen the gate to the
southwest, Glide onto the now-

horizontal gate with the Deky Leaf.

Tip

If you fall to the lower part of
@ 1F Room 7 dan't panic. You
I can climb up the vines at the

room s northeast end to get
{0 vour starting position:
grabhing cables are the anly
hazards thers,

Fun south across the gate into
an area wirth 2 Wizzrobe, Defeat
the Wizzrabe with yvour bow {(stand
an & nearby grassy platiorm o be
within bow range of the Wizzrobe),

Haop souch across the grassy
platforms and ghde through the
south gate to reach the southeast
ledge of 1F Room 6, The chesr on
this ledge contains the Dungeon

- Map for the
L) Wind Temple.

* . through the north door to return
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Glide off the ledge o the north
and ingn the updrafi ahead of vou.
Gain altitude with the updraft,
then glide onto one of the grassy
platforms near the west gate,
There, chop down grass to find
Magic Vials,

Make sure vour Magic Meter is
full before vou glide west through
the nearby gate. Steer into the
updraft bevond the gate and land
on the horizontal platforms of the
gate bevond the updraft,

Run to the horizontal gaze plat-
forem's west end and defeat the
Wizzrobe and three Peahats 1o the
west, Glide w0 the westernmast
iedge of 1F Room 7 so vou can -
targer the Wizzrobe Use the
updraft to get enough altinade,

. Fram the ledge a1 the west
“edge'afl IF Room 7, g0

ta the elevated south end of 1F
Foom 3, which vou couldn’t
reach previously.
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Bomb the blug Warp Jar in the
southeast corner of 1F Room 3 o
aper it, LUse it to warp berween IF
Foom 2 and 1F Boom 3.

When the Warp lar i open, act-
vate the heavy pressure switch (a
pressure switch that requires the
Iran Boois 1o operare) in the seuth
end of 1F Room 3. Activating this
switch with the lron Baaots drops
the faar i the middle of 1F Room
3 Drogp throwgh the apen floor in
1F Rosm 3 toreach B! Room 1.
Use the Deku Leaf to break vour
fall and avoid losing Hearts,

First Basement
Floor (B1)

Note

Bl Room 1 is the lower part of
one largs room encompassing Bl
Room 1, IF Room 5, and 2F
Room 2.

81 Room 1

ey

Defear the Peahats in Bl Eoom 1
and those that followsd your
b descent from IF Room 55, To the

- theough aey of them with the [ran

“INIJ TL\'IPLE B1

i S i It_\ B ; Compass - Locked Door
( 1%-: i = Yollow = Chest (Treasure
- Small Key >~ Warp jar s Chart #5)

@ - Chest (Hookshot) g? — Chest (Treasure Chart #5)
[

e = e —— _.'.,-F"-il-_

* the south is an unlacked door. Go Floor Tile Enemies

thronigh the south dosr inte B1

| Rovm 2 Tile Enemies
: 1 st Faur Green ChuChus
: . 7 Thres Armoses
B1 Room 2  3iMiddles  Twe Floor Masters
L Mo enemies

3 (Easti Four Ked ChuChus

The north end of Bl Room 2 has
five cracked floor nles. Drapping

Boors trigeers a fight against a After clearing the lower level of
specific enemy in the lower level. ensmies, pusk the black with the
springboard so i sits atop the dark
floer tile tothe southeast. Line up
. the block and springboard under a
 hole in the rooe's south part.

Push the other bleck in the

 room's lower level so i is next to
i the block witk the springbaard.

Climb onto that block and use it as

| & stepping-stone to climb on the
- springhoard,



Use the springhoard to jamp
thraugh the hele above vou and
lanid on the slevated south part of
the room. A chest on the room's
southeast side holds 2 Small Kev,
Taking the Small Kev rerraces all
the spikes in Bl Reom Z. Backirack
to B1 Roam | through the north
door or take an an optional side-
guest (see "Missing Link: Treasure
Chart #3571

Treasure Chart -

wan g ﬁ

north end and defeat the encmies
' e fevel.

Alter allfive floor tiles are
smashed, a chest containing
Treasure Chart # 35 appears in the
southwest corner.

2

From B1 Room 1, use the Small
Kev to unlock the north deor. Encer
ihar doorto reach Bl Eoom 3,

B1 Room 3

B1 Foom 3 is an arena in which
you must fight a special miri-boss
Wizzrabe. It artacks, disappears.
and reappears like an ordinary
Wizzrobe, but it can also summon
other enemiss to fight vau—
Darkruts, Peahats, Kargorass,
Keeses, Mobling, and even ather
Wizzrobes!

Fight the other enermizs if they
are keeping vou from focusing on
the mini-boss Wizzrobe, but your
top prioeity is 1o defeat the mind-
boss Wizzrabe and prevent it fram
overwhelming you with foes,

Note

After you face the mini-boss
obe, vou'll start sezing
summaning Wizzrobes. They're
tougher than normal Wizzrobes
but they summan fewer enemies
and the enemies are weaker than
those summoned by the mini-
boss Wizzrobe.

When alf the enemies are
defeated, a chest appears in the
midile of the room, Open it o
receive the Hookshor. The
Hookshot is a cross between the
Hero's Bow and the Grapphing
Hook—it latches onto whatever
vl targer and pulls vou to it (or it

* 1o you, if the object is ligheer than

. the southeast. After

¢ third platform,
: turn to the

o platform.

Linkl The Hookshot has a limited

range and can anly latch onta

- objects, such as chests, trees, or

. targets on walls, [t cannot larch
onuz walls or platforms.

Fire the Hookshot ar the target
. ahave the room's nerth platform o
pull vourself up to that plactorm,
Hit the wonden peg on the plai-
form with the Skull Hammer to
open the soutk doar o B1 Roam |
- Go through it

e

Rescuing Makar

. It's time to rescie Makar, Clear B1
Room 1of Peabats, then use the
Hookshat 1o ascend the room s
stepped platforms o get to 1F
Room & The frst (lowes:) platform

© is at the ropm's north end, above
the door to Bl Room 3. Fie the
Hookshor at the rarget above the

- platform to pull yourself up.

Lise the Hookshet 1o reach the
. next twa platforms o

vou land en the
northeast.

Haakshat
to the next
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o

From this fourth platforn, use
the Deku Leafwo glide west to the
alcove across the raam. In this
alcove is a chest containing the
Compass for the Wind Temple, as
well 35 two pots holding Arrows
and small Magic Vials.

Use the springboard in the
alcove and vour Deku Leaf wo leap
up and glide to the southeast plat.
form, Use the Hookshot to get 1o
the next platform 1o the southeast,

Turn, face nosthwest. and use
the Hookshot to ascénd the twn
platforms vou see there, Lise the
springboard an the second plat-
form to jump o the long platform
1o the northwest, below Makar's
prisnn.

I} Hookshat up o Makar's
prison by latching onto

the targe: on the wall of 1F

Room &'s north alcove.
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A ghant stone head serves as the
door to Makars prizon. On ifs fore-
head is a targer. Ordinarily, if vou
were to Hookshat that targer, vou
wenthd be pulled o the staue. If
v wear the [ron Boots while
firing the Hookshat at the statue,
the Hookshor pulls down the state
and destrons it, freeing Makar.
Cipen the chest in his cell o get a
Jov Pendant

i Tip !

8 This trick alse works on the stone §

" heads that line the walls in the

¥ Wind Temple. Most hold a
comman item that vou can pick

{f up after you pull them down.

With Makar free, drap down fo
the norchwese platform thas runs
under the nosth and west alcoves,
anid Mookshot up to the west
aleove. Take control of Makar and
flv hem 1o the west alegve. Carry
kim through the deor into 1F
Room 4.

A Defear the Wizzrabe in iF
A Room 4, then use the Hookshot on
Arhe Makar-grown trees to ascend
the platfarms and reach the room's
orth part. Contral Makar and flv

- himoup there as well, Release
- control of Makar and carey him
. through the narth door inw 1F

IF Roorm § has stepped platforms

- use the Hookshot to get Link

caliv ZF Raom 1.

- Second Floor (2F)

Room &
TF Bopm 8

Note

The elevared east end of [F
Room & is represented on the
map as 2F Room |

leading to the east. much like 1F
Eoom 45, To defeat the Blue
Butbbles in the raam, Hookshar
them o pull them to vou and
temporarily dispel their blue aura,
Then whack them with the sword,

e

WIND TEMPLE 2F

@ = Chest (Joy Peadant) q - Small Key
4 )

il
. — From Point A (on Wind Temple 1F)
Take our any Bubbles within g .

range of vour starting position.
Then take control of Makar, fiy hin
i the frst platform. and plant a
tree. Release comtrol af him and

safe from the Floor Master in the

novtheast cormer. Defear the Floor

Master, then carry Makar through
i the south door 1o 2F Boom 2.

2t Room 1

Note

2F Room | is the elevated east

part of 1F Reom & Ne physical

boundary (such as a door or
walll lies berween them.

up there. Eliminate
anv Blue Bukbles in
range of this plarform,
Continue this pattern
until vou reach the
room s east erd,
which is techni-

i 2F Room 2
MNote

2F Room 2 is the upper part of
one large room that encompasses
Bl Room 1, 1F Reom 3, and 2F
Room 2

Leawve Makar on the south side
N, of 2F Room 1 0 keep him



Place Makar on ome of the twa
simtiltaneons tigzer switches in
the morth par of 2F Rosm 2: Stand
an the other o open the narth gate
in IF Roem 2 and the floor of B
Room

Take control of Makar and drop
to-the floer of Bl Eoom: 1. Plang
P seeds i the room's west alceve
ti activaie the giant fag under the
floor of B1 Eooem 1, then fiv io.the
gast e of 2F Room 2.

Felease control of Makar and
use your Deku Leaf to ride the
gianl far's updrafi 1o the east side
af £F foom 2. Open the chest o
get a Jov Pendant,

Leave Makar where he s and
picde the upelraft 1o the south end af
2F Room 2. Go through the south
dgoor to reach 2F Room 3

the edsr doar 1o 1F Reom

2F Room 3 - 1F Room 9 B1 Room 4
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ZF Room Tisan avena nwhich
vau must defeat six Armozes. The
Armoges dan't artack until vou
zppreach them so activate only
DRE-OF DWE ata time to keep from
being overwhelmed.

Defear the three Darknuts in 1F
Raam 9, using youT parry attacks
te counter their attacks. Hita
Darknur 4 couple of times then
back off. instead af focusing on owe
Darknut and being atacked by the
ather two. If you're sloppy o care:
less, this is a tough fight. [T vou
wait for veur sword o glow befors
counierattacking the Darknuts
voul || guickly take them out

Defeat twi Stalfoses
and a Wizzrobe, Focus
an the Wizzrobe first,
avaiding the slew and
clumsy Sialfoses.

Aftet you defeat the room's
enemies, use the Hookshor ra reach
the kighest platformy on the romm's
northwest side. & heavy pressure
switch opens the east door o B
Room 5. Carry Makar through this
door ar rake on an optional side-
guest it this room before contin-
ding (see "Missing Link: Treasure
Chart #37).

When all of the Armoses axe
defeated, the north deor through
which vou entered apenrs, and 2
south alcove apens, Open the chest
i this aleove o get a Small Key,
then return o 2F Room 2,

Drefeating the three Darkinas
apens the west door to 1F Room &
and the east alecve, which contains
a chest holding the Big Key for the
Wind Temple. Grab the Big Key,
exit the roem, and drop B1 Room 1.

Note
Either pick up Makar before you
jump or control him and drop
him. Either be sure that

Makar joins vou in Bl Room 1

Frow: 2F Room I, use your
Deku Leaf o glide to the east side
of 1F Room 3.Defeat the Avmios
Knights and flv Makar to join Link
Carry Bim through the east door (o
1F Koo &

Usethe Iron Boots and Hookshot
to pull down the stane masks from
the walls of B1 Room 4, Two
Bokobling hide inside them. Defeat
hath Bakoblins,

appears, Treasure

insile the: chest.

Wait until the ziant fan at the
bogterm of Bl Room 1 stops spin-
ning, then carry Makar to the
floor belaw the fan. Open the
locked cast door and carry

i Makar through it to
reach 81 Room 4.

Clear TF Roam & like before, by
deopping to the lower level and
bluwing the pirswheel that-makes
the room's center wall a horizontal
floar, Carry Makar ta.the roants
east end and conduct the Wind
God's Aria in front of & stone tables,
This shatters the tables and sxposes
9
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Drefeat the Floor Master and four
Peabats. then carry Makar through
the southeas: door to Bl Room 6.

Bl Room 6

o)

Leave Makar at the west end of
Bl Room 5 and head east. Defeat
the three Shield Bokoblins, then
defear the two Armos Knights
havond them.

Set Makar down near the entrange
of B Room 6. Push ane of the north
ocks south until the northernmost
Spike Trap starts hitting it. Box dnthe
Spike Trap by pushing the Black
toward it, pinning it against the wall,
and rendering i harmless,

Caution
If v fall to the room's lower
part, climb the vines in the south-
WEST COIMer W return to the

room's upper west part in which
Vil started.

Eguip vour [ron Boots and push
another block south te pin the nex:

; Spike Trap against the wall,
After vou defest the enemies. : s

carry Makar ta the room = center,
Take contrel of Makar and fly to
the room's east side; past the hori-
zomtal jets of wind, Plant 2 seed in
the mound of vellow earth in the
FODI'S center o grow a tree. which
shuts off the wind jets

Caution
Don't let Makar get too close 1o
the Floor Master to the east or
he's caught and you have mo go
back to IF Beom 3 torescus him

Gote the room's north end and
[push the third biock south until it
falls into the narrow ravine in the
oS center.

Stand on the south side of the
northernmast block and pull it 1o
the south. Line it up with the dlock

| FRelease control of Makar and
Itarget the tree with vour Haakshot
o take Link to the room's east side.

vl pushed into the ravine to push
the biock acroza the ravire and bax
i thie southernmost Spike Trap.

Bevond the stone tablet are the
third (vellow) Warp Jan several
pots, and the door 1o the boss s lair,
Bomb the Warp Jar to open it and
smash the jars to get Rupees,
Fairies, and small Magic Vials.

G to the room s narth part and
carry Makar 2 the south end, to
the large stone tabler engraved wirh
the Wind Gad's Aria. Conduct the
song, Makar plavs it and sharters
the stone tablet,

Siep on the east rigger switch
beyond the rotaring wall to
change the platform back into-a
wall. Equip the Hookshot and aim
it at the target above the east
trigger switch.

Uise the yellow Warp far in B1 Room
tto warp to |F Room 2. Go north
throuzh |F Room 2 inte 1 Room 3
Activate the pinwheel in the south
part of 1F Room 3 o change the
verfical wall in ihe room’s center
into a horizontal platform.

e A

Run sowih acppss the rotating
wall and use the Hookshot and
Iron Boots to pull the sione
masks from the south wall. One
of them containg a joy Pendant.

“alcave abose IF Room 3. Activate
the pinwheel here to E‘liange the
wall back into a platform.

Afiter getting the pendant. drop
thraugh the cracked Hoar iile and
haekiack ta 1F Roam 2, Warp Lo
B Koom 6 to face the boss,



To hit and damage Molgers,
equip the Hookshor and (El-target
its Blue tongug. Fire the Hookshot

Molgera spits out four smaller
Malgera larvae, but it also leaps

to drag the tangue 10 vou, and slash
it with your sword,

on top-af vou, Avoid Malgera,
defeat its progeny, and Haokshot
and slash Maolgera's tongue agam.

Refer o Missing Link: Jov
Pendant for & quick sidequest that
nets vou aJov Pendant, Or save
your game and open the south
doar to begin the hass fight.

Boss Fight:
Molgera

Afrer four hits, Molgera pulls its
tongue free and slithers under the
sand, releasing four smaller
versions of itself to attack vou
Waich for the paffs of sand 1o see
where the smaller Molgera larvae
are burrowing. El-targe: and fire
the Hookshot at them to drag them
out of the sand. Two hits from your
sword defeats then.
s L

Yaou should defear Malgera the
fourth or fifth time you attack it
tongue. It leaves behind 2 Heart
Container and a warp oui of the
Wind Temple.

Run into the center of the boss's
lair to begin the fight with
Molgera. Molgera disappears into
the sandy floor of its lair and reap-
pears underneath vou,

Diefeat all the small Molgera
W larvae so vou can focus on the
N binss, Each larva leaves behind a
§ Heart when defeate

If the sand under your feet starts
to darken, Molgera is about o

pop up. Run in any direction and
press & repeatedly to roll out of
1 the monster's reach

Pick up the Heart Container and
step into the warp to trigger a
cutscene with Makar. Link
conducts Makar in the Wind God's
Aria; the ghostly image of Fade
appears next 1o him and plavs
aleng. ‘When they finish, the
haster Sword is fully restored to
its farmer greatness and shines
with the power 1o repel evil,

4 frer vou defeat all four small
Molgera larvae, [-target
Molgera's tongue, hit it with the
Heokshor and slash it with

You have & few advantages in
this fight: Muolgera maoves slawly,
and if vou stav away from it
gaping maw, it can’t hurt vou unti
after-the first time vou hure it. Get
ton cloge, and it snaps its jaws
shat aroynd vou.

your sword o damage
the boss

Makar promises to stav in
the Wind Temple as its sage and
savs that his ancestors. the
Kakiri, would be pleased with his
decision. He bids Link farewell and
tells him 1o step inte the light

inta <he air and tries t crash down

shinirg frem the Triforce sigil on
the ground. Link does so and
returns to the surface of Gale
Isiand, completing the Wind
Temple guest.
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Missing Links

Having found the lron Boots and
‘Hankshot. Link can now undertake
several other sidequests across the
Gireat sl

Wreat Sea” and "Lepend;
Checklist” after this walkthrough
for more information on these
opticnal sidequests.

Chost s
Steppe Island (A

Ili.l.md B

ining
F44 Dutset

#5: Galke Isle EB

(D1, Dur
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O Before
You Begin

Wl can start lsoking for pleces of
the Triforce of Courage before
complering either the Earth Temple
or Wind Temple quest, However,
YOLL must pertonm certain actons
and acquire ceram items before
yauncan start loeking for all eight

tagks are:

free Tingle from his prison on
'I-’u"!ndfal Island.

Upg;ade YOUT Maximum H’IJPFE* '
carrying capacity to at teast 1,000
Rupess, e
Receive Tingle's IN-credible Chart
in the mail,

Have alf these ilems: Bombs,
Grappling Hook, Skull Hammer
Hyoi Fear, Hero's Bow, Hookshat
and Power Bracelets,

Have 21 lﬂ'l" anﬁants

Wi also stromgly recommend
thar vau

* Have visited all of the Great
Fairies so that you have a
maximum careving capacity of 99
Bambs, 99 Arrows. and 3,000
Rupees.

* Have af least bwo Hyei Pears.

* Have at least 3 385 Rupees,

* Chart the islands in quadrants
A5, B4 BT C5 Ch C7 D1 D5,
7 E3 F1, and Gé.

It pou haven't done servetling on
these lsts vet, read on, I vou've
dore it ail, skip down to "Finding
Triforce Shakds"

| Freeing Tingle

Tingle i being held prisoner ina
fatl cell an Windfall Istand, You

pieces of the Triforce. Your reqitired

find out what ke was arrested for
when vau look for Triforce Chart
#1, His crime was nop-viglent, so
elen't feel bad abour springing him.
[51-the screerchor, Link faces the
deer 1o the prison. lts due north
from the Bomb Shop on the south-
west end of Windfall lstand, near
the white picket fence and the
island's northwest outcrapping,

-I!vlﬂﬂﬂ- i

A5 soonas vou enter the prison;
Tingle launches intg an odd mene-
logue; apparently he'd he prateful if
youd ler him oat. Lift the pets in
one corner of the tiny prison o
reveal a-pressure switch. Step on
the switch (o release Tingle.

Lipen his release, Tingle gives
Link the Tingle Tuner, which allows
vou i link vour Game Boy
Advance o vour GameCulwe, See
(T ABC's: Weapans and
leems” at the beginning of this
guide for more information on the
Tingle Tuner.

Tingle also grves you Tingle's
Chart, which he clamms shows vou
the way to his haare on Tingle
tsland. lt's jusr a ¢rade craven

OVURAGE

drawing that fsn't very helpful, sa
well just tell vouthat Tingle's
Island is found in quadrant €3 of
your Sea Chart,

r.*ujﬁ@
you have not upgraded vour
Rupee carrying capacity to 3,000

Tingle suggests that vou do so.

Tingle mails vou & helpful item—
the IN-credible Chart, which showes

the locations of the Triforce Chares
as well zs the Grear Fairies that
upgrade vour Rupee carrving
capacity. [t appeats in any red
posthex one full day after vou
rescie Tingle” The onlv cacch i that
vou must pay 201 Rupees o get
the chart from the posthex. You
must kave visited ar least ong
Rupee-upgrading Great Fairy 1o
canry enough Rupees to get the
chatt (see "Great Fairies "),

Great Fairies

Eight Grear Fairies are hidden in

the islands of the Great Sea. Twa of

themn upgrade vour Bomb-carrying
capacieyfron 30 1o 60 o 99, Fwo
of thets wparade your Arrow:
Carryiig capacity from 30 1060 1o
94 T of thesn upgragde wour
Rupee-carrying capacity from 200
v 100G to. 3000,

Oine doubles vour Magic Meters
capacity, and the last ohe, the
Dueen of Fdiries, gives vour Heros
Bow the ability to shoot Fire and
fee Arrows tyou should afready
Rave that sbdity if vou completed
the: Earth and Wind Temple puests)
Here are their lncatinns:

Bamb Fairies. Eastern Fairy Island
(E3), Southern Fairy Island (D6

Arrow Fairies: Western Fairy Island
(A3, Thorned Fairy Island (G4)

Rupee Fairies: Northern Fairy
lslam:l iy, Dur_wr Island (BT

Arrow Falr'y iﬂueem. Mather &
ChildislessBd) =& =

Refertoeach istands eiery i the
Yelards of the Great Sea’ section
after this walkthrough for more
iiformation on the Great Exirfes.

Required Items

If vi've followed the walkthrough
viey afready have all the necessary
itz e begin the Triforce humt. I
wou're missing any, heres where 1o
fingd therm;

Bembs: Complete the second
pirate test before visiting Jabun on
Outset Island and getting the
Nayru's Pearl.

GE{F pling Hook: Cel this from
li during the Dragon Roost
Cavern quesl.

Skull Hammer: Defeat Phantom
Cangn in your return Lo the
Fursakerr Fotessss

va Pfar Purchase this from
Beedie s Shop Ship.

Hero's Bow: Find this in the Earth
Shpleauest =

Haakshat: Find this in the Wind
Temple quest.

Pawer Bracelets: Get these at Fire
Mauntain (F3.



foy Pendants

e

You should have at least 21 Jov
Pendants from opening dungeon
chests and defeating Bokobling
during wour adventures, [f not,
rack them up by going 10 any Sea
Platform in the Great Sea o find
Bukobling. Stun the Bokebling with
vour Boomerapg and use the
Grappling Hook against them until
they drop a lov Pendant. Refer o
the large pull-out Sea Char: and o
the "lslands of the Great Sea’
section of this guide to find
Bokeblin platforms.

Charting Islands

Ta chart an istand so that it shows
up on vour Sea Chart, purchase All-
Purpose Bait from Beedle's Shap
Ship. Equip the All-Purpase Bait 1o
CE, ¢ ¥, or T8 and use it near the
termen wha jump from the water
just off the coast of every island.

The Mermen sketch the cutling
of islands wn vour Sea Chart, so
you can match these shapes up
with the shapes of the islandson
the Treasure Charts.

Finding
Triforce Shards

Here's the method e find sach
Triforce Shard:

1. Gato the location of each
Trifarce Chart, as Indicated
on the I8-credible Chas
tand in greater detall in this
walkthrough).

1 et the Triforce Chart usually
b fulfilling 2 small quest and
plaving the Wind's Requiem [é‘
<2, & while standing on the
wind crest at the end of the
quest. A chest containing 2
Triforce Chart appears,

4, Visit Tingle on Tingle lsland
(C3}, For 394 Rupess each, he
decodes each Triforce Chart you
have and marks the location of
the Trifarce Shard that it leads
to an vaur N -credible Char,

4. Manch up the shape of the
island on each decoded Triforce
Chart te the shapes of the
islands vou ve charted o faure
out where the Triforce Shard is
hidden.

3. Sail ro thar sland, use the
Trifarce Chart to position your:
self directly above the Triforee
Shard, and drop vour Crappling
Hook inte the water to lift up
tne chess that contains the
Triforce Shard, An X appsars
over the Triforce Shard an your
IMecredible Crart o remingd vou
that you found it

=

ANote
This is why we recommend
having 3,383 Rupees at the start
of the Triforce huni—398
Rupees x 8 Triforce Chans =
3184 Rupees + 201 Rupees to
receive and open the IN-credible
Chart = 3,385 Rupees
If vou start the Triforce hunt
with enough Rupees ta decods
all eigh Triforee Charts, you
won't have to put your quest on
hold while you slowly raise the

| necessary cash. IUs also much
mare efficient to find all the

| charts at once, visit Tingle once
to decode them all, and then

fl find all the Triforce Shards.

The quickest way to assemble  fi
the Triforce of Courage is to find §
all the Triforce Charts, have
Tingle decode all of them ar
ance, and then hent for the
Triforce Shards. Refer to
Triforce Shards” near the end
of this section for the locations
of the Triforce Shards. You may
W find the Triforce Charts in any
order—you don't have to start
i with # 1 and end with #8§
b

. riforce Chart #
Islet of Steel (B5)

To reach the wind crest inside the
[slet of Steel in quadrant B3,

i destrov the Cannen Boats

parroiling the jsland. The onlv one
vo really need to destrov is the
one blocking the entrance to the
island, but thar's rricky w de when
the athers are firing on you.

Omee vou desteoy the Cannen

Eoats, jump cut of the King of Red |

Lions and zail inzide the

entrance, Stand on the blue
wind crest inside the ==
istand and conduct i

the Wind's {
Requiem (@, ©, J
O A chest

appears in front of
vou, Dpen the chest o get
Triforee Chart #1,

Triforce Chart

#2: Cabana
Island (E5)

]

Note
Gerting Triforce Chart #1
involves several steps. You must
get the Picto Box, play hide-znd-
seck with the Killer Bees, get the
Cabana Deed to the P
Dasis, and enter the cabana's
basement, If you have already
performed some of these steps in §
sidequests, skip to the appro-
priate section,
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On Windfall Island (D2), return te
Tingle's cell and push the wonden
crate tnside to reveal a small
tunnel. Crouch down ard crawl
inta the labvrinthine tunnel o find
the Picta Box. The tunnel seems
confusing, but vou can only wind
up in one of twa places: back in
the jail cell, or in the raom
containing the Picto Box,

| Ameng many ways o reach the
| Picto Box room. one is to make
the following decisions at the
{unctions: lef, right, up (straight),
! right, up, left, right left. up, lefi
right. right. up. right.




THE LEGENTD: OF

Rats living inside the tunns!
maze caomplicate this effor i you
encounter one. it activates a trap

shore af Windfall Island. To avoid
the Rats, don't enter anv tunneis
with waosnden foors—there are Rats
irn them! The wooden floors can be
4 little tough to see from vour
crawling perspective, but vou ses
them if vou're looking for them.

FosaT

Ar the ehd of the tunnel maze i3
a small stone room with a chest in
Its center. The Picta Box is inside the
chest. Two stane tablets wll Tingle's
story of how ke maraged wo steal
the Ficto Box that he had coveted
far sa long, but wound up getting
caught. Bather than give it back and
et out of mouble, he decided ta
hide it in the depths of hus cell. Why
he didn’t just have one of the Ras
drap him through the cell floor and
€SCAPE 15 ATVONE'S BUess. ...

Kitier Bee Hide-and-Seek

A
Fim

eave the cell. either by back-
tracking through the tungel or
getting dropped by a Rat. and enter
the schoolhowse i the center of
tovwn, Talk o che teacher, Miss
Marie, who complains abeut 2 gang
of juverile delingquents calied the

door that dumps you cutside on the

Killer Bees who aren't taking their

'\ educarion seriously.

Note

Yo st have found the Picto
By 1o have the following
interaction

Leave the schonthouse o find
the Killer Bees right curside. Talk to
their red-capped leader, whe chal-
lenges vou to a game of hide-and-
seek—if vou can find the kids, they
listen o vou and go to schoal.
Accept the challenge ard find the

- kide in these locarions:

Behind a bush on a fedge jus: outsice
the south part of the wown wall.

o Ontap of a tall tree near the town

gate. Roll intg the tree with & 1o
kneck the kid down.

Behind the Bomb Shoep on the
southwest tip of the island.

Behind ke stane tanlet on the
island's northwest outcropping.

Omnee vou fnd the kids, vou
have to caich them, so chase after
them and press @ repeatedly o
keep rolling, which is slightly faster
than running.

By catching the Killer Bees, Link
earns their respect—and a Pisce of
Hear (this is Piece of Heart #3001
They promise to be nicer to Miss
Marte and attend school regularky,
and they ask Link ta tell her thar,

Enter the schoolbouse and speak
to Miss Marie, wha's overjoved thar
the Killer Bees have reformed. She
gives Link a Purple Rupee (50

Rupees! for his trouble
Now, go hack
outside and
speak o
the Killer
Bees again
to learn that
Miss Marie's [
birchday is cormning
up and that she
loves Jov
Fendanis,

Cetting the

>

Cabana Deed

e e

Set vour Joy Pendants to <&, (D, or
(T, enter the schoolhouse, and use
them near Miss Marie to give ang

- her. She's thrilled and gives Link a

Red Rupee (20 Rupess), mentoning
thiat she'd love dbout 20 more Jov
Pendants, Use the Joy Pendants
again o give her 20 Jov Pendants,

- and she gives vou the Cabana Deed,

Link is now the legal owner of
Cabana lsland in guadrant E5.

ETip

[ Cive Miss Marie 20 more Joy

| Pendants If you have them 1o get

" the Hero s Charm from her, a
mask that lets you see the Lite

| Gauges of your oppanents!

Sail to Cabana [sland and approach
the front door of the cabana, which
has the mmage of a butler on . If
vou just press & and trv 1o
open the doar, the door
I chastises vou! Assign the
Cabana Deed 10 :E T, oF
= and use it on the door to
be recognized s the new
awner and enter the cabana.

% 1D
Meed some Rupees? Shatter the |

& with your Grappling Hook to
semd Green, Blug, Yellow and




e e

Bear right at the next intersection,
drop down the ladder wo reach an
urderground tunnel entrance, and
crawl into it

Step inside the front door and
air at the cefling with vour
Grappling Hook to find a lever. Hit
the lever with the Grappling Hook
ta turn off the fireplace, and then
drop through the hole in the fire-
place to reach the cabana basement.

- Go left, righe, straight, and righs
through the tunnel and climb up
the fadder at its end,

Defeat Bats with your
Boomerang 25 vou see them. The
cabana basement is one small floor
with some hallways blocked off by
gates, To apen the gates, harmmes
nearby wooden pegs. Underneats
the basement flooe, a unnel system
connects the basement rogms.
Heres the best way to get through
the basement

Hammer down both waoden pegs
to open twa nearby gares.

Note

The basement has no Compass
and no map, so we have
make do with "right and left"

directions

Do here are two @ntrances o
the underground tanrels, Pick the
left cne and follow its path o &
chest containing an Orangs Rupee
(100 Rupees),

Go straight
from: the
entrance
and bear
right when the
hallway forks.

* . HD?F#

‘L.' Backtrack through the tannel 10
reach the ladder and enter the
ather tunnel enrrance. Ga left, right,

/B

T

and climb up the ladder there.

and right through it to reach the end,

Head for the woaden peg you &an
see fram the top of the ladder and
hammer it to open & nearby gate.

Go through the gate, twrn right,
and keep going straight until vou
come to angther ladder. Drop
down the ladder

A1 the bottom of the ladder are twe
tunnels, Enter the ang on the same
wall as the ladder. Go right, left,
and left ta reach an alcove with
four pots. Smash them for los of
Cireen Rupees.

Backirack umtil vou returmn o the
last ladder vou went down, and go
through the otker tunnel. Go lefi.
right, left. and right
to reach a room
with four large jars. |
Smash them to get
& bunch of Green,
Blue, Yellow, and
Fed Rupees.

G back inte the munnel you just
came through and head lefi, lef,
andl right to reach a ladder. Climb
the ladder.
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This takes vou back to the two pegs
vou hammered. Return ta the base-
ment entrance by gaing through
the right raised gate.

Turn arpund 180 degrees and head
down the right hallway. Take the
next left 1o pass a peg vau
hammered previousiy,

Drop down the hole with no ladder
inext 1o the pegi to face two
ReDeads. Defeat them both,



Smash twa pots in the corner of the
roony to reveal a runnel entrance.
Craw! along rthe tunnel's single nath
until vou reach the ladder at the
end, Climb the ladder,

LL

At the top of that fast ladder is
the wind crest—at last! Conduct the
Wind's Requiem while standing on
it. and the chest with Triforce Chart
#2 appears. Get the chart, then
hammer down the one wooden peg
in this area 1o open the last gate of
the basement and leave.

Triforce Chart
#3: Bird's Peak
Rock (G5)

Make sure vou have a couple of
Hewoi Pears befare gaing for this

| Triforce Chart. Sail ta Bird's Peak
Back in quadrant G3. Use vour
Grappling Hook 1o reach the wop of
the short isfand, where vou find a
cavern sealed by & metal gate.
Defear a Blue ChuChu ar the rop of
the island.

Atop each of the tall pointed
peaks nearby are Kargoracs sitting
ir nests equipped with crysial
switches. Aim wour Hero's Bow o
take out each Kargoroc. Scan the
. peaks with your Telescope to be
sure you gat them all.

Note
You don't have to take out every
Kargoroc. but the next part is
easier if you do,

-+

Use a Hvoi Pear to take control

of a seagull, Fly the seagull argund
1z each of the five peaks of the
island and hit the crystal switches.

Seagull Contrals

Command Butlon
Bark righl/bank left &2

Dive @

Climb +

Flv &) irepeatediy)
Release contral F

Caution

1 you lelt a Kargoros untouched,
it attacks your seagull. 1f it hiss
the seagull, vou lose consral of
1he seagull. Use another Hyal
Pear 1o take contral of another
seagull, and plek off that
Kargoroo so it can's cause morg
traukle.

When all fve crvstal switches
are triggerad, the meral gase sealing
the cavern below vou apens. Enter
it and drog down the hole hevand
it to find an altar with the wind
crest. Stand on the wind crest and
conduct the Wind's Requiem. A
chest containing Triforce Chan #3

. appears

Triforce Chart

._ #4: Ghost Ship

Note

I voue already have the Ghost
Ship Chart, skip down 1o the
"thost Ship” section

The Ghost Ship Chart

e

Triforce Chart 24 is on the Ghost
Ship, which appears at different
islands in different phases of the
moon, To find ard enter the Ghost
Ship, vou need the Ghost Ship
Chart, which is az Diamond
Steppe Island in quadrant A6, Use
vour Haokshor on the lowest
palm tres to et up o the island
from vour boar,

Note
If you don's get the Ghost Ship
Chart, vou can still find the
Ghost Ship, but it fades away as
500n 85 vou sail into it

e
e

Use your Hookshet along the
palm trees until vou reach the hole
at the narrow end of the highest pan
of the island. Drap into that hole,
Yau appear in a ships gravevard.

Enter the purple Warp Jar
directly in front of vou. What
follows is a maze of Warp Jars and
Floor Masters, Enter the coreect
Warp Jars to proceed; going into
the wreng ane spits you back out at
the entrance. To make it through
the maze in one shot, enter the
Warp lars in this order:

Tip
1f a Warp [ar is sealed, use

flaming Deku Sticks or Bombs to
gpen it

Enter the Warp
lar beviond rhe
Floor Master
{the Warp Jar
farthest from
the one vou
used 1o enter
the area)l.




Cet the oy Pendant from the chest
next to the Warp Jar vou shon out
of, drop off the side of the boat
through & gap in the railing, and
enter the Warp Jar directly below
thal gap:

The Warp lar you want to enter
text is the one behind and i the
left of the Flaor Master you face in
this area.

Thits last Warp Jar takes you to'a
wrecked skip with 2 Floor Master
and a chest, Defear the Floar
Master and open the chest o gel
thee Ghost Ship Chart. Then drop
oll-4he side of the ship 1o retum ta
the beam of light that takes vou
back outside 1o Diamond Steppe
Island.

Thie G host Ship appears atane of
seven different islands at night
depending on the phase of the
maon. Afieryou have the Ghost Ship
‘Chart, the location of the Ghost Ship
appears on your Sea Chart at night,
along with an icon representing the
Ghuost Ship. Use the fellowing table
o pinpoint exactly where to find the
Ghaost Ship.

Ghost Ship Locations
i

With the Ghost Ship Chart in vour
inventory, wait for nightfall and
meet the Ghast Ship at one of the
aeven islands Sail directly into the
Ghost 3hip 1o enter it

Defeat the twe Poes and the
summaning Wizzrobe ias well as
any enemies the Wizzrabe
summans; inside the Ghost Ship,
and a ladder drops. Climb the
ladder to reach an alcove with the
chest containing Triforce Chart #4.
When vou apen the chest, you
automatically leave the Ghost Ship
whiich never reappears,

- Triforce Chart
- #5: Needle Rock
Isle (A5)

Sail to Needle Rock lsle in guad-

| rant A5 and sink the three Cannon

Boats found therg. The gold
Cannan Boat leaves behind &
sunken treasure, marked with a
ring of light.

Uise the Grappling Hook to haul
it the treasure chest, which
containg Trifarce Chart #5,

Triforce Chart

#6:; Outset Island

Caution
Make sure you have a couple of
healing items, such as Elixir
Soup. Potions, or Fairies in
boatles, before trving this cuest

Run up the path on Outset Island

thiat feads to the now-ruined
suspension bridge outsids the
Forest of Fairies, just as vou did at

¢ the bepinring of the game when

voil were aut to rescue Tetra. Keep
going up the mountain past the
bridge te find Old Man Ho-Ha
leaking a something w the north-
west, If you speak to hint, he says
that underneath the stone head @

the northwest is "the Trifrmphm.
htd _nearh: spike aloud without
thinking
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Ser the wind blowing to the
miorthwest, climb up to the elevated
ledge belind Old Man He-Hi, and
use your Deku Leaf o glide 1w the
stone head. Lift it 1o reveal a hole
in the geound. Fall into that hole to
enter the Savage Labyeinth, 2 50-
flaor gauntlet of enepies!

Each floor is filled with progres-
stvely moere difficult enemies that
must be defeated before vou can
confinue o the next flaor. Every
10th fleer has a warp that takes
you back 1o the surface if you wanst
te leave, Triforce Chart #6015 inside
a chest o the 30h Aaor. Stand an
the blue wind crest and conduct
the Winds Reguiem to make the
chest appear

Note

Floors 1-10 have epemies you
encountersd in the Forsaken
Fortress and Dragon Roost
Cavern. Floors 11-210 have

enemies from the Forbidden

Ve EREmies
from the Earth le. and
foors 4150 have enemies from
the Wind Temple

Gidls. Floars 314

LR

Tip
Mone of the ensmies drop items
 in the Savage Labyrinth, which
miakes surviving this gaumtlet
tough, You can stun enemies
with vour Boomerang and then
hie chem with your Grappling
Hook to pull valuable common
items from them—Hearts, for
axample




1-38

Flaor Contaitis
@ 4Entrance)  Fairies in 2 pot and
& warp ko the surface

Flaors

1 heeses

2 Miniblins

3 Bokabling

] Red ChuChus

5 Magtails

f %eeses & Miniblins

7 Fire Keeses & Magtails

E Bokablins & birs Keeses

@ Wohling

14 Pols with Hearts & Green
Rupees and a warg to
the surfacs

H Peakats

12 Graen ChuChus

13 foko Banas

14 Shield Bokoblips

15 Wingless Matnulas

1a Boko Bakas & Peshats

17 Green ChuChus &
Bokaklins in pots

18 Shield Bokabling &
Wingless Molhulzs

1% Mathulas

m Pots with Hearts. Rupess,
ard Bombs and a warp
i the surface

il Wizzrabes

n Armioses

3 Armos Knights

4 Yellow ChuChus in pots

5 Rec Bubbles

26 Shield Bokbolins &
a Darknut

27 Armoses & a Wizzrobe

I8 Red Bubbles &
Srmis Knoghts

at Darknuts

3 Pots with Hearts & Rupees,

the wind crest and a
warp to the surface

When vou reach the 30th floor,
conduct the Wind's Requiem

while standing on the blue wind

crest to reveal the chesi containing

Treforce Chart 26, You can now

enter the warp that leads vou back

i the surface, or vou can reflect
light orre the large grav stztue 1o

OpEN & secret passageway Ao 1o
the 31st floor and continue fighting

through the Savage Labyrinth

8 It s warth going down to the

Savage Labyrinth's 50th foor
because the chest on the 30tk

W flear contains Piece of Heart #44( §

The Savage Labvrinth,
Floors 31-50

Floor

ki
32
33
34
35
ik

-
i

8
3

40

4]
41

5 & &

Triforce Chart #7:

Contains
feleads

Blue Bubbles

[Fark ChuChus

Poes

Mathulas

Malling & Releads
Mothulas & Dark ChuChus
Foes & Moolins
Slalfoses & Biue Bubbles
Fats with mare than
504 Rupees!

Torns af Miriblins

Tons of Creen. Red, &
wellow ChuChus
Harmer the stake o
trigger Wizzrobes

Tens of Bakokling and
Shieid Sokoblins
Heleacs & Salivses
Kiobling & Darknuts
Wizrrohes. Darknuts, &
elecisic barriers
Stalfoses & & minsfield
ol Bomb Plants
Darknuis & fire-breathing
statues

A fregsure chest containing
Piece of Heart =44

Stone Watcher
Island (C5)

Sail o Stone Warcher lsland and
iift the huge stone head o reveal 2
secret cavern. Fall into the cavern
and ga through the door in front of
vou when vou land.

After vou clear each room of
enemies, a flame appears above the
doorway. When all four doorways
are lighted with a flame, two
Darknuts appear in the large
central room. Defeat them to open
the sealed door

The next room has five doors,
no? counting the one through
which vou entered. The one
directly across the raom from vou
is szaled. Starring with the door to
vour immediaze left and going
clockwise, the four remaining doors
lead to rooms that contain:

O the ather side of the sealed
door is a wind crest, Stand on it
and conduct the Wind s Reguiem,
znd a chest appears. Triforce Chart
#7 is inside,

Four Armoses

Triforce Chart
#8: Overlook
Isiland (G1)

TR A .1.'.-,?

Lse your Hookshot o zip up to the
lowest palm tree on Overlook
Isfand. and then Hookshio! from
tree 1o tree until you come to a
gecret cavern in the ground. Drop
inte the cavers,

Three Wizzrobes




The setap of the Overlook
Island cavern is-almost identical o
the cavern in Stone Watcher Island.
Starting with the room wa the left
of the entrance and continling
clockwise. the rooms contain:

Two Stalfoses

Five Shield Bokoblins in pots

Note
These glowing rings of light
don't appear until you have
decoded the Triforce Charts
that lead to them. There's no
way to avoid giving Tingle your
hard-earned Rupees

You can haul up the Tritorce
Shards in any order—you don's
have to start with #1 and end

with 8.

When vou defear all the Naw that vou can read all eight
eneinies in these four rooms, four Triforce Charts, match up the
Darkmuts appear in the large shapes of the islands on the chares
central room; Defeat them all o with the shapss of the isiands
gpen the sealed doer in that room. vou've charted. Or, because you
have this handv guide, you can just
e adn sail to the islands and look for the

N alowing ring with the huge fight
beam shooting up from it—rthat’s
where the Triforce Shard 35 hidden!

Az vou get close ta the light
rieg, ook ar the Triforce Chart o
maneuver the King of Red Lions
on top of it and pull ap the Triforce
Shard with the Grappling Hook,
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In the roam beyvond the now-
unsealed door is the wind crest.

Stand on it and conduct the Winds  Triforce Shard #1: Greatfish lsle (B4) ©

Feguieny to reveal a chest with g
Trifiarce '- j '

Triforce Charr 28 inzide.
Shard #1 is

just off the
northwes: coast af
Gireatfish ste in quadran: B4,

Triforce
Sharos

Decoding Triforce
Charts: Tingle
Island (C3)

- e d

Triforce Shard #2: Gale Isle (D1)

Triforce Shard #2 is just off
the northeast coast of Gale lsle |
in guadrant D1.

Mow that vou have all eight
Triforce Charts, make sure vou
Bave at lzast 3134 Rupess. and
return: to Tingle fsland in quadrant ;
3. Your favorize wannabe fairy is Triforce Shard #3: Stone Watcher Island (C5)
at the top of the tower, and he's
only too kappy o decode each of
vour Triforce Charts, especially
since he's making 398 Rupees on
each one he decodes!

Triforce Shard #3 &5 just
aff the norshwest coast of
Stone Watcher [sland in
quadrant ©3.




(B7)

Triforce Shard #4 i5 just off
the norcheast coast of Ourset
Isfand 1n quadrant B7

Trifarce Shard £8 is inside
the northwest commer of Tao-
Eye Reef in quadrant D7

Triforce Shard 23 is 2 shon
diszance northwest of Chff
Plateay lsles in guadrant Ga,

distance northwest of
Southern Triangle lsland in
auadrant L5

Triforge Shard #7 5.3
short distance
west of Seven-
Star lsles in
guadrant F1,

Triforce Shasd #6 i a shor
L oquickly!

When vou find the gighth Triforce
Shard, the pieces automaticalls foin
together to form the Triforce of
Courage. The King of Red Lions
tells Link that there is nio Hme to
Inge—they must refurmn 10 Hyrule

Return ta the Teower of the Gaols
[E4). Link pulls out the Triforce of
Courage, prompeing the gods 1o
reapen the golden portal to Hymile,

Link is shocked 1o see the

Teiforce of Courdge appear on the
back of his hand, just as the
Triforce of Wisdom appeared on
Zelda's hand and the Triforce of
Power an Canon's. The King of
Red Lions tells Link that the
Trifarce of Courage is the sign that

. Link is the true hero, and he will

forever be known as the Hero of
Winds. Link and the King of Red
Lions steer into the golden porzal
face their final destiny



cavern's far end. This takes vou
mte the fery frst room of
Ganon's Tower

Ganon's

Towenr
Entrance Hall

Drefeat the Mighoy Darknuts to
lzwer the flames. Run upstairs and
go out through the lower castle
exit, which leads to the castle

After assembling the Triforce of bridge. Run _F‘crwarld U-EL”I e
Courage. Link and the King of Red = ®hcounier ThEL magic barrier arfd
Lions enter the golden circle at the  Siash it .w]'th the Master Sword o
Tower of the Gods to return 2o sharter il

Hvrule Castle. Upon arrival, hop
out of the boat and enter the castle
o find it in ruins

The entrance hall bears some simi-
larities to the caverns in Stone
Watcher Island and Overlook
island, where vou fourd Triforce
Charts #7 and %8, 1l has a center
pethway that runs from the room's
entrance to a sealed door at the

* opposite end, as well as four suspen-

: : sion bridges leading from the soom's

s e pbvas g L oo vt o

fat kL i wals, R §

Red ChuChus, Moblins, and a gt ob it narl sock i,

With the barsier down, run

Head ta the castle basement,

: ¢ leads to & roam remi-
where you found the Master REhy Datio: ni,sfzithoiuc?ne of the four dungeans
in which Garon's minions ook
roost. Starting with the door w the
left of the hall's entrance and going
clockwise around the raem, the
four doors lead v

Sword. Zelda stands with her hack

to Link at the far end of the room.

As Link approaches, Zelda turns to
face him—and disappears in a flash
af light!

The entrance 1o the cavern that
leads to Ganon s Tower is bevond
the Mighty Darknut, Fire vour
Hookshat ar the targets on the
white arches 1o reach the tower

Ganon's voice echoes through SRS watctiing for the Keeses
the room. Now that his power has PesiinE Harsattc e
returned, there iz no safe haven for
Link ar Zelda, not even the fong-
forgotten Hyrule Castle. Ganon has
zeized Zelda, and he swears that
Linik will fall into slumber in the
castle. A ring of flames springs up
argund Link, and two Mighty
Darkputs drop from the ceiling.

e

From the cavern entrance, run Forbidden Woods Room
straight and open the doer at the

J1LIVE TVNH 1HL
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Earth Temple Room

At the other end of each room is
& door that leads to a boss fight
with the original dungeon's hass,
You must defeat all four bosses w
unseal the doar opposite the hall's
entrance. You may artempt them in
any order.
\Note
Although the Temple of the Gods
was & dungeon you had to clear
it i not included in Ganon's
Tower because it was a hero's
proving ground designed by
Hyrule's gods, not the lair of one
W of Ganon's minions i

e —
Dragon Roost
Cavern Room

To reach the lava lake's other side,
wse the water jars near the
entrance o create temporary plat-
forms in the lava, You can also use
vour lce Arrows for this purpose,



Shoat [ce Arrows at the lava in
frant of vou o create @ path across
the lava, Taking this "low road"
avoids the Red Bubbles hovering
averhead,

The second-to-last platform in the
lava is under a lava plume. Ride up
the lava plume with vour Deku Leaf
at the ready. Rur off the edge of the
platiorm and glide with vour Deku
Leal 12 the room's other side,

i lip
W Yo can alse use & Grappling

b Hook from any of the horizontal
| poles ahove the lava to propel

| vourself into the air then use the
M Deku Leaf o glide from there

Afrer vou reach the room's end.
either stay and fight the Red
Bubbles or énter the door fo the
boss chamber in front of vou.

Boss Fight: Gohma

Note
1fyou nesd a refresher on how
to beat Gohma. refer 1o the

Dragon Roost [sland section of
this walkthrough.

When vou enter the fight witk
Gohma, the quest isms vou did
not heve when you eriginally
fought Gohma (Deku Leaf,
Haockshot, Hero's Bow, exc | are
remaoved temporarily from your
inventory, and your %\j CE,
and (2 slors are unequipped.
Re-equip your Grappling Hook
befors the fight begins!

The boss fight with Gohma is

almost the same as the ariginal boss
fight, with twa minar exceptions:

Everything in the room except Link
is in black-and-white, and it takes

- fewer hits to defeat Cohma because
© you have the Master Sword. When
vou beat the boss, vou return to the

middle of the entrance hall.

Forbidden
Woods Room

o Use vour Deku Leaf to activate the

pinwheel af the entrance's left and
summon the cable platform to

o wou. Ride the cable platform as far
©oas it goes.

When the cable platform stops,
teap off and glide with vour Deku
Leaf onte the snzke-like platform in
front of it. From the end of the

- sraking platform, blow a wind gust

at the next pinwhee! 1o summoen
the second cable platform.

Glide onto the second cable plat-
form and ride it to the end of its
track, From there, glide onto the
next snaking platform o the pight
and haop fram it to the snaking plat-
form 1o the left.

When the lefi snaking platform
gets as high as it goes, leap off and
glide to the door to the boss's lair
Avoid or defeat the nearby Peahats,
and enter the boss's lair

. Boss Fight: Kalle Demaos

Omnce again, this fight is like vour

lasr agairst Kalle Demos,
except ivs in black-and-
white. [f you've forgomen
hew to beat Kalle Demos,
refer o the Forest Haven
and the Forbidden Foress
part of this walkthrough
Agair, any guest irems
Link did not have at the time
of the original boss fight are
remeved from veur inven-
tory, but the Master Sword's
pawer makes this fight
shorter thaw it originathy
was. When vou defeat Kalle
Derios, vou réturn to the entrance
hall's center




Wind Temple
Room

Defeat the Wizzrobe near the
roGrm's endrance and use the spring-
board and your Deku Leaf to glide
across the room's first pit. You land
safely on she ather side of the line
of spikes in the room s center.

Use the next springboard o leap
ap and glide berween the verzical
wind gasts, Defear the wn Shield
Bokoblins at the far end,

Lise vour Hookshat 1o get o the
ledge in fromt af the boss door, and
go through the dog: o start the

fight with Malgera.

B

oss Fight: Molgera

Except for the mancchramatic
pobor scheme. this is the same fight
as vour last batile with Molgera,
You had the Master Sword during
that fight, so it takes the same
nizmber of hits o defeat Maolgera
as it did last time.

If vou need to remember how o

fight Molgera, refer to The Wind
Temple' earlier in this walk-
thriugh, Defeating Malgera returns
vou 1o the entrance hall

Earth Temple
Room

From this room's éntrance, run
forward and press & repeatedly
rixll past the crvipts that crash open
as vou pass them. This keeps vou
from getting crushed by the crvpt
covers and also avoids the need o
deal with the Red Bubbles and
ReDeads inside them.

Clhimb the stairs at the end of
the crypts. A second crvpt row is at
the top of the stairs. Al the rows
end 5 & constant pressure switch
that creates  set of stars, Opposite
the switch 1= 8 beam of light; reflect
this Hight it the second crypt row
ta solidifv the Poes that float here.

Take out the Poes from a
distance with vour bow, or rall
down the line of crvpts ta avoid
them and the falling crvpr covers.

Inside same of the crypts are
Dark ChuChus. Lure one near the
constant pressure switch, turn it ta
stone by reflecting the light Beam
 with your Mirror Shield, and place
it.on the constant pressure switch.

Bun and rall down the second

crvpt lime to reach the stairs befare
the Dark ChuChu recovers and
releases the constant pressure
switch,
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Bevornd that set of szirs is &
tkircl crvpr row, The setup is the
same as in the last crvpt row,
except the beam of light is at one
end of the crvpts Ingar the raised
srairs), and the constant pressure
switch is at the other end. Lure a
Dark ChuChu from the third crypt
row 1o the constant pressure
switch, make haste to the heam of
light, and reflect the light to the
other end of the cryps to wen the
ChuChu to stone.

43MOL SNONYD

Get to thar ChuChu near the
consiant pressure switch, place it
an the switch, and rush e the
stairs before they rise. When vou
get there, 2 Stalfos rises from the
pround! [grore it and get up those
sigirs. Even if vou just catch the
last couple of staiss as thev rise,
vou're propelled up 1o the next
landing as they rise. After vou're up
there, go through the daar ta the
boss's Jair

Boss Fight: jathalia




This is the same as the original
Jalhalla fight, only i black-and-
white: Refer to "The Earth Temple”
i this walkthrough if vou need
printers on how m defeat Jalhalla.
After vou bear this boss, vou réturn
to the entrance hall.

frer vou defear all four black-
and-white bosses, the sealed door
in the ercrance hall shamers.
Froceed through it inte the next
rt of Ganon's Tower.

Staircase

| Bevond the now-shattered sealed
door is a long staircase filled with
i Miniblins. Smack them around as
wou climb the staies
§ 1o reach the door &t
il the topof the stairs,
Go through
it and intg

the next room.

Bringing in
the King

Inn thie large round room bevond the
long staircase, go through the door
to the entrance’s rights. When vou
enter, the camera zooms in on each
of the four torches along the walls
in: this order: far right. near left,
near right, far left. The King speaks
tircugh Link's Gossip Stone and
tells kim to remember every decail
about the raom,

[nn the room's corner is a stone
tabler thar reads, "The sward-hiles
af my servants who lurk deep in
the darkness shall be the guideposts
that paint to me." Remember that.
and leave the room.

| Adter you return to the big round

raom, run straight across it and
fl into the ronm on the opposite
side. This raom has four crystal
switches, and the camers
=~ zooms in on ther in the
same arder i which it
zonmed 1 on the

'Jrchés.

Pull out your Boomerang and
target each of the awitches in that
same order: far right, near left, near

right. far left, Throw the
Boomerang, and it hirs the switches
in that order.

This opens a passageway far the
King af Red Lions to enter the
room. and also apens a purple
warp in the ronm s center, The King
surmises that the warp was the
porial through which Ganon
entered the surface world. If vou
need to return to the surface for
any reason, hop in the King of Red
Lions and steer into the warp to
reappesr &t the Forsaken Fortress,

Tip

% If you're low on healing items or
Arrows. leave now and stock up.

€ In fact, if there's anything you

I wani to do before completing the §

W came. do it now, You are
approaching the final batrls,

# which is a point of no return,

Fetirn o the raom wirh the
torches and stone tablet and drop
into the pit in its center to reach
the next part of Ganan's Tower,

Boss Fight:
Phantom Ganons

You land i an arena in which you
must fight a series of Phantom
Ganons, similar to the Phansom
Ganon vou fought ar she Forsaken
Fartress. Each Phantom Ganon uses
the same energy ball amack that it
used during the Forsaken Fortress
battle, but its repertaire also
includes a couple of new tricks.

Splitting into five Phantom
Garnons, which close in and strike.
Four are illuzions, but one is rezl

Firing a cluster of red magic balts:
vau cannot deflect these with vour
sword as vou can the energy ball,

There are 1Wo Wavs to stun
Phaniom Ganons so you can defeat
them with vour sword,

Hit the ane Phantom Ganan
that is not an illusion in the second
after the four illusions disappear,



Knock the white energy ball at
the Phantom Ganeon with ver
swird. Keep knocking it back and
forth-untll the Phantom Ganon
mizses it and it stuns him

After vou stun a Phantom
Granom, it takes Tew hits from the
Master Sword to defearin, b abwavs
leaves behind its swaord, which falls
te the ground. To progress to-the
rexd macam. o through'the deorte
which the sword hile poins.

Caution

If vau don's fallow the sward hilt
and go inssead through the
wrong door, vou're fighting these
guys forever!

You have o fight seven
Phantem Ganon battles—arid
that=assureng rthat vou make the
right choice of doors after every
fight' After vou defear the seventh,
a-chest appears. Inside is the Light
Arpoow power-up far vour Hero's
Bowy, Yori can now switeh erween
normal, Fire, loe, and Light
Arrows by drawng the bow and
pressing (B too¢vele theough the
arrowheds,

Go through the deor the seventh
Phantom Ganon's sword hilt points
towward, and velr rete to the large
riumdd room betwesn the rooms
containing the four torches and the
four switches. Here vou must
fight—anather Phantom Ganen!

You have an advantage this
time—the Light Arrows, [C-target
the Phantom Ganen and shoot it
with a Lighe Arrow 1o defear it

Pick wp the Phantom Ganon's
swird and threw itat the one door
in this room through which vou
Baven't gone. It's the door with the
horn-like skgil on it and the fallen
engmy’s sword hilt points at it, as
alwavs, The Phantom Ganon's
sword shatters the door and vou
can new gothreugh it

Zelda's Dreams

Fun wp the long stairway bevord
the shartered door. Along the way,
vo fight threee Mablins, a Darknut,
and two Mighty Darknuts,
Defeating all enemies unbars a
dear at the staipsay's top,

Link finds Zelda sleeping in 2
¢ ganepy bed in the next reom
Garon's hulking silhouette is
visihle through the bed's curtains,
Link prepares 1o zuack, bus Garon
tells him nor to be so hasy

Canon extends a hand over
Zeida's forehead and claims 1o
know Ber dreams: "Oceans as far as
the eve can see .. . They are vast
seas. Mone can swim across them,
Thew vield no fish to catch.

Garon recalls the wards of the
King of Hynale, that the gods
sealed Hyrule away, leaving behind
peaple whao would awaken it—
pathetic crearures scatered across
the Grear Sez. What can they hope
tovaccomplish? And don't they
tealize their gods destraved them?

Ganon has beet waiting for
Link, the Here of Winds, and
warns Link not ta disappoint hin.
Then, before Link's eves, the fpure
of Ganon transforing intg a huge
mationette shaped like an ener-
raous Moblin!

Boss Fight:
Puppet Ganon

You must now fight Puppet
Ganon and defeat it in its three
forms. The key 1o defeating each
form is o shoot the glowing blue
crvaral in its tail with Light
Arrows. For detailed tips an
each form, read on!

First Form: Humanowd
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Puppet Ganon's first form s a
kumsaroid pig (sindlar fo the
classic Ganons of past Legend of
Zeldn games), Hs main attack 15 a
slow double-punch with tremen-
dous reach.

While Puppet Ganon's blue
strings are intact, the glowing blue
crvstal on s tail whips around oo
quickly to shoot with a Light
Arrow, Use vour Beomerang te
target and cut Puppet Gasign's
blue serings.

Tip

Severing the blue string that
hields the tail requires more than
one hit from the Boomerang. The

As long as the blue sirings
leading to Pupper Ganow's fists
are imtact, it can punch at vou.



When the onbysieings left are the

ane leading to its tail and the red one

an its back, Puppet Ganon swings

aroundd, trying to-hit you with s wail

Keeses also swoop down from the
ceiting @ distract and attack voul.

Quickly aim a Light Arrew a
Pupper Ganos's tail and hit it 1o
winund the boss

When you hit Pupper Ganon's

il Tor if vou are oo slow and miss

it} Puppel Ganon retracts inmg the
cEiling reties s strings. and drops
back down to continue the fight.

After you hit Puppel Ganen's

§ tail wirh theee Light Arrows, it
rransforms inta its second farm, a
B tarantula,

e R et
n: larantula

In its [six-legged) tarantula form

HY ;&;
VR

FdPuppet Ganon petracts into the

ceiting -and then spins-aroand as it

il
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fowers fromy its one red thread. It
tries to-land on g of vow, but yoi
can seg e coming if vouangle the
camera with & This allows won o
leok down ar the reflective poal of
water on the floor

Fuppet Ganon remains on the
graund for 2 couple of seconds
befare it zips back into the shadows
of the rafters and prepares its next
descent, Asir retracts. several
Keeses flv dewn ta distract vou

W

Oince again, hit the glowing blue
cevsizl an Puppet Ganon's backside
with 2 Light Arrew to hurnt the
boss. Watch Pupper Ganan's
deseent, oy to anticipate where irs
rear end is Zoing o be, and get into
pesition 1o hit itwhen i lands,
Thirge hits with Light Arvows force
Puppet Ganon to transform inte i
final form, 2 snake.

Final borm: Snake

In its final forny. Puppet Ganon is a
huge, fast-moving snake that tums
unpredictably and atcacks by
PUNRINE BYaT ¥ou

l's hard to gauge where Puppe:
Ganan is going, but vaw can stun i
brieflv by hitting its head with a
Light Arrow or your Master Sword.
This can give vou the half-second
i peed oo R it

Omnee again, vou must hit Puppet
Cangn's glowing biue tail three
times with Light Arrows todefeat it
tfor good this time). Either try 0
stur-its head and shoot its tail, or
kee vour distance and pepper it
with Light Arrows, hoping for the
best. Puppet Caron is hard to hit in
this form: avoid it by continually
MoVIng away

To the Point of
No Return

o T

T e e

§ 2ame. do it ne c
I complete the next section of the
§ walkthrough vou're on a one-

way road 1o the end of the game! §

Pupper Ganon's red siring deops
fromn the ceiling when it's defeared.
[r1 the ceiling is Ganon, holding the
uneonscious Zelda, He compli-
ents Link on his performance,

saying he is surely the Hero of
Tirae rehom. Then he vanishes imo
the shadows above,

#o3ne

Climb Puppet Ganon's steing to
reach a plateaw high above the
flaar, Hep onto the center of the
platform. and from there, carefuffv
hop to the rafigrs al the next plat-
form's edge

Yiow can target a pole above the
platform's edge with the Grappling
Hoak. Climb wp the Grappling
Hook's rope to reach the beams.

In thie center of these beams arg
several pofs containing Magic Vials
anel Hearts. Use these to refill vour
Heart and Magic Meters.

Use your Grappling Hook to
climb farther imto the rafiers. On a
rafter at the room's edge is a lone
pot contining a Fairy




[n1 the center of the room i a
platform holding a Warp Jar
Bomb the Warp Jar 1o unseal it
Then youw can wse it 1o wasp
between this upper Warp lar and
the Warp lar on this reom's
ground flaor Scattered around the
upper Warp Jar are a couple of
mosthy harmless Morths and a few
pots containing a large Magic Vial,
Bombs, and a Fairy,

§ o can use the Warp Jar to

& recurn o the ground floor, then
use the Warp [ar down there to

{ warp back into the rafters. This

regers all thres

With the Warp: Jar unzealed and
the items collected, go to the red
platforsm with the blue doorway
bevend it Use vour Hookshat an
the target on the platferm’s roof o
get up 1o the doarway

Caution

When vou enter this blue
docrway. the bess Aght with
Ganon hegins: Save your game

before entering, and don't go
in-unbess you're ready to finish
the game This is the point of
113 Fetm

The Final
Battle

Prologue

Link enters Ganaon's lair ready o
dobarzle, but the archfiend does
not artack, [nstead, he rélls Link of
his homeland. a country within g
vast desert: Dusing the dav, the

wind burned the land, and at nighs,

the freezing gale siole the breath
from the people. [n Ganon's home-
land. the wind was death.

Hyrule's wind, however, brought
nio suffering and no death. Ganon
coveted that wind. Me considers it
fate that ke would once again
gather the shree creses of the
Triforces, and that one of them
would belong to the Hero of
Winds. When the Triforces of
Puwer, Wisdom, and Courage are
united, the gods have Ag choice bug
o heed the wishes of the one wha
unites them.

Ganon already bears the Triforce
of Power, With Zelda unconscious
at hig feet, he has the Triforce of
Wisdom, Onlv Link's Triforce of
Courage remains,

Ganon tarns to face-Link He
Bownds across the roam and
knocks Link unconscious, The
Maseer Sword Pies from Link's
hand and lands next 1o Zelda:

Ganon promises Link that he
will ot kill hine—he only neesds his
body to summan forth the three
Trifarces, which rise from their
hands and unite above Ganom

With the united Triforce
hewering above him, Ganen calls
upan the gods 1o letthe sun's ravs
burn the land once again and 10
give Hvride o hira

But Ganon never gets the chance
to towch the Teiforce and make his
wisha realitv: The King of Hyrule
beats hiry to i With his hand on

. the Trifurce, the King makes his

wish known to the gods. He asks

: for hope and a future for Zelda and

Link. He asks thar the ancient land
af Hyrule be washed away, and
that the King and Ganon's desrinies
firially be fulfilled, leagues under
the Great Sea,

The Great Sea begins 1o pourin
arcund Ganon's Towee Ganon cag't
biglp but laugh—all of his plans are
undane, and there is na hope for

survival, much less victory,
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The wazer revives Link and Zelda.
Zelda apuologizes, saving she over-
slepr. She hands Limk the Master
Sword, but kesps his Hero's Bow and
Light Arroves fior hersell. 103 tirme for
them to go home, and only one thing
stands it their way: Ganon,

Ganon decides o show Link
and Zelda the Buture they have

T
coriting. He spins around to face L X
them and draws twe blades. The ;!ﬁ
fight ta escape Hyrule is on! :

Final Boss: Ganon
First Phase

Diring the first phase of the boss
Fight with Ganon, avoid his sword
strikes and use a carefully timed &
pasry artack to stun him. When ke
is stunned, artack him from bekind
with the Master Sword.



Ganon blocks every attack except
the parry atiack. then counterar:
tacks. so walt for vour sward
fiash before attacking. When
Gangn 35 stunined, attack him
from behind with &

Zelda also rans around the bartls-
figld; firing Light Arrows at Ganon,
IF she kit him, Ganon is stunned,
and vou car attack him as if yvou
stunped him with a parry attack.

Second Phase

The second phase of the final batde
begins when Zelda hits Ganon with
& second Light Arcow, Ganon rrns
toward her and backhands her,

knocking her ouz

Buring this phase, Ganon's
attacks are more vicious, and vou
an ondy stun him with a pany
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- artack. Fight him as vou did in

' after vou kit him several tmes

thie first phase, by stunning him,
ther hattimg him: from behind with
® arracks.

Third Phase

The third and final phase of the
final batile with Ganen begins

during the second phase. Zelda
wakes up and rells Link 1w distract
Canon. She ains her Light Arrows
at Link's shizld.

Pasition vourseif so thar Zelda
and Ganos ar¢ in froneof vew, [0-
target Ganon and raize vour Micror
Shield with =, Zelda fires at vour
shield, and the Light Arrow is
reflected at Ganen, stunping him.
Run up to Ganon and press @& to
deliver the final blow,

With the Master Sword embedded
in his bead, Ganon tirns ta stone,
his fate sealed. The King
approaches Link and Zelda and
apalogizes for endangering them by
refusing ta give up the past.

For lis entive life, the King has
been bound to Hyrule. In that sense,
fie was not different from Ganen.
But ke wants Link and Zelda o live
fr the furare, not the past. "This i
the onby world that veur ancestors
were able 1o leave vou with," he
savs, "Flease, forgive us,

Zelda tries to persuade the King
to come with them and sail i their
boat o find the next Hvrale. The
King smiles and savs that the new
land will not be Hyrule; it will be
their land

The water of the Grear Sea
erashes down upor them
Zebda and Link, protected
by magical air bubbles,
float to the surface. Link
reaches our far the King,
but he refuses o take the
bey's hand. fading from
sight as the warer
waghes Hyrite From the
Face of the earth.




Link and Tetra awaken an the
surface of the Grear Sez with
Prince Komali hovering above
them and Tetras ship sailing up
behird them. From high in the
watchiower, Arvll waves down at
fer big brother, and the game
credits roll.

After the credits, the King of
Red Lions and Tetras pirate ship
depart from Cutset Island's docks,
searching for a new land o explore
and new legends to create.

plav-through,

Congratulationg!

The Second
Time Arouno

After vou complete The Legend of
Feida; The Wing Waker, vou can
save the game and create a file for
a second play-through. You do not
have 1o save pver vour current file,
You can save over any of the three
save files on vour Memory Card.
So what's new in the second plav-
through?

You can rename Link 1o give
him a different identity the secand
ritne around.

Link s sister, Arvll, beging the
game wearing the pink dress with
the skull pattern that she ware at
the end of vour first

© ¥ou begin the game with the

e

Deluxe Picto Box, which gives vou
an advantage in getting all the
ghatos for the Nintende Gallery
figurings.

Note
For more information on the
Nintendo Gallery, see "Forest
Haven (Fa|" in the “Islands of the
Wl Creat Sea” section, as well as the
Il "Friends and Fiends’ and "The

| Legendary Checklist™ sections,

I'he Hera's
New Clothes

gy light,
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elpthes.
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Grandma makes Link a ser of
Hera s New Clothes, which she
savs only honest peopls can see.
Link wears these magical
garments over his pajamas.
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The Great Sea is divided into 49 square quadrants. Each features one island, and you can explore them all. Some
have more going on than others, but there’s always something to do at each island. This section covers everything
you can see and do on each of the 49 islands of the Great Sea.
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NOTE
Eor information on how to

clear the dungeon aspects of
the Forsaken Fortress, refer to
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Piece of Heart #1
Skull Hammer
Silver Rupee

When vou dock at an island,
vefer to this section ta get infor-
mation on your new location and
determine quickly what's warth
checking owr. You may be able to
pick up a valuable item or Piece of
Hearr bv completing a sideguest or
minigame, for example. Every
igland kolds something of warth,
s0 read up on them as you go.

Piece of Heart #1

P P
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The first Piece of Heart is in a chest ¢
in 1F Roem 1 of the Forsaken
Fortress, Step on the pressure
switch behind some barrels to get
| arf the chest. You may collect Fiece
of Heart #1 on vour first or any
visit to the Farzaken Fortress,

Skull Hammer

SR
e
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This section is organized
according to quadrants in which |
the islands appear on the Sea _
Chart. Look up the guadrant of |
vour current island o find what i
there iz 1o see and do. As vou i
acquire items and complete
objectives at each island. check _
them off in the "Legendary 8
Checklist” section. f

Forsaken |
Fortress (Al)

. The Skull Hammer is inside a chest
! thar appears after vou defeat

| Phantom Ganon in vour second
visit to the Forsaken Fortress.

Silver Rupee (via
| Treasure Chart #25)
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i

The Forsaken Fortress is built awopa |
large island and is home o many
evil creatures. You venture inside
the Forsaken Fortress massive walls
several nmes in vour effort
rescue Arvil One of the maost
unusual islands on the Great Sea,
the Forsaken Fortress features bath
indoor and outdoor areas but is also
considered 2 dungeon because it has |
a Map, Compass and hass fight

Find and open Treasure Chart #23
{CHff Plateau lsles in quadrant Go)
to pull a chest from the Great 5ea |}
i near the Forsaken Fortress. The i
' chest containg a Silver Rupee.

A S A reman - S

the walkthrough i he

| pillars, Several cannons are
' mounted 1o the walls and pillars.

T AT

k Bomb all the Cannon Boats and

! chesr on the reefs northwestern
| eye. Go i 2 narrow opening in the

R T TN s

'f Find and open Treasure Chart #4)
| (the Five-Eve Reef in guadrant B&}
| topull 2 chest fram the Great Sea

| near the Forsaken Forress, The i
¢ chest containg the Great Fairy Chart. ©

Western
Fairy
Islano (A3

o

)

The Four-Eve Beef gets its name
from the way it locks from above.
In the perimeter of the reefls rocky
walls are four circular, eve-like

; A Grear Fairv dwells on this small,
 heart-shaped island. Use the Skull
| Hammer 1o enter the secret cavern
| in the large conch shell.

Blue ChuChu
Sea Platform
Silver Rupee
Arrow Upgrade

Treasure Chart =19 £
Great Fairy Chart b

Treasure Chart #19
Blue ChuChu

wall-mounied cannons to reveal 2 Defeat the Blue ChuChy near

the southern palm tree for a Blue

Chu Jeliy.
reefs rocky wall and walk up the =

slope and across the top of the wall
to its highest point, If needed, play
the Wind's Requiem to direct the
wind, then use the Deku Leaf 1o
float aver to the chest, which
contains Treasure Chart #19,

Great Fairy Chart
(via Treasure
Chart #41)

Sea Platform

e R Pl nar i

: Sail to the single Sea Platform and
| climb its ladder. Defear the

! enemies on top of the Sea Platform
! 1o reveal a chest with a minor
resward.

31
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Several cannons are mounted on
the walls and pillars.

Treasure Chart #32
Piece of Heart #33

z Treasure Chart #32

Needle Rock Isle gess its name
from the tall, rarrow rock pillar in
its center. You can accomplish
several tasks here.

NOTE

One of the eight Withersd
Dekn Trees appears on this
island after you clear the
Forbidden Woods dungeon.

; Silver Rupee (via
i Treasure Chart #8)

I A T T

o3 Fiece of Heart #110
' | Silver Rupee
i Triforce Chart =5
g_tg ':: % ﬂ'taﬂge R'I.IPEE
i Find and open Treasure Chart #8 | Bomb all the Cannon Boats and :
3 {at Beedle's Shop Ship near Rock | wall-mounted cannons to reveala | Piece of Heart #10

B Spire Isle in quadrant B3 o pull & chest an the reefls southernmast
o chest from the depths of the Great | eve. Go to the narrow opening in
Sea near Western Fairy [sland. The | the wall, walk up the slope and
chest contains a Silver Rupee. | across the top of the wall to its
- highest paint. If needed, play the

Arrow Upgl‘ad{-‘: Wind's Requiem to divect the wind

- - and use the Deku Leaf to fioat to
. the chest, which contains Treasure
Chart £32, :
| D 5 Use a Myei Fear to take control of
- ¢ Piece Df Heart | 2 seagull, then fly 1o the very tip of
I #35 (via Treasure | the needle and bump the switch
i there to activate it. This extin-
o guishes the fire that surrounds the
i | chest on the island, which containg |
1 , i | Piece of Heart #10. Defeat the
i Use the Skull Hammer to pound  { | Kargorocs before attempring this.
] down the peg and open the way | e ;
: jinw EJJE large :olnch shell. Inside,  § { Silver RI.IPEE (wa
rop down a hole to enter a secret |/ | [
cavern with a Great Fairv, The | I TI”EESUI“E Chart #28} 1
Great Fairy upgrades your Arrow- | | ' i
carrying capacity and invites vou | ;
hack if vou need to replenish vour | |
Life Gauge. | Find and open Treasure Chart 238 |
| {at Windfall Island in quadrant D) |
¥ | to pull a chest from the Great Sea |
Tl’l ReEe EL‘yE | near the Three-Eve Reef. The chest |
|| contains Piece of Hearg #35. I
ee ' ins Pi f Hearr #3
& i .5
b ' Neeole Rock | Find and open Trezsure Chart %28
& - {found at Horseshoe

Island in quadrant
ATito pull 2
chest from Great
Sea near Needle
Rock [sle, The chest
contains & Silver Rupes,

Isle (AS) >

The Three-Eye Reef gets its name

from the way it loaks from

ot above—inside the reefs rocky walls
W are three circular, eye-like pillars.

R N

Triforce Chart #5

Three Cannon Buats are northwest
| of Needle Rock Isle, one of which

| is gold, Bomb all three and then

! use the Grappling Hook to pull the
treasure up from the rings of light

| they leave behind. The wreckage of

| the two regular Cannon Boats
| vields a Purple and an Orange

i 1 Rupee, and the golden Cannon
4 | Boat gives you Triforce Chart #3.

: Orange Rupee

i Melr the black of ice on the island
| toreveal 4 hole, Drop into the hole
| toenter a secret cavern. Light six

| torches using Fire Arrows to reveal
a chest with an Orange Rupee,

The whereabouts of the six
Torches;

1. Next to the entrance

| 2. High on the ship to the left of
! the entrance

| 3. High on the ship 1o the right of
| the entrance

. On the other side of the wousden
railing in front of the entrance

. On the deck of the ship in the
distance zhead of the entrance

| 6. High an the crow’s nest of
that ship

L



)

Diamond | Piece of Heart
SprpE % #11 (via Treasure
Island (AQ) | Chats28)
i

i

Find and open Treasure Chart #23
{found at Windfall 1sland in
quadrant D2) 1o pull & chest from
the Gréat Sea near Diamond
Steppe Island, The chest contains
Piece of Heart 211

Blue ChuChu

Aoy

Diamoend Steppe sland looks like a
diamond from above, The island is
also terraced—rising sharply in
elevation like a ser of ataies in some
areas, You need the Hookshot o
traverse this island.

P P i e e

M S e

NOTE

The Ghaost Ship appears near
this island on nights when the
moon is in its left gibbous
phase—a small sliver of the
right half is missing.

[refeat the Blue ChuChu on the

Big Octo | third level of this island for a Blue
Piece of Heart #11 | Chu Jelly
Blue ChuChu L
St g Chast | Ghost Ship Chart
i

Big Octo

1

Ta find the Ghost Ship Chart, deop
inte the hole on the wp level 1o
| enter the secret cavern, You must
| travel through several Warp lars to
. reach a chest that contains the
= Ghost Ship Chart (an optional
- chest containg a foy
Pendant), If you -have
difficulty with the Warp Jar
puzzle, refer to the "Triforce
i of Courage” section of the
walkthroagh.

-

This quadrant has an eight-eved
Big Octo. Sail toward a flack of
circling seagulls to find it. Use the

Boomerang to target up to five af
its large, vellow eyes at a
time: When all eighr eves
ate shut, the defeated
Big Octo leaves
behind & ring of light.
Use the Grappling
Hook o haul up a
chest containing an
Orange Rupee.

A R

: Hmzléeé.hﬂe
Islano (A7)

From above, Horseshoe lsland
laaks like what it's named for. Use
i the Deku Leaf to knock Delku Nugs
inta holes to progress along the
| curve af the horseshoe, You need
| the Deku Leaf to traverse the

i island.

Sea Platforms
Silver Rupee
Treasure Chart #28
Treasure Chart #8

| Sea Platforms

Sail 1o a pair of ea Flatforms and
climb either of their ladders. Step
on & pressure switch on ane
platform to reveal a chest on the
other. The two chests hold minor
rewards.

Silver Rupee (via
Treasure Chart #9)

7

R

Find and open Treasure Chart #9
(inside the Submaring near
Crescent Moon Island in quadrant
El}eo pull & chest from the Great
S22 near Horseshoe Island, The

| chest contains a Silver Rupes,

e T e e it

e e L E ae

1! Star Island is quite small and, like

. Treasure Chart #28

=]

Lize the Deku Leaf to knock Deku
Muts into three holes here. This
gets rid of walls of thoens thar
block vour progrsess. At the end af
the horseshoe, use the Deku Leaf
ta float to a chest on the island's
central rock platform and collecs
Treasure Chart #18.

. Treasure Chart #8

- et
A

e S T

| Drop into a hole at the end of the "-i;:g
| horseshoe 1o enter a secrer cavern g

below. Defeat a Mothula and pvo i
¢ wingless Mothulas e reveal a chest s 3
o containing Treasure Chart #8, g B

Star
. Islanod (B1) *d

R o

e e o S

| other islands, gets its name from
| the way it looks fram above, It
offers only a few activities for vouw.

NOTE

After you clear the Forbidden
Woods dungeon, one of the
eight Withered Deku Tress
appears here

g snueiemLd

Sea Platform
Blue ChuChu

Silver Rupee
Piece of Heart #21

i



Blue ChuChu

,: Defeat the Blue ChuChu on Child

i

Find and open Treasure Chart #29
lat Windfall [sland in guadran: D2}
o pull a chest from the Great Sea
near the Mother & Child Isles, The
. chest contains a Silver Rupee,

Defear the Blue ChuChu
underneath the large boulder in the

e i

1 southwest for a Blue Chu fellv. Wmdeﬁng Merchant Eirl
: Bomb the large boulder to fight the |
E Blue ChuChu. {

The Mother & Child lsles is a pair
of islands next to each other—the
larger Mother [sle to the north and
the smaller Child Isle o the south.
& giant wall of sheer rock
surrounds the Mother Isle, so vou
need the Ballad of Gales warping
SORG T EREEr.

B a2

Silver Rupee (via
Treasure Chart #7)

|
.s
:g:

e

After you begin the Trading Quest
sideguest at Windfall Island (D2),
three Wandering Merchants appear
an three islands of the Great Bea,
one of them here on Child Isle.

T AR a T -

I

NOTE

After you clear the Forbidden
Woods dungeon, one of the
eight Witherad Deku Trees
appears herg,

Finding and apening Treasure
Chart #7 (found at Windfall
Istand in quadrant D2} allows vou
te pull a chest containing a

Fire/lce Arrows
| Upgrade

: Blug ChuChu
s Silver Rupee up from the Silver Rupee
Great Sez near Star Island. B "L Wandering Merchant

Fire/lce Arrows Upgrade

T TSR e

R

| When you lsarn the Ballad of
| Gales warping song fram Cyelos,
| VB Can enter Mother Isle by

| Rock Spire [sle is a small, narrow
| strip of land peeking from the

| Bomb the large boulder on the i
% wesi side 10 reveal a hole leading | [sle for a Blue Chu Jelly. 5
: | toasecret cavern. Defeatallthe | | ;- il
Sail to the single Sea Platform and | €nemies here to reveal a chest | Silver Rupee (via i
climb its [adder. A chest atop of the | confaining Piece of Heart #21. | Teaqciire Chart #29) |
Sea Platform contains a minor ﬁ '.'_ :
reward ' Mother | } 1
i i .
Blue ChuChu | € Chilo %
i = i
e | Isles (B2) |
= :
| : ¢

warping directly inside, The first
time, the Fairy Queen greets you
and upgrades vour Hero's Bow 1o

§i shoot Fire and lce Arrows.

Rock Spire
Isle (B3)

Great Sea. It features spires of
solid rock and several boulders
you can bomb. [t has several
goodies 1o collect,

Sea Platforms
Beedle's Shop Ship
Piece of Heart #23
Blue ChuChu
Treasure Chart 37
Piece of Heart =34

Sea Platforms

| Sail up to the trio of Sea Platforms

in this quadrant and destroy the

| cannons on the farthest west and
E east Sea Platforms to reveal chesis

on each. Climb the middle

| platform's ladder to see a chest.

Open it, and use the Deku Leaf 1o
reach the other two Sea Platforms
{the nearby updrafi helps vou
reach the west platform). COne
chest has an Orange Rupee, and
the others minor rewards,



Beedle's Shop Ship

After receiving Beedle's Chartin |
the mail, you can see that his Shop |
Ship appears here, It's the only
guadrant in which he wears a
bronze helmet, meaning that he
sells especially rare items here.
These are an Empty Boztle for 300
Rupees, Fiece of Heart #12 for 950
Rupees, and Treasure Chart 74 for
G900 Rupees. After vou buy these
items, Beedle sells 30 Bombs for 30
Rupees, 30 Arrows for 30 Rupees,
and a Red Potion for 30 Rupees.

Piece of Heart #23
U g

Bomb two Cannon Boats to the |
southwest of Rock Spire Isle, then |
use the Grappling Hook to pull the |
treasure from the rings of light. g
The wreckage of one Cannon Boat
vields an Orange Eupee, the other
vields Piece of Heart #23.

Blue ChuChu

Climb the slope on one side of
Rack Spire Isle and use Bombs o
clear boulders as vou make vour
way across the spires. Defeat the
Blue ChuChu on the last rock spire
for a Blue Chu Jelly.

Chart #2)

Treasure Chart

NV

Bomb vour way across the tops of
the rock spires to a hole that leads
to a secret cavern. Drop inta the

secret cavern below and pick up a

- Deku Stick, Light the Deku Stick on

one of the nearby torches, then use
it to light the ather twe torches, A
horde of Keeses attacks vou. Wipe
them out to reveal a chest
containing Treasure Chart #37,

Piece of Heart
#34 (via Treasure

- Find and open Treasure Chart #2

{at Windfall Island in quadrant D2)
to pull a chest from the Great Sez

| near Rock Spire Isle, The chest
i containg Piece of Heart #34,

Greatfish
Isle (

B4)

The ancient water spirit Jabun
lived for many ages at Greatfish
Isle. Something wicked occurred,
and now Jabun is nowhete (o be

| found. Still, the place has items of

interest,

#37 |

on the side of an isle. Ta reach the
chest, climb to the top of &
corkscrew-like path of the south-
east isle, o a Withered Deku Tree.
Plav the Wind's Reguiem o direct
the wind west, then use the Deku
Leaf 1o glide over to the top of the
isle in the distance.

TIP
The Ghest Ship appears near this
island on nights of 2 right gibbous
meon—only a sliver of the [=f
half of the meon (s missing.

s

T

NOTE
After vou clear the Forbidden
Woods dungeon, one of the
eight Withered Deku Trees
appears herz. |

Beedle's Shop Ship

. Rings of Light

. Piece of Heart #18 i SRR

| g0 e s
Triforce Shard #1 g0t gap ;

¢ walk to the steep wall. Look A
BEEdlE'S Shﬂp Sh ip - around the corner of one side o 3
see, on the next isle over, a shallow :
cave with a chest, Change the wind
| to blow north and use the Deku
© Leaf to reach the chest, which has F 4
. Piece of Heart 218,

Wandering Merchant

R R i S e

Enter Beedle's Shop Ship to _
purchase items. Here he sells 30 i F
Arrows for 30 Rupees, 30 Bombs
for 30 Rupees, and a Eed Potion
for 30 Rupees.

e e

Rings of Light ,

After vou begin the Trading Quest
sidequest a1 Windfall [sland (D2],
three Wandering Merchants

. appear on three islands of the

| Great Sea, One is here at Greatfish
i Isle, on a small raft on the west

| side of the island.

 Triforce Shard #1

e e e

i

| Four rings of light around this
island appear anly under the light
of & full moon, Use the Grappling
Hook to pull 2 Red Rupee in 2

| chest from each one,

- Piece of Heart #18 z

| After finding, opening and
deciphering Triforce Chart #1 {at
the Islet of Steel in guadrant B3,
i pull 2 chest from the Great Sea

i near Greatfish Isle. The chest

i contains Triforce Shard #1.

. This Piece of Heart is in a chest in &
b shallow cave (not a secret cavern|




This small, circular islet is made up
i of large segments of steel and
: features a grassy upper area that
2_ vou cannot reach, A wide opening
leads inside the lslet of Steel, but
two wall-mounted cannons and
several Cannen Boats guard it

Triforce Chart #1
Sea Platform
- Zilver Rupee

Triforce Chart #1

Bomb the two wall-mounted
cannons and the Cannon Boats
guarding the entrance to the lslet
of Steel. Use the Grappling Hook
ta pull chests of Rupees from the
destroved Cannon Boats, then sail
o the lslet of &resl.

. linside the Wind Temple dungesn in

. the Great Sea near the [sle: of Steel. |
The chest contains a Silver Rupee.

The Five-Eve Reef gets its name
- from the way it looks from above.

! orocky walls are five circular, eve-

Hop out of vour boat and swim
up o the steps in the chamber in
the islet. Play the Wind's Eequiem
at the Wind Crest 1o reveal a chest
comtaining Triforce Chart #1,

- like pillars, Several cannons are
| mounted on the walls and pillars.

Sail 1o the Sea Platform in this
guadrant, and climb its ladder.
Defeat the enemies on top of the | ladder, Defeat the enemies on top
platform {which include two of the platform to revezl a chest,
Wizzrobes) to reveal & chest, which | which contains a minor reward,
contains a minor reward. 3 . "

Silver R ! . Silver Rupee (via
ilver Rupee (via | freasure Chart
Treasure Chart #35) | p= :

Sail up o the single Sea Platform
in this quadrant and clinb its

o

Find and open Treasure Chart #33 (found inside the Earth Temple
dungeon in quadran: C7) o puall a
guadrant D11 w0 pull & chest from | chest from the Great Sea near the

- Silver Rupee,

| Treasure Chart #41

Bomb all the Cannon Boars and
- wall-mounted cannons that guard
the reef to reveal a chest on the

| opening in the wall, walk up the

| slope and across the top of the

o reefs wall until vou reach its

| highest paine. If needed, play the

| Wind's Requiem to set wind's

\ direction, Then use the Deku Leaf
ta floar to the chest, which

| contains Treasure Chart #41.

Inside the perimerer of the reefs

Sea Platform
Silver Rupee
Treasure Chart =41

#12) |

M and features many items of interest.

. Find and open Treasure Charr 12

Five-Eve Eeef. The chest containg a

| reef’s central eve. Go to the narmow |

i This is Link's native island, where
o the game starts, Link's childhood

friends and his family, including his
loving Grandma, live here. It is large

Orange Rupee

Beedle's Shop Ship

Pig Collecting

Telescope

Hero's Sword

Hero's Shield

Grandma's House (Elixir Soup)
Rupee Purse Upgrade
Piece of Heart #42
Hurricane Spin attack
Combat Training minigame
Triforce Chart =6

Piece of Heart %44
Triforce Shard #4

Orange Rupee

Crawl beneath Grandma's porch
| and into the basement. A chest
| here contains an Orange Rupee.

| Beedle's Shop Ship

i & [T TR MR

Enter Beedles Shop Ship to
purchase items. Here he sells a Hvei
Pear for 10 Rupees, All-Parpaose




Whi:‘n jru;:u- Fraiveee e Fingle TunEt

Bait for 10 Rupees, and 30 Bombs | the Hera's Clothes, It is the first of | GI‘EIHCIJ’H EIIS House

for 30 Rupees. Beedle also szlls the many items that vou acquire as | L
Bait Bag here for 20 Rupess if vou you plav through the game. i (Eller Sﬂup)
haver't purchased it vet i

Don 't enter any buildings or
leave Dutsst Island during

Knuckle's test_or vou have to
SEaTT QvEr

| Hero's Sword

Pig Collecting

- When vou return to Owset [sland
i after acquiring Bombs, visit

| After using the Telescope to see the | Grandma, wha's sick with worry
This optional sidequest is available | Helmaroc King drop Tetra into the | over her two grangdchildren. Use 2

only during the earliest stages of Forest of Fairies, go to Orca's . Fairy from an Empty Bottle to heal

the game, Collect the three pigs on | house. He gives vou the Hera's Grandma. Once healed, she can :

the island and take them to Rose, Sword and teaches vou the basics | give vou Elixir Soup to fully restore Nintendo GomeCube:
standing near her pigpen. Throw of sword fighting. | your Life Gauge and Magic Meter

each pig into Rose's pigpen and | : i when used. I alsc lets you deal

then ralk 1o her. She loves pigs so Hero's Shield double damage until you are hit.

much that she gives vou a Red
Rupee for each one vou take 1o her

Rerarn any time 2 fill vour bottle
with Elixir Soup. You can

use it twice before vou :
i need a refill W

Telescope

st Teoueest s for
Limhe o step into the ot
trath o andma’s house. Do
ot gk the next insiractinn

! After vou save her, Tetra demands
| that vou get a shield 25 protection
| before she takes vou to the

: Forzzken Fortress, Return to
Aryll gives wou the Telescope wher | Grandma's house and talk to her
vou talk to her after changing into & fo gel the Hero's Shield.

"i},;% WS Esed
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s ' Prima’s Official Strategy Guide

Findl"g KIHIEHE {oontined)
Thf- Ladder 1hat No One Uses

Jump under the Suspension Bridgee

Game Boy Advance 55 Nintendo GameCibet

.i}__ -

the il un.nl VLY
When luru i..'uul b

Knuckle now appears on Tingle lsland (03}, and you can take his
pictegraph for the Mintende Gallery, You don't have to take Knuckle's
pictograph to complete the Nintendo Gallery and get the Link and
King of Red Lions figurine. but if you complete the Nintendo Gallery
tefore taking Knuckle's pictograph, vou never get his flzurine.

Rupee Purse

Upgrade

| A Great Fairy dwells in a secret

. cavern inside the Forest of Fairies

\ abowe Dutset Island. You need the
i Debu Leaf and the Bombs to get to
i the Grear Fairy. By the time you ger
i the Bombs, the bridge that leads to

the Forest of Fairies' entrance has
fallen into ruin. Use the Deku Leaf

| toocross the ruined bridge and reach |
| the forest entrance.

Once inside the farest, proceed

| until you come to a large boulder
| flanked by a sign. Bomb the

| boulder o reveal a hole leading
into the Great Fairy's secret cavern, |

where vou get the ahbility 1o carry

- muore Rupees. Return here any
| time to catch Fairies and restore
i wvour Life Gauge.

Piece of Heart #42

When vou return 1o Ourser [sland

| later in the game, go up to Rose

and Abe's house, Their pigpen

:: holds an extremely fat, gray pig.
Abe hints that the pig. given some
i All-Purpose Bait, loves te dig in

dark soil. Carry the pig to the
loweer area of the island. Cross the
wioaden planks o the east side of
the island, where vou see two

. paiches of dark soil and regain
i Power Bracelers,

Put the pig down on the dark

| gray patch of soil nearest the rocky
i wall and then spread some All-
| Furpose Bait. The pig grunis, ears

the bait, and then digs. pulling out

. Fiece of Heart #41

| Hurricane
| Spin Attack

| When vou return to Orea's house
| after collecting 10 Knights Crests,
i he teaches vou a powerful new

| attack. Show him vour Knight's

i Crests, and he asks for 10 of them.
i Give them 1o him, and he teaches

vou the Hurricane Spin atack,

Combat Training
Minigame

Spar against Orca and earn his
respect, Hit him 100 times or more
while sparring and he grants you

| the rank of Knight and gives vou a
| Purple Rupee. Hit him 300 rimes
. or more in & second round @ earn

the rank of Master and Piece of

| Heart #43.



b3

Northern
Fairy
Islano (C1)

. Piece of Heart #44

R S o B

(E-targer Orca and hit him with |
two to four regular & attacks, then | &
guickly bring up vour shield to
black his counterattack. You mav
have to wait 2 few seconds before | b o go onward, Use the

he attacks, so dont let your gu:a.rd | Mirror Shield w0 reflect a beam of
drop. If vou take only twa swipes | jight to destroy a large stone statue | |-
each time you attack and then hold o0 b 300 flaor, You find beneath - [0 0
vour shield up immediazelv iR

S i it a hole on the ground. Drop into
afterward, Orca can't it you and. | ¢he hole 1o reach the 31st floor of
vou can hit him up to 999 times,

: : | the Savage Labvrinth.
Lise Switch targeting when vou
spar with Orca.

Triforce Chart #6

| After vou coliect Triforce Chart #6
| from the 30th floor of the Savage

e i

g Narthern Fairy [sland is a small,

| hearr-shaped bit of lard with a

i large conch shell sticking up from

. its middle. One of the Great Fairies

{ dwells here, and uparades vour
maximum Rupes-carrving capacity.

Blue ChuChu
Submarine

Rupee Purse Upgrade
Silver Rupee

| Blue ChuChu

P
i P

R i i 3 T

Focus on defeating the enemies |
on gach floor as you make vour i
i way down to the 50th floor. Here |}

vou find a chest that contains Plece

| of Heart #44. Excellent work!

used to lead to the Forest of Fairies | 1
¥
|

Head 1o the ruined bridge that

i R e s b

| Triforce Shard
. #4 (via Triforce |
. Chart #4) |

high above Cutset Island, 2nd look i
for a large stone face on a grassy
ledge in the distance. From this
high area, use the Deku Leaf 1o

glide aver to the stone face, Lift the | | Defeat the Blue ChuChu near
face to reveal a hole (you need the | the eastern palm tree for a Blue
Power Bracelets to lift the large i Chu Jelly,

stone face). Drop into the secret
cavern, which is called the Savage
Labyrinth.

e

Submarine

T e e

R A e T o A P e
=

| After finding, opening, and
deciphering Triforce Chart #4
{found inside the Ghost Ship), pull
i & chest from the Great Sea

| near (harser Jslang. The
1| chest contains Triforce
i Shard #4_

T

| Treasure Chart #2215 in a

i Submarine in this guadrant. Old

] Man He-Ho s looking at the
Submarine frem the island,
using his telescope. Sail o
the Submaring, then climb .
onto it and enter the doorway  ©
lzading inside.

Head down sach floor of the
Savage Labvrinth, defeating
enemies as you go. Every 10th
floor is a rest area where you can
collect Hearts and Rupees. If vou
need more Hearts, use vour
Grappling Hook to pull them
out of enemies {stun them first
with the Boomerang). At the
30th floor, vou see a chest
containing Trifarce Chart #6.

A R

| Rupee Purse
. Upgrade

This is the anly Submaring i
which vou don't have to fight any
enemies 1o get the treasure. Five
Mablins patrol the lower area of
the sub, but vou can use the ropes
of the hanging lantern to reach the
chest on the other side for Treasure
Chart #2Z.

Bonth the large boulder to open the
way inte the conch shell. Drop
down the hole inside (o enter a
secret cavern where a Great Fairy
is found. The Grear Fairy uparades
the amount of Rupees you can
carry, and invites you to return any
time if vou need to replenish vour
Life Cauge.

Silver Rupee (via
Treasure Chart #24)

| Find and open Treasure Chart #24
| (at Windfall Island in quadrant D2}

to pull a chest from the Great Sea
near Northern Fairy [sland. The
chest contains a Silver Rupee,




N opectacle
S Isle (C2)

Spectace [sle is fairly small and has
a short wooden bridge connecting
its two land masses, Could this tiny
bit of land be all that's left of the
fabled Spectacle Rock?

TIP
The Ghast Ship appears near
this island on nights with 2 lett
crescent maon

Beedle's Shop Ship
Blue ChuChu
Cannon minigame
Silver Rupee

Beedle's Shop Ship

:;.ﬂ._l IF it | Barvw il B iy ey
*_‘- T A R

Enter Beedle's Shop Ship, which
slowly sails around this island, o
purchase items from Beedle, Here
he sells Hvoi Pears for 10 Rupees,
All-Purpose Bait for
10 Bupees, and 30
5 Bormbs for 30
Eupees,

* receive an Orange Rupee.

| Defeat the Blue ChuChu on the
sand underrearh the short wooden
bridge for 2 Blue Chu Jeflv,

e

Cannon Minigame

T R S o BN el S LA RO T

Climb the ladder and ralk to the
man sitting near the cannan. For
30 Rupees, play the Cannon
minigame by firing cannorballs at
five barrels floating at random on
the Great Sea. You must hit all five
| using no more than 10 shos,

e e i e T
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Silver Rupee (via
__ Treasure Chart #22)

i

' Finding and opening Treasure

! Chart #22 (which is inside the
submarine near Morthern Fairv
Island ir quadrant C1) allows vou
o pull up 2 chest containing a
Silver Rupee from the Great Sea

| near Spectacle [sland,

Tingle
Islano (C3

=

)
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i This is Tingle's island, He's always

| found here after vou free him from

| Aim carefully before firing and
| line up the cannon directly with

| its target. Use vour judgment to

| ser the angle of trajectory. With

| practice, you get used to the
power of the cannon and have
better luck guessing the degree of
trajectory Lo use.

SESSER S

The fiest time vou win the
Cannomn minigame, vou're awarded
Piece of Heart #5, The second
time, vou get Treasure Chart 217,
For each win after that, vou

R

his cell at Windfall lsland in
| quadrant D2. Come 1o this island

| and Tingle deciphers it for 398
Rupess.

. Blue ChuChu
- Silver Rupee
- Big Octo

; Blue ChuChu

TEFrrErdped
o, o .

- Defeat the Blue ChuChu near
the small wooden sign for a Blue
- Chu Jellv.

e

i after vou find a new Triforce Chart,

Silver Rupee (via
Treasure Chart #10)

e s

¥

Find and open Treasure Chart #10
iat Crescent Moon [slard in

\ quadrant E1} to pull a chest from

. the Grear Sea near Tingle Island.

! The chest contains a Silver Rupee.

| Big Octo

|| This guadrant has a 12-eved Big

| Oete, Sail toward the flock of circling
¢ seagulls to find it, and then use the
Boomerang to target up to five of its
large, vellow eves at once. When 12
eves are shui, the defeated Big Octo

\ leaves behind a ring of light. Use the
Grappling Hook to haul up a chest
containing Piece of Heart #17.

Cyclops
Reer (C4)

.\./ Loy
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The Cvclops Reef gets its name
from the wav it looks from
zhove—a lone, circular pillar
stands inside the reefs rocky walls.
Several cannons are mounted on
the walls and pillar.

i e LT

Sea Platform
Treasure Chart #21
Light Ring Chart
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Whack the diamond-shaped
switch with vour sword and then
jump on to the nearky pressure
switch to activate it as well, Mow
jump down 1o the peg-like switch,
lock an to it and put the hammer
down. An updraft appears next w
the island and the ring of flames
disappears, allowing vou to enter
the secret cavern.

Instde, vou face a tough battle,
Maoblins, Darknuts, and several
other enemies come at you in
raixed waves. If vou defeat them all,
& chest with a Silver Rupee appears.

Blue ChuChu

Agtivating all four switches on this
island creates an updraft nearby,

Use this updraft to reach the highest |

part of the =land, where 2 Blue
ChuChu is found. Head to the “tail"
of the island where the Iron Boois
switch is, and set the wind 1o blow
southeast. Use the Deku Leaf to
glide inta the updraft, Be prepared
in fight the wind

. the massive stone head with the
- Power Bracelets, toss it azide, and
| enter the Earth Temple dungeon,

| Submarine, climb oneg i, and
| enter the doorway leading inside,
| but be prepared!

High in the air, go with the

- wind and head for the highest area
- of the island. Defeat the Blue

| ChuChu found there and callect its
¢ Blue Chu Jellv.

As soon as you enter, vou're
thrown off the balcony and into
the main area, where several
Bombchu and Bomb Flanis wait o
drive vou insane. Eliminare the

| Bombchu quickly by [E-targeting

Headstone
Islano (C7)

Few realize that Headstone Island
is an alternate entrance into the
Earth Temple. A giant stone head
long ago sealed off the entrance
tand pave the island its name). Lift

Submarine

Piece of Heart 212
Silver Rupee

Earth God's Lyric
Mirror Shield

' Submarine

. Treasure Chart #14 15 found inside

# Submarine, Sail to the

- each one and using the
. Boomerang. This wav vou can fire

and forget. Using vour sword can
be dangerous, as Bomb Plants

. detomate shortly after being struck.

You can't escape this Submarine

* until vou wipe out every Bombchu,
| An escape ladder leads to the

© balcony, but it's blocked by fire

- until vou defeat 2ll Bombchus.

. Then the fire disappears and a

| second ladder drops from the

. ceiling, leading up to 2 chest that

contains Treasure Chart #14.

" Piece of Heart #12

| 1fyou have a Hyai Pear handy,
| vou're in luck. A Piece of Heart sits |
. atop the highest spire. Take control
o of a seagull and fly directly into the

Fiece of Hearr.

_ Treasure Chart #40)

Silver Rupee (via

sy

- Find and open Treasure Chart #40)
© (atop a platform in quadrant D6 to
| pull a chest from the Great Sea
- near Headstone Island. The chest

contains & Silver Rupee.

- Earth God's Lyric

[f you have the Power Bracelets—
found insicde the secret cavern at
Fire Mountzin (F3—lift the giant

. stone head and throw it away,
. revealing a cave. Enter, and you

come to a large stone tablet. Use the
Wind Waker near the tablet ro learn
the Earth Crod's Lyric, which is used
to find the Earth Sage and at points

. inside the Earth Temple dungeon,
o To play it, hold 4 for 6/4 time and
Cthenpress @, @, @, B € &

' Mirror Shield

. Hidden in the Earth Temple

i dungeon is the Mirrar Shield,

i which is capable of reflecting

© beams of light Refer ta the

~ walkthrough for more information
ey on the Mirror Shield,




Few realize that Gale lsle is an
alternate entrance into the Wind
Temple. A powerful, constant blast
of wind long 2go sealed off the
entrance [and gave the island its
namel. With the Iron Boors, vou
car walk into the wind and enter
the Wind Temple dungeon.

Wind God's Aria
Hookshot
Triforce Shard =2

Wind God's Aria

If you have the [ron Boos—found
ingide the sscrer cavern at lce Ring

lsle (Eg—you can walk through the [ it

powerful wind that blocks the cave
entrance on Gale Isle, Smash the
statue that is the source of the wind,
using the Skull Hammer, and enter
the cave, Inside vou find a large
stone tablet, Use the Wind Waker
neat the tabler 1o learn the Wind
GCod's Aria, whick is used to find the
Wind Sage and at points inside the
Wind Temple dungeon. To play the
SONgE, g:-l-:l = for 6/4 time and then
press & &, G o G e

Hookshot

Hidden in the Wind Temple
dungeon is the Hookshot, which
grabs distant ohjects and enemies
and pulls them toward vou (or vou

) walkthrough for more information
. on the Hookshot.

| Triforce Shard
. #2 (via Triforce
 Chart #2)

. Adter vou find, open, and have

(found inside the secret cavern at
i the Private Dasis in quadrant E3),
¢ you can pull 2 chest from the

toward them, depending on the
weight of the abject]. Refer 1o the

deciphered Triforce Chart #2

(reat 5ea near Gale Isle. The chest
containg Triforce Shard #1

Winofall
Islanb (DQ)

- Windfall Island is small, bt it has

the most populated village in all of

the Grear Sea. Several people go
© abour their daily business here, and

many sidequests are available.
Check out everything each time

- you dock at this bustling island,

Windfall Shops
Beedle's Shop Ship
Free Tingle

Picto Box

Battleship Mini-game
Treasure Charts #29 and #24
Song of Passing

Mila's Bottle

Piece of Heart #28

Treasure Chart %2

Windfall Auction

Green Rupee

Trading Quest

Miss Marie and the Killer Bees
Deluxe Picto Box

Treasure Chart %31

Treasure Chart 33

Piece of Heart #31

Piece of Heart #32
Piggv-Sitting minigame
Windfall's nghthauae

| item, vou can purchase

| Bombs for 20 Rupees, 20
. Bombs for 35 Rupees,

| Windfall lsland offers many things

to purchase and several shops to

- wisit. Become familiar with each

shop 25 vou explore Windfall,

" Bomb Shop

Lintil vou get the Bombs item, you

can't do much at the Bomb Shop.
After vou've acguired the Bombs

Bombs from the Bomb
Shop any time. You get 10

ar 30 Bombs for 30
Rupees,

At first, vou can purchase only Red

! Potions from the Chu Jelly Juice

| Shap, which sell for 20 Rupees.

¢ When vou've collected 15 Green or
{ 15 Blue Chu Jellies, give them to

| Doc Bandam. He invents a Green

i or Blue Potion, which you can

| purchase any time thereafter.

| Green Potions cost 10 Rupees; a

Blue Pation goes for 60 Rupees, If
vou're short on Rupees, get a free
potion by giving Doc Bandam 5
Chu Jellies of the same color as the
pation you want.

worsawesemd



Until vou acquire the Picto Box,
vou can't do much at the
Pictagraphy Shop. After vou find
the Picto Box, talk to Lenzo about
becoming his assistant, He lets vou
studv under him if you complete
three fasks, all of which involve
taking pictographs with your

Picte Box.

After vou acquire the Deluxe
Ficte Box, you can purchase
Legendary Pictographs from Lenzo's
Pictography Shop. A Legendary
Fictograph shows something in the
game that vou never have a chance
to take a pictograph of—such as a
Great Fairy or the water spirit,
labun. Everv dav. Lenzo sells a
Legendary Fictograph for 50 Rupees
(vou canmot buy more than one in
one day). Purchaze them all o
complete vour figurine collection at
the Ninendo Gallery (see Forest
Haven, Fal.

Zunari's Stall

I the early stages of the game,
Zunaris Stall has only eng item to
purchase—the Boat's Sail, which
sells for 80 Rupees, Talk to Zunari
after you defeat the Helmaroe King

at the Forsaken Foriress and vou

can take part in a Trading Quest 1o
help Zunari pick up some business,
Each item you trade for with the
three Wandering Merchants is
delivered to Zunaris Siall. These

| itemns are used 1o decorate Windfall
| Island, and you can buy them from

Zunari any time,

Beedle's Shop Ship

- Enter Beedle's Shop Ship, which
i slowly sails around this island, to

purchase items from Beedle. Here
he sells 10 Arrows for 10 Rupess,
3 Arroows for 30 Bupees, and All-

! Purpose Bai for 10 Rupees.

Free Tingle

R e

The first time vou arrive at Windfall
Island, vou can free Tingle from his
jail cell and can earn a couple of
goodies. To find the jail, run o Tor,
whe's dancing by the gravestone,
then wrn around and enter the
waaden door you see on a building.

R 3

T open the door of Tingle's cell,

1 step on the pressure switch on the

flonr inside the jail. The dear

| swings open, and after some

dialogue. Tingle gives vou the Tingle

i Tuner and Tingle's Chart. Refer to

the "Weapons and ltems’ section for

| more information on both of these.
| Sew the sidebar for information on
the Tingle Tuner training that takes

i place on Windfall lsland.

and cseabiish 4 eonn
the Cxamed ube 7

CAUTION

Dan't enter any buildings or leave Windfall Island, or vou have 1o
do this all over agzin.

Ihe Closest Bench to the Posthox

Ceerrmne: How Agly Winlenda Gomed phe

The Bench with the Seaside View

G Boy: Advance Ninlenda t'.-rmw('u‘!h'-'__'




Tingle Tuner Training ontinued)

Plaza Rupecs

Game Boy Advonce

sl fired fono K

Tingle Bomb the Jail

-~ Danger,
e Fairy?

Tingle wems on the Tingk: T

After Tingle leaves, enter his cell
and shove the large wooden crate

o one side. revealing a crawlspace,

Enter it.

This crawlspace is a short maze
with a few trap doors, Dan't crawl
onto any wooden floorboards. If
vou do, vou fall through a trap
door and have to start over. You
know vou're on the right track
when you begin e pick up Rupees. |

| cavern with a chest. Open the

I for a guick exit.

Mirrtende G

tlt the Tingle Tuner
by wakh the
G TR

e A nse il anywliene

i

Eventually vou come to & small

chest to get the Picto Box, which
allows vou ta take black and white
pictographs. Read the two stone
tablets in this cavern to leam zll

\ abour the Picto Box jor just refer to |
the "Weapons and [tems” section of

this guide). Crawl onto a trap door

M 29 and #24

' Squid-Hunt
Minigame

| Enter the lighthouse building and
| talk to 3alvatore, the man behind

minigame. It costs 10 Rupees per
play and can be tried an vour first

o visin o Windfall Island.

b
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Hit and sink all three ships {or
. in this case, squids) using 24 shors.
| If you're successful, vou win Piece
\ of Heart #2. [f vou win a second

vol ser 2 new high score, you win

Treasure Chart #23. Each win

afterward gets vou a Purple Rupee

or, if vou beat your personal high
score, an Orange Rupee.

- Treasure Charts

If you have the Deku Leaf, vou
| ¢an enter a secret area on the

i second floor of Lenzo's

' Pictography Shop. Stand on op of

that lead to
the second
" floar of the
mansion

' and face Lenzo's shop (a5 pictured
i if needed, and use the Deku Leaf to

\ floor of the Pictography Shop. Enter
¢ the dogr there.

- the counter, to play the Squid-Hunt |

| on the second floor of Lenzo's
|| Pictography Shop, where you find
§ two treasure chests. One holds 2

time, you get Treasure Chart #7. [f

the wooden stairs |

abowe), Set the direction of the wind

glice ta the balcony on the second

Youure inside the walled-off area

Purple Rupee; the other contains

| Treasure Chart #29,

Lok carefully at the space
between the two chests and notice
the crawlspace. Enter and crawl

¢ until you come our of a picturs
4 frame on the Pictography Shop's

stairwell. Climb out and ook at
Lenzo, who's talking with

. Minenco. Take out vour Deluxe

Picto Box and take a pictograph of
Lenza talking to Minenco. Ger

5: them bath in the shat. Then exit
i the shop.

Take the pictograph of Lenzo
and Minenco 1o the two gossiping
i ladies standing near the Chu Jelly

Juice Shop (Pompie and Veral,

pictograph, they realize that
| thevve been spreading false
. rumors about Lenzo, and thank
§ wou for serting them straight. They
| also give vou Treasure Chart #24, f

2
E
o After you show them the %
:
E
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i Follow Mila as she makes her

i way around Windfall, but don't let

| her see vou. Every few steps, Mila
twrng arcund and checks o make

¢ sure ng one is following her. I

¢ vou're not hidden, Mila sees vou

48w e e Somg of Passing i and runs Df.f' and vou _ha.ve o §tart dcte?.n'l.: wan? hiz daugh_ter

from Tott at Windfall Elain over. If vou're partl',-_hjdd\?ll’:. Link § meddling with such things. In

g - i . meows like & cat to fool Mila when | fury, the Rito leaves the house. i
fa Tott, who's always dancing near | she fooks over Eventually you're | Leave as well and go to the café up |
the gravestone, and pull out cthe © able to follow Mila to Zunari's thiel syt

Wind Waker. Don' play anvthiog, | giall where she tries to break open
just stand there for a few seconds | Tuharis safel

as the 3/4 tempo plays by iself.

A% so0n as vou enter their
house, vou see Maggie's Father
arguing with a Rito mail carrier.

. The Rita is not being allowed to

| deliver the response to Maggies

- love letter, because Maggies Father

When you get the Wind Waker,

Inside the cafe, vou see the Rito
mail carrier drowning his sorrows,
Talk to him and agree to deliver
| the letter to Maggie. Return to

Run up to her and catch her in
the act. If vou caught her in time,

N . shes shocked by vour presence and |
what he was missing. He teaches | ope several excuses. to which

;':""‘ how ':T.I_p::_tl:"e Song of vou must answer. Choose the first
assing, which changes day to | answer every time, Mila gives you

might or night to dav. To play the E Botle at ¢
Song of Passing, press @, @, §. glina'iogff iy

Mila's Bottle  Piece of Heart #28 |

u

After a few seconds, Tott

realizes that the 3/4 tempo is just Maggie and give it to her. She's so

i grateful for vour help that she
gives vou Piece of Hearr #28.

Treasure Chart #2

'.u %

Taee ol 0o wwayl

| After gerting Piece of Heart #23,
vou can get Treasure Chart #2
from Maggies Father if vou have

i coliected 20 Skull Necklaces. Show
| him vour callection of Skull
Necklaces, and he gives you

| Treasure Chart #2 for 20 of them.

o Oae

After vou defeat the Helmaroc King |
at the Forsaken Fortress and rescue |
the kidnapped children, Milz (the

blond girl in tattered rags) appears
at Windfall [sland. During the day

After vou've defeared the

. Helmarac King at the Forsaken |
- Fortress and rescued the kidnapped |
. children, enter the top floor of the

= i i mansion at Windfall lsland, where |
she works at Zunari's Siall, but ar 8 B

| Maggie and her father now live.
| lznore her father for now and
| talk to Maggie, who asks
| vou to mail a love lester
i for her. Take the letter
it the posthox an the
! island, then return 1o
Maggie.

night she's found standing near the
Chu Jeltv Juice Shop. Talk ta her,
and she tells vou to ger lost. As vou
walk up the nearby steps, Mila
suddenly runs down the path in the
apposite direction,

You can participate in the Windfall
Auction. Enter the ground floor door
of the mansion and talk to Zunar,

| who runs the auction at night.

#0260

Make sure vou have plenty of
Rupees to throw around before vou
participate in an auction, especially
if vou've never tried one before.
Y¥ou must puthid several other

| residents of Windfall Island to win
! the prize at the end of the auction.

Auctions last for only one
minute, but the clock pauses when

¢ someone is bidding or otherwise
i talking. Your bid meter slowly fills
| as time passes, but you can make it

fill much faster by repeatedly
tapping ®. Once vour bid meter is
full, you are asked to place a bid.

L bl

Placing a large bid stuns the other

.: bidders for a few seconds. This is
especiallv useful near the end of the
- auction. [f you place a large enough



bid with cnlv a few seconds left on
the clack, vou most [ikely win the
iterm. Bid 10 percent or mare aver

the ftem's current Zoing price to stun

vour fellow bidders.

The first item vou can win from
the Windfall Auction is Piece of
Heart #27. On the second auction,
vou can bid to win Treasure Chare
218, If vou continue to participate
in the auction, vou eventually can
bid for Treasure Chart #38,

Green Rupee (via

Find and open Treasure Chart #18
{(which is won from the auction
here at Windfall Island) o pull 2
chest from the Great Sea near

Windfall [sland. The chest containg struick 3 Merchants Oath. I

| keeping with that oath, he will
- =zend a supply of Sea Flowers o
Zunari's Stall.

a single Green Rupee,

Trading Quest

Talk 1o Zunari after youve rescued
all the kidnapped children from the
Forsaken Fartress, and ke tells vau
that business iz slow, He asks vou
to help him out by traveling to
distant islands and trading with
Wandering Merchants. This gives
Zunari new, exotic items ta sell at
Winglfall Island. Agree to help
Zunari and he gives vou the first
Trading Quest item, a Town Flower.

Treasure Chart #18) |

Once viou've agreed to help
Zunari, three Wandering

. Merchants appear ar islands acrass

the Great Sea. One is found ar
Mother & Child [sles (B2}, another

| at Greatfish Isle (B4}, and the third
- at Bomb Island (F3). Ser sail for

Maother & Child [sles first. Don's

| use the Ballad of Gales warping

song 1o get there or vou get stuck

| inside Mother Isle and have to
| warp back out again,

ta him and he tells vou all about
life as a Wandering Merchant.
Show kim the Town Flower that

| Zunari gave vou and agree to trade
| it for a Sez Flower. The Wandering
. Merchant tells vou that vou ve

Your next destination is

| Grearfish Iske (B4) Warp there

o directly by conducting the Ballad

| of Gales. Sail to the west side of

| the isle, where another Wandering
o Merchant stands on a small

¢ wooden raft. Trade vour Sea

¢ Flower 1o this Wandering

I Merchant for the Exotic Flower,

! which alse is sent 10 Zunari for

sale at his stall. Mext, warp to the

| Forest Haven (Fe) and sail north to

Bomb lsland (F31 Trade vour
Exotic Flower to the Wandering

Once vou reach Mother & Child |
| Isles, zail to Child Isle and run up
| to the Wandering Merchant. Talk

Merchant there for & Sickle Moon

| Flag, which is sent to Zunari's Stall
4 ar Windfall Island as well,

These three all-new items help
Zurari generate some serious

| business. Warp 1o Windfall Island

| and talk to Zunari to ger the Magic
. Armor, which protects you fram all
i damage. [t uses a constant siream

. of magic energy in the process,

| however,

There's maore to be gained from

| the Trading Quest, however. The
i Wandering Merchant at Greatfish

| lsle (B4 desirez a mystericus Shop
Guaru Statue above all else, and will

o give vou Piece of Heart #29 if vou
| bring ore to him. To acquire the

Shop Gura Statue, continug (o
rade with Wandering Merchants.

\ Here are the guickest steps o the
' Shop Guru Statue:

| 1. Greatfish Isle (B4): Trade

your Sickle Moon Flag for 2
Fountain [dol.

- 2. Mather & Child Isles (B2):

Trade vour Founzain Idel for a
Big Sale Flag.

. 3. Greatfish Isle (B4): Trade vour

Big Sale Flag for a Hero's Flag,
[mmediately trade your Hero's
Flag back to this same
Wandering Merchant to get a
Postman Statue.

' 4, Mother & Child lsles (B2):

Trade your Postrman Stame for a
Shop Guru Statue,

. 5. Greatfish Isle {B4): Trade vour

Shop Guru Statue for Piece of
Heart #25.

| King and saved the kidnapped

. Miss Marie
' and the Killer Bees

3-.

After vou've defeated the Helmarog

children fraom the Forsaken Foriress,

| you can play hide-and-seek with the
' gang of scheclchildren known as

the Killer Bees at Windfall lsland.

¢ Talk to the Killer Bees and they all
- run off and hide. Search Windfall

lsland to find them, chase them
down, and catch them.

Refer 1o the "Triforce of Courage
section of the walkthrough for
detailed information cn finding and

| catching the Killer Bees. Once
| you've caught all four, vou get Piece

of Heart 30,

Talk to the Killer Bees after youve
played hide-and-seek, and they hint

| thar their teacher, Miss Marig, loves

Jow Pendants. Enter the schoolhouse

| and talk ro Miss Marie. Give her one

| Jov Pendant and she gives vou a Red
| Rupee. Give her 20 more Jov
| Pendants, and she gives vou the

i To get the Deluxe Picto Box, which

| Cabara Deed. Give her 20 more Jov
| Pendants, and she gives you the

| Hero's Charm. For more information
| on these items, refer 1 the "Weapons
| and ltems" section of this guide.

| Deluxe Picto Box

captures full-color pictographs, vou
must complete three tasks for

| Lenzo. Then vou must seek out the
! final ingradient for the Deluxe

1 Picto Box—a Forest Firefly.

el
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The first task is fairly simple.
Wair by the postbox near the
town's main gate until vou see
sgmeone mail a letser. The person
vioute looking for is Garrickson,
the black-haired man with a
mustache and red overalls. He
starts by Lenzo's Pictography Shop
and slowly walks around, past the
Chu fellv Tuice Shop, on his way
the pozibox, Position yourself so
vou can take a good pictograph of
Carrickson just as he's mailing his
letter, then return to Lenzo for

vour next task.

Vou can record dhees s St tographs

Your next assignment is to take
i picture of someone who shakes
in fear at a loud noise, Enter the
café in the davtime, pick up a
nearby pot and smash it against a
wall. The café's only customer,
Gossack, jumps at the sudden noise
and then shakes for a few seconds,
Teke his pictograph as hes shaking
in fear. Then return to Lenzo for
vour third mission,

For Lenza's final test, vou must
take a picture of 2 man and
woman wheo have deep feelings for
each other bus never reallv show it
Follow Anton thraugh town. When
he reaches the lighthouse building,

he stops and looks into Linda's eves

Prima's Official Strategy Guide

{Linda is wearing the orange dress).
Take a pictograph ir the split-
second when their eves meet,
making sure to get both of them in
the shot. Return 1o Lenzo and he
gives vou a Joy Pendant.

Mow you must collect a Forest
Firefly from inside the Forest
Haven (F&) and bring it to Lenzo
Have an Empty Bottle handy and
warp to the Forest Haven. Plenry
of fireflies are inside the walls of
the Forest Haven, but a few give
off maore light than the others. You
can spot them if voure looking
closely, They illuminate the walls
and the ground, and emit several
colors of light. Scoop up a Fares:
Firefly in vour bottle, then return
ta Lenzo's Pictography Shop,

Give the Forest Firefly to Lenzo
and he upgrades vour monochrome
Ficto Box 1o the full-color Deluxe
Ficto Boa, This allows you o
complete severzl other sideguests
here at Windfall Island. For more
information on the Deluxe Picto
Box, refer to the "Weapeons and
[rems” section of this guide,

Treasure Chart #31

With the Deluxe Picto Box, vou
can get Treasure Chart #31. During
the day, Kamo sits on the stairs
next to the Chu Jelly Juice Shop.
Talk to him to learn that he's very

o

upset. but it's not entirely clear
why. He insists that vou show him
4 pictograph of his favorite thing o
prove that vou understand him
before he tells vou any more, He
gives vou a hint: His favorite thing
is "perfectly round and pale.”

If vou've explored Windfall
[slard during the night, you know
that Kamo is always sitting atop a
town wall, gazing at the moon
with his telescope, Talk to him, and

! he tells vou thar looking up at the

maan is his onlv hobby, The moon

| 15 his favorite thing! Kamo specif-

icallv said to show him a

| pictegraph of something "perfecily

round and pale.” so take & color
pictagraph of the full moon using
vour Deluxe Picto Box.

Return to Kamo during the dav
and show the pictograph to him. In
gratitude, Kamo gives vou Treasure

| Chart #31,

Treasure Chart #33

With the Deluxe Picto Box, vou
can get a Treasure Chart from
Minenco, the woman who stands
nezar the Chu Jelly Juice Shop sign
during the dav. Minenca fancies
herself the most beautiful woman
on Windfall [sland. Humaor ker by
taking a picrograph of her using
vour Deluxe Ficte Box, and then
give the pictograph to her. [f you

teok & good shot, Minenco gives
vou Treasure Chart #33

Piece of Heart #31

With the Deluxe Picto Box, vou
can get Piece of Heart #31 from a
sideguest here on Windfall Island
Talk to Linda, the woman in the
orange dress, and she tells vou thar
she'd [ike your help in getting
Anton to ask her our on a date
Agree to help, then use your
Deluxe Picto Box to take a full-
color pictograph of Linda

Ciive the color pictograph of
Linda to Anton, wha finally
realizes that he can't let this girl
slip away. He decides he's going to
ask her out for coffee the next dav
That's & subtle clue that they're
going to meet ar the café near
Funariz Arall tomorrow

Sail around and wair for the
new day to dawn (or conduct the
Song of Passing if vou've learned it
from Tott), then head into the café,
Sure enough, Anton and Linda are
talking with each other. Talk to
Linda, whe's so grateful for vour
help that she gives vou Piece of
Heart #31.



1f vou've taken part in the Trading
Quest. vou can purchase any of the
items you traded the Wandering
Merchants for at Zunari's S:all.
Decorate Windfall with these
Trading Quest items to get a Plece
af Heart from Sam, the man wha
sits on a bench near the café
during the day.

Several strange metal nhjects are
on the ground zll around Windfall
Island. These are used to hold the
decorative Trading Quest items.
Purchase a Trading Quest item—
such as a Sea Flower or a Fountain
[dol—and then place it on any of

these metal abjects. Viola, the town |

now looks a bit more cheerful!

If vou decorate enough of the
town with Trading Quest items,
Sam gives vou Piece of Heart #32
for being such a great Joyous
Violunteer."

You can also get 2 Purple Rupee
by purchasing a Shop Guru Statue
from Zunari and placing it on top
of Windfall's main entrance gate,
Afterward, ralk to the sailor who's
always admiring the main gate,
Kane, and he gives vou a Purple
Rupee for vou stylish decorating
skiills. This 1sn't such a good deal if
vou think about it—a Shop Guru
Statue costs vou 200 Rupees!

Piggy-Sitting
Minigame

After vou have the three Skull

| Mecklaces, vou can play the Piggy-
. Sitting minigame with Dampa,
who stands near the short stone

| wall on the path leading to the

| Bomb Shop. You must first give

| Dampa three Skull Necklaces.

The object af this minigame is
to find and catch all three of

| Dampa’s nearby pigs in under two
minutes. Every fime vou bringa

pig to Dampa, he tells vou how
much time vou have left. If vou

bring him all three in under twa |

minutes, vou gt a Purple Rupes.

Pigs don't like sudden
movements, so sneak up on them
or use All-Purpose Bait to distract
ther. When vou bring a pig back
o Dampa, lock onte Dampa using
[-targeting, and then press (& o
set the pig down.

- Windfall's

Lighthouse

s

= Windfail Island becomes solid. Use
| After vou've acquired the Fire/lece | the Deku Leaf or the Hookshot to
\ Arrows from the Fairy Queen at §
| Muother [sle at quadrant B2, vou

. can light Windfail's lighthouse,

i Climb the ladder behind the _
" lighthouse and step on the pressure _
o switch in the small alcove there,

| Conduct the Wind's Reguiem to set
i the wind blowing at the windmill

| [0 activate it

Hop onto ene of its moving

carts and ride it like a Ferris wheel, i

To get onto 2 cart, enter the
lighthouse building as if you're

| going to play the Squid-Hunt

| minigame. Instead of plaving, run
| up the stairs to the left of

| Salvatore's counter and exit the

. lighthouse building through the

! door on the second flaar. Walk

| across the wooden ramp outside

and jump anto ane of the

| windmill's carts as it passes by,

Face toward the lighthouse as
varu ride around the windmill and
ready vour Fire Arrows. At the
top of the windmill, you can see
the lamp of the lighthouse, Shoot &
Fire Arrow into the lamp to light it. |

After the lighthouse has been
activated, the translucent freasure
chest sitting on 2 tiny isle next to

reach the chest, which cantains
Fiece of Heart %39

Return to the lighthouse

| building, enter it, and then exit
{| using the second flocr door, Talk to

Kreeb, the man in the vellow hai
standing on the wooden ramp
outside, He's thrilled that you

| managed ta fix the windmill and
- the lighthouse and gives you Fiece

of Heart #38.

Northern

Triangle
Islano (D3)

=

This small, triangular island holds

! one of three goddess statues. You
must piace one of the three

© colored pearls on the statue to

| raise the Tower of the Geds fron

i the Great 5ea.

Octo Chart
Rings of Light



Octo Chart (via

Treasure Chart #26)

2 =
& —

Find and open Treasure Chart #26
{found at the Six-Eve Reef in
guadrant D} to pull a chest from
the Great Sea near Morthern
Triangle lsland. The chest contains
the Octo Chart.

Rings of Light

Four rings of light around this
island appear only under the light
of a full moon. When vou see
them, use the Grappling Hook to
pull up a Red Rupee in a chest
from each one,

Oix-Eye

| Piece of Heart #9 is found in a

| Submarine. Sail to the Submarine,
o climb onro it and enter the
| doorway leading inside.

' the inside of the Submarine, and a r
| ladder drops. Climb the ladder to i
' the barrels in the sub have enemies, |

|| defeated the three Moblin guards.
- Sea Platform

Reef (D4)

-4 | Sail up to the single Sea Platform
- and destroy all its cannons o

. platfiorm. Climb the Sea Platform's

The Six-Eve Beef gets its name
from the wav it looks from
above—six circular, eve-like pillars
are inside the reef's rocky walls,
Several cannons are mounted (o
the walls and pillars,

" ladder to reach the chest, which
! containg @ minor reward.

Submarine

Sea Platform Treasure Chart #26
Treasure Chart #26 e : P

Silver Rupee ) R

Submarine

-

. Bamb all the Cannen Boats and
wall-mounted cannons to revesl a
chest on the reef’s southwestern-
most “eve." Go 1o the narrow
opening in the wall and walk up
the slope and across the top of the
. wall to its highest point. If needed,
| play the Wind's Requiem to direct
- the wind, and then use the Deku
o Leaf ta float to the chest, which
. contams Treasure Chart #18,

R,

K

' Silver Rupee (via |
. Treasure Chart #6)

L

Deefeat the Moblins that patrol

reach a rreasure chest, which |
contains Piece of Heart #9. Most of

so leave them alone until vouve Find and open Treasure Chart #6

| iinside the Tower of the Gods

- dungeon in quadrant E4) to pull a
chest from the Great Sea near the

| Six-Eve Reef. The chest contains a

o | Silver Rupee.

Southern
Triangle
Island (D3%)

reveal a chest on top of the

This small, triangular island has
one of the three goddess statues,
You must place one of the three
\ colored pearls on the statue 1o raise

Beedle's Shop Ship

the Tower of the Gods from the
Creat Sea.

Beedle's Shop Ship
Triforce Shard =6

FRATE winaain

| Enter Beedles Shop Ship, which
o alowly sails around this island, w
| purchase items. Here he sells Hvoi

Pears for 10 Rupees, All-Purposs

'\ Bait for 10 Rupees, and 30 Bombs
. for 30 Rupees.

Triforce Shard
| #6 (via Triforce
- Chart #6)

After vou find, open, and have
deciphered Triforce Chart #a
{which is on the 30th floor of the

| Savage Labyrinth at Cutser Island

|| in quadrant BY), you can pull a

| chest from the Grear Sea near

! Southern Triangle Isiand. The chest
contains Triforce Shard #6,

Southern
Fairy
Islanod (DG6)

A

o




This 15 & small, keart-shaped island
where a Great Fairy dwells. Use
the Bomibs to enter the secret
cavern in the large conch shell.

Blue ChuChu
Sea Platforms
Bomb Bag Upgrade
Piece of Heart %25

Blue ChuChu

u

Deefeat the Blue ChuChu near
the eastern palm tree for a Blue
Chu Jelly.

Sea Platforms

Sail up to the trio of Sea Platforms

in this quadrant and destroy all the | ©

carnons on the two Sea Platforms |
that have ladders 1o make two
chests appear on the ladder-less
sea Flarform in the middle, Climb
either putside Sea Flatform's
ladder and use the Deku Leaf to
fleat to the middle platform. Open
the two chests found there 1o
receive Treasure Chart %40 and a
minor reward.

Bomb Bag Upgrade

Bomb the wooden gate (o open a
way inta the large conch shell.
Drrop inta the hole there to enter a
secret cavern and find a Great
Fairy. The Great Fairy upgrades
your Bomb-carrying capacity and
ifvites you to return any time to

replenish vour Life Gauge or bottle |

& few Fairies.

E

. Piece of Heart
. #25 (via Treasure

| Finding and opening Treasure
| Chart #4 (whick can be purchased

. from Beedle's Shop Skip near Rock |
| Spire Isle in quadrant B3} allows
| vou to pull up a chest containing
. FPiece of Heart #13 from the Great |
| Sea near Southern Fairy [sland,

. The Two-Eve Reef gets its name
from the way it looks from _

| above—two circular, eye-like pillars

i are inside the reef’s rocky walls, |

i Treasure Chart #13,

Triforce Shard

| the walls and pillars.

| Sail to the single Sea Flaiform and

&
!
i
]
B

®

Two-Eye

N —
(e .\J
H —
b
s

several cannons are mounted to

Sea Platform

Big Octo

Treasure Chart #13
Triforce Shard #8

| Sea Platform

climb its ladder. A chest with a
minor reward sits atop the Sea

i Platform:

. Fairy who was trapped by the Big
i Octo appears. She thanks you for

! upgrade vour Magic Meter,

' Treasure Chart #13 |

| chest on the reefs sourheastern
| leye Gotothe narrow opening in

- across the top of the wall to its
'\ highest point, If needed. plav the

| After wiry find, open, and have

| Overlook Island in quadrant G1},
| you can pull a chest from the Great |
| Sea near the Two-Eve Reef. The :

Crescent
Moon

land (E1)

i T

Big Octo

| Is
? = o

The anly four-eved Big Octo is
found in this quadrant. Sail toward |
& flock of circling seagulls to find
it. Use the Boomerang to rarget all
four of its large, vellow eyes, After
the Big Octa is defeared, a Great

| Crescent Moon Island gets its name
. from its shape. Smash open with

\ the Boomerang the pots that float

|' an top of barrels around the island.
Thev hold small Rupee rewards. [t
| is a small island with only a few
things to see and do.

vaur help, and uses her power 1o

TiP

The Ghost Ship appears near this
island when thers's a full moon.

Blue ChuChus

Treasure Chart 10
Bomb all the Cannon Boats and - Submarine
wall-mounted cannons to reveal a | Piece of Heart #4

| Blue ChuChus

the wall and walk up the slope and

Wind's Requiem to direct the wind,
and ther use the Deku Leaf o flpat
ta the chest, which contains

#8

Defeat the two Blue ChuChus near
| the treasure chest for a couple of
| Blue Chu Jellies,

' Treasure Chart #10

TSRS

-

deciphered Triforce Chart =8
ifound ingide the secret cavern at

Open the treasure chest that's
! sitting on top of the island to find
| Treasure Chart #10,

chest comtaing Triforce Shard =5
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Pawprint
Isle (EQ)

Treasure Chart #9 is found in 2
Submarine. Old Man Ho-Ha is
looking at the Submarine from the
island, using his telescope. Sailto |
the Submarine, climb onto it, and ¢
enter the doorway leading inside.

I Pawprint Isle is a small, circular
island with four tiny isles in a row
next o it. Viewed from above, it

. wvalugble mwems from this little isle,

Sea Platform
Beedle's Shop Ship
Fiece of Heart #6
Piece of Heart #33
Silver Rupee

Sea Platform

Inside. vou must defeat four
waves of Miniblins. Four torches
light individually as vou defeat each |
wave of Miniblins. Onee all four
torches are lighted, & ladder drops
from the ceiling. It leads to a chest.
Climb the ladder and open the chest
12 obtain Treasure Chart 29, |

Piece of Heart
#4 (via Treasure
Chart #11)

e

R S ——

© Sail to the single %ea Platform and
climb its ladder, Defeas the
enemiss there to reveal a chest,

 which contains a miner reward.

- Beedle's Shop Ship

Find and open Treasure Chart #11
linside the Dragen Roost Cavern
dungeon at Dragon Roost Island in
quadrant F2) to pull & chest from
the Great Sea near Crescent Moon
[sland. The chest containg Fiece of
Heart #4,

Enter Beedle's Shop Ship, which |
slowly sails around this island, to |
purchase items. Here ke sells Hyoi
Fears for 10 Rupees, All-Purpose

Bait for 10 Rupees. and 30 Bombs
¢ far 30 Rupees.

i,

4 isle and lock for a crawlspace
| leading inside, Crawl through it

=i | and then drop into a hole and inte
| asecret taverm.

+ Inoks like & paw print. Acquire 2 few | £

|

and harbors several ChuChi
. enemies. Defear each one as vou
- explore the short cavern, until vou
| come to the treasure chest at the
. other side. Open the chest to get
. Piece of Heart #6

. Bombs with you, destrov the two

- large. gray boulders in this cavern,

- Each blocks a pathway leading toa
| treasure chest [nside one chestisa |
| Jov Pendant; in the other is a i
. Purple Rupee.

Piece of Heart
#33 (via Treasure

Clear the grass and brush awav
from the large dome on the main

Find and apen Treasure Chars 230
© {inside the Tower of the Gods
. dungeon in quadrant E4) 10 pull 2
i chest from the Great Sea near
Pawprint lsle. The chest contains
. Piece of Heart #33.

Silver Rupee

This secret cavern is fairly small

. One of Fawprint [sle's "toes’ has a

! large wooden statue. If vou have
the Hookshat, latch onto the statue

- from your boat and pull vourself

. omto the isle, Drop into a hole there

| 1o enter a second secret cavern,

[f vou happen to have a few

\CAUTION
Here you face one of the most
frying batles in the game

capable of summoning other
enemies. ¥ou must defear all six
Wizzrobes. A chest appaars
then, containing a Silver Rupee.




e

Easterrn | Silver Rupee (via
Fairy . Treasure Chart #3)
Island (E3) (P

Find and apen Treasure Char #3
ifound at the Forest Haven in !
quadrant Fé) ro pull a chest from the |
Great Sez near Eastern Fairy lsland.
The chest contains & Silver Rupee.

Bomb Bag Upgrade

Wit

e SR e e e
i o ﬂ'\-\. =

This 15 & small, heart-shaped island
where a Great Fairy dwells, Use
RBaribs [0 enter the secret cavern
inside the large conch shell.

CEACAE TS

NOTE

After vou clear the Forbidden

Waoods dungeon, one of the _
eight Withered Deku Trees i
appears here,

! Bomb the wooden gate o open the
| way into the large conch shell. Drop
i into the hole inside the shell o enter
{1 asecret cavern and find a Great

. Fairy. The Great Fairy upgrades
Sea Platform | vour Bomb-carrving capacity and

Sea Platform
Blue ChuChu
Silver Rupee
Bomb Bag Upgrade

| invites vou to return any tme to
i replenish vour Life Gauge.

Tower
of the
Goos (E4)

Szil ta the single Sea Platform and
climb its ladder. Defeat the | B
enemies there to reveal a chest that |

containg & minor reward.

Blue ChuChu

)

= TN

island on the Great Sea that isn'
actually there for the first third of
| the game When vou place the

| thres colored pearls an the goddess
- statues found at the Narthers,
Eastern and Southern Triangle
[slands, the Tower of the Gods rises
| from the bottom of the Great Sea.

- Much of the game's plot unfolds at

Defeat the Blus ChuChu near
the northern palm tree for a Blue |
Chu Jellv,

! Beedle's Shop Ship

| Treasure

T R ——

| Find and open Treasure Chart #14
| (found in the Submarine near

| Headstone Island in guadrant C7)
| to pull a chest from the Great Sea
| near the Tower of the Gods. The
chest contains a Silver Rupee.

' Command Melody

The Tower of the Gods is the only E
! aablet in the Towsr of the Gods
| dungeon. To play the Command

| an the Tower of the Gods dungson.

the Tower of the Gaods, and the
Tower of the Gods dungean is
logared here.

Beedle's Shop Ship
Silver Rupee
Command Melody
Hero's Bow
Master Sword

O M A e

Erner Beedle's Shop Ship, which x
slowly sails around this island, o .
purchase items, Hers he sells 30 i

| Arrows for 30 Rupees, 30 Bombs
¢ for 30 Rupees, and a Red Potion for
! 30 Rupees.

Silver Rupee (via
Chart #14)

R R R

R

Learn the Command Melody from

Melady, hold # for 4/d tempo and |
press <2, @, @ €. Refer to the
walkthrough for more information

| The Hero's Bow is found in a chest
! in the Tower of the Gods dungeon.

| Qasis

| goodies by wading through the
| swimming area.

Hero's Bow

Refer ta the walkthrough for more
information on the Tower of the
Gods dungeon.

Master Sword

Link gees the Master Sword in the

| pinema that plavs after vou clear

the Tower of the Gods dungeon

1 | and enter the sealed chamber inside
\ Hyrule Castle. For more infor-

mation, refer to the walkthrough.

Private
)

| The Private Oasis is a small island
| featuring a luxurious cabana, a

| tranquil swimming area, and a

| | soothing waterfall. Until vou

4| finagle the Cabana Deed from the
{ schoolteacher at Windfall Island
(D2}, Miss Marie, you can't enter
I the cabana. With the Cabana

! Deed, the Private Qasis's name

changes into the "(Your Mame|
Dasis.” Collect several minor




i i waterfall (don't fall inl} and open

g Sl,ldlng the chest vou find there to coﬂect
Picture Puzzle Treasure Chart £27,

% NOTE Ice Ring

£ After vou clear the Forbidden

A Noods dungson, one of the

i eight Withered Deku Trees [ | L Sl auii e L | [mmemese e

e appears hers

Silver Rupee

Big Octo

Sliding Picture Puzzle
Triforce Chart #2
Treasure Chart #27

Silver Rupee (via
Treasure Chart #1)

\ Once vou have obtained the

| Cabana Deed from Miss Marie at

| Windfall Island (D2}, enter the

| cabana and try the Sliding Picture

Puzzle {refer to the "Triforce of

Courage” section of the

walkthrough for information an

how to get the Cabana Deed). The | This medium-sized isle is covered

chiect is to move the pieces around | inice, which makes it tricky to

| and create the picture shown on | walk across, & large sculpture of a
the opposite side of the room. For ;; dragon's head sits atop the isle,

¢ each picture puzzle that you solve, | spewing out & blast of snow and

a bulb lights and vou ger 30 | cold. You cannot traverse the

Rupees. Solve all 16 Sliding Picture | jsland uncil vou diffuse the cold

Fuzzles for a 200-Rupee bonus,

P L SRt e PR
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' | 3 | Silver Rupee
o Find and apen Treasure Chan#t || 11fOrce Chart #2 | Treasure Chart #36
(inside the Forbidden Woods il Iron Boots
dungean in guadrant F&) to pull Orange Rupee
chest from the Great Sea near the oo s _
s_ Private Qasis, The chest contains a . Silver Rupee (via |
b e i
g o e | Treasure Chart #17)
;' Big Octo :
| With the Cabana Deed from Miss
| Marie at Windfall [sland (D2}, vou
can enter the cabana and search |
for Triforce Chart #2, Refer to the ‘*
"Triferce of Courage” section of the
| walkthrough for informarion.
| Find and open Treasure Chart #17
F - e | (won in the Cannan minigame at
| S e i 3 1
K : circling seagulls to locare the Big i E:ﬁ&;eh;\? fr?:{:ﬁ?g;itsfea
A ; Clcto, then sail toward them, When gl :

R . | contains a Silver Rupee,
the Big Octo rises fram the Great ! P

Sea. use the Boomerang to target
ap b fve of is eves. When all
eight eves are shur, the Big Octo is
defeared and leaves behind a ring
of light. Use the Grappling Hook to
haul up a chest from it, which
contains an Orange Rupee.

s |

f vou have the Hookshot, pull
vourself up to the chest near the |
tap of the waterfall here, Walk H
| around the cabanas circular porch |
and look for a paln tree on a rocky |
ledge. Use the Hookshat to pull
© yourself toward the palm tree and  Diffuse the blast of cold and snow
- land on the ledge. Walk a short | pouring from the mouth of the
~ distance toward the top of the dragon's head sculprure for five

S

e

- Iron Boots

| blast with a well-aimed Fire Arrow. |

rinutes by shooting a Fire Arrow
inta the dragom's mauth. Shoot
another Fire Arrow at the frozen

i chest on the east side of the isle o
i melt the ice around it, and then
! open the chest, which contains

Treasure Chart 236,

The Iron Boots are inside a secret
| cavern accessed via a hole in the
| mouth of the dragon's head

| sculpture. Refer to the

| walkthrough for details on how w
i get the [ron Boots,

Another secret cavern is inside the
one with the Iron Boots. Walk

{ straight toward the source of the

| wind that blows near the chest that
. holds the Iron Boors. Soon vou

| come to a hole that leads down

| into a second secret cavern.

' Treasure Chart #36 _'

Drop into the hole to enter a

i frozen cavern. Several blocks of ice

| hers hold enemies. Melt each block

" of ice with a Fire Arrow and defear

all the enemies o reveal a chest
containing an Orange Rupee



':' halfway. Drop back down and then
pull the bottom block out halfway,
| creating & set of sTeps.

Angular
Iqles (E7)

Walk along the second level to
| another movable block. Push this |
| one off the edge and down tothe You must have the Mirror Shieldw |
| first level, then hop down onto it. { collect this Silver Rupee. Fromthe | . i
- | top of the larger of the two Angular Climb onto the first block and
| Isles, use the Deku Leaf to reach the | again pull the second block out
smaller isle. Alvernatively, use the | halfway, All the blocks that were
Hookshot from the lowest level of | stacked abeve the second black
the larger isle to pull vourself over to | drop down one level,

the palm tres on top of the smaller
isle, Once you reach the op of the
sraller isle, drop into the hole

| found thers to enter 4 SeCrel caverm.

The Angular 1sles are a pair of
small, blocky islands in close
praximity. You can climb onto the
larger of the two from the water. It
features several movable blocks.
Pusition those so you can reach the | ; ] |
top of the isle, where something of | .
value awaits. Position yourself behind the

| |

. block vou just moved and pull it a

s SSS RER

i
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Piece of Heart #13 E ce i k
i | short distance so that it linesup | i
gllf::rﬁfziﬂ M | with a slight recess. Climb onto ¥ i
3 the block. E s
Piece of Heart #1 3 ! | Climb onto the block vou've
| just moved and ther pull the next

| ane aut halfway, Climb onto that

R : | one, and then climb anto the next
inside this secret cavern lies a '\ block shead.

tricky block puzzle. A all stack of
movable blacks is in the center of
the cavern. Horizontal beams of
light intersect at the top of the
stack. A transiucent rreasure chest
| sits atop the north ledge. You must

You now face a stack of two ¥ )
nipulate the stack of blocks o
' movable blocks, Pull the bottom | oo o s

one out halfway, so that the block | i ol

above it does not fall. Now climb o

the top of the isle to find the chest
containing Piece of Heart #13,

T A P e e

To get this Piece of Heart, climb l

onto the larger of the two Angular
Isles and manipulate the movable
bocks to reach the top of the isle, A
chest at the top contains Piece of

Heart #13. ' Piece of Heart

Pull the next block out halfway
. and then climb onto the top of the
| stack of blocks. Several beams of

 #20 ( via Treasure | light intersect at your location,

Chart #1 5]

| Start by moving out the lone
| bottom block on the left side of the
| stack, then push it to the other side
| of the stack and position it next to
| the rest of the blocks on the right-

Start by pulling out [ hand side.

halfway the only
mavable block you pf
can reach on this |
level, Use it o s
climb anto the second 2
level of biogks.

| Use the Mitror Shield to reflect
| the light, aiming a beam o strike
. the translucent chest on the north
! ledge. Once the chest has materi-
| zlized. use the Deku Leaf or

| Hookshot ta reach the chest and

| open it for a Silver Rupee,

Find and open Treasure ¢
Chart #15 (found inside the
Forbidder Woods dungeon in
guadrant F&) to pull 2 chest from
the Great Sea near the Angular
Isles. The chest contains Piece of
Heart #20.

s

| Climb onto the black vouve just
. moved and pull the next one out

&




them. use the C-rapp!mg Hook 2
pull up 2 Red Rupee in a chest
from each one.

Seven-Star Sea Platforms
IE:[ES (Fl) ;;

' Sail 1o the tric of Sea Platforms and
o climb the middle Sez Platform's 1
ladder. Defear the first Wizzrobe
4 | that actacks vou to reveal a chest
=il there. Defear the next Wizzrahe to
. reveal a chest on the north Sea
| Platform, Defear the final tao
| Wizzrobes 1o reveal a chest on the
- south Sea Platform. You can jump
| between the Sea Platforms to reach
| each chest, You find Treasure Chart

The Seven-Srar Isles are a
collection of small bur tall rack
spires that peek from the Great
Sea. A few Kargorocs guard the
Seven-Srar [sles,

g}g i}c;? Light . #16 in one of the chests and minor
Se:EI:Iatfurfns rewards inside the other two.
i # : §
Triforce Shard =7 Tri ff}l’CE Shar d
Big Octu | #7 (via Triforce

| Chart #7)

A 12-eved Big Octo is found in this |
quadrant. Sail toward a flock of
circling seagulls to find iz Use the
Boomerang to target up to five of
its large. vellow eves at ance.
When all 12 eyes are shur, the
defeated Big Octo leaves behind a
ring of light. Use the Grappling
Hook to hawl up from it & chest
containing Piece of Heart #15.

Rings of Light

R R

| After vou find. apen, and decipher
| Triforce Chart #7 found inside the
| secret cavern at Stone Warcher

i lsland in gquadrant C5), you can

! pull & chest from the Grear Sea

| near the Seven-Star Isles. The chest
contains Triforce Shard #7.

Dragon Roost |
Island (F2)

Three rings of light around this
island appear only under the light
wof a fizll moon. When vou see

Dragon Roost [sland is home o the
Rito. a tribe of bird-like humanoids
whose duty is 1o deliver mail to all

i islands of the Great Sea. Valoo, 2
¢ grear red dragon, also makes his

home at the top of Dragon Boost

' Island. The Dragon Roost Cavern
. dungecn is accessed from this
| island, and many other important
. plot points occur here as well.

Beedle's Shop Ship
Wind Waker
Medli's Bottle
Grappling Hook
Wind's Requiem
Silver Rupee
Orange Rupee
Mail Center Minigame
Piece of Heart 28
Furple Rupee
Silver Rupee

| Beedle's Shop Ship

Enter Beedle's Shop Ship, which
slowly sails around this island, to
purchase Hyoi Pears for 10 Rupees,

i All-Purpose Bait for 10 Rupees. and
| 30 Bombs for 30 Rupees. |

Wind Waker

You receive the magical baton,
called the Wind Waker, from the
King of Red Lions as soon as you
land on Dragon Roost Island for
. the first time. For more infor-

| mation, refer to the walkthrough.

Medli gives vou an Empty Bottle
just before she darts into the Dragon
Foost Cavern. Far more infor-
mation, refer to the walkthrough.

 Grappling Hook

Medli gives vou the Grappling
Hook after vou free her from her
holding cell in the Dragon Roost
Cavern. For more information,
refer to the walkthrough

| Wind's Requiem

| After you clear the Dragon Roost
. Cavern lor earlier, if vou're feeling

uppity), head to the Wind Shrine
on a small isle next 1o Dragon

| Roost lsland. One of the Wind

Shrine's twa stone tablets has been
broken: the other has three
mysterious symbels erched into it

Puall our the Wind Waker and
plav along with the svmbols
- scribed onto the unbroken sone
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tables ta leamn the Wind's Bequiermn,
This song has the power to dictate
the directicn of the wind. To play
the Wind's Reguiem, push 6 e,
@& while using the Wind Waker.

Silver Rupee (via
Treasure Chart #39)

E e

Find and open Treasure Chart #29
ifound inside the Dragan Roost
Cavern dungeon at Dragon Roost
[sland in quadrant F2) to puli a
chest from the Great Sea near
Dragon Roost lsland. The chest
contains a Silver Rupee.

Orange Rupee

You must have the Deku Leaf to

get this Orange Rupee. Walk along |

the inside balcony on the second
floor of the Rito Tribe's aerie and
exit through the second doorway
vou come to. Talk to the Rito
standing outside the doorway,
After a bit of dizlogue he takes off
for the Bird-Man Contest, which is
being held at the Flight Cantral
Platform in quadrant G2.

Paositicn vourself as shown in the

screenshor above, right where the
Rito was standing. Use vour Hero's
Bewe {if you've found it) to take owt
the Kargoroc nesting in a rock spire
ahead of vou, then direct the wind
by condacting the Wind's Requiem
and use the Deku Leaf to reach the
o of the distant rock spire ahead
to find a stone tablet. The tablet
tells you to proceed forward.

&b

4 | rock spire directly ahead of vou,

R R

i A

Again, ser the wind and use the
Deku Leal to foat around the first

then swing back and make a safe

landing an top of another rock

spire with a second stone tablet.

This tablet tells vou to go left. First,

use the Boomerang to take out the
¢ nearby Kargoroc,

Lonk o the grassy ledge at left,
then set the wind blowing in that
direction with the Wind's Requiem.
Use the Deku Leaf one last time 1o
. reach the grassy ledge, and then

. the cliff, Inside vou find a chest
| containing an Orange Rupee.

Mail Center
Minigame

Talk to Koboli, the Rito who works

behind the counter at the Mail
Center on the second floor of the
. Rita Tribe's aerie, 1o play the Mail
. Center minigame. You must sort
| each piece of mail into its corre-
sponding slot in 30 seconds.

First, sort 10 envelapes in 30

seconds. Once vou do, you're given |

a raise and asked to sort 20 lerters

run up the trail through the side of

in the same amount of time, 1f vou F
. manage to achieve that goal, vou're |

then asked to sort 25 letters, still in

. only 30 seconds, Do that and

. Kobali is stunned. He showers vou
¢ with compliments and gives vou

© anather increase in pay.

hemarize the patterns on the

 mail slots =0 vou don't even have

to look ar them to know where
zach envelope belangs. This is
mostly a game of luck, however,

| Somerimes vou get a streak of five
o or six envelopes of the same exact
¢ type. This gives vou a much better

chance of sorting out 23 letters
within the 30 seconds. Just keep

- trving wntil you get lucky!

Onee yvou've proven vour skills

\ at letrer-flicking, exit the aerie.

\ Turn around and go back inside,

- and head back over to the Mail

| Center. Baito, the new pari-timer, is
working behind the counter.

Talk to Baito, and he tells vou

- how much he'd love to see you sort |
{25 letrers like vou did before. Do
! so, and Baito is so impressed that
| he asks you to mail a letter t his
¢ mom for him. Drop the letter in

. the postbox outside, near the aerie
| enirance,

AT

R
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Den't worry—vou have some
nice rewards coming vour way. For B
helping and impressing Baita 5o
miuch, vou receive two leteers in
the mail the next day. One letter i
| from Baite and one is from his

i mother, Kashiko. Baito's letter
comes with a Red Rupee, and

i attached to Kashiko's letter is Piece
i of Heart #7. You can play the Mail
“ Center minigame again any time

¢ by talking to Kobali,

. Piece of Heart #8 .

A
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One of the Rito guards whe stands
| watch on the second floor of the
| aerie happens to have a girlfriend

: | who adores Golden Feathers. As

| soon as vou've collected 200 or

| more Golden Feathers, show them
| to the Rito guard, He's more than

. happy to take 20 off vour hands,

. and gives vou an Orange Rupee in
i return, Check any: posthax the next :
. day to find a letter from his 3
extremely grateful girlfriend,

{ Attached to the lerter you find

i Piece of Heart #8.

| Purple Rupee

ud

%
i Head to the Wind Shrine on a

| small isle near Dragon Roost

& Island, and look for a large, gray

* boulder on the beach. Bomb the

¢ boulder 1o reveal a hole leading

| into a secret cavern. Drop intg the
| hole and enter the cavern.
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This secret cavern isn't woo
difficuds, Enter each room and
defeat every enemy vou find

 Treasure Chart #37)

imaostly ChuChus). A torch above S

each door lights a5 vou clear out ~ Fire Mountain resembles a large,
the room. When all four torches  © active volcano. You cannat traverse
are lighted, a final door unseals, | Fire Mountain until vou first

Emter that door to find a chest . disarm the lava pouring from its
containing a Purple Rupee. | top. You need the Fire/Ice Arrow

. upgrade,

Silver Ru .
S Big Octo
: : Silver Rupee

Power Bracelets

' Sea Platform

A curicus sign near the Bomb
Plants outside Dragon Roost Island |
shows an arrow pointing upward.
Lok up at the side of the cliff. and
vou soon discover the sign's signif-
icance. A long line of Bomb Plants
grows from the side of the cliff
high above vou, and they seem to
be leading straight up to a grav
bodder.

- Sail to the single Sea Platform and
. destrov all its cannons to reveal a
chest. Climb the ladder 1o reach

the chest. and find 2 second chest.

- Big Octo

Using the Hero's Bow, fire an
arrow at the first Bomb Plant in
line. The Bomb Plant flashes for a
second before exploding, setting off
a chain reaction that destrovs the
gray boulder. A chest drops from
the sky and lands near the sign—it
must have been sitting on top of
the boulder! Open the chest to find
& valuable Silver Rupee.

. An gight-eved Big Octo is found in
this guadrant. Sail toward the flack

Boomerang to target up o five of its
i large, vellow eves at once. When all
- eight eves are shut, the defeated Big
- Oere feaves behind a ring of light.
- Use the Grappling Hook to baul up
- a chest containing an Orange Rupee.

i
-
|

Silver Rupee (via

' Find and open Treasure Chart #37

(inside the secret cavern at Rock
Spire lsle in quadrant B3) to pull a
chest from the Great Sea near Fire
Mountain. The chest contains a

- Silver Rupee.
. Power Bracelets

* To enter Fire Mountain's secret

- cavern and get the Power Bracelets,
. first shoot an [ce Arrow into the tall
- column of fire erupting from the

- top of the island. This deactivates

- the volcano for five minutes, Then

. climb 1o the top of the island and

- drop through the hole there to enter

the island's secret cavern. For more

| information, refer 1o the
. walkthrough,
Both chests contain minor rewards,

Eastern
Triangle

of circling seagulls to find it. Use the |

| This small, triangular island has
_one of the three goddess statues.
- You must place one of the three

calored pearls on the statue to

raise the Tower of the Gods fram
the Greart Sea.

Beedle's Shop Ship
Silver Rupee

Beedle's Shop Ship

| Enter Beedle's Shop Ship, which

slowly sailz around this island, to
purchase items. Here he sells Hyvai
Pears for 10 Rupees, All-Purpose
Bait for 10 Rupees, and 30 Bombs
for 30 Rupses.

Silver Rupee (via

. Treasure Chart #34)

Find and open Treasure Chars 234
¢ {which is given o vou by the
Salvage Corp. the first time you
sail up and ralk to them) to pull a
chest from the Great Sea near
Eastzrn Triangle lsland. The chest

| contains a Silver Rupee,

Bomb
Islano (F5)

-. s :l"--..
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Fram a hird's-eve view, Bomb lsland

. does indeed resemble 2 bomb. It's

circular, with a narrow, curved path
winding to the rortheast that looks
like a fuse from above, One of the




three Wandering Merchanis appears

on Bomb Island after you begin
the Trading Quest at Windrall
laland (D2,

TiP

The Ghost Ship appears near this

island on nights when the right
half of the moon is dark.

Submarine

Sea Platform

Piece of Heart #24
Fiece of Heart #41

Submarine

The Submarine in this quadrant
has & handv Emptv Bottle. Sail to
the Submarine, then climb onto it
and enter the doorway leading
inzide.

Face three Bokobling and a few
Rats. Defear the Bokobling to
reveal a chest on the ground

containing a Bottle. You don't have |

to defeat all the Kats to reveal the

chest, but they stezl vour Rupees if

vou don't watch cut for them,

Sea Platf{}rm

Sail 1o the single Sea Platform and
climb its ladder. Defeat the
enemies ta reveal & chest, which
contains a minor reward.

If vou've found the Bombs item,

large boulder on top of Bamb
Island, revealing a hole. Drop inta

CAVEM.

This secret cavern is made up
af two rooms. In the first, unseal

- the north door by stunning a

nearby Magtail. Pick it up and
place it on the pressure switch on

- the floor. To stun 2 Magtail, wait
o until its abour to strike at vou and

- the fire extinguished, vou can
. proceed up the second pathway to

| you can use a Bomb to destroy the |
* the hole to enzer a lava-filled secrer

© and throw it into one of the two
© rings of fire. It may take a few tries
* hefore the Magiail lands on the !
- switch in the center. Repeat this

| process with the other ring of fire,
. Once both switches have been

| activated, the fires vanish, allowing
. vou o reach the chest to the north,
' Open the chest to collect Piece of

! Heart #24.

|

. Piece of Heart
. #41 (via Treasure |
! Chart #20)

then attack it with ‘B, The Magtail {

curls into a ball,

' With the door unsealed, proceed |
i into the next room. This secand

room is similar to the first, but

| Find and open Treasure Chart 220
+ {found inside the Earth Temple

. dungeon at Headstone [sland in f
| guadrant C7) to pull a chest from the |
. Great Sea near Bamb lsland, The §

the north. This takes vou to a
wider area, where two more
Magtails crawl about. Each side of
the area has a ring of fire. and a
short distance up a pathway to the
north s chest surrcunded by fire.

Stun either Magrail. pick it up,

e B A

B

| chest contains Piece of Heart 241 ?

much more dangerous, Walk down

the extremely narrow pathway o

to fall into any lava, Step on the
switch at the end. Two rings of fire

| thar were blocking the north
| pathway disappear.

Carefullv make vour way back
along the narrow pathway. With

| the left of the door, taking care not

Forest r
Hauen(FG)'

. The gian: Forest Haven is the

home of the Grea: Deku Tree, the

© wise and ancient spirit of the
* forest, and his children, the

' Beedle's Shop Ship

. The Boomerang is found inside the
| Forbidden Woods dungeon, just o
| the west of the Forest Haven, Refer
| tothe walkthrough for more infor-

Koroks. There are manv things for
vioul 1o see and do here at the
Forest Haven, The Forbidden
Wonds dungeon is next to the
Forest Haven.

Beedle's Shop Ship

Deku Leaf

Boomerang

Hallo's Forest Potion Shop
Treasure Chart %3

Forest Firefly

Piece of Heart #36
Withered Deku Trees
Mintendo Gallery

Enter Beedle's Shop Ship, which
- slowly sails around this island, o
. purchase Hyoi Pears for 10 Rupees,

All-Purpose Bait for 10 Rupees, and

© 30 Bambs for 30 Rupees.

Deku Leaf

g

| The Deku Leaf is on a high branch

aof the Great Deku Tree. Refer to
the walkrthrough for more infor-
mation.

- Boomerang

mation.
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Hello's Forest
Potion Shop

After vou clear the Forbidden
Wiands dungean, vou can enter
Hallo's Farest Pation Shop in &
separale cave inside Forest Haven,
Hoillo makes Blue Potions for vou
if vou give him four Bokoe Baba
Seeds and have an Empty Bottle.
This is the best place to ger 2 Blue
Pation, because Boko Baba Seeds
are all over Forest Haven (just
defeat the plentifil Boko Babas o
coilect a few),

Treasure Chart #3

can obtain this Treasure Chart, Use
the Baba Buds found inside Farest

Haven to make vour way up to the |

highest ledge along the outside
wall of the area. Reaching the
highest ledge requires a couple of
fearless jumps and glides, but
aothing too strenuous.

Exit Forest Haven from the
highest ledge. A short cutscene
shows a circular isle far below vou
with a chest sitting an top of it
Change the direction of the wing if
mecessary and use the Deku Leaf o

Omnee vou have the Deku Leaf, vou |

: Deku Trees

float down to the circular isle. This
is an easy jump if vou change the
camera angle so vou can see vour

| shadow as vou glide. Drop from the ¢
¢ sky as soon as your shadow appears

. on top of the isle, and then open the
- chest to find Treasure Chart #3.

' Forest Firefly

‘ Lenzo from Windfall Tsland (D2)

| requires a Forest Firefly to create the

' Deluxe Picto Box. Forest Fireflies
live inside Forest Haven, They look
like the ctber fireflies in the area,

| except they are slightly larger and |
. He also marks the locations of the
eight Withered Deku Trees on vour
| %ea Chart. They appear as faint

| their soft glow illuminates nearky

i walls and objects. They're easy to

& spot, and all vou need to do to
CApTUre ORe 1§ scoop it into a botele.

' Piece of Heart
#36 (via Treasure

Chart #31)

| Find and open Treasure Chart

§ #31 (found ar Windfall Island in

| guadrant D2) to pull a chest from
the Great Sea near the Forest
Haven. The chest coniains Piece

¢ of Heart #36.

' Withered

. During the cinema that runs after

- vou clear the Forbidden Woods . and pressing &,

dungeon and return Makar to
Forest Haven, eight Koroks leave
the sanctitv of the Great Deku
Tree's lair to plant new Deku Trees
on eight islands across the Grear
Sez. Something has happened 1o

o the newly planted Deku Trees,
¢ however—they're withering away

for some unknown reason, Help
the Withered Deku Trees to get
Piece of Heart #26.

You need an Empty Bottle and

| the Ballad of Gales warping song.
. Talk 1o the Great Deku Tree, who
explains the entire situation to vou. |

Deku Leaf svmbols. Now all vou
need is some Forest Warter,

Fill your bottle in Forest Haven
with Forest Water, a potent brew
with the power 1o revive Deku

i Trees. You can fill only one bottle,

but it holds an unlimited amount

| of Forest Water. Forest Water turns |
. into ordinary water just 20 minutes

after vou bottle it, You must water
all eight Withered Deku Trees

- before that time passes.
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You need the Ballad of Gales

| warping song to complete this

sidequest, Check your remaining
time by highlighting the Forest

C Water an your Tnventory meny

Here's our strategy for watering
the eight Withered Deku Trees. On
our first attempt, we watered all
eight with more than 3 minuzes m
spare. Follow the steps below.

1. CIiff Plateau Isles (Gé): Sail

¢\ directly east from Forest Haven.
A Cliff Plateau Isles, enter its
secret cavern and use the
cavern's alternate exit ta reach
the Withered Deku Tree on top
of the largest isle. (see pg. 114)

2. Shark lsland {Ca): Warp 0
Southern Fairy sland (D) and
then sail west.

. 3. Greatfish Isle (B4): Warp

directly to Greatfish Isle and run

up the southeast isle's corkscrew-
like pathway to reach the

Withered Deku Tree at the top.

4. Needle Rock Isle (A5): Sail

directly southwest from Greatfish
Isle (B4} 10 reach the next Deku
Tree at Needle Eock [sle.

5. Private Oasis (E5): Warp 1o
the Tower of the Gods {E4) and
sail south.

6. Eastern Fairy Island (E3):
Warp back to the Tower of the
Gods (E4) and sail north.

Mother & Child Isles (B2):
Warp to Tingle lsland (C3) and
sail northwest (Do nor warp
directlv to-quadrant B2}, The
Withered Deku Tree is on top of
the Child Isle.

&, Star [siand (B1): 5ail dirscely
north after you finish watering
the Withered Deku Tree on

a.?

Child Isle.

Y

Whatever watering strategy vou
. use, the eighth Withered Deku
Tree instantly grows several feet

. taller, becoming healthy and




strong, afler vou warer it As 4
thanks for your help, vou get Piece |
of Heart #1é. If vou didn't make it
1o every Withered Deku Tree in

time, v again!

Nintendo Gallery

After vou acquire the Deku Leaf,
you can reach the small (but tall)
cireular isle just north of the Forest |
Haven, where the Nintendo Gallery |
is located. Use the Baba Buds found
in Forest Haven to reach the
second-highest ledge on the ouside
wall, then exit Forest Haven

through the doorway on the ledge.

A short cutscene shows a
glimpse of the small north isle
whers the entrance to the
Mintendo Gallery s found. Use the
Deku Leaf to glide down onto the
circular isle, rotating the camera so
that vou can see vour shadow
below. Drop out of the air when
vour shadow rouches the top of the
isle to make sure you don't miss it. |

Talk to Manny, who is standing
next to the huge metal hatch. He
tells vou that activating a distant
switch opens the hatch. Use yvour
telescope to examine the side of
Forest Haven in the distance and
spot & white, diamond-shaped
switch in a small recess.

! activate by conventional means.

- shaped switch, and the metal hatch |
| opens, You can enter the Nintendo E Boating Course minigame. | costs

| Counrse (F7)

Boating Course
Minigame

The awitch 15 too far awav (o

Instead, use a Hyoi Pear to take i
contral of a nearby seagull, Flv the |
seagull directly into the diamond- Talk to Loot, the sailar who rurs
the Boating Course, to play the

Callery! {30 Rupees to play, but vou can
¢ make up 1o 150 Rupees if you

i collect every one that vou see as
© vou sall around the course.

Crrop into the kole beneath the
metal hatch and vou appear in the
main area of the Nintendo Gallery.

'.: Talk to Carlov, the man behind the i If vou don't cross the finish line

counter, to learn about becominga | before the 4-minute time limiz
member of the Nintende Callery, To | expires, vou can't keep anv of the
become an official member, show | Rupees vou collected during the
Carlov a well-snapped color | minigame. Four minues is time
pictograph of just about any creature | enough to make two laps, so vou

E

or character in the game. He uses it can afford to miss a few Rupees on

to make a cool-looking figurine, | your first lap. To make a second
Refer to "Mintendo Gallery” inthe | lap withour crossing the finish ling,
Legendary Checklist” section for | steer sharply to the left as you
more information. as well as the list  © approach the banner at the end of

| of every pictograph vou need to take | the course.
- to complete your figuring collection, |

Boating

. Each time vou win the Boating
Course minigame, 10 seconds are

| chopped off vour time limit on the

| next race. After vou win it once,

| for example, you have only 3

| minutes and 30 seconds for the

! second attempt. On vour third

| handy Submarire Chart is inside 2

| attempt, you have only 3 minutes

' O the Boating Cowrse, vou can | and 40 seconds, and so on. It's
| play the fun and rewarding | possible to collect a1l 150 Rupees
| Boating Course minigame. The | in one lap lor the vast majority of

them, at least), 50 vou can build up

| secret cavern here: | quite a stack of Rupees by plaving

A | the Boating Course minigame.
Boating Course minigame

Submarine Chart
Sea Hearts Chart

A S o i e A R
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Jump over the upright barrels
to collect their Rupees. Sail right
aver the sidewavs barrels. Make
sharp turns by jumping and
steering in the desired direction
while airborne.

Blue ChuChu

Use the Deku Leaf to reach a o
smaller island on the other side 3
of the Brating Course's finish-line

| banner. Jump from the highest

paint or the main island of the
Boating Course and glide to
the smaller island. Defeat a
Blue ChuChu there for a Blue
Chu Jelly.

Submarine Chart

4 | Use the Deku Leaf to reach the
| smaller island on the other side of
| the Boating Course's finish-line

| barner, Drop into a hole on the
{ ground there to enter 4 secret

| cavemn.

T
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Canmnan Boats that patrol the
witers around the island.

1 Secret Cave Chart i
L Blue ChuChu |
' . Triforce Chart #8 |
i | Secret Cave Chart |
. (via Treasure ;
A | Chart #13) ;

: f
b Inside are three white, diamond. |

; shaped switches, one on top of
; each elevated ledge. Activate ail i
three to reveal the chest that
containg the Submarine Chart.
You're under constant attack by
Minibling, which makes activating
the switches quite a chore. Use the
Boomerang and lock on o each
switch after vou defeat a wave of
Miniblins.

Sea Hearts Chart
(via Treasure
Chart #32)

| Find and open Treasure Chart #13

- (found at the Two-Eve Reef in

| quadranr D7) to pull a chest from

. the Great Sea near Overlook
Island. The chest containg the

| Secret Cave Chart.

E;’. Blue ChuCh

A R e S Lo A e L

3

5

; Find and open Treasure Chart #32 k 1f vou have the Hookshot, vou can
ifound af the Three-Eve Reef in : i

| latch on o the palm trees on top of |

guadrant Ad) to pull & chest from i
g

2

_ ' the island and make vour way
the Great Sea near the Boating across to the other side. Defeat the
Course, The chest contains the Sea

| Blue ChuChu on the second ledge
Hearts Chart,

! for & Blus Chu Jelly.

Overlook | Triforce Chart #8 |
Islano (Gl) prm—m77

' If vou have the Hookshor, vou can k

'\ latch on to the palm trees on top of |

| the island and make vour way

| across o the other side, where you
find 2 hole in the ground. Drop

~into the hole to enter this island's

| sEcrer cavern.

Beczuse Overlook lsland sits

several feet up from the Grear Sea,

you need the Hookshot to reach its
b top. Watch out for a pair of

. The Flight Contral Platform is the

. Submarine

A W e

Enter each room and defear all
the enemies, Once vou clear & raom

il° and return to the main chamber, the

torch above the room lights up.

| Light all four torches to unseal the
© final door, then play the Wind's

i Requiem at the Wind Crest o

| reveal 2 chest containing Triforce

Charz #&. For mare information,
refer o the "Triforce of Courage’
section of the walkthrough.

Flight Control
Platrorm (G2) |

site of the Rito Tribe's Bird-Man
Contest, 2 minigame that tests your

| ability to glide with the Deku Leaf.

Uneil vou have the Deku Leaf and

§ Magic Meter Upgrade, you can't do |
i much at the Flight Contral Platform, |

Submarine
Bird-Man Contest
Island Hearts Chart

| The Platform Chart is inside the

Submaring. Sail to the Submarine,

| climb onto it, and enter the i
| ‘doorway leading inside. '

Everything is dark until vou step
o1 & pressure switch on the floor
The sub's tarches light, and several
enemies attack you. Defear all of
the Wizzrobes, ChuChus, and

! Miniblins to make a ladder drop
i from the ceiling. Climb the ladder
1t reach a treasure chest, which
containg the Platform Chart,

| Bird-Man Contest

In the Bird-Man Contest, a fun and
i challenging minigame, vou must
use the Deku Leaf to glide as far as
| possible, It costs 10 Rupees o play,
| but the prize mzkes the price seem
trivial.

A long, roped-off area extends

| from the launch deck of the Flight
| Control Platform. Af the end of the
| area is a banner marking the

| record-setting distance that the

| Bird-Man Contests "Great and

4 | Talented Champion” glided to. If

vou make it past the banner, you

| become the new champion.




Because gliding with the Deku
Leaf eonstantly drains vour Magic
Meter, vou don't stand a chance
withour a Magic Meter upgrade
from the Great Fairy in quadrant
D7. Use updrafts to give yourself
the extra altitude needed 1o make
the long glide m che banner.

IR

Befaore vou rush off the Flight
Conerol Platform's takeoff ramp,
study the movements of the
updrafis. If vou time it just right.
vou can jump and glide straight
toward the distant banner, caiching
an updraft or two along the way. If
vour timing is off, vou waste time

and momentum attempting to steer |

into an updraft.

With excellent time, vou easilv
cross the banner af the other side
of the roped-in area, For beating
the previously untouchable
record, vou get Piece of Hear:
#16, You can play the Bird-Man
Contest minigame as many times
as you like, Each time vou set a
new record, vou get a Purple
Rupee prize.

4 Island Hearts

| Chart #19)

~ climb its ladder. A chest sitting on

R

* top of the 5ea Platform contains a
| mingr reward,

: ia T |
. Chart (via Treasure | Rings of Light

e RS

| Two rings of light around this island

. appear onlv under the light of a full
moon, Use the Grappling Hook 1o

~ pull @ Red Rupee from one and a

. Purple Rupee from the other.

Find and open Treasure Chart 719
(found at the Four-Eve Eeef in

| guadrant A2) o pull a chest from

| the Great Sea near the Flight
Control Platform. The chest

| contains the Island Hearts Chart.

Star Belt

Archipelago
(G3)

23

P

. Silver Rupee (via

S

R

Find and open Treasure Chart #23 4
(found at ClLIT Plateauw lsles in

i guadrant Gé) to pull a chest from
| the Grear Sea near the Star Belt

' Archipelago. The chest contains 2
| Silver Rupee

e R e e

. The Star Belt Archipelage
| resembles a familiar star constel- |
| lation when viewed from above. i

Thorneo |
Fairy
Island (G4)

o A

It's little more than a collection of
rock spires jutting from the water,

TIP

The Ghest Ship appears near this
archipelego on nights when the
left half of the moon is dark.

Sea Platform

Rings of Light
Silver Rupee

Sea Platform

| This small, heart-shaped island has
! a Great Fairy. Use the Skull
| Hammer to enter the secret cavern
' inside the large conch shell,

Blue ChuChu !
Sea Platforms

Arrow Upgrade
Fiece of Heart 40

. Bail ro the single Sea Platform and

3 Blue ChuChu

 the eastern palm tree for a Blue
¢ Chu Jelly,

| capacity, and invites you o
|| return anv time to replenish
- your Life Gauge.

Diefess the Blue ChueChu near

Sea Platforms

Sail 1o the pair of Sea Platforms,
Desteov all the cannons on the
onlv Sea Flatform that has them to
reveal a chest. Climb that Sez
Flatform's ladder and open the
chest for a minor reward. Direct
the wind west with the Wind's
Requiem and use the Deku Leaf to
glide to the second Sez Platform,

| Defeat the enemies there to reveal
¢ a chest, which also contains a
| minor reward.

| Arrow Upgrade

L s 1

Use the Skull Hammer to pound

| down three nearby pegs and

remove a wall of thorns blocking
the wav into the large conch shell,
Drop into the hole inside the shell
to enter a secret cavern with a
Creat Fairy. This Great Fairy
upgrades your Arrow-carrying




f Piece of Heart |
L #40) (via Treasure
: Chart #5)

Find a woaden peg sticking out of
- the wall above the steel daar on
the island. Use the Grappling Hook |

| to latch onto the peg, then pull ¢
vourself up to a tinv area above |
. o | the sieel door. Defeat the Blue ]
Find and open Treasure Chars 25 | —PuChu there for a Blue Chu Jelly.
twhich is found inside the Wind i :

Temple dungeon at Gale e in | 1F1TOTCE Chart #3
guadrant D11 to pull 2 chest from
the Great Sea near Thorned Fairy
[sland. The chest contzins Piece of
Hear: #40).

Bird's Peak
Rnck (GS]

' To get this Triforce Chart, open the |
+ steel door on the grassy isle. '
| Activate each of the white,

| diamond-shape switches in the

. Kargorocs nests atop the pillars of
| rock in the distance.

O

Bird's Peak Raock is divided into
two isles—one covered in grass
that you can walk onto, and
another a short distance away
that's made of several pillars of
rack. Many Kargorocs make their
nests in the high pesks of the

T

Start by pulling out the Herp's
Bow and picking off most of the

second isle. Kargorocs nesting on top of the
rock pillars. Once vou ve dealt with
Blue ChuChu :
Triforce Chast #3 them, use a Hvoi Fear to take

control of 2 seagull and fly intg

| each switch. The steel door opens

| when all are activated. Drop into |
" the hole just bevond the steel doar |
| and acquire Triforce Chart #3 from
the secret cavern below, For more

. information, refer to the "Triforce

| of Courzge" secrion of the
- walkthrough.

Silver Rupee

Treasure Chart #36)

te:

Sea Platform

Silver Rupee (via

Sail to the single Sea Platform and
i climb its ladder. A chest sitting on
tap containg a minor reward.

Find and open Treasure Chart %36
| (found at [ce Ring lsle m quadrant
Efti to pull 2 chest from the Great
Sea near Bird's Feak Rock. The
chest containg a Silver Rupee,

Plateau

'. Secret Cavern

The only way to traverse the CIiff
Plateau Isles and reach the largest

| isle is through the secret cavern

| that's entered via the hole on one of
the smaller isles. Start by walking

| up the slope of the first of the four

| smaller isles, then hop across each

| one until you come to the secret
i cavern’s entry hole. Fall into the
hole to enter the sscret cavern.

The Cliff Plateau lsles comprise a
tight cluster of smaller isles
grouped around a slightly larger
one. You cannot reach the top of ,

- the larger isle withour traveling

* through a secrer cavern that is

| entered via the hole on one of the
| smaller isles,

NOTE

After you clear the Forbidden
Woods dungeon. one of the
eight Witherad Deku Trees
appears here,

Sea Platform
Secret Cavern
Trifarce Shard #5

/




This cavern has a few obstacles
foor YOU OVEFCOINE 38 VOU iy 1o
reach the other side. First,
manipulate the circular platforms
s vou can cross them and reach
the higher area of the cavern. Use
the Deku Leaf to spin the
platforms or 1o glide across them.

Once past the circular platforms, |

make vour way around a wall of
thorns that sprouts from the
ground when yvou get close, Move

Defeat the Boko Bzba near the two
iree stumps. It leaves a Baba Bud
behind. Use the Baba Bud o reach
the flat tops of two nearby tree
stumps, and then carefully hang
and drop to the chest below, Open
the chest to get a Joy Pendant,

Once you open the chest,
zeveral (but not all) of the walls of
thorns disappear, allowing you
access to the Deku Pod again. Use
the Deku Pod to reach the tops of
the tree stumps again, and then
look for a wooden gate nearbw.
Uze a Fire Arrow to burn away

the wooden gate, revealing 2 ledge

and an zlternare exit from this
secret cavern

| (CHNfT Plateaw Isle,

. Withered Deku Tree, and 2 chest
containing Treasure Chart #25.

' Withered Deku Trees.

| Triforce Shard ;

slowly to avoid charging into them. : 5
| #5 (via Triforce

| Chart #5)

 deciphered Triforce Chart #5

i Rock Isle in guadrant A3}, vou can
¢ pull 2 chest fram the Great Sea i
o near the CHff Plzteau Isles. The i
' chest contains Triforce Shard #3.

. The Five-3tar [zles are little more
than a collection of rock spires

- poking through the surface of the
. Great Sea. Several Kargorocs

© closelv guard the spires, waiting to
- swoap down and attack unwary

| passershy.

TIiP

The Chost Ship appears nzar this
island on nights when the
crescent moon faces down (right
crescentl

Use the Deku Leaf to glide from
the closest tree stump 1o the ledge.
Walk into the shaft of light, and
vou appear on top of the largest

Submarine

Sea Platform
Rings of Light
Piece of Heart £37

. Submarine

* : i ARG

Hers vou find a Blue ChuChu, &

A e

You must travel through this secret
cavern again to water the eight

SRS

Piece of Heart #14 i inside a
I Submaring, 5ail to the Submarine,
and vou see a chest on a raft next
ta it. Open the chest for a Red
Rupes, then swim onto the
Submarine and enter the doorway
| leading inside.

After vou find, open, and have

ifound in the wreckage of the
galden Cannon Boat near Meedle

You face a few Bokoblins and
| Keese, Defeat the enemies, and a

Submaring. Climb the ladder and
open the chest there to receive

FiUE"SfGH . Piece of Heart #14.
Isles ((G7) | Sea Platform

] _: Sail o the single Sez Platform and
1 destrov all its cannons 1o reveal 2

lzdder drops from the ceiling of the

| Three rings of light around this

e

| chest an ap of the platform, Climb P

" from each one.

1| Piece of Heart

the Sea Platform's ladder and open
the chest, which contains a minor
reward.

Rings of Light

island appear only under the light
of a full moon, When vou see
then, use the Grappling Hook 1o
pull up a Red Rupee in a ches

| #37 (via Treasure 4
Chart #33) &
)
| Find znd open Treasure Chart #33
i {found 2t Windfall lsland in
| quadrant D21 pull 2 chest from o

| the Great Sea near the Five-Star

Isles. The chest contains Piece of
Heart #33.




With so many things to see and do in The Legend of Zelda: The Wind
Wiaker, vou need a checklist to keep track of what vou've accom-
plished thus far... and here it is! Use the following checklists 1o
mark off each itemn vou find and every goal vou achieve as vou

progress through the game,

Beedle is the merchant wheo travels
across the Great Sea in his Shop
Ship, selling wares that include the

islands where vou can find Beedle's
Shop Ship, what he has for sale ar
each location, and the prices for
each irem.

To enter Beedle's Shop Ship,
swimn to one of the barrels near the
1| skip's front and climb on, then enter
the doorway lezding inte the ship.

: ltems vary depending on how far
e g inta the game vou are.

Beedle's Shop Ships

Island (Quadrant)

Spectacle lsle (€2)

Items for Sale (Cost)

Hyoi Pear (10 Rupees), All-Purpose Bait

{10 Rupess), 30 Bombs (30 Rupees)

10 Arrows (10 Rupess), 30 Arrows (30 Rupees)
All-Purpose Bait (10 Rupees)

Hyoi Pear 110 Rupess), All-Purpose Bait

110 Rupees), 30 Bombs (30 Rupees)

Hyoi Pear (10 Rupees), All-Purpose Bait

(10 Rupees), 30 Bembs (30 Rupaes)

Ermpty Batle (300 Rupees), Pece of Heart #22
{350 Rupees) Treasure Chart #4 (900 Rupsss;
30 Arrows (20 Rupses), 30 Bombs (30 Rupees),
Rgpl Pation (30 Rupess)

30 Arrows (30 Rupees), 30 Bombs (30 Rupees),
Red Potion (36 Rupees),

Huai Pear (10 Rupees), All-Purpose Bail

110 Rupees), 30 Bombs (30 Rupees)

Smuthers Triangle Istand (D51 Hvol Pear (10 Rupeess, All-Purpose Bait

Windfall lsland (D2)
Fawprint Isle (E2)
Dragon Roost 1sland (F2)
Rk Spire Isle (B3}
Greatfish 1sle (B4)

Tower of the Gods (E4)

Eastern Triangle Istand (Fd)

(19 Rupees), 30 Bombs 130 Rupees)

Shark lsland (C8) 30 Arrows (30 Rupees), 30 Bombs (30 Rupess),
Red Potion (30 Rupees)

Forest Haven (F&) Hyoi Pear (10 Rupees), All-Purpose Bait
110 Rupees), 30 Bombs {30 Rupses)

Dutset |sland (B7) Hyai Pear (10 Rupees), All-Puroose Bait

(10 Rupees) 30 Bombs (30 Rupees)

valuable Bait Bag, This table lists the |

- Big Octos

Note
The checklists only help vou keep track of vour progress
through the game. For detailed information on anything
you see on the lists, refer to the walkthrough or the

‘Tralning" or "Islands of the Great Sea” sections of this guide.

Note

After you purchase the Empry Bottle. Plece of Heart, and Treasure Chart
from Beedle at Rock Spire [sle (B3, he sells 30 Bombs, 30 Arrows, and a
Red Potion for 30 Rupees each

Six Big Octos lurk beneath the

- || Great Sea, waiting to devaur

A unwary vessels. Seek out these

| massive creatures and defeat them
2 to earn hundreds of Rupees, a

| couple Pieces of Hearr, 2nd & Magic
Meter upgrade.

To find a Big Octa, look for flocks of seagulls circling an area in each
of the quadrants listed below. The Telescope helps find the circling
seagulls from a distance, When vou spot them, sail toward the seagulls. A
Big Octo rises from the waters as vou approach, capturing vou in a
whirlpoal thar pulls vou in.

Use the Boomerang to target up to five of its big, vellow eves at ance.
Each eye shuts after taking three Boomerang hits. When vou take out the
Big Octa's eyes, it sinks, defeated, to the sea's bottom, leaving a ring of
light behind. Sail to the ring of light and use the Grappling Hook to pull
up valuable treasure!

Big Octos

Island (Quadrant)

# of Eves

Ireasure

Seven-Star Isles (F1) 12 Piece of Heatt #15
Tingle Island (C3) 12 Piece of Heart #17
Fire Mountamn (F3) L] Silver Rupee
Private Oasis (E5) ] Silver Rupee
Liamord Steppe Island (A6} B Silver Rupee
4 Double Magic Meter Upgrads

Two-Eve Reef (D7)
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Blue ChuChus Treasure Charts

Blue ChuChus zre rare enemies
feaund anly on certain islands of the
Great Sea. Defeating a Blue ChuChu
earns vou & rare Blue Chu Jelly,
which iz used to create the Blue
Potion at the Chu Jelly Juice Shop
on Windfall lsland (D2}, Blue Potion
fullv replenishes Link's Heart and
Magic Meters, making it the second-
best restorative drink in the game
imext to Grandma's Elixir Soup).

Treasure Charts are self-explanatory.
They're the blue ones that lead you
to a treasure hidden in the depths of
the Great Sea, When vou find a
Treasure Chars, bring up vour Sea
Chart and switch to the Charts
sitbmeny by pressing L0, Press &
to open the Treasure Chart.

| Match a Treasure Chart w the

| Grear Sea islands vou've uncovered on vour Sea Chart to deduce where iz
| treasure liss. Sail o that island o
| haul up the treasure!

1H) AUVANADAT FHL

Wou need 15 Blue Chu Jelliss to
get Doc Bandam at Windfall [sland
{D2) 2o create the Blue Potion. After
that, vou can purchase as many Blue
Potions from the shop as vou want
for &0 Rupees #ach, or get a free
Blize Potion for 5 Blue Chu Jellies!
Each Blue ChuChu drops only a
single Blue Chu Jelly. You can't get a
second Blue Chu Jellv from the same
Blue ChuChu—it drops z Yellow Rupes instead

| When vou arrive at the island on
| your Treasure Chart, a ring of light
corresponds with the "X marked on
| wvour Treasure Chart. From these

| special rings, narrow shafs of light

i shine toward the sky, indicating that
i there's something good down there!

Sail to the shaft of light and pull up the treasure using vour Grappling
Haaok {please see "Boat Controls” in the "Training section for detailed
information and strategy en how to nab these treasures).

The foliowing table lists the 41 Treasure Charts are hidden in

islands where you can find each Blue | . game, each of which leads vou to
i ChuChu. Defeat these enemies while |

_ ; 1 3 « & chest full of valuable goodies. It
exploring the islands below and | could be a hoard of Rupees, a special

collect their valuable Blue Chu Jelly. || char, or a Piece of Heart! The
o following table tells vou where gach
{' Treasure Chart is found, where the
| treasure for each chart is located,

Blue ChuChu Locations ' and what the treasure is. To find ous
y ) [ how to get each Treasure Chart, see
Island (Quadrant) _ Comments {| the "Islands of the Great Sea" section.
Star Island {61} Bomb the large southwestern bouider. i
Morthern Fairy lsland (€10 — i
Crescent Moon Island (7} Find two Biue ChuChus here. Treasure Charts
Overloak lsland (G1) The Hookshot's required, | Chart Chart Location Ireasure Location  Treasure
Mather & Child Isles (82) 1t on Child lsle. 1 ;ﬂfﬂﬂ;ggﬁs Frivate Dasis [E5) Silver Rupee
-~ i i I s bk :,' . e
;PI:;:C'E;#;E 4143 s il the. e 2 Windiall Island (D2) Rock Spire lske (B3 Piece of Heart #34
oAy n — ;
H’ " f;: a_l II (B3 B 2 Rl 3 Weadle Rock Isle (A51  Fastern Fairy Island (E31 Treasure Chart 240
1L fy
ﬁm ” 15': ds;:ﬂl : i 4  Beedle's Shop Ship (B3] Southern Fairy sland (D6) Piece of Heart #25
e, L5 Wind Temple Thoroed Faity Island (G41  Piece of Heart #40
Eastern Fairy Island I_i.i_l s dungeon (D)
Thorned Fairy fsland (G4 — & Tower of the Gods Six-Eye Reef (D4 Sibver Rupee
Stome Watcher Island (C5)  It's behind the large stone face. _ dungeon (E4)
Bird s Peak Rock i05) It's abave the steel doos; a Grappling Hook .7 Windfall lsland (D2} Star fsland {B1) Silver Rupes
is reguirec. | 8 Horseshoe Island (A7) Western Fairy Island (E3)  Silver Rupee
Diamond Steppe sland (A1 The Hookshart is required, | & Submarine near Crescent Horseshoe lsland (A7) Siver Rupee -
Shark sland (Ch} Solve the switch puzzle to craate an updraft Maoe island (E1) 3
(Shull Hammer and lion Boots are required ;. ! 10 Crascent Moon Island (E1) Tingle Island (C3) Silver Rupee £
Use the Deku Leaf and updraft to reach the |
island's highest parl. | Ekagen R?:;;-Wm Crescent Moon Island (E1) Piece of Heart 24 i
; _ i Lngesn
hern Fairy Island (D6} — i : :
SD.U[ < am. 5|E-‘ ki " g 12  Earth Temple Five-Eyve Resf (BA) Silver Rupee §
cliff Plateau Isles (Ca) It's an top of the largest, tallest sle, Travel i dunason (C7)
h it: Fi { ekl
[ﬁhr;maﬂer;ﬁﬁd?wm il 13 TwooEve Reef (D6) Dverloak sland (G1) Secret Cave Chart (
Angular Isles (E7) It's on tap of the larger isle. 14 Submarine near Tower of the Gods (E4) Silver Rupes |
Eu;ti C rse (k71 It's an top of the la stone on the smaller ish E HRdBstoe i She {CH
ne Loy 1 5 ap £ ray 5 e Isle | - .
- Use the ek Leat from the larger e fo reach & | 13 Forbldden Woods Angular lsles (£7) Piece of Heart %20

dunzecn (k&)
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i
Treasure Charts continued
Charl Chart Location Ireasure Location  Treasure

16 Meedle Rock lsle (430 Shark lsland (C8) Treasure Chart #28

17 Spectacle Isle (C2) ice Ring lsle (ER) Sifver Rupes

18 Windfall lsland (D2 Windfall Island {02} Gireen Rupee

19 FourEye Reef (B2) Flight Control Platfarm (62) 1sland Hearts Chart

20 tarth Temple dungeon (C7) Bomb island (F5) Piece of Heart #41

21 Cyclops Reef (C4) Cyclops Reef (C4) Light Ring Chart

21 Submarine near Norher Spectacle Isle (C2) Silver Rupes
Fairy Esland {C7)

23 Windfall Island (02 Diamond teppe Istand (AR) Plece of Heart #11

4 Windfall Island (D2) Narthern Fairy lsland €011 Silver Rupee

25 Clif Plateau lsles (GR)  Forsaken Fortress (A1) Silver Rupee

26 SinFye Reef (D4) Northern Triangle island (D35 Octo Chart

7 Privale Oasis (E5) Star Belt Archipelago (G2)  Silver Rupee

28 Shark Island iC8) Meedie Rock |sle [AS) Treasure Chart #3

2%  Windfall lsland (D2) Mather & Child lsles (B2)  Silver Rupee

30 Tower of the Gods Pawpsint |sle (£2) Piece of Heart #33
dungaon (F41

31 windfall stand (D2 Farest Haven (F6) Fiece of Heart #36

32 Three-Eye Reef (Ad) boating Course (F7) S¢a Hearts Chart

33 Windfall lsland (22) Five-Star Isles (C7) Piece of Heart #37

34 Treasure Hunters (hoat!  Easizrn Triangle Island (F4) Silver Hupee

35 Wind Temple dungeon () Islet of Steel (BS) Siver Rupes

36 lee Ring ishe (E6) Bird's Peak Rock (03 Siiver Hupes

17 Ruock Spire Isle (B3) Fire Mountain (F3) Sibver Rupes

I8 Winclzll island (22 Theee-Eve Reef (A4 Fiece of Heart £33

39 Dragon Roost Cavern  Dragon Roost Island (F2)  Silver Rupee
dungeon

40 Eastern Fairy Island (B3} Hesdstone isfand {C7) Triforce Charl #5

41 Five-Eye Reef (B&) Great Fairy Chart

Four-Eve Reef (AZ)

| Special Charts

After vou power up the Master Sword, find the eight Triforce Shards that
together make up the Triforce of Courage. To do this, find eight Triforce

Charts, each of which leads vou 1o a specific Triforce Shard,

With the IN-credible Chart vou get in the mail from Tingle, vou can see
where seven of the eight Triforce Charts are located. One i locked away
inside the mystericus Ghost Ship, which moves around the Greas Sea
according to the moon's phases. To get thar Triforce Chart, vou need the
Chast Ship Chart. See the "lslands of the Great Sea’ section far infor
matian on how to get each Triforce Chart, or refer to the walkthrough's
"Triforce of Courage” section.

Triforce Charts

Chart Chart Location Triforce Shard Location
1 Isiet of Steel Greatfish fsle (B
2 Private Oasis Gale lsle (01
3 Birc's Peak Rock Stone Watcher Island (03)
4 Ghast Ship (varies) Outset lsland (B7)
3 Headstone Islznd CIiff Plateas Ishes (GR)
] Dstset Island Southern Trizngle (sland (15
7 Stene Watcher lslang Sevan-Star lsles (F1)
& Cwverlook Istand Two-Eye Reef (D7)

During the course of the game, vou find several red Charts. a couple
of green Charts, and a blue/brown Ghost Ship Chart (which you
must have to enter the Ghost Ship), These charts do not lead o
sunken treasure, and don't add to vour chart tomal on the Quest
Status Screen.

They de provide information on many important items, objects, and

| areas found in the game, For example, the Great Fairy Chart shows you

the eight quadrants where each of the Great Fairies and the Fairy Queen
are locared. The following table lists the name of each special chart, where
and how it's acquired, and what it's useful for.



o, A

Special Charts

Chart Mame
Beedles Chart
zhost Ship Charl

Creat Fairy Charl
IN-gredible Chart

lzland Hearts Chart

Light Ring Chart
Octo Chart
Flatform Chart

Sea Hearts Chart
Secret Cave Chart
Submarine Charnt

Location
Any postbox

Secret cavern of Diamend
Steppe lsland (Ah)

FrourEye Reef (AZ)
Any posthoy

Flight Cantral Platfarm (G2}

Cyclaps Reef (C4)
Narthern Triangle istand (D3

Submaring near Flight
Contral Platform (G2}

Boating Course (F7)
(verlook Island (G1)
Boating Course (F7)

Tingle's Chart Any postbox

How to Get It
Talk to Beadle, ther check a posthox the next day.

Dpen a chest at the Warp Jar puzzle's end
{the Hookshot's required),

Dpen Treasure Chart =41 and pull up the chest

Free Tingle from jall, and the chiart shows up
in the mail before vou begin to hunt for the
pieces of the Triforce of Courage,

Open Treasuse Chart #19 and pull up the chest.

Open Treasure Chart #21 and pull up the chest.
Open Treasure Chart #26 and pull up the chest,

Clear the submarine of enemies and oper the chest

Oipen Treasure Chart #32 and pull up the chest.
Open Treasure Chart 212 and pull up the treasure,
Clear the secret cavern,

Frae Tingle from jail and check the posthon
the next day.

MNote

walkthrough section

For more information on the Ghost Ship and its chart,
see "Ghaost Ship Locations” in this section or refer to
"Triforce Chart 47 in the “Triforce of Courage

Eight Creat Fairtes are scattered
across the Great Sea's islands, one of
which is the Queen of the Fairy {
World, Each Great Fairv can only be
reachied by using items you acquire |
throughowt the game, such as Bombs |
or the Skull Hammer. The following |
table lists each Great Fairy in order \
of availability, the upgrade you i
recerve from that Fairy, and what items vou need to reach the Fairy. i

Name
. .ﬁ.r‘TE?_ vou get your upgrade from a li'_:-reat ?—'airx-'. VOU may return at any Bait Bag
time to be kealed or to capiure a Fairy in a Empty Bortle for later use. | G
Refer to the "Tslands of the Great Sea” section for more informationon | =07
each island's Great Fairies, Boomerang
| Deku Leaf
* w 1
Great Fairies | Delivery Bag
: e [Teluxe Ficto Box
ocation e Iterms Required Lomments .
W alin e I : LETTYS IECJUETEC Timen Dis's Peal
FovirEvedd Reel (DT Dobie Magic Meter - Boomerang Deteat the four-eyed :
Hig Dt i this Fargre's Pearl
quadrant to free | Grapoling Heok
this Gezal Fairy e
Noibem Faley lland (01 Carrs 1 oan " [
jm.l-u_ -1Fd il n:.i _En Carry more Rupees  Bombs | Heros i
Easkern Fairy Islanc I'E_:"I, Eafr_. more Bombs  Bombs - k Hero's Shield
Southern Faire lslend (067 Carry mare Bombs  Bombs Z | it sman
Chutset lsiand (B7) Carrvmare Rupess Dok Leaf Bombs  Glide with vour ek Hooksho
izaf across he bridge | ek
ard bomb the lorest | fron Boots
i | Magic Armor
Miother & Child tsles (BZ)  Fire/lce Arrows Ballad of Cales sang  Use the song o warp | ptaster Sward
ingicle Mother lsle. :
Mirror Sheeld

Western Fairy lsland (431 Carre more Arrows
Tharaed Fairy tsland (G4 Carne more Arraws

Skl Hzmmer —
Skull Hzmmer —

Mayru's Pearl

What It Shows

Quadrants where Beedle's Shap Ship is found
Ghost Ship locations during different phases of the moon

Eight Creat Fairy locations
Trifarce Chart locations

Lecations af all Pleges of Heart that are not found

by using Treasure Charts,

Lecations of rings of light that only appear during a full maon

Big Octe locations
Platform locations

Lacations of all Treasure Charts that lead to Peces of Heart

Secrat cavern locations
Submaring locations

Quest ltems

You acquire many items during the
garme, Some are crucial and mus: be
acquired to complete the game,
while others are used mainly for
sidequests. The following table lists
all the game's major guest items.

Quest Items

A rgugh drawing of Tingle Island (231 in relationship
to Windfall Island (D2)

Locaton

Beadle's Shop Ship (varies)
Firate's ship (D)

forbidden Woods dungean [Fa)
Forest Haven (F8)

Dragen Roost tsland (F2}
Windfall island (D2)

[ragon Roost island (F2)

Farest Haven (F&)

Dragen Roost Cavern dungeon (F2)
Towes of the Gods (E4)

Windfall Island (D2)

Outset lsland (BT

Dutset sland (BT

Wind Temple dungzon (01]

ice Ring lsle (E6)

Windfal' Island (D21

Tower of the Gods (E4)

Earth Temple dungesn (C7)
Outset 1sland (87}

)
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QUE‘SI ltE‘n]S continued

Name

Picto Box
Pirate's Charm Stone
Power Bracelats
Sail

Skull Hammer
Spoils Bag
Telescape
Triforce Shard 1
Triferce Shard 2
Triforee Shard 3
Triforce Shard 4
Trifrce Shard 5
Trifece Shard &
Trifgrce Shard 7
Triforee Shard &
Wind Waker

Location

Windfall island (D2}
Firate Ship

Fire Mauntain (F3)
Windfall Island (DZ)
Mionster lsland (AT
Firate Ship

Dutset lsland (57
Greatlish Isle (B4

Gale lsle (D1}

Stone Watcher Island iC3)
Qutset Isfand (B7)

Cliff Platzau lsles (G6)
Sputhern Triangle lsland (53
Seven-5tar lsles (F11
TwoeEyve Reef (D7)
Dragon Roost Island (F2)

AT O

.\ Minigames

Minigames

Island (Quadrant) Game

Spectacle sland (2 Canson
Minigame

Windfall Island (D21 Squid-Hunt

Windfal: lsland (D27 Figay-Silting

Drzgon Roost Iail Center

Island (FZ)

Flight Conteal Bird-4an

Matform 162) Contest

Private Ciasis Sliding Picture
Puete

Dutset Island Combat Training

Boating Course (F7)  Boating Course

Any |stand Target Practice

Description
Destray five barrels

using anly 10 shats,

Think elecironic talking

Callect all three of
Dampa's pies before

time expires,
Speed-sort the mail

Lae the Dl Leaf fo
ily; your're judged on
distance

Move pieces around to
creale the picture shown
on the opposite wall
F'rgh: againsl Orca
using onfy your sword
and shigid.

Sail around a course
and callect Rupees
Before time expires
shoat the Merman
with Arrows.

Nintenoo Gallery

Cost

30 Rupegs

10 Rupees

3 Shuft
Nacklzces

Free

10 Rupeags

Free

0 Rupees

Free

The Legend of Zelda: The Wind Waker has several minigames
available, Use the following table to check off each one as
vou complete it. The table lists only those minigames that vou
can play as many times &5 vou want. One-time-only
minigarmes (such a5 plaving Hide-and-Seek with the schoal-
children at Windfall [sland) are net included.

Rewardis)

Piece of Heart 23 {first win),
Treasire Chart #17 (second win)
Orange Rupee {every olher wini
Fiece of Heart =1 (first win, no
high score), Treasure Chart #17
(second win, no high scorel, Purple
Rupee (win three or mare tmes
no high score). Treasure Chart 223
iset high scorz), Orange Rupee (set
Righ score twice ar maore)

Purple Rupes

Rupees levery play until vou sort
25 lettars or mare. vasies), Red
Rupee and Fiece of Heart #7
(impress Baite, mail his letlar,
check any posthox the nest day),
Rupees (gvery play afterward, get
15 or more. amount varies)
Heart Piace first win), Purple
Rupee isecond win or more)

30 Rupees for each puzzle vou
solve, 200-Rupee hanus if you
salve all of them,

Purple Rupes 1100 hits), Piece of
Heart 2430300 his)

Up o 150 Rupees

I Rupees per it 200 Rupees
far 0 hits

When you get vour hands on the Deluxe Picto Box, 2 whaole
new warld of adventure and excitement is available to vouw
The Nintendo Gallery!

The Mintendn Gallerv. an the Forest Haven s narthern isle
[Fal, is where vou take vour color pictographs to have them
made into beautiful, lifelike figurines,




flyving a seagull into the switch

off in the distance. Talk to Manny,
who's standing nearby, for 2 hint,
Check out the cosl design on his
' shoulder bag.

When the hatch opens, enter the Nintendo Gallery, You're not an
officizl member vet

To become a Nintendo Gallery
member, bring Carlov (the man
behind the counter) a well-taken,
full-colar pictograph of any person
or enemy an the list below. Carlov
then makes vou ar hororary
member of the Nintenda Gallery,
and makes a figurine of the pictograpgh vou gave him.

It takes Carlov one full day to create 2 figuring, so learn the Song of
Fassing,

First, open the hatch that leads
ta the Nintendo Gallery. Da this by

found on Forest Haven's side, way

When the new dav dawns, enter
the Nintendo Gallery again and
talk o Carlov, wha informs vou
that he's completed his work,
Follow his instructions as to which
door to enter, then check out vour
new figurine. Press & to read
about each one.

Mow that vou're a sworn-in
member of the Nintende Gallery, it's
time to see how devored o the
cause vou are. The daunting table
below lists every figurine you can
have Carlov make for vou, grouped
according to the seven figurine
roome inside the Nintendo Gallery.

If veou fill each room of the

MNintende Gallery with figurines, you've earned vourself a nap. What are

yau waiting for? Those pictographs won't take themselves!

Nintendo Gallery Figurines
Dragon Roost Island Room

Name Commenis

Haito -

Basht and Bisht  Twofigure set. Take 3 pictograph of either one,

Chieftain -

Haskit -

Ifari -

kabali —

kool Take & pictograph of Kogoli before plaving the Farth Cad s

Lyeic For Medh.

Komali Twa-figure set of younger and older Komall, Take a
pictograph of Komal,

Laruin Purchiase Laruta's Legendary Picloaraph from Lenze at
Windiall 1siand (D2,

Melli -

Mamall -

. Dragﬂn Roost Island Room continued

Mame
li
Fashli
Quill

Skett and Akoot
Valon
wWilli

dephios and Cycins Twe-figure set. To gel this figurine. you must take Cycios's

Name
Armaos

Armos Knight
Rokao Baha
Bakoklin
ChuChu

Flaor Master
Cyiorg
Hargaroc

Keese and
Fire hepse

Magtail
Miniklin
Morth
Octarok
Feahal
Pz

Hat

Red Bubble and
Blue Subkie

ReDead
Seghat

B S e

Comments

The anly way to get Quill's figurine is W Lake the Rite
chieftain s pictograph (vou get them both oy taking a
pictegragh of the chieftain;

Two-figure set. Take a pictograph of either one.

pictograph as vou re being sucked it his cyclone and betare
yvou defeat him with the Hero's Bow,

- Dungeon Room

Comments

Thres-figure set. Take 2 pictograph of any type of Bokodlin,
Five-figure set, Take a pictograph of any tvpe of ChuChu.

fwe-figure set. Take a pictograph of any tvpe of Keese.

Fourdigure set. Take a pictograph of any type of Miniolin,
lwo-figure set Take a pictograph of any type of Glorok
Fourfigure sel, Take a pictograph of any Lype of Poo
Two-figure set. Take a pictograph of any type of Rat.
Two-figure set. Take a piciograph of either Bubble.

" Forest Haven Room

Mame
Al

Carlov the Sculptor
Deky Tree
Drona

Eima
Fadn

Haalley
Irch

| inder

Wakar
Manny
(zkin

Comments
Appears at CIff Fateau lsles (G6) after Fardidden Woods
dungenn is clear.

Appears al Private Oasis (T3) after Farbidden Woods
dungzon is clear.

Appears al Needie Rock Isle (45) after Torbidden Weods
dungzon is clear.

Purchase Fade's Legendary Pictograph from Lenze at
Windfall sland (D2,

=
=
g
2
:

Appears at Shark Island (C8] alter Forbidden Wands
dungeon is clear. ;
Appears at Greatfish Ssle (B4 alter Forbidden Woads (

dungecr is clear

Appears 2t Star |sland (B11 after Forbidden Woads
dungeon fs chear,



THE LEGENE OF

F{)reﬁt H-':’H‘Erl RU(}m continued

Jame
Dlivie

R

Lemiments

Appears al Eastern Fairy lsland (E2) after Forbidden Woods
dungeon is clear,

Appears at Mother & Child [sles (B2) fler Farbidden Woods
dungeon s clear.

Forsaken Fortress

I RER L

Big Dot

Carkaut
Darknut
Darinut

CGanan

Cohdan
Cohma

Helmaroc King
|atkzliz

Kalle Demos

ablin
Wolgera

Mathula
Phantom Canen

Puppet Ganon
Slalfos

Wirtrobe
Wizzrohe

Comments

1o make Uheir figurine, take a pictoarapn of a RBig Octo

befare vou defeal them alf.

Mormal tvoe

Carrving a shigld.

Wearing 2 cape To get this figurine, take this Darknul's
pictograph between vour final visit 1o Ganan's Tawer and the
final hoss fight with Ganan 2L the zame's end,

Elther puschiase Ganon's legendary Pictograph from Lenzo

al Windfzll island (D2} or take Bis pictogragh during the final
Bess Tight in Ganan's Tawer, If vou chesz the latter, save vour
game afier taking the piclograph. then resel te return o the
bower s anlrance.

Take Gandan's pictograph while he's an the wall after vou
defeat him.

You can only take Gehma's pictograph during the second
fight azainst him in Ganon's Tower

lake the Helmaro: King's pictograph hefore you defeat him
ti can enly take Jalhalla's pictograph during the second
fight against him in Ganen's Tower,

‘fou can enly take Kalle Demos pictograph during the second
fight against him in Ganon's Tawer,

‘fou can only Lake Molgera's pictograph during the second
fight agzinst him in Ganon's Tower.

lzke a pictograph of Phantom Ganon before you defeat him
for the last time in Ganan's Tawer,
lake a pictograpgh of Ganon in human form (during the final

biss fighl in Ganon's Tower). After taking the pictograph,
save your game ard reset to return to the Tower's ntrance,

Two-figure set Take a pictograph of any color of Wizzroae

The mini-zoss inside of the Wind Temple dungeon who wears
a mask. Take this pictograph before vou defeal the Wizzrobe.

Ocean Room

A Ime
Ankle
Beedle
David, |r.
Fairy

Fairy Queen

Qonzs

Great Fairy

LOmments

Purchase the Fairy Quees's Legendary Pictograph from
Lerizo at ‘Windfall istand (D20,

You get Gonze s figuring by taking Tetra's pictograph on
waur first play through the came,

Purchase the Goeat Fain's tegendary Moiograpk fram
Leneo at Wingfall sland (D2}

A
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Ocean ROUIH continued

Narme

king of Hysule

kruckle

Lot
Makn

Merman
Miko

Mudgs

Od Man Ho-He
Princess Felda

Senga

Tetra

Salvage Corp.
Salvatore
Tingle

Wwancenng
Meschant

uko

Commenis

Furchase the King of Hyrule's Legendary Pictograph from
Lenz at Windfall Island (D2},

Requires the Came Boy Advance link-up and the Tingle Tuner,
If you complete the Nintendo Gallery befose yvou lake
Knuckle's pictograph, vou cannot get this figurine.

Yo get Mako's figurine by taking Tetra's pictograph on vour
first piay through the game,

'fou get Mika's figurine by taking Tetra's pictograph on vaur
first play theough the game

You auomatically get Nudge's fiaurine by taking Tetras
pictograps an your first play through the zame,

YU el Princess Zelda's figurine after vou purchase the King
of Hyrule's Ie%:.ndarv pictograoh from Lenso at Windfall
Isiand and take it te Carlow. You can afse take her
pictogranh during the final boss fight in Canan's Tower If
vou choose the latier, save your game afier vou take P2lda s
pictograph. then reset to return to the tower's entrance.

You get Senza's figurine by taking Tetra s pictograph on vaur
first play through the game,

Take Tetra's pictograpk zfter the Helmaroc King boss fight
at the Forsaken Forress (410, but before she realizes that
she's Princess Jelda during the cutscene at the Tower of

e Gods (740,

Thee-flaure set. Take a pictograph of any Wandering
Merchant to get this figuring,

Yo get ukie's figirine by taking fetra's pictograph on
vour first play through the game

Outset Island Room

Abe
Aryll

Crah
Crandma
Jabun

Janel
Miesa
Orea
Rose
Seagull
Sturgach
Sue-elle
Wild Pig
£ill

Comments

You can anly get Aryll's figerine by taking a pictograph of
Grandma on vour first play through the game

Purchase |abun's Legendary Pictograph from Lenes
at Windéall lsland (020,



Windfall Island Room

Pieces of Heart

Mame
Antan
Candy
Canman

Dampa

[3oc Bandam
Garricksen
Gillian
(enssack
Cummy
Kamo

Kane

Killer Bags

Kreeh
Lenzo
Linda

Comments

Twofigure set. Take Cannon's pictograph any lime during
the game iwhether he's gond or bad) to get this figurine.

Four-figure set. Take a pictograph of any of the kids {lvan,
Jan, lin, or jun-Roberto) to get this feurine,

R

Comments

Name
Maggie
Maggie's Father  lake Maugie's Father's pictograph while he i still pear,
When he becomes rich later in the game, your figuring is
updated to a two-figure sef {rich and poor).

Wila
Wila's Father

DIHD AIVANIDTT THI

Take Mila's Father's pictograph while he is still rich, When
he becomes poor later in the game, your figurine is updated
to a two-figure set Irich and poor)

Minencn

Missy

Mirs. Marie
Pompic and Vera

lwofigure set Take a pictograph of either Fampie or Vera
to get this figurine.

Twa-figure set Take a pictograph of either Patova o¢ Joanna
tor get this figurine,

Palove and aanna

Pieces of Heart

Fyen
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L pcation

Forsaken Forfress (A1)
Windfall Island (D2}

Any posthon

Crescent Moon Island (E1)
Spectacle lsle (C2)
Pawprint lsle (C2)

Gragon Roost isiznd (F2)
Dragon Roost Istand (F2)
Sixn-Fye Reef {D4)

heedle Rock sle (45)
Diamond Steppe !sland (A&)
Headstane [slznd (C7)
Angular isles (E7)
Five-Star |sles (C7)
Seven-Star lshes (F 13

Flight Contral Platferm (G2)
Tingle fsland (3}
Greatfish Isle (B4

Stane Wakcher lsland (03
Angular Isles (E7)

Star lsland (81

Rock Spire lsle (B3

Pieces of Heart are found all over
the place. Each equals ane-fourth of
a Heart Container; collecting four
increases your Life Gauge by ong
Heart. You can collect 44 Pieces of
Heart in all,

Sam
Toit
Zunari

Pieces of Heart can be found in
many wavs, Some are earned by
completing certain tasks,
minigames, and sidequests. Others
are found in hard-to-reach plages or
by using Treasure Charts. The
following table lists ezch Piece of
Heart and its location. Each is
numbered according to when it's
available {for example, vou can

Cireat 3ea’ section,

Comments
It's i a chest inside the Farsaken Fortress,

You get it the first Lime you win the Battleship minigame, no high scare,

IU's attached to 3 letser from the Rito Chiefain tor helping his son Komali

From Trezsure Chart #11

You get this the first time vou win the Cannon minigame,

It's in the island's secret cavern that vou enter by crawling into the dome

It s allached to a letter from Baito's mather after you complete the Mail Center minigame,
It's attached to a letter from Hoskit's irlfriend after you give Hoskit 20 Colden Feathers,
Get this from the submarine faund in this quadrant.

et this from the chest sitting on the island: 2 seagull is required.

From Treasure Charl #23

It's sitting on the island's highest peak: 2 seagull is required.

It's in the chest at the top of the movabie blocks of the larger isle,

Get it from the sebmarine found in this quadrant.

et it from the Big Octa found in this sectar.

Gl this the first time vou win the Bird-Man Contest minigame,

Get it from the Big Octe found in s guadrant

It's in & chest sitting in a shallow cave; the Deku Leat is required to reach the chest.

Get it from the platform found in this quadrant {destray the platfarm's cannensi

From Treasure Chart #153

Cet this from the islanc's secret cavern (bomb the western boulder te enter) :
Its sold at Beedle's Shap Ship for 950 Rupees (Beedle's Chart and Rupee Purse upgrace required).

collect Fiece of Heart #1 long before you can get #44). For more infor-
mation an how 1o collect each Piece of Heart, see the "lslands of the
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Pieces of Heart continued

Piece' # Location
23 Fack Spire Isle (B3)
24 Bomb Island (F5)
15 southern Fairy lsland (D&
n \aries
i Windfall lstand (D2
2% Windfall lsland (D2)
29 Windfall lsland (D2)
Eli] Windfall Island {02}
3 Windfall Island {02}
2 Windfall Island (22)
33 Fawarint fse (2}
14 Rock Spire lsle (B2
35 Three-Fve Reef
36 Farest Haven (Fa}
37 Five-3tar Isles (G7)
£ Windfal! Isiand (D2
34 winglfall tsfand (D2}
40 Therned Fairy Island iG4)
4 Boml Isiand (F31
42 Outset [sland {B7)
43 Clutset tsland (B7)
44 Dutset sland (BT

Platrorms

# ol Plattorms  Conditions

Platforms

Lacation

Star Island (B} One
Seven-Star Isbes (F1) Three
Fanwprint she (E2) ne
Western Fairy Island (A3)  One
Reck Spire tsle (B3 Three
Eastern Fairy Island (E3) (e
Fire Mountain (F 2 Ong
Star Belt Archipelago (G3)  One
Cyclopes Reef (C4) Onea

Comments

Gel this from the ring of light feft by ane of the two nearby Cannan Boats found in this quadrant ibamb the Cannon Boats),
It's in the island's secret cavern (hamb the boulder at the tp of the island).

From Treasure Chart #4

Gl this by completing the Withered Deku Tree sidecuest. It's aiven to vou by the last Deku Tree you waler,

Gt this at the auction held on the mansian's graund floor t night,

You get this from Maggie after you give her Moe's lettar,

Yau get this after completing Zunari's Trading Quest (give the Wandering Merchart at Greatfish Isle (84) the Shop Guru statue,
Gel this by catching all four Killer Bees (beating them at hide-and-seek),

Get this after helping Antan and tindz go out o 2 date (Deluse Soio Box requirad)

Get it from 3am after you decorate the town with Trading Quest items purchased from Zunari's Stall,

From Treasure Chart # 30

From Trezsure Chart %2

From Treasure Chart #38

From Treasure Charl #31

From Treasure Chart #33

Get this Kreeb after the windmill is working and the lighthause is lit up.

it s in the transiucent chest sitting on the tiny isle next to Windiall: the lighthause must be illuminated 1o reveal the chest,
From Treasure Chart #5

From Treasure Cham 220

Geet this fram the dark gray soll near the tzll grass where Mesa is working, Use All-Purpose Bait to et the fat. gray Witd Pig o dig for vou
Get this by earning the rank of Masies in training with Orca (hit him 300 times ar more).

It's in the chest on the 30th floor of the Savage Labyrinth (Deku Leaf. Fower Bracelets, and Mirror Shield are required).

Sometimes a platform's prize is

sitting in 4 chest (indicated in the
8 following table as “nonre” in the
# "Conditions" column). More often,
vou have 1o reveal the chest by
gither defeating all the enemies
{ euarding the platform or by
destroving all the platform's
: Ggg| cannons.
The following table lists every platform by quadrant, the conditions for
revealing its chests (if anv), the treasure that vou get (in the order of the
conditions listed), and any helpful comments about the platforms.

"Minor rewards’ are 2 small number of Rupees or a maodest item. Please
see the “Training" section for strategy on how to deal with platforms,

Platforms are the wall iowers
scatterad about the Grear Sea.
Bokoblins or Wizzrobes usually
guard them, and some feature
mounted cannons. Each plarform
holds treasure, and one at quadrant
C5 offers a Piece of Heart.

Reward Comments
Minar rewards -

Treasure Charl #16, Wizzrobes attack in waves,
minar rewarcs

Mone

Difeat Wizzrobe, defezt Wizerabe,
defest Wizzrohes

Defeat Bakoblins Minor rewards -
Defeat Bokobling Shuli Mecklace -

Destrov cannons, destroy cannons, none  Orange Rupee. Jump from the middle piatform and use e Deky Leat to

mirar rewards seach the athers, Use the updraft w reach the westarn platform,

[Jefest Gokobling Winar rewards -

Destray cannons, nane Minor rewards —

Mone Minor rewards -

Defeat Bokahlins Minorrewards  —
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Plattforms centinued £
Location # of Platforms  Conditions Reward Comments =
Six-bye Reef (D4} One [Yestrov cannons Minar rewards - E
Thoened Fairy Island (G4)  Two [Dessrov cannens, defeat Bokoblins Minar rewards Lise te Dekis Leaf to reach the western platform, E
Islet of Steel 83 One Defeat ememies Minor reveards - -~
Stone Waicher island (C3)  One Destroy cannans. none Fiece of Heart %19, Lals of cannons! o
minos rewards y
Bomb Island (731 e Defeat Bakobling Mingr rewards =
Sin-Eve Reef (B4 one Mone Minor rewards -
Southern Fairy Isfand (D&} Three Destroy cannans, destroy cannons Treasure Chart #40, Destray the cannons on the two platiorms that have ladders.
rinar rewards then jump and use the Deky Leat to reach the middie
platform and its chests,
Cliff Plateau Isles (GE) One Nang Minar rewards
Harseshoe Island (A7) Two Slepon both swilches Minar rewards Fach plathorm < switch reveals a chest on the oppesite platform,
Twg-Eve Reet (D7) One hane Minor rewards =
Five:Star Isles (GT1 . One Diestroy cannans finos rewards —

Rings of Light | Secret Caverns

According to the Light Rings Chart,
certain rings of light only appear
during a full moon. While these
special rings of light don't earn vou
anything special, we've listed them
all in the following table. Note that
these singular rings of light are all
found around the islands of each
quadrant below. Learn the Song of

Passing from Totr at Windfall [sland (D20, Secret caverns are on many of the islands across the Great Sea. You fall

into small, dark koles to enter them, and usually find a valuable treasure

a ¥ = | inside. Often vou need a certain item to enter & secret cavern, For

Rin g5 0 f nght { Full Moon Onl‘y) | example, you may need to set 2 Bomb and blast a large boulder away to
reveal the hole that leads to a secret cavern.

Location # of rings Rewards
Sever-Star sles iF1) Thres Fed Rupees
Nerthern Triangle Island (D3) Four Red Rupees
Star Belt Archipelage (03 Twg fed Rupae, Purple Rupee
Greatfish lsle (84) Faur fied Rupees
Five-Star lsles (07 Three Red Rupees

Be ready for anything when vou enter a secret cavern, Some of
the game's most trving battles are fought inside them. You must
defeat a1l enemies to reveal the secret cavern's hidden chest. To
exit a secret cavern, return to the spot where you dropped in,
and a shaft of light transports vou back outside.

If you've fallen into a situation for which you're not prepared,
there’s ne shame in performing 2 hasty retreat. The table
belew can help you keep track of the secret caverns you've
already cleared.
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Secret Caverns

Lotation

Star Isiand (81)
Overtook lsland
Pawprint Isie (E2)

Fawprint Isle (F2)

Dragon Roost lsland
Rock Spire lsle (B3)
Fire Miunlzin (F2)
Mesdle Rock 1ske (AS)
Stone Watcher

ksland 1C5)

Private Dasiz (E5)

Bomik Island (F5)
Bird's Peak Rock (G3)

Diarmend Steppe
sland (48]

Shark lsland (CR)
Ize Ring lsle (E&)

lce Ring Isle (EA)

CHif Plateau Isles (Ga)

Forseshoe Istand (A7)
Chatset Istand (87)
Chutsed [sland (B7)

Angular lsles (£7)

Boating Course (F7)

Entry Requirements
Bomi e western bouldes
Hookshot up the palm trees,
Crawl into the large dome.

Hookshot up to the wooden statue on
the island's "middle toe."

Bomb the beulder near the Wind Shrine.
Bomb the higher boulders,

Shaat the fire column with an e

Arrow and elimb to the o,

Kelt the ice block with a Fire Arrow;

Lift the large stone face

(Pawer Bracelets required )

Lisz the Crappling Hook on the pole inside
the cabana to enler the fireplace

Bomi the boulder on top of the island,
Activate each switch an the peaks

with & seaguill,

Hoakshot up the pzlm trees,

Activate all four switches (Skull Hammer
and Iron Boots required),

Shaot the large stone dragon's mouth with
& Fire Arrow and eater the cragon s mouth,
After vou get the Iron Boots from the first
secret cavern, walk into the wind. and dron
down the hale.

Praceed across the smaller isles and drop
cown the hale at the last ene.

Lise the Deku Leaf to push the Deku Muts
into the holes,

Lise the Deku Leaf ty reach the Farest of
Fairies ard bomb the beulder inside the forest
Use the Deku Leaf 1o reach the large stone
face and ift the stone face (Power

Bracelets required),

Lise the Deku Leal (or Hookshiot) from the
larger isle 1o reach the smaller isle,

Use the Deky Leaf to glide from the main
Isle to the smaller northern isle.

it e
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Ohjective
Defeat enemies.
Defeat enemies,

Proceed theough the short cavern and
bomb the twe ers inside.

Defeat enemies,

Defeat enemies.
Light the torches and defeat the Keesss,
Open chesl,

Light the six torches with Fire Arrows.

Clear each room of enemies, play the
Wind's Requiem 2t the 'Wind Crest.

Froceed through the short cavern.

Proceed thriugh the e rooms.

Play the Wind's Requiem al the
Vind Crest

Procesd thraugh the shart Warp

|ar maze,

Defeat enemies.

Proceed through the shor cavern.

Mell and defeat the enemies inside this
“secret-secrel” cavern

Mavigate through the short cavern, use
the exit fourd at the ather side (Deky
Leaf and Fire Arrows reguired).

Deleal enemies.
Talk to Great Fairy.

Clear every flaor of enemies,

Use the Mirror Shield on the large
statue found on the 30th floor to g0
down te the 30th floor

Sabve the binck puzzle and use the
Wiisne Shietd fram the top of the block
stack to reveal the lransiucent chest

Lise the Boomerang to activate the
thres switches

Reward

Figce of Hear 221

Triforee Chart 28

Piece of Heart #6, jov Pendant, Purple Rupee

Silver Rupee

Furple Rupee
Ireasure Chart #37
Power Bracelels

Crange Rupes
Triforce Chart #7

Triforce Chart #2

Figce of Heart 224
Triforce Chart #3

Jov Bendant. Ghast Ship Chast
Silver Rupee
Iran Baonts

(range Rupeg

Jov Pendant (freasure Chart 25 on larger isle,
wse the secsel cavern's other sxit to reach i)

Treasurs Chart #8
Rupee Purse upgrade

[riforce Chart #6, Plece of Heart £44

Silver Rupes

Submarine Chart

Shops and Vendors

Shop dName
Bamb Shog

Shops and Venodors

T Items (Cost)
10 Bambs {20 Rupees), 20 Bombs
(25 Rupees), 30 Bombs (50 Rupees)

Red Potion (20 Rupees), Green Fotion
(10 Rupees), Blue Potion (50 Rupess)

Location
Windfall fsland

Besides Beedle's Shop Ships, several
other shops and vendaors sell their
goods at various islands. Use the
checklist below 1o make sure vou
visit each one, or to determine

Windfall Island ~ Chu Jelly Juice Shop

} which shop has the best prices for Windiall lsiand  Pictography Shap Wagerckiey Faetog e (56 Rupees each)
p. the iterms vou require. The shops Windfzll sland  Zunari's Stall Sail (80 Rupees). Tradling Quest
% listed here are organized by the AT FAe )
guadrants in which thev're found Forest Haven (F&)  Hoflo's Forest Blue Pation ffour Boka Baba Seeds:
. faccording to the Sea Chart) Pettion Shop
2 Dutsel |sland (87)  Grandma's House Elixir Soup ifeee)




Songs

After you acguire the Wind Waker, vou can conduct magical songs 1o
aid vou in your quest. You must fearn a song before vou can use it, You
can learn six songs, one of which ithe Song of Passing) is optional. As
you learn each seng, check it off on the fellowing table. which lists
them in alphabetical order.

Songs

Mame

Ballad of Gales

Effect
Warping song

Commands

Hald & for 4/4 tempa,
then play @, © €, &
Command Mefody  Hald & for 4/4 tempo, then
ply @ & & &

Hald = for &/4 tempo. then
My 9. © & 9.6
o 8 ORG

Contrel song

Earth God's Lyric Lsed inside the Earth
femple dungzon (C7)
Turns day to night and
night 1o day

Song of Passing

Wind Gods e €6 @ & @ © Used inside the Wind

Temple dungean (07)
Wind's Requiem & © & Changes the direction of

the wind
Submarines |

Seven guadrants of the Great Sea
feature submarines—small, wooden
vessels complete with periscopes,
Each has a dark doorway leading
inside, When you see one, sail up to
it, hop off your boat, and swim onto
the sub's wooden frame

Entering a submarine is
dangerous. You're always met with a
fight inside. Some subs are easy o
clear, while others are tougher,

A ladder drops in after you defeat
all the enemies lurking inside a
submaring, allowing vou access toa
treasure chest. Climb up the ladder and claim vour hard-earned reward,
then exit the sub the same way vou came in. Refer to the "lslands of the
Gireat %ea” section for more information on the submarines found in each
guadrant.

Submarines

Location Treasure
Worthern Fairy lsland (1) Treasure Chart #22
Crascent Moon Island (E1) Treasure Chart =9
Flight Control Platform (C2)  Platform Chart
Sin-Eve Reef (D4 Fiece of Heart 29
Eomb Isiand (F3) Empty Battle
Headstane Island (C7) Treasure Chart %14
Five-Star Isles (G Piece of Heart #14

Where It's Learned
Learn it from Cyclos (god
af winds} after hitting

him with three arrows; location vares.

Learn it in the Tower of the Cods cungeon (E4.

Learn it fram the stene tablet in the cave at Headstone stand (1C775
Leaen it fram Tatt at Windiall Isltand (D2}
Learn it froem the stone tables in the cave at Gale lsle (D71

Learn it at the Wind Shrine off Dragon Roost lsland (F2),

Withered Deku Trees

Following the celebrasion that
ensues after vou clear the
Forbidden Woods dungeon and
rescug the Korok named Makar,
eight Withered Deku Trees appear
on eight islands across the Great
Sea. These are supposed to be the
Deku Trees of the future, but they
Can't grow.

Fill an Empty Bottle with Forest
Water, which is found inside the
Forest Haven, Travel o each
: Withered Deku Tree and water it

- You must hurry. Ousside air
* e transforms the Forest Water into

i ordinary water in 20 minutes. Your
hottle of Forest Water can be used
rrultiple rimes—it never runs out!

Because the
Forest Water
changes 1o
ordinary water in
20 minutes, move fast
as vou travel from tree to tree. All
eight Withered Deku Trees must be watered within the 20-minute limit
Unless you have the Ballad of Gales warping song, vou won't have much
chance to reach all eight trees before time runs out

1HD AVANIDAT THL




Withered Deku Tr

W WALET 1Y

Island




'OCARINA OF TIME"

In The Legend of Zelda: Ocarina of Time, you travel through time {8
across a vast world to fulfill your destiny as the Hero of Time.




SCREINA OE TINE

Kokiri Forest

Legend

! Link's House

Mido's House

The Know-it-All
Brother's House
Farest Training Center
The Kokiri Sword
Saria’s House

The House of Twins
The Kokiri Shop
The Great Deku Tree

LN RS

e L= LR

Hyrule
Field

£3 0

' The Great Deku Tree

IF

Enter the Hole of Z in the
mountainside. Walk through the
maze to a chest and claim vour
Kokiri Sword, Explore Kokiri
Forest and collect 40 Rupees to
purchase a Deku Shield, Once
equipped with a sword and shield,
talk to Mide, then head down the
road to the Grear Deku Tree.
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Legend

Climb the "rough” walls
Acquire the Slingshot

Climb the walls to 3F
Acquire the Compass

fo R [ LW ] B SR WU S ]

Acguire the Dungeon Map

Knock the ladder loose with the Slingshot

Light the torch with a Deku Stick
Jump down and break the web on 1F

9 Use a Deku Stick worch to burn away the cobwebs
10 Shoot the Eve Switch to open the door
11 Dive down and press the switch to lower the water level

12 Light the torches to open the door
13 Bomb this wall later

14 Crawl through this hole

15 Burn away the cobwebs

16 Defeat the three Deku Scrub Brothers

Ta destroy the spider web, climb
up, dispatching enemies and
collecting items along the way
When you reach the top, walk o
the platforny’s edge and drop off.

Boss Battle:
Queen Gohma

Ta defeat Queen Gohma, wait

i for her eye o shine red before

| stunning her with a Deku Seed.

| Move in and attack with vour
| sword before she recovers, Defeat
| Queen Gokma's eggs as she drops

them. Repeat the sequence uncil
vou destroy her. Your reward for
defeating Queen Gohma is 2 Heart
Container, Talk to the Deku Tree to
receive the Spiritual Stone of the
Forest—Kokiri's Emerald.

| Hyrule Field

Va1iz 10 aN1911 1HI

Wi 40 VNIIVDO

]

B ]

Legend

Hyrule Castle
Lot Lon Ranch
Kookiri Foreat
Gerudo Valley

5 Lake Hylia
6 Kzkariko Village
T Zora's River

woxsauEGeund




| Sneak past

| Hylle Colle

- Talk to Princess Zelda.
learn Felda’s Lullaby
fram Impa.

Talk t2 Malon in the market about
her missing father. Look for him in
Hyrule Castle. Talk to Malon again
near the vine at the castle path and
get the Weird Egg. Sneak into the
caatle by climbing the vine on the
path's right side. When vou find
Talon, wake him.

AT suntise, the egg hatches and
produces a Cucco that awakens
Talon. Push bath crates into the
water 1o build 2 wwer high
enough to allow vou to jump
anta the castle wall. Enter the
water conduit,

Watch the guard’s pariem
and cross the courtvard. When vou
reach the princess, agree to do her
bidding. Impa leads vou through
the castle to Hyrule Field and
teaches vou Zelda's Lullaby.

resting against.

Te win a bottle of Lon Lon Milk
from Talon, find the three Super
Cuccos. Pay the 10 Rupees, which
gives vou 30 seconds o find the
Super Cucces that Talon puts in
the room. Before zecepting this

' challenge, pen up the regular
- Cuccos in the niche between the

stairs and the tahle Talon is

Legend

1 Talon's House

2 The Stables

3 The Corral

4 The Storage Shed

Talk ta Malan in the corral.
When she asks if vou want to sing
a sang with her, play vour Ocarina.
Learn Epona's Sang and the litle
pony Epona comes to vour side.
Leave Lon Lon Ranch and return
1 Kaokir Forest,




Hidden Hale

9 Passage to the Sacred
Forest Meadow

10 Business Scrub under the
Hidden Hole

.B L]
ToGoronCity 4
P e
- 6  HRiver
| Enirance from ﬁ:
Kokiri Forest e
All other passageways lead
2 back to Kakiri Forast
T
Legend
1 The Skull Kid |
2 The Business Scrub
3 Hit the Target
4 The Skull Kids
3 Doorway to Goron City
A Doorway 1o Zora’s River
7 The Business Scrubs _
8 Forest Stage under the | Go to the Lost Woods Cave and

enter. Follow the sound of Saria’s
! Ocarina so vou'll stav on the
carrect path. Defeat the Wolfos
guarding the meadow 10 open the
gate. Jump into the hole to find a
Fairy Fountain. Capiure Fairies in
your bottle for later use.

Drefeat the twa Mad Scrubs
blocking the passage to the Forest
Temple. When yvou find Saria, she
teaches you Sara’s Song.

SR R T S
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Kakariko Village

Hyrule
Field

Death
Mauntain
Trail

I
Legend

House of Skulltula
Impa's House
Unfinished House

The Windmil!
Crravevard Entrance
Grannv's Potion Shop
The Litle Bov's House
Gare to Death Mountain

=l O e e e et

o

the gates.

You can do many things in
Kakariko Village. Talk o the
villagers to see if vou can help
them. When vou're done, head up
the long staircase, left of the city's
entrance. [t takes vou to the gate

'\ that marks the Death Mountain

entrance. Show the guard vour

letzer fram Zelda, and he opens

vaiiz 10 aNiDiT 34l

AWIL 0 YNIIVOO

gy saiiew L




Goron City

Legend

1 Secret Caves

2 Dodonge’s Cavern

3 Fork in the Road

4 Goren City

5 Great Fairy's Fountain
6 Death Mountain Crater

Objectives

Ltk to én‘r (.hmns_ '-,rn_-ur

Return to the trail when you
have bombs.

P Ay A IR

Death Mountain Crater

Death Mountain Trail

Legend

- | 1 Boulder Eoem

| 2 Giant Gorons Shop
3 Medigoron's Shop
4 Darunia's Koom

. Togain access, plav Zelda's
. Lullaby while standing on the rug
i in front of Darunia’s room, Enter

| Saria’s Song to get Darunia in a
| berter mood so he'll walk to vou.

i When vou enter Goron City, f
' Fuﬁnw the path to Darunia’s room. |

- Cavern entrance.

Diarunta gives vou the Spiritual

| Stone if vou eliminate the
i Dodongos from Dodongo’s

Cavern. Darunia also gives vou

 Coron's Bracelet, which allows
voul 1o pull up Bomb Flowers,

Mear Goron City's entrance sits

. alone Goron shading a Bomb
| the room and talk to Darunia. Play |

Flower. Pick up the Bomb Flower

| and throw it from its caged area to

& boulder blocking the Dodongo's



Fallyw the steps above to go
around this dungeon. Use bombs
to blast open doors and reach the
treasures within, If vour Bomb
Flower fails o open a blocked
pathway, wait until another
Bomb Flower grows in its place
and try again,

Get the Bomb Bag from the
treasure chest. Bomb Bags allow
you o carry up to 20 narmal
Bombs ar 2 time,

Tio enter the lair of this

| dungeon’s hoss, drop 2 bomb off
the edge of each hole in the bridge
over the main room intg the

| ancient Dodonge skull's eve
sockets. When both eves light up.
the Dodongo’s mauth opens.

Legend

e e N e owa b —
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Bomb the doar apen

Acguire the Dungeon Map

Bomb apen the door to the hallway

Move the statue onto the floor switch

Defeat two Lizalfos

Light the three torches

Step un the floor switch o open the northwest door
Bomb the wall

Defeat the Armos to get the Compass

Use a Bomb Flower to st off the other Bomb Flowers and
lower the staircase

Move the statue and activate the floor switch
Bomb the wall at the top of the ladder

Shoot the Eyve Switch

Defear twa Lizalfos

Showt the two Eve Switches

Agquire the Bomb Bag

7 Step on the floor switch to raise the plarform

Bomb the wall for 2 Deku Shield

Drop bombs into the Dodongo skull's eve sockets

Push the crescent block from the north passage onto the
floor switch

Blast the floor to enter King Dodongo’s Chamber

Toss bombs into King Dodonga’s
mouth before he breathes fire. While
he's stunned, run forward and attack
with vour sword. Repear this process
four times to finish him,

Run toward King Dodongo to
throw a bomb inte his open mouth.
Lezve King Dodonga's Chamber by entering the warp. King Darunia s
averjoyed with your success and awards vou the Goron's Ruby

L

Boss Battle: The Infernal Dinosaur,
King Dodongo

TWIL 40 YNINVDO VA 13 40 aNIDTT 1H1
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Zora's
Bomain

Lost Woods

Legend

1 Magic Bean Salesman

2 Frog Chorus

3 Hidden Fairy’s Mountain
4 Seal of the Triforce

Objectives

vel [u Eﬂm River,
- Sland on the Iniforce and play
Felda's Tullaby:

Stand in front of the waterfail and
play Zelda’s Lullaby. The waterfall
thins our, allowing vou to jump to
the tunnel behind it and enter
Fora’s Domain.

g

e

Zora's Fountain

Zora’s |
River Lo

:'i!.\
Legend

1 The Zora Shop

Fishing Hale

King Zora’s Throne
CGare o Zora’s Fountain
Diving Game

Forral o Lake Hylia

O B bed el

. Objectives

the Silver Seale. ;

Dive into the water and enter
Lake Hylia.

Find Princess Rutos letler.
Catch a fish.

Dive into the water. [f vou

| complete the task in the time
i allotted, the Zora calls you back
& and presents vou the Silver Scale,
§ With it, you can dive down six
feet. Dive into the lake and head
toward an underwater door. This
- portal takes vou to Lake Hylia,

To save Princess Ruto, vou must
| first win the diving game, Go from

the king's room to the tunnel's end.

| where the stream of warer
;’ kecomes a warerfall. A Fora :
i. challenges you 1o the diving game.




Lake Hylia

Hyrule Field

' ’
Legend 5 Zora’s
1 Lakeside Laboratory *
2 The Scarecrows Fﬂ'ﬂ Ufﬂ'] 2
3 Fishing Pond
4 Warer Temple ObjECtiVES

Ob]ea;twes

Catch a 10-pou .rgli__i.unlue_q.
Catch a fish in a hottle.

| The tunnel behind King Zora's

| Throne leads vou wo the spring and

| Lord Jabu-lzbu. Open vour bottle
and shake the fish to the floor in
frant of his mouth. Jabu-labu
apens wide and sucks vou in!

When you come out the other
side, pick up the boitle vou s=e
underwater. Inside is a letter from
Frincess Ruto. She's stuck inside
some fish’s bellv! Take the letter to
King Zora. The King moves aside
so vou may enter Lake Hylia.

NOTE
Betore leaving Zora s Domain

carch & fish in an empry
bottle near the Zora Store

Legend
Hit the uvula to open :he door
Meet with Princess Ruto
Pick up Ruto and carry her with vou
Throw Ruto to the other bank and step on the switch
Hit the switch 1o open the door
Take the placform o IF
Ise the weight of two people to depress the switch
Diefeat four Stingers for the Boomerang
Lezave Ruto on the switch
0 Destroy the Red Tentacle for the Dungeon Map
1 Destrov all the Shaboms in the room in 30 seconds for
the Compass
2 Desiroy the Blue Tentacle
13 Destrov the Tentacle
14 Fall down the Tentacle-less hole
15 Enter Big Octo’s Room
16 Take the platform piece to 1F
17 Use the box to depress the switch
18 Use the Boomerang to hit the swirch behind the
transparent membrane to the boss arena

== G oA ke el e —
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Recover Rulos Spiritual Stone
of Water. 2

Meteal the bio-electric
anemone, Barinade

Go through Jabu-labu's belly 1o
find Princess Ruto. Sometimes vau
have to hold the Princess ta
activare a swirch, and sometimes
you have 1o leave her on one.

Afeer finding Princess Ruta's
Spiritaal Stone of Water and
defeating Big Octa, return io
the main floor, searching for
Princess Ruto,

Destroy the Big Octo and hit the
jellv-like blocks to form a bridge to
the door. Exir.

Afrer the pladform slides down,

it forms a connection from the first |

raom in the dungeon to the
hallway on the east side. Use ane
of the baxes along the west wall to
depress the switch to open the
door, then enter the door,

:: B!‘JSS. l;éttle:
. The Bio-Electric |
- Anemone, Barinade |

¢ Avoid Barinade’s electrical balts,
o While it sprays vou with electricity, ©

i znd throw your Boomerang,
| Repeat this for each tentacle to
' free Barinade from the ceiling,

- artack its jellvfish plates with your
| sward, Stripped of its aemor,

lock onto one of its three tentacles

When it is free, stun it. then

Barinade begins o spin around
the room, shooting electrical bolrs,

| Hit it with vour Boomerang to

| stun it, then atrack witk vour
sword. When vou defeat Barinade,

| the warp point and a Heart

| Container appear.

Accompany Frincess Ruto home |

i and she offers vou the Fora's
¢ Sapphire for saving her, Return to
. Hyrale Castle,

| af Time.

Legend

1 Hvrule Castle 3 Lake Hvlia

2 Lon Lon Ranch & Kakarike Village
3 Kokirt Forest 7 Zora's River

4 Gerudo Vallev

Learn the Song of Time. ©
Get the Master Sword.

Run into the Temple of Time.

| Standing in front of the altar, play

| the 3ong of Time, Rush inside the
next ronm to find che hasier

| Sword embedded in marble. Pull

it from che stone.

As you arrive at Hvrule Castle, the
drawbridge drops and vou see

Zelda and Impa flee on harseback
Search the moat afrer Ganondorf
rides by to find Zelda's Ocarina




The Temple of Time
ano the Search [or
the Forest Meoallion

Rauru hands over his Light
Medallion, adding his power o
vours, and returns you to
Hyrule and the Temple of Time.

At the temple, Sheik gxplaing
your guest and relates the prophecy
that detailed the location of the
Sages’ Medallions. Temples can be
found in the forest, in a mouwntain,
under the water, in the house of the dead, and in the desert.

Before you enter the Forsst Temple, vou must have the Hookshot,
Travel o Kakarike Village, where the lare Dampé has a present for you.

Kakariko Village —
the Graveyaro
Objectives

Check out the gravevard to find a
arave marked with flowers. Pall the
tombstone aside to find a hole that
leads 1o Dampe. Accept Dampé’s
challenge to race. The object is not
to beat him, but to keep up.

Dodge the bits of flame thrown
by Dampé. If vou get lost ar
defayed and fail 1o make it through
the doors in time, the race ends and vou must restart, Kegp up with
Dampe to receive the Hookshot

Mow you-can travel to the Lost Woods where the Forest Temple
awaits. Play the Song of Time 1o move the stone and exil Dampe's grave,

Lon Lon Ranch
Objectives

Return to Lon Lon Ranch. Ingo,
the stablehand, has taken over the
ranch and forced out Talon. To
keep vou from spreading rumaors,
Inga lets you ride one of his
horses for a while, Select the
brown mare and ride it until vou
are comfortable with the controls.
The second time vou pay to
ride a horse, vou can challenge
Ingo to a race. Call tpona over with Epona’s Song, then speak o
Ingo. Ride Epona in the race. Beat Inge in the first race and he
challenges you again.

Race him again to win Epona. To leave Lon Lon Ranch, jump
over the side wall to freedom,

__ The Lost Woo00s

Entrance from
Kokiri Forest

L2

To Goron ity

_ | To Zora's
f 6 | River

All cther passageways nad
back 1o Kokirl Forest

T e—

Legend

The Skull Kid

The Business Scrub

Hit the Target

The Skull Kids

Daoorway to Coron City

Doorway to Zora's River

The Business Scrubs

Forest Stage under the

Hidden Hole

9 Passage to the Sacred
Fores: Meadow

10 Business Scrub under the
Hidder Hole

SO R - B - R

=43

Objectives

T.ﬂk o Sheik
Ieam thE Minuet of Forest,

! Battle past the enemies to reach

# Saria's secret place. Sheik greets

i you and teaches you the Minuet of
f Forest, which alwavs returns vou

| ta the Triforce symbel in this area.
After vou learn the Minuet of

i Forest, vou're ready to enter the

et Forest Temple. Lise your
.\ Hookshot on the mree limb

bove the broken

WL 40 YNIIVDO VA 137 10 aNID11 1HI
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| | Legend cont.

- Objectives

! Follow the steps ahove 1o get

B2

21

—

Legend

[ )

Climb the wall to the
tree’s top and pick up the
Stall Kev in the chest
across the wav

Drefeat two Stalfoses for a
Small Kev

Climb the wall to the
room an 2F

Defear a Blue Bubble to
Zer a Dungeon Map
Haookshot to the switch
Climb down the well to
get the Small Kev

Enter the lncked door to
the west

Solve the block puzzle
Enter the twisted hallway

10 Tump te the door on
the right

11 Defeat three Stalfoses for
the Fairv Bow

12 Defeat Joelle the Poe for
the Small Kev

| 3 Defeat Berh the Foe for
the Compass

14 Shaot the eve to untwist
the hallway

15 Get the Boss Kev and
drop down the hole into
the room

16 Defear the Floor Master
far the Small Key

17 Shoot the ice-coversd Eve
Swirch with the flaming
arrow o twist the hallwav

18 Avoid the falling ceiling

19 Defear Amy the Poe

20 Deefeat Meg the Poe

21 Push the rotating walls in
one complete circuit

22 Unlock the deor to the
boss arena |

through this dungeon. Collect the

- Small Keys, which allow entry into

other areas, and retrieve the Fairy
Bow, After vou defear the final Poe
woman, the elevator in the

| entryway rises, allowing vou

access to the boss arena

Boss Battle:
Phantom Ganon

Shoot the Fhantom Ganon three
rimes with an arrow as he tries o

exit a painting. Look for the
brightest painting. After the third
shiot, Phantom Ganon's horse
disappears and you deal with Fim
ang-on-one,

Using vour sword as a bat,
smack Ganon’s fireball artacks
back at him. [-target Ganon and

! hit him with one of his fireballs.

He crashes to the ground. Attack
him with vour sword
After the fourth attack, vou

destroy Phantom Ganon. Collect
the Heart Container and hop intg
the warp, which takes vou o the
Chamber of Sages. There, you get
the Forest Medallion from Saria.

Death Mountain

After speaking with the Deku Tree
Sprout and learning of vour true
heritage, return to Death
Mountain and retrieve the Fire
Medallion. Te reach the Fire
Temple and get the Fire Medallion
vou need 2 Goron Tunic to protect
vou from the heat

Ta speak ta the rolling Goron in
Garon City. throw a bow in frong
of him. When he stops, speak to
him and he gives vou a Goron Tunic
and directions to the Fire Temple.

In Darunia’s Srarue Room, pull
the statue from the wall and walk
through o enter the crater. Fut on
the Goron Turic and use the
Hookshot to reach the wooden
beam ower the intact section,

When Sheik appears. he teaches
vou the Bolero of Fire song.
Continue into the cave and down
the ladder to enter the Fire Temple.




The Fire Temple

Legend :

1 Enter the left room art the top of the stairs

2 Talk to Darunia

3 Rescue Goron | and receive the Small Key

4 Rescue Goron 2 and receive the Small Key

5 Use the Time Block to climb to the LikeLike room

6 Blast the wall to rescue Goron 3, and receive the Small Key
7 Push the block onto the jet of fame 2nd ride up

8 Use the Hookshot on the Crystal Switch

9 Blast the false wall to reveal the Gold Skulliula

10 Rescue Goron 4, and receive the Small Kev

11 Rescue Goron 5, and receive the Small Key

2 Shoot the Eve Switch to enter the Map Room

I3 Enter the room and run to point 14

14 Use the Scarecrow’s Song or Zelda’s Lullaby here

15 Bomb the crack in the stone

16 Rescue Goron & and receive the Small Kev

17 Rescue Goron 7 and receive the Small Kev

18 Make the Leap of Faith to the door

19 Avoid the flame walls to get the Compass

20 Travel through the maze and cross through the cell
21 Step on the switch to lower the flames

22 Defeat the Flare Dancer

23 Shoot the Crvstal Switch with the Hookshot

24 Step on the switch and ren on the ledze to the Megaton Hammer
25 Pound the block

26 Break the statue in front of the door using the hammer
27 Pound the stone pillar with the hammer

28 Put the crate on the switch

29 Pound the block with the hammer

30 Rescue Goron & and receive the Small Key

31 Pound the column with the hammer and ride down
32 Break dewn the secret door with the hammer

13 Defeat the LikeLike

34 Defear the Flare Dancer

33 Rescue Goron 9 and receive the Boss Kev

Y6 Hop across the column to unleck the boss arena door
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Fallow the steps above as you go
through the dungeon. Rescue all
the imprisoned Gorons, Dodge
the rolling boulders as vou make
your way around the room
releasing Gorons,

When vou have the Megaton
Hammer, use it to break through
areas to free the final Geron and
reach the boss arena,

Boss Battle:
Volvagia

When Volvagia erupts from the
lava pit, rush up to it and hit its
head with the hammer, then jab it
with the Master Sword or pound it
with the hammer again. Avoid
Volvagia's flame jets by staving ta
one side,

If it artacks with s claws, duck
and cover vourseld with vour
shield. & well-aimed arrow to the
head stops it

Volvagia's second attack rains
rocks down on the arena. These
are easy 1o dodge if vou can figure
out where the stream of boulders
will lanel. Afver each atrack, run 1o

the area’s edge. When Volvagia juts |

its head out, run to it before it can
breathe out fire at you or swipe
vou with its claws.

Keep up the attack-and-evade
cvele to defeat Volvagia. Collect
the Heart Container and enter
the warp ta the Chamber of Sages,
where Darunia gives you the
Fire Medallion,

The Water
Meodallion

Returning to Zora's Domain to
investigate the arctic wind, vou
find King Zora’s domain encased
in-ige, Look for a cave entrance
across the icv water in the fountain
area. Swim through the icy waters
to reach the entrance and enter

the lee Cavern,

ey 5

| lce Cavern

L
o bl

——
Legend

1 Collect the five

Silver Rupees

Acquire the Blug Fire
Agguire the Dungeon Map
Acquire the Compass

Solve the ice block puzzle
Defeat the lce Wolfos to
win the [ron Boots

OFwn e ws

Objectives

e

e
Defrost King fora
Ii_l_ra Fu_r_lir. :
Learn the Serenade of Waler.

Find the mystericus Blue Fire and
capture it inside an empry bottle,
Blue Fire melts red ice. Use it 1o
get the Dungeon Map and clear
blocked passzges on the way 1o
collect the Iron Boors from the [ce
Walfos. Blue Fire alsa thaws King
Zora outside of the cavern.

When you have the [ron Boots,
Sheik appears and teaches vou
the Serenade of Warter, This
transports vou to Lake Hylia and
the Water Temple.




Water Temple

Legend

1 Find Frincess Ruto

Lower the water level
Acquire the Dungeon Map
Push the crescent block
Raise the water level
Explore the east corridor
Acquire the Compass

Sl R e R =

b3
9 Raise the water leve!

15 Defeat Dark Link
16 Mavigate the serpentine river

| 18 Explore the southern corridor
19 Defeat the Blue Tekrites

20 Cover the floor switch

21 Cross the water bridge

Unlack and explore the west corridor

10 Lower the water (lowest level}
11 Raize the warter [middle level)
12 Raise the water (highest level)
13 Cross the cascading platforms
14 Hookshot through the drag on-head statue room

17 Lower the water level (lowest leveld

Defeat the giant aquatic
amupeha, Morpha.

Tao get through the temple, use
Zelda's Lullaby and the Song of
Time 1o raise and lower the water.
Your Iron Boots allow vou o walk
in deep water, Play these songs
while standing near the Triforce
symbols scattered throughour

the remple.

Boss Battle:

- The Giant Aquatic

Amoeba, Morpha

Avoid Morpha's watery tendrils
and wait for the nucleus to venture
outside the boss. Lock onte the
nucleus and use the Longshot o
draw it in where vou can hack it
with vour sword, The center
platforms are best to attack from,
bt they leave vou valnerable o

| attacks from behind, Hit the
| nucleus seven times to defeat it

a1/ 40 aNIDTT IHI
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W Returning to Kakariko Village, Link finds the town engulfed

in flames. Sheik tells Link zbout the Shadow Temple J
entrance znd teaches him the Nocturne of Shadow, ;

To enter the well, vou need the Song of Storms, Reveal — '
vour Dearina to the MusicBox plaver. and he recalls 2 *N .
melody used to spin the windmill out of contral. Learn the " s g
melody, then return 1o the past.

Revisit the windmill and play the Song of Starms for the [
MusicBox plaver. This drains the well, allowing vou o
explore the catacombs below,

The Bottom of the Well

o __°

Legend
1 Lower the water flooding
the catacombs

Uncover the Lens of Truth
Retrieve the Dungeon Map
Retrieve the Compass

[ S L ]

Objectives

NOTE
While explaring, vou may
fall through zn llusory
floor tils to the bottom
floor, To exir, collect the five
Silver Rupees in'the a
and the gate opens, Use
this opportunity to collect
the Dunzeon Map, which is
in a chest behind some
destructible boulders,
There's more o doin

this area. but nothing else
is reguired,

I'Ea

B2

Stand on the Hyrule crest ar the
north end and play Zelda’s Lullaby
o stop the water. Head south near
the start and drop into the hollow
to find a tunnel leading to a rough
wall, Scale the wall and enter the
tap door.

You find vourself in a grave-like
area. Defeat the Dead Hand by
allowing it to grab vouw, then
atriking irs head as it atempts (o
bite you, 1ttakes 10 hits to defear
the enemv, After vou defear the
[ead Hand, vou find the Lens
of Truth.

B3




=

Shaoow Temple

With the Lens of Truth in hand, return to the Temple of Time and
retrieve the Master Sword so you have access to the Fairv Bow and
Longshot while exploring the Shadow Temple.

Flay the Nocturne of Shadow to warp to the graveyard behind

Kakariko Village., A tunnel on the east wall leads 1o a circular chamber.

Call down Din's Fire to light the circle of torches and reveal the
temple’s entrance.

Objectives

Mavigating the Shadow Tempie
requires the Lens of Truth o

sniff our secret passages and hidden
plarforms. The lens also reveals
hidden specters and makes defeating
the undead minions easier,

Boss Battle: The Phantom Shadow
Beast, Bongo Bongo

This boss appears to be just a pair of
floating hands. Use the Lens of Truth
o reveal the beast behind the hands.
Avoid being struck by the hands and
use the Fairy Bow and Longshot to
incapacitate both, A successful hit
turns each hand blue and causes
Bonge Bongo 1o writhe in pain.
When both hands are stunned,
use the Lens of Truth to see Bongo

Bongo, and shoot the eve portion of its body. Bongo Bongo falls to the
ground: so, move up and attack with vour sword. Repear these steps until
vou defeat the boss,

| Legend
1 Retrieve the Dungeon Map
Obrtain the Hover Boots
Pasition the Statue Beak
Brave the chasm
Retrieve the Compass
Blast open the hidden passage
Leap through the guillotines
Defear the Stalfos
Collect the five Silver Rupees
0 Aguvate the floor switch o retrieve
the key
11 Cross the moving bridge
12 MNavigate the deadlv room: of fans
13 Blow across the chasm
14 Use Zelda's Lullabv 1o take a ferry ride
5 Survive the spiked walls of death
to claim the Boss Key
16 Cross the gap by bombing the statue
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*The opirit
Meoallion

Link’s next stop iz the desert area
af Gerude Vallev, Cross the broken
bridge using the Longshot aor
Epona, and speak with the master
carpenier from Kakarika Village.
He asks vou 1o rack down his
workers who left o become Gerudo
Thieves. Head for the mountainside
forrress, where you're capiured by
the thieves and throown in jail.

Objectives

- Pass two 1osis in the Haunted
Wasteland to reach the
Desert Colossus.

Once inside the fortress, escape
your cell and free the four
carpenters, Avold the thieves on
patral while tracking down each
carpenter. Each carpenter is
guarded by a thief, which attacks
when vou speak with the
prisoners. Defeat the thieves 1w get
the keys to the cells. If vou're
caught, vou're sent back fo vour
cell and forced to start over.

Prima's Official Strategy Guide

As you leave, vou're given the
Gerudo’s Membership Card, which
allzws vou to enter this area
without fear of imprisonment. You
can also access the Geruda's
Training Grounds, where you can
Lry 1o win varigus items for the
low cost of 10 Rupess,

The carpenters alsc repair the
bridge, and vou can access the
Haunted Wasteland by speaking with
the thief ar the watchtower's top.

Haunted
Wastelano

Objectives

Follow the Poc U the
Peserl © ulussus A

Learn the Hequmm af ipmt

Cross the River of Sand by using
the Hover Baots or vour Longshor,
Walking in the sand sends vou
back to the Haunted Wasteland
entrance. Follow the flag sticks
through the desert to the second
challenge, Use the Lens of Truth to
reveal 2 Foe that leads you through
the desert to the Desert Calossus,

Enter the Spirit Temple to
discover you need to visit the
Temple of Time before vou can
progress. Leave the Spirit Temple.
You encounter Sheik and learn the
Requiem of Spirit, which
transports vou (o the Desert
Colossus. Use the Prelude of Light
o return o the Temple of Time,
relinquish the Master Sword. then
olav the Requiem of Spirit ta
returr to the Spirit Temple,

;'f |Legend

s g

“enly agpears if Link has
lost the Deku Shield

I Defeat the Armos
2 Activate the Crystal Switch
with the Boomerang

12 Acguire the Compass
13 Move the mirror
14 Defeat the Beamos

3 Collect the five Silver Rupeez 15 Lure an Armos into

4 Solve the sun-face puzzle triggering the floor switch
3 Acquire the Dungeon Map 16 Defeat the Iron Knuckle
& Activate the floor switch 17 Acquire the Mirror Shield
7 3olve three puzzles 18 Scale the Wall of Death

£ Defeat the Iron Knuckle 19 Acquire the Boss Key

% Acguire the Silver Gauntlets
10 Push rhe crescent block

20 Deflect sunlight anto the
sun plague

11 Agzivate the Crystal Switch




As vou enter the Spirit Temple,
vou encounter a Gerudo Thief
blocking the entrance. Speak
with her, saving, “Nothing,
really,” and she asks vou o
retrieve the Silver Gauntlems from
the temple. Agreging gives vou
access o the tunnel.

Obiectives

_ Temple
| and recover the Master 'mrord

Play Reguicm of Spirt to
return b the Desert Colossus.

Defeat the second Iron Knuckle
|t earn the Mirror Shield.

The [ron Knuckle is powerful, One
blow reduces vour health, and its
attack cuts through pillars and
throne, Such attacks release
Recovery Hearts, Grab them, but
avioid the axe.

Ourmanewver the beast, and
strike from the rear to win the
battle. Pass through the door
behind the throne when the batle
is over and vou're awarded the
Silver Gauntles.

You've done all vouw can as a
child. Return to the Temple of
Time and recover the Master
Sword. Use the Silver Gauntlers 1o
move the crescent (o
bleck in the entrance.

The same strategy

warks for the second Iron
Knuckle found later in
the dungeon
and the
huge fron
Knuckle at
the end.

[m the Sun Mirror Koom, trs
the mirror to reflect light on the

i four sun-face plagues, The first

rwo drop chests, The third opens a
door in the west wall, The fourth

{! drops an invisible Floor Master
| inte the room.

T reach the Boss Kev door,
-_‘\\.\jireci sunlight inte the room with

mirrors in the nearest
rooms. Use the Mirror
3 Shield to direct the beam
anta the sun plague and
from there onta the mask

{e sun plague by aligning the

- Twinrova

. projects artic blasts. Block the
- atracks with vour shield to deflect

| force the sister to combine for a

i pitch. Catch either three fire or
i three e attacks by blocking them

Sorceress Sisters

SorcrssiGiin

Tﬁﬂ_ﬂ.{w‘i
Kowme spits fire and Kotake
them, Bounce each sister’s attack
into the other sister four times (o
Double Dynamite Attack.

They hurl fire and ice ar fever

with vour shield, then releaze the

¢ power back ar Twinrova. You must

catch three like attacks to unleash

¢ the power, or vou'll take damage.

After vou knock down Twinrova,

| rush in and hit the sisters with

vour sword, Repeat this process

uneil the sisters are banished,
. Ganon’s Castle

. Objectives

Qﬂ“ Boss Key L
| Eliminate the two lron
] I(nu_r._iglﬁ.
Defeat the Great King of Evil,
| Ganondorf.

| scape Lhe casthe:

| Destroy Ganon.

Return to the Temple of Time with
¢ the six Sages’ Medallions in hand.

You learn about the Triforce and
Ganondorfs plot, Travel
Ganon's Castle, near where the
serene Hvrule Castle usec

¢ The Six Sages combing their
| | power to create a

bridge owver the
molten lava,

To remove the barriers Raure
mentioned. conguer six puzzle-
filled rooms. You can challenge
U ther in any order, but counter
clockwise from the Spirit Room
works best. Use these tips to help
vou through each room.

tand.
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Watch for Floor
Masiers whena Sun
P up.

Forest Room

im the

Leaving the room resets the

puzzle and the timer.

Shadow Room

the path.

Get the &.mnmu-_-g here |

Fire Room

Boss Battle:
The Great King
of Evil, Ganondorf

When vou're past the six rooms,
you face a series of tough enemies
as vou head to the top and
Ganondorf, The strategies vou've
used throughout the game are all
vou need.

(irey o Exill

Ganondorf begins this battle by
shooting fireballs ar you, just as
Phantom Ganon did earlier in the
game. Bat the fireballs back at him.
When he's hit, Ganendorf momen-
tarily hangs in the air. Quickly
equip a Light Arrow and shoot
him te knock him to the floorn

Leap to the center and smack
him with vour Master Sword or
Biggoron's 3word. It takes five
goad hits to hurt Ganondorf
enough to make him switch atacks,

His second atrack draws the
powers of darkness and shoots
homing energy beams. Evade the
beams by running from corner o
cornar, or by shooting Ganondorf
with a Light Arrow as he casts the

spell. Knack him down a few more |

times and deliver solid blows, and
the battle is vours,

Escape

Follow Zelda out of the castle. She
miust open all the gates for vou, so
running ahead is pointless. Stay
with her or vou'll waste time. You
must fight two battles on the way
aut. Eliminate vour

foes quickly ar
YO T ot
of time.

After escaping, vou must fight
one last battle. Use the Megaton
Hammer or the Biggoron's Sword;
the Master Sword is taken from
you remporarily. Slip between
Ganon's legs and smack his tail

to cause damage. Sirike the tail
five ar six times, then Ganon

falls over and your Master Sword
i recovered.

For the second phase, use vour
Light Arrows to stun Ganan by
shooting him in the head, then
smack his rail with the Maseer
Sword. After nine hits, Ganon
falters again. Zelda uses her magic
to strengthen the Master Sward for
a final artack. Slash ar Ganon’s
limp body to finish him,
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