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LONG,
LoONG

TIME AGO...

WHEN THE WORLD WAS ON THE VERGE
OF BEING SWALLOWED BY SHADOW . . .
THE TINY PICORI APPEARED FROM

THE SKY, BRINGING THE HERO OF
MEN A SWORD AND A GOLDEN LIGHT.
WITH WISDOM AND COURAGE, THE
HERO DROVE OUT THE DARKNESS.
WHEN PEACE HAD BEEN RESTORED,
THE PEOPLE ENSHRINED THAT BLADE

WITH CARE-
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Fuse KINSTOMES

WWhen you S8 somesons (ar Somé-
thing| witha | bubkda pwer his
haad, press tha L Button ta try to
fuse kins tones with ham

O

MOVE
‘Walk in diflierent drections, push
objects or jump from aledge.

SELECT BUTTON

TaLk TO EzZLO

H you get stuck, seoif Exlo has any
halﬁfu advice 1o offer.

BEFORE YOU SET OUT ON YOUR QUEST, TAKE
A MOMENT TO GET ACQUAINTED WITH THE
GAME'S CONTROLS.

(O ]

A BUTTON

PERFORM ACTION
(e chests, spaak, roll or do any thing

etlss drplayed m the top-nght conner
of the screan

———————mm

Use AN ITEM/SPEAK
Use mi'lmp:.l'mgkl.q.pud' 1o the

A Button ar speak with the person in
front of you.

= GCN CONTROLLER

1 you're playing the game an a Game Boy Player, the X and
¥ Buttons om the Nintende GamaCuba Controfer will

¥ gubstitwte for the GBA'S Salect Button

ITEMS LIST
| HI]EME*"_":I#.

You can assign amy of the items kst-
edheng toesther The A or B Button
Select o rew itam or swap out the
o youd re using by cheosng on

d item wath the Control Fad and
pressing A or B to equip yourself

withit

¥ South Hyrula Field

6 W Norewpo Puwee's Guoe Il

South Hyrule Field ]

10 Thee map Suliscressn, you can

vaw & map of Hyrnae that

shiws all of the regions you've

wasited To view a local map,

o selet the desired negpon and
prees tha A Button.

Use AN ITEM

Ui thee rbem you"ve equipped bo the
B Button,

START BUTTON

VIEW SUBSCREEN
(Open the subscresns tochamge the
Fems you'ne using, check your map o
SHAR FOUT GaME.

The Quest Status soreen displays
acomplete kst of all thequest-
redated [tems you've colecied.
Select tha Kirstone Bag and press
o the A Button to vew all of your
Kinsione pmeces. Ta revit your
sword technigues, select the cor-
rasponding Tiger Scrolls and press
thiz A Button




PusHing & PULLING SHRINKING & GROWING

[ e

To push a jar, stame or ocher object, face it and press the Control Pad  After you reseue Ezlo, you can shrink ro Minish size by hopping onto
in the direction you wish vo move, To pull, stand on one side of an 2 Minish portal and pressing the R Burton. While you're wee-tiny,
v ohbject and hold the R Button to grab ir, then press the Conrol Pad — press the R Button near a portal 1o grow back to your original size.
in the opposite direcrion.

DVANCED ABILITIES

3 PickiNg U & THROWING ADVA

] . The items below will bestow Link with new abilities auromarically.

' GRIP RING

i Tha Grip Ring enables you to scale chfFs ke the ore pictured 10

v v I . Yiowa Ginn Bngy i1 Troma Busimisss Strub at Mount Grone!
for 4D Rupeses [soe page 304

¥

' POWER BRACELETS

] Thei Powwier Bracalons gee you thi strength 1o mir |an

objects ewen when you're small. You'll find them in the hinish-

To pick up an object, stand next to it and press the R Bumon. Onoe ol
sired dungeon behind the fountainin Hyrule Town (see page 54).

o e h-}ldjngi:.pﬁu can throw it by pressing R apain. Some objects
will yield hearts, Rupees, itoms, Kinstones or fairies when tossed.
You can ]:-in:h up jars, shrubs and Afvy l.'r1hﬂ4:l|'li1’.‘¢.'l: that isn't too hi'-'l'a'ln'
or nailed down.

FLIPPERS

Link's not sactly a worlid-class ssammar, but with tha Tig-
pars, I can 30g0u- o acrose any body of water and dve
underwater ipress B Tlu-p'rebluuted i 2 tiny dungeon under-

RoLLING i
neath the library {see page 55

ok Bk, B e B

Tap the R Button and press the Contrel Pad in any direction to roll.
Rolling is a good way to escape imminent danger or distance your
self from crowds of enemies quickly.

SWORD TECHNIQUES

1 When you receive Smith's
Swnn‘l..yau'll be able 1o prer-
form only a basic strike.

As you journcy through

Hyrule, vou'll meet

master swords- -
men who will

teach you more-

advanced rech-
niques. Refer to

pages 108-109

for details,

B TuE Lecenp oF ZELpa: Tae Manisa Car I T




The heart meter in the top-left corner of the scroen represents your life
energy. You can replenish the meer by picking up hearts and firics,
Its capacity increases when you ger a Heart Conmainer or collecr four
Picces of Heart. For a listing of every Heart Container and Piece of
Heart in the game, turn to page o4.

You'll receive a Tiger Scroll whenever you learn a new technigque
from one nFlh’rule's Swnl‘dmuturs'::u page 1B, The scrall 5imp|.'|.-
describes the rechnique, in case you forger how to execure ir. You can
review your scrolls {eight in all} ar any time from the Cheese Stanus
subscreen.

MYSTERIOUS E}m.l.s

n'lnnu creatus that lodke a first
llcu-:- Ho mpaks roughly and

Crver the course of your journey, you'll collect Mysterious Shells. You
can wade them to Carlov in Hyrule Town for a chance to win a fig-
urine. You need only one Mysterious Shell ro play, but as you get
more figurines, your chance of scoring a new figurine increases if
you spend more shells. See page 10 for additional information,

B W Nivrewpo Praver's Guine Il

THE ONLY WAY TO FIGHT BACK AGAINST THOSE WHO WOULD DO
HARM TO THE PEOPLE OF HYRULE IS TO UNDERSTAND THE
WEAPONS AND RESOURCES AT YOUR DISPOSAL.

KiNsTONES

Kinstones are mysterious items
said 1o bring happiness. You'll
find them by a variety of means—
Culling grass, opening treasure
chests, etc, When you see a
thoughr bubble appear over
someones head, you can oy 1o
fuse one of your Kinstones wich
his. If you succeed, something special will happen. An icon will
appear on your map to indicate where the fusion’s effects took place,

KINSTONE GUIDE

There are four different
colors of “:ins-tnncn,

and multiple typos

within each color, The

effects of green Kinstone
fusions are L}Piﬂ!h‘ an-
dom. Red and blue
fegions will produce the
same tesults every time.
Fold Kinstone fusions are
limited to- mandatory events.
For a comprehensive guide to Kinstones and the fusion process,

e o page 98,
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You can assign the items on this page (presenced in the order you'll
find them) o either the A or B Button, The phrase “ivem burton” used
below refers o the bunon vo which you've ser the ftem.

SMALL SHIELD

LODCATION: HYRULE TOWN
Princess Zelda wall win the Small Shield during
0| tha Picosi Festival and give it Lo you as a gift
Equaip the shigld to block tand sometemas
reflict) enemy aitacks. 1 you complels a par-
ticular sequence of events, you can acquire the
g morg-ef fective Minnor Shield after you baat the
game. Sei page 53 for detols.

SMITH'S SWORD

LOCATION: HYRULE CASTLE

The king af Hyrule will g you the Smith's
Sweord atter the events of the Fcorl Festival
The blade serves as your primary weapon, and
you'll upgrade it throughout the quest.

=] LOCATION: DEEPWOOD SHRINE

gl Evena 1w G match thi cheaning

porsier af the Gust Jar. When you heve the

I;umhwnwuudwli;pnd.wss ardr.'!:;rﬂdﬂmitamh
tton o suck up vartus thang in t

A Helease:hehungntumatwmmmmﬁ

o wacuumed You'll find the Bust Jar in Deapwood

Shrina

LOCATION: MINISH WDODS

After you obtain the Earth Elament, you can

@ acquire a Bomb Bag from a Minish imsntor
niarnid Bilari, The hag enebées you to camy 1
bombs. Uise the explossves to dastroy barricades
and blast haoles tiwough walls. Later n the goma,
you can inspire Belan tonvent Remaots Bombs
by fusing Einatores with Gentari ises page 93).

LOCATION: HYRULE TOWN

i Tha boomarang will go on salein tha Hynala
Terwith shap &1 Lor e buy s wallet I you et an
enary with the buma'&uha'll stopmoang
fior a short period of time. You can also use the
wizpon tonah Rupes and othier items: bayond
wour reach, A& ¢ Bopmarang is hidden
beneath Morth Hyrule Field (ses page 931

il EMPTY BOTTLE

[

FJ cAaNE-OF PACCI

i‘ LOCATION: CAVE OF FLAMES
Wou'll dscover the Cane of Pacg m the Cave of

{ 8 Flames. The item fres a bolt that fips whatever
Il PEGASUS BOOTS
- .:.;!. :

it bets. mchading platforms, vases and even some
eneses. (n the downsds, canrying around a
waalking stick tends 1o cause peaple Lo refer to
youl a5 - Gramps.”
LOCATION: HYRULE TOWN
Wiith the Pegasus Boots equipped, you con
8 =print all over Hynale. Press the Contral Padin
the direction you want and hold tha item button
tovdash. You' W keep running untd you release the

button Gettirg your kands an the fancy
footwear involves a praty complicated

Thir bow anabliess vou 1o pick alf enemies Trom
afar. You'll findit in a Minsh-sizod cave in Cagtor
B 'Wilds. To receive the Light Armmovws later in the
e, youmust complele o side gaest before

g youdepart for the Choud Tops. See page 83 for

N more information

[] MOLE MITTS

LOCATIOMN: FORTRESS OF WINDS
I'II‘;EMMMg Mits, Iu.:gir'lhulljlgm Forress of

5, give you the ability to &g through sand
ard 5001 dirt. Once you'va procured the mitts,
you canenter the det-filled caves scattorad
throughout Hyrule.

OCARINA OF WIND

il LOCATION: FORTRESS OF WINDS
The Dcarna of Wind may not be as powerful as
i ncertan other ocanna, but it dedinitaly comes in

handy, Play the mestroment to call Zefin. The bird

ﬁ“ wall earmy you 1o any Wind Crest thet you've
B uncovened (ses page 421 Select your destination
H Gt R | " press the A Button to confirm.
[] FLAME LANTERN
P ™) LOCATION: TEMPLE OF DROPLETS
. vy 1 o' afrasd of the dark, the Flams Laniom

be your best friend Press the item button
Lo igrati thi kaemp. Mot only does it iluminate
unlit aresis;, you canuse i1 tobght brazsers and
maedt sl chunks of ice. You'll earn the lantem
i[l;':ul'a”'iemli: of Droplets atter defeating a Giant

‘W] ROC'S CAPE

== LOCATION: TRILBY HIGHLANDS

‘Wou ean st ore thirgs in empity botties for s
later. There are four battles mn the game. You
musst purchasa the ana rom the Busness Sonb
in Wi Cromed 10 advanca, but the others are
optianal Check page 112 for instructions on find-
ing them

LOCATION: PALACE DOF WINDS

The Roc's Cape allows you ta leap over barmers:
and across gaps. Hold the item button bo jump
arthes, You'll 16 Survree thiae veavas of
Whzerabes in the Palace of Winds belore the

N garment will appear. Wear it with the Cane of

o Pacei 1o comphete your decnispil-okd-man look

I The LecenD oF ZELDA: THE Munisn Car [l 5




ONCE YOU HAVE A SOLID GRASP OF THE BASICS,
PERUSE THE FOLLOWING TIPS TO HELP YOU SURVIVE
YOUR JOURNEY.

TAkE HEART

The longer your heart meter is,
the easier life will be. Collect
Pieces of Heart whenever vou can B
to expand the meter as quickly
and as frequently as possible.
Refer to the Pieces of Heart sec-
tion (pages 94-97) often 1o keep
abrease of such OppoTILnites.

Smash every jar, leave no stone unturned (lift with your legs) and
bomb every crack in the mountainside. You never know whar you'll
find, from Rupees to Fairy Fountains, Cutting down every bit of
foliage doesn't do much for Hyrules landscaping, bur it for the
good of the quest,
Finp KiNsHIP

Fusing Kinstones is a fun diver-
siom, and the results are often
quite useful. Keep in mind that
you can fuse Kinstones with some

LiSTEN TO THE PEOPLE

Take the time to char with every-
one you come across. They may
provide you with important chues,

people more than once, while
others won't fuse ar all undl a
later stage of the game. See page

ar more importantly, open side o8 for more informarion.
quests that could net you valuable
rewards, And be sure o revisit
your acquaintances from time o
time—they may have something

different to say later in the game,

You won't be able 1o complete certain tasks or reach some treasures
until you've abiained a particular item. 1F -mm.-rl:hing sgems unat-
tainable, chances are you can come back for it Larer.

10 B Nivrenoo Puaver's Gume Il
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UPGRADE YOUR ARSENAL
You can upgrade several of your [§
weapons and expand the capaciny
of your Bomb Bag and quiver.
Droing so will give you a distinct
Jd'u'.'ll'lrﬂgl' noc i.'.\I'I!:.-' 1I'I hlrl;l‘. ITIII
in solving certain puzzles. Check
pige o3 for instructions on
obtaining the various upgrades.

TRAIN WITH THE AMLASTERS

Your basic attack may be sufficient for slaying Ocroroks, bur if you
expect 0o stand a chance againsy more-powerful foes, you'll need a
wider repertoire of moves. Train with the swordmasters 1o develop
wour skills.

Usg THE ENVIRONMENT

Take ad.\-ant.:.gc of your su'rmund:ng.-:. Link is a lot more .aglh- than
most of the monsters in Hyrule, so use the objects in the environ-
ment to outmaneuver your foes. It a particularly pertinent seraregy
when you're facing multiple tough opponents at once.

HeLr THOSE 1N NEED

Every ance in a while, someane will ask you to ser aside thar whele
“saving the world” thing so you can solve their personal problems.
Such is the burden of a hero. Formunately, the needy civilians will
usually make it worth vour while.

TALK TO THE HaT

If you ger stuck and aren't sure where to go nest, ralk o Ezlo
for advice. You probably won't need his help since you have this
Player’s Guide, but the wise-cracking hat is abways good for some
comic relief,

M TuE Lecenn oF Zewba: Tae Muvisa Car [l 11




How T10 Use THis GUIDE

THE WALK-THROUGH IS8 SEPARATED INTO THE OVERWORLD SECTIONS
THAT LEAD TO THE DUNGEONS. AND THE DUNGEONS THEMSELVES.
THE SAME CONVENTIONS APPLY FOR BOTH SECTIONS.

OVERWORLD
WALK=THROUGH
— ADVENTURE LOG
Tha Adventure Log provides an
a1-a-§m|:lun,nmary of the major
tasks you'll heve To complete on
that leg of your journey.
NUMBERED TIPS ——
Mumered tgs i the walk-through
correlats to the numbers: on the
map, and will halp you get past the
tricky spots
DUHGEDN = — STRATEGIC NOTES
WALK=-THROUGH = Certain bits of strategy—ususlly
= related to an oplional item oe
sulvuast=ana prosentid as map
calliouts rather than rumbered
s
LATER: Later boxes such as this
one indicate that you'll heve (o
come back alter you've acouired
B | Lesm o abill iy,
— ITEM CALLOUTS

[Evary major item and the confents
of each treasure chest are called
out on the map Aeter to the key

F balow
MAP KEY
" BIG KEY PORTALS HEART CONTAINER TIF CALLOUT
b You'll nead the Big Key to - -. Red and blue portals wil Your heart meter expands Numisgrs on maps refier to
unbock the door that luads appaar indungeons when witwen you pick up a Heart thir cormespondng 1ips in
to the dungeon's bass, iU COMpHETE coran tasks Contang the walk-through
MAP CONNECTIONS
. oonGeon P D TN e @l ST @ ML
i The dungecn map shs i el tions between areas on
“La il the rooms anevery - I:Iunum?ng The-(ldrsrzfpn rllaarnn mishe B full Heart the Wiy Lowescase bei-
% loor af the dungson pear after youusn t Wagfdi =y e dienote Winish paths.
- BOSSLOCATION WIND CREST
‘r bl mﬁﬁz‘ﬂiwhﬁ the A the pnd af each dun- You £ trasel mw"ﬂ_
w location of pach Tredure gaon, you'll ercounber a Crosts instanthy iy using
chestin the mngm B s s bar, the Dcarna of YWind

12 W Niwtespo Praver's Gune [l







OUR STORY BEGINS ON THE JOYOUS DAY OF THE PICORI FESTIVAL.
UNFOETUNATELY, THE PEACE AND TRANQUILITY THAT THE PEO-
PLE OF HYRULE HAVE ENJOYED FOR A CENTURY

IS ABOUT TO COME TO AN ABRUPT END.

ADVENTURE LOG

. EscorT ZELDA TO THE Pioonl FESTIVAL

B Riceive THE SHIELD Frowm TELDA
B Deurves THE SsiTe's Sworn To Potao

LATER: Dnce vou have
found the Dcaring of
Wind, you weill e able 10 travml
to &y af 1he Wind Cresis in
: Hyrube—a quick way o get
LINK'S HOME arcund in The warkd

Whn you wake up, Princess Zelda
will sk you to escort ber toHyrule
Towam for the Picon Festival [she'l
lend the ey, Bedore you do, open
the treasure chest in Link's homea to
nid 20 Rupaes to your pocketbook

items and abilities, ho e, vorur Il b o more of

Hyrule, Take note of conspicuous locations — you may want to
revisit them later,

I 1} gg NivrEwpo Praver's GuiDe g
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TRILEY ] E - 3 1 I - . BB Lox Low
HiGHLANDS | Ii " . : . Ranci

SouTH Hyruie Frern
PARTY TIME

can talk to the
its histor

Pl Ovece you hienve thee shield, lead

Princess Zolda to NarthHynde
Fiedil, Ther's nathing s todain
town at this pont, and Master
Smith tasked you weth dalivering
s sword to Hynae Castle.

= o l‘i- a_;‘_l_.- Er]
Talk to the princess and follows her around the festral, IF you speak with her again
at each stop, shi'll eveniuslly make ber way Lo & game in the lower-night comer
and wan & priza of her choice. Ina touching dsplay of ganerosity, she'll pick the
small shiakl and give it 10 our her,

g THE LEGEND OF ZELDA: THE Minisk Car g 15




NORTH HYRULE FIELD

[ cor e

KB Trar's Just Not Nice

TR

1 you follows the road narth, you'll see &

Dekui Scrub spit a net al Princess Zelda

wihen she spgroacho s Standm Troml of her

highness and rese your shield todefieet the

rxct nut biack at the scurnlious cad The

[OOSR RSl il el Chizn e ouil of your path
RancH

Wortn Hyeuie Figun

H sreciaL Deurvery

(Combinue north through :neegardm ani give Magter Smith's sword to Minister
Patha (he's the bespec tacled gentlieman st in front of the casthal. The ces-
- amaory that follows doasn't guile go as expact

16 B Nivrenpo Praver's Guine 1l
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MAP CONNECTIONS
Letbers mdcate cormecions betwesn areas an the map
E @' Lowsercase letters derate Minish paths.

PRST OFFICE

DA. LEFT'S HOLSE

Simor's Simulatons will
wou agains1 a vanaty of
irlam%hm:ﬂﬂ 'm'rli‘
1 1 you
aam & rewnnd should you
emerge wclonous.

MUSIC BOUSE

At the Fguring Gallery, you
can trade the Mysterous
Shadls you've collected jor
figurines modeled after char-
acters, scenes and eneming
i this game

SWIFTELADE S SCHOOL

Swatthlede will teach
younew sword tech-
nigues onoe you've
acuined certan
items

Soe page 531

e page 53 for a
e of the Minish-
=il area batud the
fountain.

CAFE RAFTERS

STRANGER'S
HOUSE

REM'5 SHODE
STORE

DB LEFT'S
HOUSE

SIMON'S.

SINSILATIONS

MLUISIC
HIHESF

CAEPENTER
SHP

FIGLURINE
GALLERY

SWIFTELADES
SCH00L

(1]

STRANGER"S ROUSE

FOST OFFICE

S0UTH HYRUL

SHOP RAFTERS

The hom
available
after yo
Th sho
the arro
| toryonc
| curedth




i;:ﬂll.f l;]ﬂihrﬂﬂﬂ.:{ﬂ.
I mﬁz

the mshama

Hyrulg s nes inac aons on

hivey b0 gt dicwn thern.

MATOR HAGEN 5 HOWSE

BAKERY

TREASURE GAME SHOP

BUY'S BOUSE

GIRL 'S HOUSE

CUCCO SHALK

MALANT HOUSE

SHOP
ITEM
i 0 ARROWS 20
:ﬂgﬁ;"m'g 10 BOMES 30
1 by Thee waallen, 0 MYSTERIDUS SHELLS 200
will ndd BOOMERANG 00
rnls ta his imen-
Ml SHiELD %0
;EM“'- WALLET &l

TREASLIRE GAME SHOP

EAKERY RAFTERS

INN
Thesre: e threee: diffenent rooms available at the inn. Staying inany of

them iall our heslth completely, but you'll gat rame
Kinestones when you choose the more-expensive rooms.
[]

Thea: delicicuss pastries that
yimi can by &0 the bakiry
aften contan Kinstones.
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FAIRY FOUNTAINS MINISH PORTALS

ke fechmiques, Fairy Fountaims wall replenizh your health. You can also capture @ @ Use portals to shink toMinish size or to retum
laries in your empty boltles o normal s
WIND CRESTS

. After you obitain the Ocarina of Wind, you canuse it to travel
instantly toany of the Wind Crests that you've uncovened

e 1hisr




W1
CRENEL'S
BASE

Hriiey &
WEHEANDS

CASTOR
WILDE

MINISH " . - - -
Woons - Fom P, Y

WIND
RUING

CWESTERN
" oon

ses for treasure once you
n the Mole Mitts, The entrances to caves I, F and | aren’t immedi-
ssible, You'll need to find the rigl\l: randam gredn Kinstone

5 Lo freale ]."ill.['l.!"- to them

SWORDMASTERS
w @ Tradn with the swsordmasters to learm new bla

GREAT RAIRY FOUNTAINS
The Great Fairies will upgrada your items i ym
muastions truthiuly,



ELEMENT
DEEPWOOD
SHRINE




ON THE FIRST LEG OF YOUR JOURNEY, YOU'LL MEET A
WISE-CRACKING CAP, LEARN TO SHRINK TO THE

SIZE OF A FLEA AND DIGEST A NUT THAT LETS

YOU SPEAK A FOREIGN LANGUAGE.

ADVENTURE LOG

! RECEIVE THE MAP & SMITH S SWORD
B JourkTy To MINISH Woops

B Rrscur Ezo

uiﬁ THE MINISH VILLAGE

B Fivp i Jasner Nur axp Taik
TO THE VILLAGE ELDER

i EnTeER DEEPWOOD SHRINE

KinGg's QuesT

Howar
VALLEY

Whher you awalken from Viaati's assault, the
iy oo Hyrube vl i yous £ ] o
Deeprwond Shrine inMinsh Waods to reforge

the raian Picon Blade. Beéors you go, you
recene the Smith's Sword and a mapal
Hyrule marked with the shime's locabion

K Derour

Lox Low
Ranen

HynuLe Tows

Exit the castle and head south iwatchout

for tha Octoroks). The entrance to Hynde

Town ks blocked, 5o you'll ave o go sround. - 1
Cut down the stumps blocking your path

and procesed east ta Lon Lon Hanch,

1B B Nooeioo Puaer's Guioe 1l




LON LON RANCH Over THE HILLS AND TO THE WooDS

ﬂ The ranchis closed and the

VEIL FaLLS

rest of the areais pratty
muchinaccessible at this
et S0 continue south

1 until you reach the Eastern
Hills, then hend east
acrogs the bridge to the
Minish Woods.

] Asyouapproach
ogwood Sheinain the

n
muiddle af thi lorast, you'll
B bear acry for help and seo
apar of Dctoroks attack-
Ing sam sart af grien
creature back the wey you
came. Bafore you go to the
Fescue, grab the Piece of
Heart in front of the
shrina.

Make your way back Lo
pant 4 on the map and slay
the Octonoks. Aftarward,
the exceptionally talkaivg
croature will introdiuce
lt'imml:s Ezlpand olfor

0 K U 6 YOUT GRIRST
His lack of legs makas it
difficult for bim to keap
waith v, hosseves, 5o he Il
ride on Link's head

u e
pou lad the wis

I Honxey, I SHrRUNK THE HERO
T ] s Hiead south with your new
BB i
=, VOU T8 arge
stump, Ezln veill eaplain

&tump ard prags the R
Bution to shrink to Minish
sizg,

TETEETTE T T T W T W W TET o rm ot hmr o Tt W Ty Tmr e W W T T T e T Y e Ty e T

B
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MINISH WOODS

LATER: You can

grab the Pecs of
Heart across the
Watar wihen you
first wisit Syrup
|see page 410

EASTERN
Hivis

LakE HyLia

20 W Nivrespo Puawes's Guoe 1l

@ Muxiatuse Journey

Once you've turmed microscopic, walk
through the hollowed-aut log 10 The weast,
then hop on the lily peds and ride them 1o
Miresh Village.

JIBBER JABBER

kgl |

Thir Minish speak a d fierent language, so
meast of them wae't be able to wnderstand
;wimd wica versal The excaption is

e tar, who you'F find n the abbey. He'll tell
wou to book for & Jabber Nut, which wall
allm;wtnmmmmehiridﬂmgm
You'll find such anut in tha barmed house, 85
marked on the map. Also b sure 10 Snag e
Fiiaca of Heart sast of the abbey

If wou talk to the village elder, hed mark
your map with the locations of the four ele-
mints you need to reforge the Picon Blada.
Return to the sbbey atterward and talk 10
Festari to gain ertry to Deegweod Shine




ELEMENT

DEEPWOOD
SHRINE




ON THE FIRST LEG OF YOUR JOURNEY, YOU 'LL MEET A
WISE-CRACKING CAP, LEARN TO SHRINK TO THE

SIZE OF A FLEA AND DIGEST A NUT THAT LETS

YOU SPEAK A FOREIGN LANGUAGE.

ADVENTURE LOG

B Ricerve THE Mar & SwmiTH's SworD
B Jourmey To MinisE Woons
B Rescue Ezvo

B VisiT THE MINIFE VILLAGE

B Finp THE Jamser MUt axnp Talk
TO THE ViLLAGE ELDER

B Ewxter DEcrwooD SHRINE

EinG's QuEsT

Withery i indeirken Trom Visadi's assault, the
king of Hyrule wall aek you to travel to
Despreenad Shrire in Mirish Wiods to reforge
the braken Pecon Blade. Bebore youga, you’
recefve the Smith's Sword and a map u[)""
Hyrula marked with the shrine’s location.

.I; — i pre—
Exit tha castle and head southiwalchout
for I!Ilq Octoraksl. Tho entrancn o HyTdn
Town is blocked, so you'll have to go sround. - .

Cut down the stumpes blocking your path
i prodied éist 1o Lon Lon Hanch

Hyrure Tows

1B B Nmvesoo Puwer's Guioe 1l




' (" Tiik ERTH ELEMENT
4
; LON LON RANCH OvER THE HILLS AND TO THE WoODS
. L T B The m it cinsed and the
r v ] rest of the area is pratty
: ABEIN - much neeccessible at this
y N pant, socontinue south
. NoETH g g untd you reach the Eastern
r HyrLL Hills, then head mast
Fiein across the bridge to the
] Minish Wonds,
»
]
| As you approach
4 j| Disapwosnd Shrirse in thi
. | middeof the forest, II
] hsar 3 e
! apainfﬁctmuks ma:k
r g sama sarf of green
] iresture hack the way vou
o cama. Beh'e;:urg:m the
» LATER O Hoert i rontof the
i = shiine.
1 Talon's
house, |ses
¥ poge 41 you Makg your weay back to
- i resah 1he: paint 4 cn thi map ard sliry
. Goronhere the Dctoroks. Aftersand,
[ v thawhirk the exceptiorally talkative
b winds to creature will ntroducs
fuse the fimsalf as Ezlo and of fer
Kinst . B N WOLR 0N Yo qUest.
.j u.:'lui'ill;lulﬁb Hiz lack of lags makies it
] difficult fior hém 1o keepup
» wath you, hawever, so he'll
i riches o Link's bad.
»
r
k
»
’
r
b . .
. | i} |.‘1.|.|:|:| !-.rr e ]"'J.l'i. cOmeaIc v
» his comments,
y M INISH
- Woops
k
. ,
! SouUTH you reach tha kage trae
* siump, Exlo wil explain
1 thatit’s a portal to the
] waei- Liny Minish laka
1 Picor] willage. Stand on the
] siump and press the A
L Buttan ta shrink to Minish
v BiZE,
v

M THE Lecenn of Zewa: Tae Mowsa Car Il 19




MINISH WOODS

LATER: You can
ab the Fiece of
part across the

watir when you

first wisit Syrup

|52 page 411

FESTARI'S
ABBEY

20 W Nwrenpo Praver's Guine 1l

+w I you talk to the village elder, ha'll mark.

@ Miviature Journey

Once you've e micrassag:, walk
through the hollowed-out log 1o the west,
ther hop on the hly pads and rida tham to
Mirish Village.

ek [P

Tha Minish spesk 5 different language, so
st ol thiem won't be able to urderstand
;mik'_lﬂ wich versal. The exception is
estar, wiho you'l find in the ablesy. He tell
you to boak for & Jabbar Mut, wiich will
al o to comprehend the Minesh tongua
ou'll find such amut in the barrel houss, as
marked on the map. Also be sure 1o snag the
Posce of Heart nast af tha abbay.

wour map with the locations al the Sour -
mants you nead to refonge the Ficor Blade

Return ta the ahbey ofterward and talk to
Fastan 1o gan entry 1o Despwood Shrine




DEEPWOOD SHRINE

I ‘ A5 YOU DELVE INTO DEEPWOOD SHRINE, WATCH OUT FOR
FALLING SLUGS. CREATURES THAT WOULD TYPICALLY POSE
LITTLE THREEAT PROVE DANGEROUS FOR A HERO OF SUCH
DIMINUTIVE STATURE.

[= Use the Gust Jar to vecaum the yellow reweal three floor panets. Two of them will materialize chas ring 1

Miystarious Shells sach, and the: thind will w10 tha Piece of Hoart, The comespanding portal is at th bagnnng of the dungaon

Bl

@ |BarreL oF Fun

Clmb the tar-right stairs and siep oa the panel, then wallk

| [ — g ox z 0 through the barrel to reach the othar side of the room
(9 | LiGHT THE Way T #  [Push the statue omto one of the panels there and stand on

When yow enter the W = T . the other ane your
l-'_q'-:' | shrine, push the stal- - i e ¥ sall. You can thes
we out of the way and . TR e ratale the imrr_r:l by
proceed thiough e - i o e |U||||||I!|1 Ill.h:q:_ll- EI"-I
maddie daor. In the - ;u u-"| |_1~|._| e 17 a
ekt reom, stap onall " Al ; Im‘. I.:-~I.|I|I|I||u1.r: I[“lh-
| Tour pamels to light 1he - - Lz omwer-ledt part of the
o | torches asd rovesl a o room, then baad
i | treaswre chest i 3 3 through the west exit

oM et

Pudi the lever m the - - e T Piill 1he mmshroom all
wpper reght-hand cor - . the way back to fling
mer (o extand a bridgs E - yourself scross bhoth
to the meshroom. Grah S e B ¥ s BE pusddlas. Grab the
onte the musheeom and . dungaon mag, then
pull it 1o the right. then g "~ s rivtwm 14 e mush
release the Control 1 o O ri. | roam and pull it back

Pad {but foeep holding ] e o] oaly baltway toland
R1to send Limk Hlying SRR SRER 85T | mext to the door,

- s b
EIPG. 22 | Mauwisi Woons [ PG 22

B Tee Lecenp oF Zerpa: Tee Muise Car [l 21




15| |THE GusT Jar ]

Head to the room at point 15 on the map. (¥ou can ge dovers tairs and grab the

compass along thke way—push the right-heed block in front of it narth and the
Inft-hand block westl. To defeat
the Madderpillar, sirike its nose
then go e tewem on the beart thar
appears al the and of i1s: tail
Repaat the process wisen your foe
rirverEs toits mormal color You'l
oveniually slay the insect and win
the Gust Jar, Use your new item 1o
sut k vy the web that Bochks
the sowlh deor, then bead dowm
and nah the Piece o Heart

[16] [GusT-PowERED VEssiL

Retuita to the karrel and vacuum ihe web thats covering the bola in the med
die 50 you cas drop throwgh to level B2 Pull the lily pad to you with the Gus1
Jar, then stand on the pad and use the jar to propel yoursel! down the stream.

|1_?_| [Liry BriDGE |

Head east on your makeshifi haat and pesh one of the vases omla the lleor
panel at point 17 to lowner the harricade, Preceed upstream and dack your lily
pad mext to the torehes in the lollowing area. Push one of the vases onle the
lisar pamel nearby, then walk across the kily pad 1o the treasure chest

[18] [Suck MusrROOM

i A% i - Hop back on the lily pad and use

-&; your newly acquired key to enter
ke room at point 18, Pull hack the
firs i mmighroom there 1o fling
yoursell 1o the narthwesi carner.
heen use the Gest Jar 1o pull sub
sefueal mushrooms within reach
and make your way o the Big Key.
Alterweand, stop on the flosr
paanal 10 sctivate the red portal,
and wanp back Lo level B1.

With the Gust Jar, you can clear
away the cobveebs blocking the
stamrvwiays &t pownis B and C. The
lett stairs will take you to &
iraadure chest that comtains 20
Rupees, The right staars bead to
the demgeon boss, Use your Gust
Jar on the mushroom 1o (Emy

| yoursalf west then norih

Push the vase oato the {loor panal,
tBen walk across the bridge and pull
ther siatwes onda the pamels in the nexi X

reom while you're &land mf hetwesn

them You'H Find a Small Key in the Hns s: GIANT CHUCHU
ireasure chest that appears, Maks

your way hack to ile barrel and rotate Ies m

it umil you can reach the uppar-right Use your Gust Jar 1o suck up [555 f q A
part o the ream, then use your nawly the goo ar the Giant i -

= - i acquired key to unleck the eazt door. ChuChu’s base. When the i I

e
W

r"\

s
boss jumps, roll ou k-
@ |Kev BATTLE ] I1-. = i i
wny then resuUIme Sechuon.
Pull the first masshroom back enly as far as the tread marks indicate 10 touch Eventually the ereature will
down on the narmow strip ol land i the middle of the room. Step an the panel e b bl o £
thare 1o sxtand a bridge. then use the other mushroom to reach the soulh B enger be aide bo support e
easl axil bn the noxt reom, pall the right -hand s1ate past the floor panel, | its oversized head - afrer tee-
then walk arcund and push the other statee ontoe the panel. Proceed through
the north deor snd ciet dovwn all theee foes o earn anather Small Hey

- |_i?'

tering back and forgh, the ChoChu’s coanium will hir the grownd
{ gray cleas vo aveid getting crushed ), Thar s wour cue to start slic-
ing. I you run low on health, you can smash the vases for heargs
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ONE ELEMENT DOWN, THREE TO GO. ON YOUR WAY TO THE CAVE
OF FLAMES, YOU'LL DO A LITTLE SHOPPING.,

LEARN HOW TO FUSE KINSTONES AND TACKLE

HYRULE'S TALLEST SUMMIT.

ADVENTURE LOG

B Taik witi THE MinisH ELDER
B Becerve THE Boms Bac
B Rerumn to Hyeuvie Tows

B Leizx How To Fuse
KINsTOMES

B Louex TeEe SFiv Arrack
B Ostamn an Evrry BoTTLE
! CLimB MOUNT CRENEL

B vis Meiagn's MinNes

. EnTER THE CAVE oF FLAMES

MINISH WOODSs

LAKE HyLia

UrpaTE THE ELDER

Retum 1o Minish illage and speak with the
alder. Atter showerig you wath compli-
mants, ha'll advise rouw 1o Maunt
Crensl, vwhene you'll find a Minsh namesd
Ielari wita shoidd be able 1o repar tha
Picon Blada. Al the end of the comuersa-
inean, b elchiar vall raveal 3 shortout
through the forest.

EB Generous InventoR

DEEFwOOD
SHIRE

Bedore yeu grow back to narmal size, stop
inside the mushroom to thenorthal the
Trag sRump. A Minish imertor wall give you

., 8 Bormb Bag with 10 bombes init. The explo
sives will come in heedy o your way to
Mount Crensl

ALINISH
. VILLAGE

74 B Niwrenpo Praver's Guioe [l




EASTERN HILLS

Low Low RancH

Toclear the rocks from

yiuif path ot pont 1, seta
Ibomb i front of them

1 Y Dnce the smoke has
cluared, procead to the
Eastern Hils.
|
MIHISH
Waoons
] Useabomb toblow e
e g i thecr SOCTION O
L fesadoghanl e the rock face Inside the
nei:a’uﬁen?..g v, you'll fied a pair of
Peshats froma mhi;ﬂﬂgw&ﬂs:
B, sl distance using o o5 20 Mysternious
3 MYSTERIDUS S : your Gust Jas
SHELLS x20
1
y
MiNISH

L iy YWoons

ILATER: Tha: Mirish insiclis
this mrashwroom wall tell yo
o come hack when you
haver a Kinstane piece,

T

Upan your return to South Hyrue Field, you can blast open the cave at pont 4 to
discover a Fary Fountam, B wou prefer toreplanish your heal th the old-fashioned
WY, you Can also take anap at Link’s home. Mext stop, Hyrula Town

@l SOUTH HYRULE FIELD
1 WESTERN

L Woons

: FAIRY

FOUNTAN

'IHFR'WI-un you
it 1 Flipgers,
shrink yourself an the
Molinish portal bedowe and
S (o This Tiny cinag
for aPiece of Heart.

LINK'S HOME

LATER: Comsg back to

B e S e

the wklmgwm
P e Bty LLATER: When you fuse your first
e e o v Kinstore, the hrambie on this tree
?ﬁglllrmﬂe J will dsappear, all ymu ta snag tha

i mveswllfallatf, | B e Piece of Hagrt inside. Ses tip 5 on page 16,

revealng a Minsh
[ paortal

B TrEe LecenD oF ZELDA: TrE Minisu Car Il 25
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HYRULE TOWN

LIBRARY NoeTH HyrULE FiELD

Los Low
Raxch

BAKERY
ITEM COST
BRIDCHE 20
CROISSANT 0
SLICE OF PIE a0
SLICE OF CAKE &0

LATER: Thara ara quite a few
FEEEE W Love thal o wiar
e alile Lo wisit yet, including

i inn and thix library

LATER: You wor't be able to
omler This houss via The

front door wn bl vou coliect
mary figuring

CAFE

10 BOMES &
A0 MYSTERIOUS SHELLS 200
SHIELD 40
WALLET o
BOOMERANG

E Tie Huroy-GurDy MAN

moamnEnit o
the hom ]

s 5000 a5 you erber Lown, the Hurdy-Gurdy Man wall give you a Kingtane Bag
and explain he process of fusing Kinstones, Press L aftanward to fuse the
Kinstone piece that he gives you An ieon wall appear an your mag ta indicata
wihere the fusion's affects took place. in this case, it's the tree near Link's housa

KINSTONES

. Mote that scee |
posacble for only ali
tima, See tha K
tion on pagn 98 for m
mlarmation.

It yaul stap by the house to the lafr'df the brdge and ask Swilthlada to traim vou,
the master swantisman wil teach you the spin attack. Alterwerd, demonstrale

the techmigue in front od hem to receive a Tiger Scroll that explains the atteck
(st in case you forgetl

26 W MNixresvo Praver's Guine Il




W g -
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b i il i

Ll .

Tharwalliet bor saliat thi shop
allows you 1o carry 300 Rupses a1 8
tirme. ' a good idea to by it now
il =9 you con start smang for somae of
H the mare expensive iems (such as
the 300HRupee boomerang that will
g0 o sale the pext tma you enter
thie shapl. If you ve still gat manay
Iurming B hole in your pocket, wivy
not stopby the bakery? b5 pas-
s of Ton cantan Kmnstons peoes

Thir ideior by weaiman miling about 1hi [oven Spsre Comments that one of the
stalls g kind of derty: I you suck up the grime with your Gust Jor, enather paddiar
wall pvarrtunlly 581 up shop these (and the old hag will have to find somathing new
o complain ahout]

'H
HyruLe FlELD

WisTeen Woon

B} Cricken Run

You can maka soma quick cash by lending a hand 1o the girl at point 5. She'll ask
wous tocatchia number of Cuccos and throw them back in the pen within a certain
amount of tme I you're succezsful, she'll t{m you a rwserd and 10 Rupoes loe

each Cucco (50 for agolden Cuccod. You can help her as mary times as you want,
though it gets more il licul] each Nime, Evertually she™ give you s Piece of Heart

] Tue Ricar Sturr

] L o

o) (L
‘tos haven o tromenl through the Trilby Highlands to get 1o Mount Crensd, but the

uard weon 't |&1 you pass unless you show ham your spin attsck. He interprots the
H-en‘:mstraliunﬁmm that you hawe what it takes to battle the monsters in the

area bor at least make yoursel! diz oy enough Lo rumib tha pain whan they bludg-
o youl. Make e you have at beast 50 Rupoes bobane you ke [owm,

i il i i e

I wou take & little detour and haad southin the , you'l find a ladder that

Ioads 10 an undirground cave. Blow a holain the east wall, then use your shield 1o

dafloct anut hack at the Business Scrubin the adacent caver. Despita th tact

that you nearly knoched him out with his own projectile, the scrub will demon-

snl-lrulch's urnwavaring entneprenourial spirit by sedling you an empty botte for 20
LR

LATER: Retuin 1o ths tunnel
fo push the middle block onee
ol lesaem Lo spliL your chr-
BCLr i Lwo (S8 page 36},

B TuE LeceEwD of ZELDa: THE Mukise Car Il '!?




You can buy 10 bombs for 30 ‘VWhile you're Minish size, The Business Serub beyond

Fupees fram the Business Wous Cin s Through this cracked wall tefls you

Scrubinside this cave. thase trry holas 1o Snag a et the scrubin the Tnibsy
ciouphe of Kingtones. Hghlands possesses ause-

ful itesm, bt you alneady
knaw that. Save your bomba

K] Water THE PLANTS
o} FIERE TR 4]

Stand near thieedge of the river and Fill your botthe with water. As much funas it
gt e Do paclcige the water and s2l it to yuppezs, you'll meed to pour it on the
neartry sprowt mstead Once the plant grows, you can use it 1o seale the chifl

EE] Hiooew Serine 3 1 Hesrr Bomss

If_ :mﬂmn-ht:”hq-h’ Wt
of the mountan, you'll coma to
what seems |ike 8 dead end. You can
st bomb botween the trees,
1o revied 8 cave thal oo
tains & Piece of Heart, 50 Rupees
anil a Kirs1on ¢ piece. Bomb the pur-
pleblocks Toreach the treasure,

Igaarie thi warning sign and place a bamb betwean the pasts at point I3 Stap
insids II'lI'_- “;IMI"?;;[I:[ for thi ChiChiis), ehmb thi: Laddas, and Bl 1
ok b the right of & rige gray stone. Hiop on the sione and shrink yourseld,
thien Tidl o ths geath theat 1he rock was chstructing. When you reach the end, fill m WATER INTO VINE
your bottle with the green M. Crenel Mingral Water

RIDE THE WIND
; u Rivver 1 tonarmal sioe and use o

A AR, == = =
o Eal "m‘ § bomb to clear the
; g (rarked B
& "33': ¢ -:r-1herrtu|J.P'r0-mm§'m the
e RS v antd you esnange on the adja-
cenl eliff, thén jump mside the

whirlwind 10 inflate Exla. Float to

mﬂmumm ,;mjf xﬁ.ﬂ!?rt' Climb back doven Lo ML Crenels Base and use your Gust Jar to uncowver thie lange

ay stor at point 16 Shrink yoursell and pick up the seeding to the north, then
throw it in the hae neact to the chff face. Get bsg again, and cimb the beanstalk
that grows from the seediing once you've poured the Mineral Water on it

.
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b el

M i e

- e

TREgT TTasTYTYT "1 W T

b

b e i il R

LATER: Returm hare al Ter you
obiain the Mobs Mitts and dig
through this cove for a Piece
of Heart

Cave oF

Frames =

s

MELARI'S
MINES

MOUNT CRENEL

MT. CRENEL'S Basg _

[t ]

R a1, erass th rarrow bridge she blow a bolein the mountain at point 0. In
the eecond room af the cave beyand, use s bomb to festngy the cracked hlock on
the mghtt, then push the ather blocks out of your way

o LATER: This cave is
i i i Sl ey
named Graybloda, as well asa
Piecr of Heart and 100 Rupsss
To opeery Ehe door, you'll have:
o come back afier you've
bean to the Elemental
Sancluary {sie page 36

GRIF RING

KINSTOME

B Tue Lecrwn or Zeipa: Tae Moass Car [l 79




[ Ger A Grip

P -t
- e B B

[ o

Make your way to the cave at point 18 Deflect a nut back at the Busness Scrub
nsida, then purchase tha Grp Ring from him fior 40 Rupees. The megcal bend
enatibes you bo scabe chiffs s the one pcturedin the nght screenshot sbeve.

m DisoBeEDIENCE + HONESTY = REWARD

Chimb hack down and retrieve the Pieca of Heart from the Fairy Fountain on the
watl e al the mountan{set a bomb betwean tha | rocks ta ertar). Ta
reach the Grast Fairy Fauntam oveihead, scale the o f lwatch ot for fallng
rocks) and blowe a hole n the wall at pont 11F you deobey ihe sign and toss &
ot s the fourtam, the Great Fairy will ask you a question. Answer Lmtn.lulll,
["Meither") v receive a begger Bamb Bag,

H] Roviunc Stones

THaET

Continue your ascent anduse the mushroom ot the moentain’s pest 1a fling your-
el scross Chie gap. Shrink dosn to squeaze through the narmow path to the
aouth, Ther el bay and roll thie $1anes nto the holes between vou and the kadder,

Eil Brock Parry

Toget past the maze of r.l.rr.i_: blecks, pagh them as illusiratedin 1he screen-
shots above. Mot every 5tap in the | DCESS S shmam, burt the tread marks ind-
catn webich of The other block s you'll need to move.

30 W Nmrenpo Praver's Guine Il

EE Ciearep For LAnDING

, = 5

Y harve: tw options for gatting
past the crevios a1 pn'mg I you
want to use the mushroom on the
neat sidn, you must first smploy
your Gust.Jar to chesr away the
vases on the opposite side,
Alternatively, you can smash tha
pots on your Sk and use the Gust
Jar to grah the mushroom an the
opposiie side.

Toaxtend the bridge acrosa the rest ol the gap, you have to dropa bombin fromt
of you, then pick it up and throw it at the switch on the fer side.

F] Keer on RoiriNe

i [ S R T

Fiall the round stone into the halein front of the statue 6 you mess up, you can
|sawa the room and come back 1o retum the stone (oits onginal position), then
push the status out of yor way.

BLockep OFF

Tareach the treasare chast fwhich
contars 8 Kinstone), push the
blocks as illustrated by the tresd
marks i the Soreenshat. It's a lot
simpler than the number ol blocks
might lead you tobelieve.

Wt you ng@amarg i on Thi mountainsido via the exit marked L on the mep, use

the large oray stone ta shank yoursel! 1o Minish sioe, then follow the tiny path to
Melar’s Manes. i you tolk to Melan, the master metalsmith wil get 1o work on
your bralen Ficor Blade and ghve you permission toenter the Cave of Flamss.




CAVE OF FLAMES

AS YOU MAY HAVE GUESSED, THE CAVE OF FLAMES IS VERY, VERY
HOT, A FACT THAT EZLO BEMOANS AT EVERY OPPORTUNITY. THE
SWELTERING HEAT WOULDN'T BE S0 BAD IF IT WEREN'T ACCOM-
PANIED BY FLAMES. AND LAVA, AND A FIRE-BREATHING M ONSTER.

MovsT CRENEL

= p g
m— -}

e = o | KINSTONE
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KINSTONE

I you mud ga & Bob-omb with yowr
shaald, il willl careen around the
manm until it eseatually explodes
H it comes in comtact with your
shield a second time, the walking
explosive will step and detonate
mmedintely, T bdast a hole in the
morth wall, stop one of the Bob
ombs in lreat ol it, or jusl use s
good ald-fashisned insentiant
bomk

When the Spiked Beetles spin toward you, raise your shield to knock them
onto their backs, thes strike their sol1 underhellies with yoor sword. Once
you detent bath of them, the deor will opan and & treasure ehest will sppear

327 B Nwrenpo Praver's Guine Il

KINSTONE

Make: your way o the mine cart a1 paint 3, bt waich aut for the masked
Helmasaurs that charge when you enter the reom. Deal with ke baddses as
you see lil, then hap on the cart for a wild ride

El |MINI-MINIH

- - . B Head wast aad blow a hobe m the wall
whan you come to what seems like &
dead end. Defeat all of the Helmasaurs
in the folbowang room 1o reveal 8
Minish portal. Use the portal 1o shrink
yourself, then walk through the timy
openng 1o your fight and caretully
make your way 1o he room ai pont 5

[

Jusmp dost 1o the Mloor from the gap in the stanes on the left side of the
rogam, thes get hl!'l amd grab the dungeon map. As you procead 1o 1 wast
eait, use the Gust Jar to remowe the vases irm your path before you try to
run acrags the erumblmg platfarms next to them




'#' CAVE OF FLAMES

| [Fuip IT Goop

= ———

Rida thé moving platform acoess the lava I you hit tha bups om the olher Flig ower the mine cart at point 8 and take it for o ride. You'll siop on the oiher
side, they'W redl into halls that you cam wse to fill the hobes in front of the side ol the barrier in tbe room where you bound the Cane of Pacci. Pull the
tresure chest and the kadder. Jumpinto the whirlwind from the north ledge. treasure chest indo the hole 50 you o rah the small key inside, then hop
Then Tloat 1o ke noriheas] shens, push the purple bleck sal of the way and besck in the cart, bead narth and unlock the doar markad O sn the map

[12] [Biceie SmarL

drag the treaswre chest mto the hale 5o you can procune the Small Key

[ 7 ][O~ THE RiGHT TRACK

‘Wil a Small Ky in your posseassion, ride tha mine cart back 1o peent 3 and
wmlock the doar m 1he noriberest cormer of the reom. Walk across the small
bangth ol rack oa the ather side of the doer, then Flip the bever and hop back
m 1ive CAr.

E | HARD=-TO-REACH HEART PIECE

Gt small wia the Minish portal, then walk past the green Traps and krough
il tiny hole in the wall. Use the Minish portal in the next room 1o grow up,
ihen siand m the alooves to avoid the Traps a5 pou wind back through the
maze of purple Blocks. Turm ower the ming cart, rade it back to the préveous
ranm and hit the lever 1o swilch the tracks

[13] [Hovev Bucs

You'll {all in & hode as you enter the room at point 8—don's jump owt wtil the E?W‘, T I you hop back in the mine cart

=piked Traps start to move back toward the comers, Follow the tracks alter you switch the tracks, it
ncrods (e lava and bbow & hole in the cracked section af the sowth wall to will drog you all at poant 13

gt your hands e ihe Piece of Heart in ibe aljacent roam Attack the bugs and use them to
: - fill all Four hobes in front of the

| 7 : |y, them pall the lewer mto the

L 9 1 |C.-\N[ or Paccl aiteer hiole and hit it to lower the
x Y When you jump denwm to point 9. & F——
Large group of metalbe ChuChus
wiilll surround yow Strike ihem
wihen they lunge af you, or
Stun them with Bambs.
Owce you vanguesh all of
them, e froasore chest
ikat holds the Cane of

Pacei will appear.

Usa the Cane of Pacci to flip over the
spiked platform, then fire your mevw item
a1 the hole and jumg o to props| yoursed]
onin the adjacent ledge. Step on the fleor
panel up there to apes the door and acti
vate the Blie portal.
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E [NexT oF Kin

Drap from the morth amsd af the

i

e chast balow To rasch the other

chast, use the Cane of Pacci on
the northmost haole. Both chests
ComLain & Kingtons.

ledge to land mext fo the troasem

15| [SEED

[ewemr I

Extinguish the {lames a1 paint 15 with your swaord, then use the Came of Pacci

to Mip the spiked platlorm as it passes by I you wish 1o activate the red por
tal, step on said platform as i1's meving north. get off en the narmew strp of
land to 1he right and stand on the floor panel

@ Lava WaLking 101

L s
3 in the previows 1ip as it s moving
auth, then flip each subsequent

Wiy, you can step anto the pext
platiorm balore 1hs ane beneath
Wou crumbles

Ride the platform that you {lipped

platiorm batore you reach it. That

KING

When you reach the stop of land
@asl ol the beg blug tredsure
chest, wee the Gust Jar 1o clear
away the vases o your right
biadara you Mip and nde thi Hixl
platform. The: platforma in the fol
lowing series move o altermating
directions. The tening is a bit

platiorms while you're standing
one platborm away from them

Get behind the fire-spewing Gleerok and aim the Cane of
Paced at his shell to stun the creature and expose his weak
point. You'll have a limited window of epportunicy to deal
damage, so quickly run across his neck and start hacking
When the boss begins to stir, rerreat 1o solid ground before he
knocks you into the lava. Once you've wounded the Gleerok

trichy —you have 1o Hip the spiled

@] |KinsTONE DETOUR

When you fmally escope the big lave chamber, climb the ladder and drop imto
the: hale to your right. If you'd like to pick up ancther Kinstene, head past
dowin the kall and navigate the mowimg Traps by changing “Lanes” &s tha
spilosd comtraplions coma 1oward yoii

E |UF AND AROUND

T

Enrgize 1@ norh hale with the Cane of Pacci and leap back oato the middie
ledge. Dvap to your laft and uso The came on the hola an poant 18 50 you can
prope] yomrsel into the whirleond, thes band on the north ledge. Follew it

aasl, hap info anather whishwind and {loat onto the ledge 1o the south ihat
2ads back 1o the lava chamier

E_ﬂ“ LeT THE WiND CARRY YoU

Ride a paar of whirlwinds 1o the soetheast corner of the lava chamber to find
100 Rupeas. Hop back imto the second whirlwind and alight on the patch of
land at point 20. Put out the llames, then use your cane on the hale and loap
onto the large platform. Navigate another series of whirlwinds 1o reach the
other large platform, where you'll find the Big Key. [Along the way, you can
take & shorl detour 1o the souibwest cormer of 1he chamber for o Kinstonel

|THE HEART OF THE MOUNTAIN

.,‘y.-."-l-‘l- . Hrim] M wou desp to tha north af the Big

J A {_,"":' | Kary platform, you can flip the
spiked platform 1o your left snd
I&t it &airy you 1o e boss door,
Smash the |ars in the nexi room il
you need to replenish your health,
ihen fall dowen the eminows-look
ing chasm

The Gleerok's fire breath will cover mone grousd &s the battle rages on
Extinguish the {lamas if you're running out of room to mansaver or it you're
ahout 16 Kick the bestket=tame al the fres will yield hearts

significantly, he'll dive and the pool of lava will swell to the
edges of the room. Stay along the walls and warch our for

alling rocks. Repear the process until you've slain the beast.
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FORTRESS
oFWINDS




THERE'S QUITE A BIT TO DO IN AND AROUND HYRULE TOWN
BEFORE YOU SET OFF FOR THE FORTRESS
OF WINDS. MEANWHILE. VAATI WILL SET
HIS OWN MACHINATIONS IN MOTION.

ADVENTURE LOG

!_lnuw: THE WHITE SWoRD

I Evrter TiE ELEMENTAL SANCTUARY

B Traver 7o CasToR WiLns

B Owraiw THE Proasus Boors

Il Enter THE FORTRESS OF WINDS

HYRULE CASTLE

Befiore vou chmb down irom the mountain,
ramambar to check nwithiMelan, He'll gree
oo the White Sword (formarly known as
the Picori Blade] and tell you about the
Elemental S anctuary hiddenmHyrule Castle

36 B Niwrewpo Praves's Gume Il

Head ta the san: Tury wis the basement,
o drop the White Sword in the pedestal
toinfuse the blade with the powears of the
Earth and Fire Elements. You can then ore-

* Bie B doppeiganger by changng your sword
anil wialking across bwo of tha glowing
HNoor panals, T sl the sanctuany, youll
hawes ta part your nis STy 1o the Test by
standing on both switchas simultaneoushy
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[~ Ttk WiND ELEMENT

HyRULE CasTLE

Roval
WVALLEY

acquair-
Tanoe will pay you a visit, block of T the area
and summaon a pair of ine. After
defeat them, Ezlo wall tell you a bit about
b past.

Toectend the naartyy bridge, you have Hynure Tows
tio anibiar Marth Hyrule Faid from the
Thillny Highlands and hit the bever hare. |

PIECES OF HEART

LON LON RANCH

WVEIL FaLLs

KINSTONE

HyruULE
Town

50 RUPEES

Summon your
" with thasa floor 5 topash
the block out of your way,

Towen S

EAsTERN HILLS
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VEIL FALLS EASTERN HILLS

Crowp Tors

LATER: Wau'll
resed A gokd
Einstone o
opsin 1t path [
ithe Cloud Tops

i LATER: You can
' swim 1o ths
Fiece of Heart when
wou get the fippers

Loy Lod RANCH

[} 1xro THE Woobs

Head through Lon Lon famch 1o the Eastem
Hills and emergize the hole at point 3 with
the Cane of Pacc, If you then lsapup onto
the ledge, vou can enter the Minish Woods
from the northees:

1.

EasTERN
Hries

DEEPWDOD
SHRINE

A Great Fairy Fountain bes beneath the m .
free st point 4, If you agroe to throw all of
mrmrel,.'mr-me fewritan, the beggar ., R

fairy will reward your generasity with
alugﬁ wallet that al u-wsw.llnnmsm
Aupess. fnd you

worll el have Logive:
. feésr your money.

3B M Nivrewoo Poaves's Guine [l
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(" TuE WinD ELEMENT _

HYRULE TOWN

LIGHT ARROWS

TriLAY
HicHLAxNDs

100 RUPEES

SHOP

FIGURINE
GALLERY

SUPER SMASHER

I{-pwlh-::hl Sl fibladi with your ness sveord, he'll teach you the Rock Braaker
technique, which allows you to mshpu!sa'ldmmcks with your hlade. 1t's
liftirg the ohjects one y

nat ternbly exciting, but it's alot mone corveriont than
one ard throwing them,

A Mimsu's Bl-:',rr FRIEND

Lbse thee Care of Pacei to tem the inside the ca b upsidie Thizn B on
topaf the jar and shink ﬁnmmamﬁmnltwm Mﬁﬂﬁlﬂtﬂlﬂ
v the dog at point B, he'll move out of The way.

] FicuriNg GALLERY
Ty : faia] %.?
B
L

This voung weisan Lines 1o hér t0ecos
s W Rowm,

The tres in the soutbwest coener of town housss g ‘o can trade
Thie My tesriows Shells you've collected for a chance ttr'rmiﬁwt-ﬁ-mut
shells you spand, the meore Rely youare towina figure youdon't slready have

1 from a Man

wellings inside ma

h the tiny op
out for the pul
il the lar-lelt bole youw'll fin
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TRILBY HIGHLANDS EJ Dousie Your Errorrs

RovalL VALLEY

VWhan you're fisished in byruls Tovwn, haad to tha Trilby Highlands and climb
the |addar at pomi 8. Use the glowing (boor pareds to multiply yourssdf, then push

the large Block cut al the way and the ladder besond 1o emerge on the
oither slida of the highlands. i

MLT.
CRENELS

You'll finda
Kinstone [and
lats of bats)
babhind this

LATER: Help
Parcy gat
D al e
you find the
Flame
Lantern
[see page 9. WesTrRN WooD

e

e nc
Muobiin archars and blue Oztoroks.
Exjuig your shild to protect your-
self frcm projectides, and w
maka your way o Castor

Try towalk through the muck in
f Castor Wilds, then raturn to Hyrule
R e
Bm, :
aff Iﬂhmd:?prulhmtsmme

It 1he hole

for speedier fhoor. Shrink yourself via the nearty
access back jar, chmb up the shoemaker s work-
mme anid talk to the Minish.

LATER: On:i you hinee the Pegasus Boots, knock X
the leaves off the tree to reveal o Minsh portal,
ollewing acoess to the nearky mushroom.
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‘WHo NEEDS A LOCKSMITH?

E-umLmLmHardmﬂspaﬂemmngmhhhchdhmdfmﬂMﬂm
pirt of the howse. Shrink yourself via the tres stumpin the backyard and enter the
housse thnoagh the Minish doorway: Inside, mcmmwﬂwwwmmu
then smash the pats in the upper-right correr and take the spare key to

IT DOES THE BODY GOOD

shal toll you that her mastor bas boen neglecting
recently, Return to Hyrule Town and push e cabing in the calé bl Lse thi
jar tosheink yoursell, then climt the minature ladder next to the catinet and
mmﬂnumyhﬁeiﬁdlﬁ mn“rlm-dwﬂhgrdwdtmsﬂm
plank outside to the fam Godownstars and get g, When you try to pck up
thir borttle bokund the counter, the shop owser wil let you take it if you promise to
fieseed s oy, Emipy thee dog denﬂmhulﬂamuﬁilhﬁm

EE] Rioe THE WinD

mmuh{ﬂn &mwmrmmwunmmﬂmmu
ta the

= the hole &t pent 13 nerth of Talor's house, then kaap onta the ledige and
!I': whirlwands along the path #usstrated by the dottad lina an the map on

PUNGENT FUNGUS

YWhen you touch dowm at pont 4,
head sast to Lake Hyla, then south
1o 1he Mirish Woods. Go to Syrup's
hut and bury 8 Wake-Up Mushroom
fiar B0 Rupaes. Buors you laaw The
wanils, hesid 10 thie southssmst fior
anather Pece of Heart

MINIEH WiDons

M Pegusus Boots to deshacross the

Return to Rem's shoe slone and
prass the R Button while you're
standing in from l.'l1 i countier To
a‘msam:mmg with
shiw

hinhlmll: Aem wall !qwlw.l n

pnrml’mnmnuu

Innmlhlﬂmwn:l

muck. It's & shame to get your

stylin’ newws boots drty already, but
sometimes a hero has to meke
samifices.
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STOR WILDS

Winn Buins

Busimess Sonub insde this cave,

After you defhest & nut back an the
hie'll sl 30 arrovws for 30 Rupees.

KINS TONE

WESTERN
Woon

KINSTONE

GoLp KiNsToNE #1

Diash across the muck and enter tha
vl markid F on thee map. At point 17,
you'll be confronted by & Dark hut, The
5| guardian will block any fromtal attacks
wilh his sheld, 50 his strikes and
hirt him trom behind of the ade. Once
your foe is defeated, the chest that
halds: the gold Kins tone will reappear.

K] swame Tuing

Exit the cave and chimb the adjacont
wing, thenmake your way to the treo
STus in i nor thnwast comer. [When
E;unpn‘!‘t across the muck ot point 18,

50 from as far south as possible to
nid running into the brambla]

Shink. te Mirish size and walk through the hallow bog to your left. Stand on the
[y ped and use your Gust Jar to cross the s tream, then jump down the hoks and
exterminate the emomies below: Dpen the lange biue tressure chest that appenrs
afterward 1o add a bow 1o your arsenal

42 B Nmwrenpo Praver’s Guioe Il

= You weon't bse bl 1 train with the swordmaster beneath this shrine |
unvtil you havwe ol seven Tiger Scrolls, but you can pick up a Plece of
Heart dovn thene. Simply push the shring morth to reeal the stairs. |
:

Hil Goip Kinstone #2

Fhmhanknumssﬂh:mﬂnlpunnﬂmliammnﬁuﬁpagumﬂuh
front of tha vina nearb, the Statue will start 1o mos:. Keep palting with
mu?rtﬁn%w;LmﬂmmwwﬁFEWrm to the
weELD al e, 1 southeast ¥Ou come Toarather Eyegore
Destroy the statue, then dimb the vne bihind it, cross the ndge and ride the
wwifurlwand Lo the cave at pont 20 Enter the cave for snather gold Kinstona.,

Fil Goip Kinstone #3

e N AT
Ihdhﬂlmdhﬂﬁuﬂm.;mpmmdlup&q!lbrmnf

the hilts ani bridges [youll hawn to knock out another ore standing in
pathi, Irside the cave there, you'll Irdaﬂiﬂwldlimﬁ. e
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TEEETTeY T e T e v

Few T e W "W YEeT

Fuiza the gold Kiratones with the threa
mystenioes statwes in the southwest
comer al the wilds. Each of the statues
will stomp the: ground, causng the lange
e rock 1] nruwnhla,m?u.s claar-
ing the patth to the Wind Runs

ForTRESS OF WiNDs

—— 50 MYSTERIOUS
SHELLS
|—— 50 RUPEES

Wz o ¢ oveet o contacE with a pnk

Armas, it will spnng to life and attack you.

If wous strikee: the status vath your blade ar

mnarrow, it will evemually grnd to a balt

Yo can touch it again to contiree the fight,

wa’qﬂﬁam wour way il the enemy no
ks your path.

KINSTONE

Tha finmos at point 24 has besn
deactivatind, bist it's blocking the
road. To turnit on, use the tree
stump to gat small, then chmb into
j the stadue and hit the kever, While
ﬂl'rﬁ WA nishr siped, you &an also

! p tiwough the hole nearty to

snag a Kmstana,

It -.-uuq:m:mmhefﬂh Armas at point RMIIa'lmrehlll siza, ||'n'|llsud-
derthy run down and bliack: the south gate. Shrink yourself on the tres stumpand
shust dowen thee statue, To get your hands on the par of treasunes chests dose by,
you must desirey the other three Armaos.

The in fromt of the Fortress of

Winds won't openuntil you slay all

ol the monsders on thi road leading

gp toit. That inchudes & couple of
thers: hiding under the rocks

You'll have tostan |.|.|i.|||:|I:I|n| Anmos wihen you gat I:upt.rll:ﬁ'ln"l'ip. oud the
snskns bafionehand—they're a lot easer to deal with when you're big. You can
atso shorten your path to the statue by cutting the grass.
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FORTRESS OF WINDS

MUCH OF THE FORTRESS OF WINDS IS FILLED WITH DENSE
SAND THAT YOU WON'T BE ABLE TO DIG THROUGH UNTIL
YOU'VE OBTAINED THE MOLE MITTS. THE DUNGEON ALSO
HOUSES A VARIETY OF VERY DECEPTIVE FOES.

Dafaat the two Wizrobes in thes
room for B0 Mystenious Shalls.

__| POKE IN THE EYE

3 Your first destmation is the reom a1 peinal
1. Watch owt Tor the sholls on the greund
r E’I:;t £ TR There—1ise pair in the middle will Fly at

you as you apgroach. Cut “emdown, then
fire @n arrow af the eye in the wall fo
open the adjacent door

Winn Ruiss

MOLEMITTS  — 400 RUPEES

Fouwr bkhun Stallos
g.l.l'll ambush you

':'11II four

.-uu1h door.
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[2] [FouL Foes

Approach Rugeas wilh caution Soms al
tham are aciually Rupes Likes, monsisrs
that will steal your money if 1hey grah
ahobd of you (slay them to get most of i
hackl, Also note that the Sparks are ve
nerahble cnly to your boomerang, H you
diagatch ome ol the elecins menaces, il
will lenve hahind a fairy

S FoRTRESS OF WINDS

KINSTONE
£ [

5 1]
iy through the
sand wath the Mole
Witts (zea tip 1)

T apem the norih deor, stand on
the platform that moves from beft
to right and shoot both syes next
1o the door. Thay Il s1ay closed
faor only & couphe of saconds. 20
you must hit both eyes on the
ERIME pARS.

Create o doppelganger as indicated im the lett screenshon, then stand om the
floor swilches 1o awaken the Eyegores. A treasune chest that contains the
dumgrnon’s compnss will appear once you defpat both slalues

—— KINSTONE
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(10| [ForLow THE TrAPS

-

Rutwrm 1o the: reom with the moving plattarms and apen the &as1 deor in e
same manner a5 you did the north door. I the reom that followrs, defeat the
snakes and smash the dkulls on the glowing floor panels=youll need 2 hand
1o move that large bleck out of the way. Push it eas1, then north. When you
pull the lever, & key will Eall to the first flsor. Drop thraesgh tha hole to fallow it

E MaP MATTERS |

L

e L e

Climh the stairs marknd [ om the map and taks out one el the Eyagores next

to the platiarm |be prepared to battle a group of Stalfos as welll, leside the

treasure ches! up ihere, you'll lind the dungesn map. Grab it then unlack the
door om 1he laft

7| [PLaTFORM OBsTACLES

s you ride tho moving platiorm in
%, -’_T:‘ ihe naxt reom, waleh out for the
ot Floating blocks abead. Thay Il
push you off the platform if you
| don't move oul of the way.

El |THE HAND OF Doom

To extand he bridge acress the
gnp, Tine your bow at hoth oyes on
the other side. As you're domg 5o,
Eeep aneve oul lnd pun intesded)
far & large shadewr. It beloangs 1o a
Wallmaster that will fall freem the
caming and 1oy 16 grab wou. 18 it's
successitul, it will send you back
to the start of the dungeaon

r—
[

As you try to leave the neom at

‘ poind 3, both deors will chose and
- B 0 | alark Mat will attsck you. You
can iry o stun tho kméght with
barmibs ar dodge its attacks and
gtrike i1 fram bahesd. Bath doors
will reopen once you defeat the
Dark Rut, and a blue portnl will
nppear

35 B Nmvrewoo Praver's Guioe Il

Thi traps in the nodt Foadm moee
countenolochwise. Follow thom
around 1he room omce fo step on
the floor switch. then agess 1o
exit through the sowth door

E} [MoLE MITTS

LT

| =
ot
il

Head east and place & bomb between the shulls a1 paint 11, Bayosd the
resulting hole in the wall, you'll find the Male Mit1s in the large treasurn
chest. Pul on the mitls and use them to dig 10 the smaller ches? in the upper
right- hand cormer to add 00 Rupess to your wallat

-
e

; ¥

QL

i

&

[LEver PuLL

Return to the beginning of the
dungeon and ascend the s1ars
mearked E gn the map. Deal with
thas Stalios and the Spark in the
ol abae, thom pull the lover on
tha lett 1o open the south exit
[the lever on the right makes a
Ireasure chesl appear)




&' Fortress oF WINDs

[13] [Diceive For TREASURE

ETTwy '.

Dig a tumnel 1o the treasuro chest
&t point 13 W you g0 dasice i
confaims a Kmstong, then climb
ke lndder in the misdle of the
raom. Whea you reach the top,
you'll see another chesi ladhich
also holds a Kinstome| 1o your
ledr. 1 you dig thrsugh the sand to
reach i1, have ywour bood araeg at
the ready to take ouf the Spark.

B AT gt
LT el Rt B |

N

dg vy

A Minish porial wall appear a1 paint 17 when you defeat all thres Floar
Mastars. Stay big for the time bewsg and continue sast. In the next room, jemp
inside one of the tronches and wait for the spiled cylinders to roll lely, then
hop eut and run threegh the gap to your right

|'I‘WDI PAIRS |

. 3 PN
Hoadd morth thes west, and watch owt lor the flying skulls &t point 14. Romove
the Armas on the right (rom ths glewing pansl 5o you can crests & palr ol
Links thal are tar encegh apart to step on the floor switches in the previous

- T W

room. Daing 20 will open the nerth doer, which leads 10 3 Misich portal Position the statues om tie top-leit amd bottem-right lleor switches.
Shrink yoursell and activate the other Armes, then get big and lure the siat Extermminale the snakes, them create dual Links by standing oa the fog-nighi
ue awy from the lever. When pou pull the lever, a key will fall te the first ond Botiom-left panels. You can then bead devn and step on the other twe
floor. Gat amall again and drog through the hale to fallow it switches to praduce a Small Ky, (Remembser that your mirror image can't

pass through e blocks—you have to lead it betwean them )

@ |'N AND QuT ﬂ.:i‘-
A "f-

e W TV e T W

b
v
]
]
] ‘Walk thrsugh the liny opening an your right to procure a Piece of Heart, To
3 leave the robm while you're &t Tull size, pugh the secomd block from the lelt
] toward the exit |beware of the Sparkl, Afterward, mmember 1o go back and
1 pack up the kiy.
]
¥ |D151P1:'mms;r. BRIDGE
L - Reeturm 1o the room wisere
r :_]H b L] Faund dhe diinijeni mag
r b—— i and undock the doar an
r ;—]i—j i the mght. When you pull
=i | the bever in the follow
r | =i I ing carridor, a hridge
3 | I — 1 will tem porarily
f | EL; 1 autend acrogs the
1 :_u%. | chasm, Equip your
i‘ tara 11| Pepasus Boots and
= _:.I__ e I|||||'i.|'| Flifll B PO8S
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(18] [ITsy-Brrsy HErO

i ]

IE |BACKTRACK

SRR

Ualock the seuth doos im the reom with the spiked cylinders, thes return to
the pravieus room and got small. Yeur noxt destinateon & the 1sany hole in the
wialll at point 18 To reach the door that you unlocked. your'll hawe to walk
betwmen the cylmders |and svoid the tresches!

Push the block that's next to the Big Key out of 1he way, thea dap to your left
and continue in that direction until you come to the room where yeu olinasel
the dusgeon map. Head thraugh the south exit, thea claw your way to the

Usi the Mmnish portal in the rosm at point 30 to return to nommal size. Step on
the floor switch 1o make & key Tall from the ceiling, then dig 1o the key with
the Mobe Mitts. Shrink yowrsell again to leave the room. Drop from (ke ledge,
fet beg and bead east then south (lighting 1he Floos Masters is optienal)

['_l"m' RIGHT LEAP OF FAITH

Fuan |

statwe and pull it onto the floor switeh for B Kinsiene.

Climi tha ladder and dig theeegh
the sand to the reom at peant #3
Belore yom walock the door to the
hass’s lair, puth the teprright
black mto place to activata the
ried portal

Clawe and clhmb pour way to the
doos &t point 21 &nd unlock 1 with
the key thatl you just acquénad, In
thit next room, drop throsgh the
hole on the gt to land in Tt of
the Big Koy,

U
Fire arrows at the orbs in
Mazaals hands. If you hit

Your rEl.'l. 'II'I!.' I1.'l:'.IJ '\‘rl”
fall ro the ground and vou'll
I.'\:l.' Hh]f 14 ] II«.‘L:'M at l.i'.f i."rl'

I you're running love em arrows,
smash the skulls to redill your
guivar. Also, remember that yoo
can takd oul the Sparks with your
Boomerang te iberate o health
replenishing fairy

with your sword to disable
the .'I'|'\IE.‘-I'E!|.‘|:|S|.' ll.'l'i'l?l'll’:"ll'il'l.'. Omnce both hands are our of
'l_'l'll".“:il-"il'l!!, \|'..-|r'|h \.'l:-ln:.r“ via one ol L]'.u \-:in:hh |1ur|_.||,_
then climb inside the bosss head and knock out whichever
pillar is glewing. Get big after you're ejected, and repeat the
process. The machine will wse its hands to try 1o crush

vou—warch their shadews and soll our of the way.

—

B B Novesoo Puaver's Guioe [l

O all but your First Erip fo the
haek's cramsum, you'll have 1o equip
your Moks Mitts and dig 1hrough the
sand to Find owt which pillar is
fboving.

Your i 5 168 o ly wedpon flial
can bring down ihe boss's hamds. If
you run oud of arrows, A you meed
o practics yaur aim and BY you can
smash tha jars to find more




'WATER
ELEMENT

TEMPLE OF
DROPLETS




YOUR SEARCH FOR THE WIND ELEMENT WAS A BUST. BUT YOU'LL
FIND LOTS OF NEW ITEMS TO HELP SOOTHE

THE DISAPPOINTMENT ON YOUR WAY TO THE

TEMPLE OF DROPLETS.

ADVENTURE LOG
. OBTAlN THE LARGE QUIVER

B Sreax TO THE MiNiSH AT
Lake HyLia

B Fivo tae Power Beacoiers

i Rerues Overpue Books
TO THE LiBRARY

B Eann mHE FUPPERS
B Exter THE TEmPLE OF DROPLETS

P LATER: PARTING GIFTS

You'll nead O your wary ourt of the Wind Ruins, shrink
the fiippers o yoursel in the sres with the ben snakes,
reach Thes cane: then continue west and climb dovn the
Minish-szed vines. \Whan you coma toa set
il thies vies, chith dowin the mddie ong
and enter the small tunnel rext to it. Inside
KINSTONE wou'll finda Piace of Heart. Also, drop

through the trny Feala i 15 ania st bedore
?HEHIEHIHUS Dastu?ﬁw‘luamfuaearirﬂnnlawnm the
Mirish down than, His beanstalk will grow
a8 @ et —chmb it 10 acquing i large
quiver that carries 50 amows,

Kl Dic In

WESTERN
Woon

As you trudge back through Castor Wilds,
. s your Mitts todiginta the cave a1
ﬁm 1 Trm.umsg:glnd'udﬁrg ingade contain
ysterious Shalls and a Kinarone
T —ees  SWIFTBLADE |
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CAN YOU DIG

ces b0 many of the
the one dis in tip 1

£t you can dig ©

Youll find
of thn arsas

ot map il you beol
cking for tres

|l|l'5-I|1E iy @l the cavas lig
My s Walls wiih wihich
you om fuse Kinstones. K
sl far small cincu

MorTH
Hy=uLE FIELD

WESTERN Woon

THE OCARINA OF WIND

mine the : littered throu
ver Wind Creses. If vou ]'n'
vill carry you instantly e any of t
yvou've revealed

S AS vou combinue your quest

youir travels considerably
'fnll W find & map that shows
all of 1he Wind Gr

page 92

H you fusa Kinstones with Tingle and hes brethren frefer to the Kinstone guide on
pages B8- 107, four ladders will 2ppaar in North Hyrue Rald Climb devwn eaeh of
them for some treasure, and bght the braners st the batiom b make anather
laddar appear in tha center, The big blue treasure chest that it lesds to contans
this Magic Boamiornang
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LAKE HYLIA

'Elru:u';u.lllauuunqlip-
pers {ses page 55), S
stand in thes pool of water [t
and prass tha B Butlon 1o
dive for 8 Piece of Heart,

‘Wise Guy

v R

LATER: After youget
v the Aoc's Cape, jump
1ot small sfand to sneg
the Piace of Heart.

The Wind Crest at Lake Hylin is the only
ane you dan't have to sctivate, Fly there,
than shrink yoursalf on the tres stremg
andT:ll to tl Mi'ig:m:r:l :l:'llf'urr:d
rezarby mushrocm. The salf-procla
WAVEBLADE “wisast of the wise” will instruct you to
ik with Elfer Librari a1 the town

rary [of inbarmation on the Temple of
Dvoplets. It sort of calls theMnish's Title
into question whan ha refers you to some-
oniélse for knowledge, dossn' 5t ?

MAYOR HAGEN'S CABIN

MAYOR HAGEN'S HOUSE
BAKERY

1l KINSTONE x3
DR. LEFT"S HOUSE o NN

Hvou defeat all of the TREASURE GAME SHOP
G ! vou dafuat all ot 1 i

5 I'I'H._llHlHrSIISI'!II.II.H
Simulations you'll wina

Pieca of Haart : i L i SHOP
| . ik e 11 e I [iTem COST
CAFE - " x 10 ARRDWS 20

10 BOMES 30
30 BOMBS BO

FRILENNE GALLENY 30 MYSTERIOUS SHELLS 200

BIG BOME BAG GO0
LARGE QUIVER BO0
- SoutH HyRULE FIELD SHIELD 3 40
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100 RUPEES

Egp LATER: Yous can comd
back for this Piece of

Heart once: you have the

lippeers 5ise page 551

POWER
BRACELETS

Alter you talk to the Minish at Laha-Hi.lIla,mallbrwnH
businass [furery how that bappens]. Headup onto the roof and use the Cane of

& Torem will open for

Pacg to Hip over the bag blue vase. Lse the vase o shrmi raelf, then g0 back
inside 1he Elfﬂ y and approach the bookshelf in the top-left comer. I you speak
to the Mirish thera, 1]1&!\:.I 11 vl you that soma af the boaks required 1a reach
Elder Librari have baen checkod out, Roturn tonarmal size and talk to the Brown-
hasrid lbrarian on ihe first floor,

3 A Bner R'Lms THROUGH IT

1 Whon you leave the library, @ ona
af your hotthes with water al thi
stresm that runs through town,
You're tonaad tha
mamentanly {and nat to guench

| your thirst—1the people of Hyruls
(| Town might bathein that stream,
o for all you know)

Thee woman in the house at pont B checied out ome of the mesging library books,
It she refuses to returnit hersel!, Pay b back by dousing the cozy fiee in her
freplace. Overturn the large vase soyou can shnnk toMinish sive, then clmb the
fireplace to the roof, welk across the wooden plonk and bead down the chimney

adjacent housa, Sneak past the cat nside and clmh tha tiny [sdder 1o your
lafe. Push the hook off the bookshel|, then retrace your steps, get big and retum
1o the house threusgh the front door toretrseve the book

LATER: Return with the
Flama Lantern (sae page 60V
10 thaw tha ice encasing
the treasune chest

FAiturn A4 Hynaean Bestary 10 th brown-haired Bbrarien nm:altmwm

atterward, she'l tell you that another overdue book (Legand of the Ficor) was
checknd out by anahsantmindad schele, |5 ot a pﬂrlwuluh' helpriul clue, bt
that's why you bought the Player's Guide.

ﬂ M18sING LEGEND

The scholar in question, Dr. Left,
Fwns in ther Bhae housa on the wasl
1 e of terwm. Fl your battle with

. waiter again on the way thera.

B Linforturatedy, the good doator
seems 1o have logt the
heinsists that it must be some-
wehare inside the house inat that he
intends to helayou look Tor It
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] Fire ExTincuisHER

Show D Lett what happens to
discourteaus library patrons by
it g out tha firen his firaplace.
nnk yoursell m the waorkshop 1o
tha south, then retum to the dec
te's place and climb to the roof
through the firaplace, Valk acrass
the plank and enter the yollow
iz, Lhoean it thrcugh the back.

Grass the siream vis the wooden plank, enter the garden through the gap fo the
nirth and carafully sneak past the febres. Whan you reach the south end, elimb
dsem the wine and head inside the tiry apenng nexl 1o the fountain,

In the mi bizhinl the Sountain, enter the first door to your right and shay

the enemins on the other side. Charpe the hole wath the Cane of Paco alterward,
and beurd onto ihe ledge to north. in the next room, B tressure chast will
materialize onee you defest sl four foes. Opanil 1o procure the Power Bracelats.

Book Drop

‘With the Power Brocelets, you con mowe large objects even when you're small,
Returm to Dr. Led 15 house and showe both dressens towar the freplace (e sure
to push tha left dresser firsa), then walk acrass them to the tiny opening. Inside,
you'll see o Minish trying to knock down themissing library baok. Use the Gust
Jar to vacuum the dust in the lower-keft comer, anduse the revealed foor panels
to mul tiply yourseSf in a vertcal formation I you and your dappelganger stand on
tha adga af tha boak, it'll fall to the floor.

B4 B Nowrewoo Puwer’s Guioe Il

Retum Legand of the Picor(to the
Ebrary, 1han 1alk to the lkwarian for
information on the last migsing wol-
wrni, If youhead to Meyor kS
Tz and sk him about the book,
{ he'lljust brush you off, The mayor
| doesn'thave a fireplace, so you'll
have tomeact retmbution in anaither
::1'(' put on yous 5 Boats
dash into the wall to knoek his
baloved masks of f the shali.

(verturm the Lange vase in the mayar s house with the Cane of Pacci, then chimb
the tiny laddar and walk stross the shalves 1o the Missh-sired hale in the wall,
The petuisnts will tel yod thal thay saw the mayor take the book 1o his catin by
Lake Hyfia. They'll mark the location on your map.

3 Unpercrounp Pata

ol gl = ] a1

Make your way 1o the northsim part of the: Minish Woods and dig through the
iz 't point B you cimb the ladder inside the cave, you'll emenge near Mayor

Hagen's cabin at the south end of Lakn Hyla

Dashinto the tree north of the mayor's catin to reveal a Minish portal After you
shrink yourself, head south srd stand an th lily ped, thon use your Bust Jar to
Eﬂﬂmrsnllmmﬂ i W endd up insade the eaban, Jenp onanother By

ad (o gt down from the base, then shove the cabinet up against tha stove,
climby the: tirvy ladder and push tha Book to thi floor. Retrace your steps, get big
and enter thix calim through the front door to retrieve the book.
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MINISH WOODS

Lake HyLIA

EASTERN
Hivis

? There's aPiece
al Hoart amed
three Kl ones
irside thesa Minish-
sized caves. Wou can
rissch chem al ter
you've procured the
Fligpers,

EASTERN
Hius

MINTSH
VILLAGE

Book Worm

Once you return A History of Masks to the library, one of the libramans will put all
three ks back on the shet, Go upstairs anduse the overturmed jar on the rood
fo geed small, then approach the book shelf sgain. If you talk te the Minizh on the
bodtom shedf, she'll give you 50 Rupees. More importantly, you'll ke able to cimb
thenewly raturnad books to Eldar Libran's deelling—it’s the graan volume wath
Thee chover on thie spani.

SYRUPS HUT

100 RUPEES

P

The ebder will open a trapdoor beneath o that leads to the minkdurgeon atlpmm
on the map on page 53, Push the blocks out of your way as ilustratedin the laft
scraanshod abo, thien hiad south and pull the mushroom bo you wath the Gust Jar,

EE] Fuerers

Tosarn the Hippers, you'll have to defeat a pair of Scissors Beetles. Ther
reanditbes ane mmainerable, so you'llheve (o strke the bugs from 1he sde or wait
far them ta shoot the appendages at yoi. |You can also stun the beetles temporar-
ily wiith your boomerang.] After you clam your prize, retum to the mayor’s cabin at
Laken Hhyliin. Witk ther Mippeers:, youll be able 1o swam to the Toempla ol th:h‘l: Sou
can dlsoresch e Pleces af Heart and Wiveblade's ressierce [wheare you'll find
another Plece of Heart), Train with the swordmaster toleam the Peril Beam skill
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TEMPLE OF DROPLETS

THE TEMPLE OF DROPLETS IS CONSIDERABLY MORE COMPLEX
THAN ANY OF THE DUNGEONS YOU'VE EXPLORED THUS FAR. TO
MAKE MATTERS WORSE, YOU HAVE TO LISTEN TO EZLO MOAN
ABOUT HOW COLD IT IS.

— KINSTONE

9 L

n I'_. L
L -

=
|

L

S |

[
E

KINSTONE-

FLAME LANTERN
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Il Youwan't beable to
I e The (TEasUNe

chests encasadinice
Uil yem acquing e
Flame Laniern {see
page B0

" TEMPLE OF DROPLETS

B S ——

KINSTONE

=

il
KINSTONE %—-— tﬁ

J [
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j |Boosy TraPs

Youll need to push the ice blocks out of the way & repch the narth deor, but
b earoful mat to slide off the sdge yowrself, Stay on your to0E in the nexe
roam—thi tarthad i e camter bire propeciiles, and some of the jors will
lawnch themselves at you as you approach.

| |Frozen ELEMENT

In thve room at poind 5, be prepared 1o deal with more airbome crechery. You'll
see the Water Element encased in a giant block of ice, but thare’s mathing
youi can do about it at the mement, so procesd through the wesr axin.

| 6 | [REGARDING MAPS

[ 2| [Key-sicLe

3

e

Head gast and walk down the stairs. If you push the lever at point 2, 8 hole
will open in the calling and let in o bit of sunlight. Walk back upstairs and
drop through the bole. You'll land next to a Small Key Irozes inside a block of
ice. Push the block sowth, then east beseath the sunlight to mali it

El |T.ucr IT To THE HOLE

CHmb the stairs agam and walk
hack to the room with the llying
narthenwarm. Use your news key
to unlack ke door, thea fall
through tho hole on the sther
sife

Hoed south theough the tunnel and opes the treasure chest af the ather end
o pracure the dungeos map. 7| den't need the dungeon map, I've got the
Ottscial Player’s Gande,” you might be saying to yoursell First, you shouldn't
falk fo yoursell; i's crecpy Second, snce you get the compass, the in-game
magp comes in hanily for lscatmg which treasuros you hava yot to pick up,
especially in a dumgnon a5 complax s the Temple of Droples.

Upan lasding al poant 4, push the
blocks of ke as illustrated helow
to thaw the Big Kay. Altarward,
push the lever to close the bole in
the ceiling, then refum to the
beniesing of the dingeon and
wniock the south doar

(81 gunn

= | PUSH FIRST
E 4 PUSH THIRD
PUSH SECOND

58 B Nivrewoo Praver's Guine [l

Jumnp in the water and press the B Button to dive onder the rolling spiked
oylinder. Swim west to a little pateh of land, ihen climb osto the ledge and got
hiack in the water. If you doggie-paddie east tham sowih io point 7, you'll 280 a
mushreom on the opposite share. Bse the Gust Jar 1o flieg yowrself across
then step on the floor switeh to lower the barricade in Troat of the waterfall




% TEMPLE OF DROPLETS
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Slide: dovwn the warterinll and kpep swiimmming until you come to a floer switch
and & s heme marker on your lelt The marker reads, ~The way forward is hid-
dem im 1he bottom ol the pot.” Step on the swilch to submerge the neary
barricades, tham swism easi, | you sguint really hasd, you'll ses that the hlock
formation in the next room is shaped [feo a pot. Dive near the battom of it ta
giag & Sl Key

Resume your eastward voyage ustil you come to the icy shore. After you
dofeat the Madderpilar [the wehs make it particularly ditficult to mansaner,
E0 il may want 16 cload tvbm asway with yoir Gust Jarl, b aorth door will
open. Head thromgh to grah the compass

|Iee THE SwiTcH

Hop back an the lily parl and propel yoursell to paint 12 [you'll have to stop
and step on a floor switch along e wayl. I you push the blocks of ice as
illustrates below, one of them wall come to rest an a floor switch, albowing
you to get past the corresponding barmicade

i TR

PUSHFIRST

PUSH SECOND

(9] [Take IT FROM THE ToP

. i

1
4

B

BonGes

‘n

[

il

Swim back 1o the wateriall and climb the rocky crag alongside i1, When you
reach the top, head north asd unlock the door 1o yous lelt, On the otber side
af the peninsula, you'll find a floor switch and a lily pad. S1ep on the switch,
thom pull the lily pad towand you with the Gust Jar.

[10] [Ler’s Go Acan!

Stand on the Ky pad and wse the Gust Jar to propel yoor makeshift vessel
around e penimsula and back down the waterfall. As you proceed down
siraam, you |l have 1o pamp ol ihe lily pad and dive under the spiked cylinder.
The pad should continus drifting seuth—elimb back oo when the cylinder s
al o sale distance Bear sast and dock at the patch af land a1 paint 10 1o stép
on the Hoor switch sad lower the barricades.

Ouite a few ememincs ane swanm-
anf) arousd the ice Bocks—ypou
may want [0 extermnale them
bafore you get to pushin®

Diraet the lily pad to the exitm
tha morthnast comar of tha half-
frozea kake. | You may have Lo use
evasive manpuars 1o aveld the
vases that the fiying enemios will
fry to drop an your head | The
nexl room i3 patch-dark save lor o

| single torch, Watch your siep as

| youwalk narth toward the deor
Faa

" |
Fauw|

[SworD BEATs Scissors |

L i Whan you're back in the hght,
ascand the siaircass marked D on
the map. The door will shui
behind you and ihree Scissors
Heeilaz wall iry 1o hoeg abal
your umtamely demise. Do uio
them as they would do unto you to
dl.mri both doers and actwate the
Blug portal
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[16] [Ler ThHERE BE LiGHT

Head seuth then west frem the chamber where you vanquished the inad of
Scissors Beatles. You'll come fo & bever that's a Iittle larger than most, so
you're goang to need Some exirs mescle Summon pour doppelganger on the
Floar paneds nearby Once the two of you push the leves, sunlight will bathe
tha lewrer rsght-hand part af the reom, melting the block of icn in front of the
doar there

.. S

Bt

d ';n..'.-‘\'.au_h_..

Hop dowm and wialk to the labyrinthine path of ice at point 16, As you make
yeur veay across, you'll have to deal with flying enemies and sguoese through
o string of traps |the beit fork beads to the sxitl

[17] [LicHT SwiTcHES

||_f

71

aderd vde

l"f

s |

idle

thsts lervier £o chose the hole in the room above, then climb back up the stairs
amd push the lewar an the other side of the shitters. Return 1o B3 and flip that
bever again to open the shutters asd lot in the senlight. Once the ireasure
chisl has thanvwed, open il to claim a Small Koy

B0 W Nivrewpo Praver's Guine Il
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Walk bach fo the top floor and enlock the door 1o tbe 2outh. When you tlip
thia lever n the neat room, a Giant ChuChu will Eall through ihe cedling and
attack you. The ChuChu is coursing with electricity, soit's o hit more danger-
ous than the green one you enc oeatered s Deepwood Shrine. You'll have to
wail far the electricity 1o dissipate before you use the Gest Jar 1o suck up
the goo al the ereature’s base. Dace that's done, stay clear until the CheChis
gargantuan head hits the ground, them hatk away at it with your blade, Your
riward lar £laying the beasi is the Flame Laniern.

|FEEL THE HEAT

¥¥hen you leave 1he room where you battbed the ChisChe, melt ihe ice blocks
b0 wour el t wath your mew item. Descend the stoircase hehind them and use
the lamterm te thaw the ireazure chesl al the bottem, them proceed past




[Dow’T TAKE A STAB IN THE DARK |

% TeampLE oF DROPLETS

[24] [Brock SHUFFLE

|
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Light a comple of the torches with yoer Flame: Lantem 1o belp you see the
Scigsors Beetles in the room at peant 200 The doors won't open uatil you fin-
ish off all three of the ereepy erawlars

E |LicHT YoUR Way

Heep the lantem equipped ns you napvigate the maze in the following room,
and light the torches to remove the blocks frem your path. Within the
|aksyrimih, youll lind thees treasders chesis, sach ol which conlams &

Kins tome. Your desiimation, howeyer, is the cracked sactionin the meddle ol
the west wall.

[22] [Girr rROM ABOVE

oy
s g o 1Y -0
1 =g, e B
1

Uz a baamb 1o kst o bole m ibe wall, then reaguip your swond and lantern
and defeat ol of the anemias en the other side. Afterward. & Small Ky wolll
drop frem the ceiling lor from the heavens; we're not sure which)

4 L=

Whem pou get to the glowing Hloor panels at point 24, multiply yourseli in s
vertical formatsan to push ibe nortbemmest block west. Double up in a hori-
sontal formation to push the adjincent block south. Do the same o the Mock
in thie center, but dom't oower mp the floor pamels GF you da, you'll have (s
lnarwe the room and start ever). Fanally, get in 3 vertical formatios again and
push the mortheramost Block haek toward the aast 48 you can reach the exit.

In the subsequent room, pash the first bock of ice to the el Push the sec-
ond Block of ice down, then lell so it rests on the bottcm Floor swatch, Use
the glowing panels 1o create a doppelganger a1 8 distance aqual 1o the
lemyth of thee large blocks. Carafisly but qeickly laad Both Links scroaa the
i 1o thie remaining Dwe lboor swilches. I yow get thore belore your other
half dizappoars, the door balow wall open.

l__ZT:!_!_l_QN. THE RUN |

Unlock the door at the end of the
meze and ron hrough the Tellow
ing room a5 quickly as possible
There's nathing geod in there and
the Firewinders can dish sut a lod
of damage in a by

|Tuu HoT 10 HANDLE

To open the next doos, you mugt
push the top-right block morth
Unlonrtuinately, a pair of
Firesinders in the rosm veould
Iike nothing more: than to el pour
trousers atlame. Do your best to
anvasdd thaim
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Malt the lange chumk of ice with the Flame Lanterm to reveal same glowing
fioar panels. Use the panels to doshile up wertically so yau can pash the large
Block bemeath the ice bridge out of your way

|28] [RaPiD FIRE

Whan pou light osé of the tarches &t point 28, it will romain Tit far anlby a brief
paried of time. All nina terches misst be bursing simultansously, however, o
opan the door, Slide across the reom and igeite the torches rew By row as
Tast &% you can.

@ |Drve, Dive, Dive

R You'll hawe to dive bemeath a
series of spiked cylinders as you
A Brough (he Tallowing corn-
dor. Remaember that Link kas to
come up far air every couple of
secomis, So lime your submer
Ssois actordingly. You caa deal
wiith the Scissors Basiles at the
end as you see fit—lake an the

V mandiblad manaces, run arund

[ tham or knock ‘am in the water

@ |Bra1N TEASER

You really should be able to figure
1his one oot yourself. There's a
[BNT AFrow pamting 1o a crack m
tive wall, Don't think 100 hard, o1
your head might axplode. Like a
Bomls. Whila you're pondaring
wilat to do, abap om the Noor
switch in the corner to activate
the red prtal.

31| ' WEBMASTER

e

As you step into the roem af poisi
I, equap the Flame Lantern to
Burn the cobwab in fromt of the
doorway. Keep the lantern
equippad 1o burn the other cob-
wiahs 55 you walk by, That'll make
it misch gagior to maoee around e
ranm as you hattin the pair of
Madilerpillars. You must defeat
Both anemies belore ihe east exit
will opam
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Head north across the ice bridge, climb the staérs marked J an the map and
proceed 1o paint 32. Summon your deppalgangar on the glewieg floor panels
and push the lever to let mene sunlight inta the room. The heat will malt the
ice that encased the Water Elamant. but it will alse thaw oot & Giamt Octorok

& cant ocTomok

Believe it or not, your Ly
little shield can hlock the
enormous boulders that
the Octorok spews at you. If
you deflect three of the pro

e W

jectiles back at the boss,

fasd both the room and the

Zeve Oerorok will be covered

with ice. Use the Flame Lantern to ignate the withered flower
at the monsters rear (be careful, though; the Octorok can
still hit you with its legs or freeze you with its snout), As
your gi.-ﬂ'ﬂ foe is dtr'ruﬂing. it will run around the room and
slam into the wall. Warch for the shadows, and dodge the
|;.||.|i1'|r_ rocles that resuli. ]iepq.'.u the Process, but be |'|r|,--|1;|n-|,|
for a couple of new tricks. During the second round, the boss
will try to suck you inro its
snout and huarl you across
the room. In round three,
it'll gain the ability to spew
ink, |,':\1:\ir|F the entire
room to go dark Light up

youar |.'|.|1|:|.'rr|. tO Increase

your field of vision.,







ONLY ONE ELEMENT REMAINS. YOUR SEARCH FOR THE
ELUSIVE WIND STONE WILL LEAD YOU TO

THE FAR ENDS OF HYRULE AND EVEN THE

CLOUDS HIGH ABOVE.

ADVENTURE LOG

B Sneas ivTo Hyguie Casmie

- IurusE YouR SWORD WITH THE
THien ELEWMENT

B visit THE Rovas Crver
. EnTER Wiil FaLrs

B Teawver To TaE CLovp
Tors

B Gux Entay To THE
Pavace oF Winps

You can swim to these treasure dhests
Ly jumping im the river from Morth
Hyruls Feld. The chest on the lait con-
Leits 100 Mystersous Shells, and the

GRIMELADE
on on the nght holds 200 Rupsees.

Kl GrimeLane [ Unocrcrousp EnTRANCE

Cut the grass in the southeast
comar ot the garden ta revaal 8
ladder. If you clhmi doven and ight
the Lorches in the dojo below,
Grimblada will teach you the
Swaord Beam icchmigps. Y can
pick up A Paetz of Hoart davn
thare, as well.

Link is no bengar walcome in Hyrule
) Casthe, o yvou'll have 10 sneak in
| throush & secret entrance. Ao

j e guards” e of sight 25 youmaka
your wainy hrcnigh 1he bsdge maze
-1 on the keft, then cut the grass at
F-Jirlll 2 and climb doswm the |adder.
ol the corridor and stepon the
B loor switehat the end to enber the:
casfle, than proceed to the
Elemantal Sanctuary.
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"~ THE WIND ELEMENT

1

}

¥

l

;

h

- RovaL

' VALLEY

.-" (O you've infused your swaond with thi

y porever of tha Water Element, you can finally
Firdizh Aol Vislliéy: Clirrsh disam the Indder in

' Marth Hyrule Field and create two copins of

' yourseli to push the large block out of the
ety Thee valley is puite dark, 50 light the

¥ Flame Lantern to incresse: your vesibilitg

r

]

4

1 TRILEY

¥ HIGHLANDS

|

]

HYRDLE Tows

r

1

L Bomi the wall between the pasts a1 pont 4

5 to reveeal o Great Fairy Fountan. If you

! Iarﬂslwgqume I]Elhi-y': mm:lhm_s uumt-

4 v, she o quver. Hern's & chal

'i. ROYAL VALLE S e R

[ — ROYAL CRYPT * Push this tombstane, then mudiply yourself on

b i gliowiing panels balow and showve the lange

1 Blook ot of the way to snag the Piece of Heart

1 GOLD KINSTONE

¥

1

T

:

]

}

1 Mo

.t H':-H'T!llj:
] Fisin
v

¥

b

TriLsy HrgHLaNDs

ROVAL WALLEY .
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[ Hauwtep Forest

Summon your doppelgangears on the
ploranng pEmels o the right and lead
tham north to the floor switches
Yourr partners will dsappaar if they
COIE i comlac] wath thi Liag, 5o
keep an eye out for it A Smal Key
wall appaar when you 5 Land on all
Ehred gwe bl armul Tangously

Hived thee sagns Lo gt thraugh the woods. Or if you'd rather just rely on
handy Player s Guide, head up, left, left, up, right and up. Yalch out for the
ghoubsh Ghiris along the veay Thay' Il ick your heed, whichnot only is wildly
unplisassant, Ewit a0 draing your aealih
Toreach the floor switches on the
It you'll Fsanve 1o ride The maving
Mt and ST yOdil farimis
around the blocks. Snag the Small
Ky by stonding on the switches,
1hI;|!'|"| g o thie plad Toem and ride it
ok

' = - 3

Stop by Dampé's house and talk to the gravedigger to receive the Graveyard Key.
Whan you leavm, a crow will swoop down and steal the kiey from you Head wast
and Iook for the res where the crow s resting. Don't gat too close, though, or
tha bird weill Ty aveay and youll have to sesrch for him again. instead, put onyvour
Pisgasus Boots and changa info thi troe, You'll $tarthe the crow and maka it drop
Tha kry.

Ui the Simall Kitys tounlock the
Blocks at port 11 Contire norh
TPI'IZI:E the halhway [be on your
toes for o snake attackl, then light
&l fowr Torches in the Tellewang

W room. Defeat hoth of the Gibdos

i that appear to tha door and

proceed o Kll’:ﬁ‘::'.d‘lls L,

EA Taie rrom THE CryPT

[

o [P B

Unlock the gate and smash the rocks on the east sida of the graveyard to reveal
thres glowing panels. As you may have quessed, you'l need to stond an all three
Thoar swatches nesrly (o open the Roysl Crypt. Bedore you multiply yoursalf,
push the mdidle tomibstone toclesr 8 path for your threesome.

] WrarPen PresEnTs

. A i i
Siay the Gibedos tomaka them cough upa Small Key and free bombs {for masomum
njmyment, you can reduce the muermes (o Stalfas by burnrg their

wi th the Flame Lantem). n the next room, fling yourself acrass the chasm with
the mushroom on the laft, then unlock the door in the centar—the other two
doors are baoby traps
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Croun Tors 50 MYSTERIOUS SHELLS

1

!

r

r

.

r

.

4

I

}

:

'

]

_ BEHIND THE VEIL

]

1 v = Exil thi: Royal Valley and trek to

1 : fnmll il Fall s thraugh North Hyrule
Feedcl, You can open the stone door

¥ nitk1 to the Falls by fusing the gold
Kinstane that King Gustal's ghost
Ve YL

50 MYSTERIDUS SHELLS

The wortex at the topol the falls leads (o the Cioud Taps. Dn your vy up thare,
woueanmake a foaw detours jor Mysteriou Shalls and Rupses=ralor to themap,
and use bombs to blast open the doorways marked with a black connecting line.
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CLOUD TOPS
LOWER CLOUD TOPS

VEIL SPRINGS EIE'%ETAI_
CLOUD
D K Wisp Waker

iz Il find e sibilings from Lha Wind Tiibe
stranded atop the clouds. To halp them gat
home, you must swaken the wind Wateh
wour $1ep— you ray ba able to wealk on the
chouds, bt you' I oo som bl th il you il

ot the edge.
PEDESTAL
CLOu
FEIEgT.H.L a
EHLE PEDESTAL
INS TONE

CriMSON CYCLONE

gl MYSTERIOUS
HELLS

Hop inta the red whirbaind to reach the
nmwﬂr{l&d':ws &zﬂrfmha Trms.::nd:;l
0 thora stone, 1
tnﬁmaﬁmﬁ: hode. Wk north and
ket the second whirhwind Imarked C on the
el It you back wp. 'S can stun the Cloud
Piranha slory the wey with your boomerang,
then Tinshitoff with your sword

GOLD KINSTONE

GOLD KINSTONE
GOLD KINSTONE
MYSTERIOUS
s
50 MYSTERIDUS
SHELLS
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3 Croun Kinsuie

Use your Mole Mitts to dyg through
hw cloud barrmr af pont 16, than

e the hobe ta your lelt. i
youl fuse the gold Kinstone with the
ana an Tha cloud padastal balow,
ang af the pimwhasls at the begin-
ring of the anea will start spinning.

Resturn 1o the upper Cloud Tops and hopinto the uhﬁm“wium:airmnt
1T, Flinat to anether whirkwind to the southwest, touch dowm on the cloud
to thie northeanst (thia dottad lime om the map dlustrates the correct path), O
thrpaagh the hali and deleat bath af the Cloud Pirankas below to get your
onanafther gold Kinstone.

HEAVENLY TREASURES

Taka the red whirlwind back 1o the upper (el Tops and tumne| thraugh the cloud
baricade to your kel Vhen you get to the ather side, ride 1he whita whirwinds
southwest then portinwest to point 18 The treasure chests bahind the barri-
cades thare contain Mys tarous Shedts and a goll Kinstona

B Eiecrric Boocaroo

=] Hopinto the whirlwind and float
southeast then southwest topoint
19, An heectrified Lakitu biocks your
%m b the chowd pedes tal balow.

. e 57un him with your
| b or use your Gust Jar to
sutk (b eloud out unier hamn,

Fuse ane of your gold Kinstones
wath e o on Hg':pmhsul altar-
ward to start up another

Long FLIGHT

Back in thi upper Cloud Trael
wmm:nm:mm
southenst through the first twa
wihirlainds, then turn southwest
(s the dotted line on the mapl
Bedora you jump down the hala, dg
10 the treasure chast for Somi
Mystenous Shells.

P “Ti WinD ELment

Take out the Lakitu and fuse your
P e k. T

“_ -
wheels down, two ta ga Catcha
lift an tha rod whirhwind 1o yous
immediate nght and grab the
Kinstone from the treasure chest
above,

Jump back down to the kower Cloud Tope and enter the whirlwind merked X on
the map. Fall through tha hole marked ¥, then clobbar bath of the Cloud Pranhas
1o revesl another gold Kinstane. After you grab the Kingtone, lopinto the red
waihirlvind b your right.

Dic Duc
{ipan the treasure chest nearty o
?1 e 50 My sterious Shells ta your
.. N wallection, then ride he wirbwind
y sauth. Claw through the coud har-
e and drop tha hole con-
=) cealed undermssth Imarked AA o
the mapl. Let the red whirkwind
carry you back to the upper Cloud
Tope, thon marthand fall
dowm anoither hoda to the cloud
padestal at point 23,

(Once you've tumed on the fourth pinwheel, return to the upper Cloud Togs and
fioat across the whirbwinds to the marrow patch of cloudat point 24, From there,
bz morth, burrow through the choud barricade, and ride another senes of whirk
winds back to the hale marked P on the map

PINWHEELS OF POWER

Terget the fil th and firal prwheel
mnu. Tse your Last gold

oni with the choud pedesial et
point 25 The wortex that appears
will transpart you to the Tavwer of
Winds
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TOWER OF WINDS

Iy hesind Kimestonars weith S tranger in & Toriny nd s epgasd Ehrough the
o Ll Ml T haoeise, the Tewr o Winds may book familiar. Check in with The
old man on the second floor {aasumeng yo saved hisn from the ghosth. To show his
gratitude, hi'll g you the Light Arrows. See page 03 for mane nformation,

] Theresalittle gel st iri frant
| af tha stairs that lead to the Palace
f| of Winds. 'ou could protably fight
Al vour way past her, but that doesst
el seam b heroic. instead, Talk

o the ebder To get 5500 0

4| enter the palace The gir will then
mimve out of your sy without any
unecessary bioodshed.

LIGHT ARROW

The Palace of Vinda may sourd e
anice place towsit, but it's actualy
quite harrmwang, Forlunataly, a
couple of the jars in froal of the
antrance cantain fairies. Fres the
health-nepbeneshing pixies and
impriso...er... give tham a homein
-| any emnpty bottles youmay hawve,
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PALACE OF WINDS

THE PALACE OF WINDS FLOATS HIGH ABOVE THE CLOUDS, SO
WATCH YOUR STEP. EARLY ON, YOU'LL FIND ONE OF THE MOST
USEFUL ITEMS IN THE GAME—THE ROC’S CAPE. IT ALLOWS YOU
TO JUMP AND BRIEFLY GLIDE THROUGH THE AILR.

1F

rocscare B1
PG, 12

You can't reach this
treasure chiest [which

cantains a Kinstome|
il O TR thit
Roc's Cape.

ACENNEE
HEEEE
EE

oy

' UL

]

m 1EIRITE

Tower oF
WinDs

[1][Ra NGED REQUIREMENTS

Az you navigate the marrme
walkvways, the Peahats can be o
real nuisance. Knock all thes
prapallars with your
bsomerang—the crestures are
mmch aEior 16 deal with when
theery v grounded. You'll also nead
thee hoomarang or your Bow to
activale switchas heyond yowr
rench

| E TRIPLE-STRENGTH LINK

i

e | A Push the block off the ledge ot
el 2, thes 1hng your
nommarang ot the switch to

entend the bridge that leads east.
Belore you walk acrads, cmash
thie skiills and multiply yearsall
on the glowing Tloor pamels. ¥ou'll
nead the éxtra mussls 1o shve
tha large Bock out of your way.
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Az you ride the moving platiorm, you'll
hawe to run around the floating hlecks
That imcludes stepging olf the platherm
hlmfl'f and 1o towing alongsida it on the
narron strip of land 1o yowr kail

Il [ON THE FENCE

Don't dally on the cracked seciions of e
h d KINSTONE

>

o i e i

I] 4
Pe. 71 ——

{laor, or they'H collapse undemeath pou
Climis omlo the ledge and walk west along
the mital graltisg. Sy G bir boes and
lank for Firewemders and Bob-cenhs. You
can explode the Bok-ombs from a dis-
lamce with your bow er boomerang.

(5] [BripcE DELAY |

Throwr your beomerang to irigger the
swarieh at pomd 5. Walk across the bridge
amd stand in the gap batween the spikes
1o gut past the ralling cylinder if need ba
Hit the switch agaim, then drog a bomb
naxt to it bafore you cross the bridge 1o
your left. When the bomb eaxplodes, the
Tollowing bridge will extend north

El |Roc’s CaPE

The ireasura chest that holds the Roc's Cape won't be revealad until you
defeat throe waves of Wizzrobes. The sorcerers. can fire thair magic bolis

only i the directson thay're facing, so hit them from behind or the side when

they materialize

E-jtl.v. P AMAN

Use pour now cape to jump across the gap tlen up the seceession of clowds
labseled A on the map, When you reach the tep, leap ncross a pair of gaps 1o
yeur raght lwatch sut far the Bombarossas floating ower the second gapl
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E |THREE FOR Four

Fush tbe blocks out of your way and use the bottom row of panels 1o sim
mean A pair ol doppelgangers Sand betwesn the switches (o the south and
swimg your blade to actrvate all four at once. I you deleat the Spiked Beetles
(fat appear alterward |use the Cane of Pacei to flip them on thel backs), tha
donf 1o youd fight will open.

E Brows Away

T o

Mx you proceed north at poimt 9, wait for the fans 1o s1op blowing belore you
iry e walk past them. Jump acress the gap at the esd and head south, then
emargize ihe hole seth the Cane al Pace: s0 you can leap up ona the lndga,




0] [GET Movine

Wou can use the Rec's Cape (o
jumgp through the panels in the
imaLal grating. AL point 10, youll
hawe ta tima your jurep so you land
om 1he moving plat{orm below

e s
A » Y

ParLace oF WINDs

3F

m |R|m: ON THE RIGHT

-
=i B ™ .0

Clomid the senes of cloeds ksbalsd B om the mep, then mulitiply yoursell m e ver
tscal farmation. When the moving platform arrmees, stand on the right side: of it
ta avoid getting pushed off by floating blocks. Quickly bead up the stairs while
your pariners ane sl aroend, and remove the large Block frem yoer path

[12] [Lane-Jumping.

A1 point 12, push one of the blocks on the right over the edge, then step onlo
tihe moving platform and swiftly dispatch the crows. Leap to the opposite
platiorm as you approach sach row of Tloating blocks. YWhan you foach tha
end of the line, jpmp to the right platiorm tham sowth ento s0lid ground

There are ohstacles both above and below the metal grating at peint 13, As
you proceed east with the moving platform, bounce up and down thesugh the
panels to gt past the raadbiocks

_ ] |Hot CoRNERS

Use the Cane of Pacci on the far-right hole, then bound onto the adjacent
ledge and climb down 1o the 1koor panels o the other side. Multigly yoursell
on the top-lefi, battom-lett and botigm-right panals, then swing your blade
to light up all thren switches simaltaneously. Shrink yoursoll on the Minish
portal that appears and hesd sowth (krough the tiny openng.
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To open this 1r s Smash these skulls to finda
VOuI MuST approach
TRETOAA e
s the hlock o

PG. 73

15| [Trvy Mover _ | [19] [CrosswinDs
Push the vases to reach the B e ————— There ara fans on hoth sides of
Minish-sized apenang to the et e T thses bridge. Leap across the gap
The sereanshal shows how the & = Betwoan gusts, then push the
vases should be linad up when blocks aside and pemp over the

you e linighed. Proceed north | spikies o5 you moye nast
through another miniaiens bols 'I““!“ HuaREanOAN

bayond the spiked cylinder,

S

5 [20] [WinD BENEATH YOUR WINGS

Stand in fromt of the fan at point 20 and fac e wasi. | you jumg wihen the kan
a1ar 1 to &pin, the current will canry you all the way past ik oeches to the
lamding on the other side. Head sorth oace you touch down

E [DIS[‘RETLU!\T Is THE BETTER PART OF VaLOR J

Az you baap atrods the crumbling platformes, Lakitus vill fire progeciiles at
you from both sides. Yeu can iry 1o suck the clouds out Trem under the ene-
mies if you're fneling fnisty, but it's mech easdor just 1o nm past them.

Aftor you return 1o normal size via the Minish portal a1 point 16, head hack | T Thdk PR
dowem and illuminate the switch with yoor Boomerang. A Smisll Key wall fall L 22 C]'OLD IL MPER
Pram (e ¢eilag and the east door will open

[17] [Roc O~

Gio outside and jump ento the narmow landing, then walk back to the spiked
cylinder and unleck the door hop inte ene of ihe tranches to gat past the
cylinder ). Kewp the Roc's Cape equipped to ascand the clouds on the other
&ide

Iﬂ DR.CIPPIH ; B{_‘I we ON EM l Use the Rac's Cape to ascend to the top of the cleuds, (hen 2o across the
- —— fagp. I you wiant (e pick wp a Kinstose, head up the stairs and across the
Wham yoii arrive o (e fairth oo, take owt your bow or bosmerang to hit metal grating to the ireasure chesi wabeh out lor the Moblin archers up
the spear-toting Mablins from a distance. The latier weapon will merely stun there, thowghl. Dtherwise, keap 1o thn next platform, scale anoiber st ol
your foes—you'll have to finish them off with your sword chouds and continee east
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= fou con't

‘ el KINSTONE
Flece ol

Heart from thes

room. 5o tip 34 for

e Tovoditain it

Rise to the fifth floor via the
cloasds labelnd D oo 1be map, than
hoad sauth to lace afl against a
pair ol Ball & Chain Soldsars. Loag
avar the heayily asmed minigns
and hack at them from behind,
¥'her you've elimeated both of
them, a Small Key vill pop mp ia
the middle of the halhway. Use it
to unleck the doar an the lele.

[2_-fl| |THREE MEN AND A VASE

Push a vase omto one of the four switches, then multiply poursedf o you can
sllard on the other three. IRemambear that you can exlmguish the reappoaring
Spork in the previoss reom with your beomeranyg 1o lberate a fairy )

Palace oF WINDS

Stepan the lone [loar switch at
|1|:|in|: 25 1o fuwm an the neaiby lan.
Jump in fromt of the Ean and lat
& ElFFemlE EAFTy yoi Lo the
south end of the room. Bafere you
can leawve, you must defeat two
Mabling and 1wo lee Wirerobes.
Take aut the former with long
ramge weapons and immnlate the
Eatier with the Flame Lantern

Head east and bound across the gap, (The Red Stalfos will throw their banos
&t you, g0 1'% agood ides to Stun them with your bosmersng hetone you leap.|
In the next room, step on ke Hoor Switch tostar up the fan Ride the current
marth, then move the block that's sitting in front of the treasare chesl Al
youi dngj) the Simall Key nasde, puth the blocks in the upper-right corner st
of your wary amid unlesch ibee morih deor. The blus tresure ebest on the ather
side contains the Big Hey.

(27] [RED ALERT

Returm 1o the hall wisere you fought tho Ball & Chain Soldigrs, and use the Big
Ky 10 open the door &t the south end. Do a5 Erdo says ond take the plunge in
the: following room. You'll land on a platiorm whaere pou musi de kattle wih a
red Dark Nut. Wit for the kmight 1o attack, then jemp over it and hit it from
hehind, Dince you've vanfuished your foe, the hlwe portal will appear and 2
hridge will extend morth

E |NDT ALONE IN THE DARK

Thae aforemeniiossd hridge leads io & dark, Sialfos-infested chambar. Pull
oul your lantem and grab the compass from the platiorm fa yoer right, then
climb the stairs 1o your lafL.

@l [Key FaLL

‘Walk morth then east. and drop thmough the bole st point 29 The treasure
chest on the platbarm below comtains a Small Key Snag it, then jump dowm
ol head back upsisirs
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E |Loose FormaTION

e south and smash the vases to reveal
row of Hloor panels. Betone you triple
yoursell, 1ake down the Peahats with
your b, Semmon each of your partners
one space apart so they can get past the
columms, than s1and batlwaen tha
switchas. Swing your swaords to sirike
all Four switches simultanooasly

E T

HREED

B

With 1he Rocs Cape, yoi can hirdles eved
those pesky spiked cylinders. Oo so ai
point 31, then retriese the Small Key from
the treasure chesl and head easl.

|WhirLiNG DERVISH |

Contimse west, cot down the
Hoar Masters aad pull the lever
fo open the sauth door. Head up
the: stairs in the folbowing room
and deal with the smdead foes at
the tap as pou see fit. I you push
the blocks on the kefl over the
adge, you can loap 1o the norih
doorway and fetch a Plece of
Huart

Fﬁ“@”" -" l..'_‘. 1 Jump .dm'\.n.n'dm'.'Em;L ihsa door 1o
Sy | wour right. In the next room, use
\_ l.r | i i

il it Rioc’s Cape 1o beap ingside the
wihirhwimd to the south, then fol
bow the dotied Ene illustrated gn
bt map |See page T2I to the smeall
Landing a1 post 32, Be swre to Ty
| mround any Bombarossns in your
'| Ilight path

Walk down the stairs labeded H on the map and make your way to poing 33,
whare threa Fire Wizzrobes will iy 1o ignite your pantaloons. Sond ‘em
packing to procure the dungeon map.

76 B Nivtewpo Praver's Guine Il

Go past and use a long-range weapon (o detonate the Bombaressa while it's
hovering near the cracked blocks. Afterward, equip the Roc’s Cape and glide
perass Che pap. I yau head marth and hit e Switeh there with yaur
hoamarang, the adjacent door will open, enabling you to reach the treasens
chest lwhich holds 300 Rupeses|. You can also activate the red porial by light

ing the torches m ihe noribeasi cormer.

Ualock the siairg marked K on the
map, then hoad wp and bomb the
cracked section of the wail to
your right. Wialk outside (where
Bons ol Stalfes and Wicerahes
await youl and blast anoiber hole
m the wall as pictured in the
streenshol. Go back inside
Ihru||!|h- il maw kole, and bomb
the crached blocks to reach the
morth dosr.
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| The boss encounter in the Palace of Winds pits you against a
I pair of flying Gyorgs. You'll start the battle on the blue Gyorgs
’ back. Jump down onto the red Gyorg as you swoop by, When
'. rhe creamire opens theee of its YOS, LLED the !;h_.u. in.|_; |'|.|.n.¢-|3 to
i multiply yourselfl in the same patern. If you strike all three
.; eyes simultaneously, the rest of the bosss eyes will open. Hack
t away at them undl the monster starts to explode, then hop
.I back on the blue Gyorg, The smaller foe has four eyes, one on
.. each comner of its body. Quickly stab them as they open, jump-
'., ng over thir (rlu--:srg\ waal when 1t SWIngs Low ard vou. Eventu-

ally, the creature will carry you back to its larger counterpart;
repeat the process untl they're both dead.

S — T

W KINS TONE

=

Eﬂ PALACE OF WINDs

(37| [TrEAD LiGHTLY |

Be carelul not to detomate any of the

Bombarosaas sl point 37 1ke chain
reaction will light up the switch n the
middle of the reom, causing the exit to
alam shut. Just walk around the enemies,
pizsh tha hlocks oel of your way and pro-
ceed north. You'll find a Small Ky vsida
1he treasure chost in the naxt snea.

[38] |By CrACKY

A barrier a1 snils helvwsen m:u and the boss, so walk hack through the
Bombnrossas and fall throegh the cracks at poimt 38. You'll lasd s front of &
locked door—wse your newly acquired key to open it

[__| |]..AH'|'HI\'TH

The mare of blocks is swanmsing
with enemees. Fight your way 1o
ibse souileasi comner, push the
Blocks over the edyge and jeep
ento the dark brown platform.
Theet cloude marksd M on the map
lead to another Kinstone. The
ones labebed N will take you to
the boss

O

Wthile you're standing on the red
Gyerg, the Bus ome Fires projectiles
at you. Your duplcates will vanish it
anything bits them, so wait far a
projectile to pass by belore you
stap on tha third panel asd lmish
summgming them, That will give you
a hrief wimdow of opportemity to
paach the mosilEFs eyed

S 2

Aftar the first round of the batile,
lormations of gresm mini-Gyorgs
willl a1art to Fly across the scrden
If you kmock them oat of the sky,
they Il sometimes drop hearts
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FINAL PREPARATIONS

confront Vaat, B
e conclude any Iu.l:l]m ed business you ]:I-L\L through-
ot H]. rule | |.|.1|:|.-|.1.L1!1.L Pieces of Heart, |1:r-|l1:r|b'|m'|.l||.= el

Stop by Swiliblaides ta have him
teach you the Dewn Thrust tech-

i yaur todal mamber
of Tiger VRN, yOu Can
learn th at Spin Attack from
Swilibdad stor Wilds (zea

ot your sward

F, 00k oul the hed-
|‘|{|1 sword masters, See page 105 for
details

t 1o Fusn any mors
Bafore you enler the
WOk induesl your sward
waith the Wind Ebemest, certain
fusions may mo longer he possible.

HYRULE CASTLE GARDER

Sﬁaah into the eastle through u.agardm el imakin way 1o the
Elemental Sanctuary. When you drop your bladein the stal and infusa it with
tha povwir of the Wind Element, the weapon will transform into the Four Sword
Enter the revealed chamber toinitiate 8 cut soona,

78 B Nmvrewpo Prwer's Guie 1l







DARK HYRULE CASTLE

VAATI HAS TAKEN OVER HYRULE CASTLE, CHOKING ITS HALLS
WITH HIS EVIL MINIONS. THE DANGER THAT THEY PRESENT,
HOWEVER, 1S NOTHING COMPARED TO THE POWER WIELDED BY
THE SORCERER HIMSELF.

On your wary out of
the sanciuary, charge
fhe Four Sword and
firm it &l 1hen prople
wiho hawe boen lomod
10 STome 10 PaETorn
fhem to normeal

B0 m Niwrewpo Praver's Guine Il
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Whea you arrive at Dark Hyrule Castle, bead beft and climb the stairs la
Muobimn s u-llru!llrug tha areal, then turn north. I the moxt roem. follew Behind
the spakes of fire to procead

|i-| {JAILBREAK

v

rantl

Walk through the mininture hole im the wall and use the Minish pertal a1 the
other and o return 1o mormal size. Step on the (koo switch to open bath your
ol and the one mexl 1ot

El |Fm:|-: THE KING
I 'J:i F])

- Fiy L)

" e

8 ¥ |
e e s *I
. i T — |

Go to the adjacent cell and Tare the Four Sword a1 the king 1o break Vaati's
curs# an him. If you talk to his highmess afterward, 'l give you a Small Key
It deesn't seem like msch of a reward for saving the ruber of the lasd, bul
beggars can't be choosers

T

IEI |THERE AND Back AcaIn

[ 2 ] [Wisr Waacker

Use your boomerang Lo take out the red asd blue Wisps land 1o stun the
St1alfos that jump eut of the 1hoorl. Blast a hole through the cracked section
ol the sast wall, thea sheiak yourself via the Minish portal on the othor side

Take your key upstairs and unbock the sosth dood &1 point B [ike other door is
amimiel T pet past the Fire spokes unbarmed, you'll have to sumimean your
dopprlgangers and move the large block.

IM,\ P STOP

El |LT.‘\|'DI:R FIRE

Retum o the room with the fire:
spakes and drop through the hole
in the tioor, Tiny Link is so match
tor the Spark at the botiom, so
avold i1 for new and head north

The Fallowing hallway is infested with Stalles, Wirsrobos and Maldorms
Battle your way to the dungean map. thon tum sdeund and head up the stair-
eagn [sbalad C
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“gw - Dark HyRULE CASTLE
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[RETURN FIRE | {10} |Tricky FormaTiON

Procand narth and hamg a lnft at
tha zplitin the kalbaay. Whes you
et to the iloor panels, maltiply
yoursedf and swing your swonds
1o dellect the cannonballs back
8t adl four canmons. The bamicode
behind them wall lowmr asa
result. Faght pas1 the Floar
Masters in the next room and
slay away from the flying vases
oa e |t side.

Canjure your alter agos and awoed the Trap as you mansuver arowsd the bleck
Farmavtson |pou'H want to gt edther directly in fromt of or hehind the moing
devicel. When you step on all bour swilches ai the ather end, a treasure
chest will materiakee. Open it io gamer a Small ey

|9 J[Toe Tawco | [1][Back To THE BAsEmENT

To open the east doar, you most tem &l of e e e 2 Refturm to the castle entryway
thee tiles blue by walking across as illestran Jiﬁ' : all " Lt and mlock the siaecase labled O
ed to the leit. If you mess up, pou con step on (] i on the map. Stay at the ready—

Ukt Floor switch lo resel the liles. . you'll be comfronted by Wizzrohes
and & Salfos an the bottom o the
siadrs

BY B Nrrewoo Puoer's Guioe [l
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» DarRk HYRULE CASTLE

112] [QuAaDRUPLE SPIN
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Procead nosth unsl coime 1o & square ol glovnesy panels Send the Stalfes
that pop oul of the ﬁ::r back to their graves, then multiply yourself im a wer-

tical farmatica. To take aut all fowr cannons, change a spin attack, then stand
betwean them and roleass the aitack as the cannonballs ane abowt to hit you.

As you ride the whirlwinds aleny the cuter wall of tha casile, st an the
lesdge at point 16 1o take owt the Bow Moblin, If you don't, the archer will try
1o shool you out of the shy.

.1_3-] |Fﬂx HunTt

@ |l.'~.' THE LINE OF FIRE

The Kaatoss will rob you of some of yeur Rupaes if thoy chargs into you. Rid
tha roam of their thieving presence, then blowe a bole in tbe wall as shownin
the above-right screenshat. Wilk through the hole, head sorih lwaich aut for
Firewinders] and clinab the stairs labeled E on the map

Once you're back inside the castle. multiply yourself and carefully walk past
the: siving of firehalls. You'll need your partsers (o help youo push the lange
bleck aait of the way so you can reach the st to your mght

{14 [FiGuT FoR THE THRONE

|

L 4

wawew ]

[ -1 1~ v

=]

wae |

The Red Dark Nutin the theome room is pretty aqite. Drep A bomb and try to
lure the knight next to it. Mot only will tha explosion stun your opponent
\nllowing yeu to run in far & quick sword strike), it will deal a bit of damage.

Float scross asather series of whirbminds to the frost of the castle and fol-
low the walkway to poimt 18 Toss your boomerang at the switch o extend
the bewdge, then hesd through the entrance an the oiber side

[15] [STAIR CLIMEER

|ID]L15

= =T

- L,_“"L.J -

"L.,:_;,.:-‘--i.{
|

re— = e

Attar you delest the Dark Nut, head inte the next reom and grab the com-
pass, than push the throne to reveal a staircase. Pulll sut your lamg bo illum-
nate tho dark hallwmy below land to Set the Gibdos en firel, iben climb the
set af stairs marked G back to the first Moer. Hoad east and follow the stairs
Iabelad H o the third fheor

&
your doppelgangers in a trapezoidal fermation a% illustrated in the
screenshols so you can Strike all four switches simultansously. Daing =0 will

wpen the door at the end of the hall
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@ |CHAIN GANG

@l |BLack KNIGHT
E :I.'.-?:"Y’IF-H. f

s oy
=
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=T o, 1]

Defaat the Ball & Chain Soldinrs 1o opan the doors on the et and right
Remote Bombs work wary veell; oiberwise, use the Rec’s Cape to jump aver
the soldiars whaa they hurl thair weapons sl you. Their demise wall also acti-
wihis the red porfal

TIME OUT

Via the red portal, you can oravel g e and easily back o
own. [t’s a good oppormunity 1o stock up on items and

our health. Youw car

Hyrule
w0 witness the town almost in a

Tha Fairy Founlain al the north
and Fi the

empty battlés, grab some
fainies for the road

@ |Hot PotaTo

e T P
Frivenl mp=e

S

e W
=

Frocend through the west deor in the ream whene you kattled the Ball &
Chain Soldiers, then turn north, Smashing the blocks at point 21 can be & bit
tricky Drop a bamb in rant of you while you're standing on the south side of
tha gap, then pick wp the axplogive and throw it ai the blocks just as it's
about Lo detonate

Era L S
b g 3 LLL

.
g

# AN Wy

Omce you've cleared the path, you'll meed 1o opes ibe doer. Step onto the
moving platform and jump through ooe of the panets in the metal grating over
end, tken light up bath switches with your beomerang

B B Nwrewpo Piaver’'s Guine Il

Walk east, then morth 1o paind 22 [There are lots of fairy-producing Sparks in
the preceding room, so replenish yosr beali if need be.| Your bombs will stun
the Elnnh Krngght lor an even brsefer period of time thas they ded tha Red Dark
Nut—you'll hawe to stay close amd be quick on your feet to hit the keght with
your sward. The bl portal will appear whan you sasguish pour fon,

[23] [DousLE TrousLE

Rtiirn to the Spark-infested room and fill up on lairkes, then head throngh
the deor to your right. On the other side, you'll face of | agaisst two mare
Dark Muts, After you daleat them both, equip your lantern and procesd north.

[ﬁ] |LicuT "Em Up

T waws

Rum behind the string of febalis and light a1l eight torches to unseal the et
The torches will |i|nn out after a couple of secomds, so you'll need 1o move as
quickly a5 possibie

{GHOSTBUSTER

Whon you defeat one of the

?‘w?d (Ghinig, the ather theee will disap-

v pear and tha deor will open. Just
be sure not to let them grab you
wirid eould bounce from one
Appanition’s grasp to the next,
taking & ton of damage in the
PrOGEsS,

|BriEF THIRD=FLOOR VISIT

Azcend the stairs labeded J on the map and retrieve the Small Koy from the
treasure chest ol the tap. ATtersard, head back 1o the room whers yau
fought the two Dark Mute in tip 23 and proceed through the south st




”" DaRK HYRULE CASTLE

|To THE ToOWER

J [Up AND OVER

Jump theeugh the panel and fal-
loww the metal grating to the other
entl ol the reom. Drop behind the
large block anil leave through the
st doeor.

[ﬂ] [Sm.n Dark Nurt

¥ou'll encounter another Red Dark Kut at poaat 28. IF you run out of bombs,
you cam try bo gel the knight husg wp an ona of the grean hearths in the reom
e knick him from the side.

Exnrcizn anather grosp of Ghinis in the nowt room, then go outside and aster
the wast lawer. The staircase on the right leads to some vases that confain
bombe and arvewes. Head down there il you need to resupply. Climb the stairs
on the beft fo retrieve your third Small Key

- |FrvaL Dark NuT |
‘T-'-Tz_.—' |-

Raturn to the caslle praper dad
journey north wetil you ren o yei
another Bark Nut. Send the crim-

| | =on knight to the same place ns
‘ hiis fallem brethrom, then contime
-

=

morth thromgh the exit

D Imums__" B

@ Do IT YOURSELF

Continue south after you conquar the Dark Not. To actemte all four switches
a1l the end of the hall semultaneoushy, yom can summeon yoer clones in & cross
formation and carefully walk betwean the fire spokes. Or you could just stand
in the middie of the switches by yeur lonesome and executa a spin allack

ﬂ [TAT.F oF Two STAIRS

il Stand om the floor switchin the
gl rogm al poist 30 to uncover the
slaincase an the lefL. Grab tho
Small Kay from the treasure
chest at the tap, then return 1o
the chansher with the red porial
and entar the west dodrway,
|There's nothing but Gikdos at the
ot tom af the other stamrs.)

E {Dark-Nut Duo

Twwn more Dark Nuts svwait you at point 31 The same sirategies apply—stem

the gusardians with bombs, or iry 1o get "em hung up o the large hearths. You
can also wail for them to charge, then try e counteratiack from behind, but

such fraditional tactics are much more difficult

@ |T[|.12 TanGo, PART 2 ]

Onex you emerge victoriows from your
hattle with the Dark Muts, hesd south
ERERREREEE and walk across the tiles as illestrat
a =R ed ta the left. As before, you can step
on ihe Floar switch 1o resel the tiles
[ il 0L mEEE up.

' "__j

Wou hawe to fire an snow guickly al each of the eyes m the narth wall 19 open
ihe door 1o your beit, Empty the hall of ememies first—you'll have enough
trowthile gutting your shats of f Baforn thae fire hazard hits you

{FaLL AND RISE |

rerenr s I T T Hﬁm,.ﬂa "",-- R :-?r
- l-l"'"""""_

n
o

Puch tha blocks out of the way and drop through the bole in the floor. ¥When
wou climd back upslars, o'l BEMBrgps on tha ather sida of the Mocke.
Continwe your ascent via the staircase on the left, and opan the treasure
chest at the top for Small Koy number four. There's nothing of intenest beyond
the ather door, 30 backtrack Do il room with the blee porisl (see e mapl

[37] [Lockep Brocks
-]L-—
I

U the keys that you've cellected to remave the blocks at point 37,
Afterward, smash the pots an the right side of 1ka ronm amd step om (ke foor
panels to summon your cloans. Dnca yod've pushad the lange bleck sut of the
Wy, you can climb 1o the blue tressure cheat aad seize the Bag Key.

e
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(38] [For WHOM THE BELL ToLLs

Retem to the roos with the red peorial. Head into fowm 1o neplemish your
tezalth, stack mp on bombs, fill your empiy botiles, aic. YWhen you're ready to
rushle, walock the boss door, Yow must reach Vaali bafore the beall chimas
three times. Leapirog the Ball & Chain Saldeer and get a move on.

| [40] [Aw, Nuts

| Before you can enter Waatis
chamber, you musi vanquish three
mane Dark Muts, Try to gat the
frio fo converge around your
bombs 5o pou cam hit them all a1
o, Time is of the essance

(39] [CLoNE ARMY

Quickly multiply yourself on the glowing panels and cut 8 swath through the
Keatons as you march lo the end of the hall. Step on the foor switches to
apan the door

& VAAT!

The final showdoam with Vaari consists of three stages. You'll need patience and perseverance o
emerge victorious frem the epic battle, Try to conserve the contents of your bottles for the later
alternative means of replenishing your hearts become increasingly scarce. After you
defeat Vaati’s second form., l.'|'l«1|:.:r vour sword and fire it ar Zelda to break Vaati’s curse, then lead

hlﬂ'f_\'.'\-

the princess o the Elemental Sanctuary.

[STAGE ONE

Gt dowen the eyehalls
that revolve around Yaati
to exposs his wenk point
Wham the ayes glog,
they're abowl fo fire
lasers—make sure you'ne
not stamding in lront of
tham. Also watch out for
the spread of flomes that
gmesates lrom the sor-
caner himasll.

Alter you've put a bit of a burt on the would-be “messter of the world,” he'll
anshroed ik revolving eyeballs in darknoss. You must uncover them with the
Gaust Jar hefore you can slash thes | your healeh geis low, smash the vases in
the room to gather hearts and fairios

R .
v . ol

Fire arrows at the eyes
that surveamd the bags 1o
expose fowr of thom (the
other Teur woa l open).
Swmmon your clones
the same Formation as
thi unshea lded eyes to hit
all four simultaneously
Whan the ayes crumbls
go fo towm on the giamt
gye b the center.

'

“we
S

Vaali's second form will fire elactric projectiles asd cover the ground with
Barmiul black gunk {which will sometimes yield hearts or ammews il yoo cut it
Whan you're trying to misdtiply yoursell, keap your back temed to the boss ss
your sword’s charge isn't imterrupted by the blads hitting ome of his eyes

[STAGE THREE

-\.r'-'_\«.-_l"\'” T

Comcentrate on avoiding
Vanii's ¢laws asd dodping
bz elnetric holts untid ane
af his anms comes up
ihrough the growsd. Blasi
it with the Cane af Pacci
then shrink yourself an
e Manigh porial and
enter the small opening in
tfve arm, Inside. destroy
1wt ey waiith the red pupil

BB W MinTENDO PLaver's Guine Il
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The intarior of Vaati's second arm is derk, 5o equip the Flame Lantern to find
thes eye with the red pupil. Once both Bmbs have bean eliminated. conjure your
doppalgangers. The small eyes in roat of the bass will fire a row of projec-
tiles, Deflect them back ot the oyes, then kack awsy at the exposed boss
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EVERY ONCE IN A WHILE, A HERO NEEDS A BREAK
FROM SAVING THE WORLD. AS WITH ANY ZELDA

GAME. THERE ARE TONS OF SIDE QUESTS
AND DIVERSIONS IN THE MINISH CAP.

P1coLyTE VENDOR
If}rc-u use the Gust Jar to wacuum the d.i:rl:g,-';t:." in the Hynﬂe Towm
Square, a Picolyre vendor will eventually set up shop there. Picolytes
are potions that emporarily increase the likelihood thae you'll find
certain items beneath shrubs, inside vases, erc. The vendor will sell
only green, red and whire Picolytes az first, but you can help him add
three additional types to his inventory.

The Minish inside the barrel at Minish Village is developing new
ypes of Pico Blooms. If you alk w him after the Picolyte vendor
appears, he'll ask you 1o bring him one of three liquids (so you'll
need an empty bottle). You can buy Lon Lon Milk from Hyrule Town
after you help Talon and Malon ger back in their house (=ee page

41). Syrup will sell the Red Porion once you fuse Kinstones with the TREASURE GAME SHOP

Forest Minish in the southeast corner of South Hyrule Field (dash  The Treasure Game Sherp is like a lirtle slice of Vegas in the middle
inta the tree there to reveal a Minish portal). And of course, you can  of Hyrule Town. Gamble 10 Rupees for a chance to double your
get Me. Crenel Mineral Water for free. Once you deliver the liquid, it money. It's simply a marer of guessing the right rreasure chest, If
will take a few minutes for the Pico Bloom to blossom, When it does, you fuse Kinstones with Si_puukt:r in Royal Valley, the shop owner

the Ficolyre vendor will create the corresponding potion. Checkour  will add a high-srakes game. You'll have to choose from theee chests,
the chart below 1o see the effect of cach one.

SIMON'S SIMULATIONS

; ?I. 3 yhtgh gy ; Simons Simulations in Hyrule Town pits you against a variety of
Em— g . ! foes in a virmual arena (though you'll sdll perish if you run our of
h‘_j h [ T ! hearts), The entry fee is 10 Rupees, but you'll earn a reward should

you emerge victorious. The prize for the firsc round is a Piece of
Heart. Subsequent rounds, which get increasingly difficule, will net
you only a Kinstone or some Rupees.

PICOLYTES

COLOR _ LiouiD _

BREEN - FIND MYSTERIOUS SHELLS
RED = FIND HER

WHITE = FIMD KINSTDNE PIECES
BLUE MT. CRENEL MINERAL WATER FIND ITEMS

ORANGE __RED POTION FIND FAIRIES

YELLOW  LONLON MILK FIND AUPEES
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HYRULE UNDERGROUND

There are two subterranean areas in Hyrule Town. To enter the one
b on the keft, you'll need the Mole Mites to dig through the cave south
of the mayor's house, The other area has four entrances, as labeled

on the map, Various items are required to reach the mreasure chests
¥ down there.

. KINSTONE

KINS TONE

r
r
J
W
F
r
r
'r HYRULE TOWN
r
SWORDSMAN NEWSLETTERS
f If you fuse Kinstones with the posmman running around Hyrule
" Town, Marcy will start selling the Swandonmn Newsletter at the post
L office. Each issue is packed with helpful tips for aspiring warniors,
' but since o nl'n'im.l.-ﬂg,r hawe a F‘h\:,r('r's Guide, YU Can pmhabl}' find
d a bester way to spend 200 Rupees (like gambling av the Treasure
I; Game Shop). Additional volumes will become available as you rain
with the swordmasters detailed on pages 108100
'
1
'
»
Ll
3
i GORMAN'S REAL ESTATE
¥ Gorman will show up in Hyrule Town when you fuse Kinstones
I with one of the sisters ar the inn. If you talk o him, the shady real-
I estate agent will tell you that he's looking for & tenant. Whichever
g sister you inform of the vacancy will move into the house and fill
» one of your empry bomtles with a free charm when you visit her.
!
)
I
v
:' [ e A e
v The red sisters charm will ncrease your strength, the blues will boost your
- defense and the green’s will power up both atimbutes | to & besser extent).
] 1t yous fuse Kinsdona s wath Bremor twho's 5 next to the post officel, the

carpenters will build ahouse that another of the ssters can mowe nto

KINSTONE 100 RUPEES

SCHOOLHOUSE

Z00 RUPEES

100 RUPEES MAYDR

180 RUPEES .

HYRLULE TOWN
WELL

Cucco WRANGLING

Tall eo the gird in the southwest corner of Hyrule Town 1o ke a
break from saving the world and help her canch some runaway Cue-
cos. She'll ask you to grab a certain number of the birds and throw
them in the pen within a specified amount of time. If you get the job
done, she'll E,i:\-: you 1o Rupees for each Cucen (50 for gnlu]u:n Cuc-
cos) and some Mysterious Shells, a Kinstone or a Piece of Hearr.

Tha girl's reguis1 5 bacoma increasingty difficult ta fulfill the more you help her. In
latisr rounds, sha'll agk you 1o wirangln anly Twoor three Cuceos inwhat seoms
like plenty of time, bat the binds are spraad far acroas town Use the Pegasss
Boals torm 1o them as quckly os possible, The best way tohordie o shppary
gokden Cucco I3 to throwe it then immesiately roll borwaord and pick it up, Hepsat
the process until wou get the bird to the pen. If there'’s 8 Cuces on the other side
af the river, swam to it then throw it acnoss the water to save valuable time.

Waxe-Ur GIFTS

In addition o replenished health, you'll receive o free Kinstone
whenever VOuL STay af the inn. The :ht‘ap room (5o RI:IFEH:' COMmEs

with a green Kinstone. If you decide to splurge on the 200-Rupee
roam, you'll get a blue Kinstone, High-sociery types who spend 400
Rupees on the luury suite will find a red Kinsvone on their pillow.
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Music Houske

If you collect all 130 figurines, talk vo the man siming ourside the
café. He'll be so impressed by your collection thar he'll lex you into
the Music House, You'll find a Piece of Heart inside, and you can lis-
ten 1o the game's munes on the phonograph.

WiInD CRESTS

Afver you defese Mazaal and acquire the Ocarina of Wind, examine
the stone markers labeled on the map below ro reveal Wind Crests.
You can travel instantly to any of the crests you've uncovered by
playing the ocarina from the overworld.

HYRULE MAP

PercY’'s HOUSE
Percy can't reach his home in the Western Wood, so he's been forced
to take up tEmpornry residence inside a tree in the southwest cormer
of Trilby Highlands. Fuse Kinstones with the poet to clear the path
o his house. Upen his return, Percy will discover that someone has
broken into his abode. Head inside and light both torches with your
Flame Lantern to reveal the intruder as a Moblin, Talk wo the Moblin
o receive 50 Rupees, then leave. The next time you enter the house,
the graeful poer will give you 100 Mysrerious Shells.

BUSINESS SCRUBS

You'll find Business Scrubs in caves ar the locations listed below,
The First time you enter each cave, the scrub inside will spit a muz ax
vou, Deflect the projectile with your shield 1w “comvince” the entre

preneurial Debu o sell you ies wares. { The scrub at the bomoem of
Me. Crenel's Base has only information o offer.) To gain access o
the Businegss Scrub in Minish Woods, fuse Kinstones with its coun-
verpart in Castor Wilds.

LOCATION
TRILBY HIGHLANDS

ITEM
BOTTLE 20

MT, CRENEL 5 BASE [BOTTOM] — —

MR CREMEL'S BASE |TO®
CASTOR WILDS
MINIEH WoDns

10 HOMBS 0
30 ARROW/S 30
KINSTONE 200

GOLDEN MONSTERS
Golden Monsters will appear at various locations throughour
Hyrule as a result of certain Kinstone fusions, They're much more
apgressive than their regulardy colored counterparts, and they can
withstand a lot more damage. They'll usually cough up a big Rupes
if you can defeat them, lh-uugh.
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Fairy FOUNTAINS

Throughout Hyrule, you'll find a number of Fairy Fountains where
:.’uu. can I'E'PIE'I'II5h your hfﬂllh ﬂl'l.rlj Eﬂ.PtUIE [ﬂ.i!’i.ﬂ i.l'l }UIJI.' emptr bﬂt'
thes. There are also three Great Fairies who will upgrade your items
if you answer their questions truthfully. Every Fairy Fountain and
Great Fairy Fountain is marked on the pull-out map near the front
of the guide.

LIGHT ARROWS

If you fuse Kinstones with Stranger (he's the occupant of the yellow
house on the west side of Hyrule Town), a portal will appear near
Links house in South Hyrule Field. The portal leads to the Tower of
Winds. You must complere a side quest there before you travel vo the
Cloud Tops, or you won't be able 1o acquire the Light Arrows.

[l Step through the portal and head to the
|| bedronm on the sacond floor. You'l sae a
hast tormeriting the ald manm bed
I ciza the apparition with your Gust
Jar, Whan you return to the Tower of
Winds lator in th game (see paga T,
chick inwaith the geecer to see how he's
doing. He'll repary your aarker kindness
wath the: Light Arrows,

MIRROR SHIELD

Summon all of the Gorens to the cave in Lon Lon Ranch (see page
9o}, then reparn there after vou've transformed vour blade into the
Four Sword. If you fuse Kinstones with the Goron on the far right,
an enormous Goron will appear at the top of Vel Falls. When you
talk to the big guy, he'll wll you o come back and visic him again
should you ever accomplish some major fear. Unfortunartely, thar
“major fear” is beating the game rwice, but i.FJnau do as he says, he'll
g'n-r you the Mirrer Shicld.

(" HvRULEAN SEcRETs

WaLLET UPGRADES

You can buy the first wallet upgrade, which enables you o carry 200
Bupees, from the item shop in Hyrule Town for 8o Rupees. The
Grear Fairy in Minish Woods will expand your wallet so you can
CAFTY 500 Rupﬁn At & Hime l.rsze page 38 1. To increase the ol” Pocl:ﬂ'-
book o maximum capacity—990 Rupees—fuse Kinstones with
Mayor Hagen in Hyrule Town (see page 101}, then dimb dewn the
revealed stairs in Lon Lon Ranch.

Boms Bacs

Throw a bomb into the Great Fairy Fountain at Mount Crenel (zee
page 30} and answer “Neither™ to receive a Bomb Bag that will
enable you 1o travel with 30 bombs ar once. To increase your bomb-
f*“"r'iﬁu. CAPACITY EVen further, fuse Kinstones with Belari I:SCE page
102} afer you complete the Temple of Droplers. (He's the Minish in
the mushroom house just outside the Minish Village.) A weasure
chest will appear before the entrance to the Fortress of Winds. The
Bomb Bag inside the chest can hold g9 bombs,

REMOTE BomBs

Fuse Kinstones with Elder Genrari in the Minish Village (see page
102, Belari, the Minish in the mushroom house just sutside the vil-
lage, will ger an idea for a new type of explosive. If you talk to him,
he'll fwap your normal bombs for Remote Bombs, Press the button
to place the new-fangled invention, then press the bumen again w
detonate it. You can visit Belari again o switch back v normal
bombs whenever vou wish.

BOOMERANG AND MAGIC BOOMERANG

Afver you purchase the first waller upgrade, the item-shop owner
will put a boomerang on sale for 300 Rupees. You can also acquire a
Magic Boomerang capable of changing direction in midflight. Fuse
Kinstones with all four of the Tingle siblings (refer to the Kinstone
Guide beginning on page 9&), then climb down the ladder thar
appeears in the middle of Narth H:,rru|¢ Field.

Quiver UPGRADES

As with the walles, there are three quiver upgrades. They allow you to
carry 50, 70 and 99 amows respectively. You can purchase one from
the item shop for oo Rupees. The Grear Fairy in the Royal Valley
will give you another one if you answer all of her questions cruchfully.
The final upgrade is at the top of a beanstalk that grows if you fuse
Kinstones with the Minish ar the Wind Ruins (see page 1oz,
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OUR YOUNG HERO WON'T MAKE IT VERY FAR IF YOU

DON'T EXPAND HIS HEART METER. THIS SECTION WILL
HELP YOU FIND EVERY PIECE QF
HEART IN THE GAME.

MATHEMATICS OF THE HEART

You can build your meter to a roral of 20 hearts. You start the
game with three, and you'll win five full Heart Containers by
d,l.'fl.'.:.ti.ng bosses. You can get anather full Heart Container via a
Kinstone fusion with a Forest Minish (see page o7). The remain-
ing 11 hearts are each made up of four Pieces of Hearr. You'll find
them through various means, as described on the following pages.
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Tha firet Piace of Heart is in front af the sntrance to Despwood Shring, Retrisw
it barforn you rascue Ezlo, whao teaches you to shirk yourse(f—the human-szed
Piece of Heart i too big to pick up whan you're ting

(€ 42 MINISH VILLAGE]
o'l find & Piece of Heart st the end of the dock in the nartheast comaer af tha
Mirish Villaga

Y #3 DEEPWOOD SHRINE

GUST JAR REQUIRED
Alter you defeat the Madderpallar and procure the Gust Jar, vacuum the web that
blocks the 2outh door. There's a Fece of Heart on the other side

“xn DEEPWOOD SHRINE

[t GUST JAR REGUIRED

Emplory the Gust Jar to suck up all the yeliow patch-
esmn thenorth-central room of kevel BL Step onone
of Th révesshed Floor switches to open o blue portal

at the beginnng of the dungeon. Enter the portal 1o

reach a Piece of Heart

BOME REQWIRED

Place o bomb batween the trees at the southwes
corner of the mountain, sl find a Piece of Heart
imEde the cave

MOUNT CRENEL

BOME REQUIRED
Blast &hole batween the jagged rocks 1o th right of
1 Cremvetl Wiall The Fiece of Heart isin the middle of

 Fary Fountan

BOME REQUIRED

‘Whan wou reach the ropm with the overburned mine cart init, follow the tracks
251 across e lava and 581 abombnax! o the cracked section of the south
wall A Piece of Heart lies on the ather sido

CAMNE OF PACCI REQUIRED

Energine the hole in the northwest comer of Lon Lon Ranch with the Cane of
Pacry Liaponllo Chi lsdgo and take thi few short 5teps to Vel Falls. Climb down
it |adder 1o your rgiut, then hoad st along the shore to obtain a Pece of Heart

NORTH HYRULE FIELD

BOME REQWIRED

Bomis the rock next to the Royal '&fdle-r:gn on the
wairst siddir ol Morth Hyrube Figld, then climb down the
|adder, There's & Piece of Hesrt a1 he boitom of the
stairs inside the cave.

Pieces oF HEART

HYRULE TOWN

CANE OF PACCI REDMIRED

Thiere's & Pinee of Hesrt ma Miridh-sired secrat
antranca at the beck of the e, To resch it you mist
Tt wrtal Bhay Cana of Pacei o fip o the large wase in
the house drectly east of the ilem shop. Stand on the
vasi toiget small, then head through the tiny opering
and chmby the ministure vinein front of theinn

MINISH WOODS

CANE OF PACCI REQUNRED
O your way to Syrup's hut 1o get the Weaki-Lip Misshroom [see page 410, head
southwes! topick up a Pece of Heart.

MOUNT CREMNEL
J WHITE SWORD REQUIRED

Atter you infuse the Wiete Swerd with the powers
of the Earth and Fre Elements, you canopen
Grayblade's dojo, where you'll find a Piecs of Haart
Insaule the cave, summon your clones on oppoSite
onds al th oo panels and step on both switches
i smudtanpously

HYRULE CASTLE GARDEN

Dince the guards leave the sast side of the garden,
ORI can cult o I:hnqrﬂ:s n the southesst cormer
toneveal & ladder. You'll fird o Pece of Heart to your

i it in the dark room below: {Yow won't be able (ol
mirsale he room and tram with Grmblade until you
procure the Flame Lantern.)

LON LON RANCH

PEGASUS BOOTS & DASH ATTACK REQUSRED
Learn tha dash attack from Swil thlade after you
acgquire the Pegasus Bools, thenuss The technigue
o the tree north of Tabon's howse, Stand on the
rewealed portal to shrink voursalf, then enter he
mirsature path to the east. A Fece of Heart awaits
you at the end

CASTOR WILDS

PEGASUS BOOTS REQUIRED

Push the shring in the southwest comer of Castor Wilds. You can't tran with tha
swordmaster i the dojo balow il you've colacted seven Tq,.er Scrolis, but you
can take the Fiece of Heart.

WIND RUINS

PEGASUS BOOTS REQGUIRED
Shwnk yoursell n the arsa wath the two snakes, then
head west and climb dowm the Minish-sized vings
VWhen you come Lo & sel of three vines, descand the
ong i the mdde and entar the small tunnel mext to
it. Inside the windng cavern you'll find a Pieco ol

I

FORTRESS OF WINDS

PEGASLUS BOOTS REQUIRED

Thare's o Fiece of Hoart in the frst floor's esstemn
mosat ropm, T reschit, youhave to enter through the
small opening in the ndmcm[cl‘ﬂ"bﬂ&:!mﬂt
ondd 15 om page 47 for more information
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MOUNT CRENEL o CASTOR WILDS

MOLE MITTS REQINRED
Climb thee Crenel Wall snd use yeur Mole Mitis to dg through the cawern to the
left of the harmit’s cawe. The Pisce of Heart inside is puarded by a Moldorm,

FLIPPERS REQUIRED
Swaim to the cave in the
northeast corner of
Castor Wilde Togot
vour hands on the Fiece
of Heart insde, move the
bloeks aut af your way

HYRULE TOWN

W&Lfﬂl:gnemp "mwf:wef;ﬂ Wirta, "
n s semulations wall be opan ISTREEE. D Wi = 1
a Piece af Heart, pay the 10-Rupee fee and vanguish r CASTOR WILDS

all af the wirtual monsters,

FLIPPERS REQUIRED
A random Kinstone fusion will make a by pad appear
st of 1he Minish por-talin the northesest comer of
the swamp. Get senall and ride the Hy pad across the
meack, then head all the way to the tiny cave n the
southeast comer, You must fight past foas and push
Blaciks: From your pa1ll!|.'-|ua:|1tlle Fieoe of Heart

HYRULE TOWN
FLIFFERS REQUIRED
Enter the Ly operng on Lop of the lountan |[see . J SOUTH HYRULE FIELD

page 54 for instructions on how to get there) and
swim across the stream lor a Feece of Hearl

FLIPPERS REQUIRED

Dashintao the lone tree in the southwest comer of
South Hyrule Fedd and use the revealad portal 1o
shrink yoursel]. H you pemp in the water and swim
wpestressen, ywou'll come o8 Ly cave that conlsng
P o Hoart

FLIFPERS REQUIRED o
There's a Pieca of Heart in plain view to the nght of the gray bridge. 'ou can swim 4 HYRULE TOWN
toit il you anmarat the falls from Morth Hyrole Feld >

FLIPPERS REQUERED

Stand in the pool of water next Lo the house &t the
norith end of Lake Hyla and press the B Button 1o
e Bor aPiece of Heart

Complate the Cixco
miigame for a Paecos ol
Hewrt. Uinless you have
supirtmaman skills, you'll
nesad the thppers and

us Boots to suc
cend {sea page 911

Push the top-left tombr
stora, then haad down
e = taire and move th
large block to readh the
Fieca of Heart.

FLIPPERS REQUSAED
There's aPiece of Heart an & small patch of land niear Mayor Hagen's cabin,
Princ:Cical your doggie paddie 1o reach it

(@ #26 ____ [AKE AWl
FLIFPERS REOWMRED
S o VWaveblade's dojo #it’s the iree with the hole init] from Mayor Hagen's

cabin. Not only wall you lind a Piece of Heart down thare, but the swordmaster
il Yesaach v the Panl Baam skill

PALACE OF WINDS

ROC'S CAPE RECANRED

WWheen niach the langa U-shapad rogem on the
fiourth floor, push the blocks on the keft over the
adig, then jurmp across the gap i youhead north,
your’ Il comi T a Puecek of HearD a1 the end of the cat-
wall

MINISH WOODS

HYRULE TOWN

ROC'S CAPE REQUINRED

Expatp it Rie's Capee and jump invto the big bell ot the
northend of the town square. Az the bell rings, a
Pmce of Heart will tall to the ground

FLIPPERS REQUIRED }

In the westem part of Minish Woods, enter the tiny
caver an the lelt and follow the icy paths toa Piece of
Heart
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ROC'S CAPE REQUIRED
Climd dvn 10 the shore balow the north cabin and
hop across the slands Lo s Pece of Hear|

#34 LON LON RANCH

ROC'S CAPE REQUIRED
Tox rieaich the: Fiece of
Haart in the portheast
corner of Lon Lon Ranch,
hop ecross the slands in
Lake Hylia and b

through the morth cave.

KmvstoNe Fusions

You can obrain the {ni|m|.-|ng Pieces of Hearr (and Heart Container)
by fusing Kinstones. The corresponding numbers on the map an
page a4 denote the locations of the Pieces of Heart. For the where-
abouts of the people with whom you must fuse the Kinarones, refer
ta the descriptions below. For more information on Kinstone fusion,
turn to page 98,

SOUTH HYRULE FIELD

HURDY-GURDY MAN

When you fuse Kinstones for the first tme with the Hurdy-Gurdy Mean, the bram-
I'l;ﬁ on the tree miar Link's house will disappear, Enter the tree to pick up  Piece

of Heart.

L IET) EASTERN HILLS

FOREST MIMISH

Shrink yoursalf an the tree stumgin the soutlwest corner of the hills, then enter
the: mishroom and huse Kinstones with the Minish insade. & beanstalk vall sprout
tothi north, and at the 1op you'll fnd o Piece of Heart

WESTERN WOOD

FOREST MINISH

The trese nizct bo the Castor Wilds sign in the Westem Wood con tans 2 Paca of
Heart, T elear svery th bramble, warp to the Wind Crest in Lake Hylia, furi mnis-
ture and fuse Kinstones wath the Forest Minsh rside the mushroom,

MOUNT CRENEL

MELAR

If wou fuse Kinstomes with Melan after you complete the Fortress of Winds, &
heanstalk will grow on the westermn peak of Mount Crenel Chmbit 1o retrieve a
Piece af Heart,

FOREST MENISH

Uise the tree stump behird mayor Hagen's catan to get small, than swim straight
mwr th ancd climb the mirature vine Lo your righil-Fuse Kingtones with 1he Forest
Minigh at the bottom af tha holie to make another beanstalk growe To resch the
beanstalk iand the Fiece of Heart a8 the toph, return 1o normal size and dig
through the cave &t the north end of the lake.

130 figurmes, talk to the
man cutsde the café
He'll let you into his
housa, where you'l find

& Piece of Hoar
#3{] HYRULE TOWN
'—','a [FOUR SWODRD REQLIRED
Shrink yoursall insida

the schaol, then enler
Ehi tiry parth in the play
grourd and mowe the
large block &t the end to
acnuire a Piece of Heart.

GALE

You i i Kirestones with Gale sither when she's stranded on the Cloud Tops or
upan her return o the Tower of YWinds Doing 5o will reveal a secret cave batind
Vil Falls that houses a Piece of Heart.

FOREST MENISH

Ad e wou' v infused your blade with all four eloments, swim 1o the house on the

‘winler wn tha Mnish Village. Thi: socond Kinstone fusson with the house's apou

panit [you have to kesve and come back) will create s patchof land in front of &

Ew i Visil Falls. Use your Mole Mitts todyg inside the cave and acguire a Pece of
art

HYRUL

E CASTLE GARDEN

RANDOM
There's a Fiece af Hiar! bencath the sast fountain in the Hyrnde Castle Garden
The fowrtain will drain &5 & result of & random ned Kinstone Fusion

FOREST MINISH

The third tema you fuse Kinstones .f.ll[h the Farest Minsh montionedin the previ-
o tip, 8 Ly holbe will appoar react to the Wind Crest in Lake Hylia. Doog through
the hole and make your way thiough the cavenn, Yol amerge naxt toa msshr
room H you talk to the Mimshinsida, el give you  full Heart Container!
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CELEBRATE THE MINISH'S GENEROSITY BY FUSING

THE KINSTOMNES THEY

CREATED AND BY REAPING

THE REWARDS.

ALL THE WORLD'S A STAGE
Look for people (and sometimes things) who want wo fuse Kinstones—
sarne will do so only after you have complened a certain msk or found &
parr'le]ﬂlr'inm. Each Kinstone I.“Ti“'S incledes the number for the earls-
st stage during which you can fuse with that person or obiject.

STAGE - DEEPWOOD SHRINE Ta

PAGEE
2E-40

HAUNTED BY VAATI
Wou will first loarn about how 1o fuse Kingtanas with the Hurdy-Gurdy

Py i Ebyrde Tonwms, T D you havet ormpliTesd Thag D
Stage | continuas untl you are on vour way to Casior
58 0 cut scane mwhich Vant visits Hyrule Castle

nod Shrini:
s and you

STAGE

HAUNTED By VAATI TO
ExD oF FORTEESS OoF WINDS
After the cut scena betwean Vaati and Ki

tenard the Fortress af Winds vo claim the
ends anca you have deieated Maraal.

Diattus, you wall bead
aring of Wind Stage 7

FAGES
G0-42

Exp oF FORTRESS OF WINDS TO
END oF TEMPLE OF DROPLETS

Stage 3 boges as you lame the Fortress of Winds. The Ocanna of
‘¥ind will hirlp you collect many of the Kinstana reswends, sndis neces-
sary toreach the Temple of Droplets.

END oF TEMPLE OF DROPLETS TO
Exp oF RovaLl VaLLEy
D you have complited the Temgple of Droplets, you will make your
weary toward the Royal Vistkery. Theghast of th late King Gustaf wil
e you B gold Kinstona, ending stage 4

Exp oF RovYal VALLEY TO
5 ExD oF Patace OF WINDS

Aftar you claim the Kins tone from King Gustat's spint, you wall maie

yorur wary through the: stone door at Vil Falls, then begn the lang trek
it the sky and to the Palsce of Winds. You will hmﬁmge’:‘fter
you claim the Wind Element

PRGES
b7

ExD oF PALACE OF WINDS TO
GuNiNGg THE Four SworD
‘Whan you'va snagged the kst slement in the Palace of Winds, you can
lieasdl dircthy Lo the Elemental Sarctusry. Howeves, many peophe wil

leerve 1owam ance you have the Four Sword, so fuse wath as many pao-
ik a5 possible bedore you obtlain the weapon

STAINED GLASS IN ELEMENTAL

SancTuARY TO END OF GAME
Yous will v ot Dark Hyrule Castle {5ee page 800 to resume fusing

Kirgitonis, Most of thi townshalk have el Tonwny, haadlinda The
wildarnags to moat up with cutsaders and to pok up troasunas loft by
previous fusions.
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Virtually everyone you meet durng the quest will want to fuse Kinstones with
you at same pant Il know somacne s raady when a thought bublble appears
over s hend The bubbde wall mdicate what kind of roward you can expecl. To find
ot hiorey miany fussons remain, talk (o any of the Tingle sibbngs.

KINSTONE TYFPES

There are four types of Kinstones 1o find and
fase.
duee th
stome Fu

d Blue Kinstone fusions will pro-
arne result every ime, but Green Kin-

nz are mostly mndom. Gold Kinstone fusions are
reserved for specific, story-based events,
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Thaz Hurchy Gurdy s wall ?'_uu o the Kinstone Beg whin you retum toHyrule
Town. You must fuse with him before he lets you leave. East of your house, vines
omvering a tren will retract—enter the tree to obtain a Piece of Heart

CATION: TRILBY HIGHLANDS
"REWARD: GORON APPEARS IN CAVE

WHEMN: STAGE 3

Cross the biridge n The northnwest cormes of Trilby Highlandss to resch o small car,
Head toward the [adder, but don't climb it Fuse Kinstanes with the relief on the
northwall near the ladder to maie anothar Goron show upin the Goron cave

Sail via the wind gusts ower to whare the Goron is pounding on @ wall. Yhen you
fus Kirsiones I.i.ul4| tirm, & dif ferent Gorom wall 281 up & Kinstona 3_1d'dl| L
You can purchase Kinstones based on color, but the shape you get is random

Thi cava naxt to Eeree and Meenie's garden is rather feabuelass axcept fora
Irwrrrm:itm:._r_dHM',':IElm:'-"i'u-lnﬂ'-hm:lccmml Fuss withiit to make
anather Goron join the rest nesr Lon Lan Ranch.

FJSE Kinstores with Eenie to give the Goron near Lm Lon Ranch a shaot of ensrgy
50 that be can broak through the cave wall. If you hawe already fused witha
Whystirious Wall, Edrie’s Tusion will cauebé anoibisr Gorom [oagpaear i hi: i

MOUNT CREMEL
IN CAVE

LOCATIO
REWARD: GORON APPEARS

WHERN: STAGE 3

Tha cawe that connects Lake Hylia to Minish Woods below Syrup'’s hut also corr
tains & Mysterious Wall in the northwest comer. After you fuse Kinstones with
it @ il Goron will arrive 1o aed in i wall-crashing &Mart misr Lon Lon Ranch

gt thee wenll using the Male Witts 1o frad a ceve nixt to the Cranel Hermit Cleas
away the diri in the upper-right comer to find an odd cireular rebed in the wall Fuss
Kinstones with the wall to maka a Goron appear in the cave inLon Lon Ranch

Dt i i Thee R s Cape, Bebd 19 Lake Hiylla and dig Ehroigh the cave &t the
narthend of the |laka Wind your way west through the cave and fusa Kinstones
with the Mysterious. Wall to maks another Goron appaar wath the others .
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FOREST MINISH
LOC ATION: WESTERN WOODS WHEN: STAGE 3
REWARD: RED KINSTONE, 16 RED RUPEES

LOCATION: HYRULE TOWN WHEM: STAGE I
REWARD: MARCY AFPEARS IN POST OFFICE

When you catchup to mnﬁqsl man and fuse Kinstones with him, Marcy will
q.||.|ea.rl1 the past of fee She wall o2l you the Swordsman Newsie! fer penodical-
Iy |see page F1 for more information).

BUSINESS SCRUB

FOREST MINISH
LOCATHOMN: LAKE HYLIA wHEN: STAGE 3
REWARD: MECE OF HEART, 200 RUPEES, 200 SHELLS

REVIARD: BLISINES

== “ -.\

Fusg wilh 1he Busngss Serub wha sells you arrows in Cagtor Wilds to ramova
thi tharns covering a tres in Minsh Woods. The Scrub inside the iree sells
Kinstones for a steep price.

LOCATIOMN: HYRULE TOWN WHERN: STAGE 3 LOCATION: ROYAL VALLEY WHE
REWARD: RED KINSTOME, FAIRY FOUNTAIN REWARD: TREASURE MINIGAME —HARD LE

— ol

Candy will probably be outside the Treasure Game Shop or inside the inn, When Tha first time you fuse Kingtones with Spookter, the man in the Tressurs Game
oin Tuse wnth thi (], o snall shaal will g m Enlby Mghlands. Dnoe you hineg the Shop will erisiti o hafdér mode far his gambling game
Tl1u|mar5, swam across the river toenter the cave past the shoal.

FOREST MINISH
LOCATION: EASTERN HILLS \WHEN: STAGE 1 LOCATIOM: ROYAL VALLEY WHERN: STAGE §
REVIARD: PIECE OF HEART, 200 RUPEES, 200 SHELLS REWARD: ACCESS T0 GINA IN CEMETERY, 100 SHELLS

Darrpét will open a tambin the cemetery when you fuse Kinstones withhim, Gina
wenits ingide the crypt, as do 100 Mysterious Shells



T R T S R e i R L —

I yous e Kinstones with Spookter & second time, she will conencs har Eratry
brother to leave Anju's house. Once ha's gona, ywou can stwink and enter the house,
bl wantch out Bor the: Cucen chicks who might mistake you Tor break Fast,

REWARD: FAIRY FOUNTAIN
SRDLOCATION: NORTH HYRULE FRELD WHER: STAGE 1
(e blue Kinstone fusion is randam. It will allow yeou 1o emier a Fary Fountain

through a tree in NorthHynala Fiald. The central location of the fourtsin mekes it
an el gpod togather Eanes in botiles

RED KINSTONES

STRANGER
LOCATION: HYRULE TOWN WHER: STAG
REVWARD: WARP T0 PALACE OF WINDS

Fuse with the odd man in the hoase noar the post of fice, He will create o portal
that allows you 1o |€|E|.|Clr'| 1 the Towser al Winds See page 53 for moare miorma
tion on what 'you can do there.

LOCATION: HYRULE TOWN
REWARD: WALLET UPGRAADE

WHEN: STAGE 1

Wit you @ Chi good Mayor Hagen Tuese Kingtones, th small pondn Lon Lon
Ranch's cow pasiure will drain. Enter the ceve and apan the treasure chest to find
alarger wallat

LOCATION: MT. CREMEL MINES WHEN: STAGE 2
REWWARD: PIECE OF HEART, 8 RED RUPEES

JJ:HIH Tusrg Kind tanes with Melsn, bervs e ming to the west, return bo nt_.umal
size and drop to the level below. Traverse the mountan to the west, then climb up
tha rock wall ta find Melari's beans tal. now fally grown.

UTH HYRULE FIELD

WHEN: STAGE 2

Fusa with Smith in your house to make a treasure chest appear in the Eastem
Hills near Exrie and Meenie's house, The chest contans an emgpty bot e,

LG ATIOMN: TRILEY HIGHLANDS WH fN' !‘_TA[‘iF ?"
REWARD: PERCY'S EVENT BEGINS, 100 SHELLS

Visit Parcy in his lemporary housng, and huese Kinstonas with him 1o bagin a side
story mviling thi pDOT'S burreng desird [Toneturn homi.

LOCATION: SOUTH HYRULE FIELD  \WHEMN: STAGE 3

GOLDEM TEKTITE (200 RUPEEST

Atter fhusmng K_ru:lvuu_es with _ngJE s s hn!!m L] I_seenage_ml_ retum to |lﬁ!;
to fuse with him again. This time, a Golden Tektite will appear in Mount Crenel.
fast-meing creatura is vary ditficult to take down, soavoidit if possibla .

B Tue Lecewp oF Zrioa: Tee Munisa Car 1l 101




BREMOR
WHEN: STAGE 3

Lo CATION: HYRULE TOWN L

Use the Ocarma of Wed 1o warp
enter the ndjacent mushroom
tree will open upin Whestem Wood, north of Percy's house

to the Lake Hylia Wind Crest, then shrink and
e il fuse Kingtones with the Minish nside, a

Cross the bridge in the southwest part of South Hyrule Field and knock the lesves
off tha trem to reveal a Minish portal Sheink and go insde this mushroom naarby,
Wheen you Fuse with the Minishinside, Syrup will develop a mare posserfi pation

REWARD: HOUSE AVAILABLE FROM GORMAN
. =l

m
e

After you huse Kinstonas with Bremor, the man in the waterwhiol house will
a55ist Goaman in bulld 0 and ther housa. A e it's constracted, return to the inn
andmform ona of the remaining |ades that a niv propierty has becoma svalable,

GRAYBLADE
LOCATION: M{!-LIHT CREMEL

'-'|-|H'E"¥ STAGE 3

o= B

Wher you fusi with Geayiitade, he will opon the way to another swordmsster
Haad ta thenortheast comer of Castor Wilds and into the newly parted waterfall
T find Scarblada, who will teach you to power up your spim ttack mone quickly

LOCATION: MINISH

[ _ WHEN: STAGE 4
REWARD: BOME BAG UPGRADE

The Minish's cave is close 1o the entrance of the Wind Ruins, After fusing with
Fim, haad deeger into the ruing to find & grown beanstalk. Chmb up the stalk to
T i arrow quiver upgrade among 1he clouds.

HYRLULE TOWN WHEM £
ARD; HOUSE AVAILABLE FROM GORMAN

When you fuse Kinstones with Belar, o tressurs chest will appear outside the
Fortress of Winds, Open the chest to ciaim a Bomb Bag upgrade

_LOCATION: MINISH VILLAGE
REWARD: REMOTE BOMES .|'||'

WHEN: §T

ILABLE FROM BELARI

When you first fuse Kinsterss with Farone inside 1heinn, Gorman will appear in
Hawny with thi reemarkabie des to rent out soma of this emply hoises. Speak to
han, i i dusn Lo the weomen in the inn to infiorm one of them of the vaceney

102 B Nmtesoo Praver's Guine Il

[Fusa with the elder Gentari in the Minesh Village to nspire Balari to create
rema te-detonated bombs. Speak with Belan alterward toget the new mvention




M: HYRULE TOWN WHEN; STAGE §

JOY BUTTERFLY [5WIM FASTER]

B B e e

L]
r
B
r
il Fuse withMayru tomake o butterfly appaar in Aoyal Vallay, After you catch the
i bartterfhy, you will be able 1o swam faster.
|
i
r
WHEM: STAGE *
" REWARD: JOY BUTTERFLY (SHOOT ARROWS Fi

i
. Witien you luse Kinstongs with Din, i buttert ly will shoer up just inside of the
enitrance to the Wind Runs. Once you snag thiingect, you will b able to e
i arrowws ata much fastes rate.
b
L LOCATION: CLOUD TOPS WHEM: STAGI
I REWARD: PIECE OF HEART
*
F rvl
’
] e
. i
1] 5 1
igh
"
' I you Rusa Kinstomnes walk Gale, the northernmast watertallin Vel Falls will
. e, I'E‘-'ESIL’IQS{‘MEHI‘IWII’II'I’JS!F‘MN Haeart,

(TION: LAKE HYLIA

I

i

1

1

r

i

y WiMen you fuse Kns tanes with Farore, o butterfly will appanr shove a flower

patchin the middle of Castor Wikds. When you grab the butterily, you will ba able:

L fovdig Fastar with your Mole Mitts. The effectis parmanent.

ATBLADE (LD

Fuse Kiratones with Waveblade to opon the door Lo another swordmas ter,
Groathlade. The lower waterfsll in Vel Falls vl part, allowing atoiss 1o
Graatblade’s chambor. Train 10 ncreass the duration of your spin atiack,

GRIMBLADE

LOCATION: HYRULE CASTLE GARDEN WHEM: STAGES
REWARD: SPLITBLADE IFILLS SPLIT GAUGE FASTERI

B ’ o] A

Fuesing Kinstones with Grimblade will part thie lowe waterfall in Vs Falls. Head
o th Trcen Lor Lon Ranch to reach the lower part of the Yedl Falls region, then
S0 into the cascada 1o Tind Splithlade’s dojo

FOREST MINISH

w7 I

Fusse Kinstones with tha Mintsh in the upger-r
tolenesar the Lake Hylia Wind Crest Erter the

[ oot 0 Mirish Willage to createn
&, thencross the ohstacle-Rled
pules g 1 risch L, wihio wll nevwand your efforts with aHeart Container.

KNS TOME

WHEM: STAGE 7

i am i
Easaeg L4l

Lata in the gama, after you have reunited ol of the Gorons in the cave, fuse with

the rightmast Garon to wake the big Goron from his nap. See page 93 for more

details resganding th b Goran

"f-?'f-.-"s
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KINETONE

FOREST MINISH

LiGCATIOMN: MINISH VILLAGE WHEMN: STAGE 7
REWARD: PIECE OF HEART, 50 SHELLS

| REWARD: PIECE OF HEART, 50 MYSTERIOUS SHELLS

JCATION: HYRULE CASTLE GARDEN  WHEMN: STABE 1

Thera is ore random ned Eing tone fuaion in the game. When completed, the nght-
sacke fountain reeer the entrance to Hyrule Casthe wil drain amd steps wll appear
Descend mto & s=mall chamber (o peck upa PFince of Heart

Whaen you fuse Krstones with the Minish hidden deep in the uppar-right corner
of the Minish Wlage, & small shere will rise in Ve Falls. Swim through to the
shore and Uise the Mole Mitts in the cave to find a Plece of Heart.

GREEN KINSTONES

A RANDOM APPROACH
Green Kinstones ane a livtle different from their red and blue coun-
[ETparTs. With few EXCEPLHnS, green Kinstones are random —aAny-
one in Hyrule, including pets and livestock, may want o fuse
Kinstones at any point, and the treasure you receive could be any-
thing. Listed are all of the people and ereanures you have the poten-
tial vo fuse with; seek each of them all our ar their locations o find
every fusion.

LOCATION: SOUTH HYRULE FIELD  WHEN: STAG
REWARD: RED KINSTONE. SWITCH

Search for Tingle and his three brathers to open underground passages n Morth Head past the shopkeeper's house next to Lake Hylia, then tovward the water’s
Hyrula Fiald. Once yeuhave found all the siiings and steppesd an the svitchesin wdige 1o find David Jr. Remember also to visit Deavid Jr. {or ane of his sibings) 1o
theeir cavwrn sechons, o ladder wall appear o take you to the by treesure chest keep irack of how many Tusions remain in tha workd

that s visible from the cave. See paga 53 for mane details

LOCATION: LON LN RANCH
REWARD: RED KIN: SWITCH

Haad through Talon's house and across the cow pasture Lo an open cave. Split up Cross the northwest bridge in Trilby Highiands, then dig into the cove. Cimbup the
and push thi boek, then chmb thie ladder 1o Tind Ankl |nddar insids the cave to frd Knuckla
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You can fuse Einstones twice with tha young boy named Zill in Hyrule town, and
ance with a Minish in Minsh Village. You tm‘ruse with themin amy onder, but the
ily pocs will sbwaya sppear in the same sucoessionn Castor Wilds, The ily pade
vl ek ik BCCEES 10 varicas parts af Castos Wikds while you're small.

8 LocaTion: TOWER OF WiNDS @
ﬁ i CARLOV @

CRENEL HEREMIT
LOCATION: MOUNT CRENEL

¢ CUCCO

& CUCCO CHICK

@' DAMPE

DAVID JR.

i

(&

§8| BIC CORON

“of LOCATION: VEIL SPRINGS (VEIL FALLS)
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LOCATION: HYRULE TOWN

FESTARI
 ErTT—

= | FIFL

©

Q’“. | FLURRIS @

LOCATION: HYRULE TOWN

JIM
LOCATION: HYRULE TOWN :

e
(5
€
€

4 FOREST MINISH

LOCATION: THROUGHDUT HYRLULE

@ JOEL _
LOCATION: HYRLULE TOWN

Forest Minish make their home in Minish Vilkage bt thiry e spread out 1o virtu-
ally ingirry cormer of the world, Look for small, mushroomike houses and it
cracks in th grousd—1hiny ol tén oon tain Forest Minsh, Once you have found one
aof their abodes, search arcund for o £ tump-shiped Minsh portal, (Sometimas you
will hayvee to rarm o nessby tree toreveal the portal] Vines hanging fram short
lesdges are also strong evidence that a Forost Minish's hoiss (s nearsy

©

@ JULIETTA [
LOCATION: HYRULE TOWN

)

g JUNE |

KEELEY
LOCATION; HYRULE TOWN

I3
@ GEPPER
LOCATION: HYRULE TOWN

&l | KING DALTUS

00

4‘.; KLAUS

|

¥ | GINA
Bl LOCATION: ROVAL VALLEY

ivs | KNUCKLE ;
M LacCATION: TRILBY HIGHLANDS \

@

E],L LIBRARI i

00006

%>, [GORON DIGGER |

06

U LILA

©

@ LOLLY
LOCATIOMN: HYRULE TOWN

006

GROWLER

LOCATION: HYRULE TOWN

MALON
LOCATHOM: HYRULE TOWN & LON LON RANCH

EE
!

. [ GUSTAF

LOCATION: HYRULE TOWN

&% | HAILEY
LOCATION: TOWER OF WINDS

Q HARRISON @

@6

= | MARSHALL y

MAYOR HAGEN

LIOWC ATIOM: HYRULE TOWN

e
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SPEKTER

. KINSTONE GUIDE
LOCATIOMN: RDYAL VALLEY

T MELAR : SPLITBLADE
LOCATION: MELARI'S MINES {MOUNT CRENEL) Eﬁ
2 | SPOOKTER Y

LOCATION: EASTERN HILLS

g LOCATION: HYRULE TOWWN

MOUNTAIN MINISH
LOCATION: MELART'S MINES IMOUNT CRENEL)

Marvy Moun tain Minish vz in Melar's Mines in Mount Crenel. Unfortunataly, they
al lnok noughly the same, Bemethadcal when walkng through the mine to make
sure you talk fo all of the infabitants

Pea——. p——

B )
@ | NAYRU @
ii ! PAIGE @

LOCATION: HYRULE TOWN @

TINGI.E
ﬁ
ﬁ |TDW"N MINISH |@

Seanch haghand low for all the Towm Mnish—they maks thar homas in therafters

BGM In and mouse hodes im the houses throughowst Byrule kovm, Some of tha Toen Minsh
oy

are out m the open, as well, but they e visbde only when vou'ne simall

h ﬁ SATCHEL ’ _@ |VIEROHA |®
g SCARBLADE [ & [ WAVEBLADE
F LOCATIOMN: LAKE HYLIA
g SHEILA _ . WHEATON
| \ lII LOCATIOMN: HYRULE TOWN
SIROC ZILL
SMITH |
LOCATION: SOUTH HYRULE FIELD .
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YOU'LL RECEIVE A TIGER SCROLL THAT i

TEACHES YOU A NEW MOVE WHEN
YOU TRAIN WITH ONE OF HYRULE'S

GREAT SWORDMASTERS.

THE ART oF BATTLE

e hero wersus an evil sorcerer and hundreds of dark minions? The
only way 1o even those odds is 1o learn from the mast skilled swords-
men in all of Hyrule. The following pages listall of the new vechniques
that you can add o your repertoire, and deseribe where and when you
can train with each swordmaster.

1 SWIFTBLADE: SPIN ATTACK

Hyrule Town

The firse time you visit Swiftblade’s school, the swordmaster will
teach you the spin atmck, The rechnique takes a couple of seconds
to charge, but it comes in very handy when multiple enemies are
converging around you.

2 SwIFTBLADE: Rock BREAKER

Hyrule Toem

Swiftblade’s sccond rechnique enables you o smash vases and some
rocks with your sword. He can veach it to you once you've acquired
the White Sword. Its not the mosi ﬂu:n::il::iﬂ.gI skill, but it makes
searching for hearts, Rupees and Kinstones much easier.

3 GRAYBLADE: ROLL ATTACK

Mount Crenel

You can enter Grayblades cave after you learn how no multiply your-
self (see page 36). The mountain man will show you the roll artack.
¥ou can execure the technique ar either the beginning or the end of
a roll, bur the former requires precise fming.

4  SWIFTBLADE: DASH ATTACK

Hyrule Town

If you pay Swifthlade a visiv after you acquire the Pegasus Boots (see
page 41), he'll instruct you on the dash areack. To use the skill, you
must have both your sword and the Pegasus Boots equipped, Slam
into sparkling trees with it to reveal Minish portals,
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5 WaveEBLADE: PERIL BEAM

Lake Hylia

Wiaveblade lives inside a tree at Lake H'|.-|'ia.. To reach him, VO mast
swim to the tree from Mayor Hagen's cabin {see page 550, The
swordmaster will teach you the Peril Beam, which adds a long-range
blast 1o your sword artacks when you're down to one heart or less.

g T T T T

6 GRIMBLADE: SwWoRD BEam

L L )

a
&
3
g
§

Grimblades Sword Beam technique is identical wo the Penil Beam,
bast it takes effect when yoar heart meter is full. The swordmaster's
dojo is beneath the Hyrule Castle Garden. Once the guards Jeave,
cut the grass in the southeasr eomer o uncover the dojo's entrance.

7 SwirTELADE: Down THRUST

i
i

Swiftblades final lesson i3 on the Down Thrust. With both your
sword and the Rocs Cape equipped, execute an attack in midjump
to bring your blade straight down. The skill is useful for bypassing
certain enemies’ defenses.

B SWIFTBLADE I: GREAT SPIN ATTACK

Castor Wilds

The spirit of Swiftblade I rests benearh the shrine in Casvor Wilds.
Your can reach him |r|. it mp|}' pwﬂﬂlng the shrine out of rh(' way, '|'!-1||;
he won't teach you the Grear Spin Aack until you've acquired the
other seven scrolls.

T M mm——

THE HIDDEN SWORDMASTERS

You can enhance some of your techniques by training with the follow-
ing hidden swordmasters. Their locations will be revealed when you
fuse Kinstones with cerain other swordmasters.

SCARBLADE

Bl Scarblade’s dojo is behind the
waterlall in Caspor Wilds. Fusu
Kinstones with Grayblade 1o
uncover it. Scarblade will bessow
you with the abiliry to charge your
-:pin attack more qu.iricl'rr.

H 1F you fuse Kinstones with Grirm-
blade, Splithlade’s dojo will open
{ at the bottom of Veil Falls. As his
name suggests, Splitblade will
reach” you how vo Gl your :'PHI
gaugy faster.

B e e o i pe e oy oo b e e ara

S
goveoooD
T |
Wriry ooy b oy o

et ledl, g he syord®

L

IS | o
JIT0CVOV

0D (LS | e ]
el d oyl

Poan Tl
Empp the Boe's Caps ard
tha smrd! Jume sed swiee!

-

CRNIOUES IR

¢ SN INETD S
Qo000 CI0
rmad Spin &t lack

Porform & Spin Alack,., .oed

kil the button wwh;
ke

] o reveal Grearblade's dojo behind
the warerfall in Merth Hyrule
Field. After you train with Great-
blade, your Grear Spin Arack will
last much longer.

B Tue Lesewo of Zewoa: Tae Moass Car 1l 109




YOU CAN COLLECT FIGURINES MODELED AFTER

CHARACTERS, SCENES AND ENEMIES IN THE
GAME BY TRADING MYSTERIOUS SHELLS TO
CARLOV IN HYRULE TOWN.

When you rade your shells o Cardov, you'll receive a random fig-
urine. You need only one shell 1o buy a figurine, bue it works like a
lottery—the more shells you :.Ft'nd.. the better your chances of
receiving a figurine thar you don't already have. With each figurine
you add to your collection, your odds of receiving a new one
decrease. If the probability dips below g%, it's a good idea 1o spend
the necessary shells to give yourself better-than-even odds.

GARNERING SHELLS CHARACTER FIGURINES

001 CAPLESS LINK
ooz EzLo AND LINk
o0z PRINCESS ZELDA
pes EzLo (Car)

005 SORCERER VAATI
oos KinG DarTus

oar I
D.-tq:ass.u:lae.trwrmksmmumliamtu find My eterious Shells randamly g‘ NISTER POTHO
sealtaned throughout th land You'll alsn discover them insids troasure chests 08 oMITH

i O S S, 1 wois're roally dasperatio for & figuriess Fix, you can buy 30 shells M A
from the item shop for 200 Rupees. "e YOR HAGEN

00 MARCY
CarLov’'s FIGURINE GALLERY m STAMP
= = mz REm
03 Dr. LEFT
s CARLOV
05 BorLov
016 STOCKWELL
o7 SIMON
: - : 0t GORMAN
The fagurine gallery is locatedinside the trea in the southwest comer of Hynule 0 ANJU
Towrw To rtach it, you must first shrink to Minish size and ask the dog in front of 20 Brocco
The STars To maond | See pips 390 Carlow will create new figuines over the course
of the game, =0 be sure to check back of ten 21 PiNa
022 BEEDLE

COMPLETING YOUR COLLECTION

021 POSTMAN

024 CRENEL HERMIT

025 MONSTER LADY

026 DAMPE

027 GusTAF, ROYAL SPIRIT
028 SYRUP

029 GREAT BUTTERFLY FAIRY

- = 030 GREAT MavrLy FAIRY
If you collect all 130 figurines, talk to the man siftng outside the caté Hell |
rowore Yo Shsessive Corpsaive befuor by it You o e minchoise. 037 OREAT DRAGONFLY FAIRY
o'l find a Piece of Heart mside, along weth three treasurs chests and a phono- 13z PERCY

. graph that you ean use to listen to the game’s musie.
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CHARACTER FIGURINES

033 NAYRU

) 034 FARORE

035 Din

03 Jov BUTTERFLY
’ 037 GINA

038 FESTARI

039 GENTARI

o0 FOrREsT Picorl
041 LIBRARI

042 TowN PIcoRI
043 MELARI

043 AMOUNTAIN PIcoRI
045 GORON

046 MINISH VAATI

47 VassalLs

g LIBRARY

049 BLADE BROTHERS
050 WHEATON & PITA
051 FUNDAY SCcHOOL

052 Mama’'s CAFE

1 053 Harpy HEARTH INN
| o4 ZiLL AND FRIENDS

_ 055 THE CARPENTERS

[ 056 Youmc COUPLE

e

k

A —— -

s L

057 PEACEFUL HYRULE 1
058 PEACEFUL HYRULE 2
053 PeEacCEFUL HYRULE 3
. 50 Cucco!
l o1 AT Lon LoN RancH
| 0z THE WIND TRIBE

63 GREGAL & THE GHOST
I 064 TINGLE SIBLINGS?
] 0i5 EENIE & MEENIE

66 GORON M ERCHANT
f 067 SPOOKTER & SPEKTER
B eNewyFiGumiNes
| 068 SLUGGULA
| 069 ScissorRs BEETLE
| 070 MOLDWORM
| 0711 SPIKED BEETLE
| 072 EYEGORE STATUE

0712 BusiNESS SCRUB

074 ARMOS

075 KEESE

076 KEATON

077 GHINI

e GIBDO

73 RoLLoBITE

"~ FIGURINES

080
081
082
083
]2 ]
085
086

093
034
095
096
0a7
nag
059
100

m

10z
103

iy
o8
108
1w
m

n2
na

ns
e
mn
118
m
120
121

123
124
125
126
127
128
129

SPARK

Dark Nut

RED Dark Nut
CHASER

Rock CHuCHU
MOLDORM
Door Mimic
PEAHAT
HELMASAUR
WaLL MASTER
FLooR MASTER
Acro-BANDITS
BoB-omBE
BOMBAROSSA
LIkE LIkE
RuPEE LIKE
Rore

BoULDER

BaLL & CHAIN SOLDIER
SPINY BEETLE
SPEAR MOBLIN
Bow MoOBLIN
CrLoup PIRANHA
MULLDOZER
PesTO
PurrsTooL
WIZZROBE

FirE WIZZROBE
IceE WizzROBE
Wisp

Ocrorok
GoLDEN OCTOROK
GOLDEN TEKTITE
GoLpeEN RoPE
Crow & TAKKURI
LAKITU

STALFOS

BEETLE

CHUCHU
TEKTITE

TRAP

LEEVER
MADDERPILLAR
Seiny CHUCHU
Bic Ocrorok
Gyorc Pair
BiccoroN

Bic GREEN CHUCHU
GLEEROK
MAZAAL

Bic BLUE CHUCHU
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BOTTLES HAVE ALWAYS BEEN COVETED ITEMS IN

THE ZELDA SERIES, AND THIS GAME 158 NO
EXCEPTION. COLLECT THEM ALL TO HELP YOU
ON YOUR JOURNEY.

Stick THis 1N Your BoTTLE AND DRINK IT!

Empty bottles can store many different items thar will help you on your
quest: water for purting our fireplace blazes, potions, milk and fairies for
healing. and Picolyre and charms o temporarily improve your strength,
defense or luck. To use a bottle, equip it to one of the item slots, then press
the corresponding button o collect water or fairies, or to use the item con-
mained within.

. THE FIRsT EMPTY BOTTLE

To climb Mount Crenel, you must purchase a bottle in

Trilby Highlands. Head down the ladder in the northern

part of the highlands, then bomb the eastern wall inside the cave. A

Business Scrub will sell you an empry boutle for 6o Rupees after you
deflecr a Debon Mut ar him with your shield.

. THE SEcCOND EMPTY BOTTLE

When you return homeand Fuse Kinstones with Smirth,

a treasure chest will appear just outside the gate to Eenie

and Meenie's garden in the Easvern Hills. Open the chest to find an
empry borde.

. THE THIRD EMPTY BOTTLE

To obtain the third empty bottle, you'll have to run an

errand for the shophkeeper. Shrink down and sneak into

his shop through the roof, then talk 1o him o ger the bortle of dog

bood. Head vo his house near Lake Hyhia and feed the hungry pooch.
You pet to keep the botthe after you've emptied it

. THE FoURTH EMPTY BOTTLE

Obtain the fourth empty bottde after you have broughe the

entire Goron dan ogether in the cave in Lon Lon Ramch,

Fuse Kinstones with one farmer and five H:.-stnimm Walls in caves
throuphout Hyrule to reunite the Gorons, then enter their lair and

- walk past them to discover the reasure chest that contains the borle.
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FEELING

SUBSCRIBE TO NINTENDO POWER AND
LET US SHOW YOU THE WAY. IT’S THE
NEXT BEST THING TO A TALKING CAP.

HARNESS THE Power

Every monmi NivTenno Power DELIVERS IN-DEPTH
STRATEGIES FOR ALL OF THE LATEST GBA, GCN AND
NiNTENDO DS ADVENTURES. EACH PACKED ISSUE ALSO
FEATURES FREVIEWS OF THE HOTTEST TITLES ON THE HORI-
| ZON, AS WELL AS SECRET CDDES AND UP=TO=THE-MINUTE
HEHESTIMGIH'FWTHEIJMY OFFICIAL SOURCE.

SUBSCRIBE TODAY!

VISIT STORE.NINTENDO.COM

i DR CALL 1-800-255-3700

| Ploase aflow 4-6 weeks in the USA and 6-90 woeks i Camsda tor

| delivery of the magazine and free gift, Offer good whils supplins [ast.
| Prices subject 1o chasgi withoui sotice. Only VISA or MasterCard
accepted with phone and orfine orders.

Offer #4558
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*827.95 in Canada,

“*Froe with paid subscripiion

IF YOU PURCHASE A ONE~YEAR, 12-1SSUE
SUBSCRIPTION TO NINTENDO POWER NOW
FOR $19.95 U.S.*, YOU'LL RECEIVE A
FREE** THE LEGEND OF ZELDA T-SHIRT!



The world’'s most beloved video game

franchise returns with an all-new quest :
for the Game Boy Advance. Get the most { ; ‘
from your journey with the official \
Player’'s Guide from Nintendo Power.

& A complete walk-through for the entire
adventure, including every side guest

Gameplay-tested strategies to help you defeat
every boss

. Detailed information on how to obtain every
weapon, Plece of Heart and empty bottle

& A comprehensive Kinstone guide with an

in-depth explanation of the fusion process e
£
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