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Third in the popular adventure
series, parts 1 & 2 ovailable on
the NES.

(finsend) T

l 1utked up |r|
bed e dMfting intd™
sleep. The enly sound
outside is the rain ,
falling on the log roof ?
of your forest cabin, k
and in the gloom you

can hear the comfort- y .
ing noise of your father .'
Link moving around. But

then, almest inaudibly, comes a faint cry. A %
girl’s voice, distant but earnest - a cry for

Without giving too much away, | can tell you
that the stronge voice is the distress call of
the princess Zelda, who is held captive
by the evil sorcerer, Agohnim, in the palace
that used fo be home of her father, Ktu
Hylas. The doys when he was the benign
ruler of the kingdom of Hyrule are long since
gone, and there ore mounting fears that
Agahnim plans te bring some calamity upm
the land, Even now, people are looking with
dread to the old legends of the of the
Golden power, which unl il o
Hyrule before it was sealed by the s wise
elders. Could Agahnim be _'Mﬁ
join the two 7 Al .

Until now there has been niﬂﬂﬂhll'ﬁ J:-
him. He has the umln an iron grip, rh-u
palace guards his complete :nrmg-'l
and ream the provinces of Hyrule, locking for
dissenters. The nﬁljr possible threat to his
power might come from the dﬂrendndl of
the wise elders, but it comes as nﬂ,rl.lrprhl to
learn of their ypearance, ene by one, fin-
ishing with the last - princess Zelda.

So, with Zelda disposed of, as everyone
believes she Is, the populace is in deep
despair, but powerless to act. All seems lost.
But you heard Zelda that night. She’s not yet
dead. And if anyone s in a position to save
Hyrule, it's you. The quest woen't be easy. Vast
trocts of woodland, arid deserts and moun-
tain ranges must be explored. Answers lie
underground in caves and hideouts, and in
the vast forfresses of avil that lie unexplored.
Even then you may not have all the powers
you need to complete your quest - and other
worlds owait,

~ TB"\’.‘[ wiha

A The first boss you hove to foce guards the
green pendant which lies in the eostern poloce.
In foct it's not one but six armour-clod knights,
skilled in the art of formation-doncing combof
To defeat them figure out their predictable
ottock potferns and pick them off one by one
willlh arrows.
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little many Do you
Janma .1'|_||_r.| fta ask ma’

y Pay Zora 500 rupees for somathing speciall



Zelda hos two worlds, but you coan only access

the Dark world when you're well into the gome.

BN Tha first kingdom is your own - Hyrule, o squore-

I § shoped sort of country bounded by

3 | rocks. You live in the forest in the
cantre.To the north is the brood-

ing palace of King Agohnim. To

the west, the peaceful villoge of

Kokariko, where one of the elders

is reputed to live. You should find

help there, but be warmed, not everybody is on

your sida.

A major feature of Hyrule is the massive loke
Hylia in the south-east. Rivers fo it cover the
whale land, and being oble to travel on it would
be o bonus. Coves are dotted round the shore,
ond although no-one over sails on it now, there
ore reports of an islond af its cenire.

— Link nrri’mI: ihe th:-rg!1£h.|ngnur. ond does
le with avil Arrghus. Ufe the Hook Shot 1o
off - Il parasites thatfieat around
5. m mrigin meanie with your sword )
3 g-lrthrrgi hove been destroyed. - Further out, are those mysterious ploces known

to exist by the inhabitants of Hyrule, but shunned

bocouse they are infested by Agahnim's cohorts
& 1: LOAT WOODS @ 5: LAKE HYLLA,

and present o deadly threat 1o the traveller. To
the norh-east are the Death mouniains, foo

@ 2: SPECTACLE ROCK 0 SWAME RLIMS

8 3; DEATH MOURTAIM & 7; DESERT OF MYSTERY

steap to be attempted from the outside.
Tumbling from these crogs ore the waterfolls of
Zora and the waterfall of wishing, which gullible
souls like to believe grant your dreoms

However, ploces of even grecter danger than
these exist. The vast desert of mystery to the
south surrounds the huge sandstone poloce,
obandoned for centuries, all its tfreasures sealed
| underground. In the sast lies another mossive
| palace hidden in a labyrinth of wallkways lined
with stone sentinals.

The lost woods lie in the north-weast, which are
given a wide berth by the villogers of Kakariko
becouse of their gloomy aspect and the sirange
crigs thot emaonate from within their depths. But
lore hos it that the powerful Master Sword is hid-
den there, an essenfial weopon in your quast.
Finally, dwarfing everything else, is the Mouniain
—— e —. Tower of the north, the site of the ancient gate
betwean the Light and Dork worlds

L 4 An ancounter with the Helmasaur king. Crivens!

MAGICAL MYSTERY TOUR

| COMMENT

The bot-
tom line
is..Zeldo
is excel-
lent, |
have to
say that
before |
go on o
enthuse
about
countless other things, so
that the message stays
clear: buy it and you
won't regret it. What you
will have is o gome of
enormous depth, excite-
ment, even humour, but
most of all quality. It's the
quality of design and
implementation that is
maost striking about
Zelda, The graphics are
stunningly designed to
appear J-dimensional
with brilliant colouring
and the animation is
wonderfully detailed: just
witness lever-pulling or
combaot, Sound is not just
superb but atmeospheri-
cally arranged to suit the
phase the game is cur-
rently in. Putting all the
fechnical wizardry aside,
LZelda most impresses me
as a brilliontly thought
oul adventure, The puz-
zles are ingenious and
challenging but never too
obscure, and the feeling
is that progress is alwaoys
possible. Solving the
problem of getting the
Moon Pearl or finding
secrel passages in the
Desert Palace is so satis-
fying. But there's still
masses of combat action
to be had, and you'll have
a tough time ogoainst
some very serious bosses.
This is one of the few
games thot rewards
exploration, and there's
loads below the exterior
still waiting to be discov-
ered (by mel). You don't
feel herded into a fixed
agenda, and the unlimif-
ed continues prevent frus-
tration setting in. As |
said at the top - buy
Zelda 3. | defy you not to
enjoy it.

77 (Himend)



4 Meet the Old Maon of the
Mountain, Escort him lo sofety to
eom the Magic Mirror!

the warld
bed et et
that are right under your nose.

You can fr

Look a little more

Also, you're bound o get stuck.
Parhaps at o dead ond with
nothing but a huge statue. Or
how on earth do you reach those
ladders that start so high up?
After all, you con't floal on air.
ah, but you can float on water...

How To Contral

NOT USED

& [ sELECT BUTTON: SAVE POSITION

How To Play

the origin of Zelda’s plaintive cry.
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Heyl‘-HInt yvou For waking:

from? nw daep, dark sleap! £ ...'._
I-eruean thanks a lot, siflg
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A Sprinkle your mogic powder hare fo woke o
little purple winged demon. Annoyed at this sud-
den awokening he shoots at you, unwittingly
doubling your mogic powaer.

¥ Watch out for the Lanmelal |
These sand worms regularly

hits tharo will '.-:u|-|_'| rosulis,

| pendant jealously. The sandy “nnr of the desert palace allows them o erupt from
| under your feet and then disoppear os quickly. As they come up they spew rocks in
| oll directions. Since their heods are the only vulnerable part of their bodies, multiple

surfoce, cousing many prob-
lems for Link.

ACTIOMNS (LIFT PULL TALK RUN
ole.)

Zeldo is on arcode adventure that will fest both your oction and strategic skills. You
have to explore the vost lond of Hyrule in search of items ond information to help
you complete the quest and defeat Agahnim. It's up fo you to discover how to use these items by
trial and error, or by tolking fo someone who may know more. First on the agenda is a means with
which to protect yourself, because the place is crawling with Agahnim’s guards. Yarious weapons,
some magical can be feund, but they are oll useless unless you learn the art of combat. Your life-
force isn't infinite, so finding o way to maintain and extend it is necessary. Bul first, you should find

7 GOING UNDERGROUND

NOT USED

& | START BUTTON: INVENTORY

A lot of the quests in Zeldo lead you into labyrinthi-
an dungeons. You could easily get lost in the maze
of corridors and walkwoys, but remember that
there are four essential items, common to all dun-
geons, that you always have to find. They are:

MAP:This is contained in o chest
saomewhere in the dungeon. it
allows you to ses oll doors - even
hiddean ones - and revecls rooms
you hoven't olreody explored. An
important item te find,

COMPASS:THo compass
marks the locotion of the dun-
geon boss as a skull on your map,
saving fime when you have accu-
mulated everything you need to
do battle. Moke sure you axplore
the dungeon thoroughly, though.

ml Every dungeon hos some
doors that are only accasible by
using keys. You hove fo search
hard to find them all, becausa
there are anly just anough. Try
chests, pots or even enamies fo
gat tham.

BIG KEY:1h:: special keyun-
locks parficular doars or chests
with large keyholes. It is also a
priority item because these locks
are ysually the wital anes fo be
unlocked



You won't get
token seri-

s TAKE UP ARMS
Hyrule unless

you arm yourself

with some decent

kit. Maturally, the best monsters are q-ndng

nab the bast gear, 5o you might have fo fight o
gruesome beost to get some of the smarter

arms availoble later in the gome, However,

here’s o rundown of some of the tosty death-

essential to pro uhi dealing doobries up for grabs:

Ma-span. TSR ' T N [ SWORD: Four varisties for

our hero's & y bapand are ks

found ingid@ L5 of busheg iy E”ﬂﬁd??aﬂﬁ""
L]

ond potsl . . Link, your father, hos taught
yvou the secret fomily technique
of devastating swordsmanship.

Hold down the B-bution to power up your sword

for o mego swipe.

BOOMERANG: usciul,
and found early on. These shots
stun a lot of baddies and they
always come back to youl

| ———
& Collecting these hearts is

In the upstairs chamber of the Gorgoyle's
Domain throw o bomb into the centre of the floor
where it is weak fo let sunshine into the murky
paloce.

ﬁj":'

& Link neads te collact threa
Pendanis of Power in order o

m dasier Sward from s
zacred res#fploce iIMINELoa

W e B | i
L]

] “[]'r” :T:'

& The net i3 used to copture the
likes of fairies ond boes!

& Charging of some freas cous-
#s tham to drop precious gifts.

BOW: vou need to find
arrows fo make this any use,
but thay ore freely availoble.
Preity devasiating to most foes.

BOMBS: 4s well as maiming

just about everything that
maoves, these are very handy for
opening secret doors,

BOOTS: Sirange to think of
them being offensive weopons,
but these are batter than steal-
copped docs. Hold the A-button
down when wearing them for o
charging aftack.

ICE WAND: Use this to fire
o blast of chilly air in the direc-
tion of any bod guy, ond it
should be frozen, to be dis-
posed of at your leisure.

HAMMER: Not ovailoble in
the Light World, the hammer
will drive in slakes or smash
ereaiures resistant to othar
WEeOpOns,

HOOK SHOT:  brilliont
Batman-type hook that will pull
baddies in to get swiped, or pull
yOU OCrOss @ yowning gap.

FIRE WAND: Like ice, but
instead fires o blast of fire into
unforfunate enemies. Effective.

MAGIC MEDALLION:
The ulfimote in multi mogi-shici-
ty, just raise the medallion to
summaon the powers of the air,
who will prompily paralyse any
avil crealures.
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COMMENT

It's always difficult thinking

.!_i!!:""" of things to say obout
gomes which are virtually

‘) J.'Il-ﬂ perfect. Zelda is a case in

point - its visuol oppeal
will be utterly apporent
from the screenshots. Iis
g #,  scale and epicness have

i - already been discussed.
Jﬂ z What impressed me most

though was the fremen-

dous degree of thought which has gone
into the controls. There's an absolute stack
of objects to manipulate, people to talk to
and actions to perform, and every last one
is logically and friendlily manoged.
Considering that Zeldo such on enormous
game, it's nothing short of miraculous that
such a small amount of game time is spent
wandering around waiting for things to
happen. The next sub-quest is always
explained clearly enough to give a good
idea where in the massive map to head
next without giving away too much.
Anyone with the slightest inclination to
investigate the role playing odventure
genre should grab this one with both
hands, and anyone whe lacks that inclina-
tien needs their brains testing.
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A By the fime you reoch this gross-oul moggol
monsber you hove reached the Mountoim Tower

and attained some nifty skills, but he's the hord-
ost to beol so for. He spirals around o raised

| plotform on the tower's
knock WO G thaz E:'I;'IEI[! ta the floor below, To

odd to your predicoment, anly his tail fakes ony
daomoge, o aim there, Walch aul for the bock-
| ward momantum though!

P g

highest level ready o

Hyrule has a weird host of chorocters who may
be able to help or hinder you along the way.
That means have to approach some with
caution, but let's face it - you won't get thot far
without a little help from your friends. Here's o
little costing list of the mojor ployers and their
roles:

PRINCESS ZELDA: sha'sc spunky liftle
lass whose main job is to give you guidance on
your with her telepathic messoges. She's
the doughters of the Seven Wise Elders, so
saving her is imperative. Unfortunately she hos
ﬂ;:ﬂﬂﬁﬂﬁnn habit of being captured on o regu-
sis.

KING AGAHNIM: 1he slightly less than
friendly ruler hallbent upon your destruction. He
conducts his operations from his castle fower,
and apparently his mogic renders him invulnera-
ble to physical harm. Boo!

SAHASRAHLA: The wisest of the village
elders, who has gone into hiding from Agahnim.

l-l'hl"lllllm-nm,:lrmll-pm

If anyone can lell you about the folklore of mmh'ﬂfm
Hyrule, it's him. He also has great psychic and retsend o it of gressesd.

magical power. "Rohl

THE PIPER:A curious sort of fellow who
hangs out with his woodland pals in the forests
near Kakariko. He's o bit of a recluse, and it's
part of your job to find out where the hell he gots
to. You con hear him playing from o distance,
and he is prefty handy on ihe flule,

THE FORTUNE-TELLERS: Hove you
ever wanted guidance for the future? If so you
probably gave your money to some old crone
who ripped you off. Hoppily the clairvoyants of
Hyrule are rather more helpful with their odvice -
like where to heod for nest!

¥ Yoy imtle to femh - perhapn iFs 0 bt oo
spdertel of hime!

£

o W vogndbrac to mabth the arton el o
of Byner ard smnemeinble eHech.
T e you' |l wond the pousd on - bl a

Mot @ man but o monkey! However, Kiki mube cplion soent goe pai.

is a vary handy monkey to hove ol o poarficular
tima He lats you into places with his simian
antics.

ABILITY

.Lm-r-hlhd-llrl-n-'lllﬁ'q'u
geevh ard darem of meae wll 1ohe weckn
o monily la iomplele - and pou el woet o,
' Bittle peinl plopng it ohier oo v Baidsed @

o i ok

LIFE ==

ﬁlvmrmnunr

j.hhﬁ_ﬁ-ﬂf Trida dewrlogs

: perieity o maich poun growisg s,
\'mm Arem i

F Frus:m-g ETAIIT brings l.!pihl- | lnnql-lhhwllnfri:l;rmh 'y

inventory window, which displays
all your belongings.

“OVERALL

The best adventure you con get
for any console. It's the bees
knees, it’s the cot's whiskers. It's |
the donkey's armpits - it's Telda
3

This barrier can only be
breached with the Master Sword.
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