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Feature t ‘m

— HERE'S BEEM
more hype sur-
rounding The
Legend of Zelda:

Ocarina of Time than
Christrnas itself. It's
certainly become
the Starr Report
of N64 owners—
everyone’s Jooking
forward 1o it and it
holds plenty of sur-
prises. Mow that Zeida’s
here and reviewable, let's
look ac it from a purists
standpoint.

The Ink on Link

First of all, there's the classic Zelda conun-
drum: |ts hard to classify this game. |s it an
RPG! Is it an action game? Is it a strategy
game! Or is it something more complex? Per-
haps it's an action/strategy hybrid with RPG ele-
ments! Banjo! Err, we mean. . .bingo!

Of course, Zelda is all these and much more, proving
thar its depth refies not on overdy dramatic, highly intense
story lines. powerful weaponry, spells,and dazzling cinemat-
ics (like its PlayStation cousins Wild Arms or Final Fantasy),
but rather on solid storytelling and challenging puzzle-

solving mechanics. Ocarina of Time i not so
much Final Fantasy for kids as it is Super
Maric with a sword
Comparisons to Mario and
Mario’s predecessor, Banjo-
Kazooie, are appropriate.
Mario featured great
puzzles, limited action.
and simiple bur large
graphics. Banjo fea-
tured head-scratch-
ing puzzle-solving,

gl 4

OCARINA OF TII

intense action, and detailed graphics. Zelda's easy-to-sobve
puzzes, great graphics, and intense “exploraction”
(meaning “exploration and action”) component put it
somewhere in the middle.
But Zelda never gets as in-
tricate as Banjo or as mind-
numbingly long as Super
Mario &4, This game's per-
fect for newbies and nostl-
gic knights of Zelda who are
playing to satisfy a ten-year-
old need w know how its
hanging in Hyrule.

This also categorizes the kind
of people who will like Zelda and
those who won't. Those on the
“won't" side include gamers
whao become easily bored with
dungeon-dwelling as well as
their extreme opposites:
Those who think that
dungeon-dwelling should be
so realistic that you can smell
the dirt. Everyone in between
will leve this game—and that's a lot of gamers.

The Link to Link

The Zelda hardeore will be jazzed to know that this game
is @ prequel to the series. Link starts our as a child, hacking
and slashing his way to the Hyrule Royal Family in some

minor skirmishes with simple enemies. The first third *"?”
of the game (see our walk-through, “Long Live the Link!™

IR Y
.J_. ,;"E

|
following this review) includes Link as a kid, his trip 'E-'k
through his birth- T -
forest, and the odd
assortment of char-
acters and places he
encounters along the
way. There are three

main dungeons to
contend with, each
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Link returns in the long-awaited continuance
“of the Zelda series! How does our boy fare
on the mighty Né4? We not only answer that
burning question, but also walk you through
one-third of the gum"

Targeting is useful, showing
where enemies are lurking
and secting you up for the
Power Stash (press the ana-
log joystick toward the enemy:
and press Button A).

= Always logh for vines, rocks,
or other objects you can
climb, Checl out any suspi-
ciots-looking wall.

Jumping is automatic, Den't

push blttons when jumping
or you may end up going into
a roll;

progressively harder and more complex. In this first rimes-
ter of his life, Link gradually learns skills and powers that
helluse later on.

Link’s awakening happens when he transforms inta
a young teen. At this point (with the help of some time-
traveling sub-stories) Link gains difierent abilities. like earry-
ing stronger weapons and shields, fighting much tougher
enemies, and exploring deeper, darker, danker dungeons. By
the dme Link grows into manhood for the last third of the
game, were alking serious bosses, ass-kicking enemies, and
dungeons 50 complex they make the labyrinths of Hell lock
like: high school (which it probably was for a lot of us).

THE GREAT
DEXJ TREE

KDKIRI
FOREST

Bombs can do lots of damage
and have a great way of de-
stroying odd-looking walls.
When in doubt. bomb it!

“First you'll need a cward. Go Climbithe vines and proceed

Link's Reawakening
50, like Link, The Legend of Zelda grows up on
the Né4, but you can certainly still see aspects of
the Zelda lineage. Fans of the series will be com-
forted on their journey by lots of familiar items
8 and enemies, like the trusty boomerang, the

sword, and the shield, as well as the
Dodongas. the Octoroks, and

,,.;';f other Ganon-commanded bad-

dies. Even evil Ganon himself
(called Ganondorf in this prequel)
gets a makeover, rading in the
pagsuit for armor and a
haircut. And while
most of the ac-
tion imvolves
wielding
sword and
shaeld and
solving lots
of litde puz-
zles with skills
like: torch-
lighting and
bomb-placing,
% youTlalso seek-out
warps; shortcuts, magic, and
= - Zelda-style adventure.

. The Legend of Zelda is big-
ger, berter looking, and more
challenging than ever. Ocarina
keeps the legend alive. (3

Some effects are spectacular; and the
character graphics are above average.
Visually, Legend of Zelda shines even
though there's icde else-in this game
that hasn't appeared somewhere on
some ME4 mame before.

Mintendo has finally dispelled the
myth that the 64 & incapable of pro-
ducing high-quality sound. Good the-
matic music throughout and audio
surprises during gameply make Zelda
superior sonic fare. Best of all, the
game features all the great original
Zelda sound effects

Putting so many different weapons on
only. -three - buttons means - lots. of
switching between the menus, and tar-
peting flying enemies is harder than
Ganon's heart. Bat. novices will leamn
qGuickly, and obd-school’ Linksters-will
adipt to the controls easily.

This"is Zelda supreme. ft's fun. One
hitch, however, is that the skdll level
gets progressively - harder—so ” hard
that. casual gamers might give up
rather quickly. Another glitch 5 game
depth, which doesn't match other stel-
lar 64 tdes fike Banjo-Kazooie.

up the hill, crawd into the en-
trance past the Know It All

= Brothers house, and look for

the small entrance against the
mountainside. Erwl in and
search around, and youll-find
a chest with the'legendary
Keokiry Swiord inside.

.‘th—.d a quick and 'easy heart
piecel Go up the ledge near

Mide's heuse and v rght
Yoir shoudd be able 1o see
the piece. Leap from the
lecge o obain it

s e
4 Y n.".-.n.a -
=)
L

Before leaving 1o seethe
Great Deku Tree, walk-nto
the shop and buy a shicld
You can defend with the
shield by pressing £

W CAMEFRD.COM
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to thefirst door.A Deku
Scruﬁ'jﬁurk:ng inside. Lise
your shield to’bounée the
projectiles back w the scrub
and knockit our Takk 1oiic
and it wall give you a clue,

v the roomawith the sling-
shoyou st turn toward
the doer-and arger the small
ladder-above the entrance.
Use the slingshot to-lower
the krdder.

Go back o the maln spiral

wialkway and climb up the
next set of vines. Go through
the first doar you ercolnter
and beap across the rocks un-
til you reach the chestYou'll
find. the compass which lots
you see hidden rooms and
treasure on the map: Now
70 1o thedeft
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You can only ki the spider

~guarding the way to the next
= = _cfoeﬂhysﬁﬁmmg its Under-
S bely After destroying it go
555" o the chiost See that spider
: - “onthe wall! its a.rare. Gold
- Skulluia. Grab the token it
= leaves behind {youltneed ic
?i later). There are five Gold
= Skudltulas gy every dungeon

In erder to gecout of the
roam, take one of the Deku
sticks and light the unkic
torch in the room. It triggers
the door, Remember- this
trick: You'll be using it more
 and more later on.

- - o

dN-Dwgﬁ to the highr,'st point

: onaje spir:l| wallkoway:and

j_-l-:il:l n.n_\_c of the large spiders
guarding the web. Walk off
the edge of the walkway and
bnd o the web in the mid-
dle qf-iiie_'\‘.’_lunr. You'll vear

~ throughiand Jand inan un-
derground cavern. Kill the
two Gald-Skilltulas down
here, then light a Deku and

earefilly-walk the

* “warerand burn

the webs

Gointo the room and talk to
the Debu Scrub (after bean-
ing it with its owni projectile).
He gives youa code (2-3-1).
Thigis the order youll have

=-to - knock off his brothers

later on. VWhen youre done
talking to hém, hit the switch
abave the door with your
slimgshor and et

When you enter the farge
room with the: design on the
ficor, avoid walking over the
shadows or-you'l unbeash the
Gohma Larva: Instead, use a
Bk to-burn-the web to the
small portal on the right side
of the room.

‘-:-' ’ !

you dropped inta; Push the
large gray block into the wa-
ter, then run and light the
Deku from the torch. Go

back to the webs-in the mid-
dle of the floor and swing
the Deku at them. They'll
barn and-drop you through

You end up inthe room with
the three Deku Sciubs. Re-
member the order? Knock
off the middie ene, then the
one on the right, then the
one on the left,

Youre back in‘the first room

After a short interfude {and
2 long cinematic sequence),
you¥ receive the first stone,
the Kokiri Emerald.

HYRULE CASTLE

Mow go -t Hyrile: Casde (at
the ather end of Kokiri Far-
est, opposite the Great Dekia

Tree), and Saria gives youan -

Ocarina to. play. Head to

Hyrule Castle, whichiis
straight ahead of you when
you leave the forest.

Ll

If you don't et to the castle
before sundown, you'll have
to wait untl sunup because
they close the drawhl"dgc at
night. When' the bridge is

dawn, run Lp the left or right

chain; then jump toward the
entrance to get-a red Rupee;

Once'in town there are dif-
ferent games to:play, like
Bombichu Bowling or Shoor-
ing Galery. Like'in the Zeldas
of old, these side games can
EEL you some interesting
items; unfortunately, thoigh,
you cant play them until
youve talked to the gate
guard in Kakariko Village.

“There’s 2 small girl pamed

Malon in the middle of the
squnre. Talk to her, then head
toward the castle (between

the Archery Shop and the

Happy Mask Shop).
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“to e after

- he'll run aff
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Climb the vines before the
castle gatesWalk toward the
guard on top of the gate, and
hell throw you ouc Go back
to the vine and Malon gives
you agift. Now dimb the
wines again, this Bme jumping
off the gate to the other
side. VWalk toward the caste
(loaking for cutcroppings on
the walls to climb), but stay
far from: the guards, who. are
o on abert

Wheén entering the castle
graunds, walk toward the
MoAL, jump.in; then :

climiy out just be=
fore the gt -
Go wo'the g
sleeping man

near the moat
edae and waic
Nt morning-— |
The hatched =~
egg will pro- -9
duce a-chicken &
that will rousz:
the manfram: =
bis sleep: Talk -

he-wakens and

EHHHENTLCAHIPRSE



Push the twoblodks.into the
moat. YWhen vou hear the
chime; SEmb. on top and feap
over to theismal‘opening in
the wall. Crawhtheoligh and
avoid the puards as you make

your way. tewand Zelda

If you're caughtin the guards’

conrtyand at n-gﬁt, they Il m-
miediaehy [l"l'{':l'l'\.-:. you ot I
you grab the red Rupee near
the puard,ifvall 3pring & trap,
so” mave-stealthily when
arclnd the guards

When you geito Zelda’s
couryard:lsokiin the far

window, Tou Tl 5ee some im-

ages from 5upé‘|!-:“1¢|'|-:_; b,

Talk-to Zeldi agd she'll give
au-i letter that wall Zainyau

some much-needed access

Talk to Impa nexe, and shedl

teach you Zelda'’s Lulaby. This
e the first in 3 series of SONES
youdl learn that will change
time, call on fairics:for- help;
and open doors. Lse the LUk
laby wherever you see a Tri-
ferce emblem; Mow leét's
head o Lon: Lon Ranch for
samé helgful items

SAMEFRD JANUART |9FF

Lan Lon Ranch (in the center
of Hyrule Field) is a-side quest
wath owo helplul items: the
Milk- Borde and a horse sorg.
Ta ger the Mik Borle, find
Tatoiv{theTsleeping man‘near
the maoat) in-the Fiest house
and grab the thiee hns in
the amount of ume indicated.
The Mk Bottle will restore®s
your health twice, but- mare =
IMPOTLAnEly it gives you an:==
empry-vessel o buy others =
things like potions and fish:—
(To learn Epona’s Sang, seé -
the sidebar, “Twe Songs Make:
a nghtf'§ Mow its off 1o
Kakarika¥illage

KAKARIXD
VILLAS

Kakariki is the home of the ::
HouseofSkuliula {the buiid-:_g
ngio thE}Téht of the en= :-'!?
rl'nnct'}_.ﬂé;'; you can trade £
1] Ef-:ulhf;i'& tokens for-a
larger Eﬁfrﬂ hald ' maney:
{200 Rupees). You'll need
that bag soon, 5o collect as
ANy -ROKENS 35 Yol can;

=
-

=

-

Talk o the guard near the
enyance o Death Mountin.
Show him Zelda'’s letter, and
hellask you to.grab a mask
for himan Hyrules H.'ipp:r
Mask Shop: This also opens
up-the other games mnside
Hyrule, Althcugh nat neces-
sary forthe games comple-
tich, they're fiin side quests;

DEATH MOUNTAIN

Head up Death Mountain,
You'llfind the entiance
blocked?Keep going up the
mounGin l.'nt'n':}-ﬁil fird the -
entrance:te:Goron City. Go
1o the very bottom of the
city and phy Zelda's Lulbby

1z open the closed-door

Sl

down there.

Walk into the roomiand tlk: s

to the Goron King, Darinia- -
Play: Saria’s Songand the-happy—

Iitle king will dancearetnd,. -
then reward:you-withithe. -
Bomb Braceler, whieh lets:
yau pick Bomb Flowers: He

also sends you on dguest. -~

to destroy. the monster ==
Diodonga's Caverm ==

Leave Goran Ciqr.a:rf:l make
your way along the right wall
Youlk come across.a Bomb
Flower and a railing. Throw

~ the B'Dillb Flawer over-the e
“railing fo‘open the entrance

to Dodongos Caern,

Enter the cavern and bomb
the first door: In'the next
oo, jump across the pit to
the fasér, then meve o the
left and bomb thé second
dar Graby the tmap-and
jump’ back:across the pit to
the' doors on the other sido.
MNow bombrthe fir door and
enter the hall with the Baby

Bodongos (after you kil
themy they explade, st be
careful).

&l _F
o ‘\'ﬂi o

At the far end of the hall,
place one of the stope sat-
tres on the switch Clhmb tp™
~and go through the dabr Kill
the owo bats in the halfand

7o through the far doan Mow
you'll-face-off against the ==
Lizalfos. Use your shield-for-—

defense. then wait for their
arack. As soon astheyre:
finished, artack theim,

-Go ljlmuglh the steel door

= that is now. unlocked and

(L

In order to use magic,
you have to learn magic—

& and it ain't easy. After

defeating King Dodongo
and getting the Goron
Ruby. travel up the
maountain veering left at
Goron City. Blow up a
few boulders and travel
to the peak of the moun-
tain. Next, play Ieida's
Lultaby on the Triforce
emhte-mml-dufmrgu-j#

Clhimb the vine near
Hyrule Castie and jump

W DA REPRS. COM
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into the hallway where you'll
come across more Dodon:
gos: These bamb-swallowing
creatlires are protecting
some unlit torches: Fire-op
the torches and go through

the door af the far end.

Step on the Switch i the hall
to unlock the door-inithe
main reon. Jumg back toithe
lager=bearn creaturen the
middle of the: raom,; thef
across to the unfocked door
Iy front of you.

Bamb thie door on-the=
left- and grab the compass in-
the chist behind the statlies
(b!_::mb one state-and he'll :
mave), Now bomb the statie”
un:ilﬁ}; destroyed. to o
opel_l;ttﬁl;- doon

across the gate. The road
ahead splits: o the left
is the castie, to the right
is a boulder. Bomb the
boulder, enter, and play
Zelda's Lullaby in order
to receive Din's Fire, a
magic atfock that enguifs
Link in a fireball.

Farore’s Wind

"3

Go to the right just be-
fore you see Jabu-Jabu
and take the path (swim-
ming through the water),
then go fo the isiond with
the single tree. Bomb the
wall and eater the Fairy
and receive a warp magic
that creates o safe spot.

EOMMINTLCAHIFAGECAMEPRD.COH



Gao through the door and
place a bomb directly be-
tween the two rows under
the stairs, Yhen the bomb
goes off, a starway will ap-
pear: Follow it

Climb the'staircase to the
top and you'll come across a
Gold Shulluta. Kill ic-and pro-
ceed to the deor opposite
the web. Push the statue near
the hdder (make sure to kil
the bars) and hit the switch
o open the door. Go down
the hall and cross the bridge.

i

In'the next room, avoid the
floor razors and make your
vty 1o the stone block Pull
the block out from the wall,
chimb up, and pick the bomb
from theflower. Time the

il i S

Follew the hall and you'll
eventially come across some
Baby Dodongos, Dispose

of them and enter the next
room, More Lizalfos! Re-
member their pattern? De-
stroy them and beave through
the door to the left. Now
you have a room with two
flames to extinguish. Aim for
the switch on the wall above
and make your way across to
the next platform. Turn lefk
and hit the other switch
Mow get out!

In the: next room, jumg
across to the hall but veer
right to collect the bomb
bag. Mow you can hold 20
bambs at a time. Leave
through the hall-and step
on thee switch, You are now
above the giant skuil, Mext,
take the rope bridge and
drop a bomb into each eye
of the shkull.

bats, then jump down:to the
fhoor and search for some
stene blacks. Jump over the
first block and go through
thie door; en the opposite
wall of the entrance. There's
2 Gold Skulltul inside. Now
climb the stone blocks again
and run down the narrow
ledpe. Destray the pots and
enter the doorway, Push the
block off the ledge, then
move it to'the center: of the
room to open the door'to
the boss.

After another wacky, cine-
matic with Daruni, you re-
ceive the Goron Ruby!

Z0RA'S DOMAIN

bomb'sa it ticks down while
yau're holding it, then throw
it ar the last minute to blow
up the wall apposite you. En-
ter; the I‘nllw:if'.;mt.l Hit: the
switch above the flames 1o
put them out (its timed, 5o
hurr}' up).

Jurp down onto the shull
and then to the plidform oo
enter the skulls mouth. Go
into the next reom and kil
thee bags, then g0 to e hall-
iy on the nght Kill more

Before entering Zora’s Dio-
masn; make sure you have
ar-least [0 Gobd Skull-
iulas or you won't
be able 1o progress.
When you get |0,
g0 to Kakariko
Village and-en-
ter the Skull-

twika house. Talk to the freed
prisoner and he'll give you
an adult waller

'. v
# 4

To ger to Zora's Domain, fol-
loww the river near Kakariko
Village. Zoras Domain is be-
tween Kakariko and Kekira
Forest Jump across the river
at the end and follow the
river upstream: Mow jump
across the spot where there
ate brown patches of dirt.on
the ground. Folow the path
until you come to the spot
with the Triforce symbol on
the ground. You' know what
1o do Jump inta the entrance
that appears,

The first order of business in
Zora's Domain is to find the
Scale. It enables you to dive
desper than before. Find the
King, then travel to the left
and follow the path up to the
Zoron, who asks you to play
a game of Diving for Rupees.
If you successfully get the Ru-
pecs in the time alloteed. he
gives you the Seale. Hine Put
your shadew aver the Rupee
and dive.

o e . .
Jump back into the pooland
find the underwater en-
trance. Garinta it and you'll
come aut o beautiful Lake
Hylia: Swim forward to the
first piflar on the right. then
dive underwarer 1o find a
bottle with a message n it~
Take this borde back ro the

king. After hegoes through

W, GAMEPRD.COH

his speach.take the bottle
back to the shop near the
entrance and buy the fish.

Ga through the Royal Door-
wary the King opened up,and
when you come scross Jabu-
Jabu, feed him: the fish; To the
right of Jabu-Jabu is a path
that Jeads to another magic.
{5ee the sidebar “Magical
Mystary Tours.}

INSIDE JABJ-
JABU'™S BELLY

Once inside Jabu-fabu, watch
for Shaboms (bubble-like
creatures), Octoroks (from
the old Zeldas). and Biris
(electric jeflyfish that sting
when you get near), Alsa
look up for switches, fike
Jabu-Jabu’s wasils, which

Follow the' path and yodl
soon come across Princess
Ruro: Shes astubborn,
defant, pushy lite fish, 50
pay clase attention 1o-her
You'lt have to-carry her on

“yolr back for most of the

level There 2re also two gold

COMNENTI.CAREFRORGAREFRS.COM
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3 spiders in this rooim: Follaw
her me the hole shie drops
intg, - Falk To:her again, then

Weave your waahnough
the level unul you geL 1o the
room with the switch in-the

center of the water, Throw

Ruts up o0 e cpposits

ledge, then gm-_i::r_m mder to
the right. Hit th'l.'b swatch, grab
Ruze;and head®oue thedoar:

G down thetiall strike a
roiil s khrelgh the door
and kndaféﬁ’ih_c Cetorchk:
Wit for a pc'atfbrm. then ride
up. Ge 1o the fight, through
the next two uoor-: and veer
te-the right: Youll come
across 3 floor }\_"\"l[ch. 160
on the switch.apd proceed

The -next roomrcontains the
Swooping manta-fike Stingers

Target them slingshat ‘emi -
rhenm waituntl they seabilze =

and shoGt then agan.
When theyre
all. dead. 2

will appear with the pre-
cious Boomerang!: Yol can
use the Boomerang 1o grab
far-off irems:and 1o actvate
switches as well as-for com-
bar Grab-Rute and heéad
aut: Go to the direct oppo-
siteend of the'taland

place Ruva on the switch:

Go throngh the doap alone =
and: fight the Paasitic Tenta- =
elo. The easiest way 10'de: -
oy it 5 1o target the fnid- -
dle;use the Boomerang:theri -
back GifiAs yau a.pplwl:h.:f_.. -
SWINES Lo_\'.uar;t YOU, S0 Care-- -_.§
Fully '-:dgc toward it while its s
[:lrgul'.ﬂ;{ Mot recewe tha
Map fordestroying the Paras
sitic Tentacle, The tail is nowe
ponc fiom the cther door 3
Gothrodgh the door, de
stpoy the-Shaboms In thie
allotted time; and'get the
Compass. Gn'b’al:-k.cmr_ the -2
door. Dartt i-forr';'r' abolt
where Rilta i yet

=
WWander, arotind some mare”
and face off against anodher
Parasitic Tentacle. Thenire=-

i 1o e door thatwas re- — -

cefitly-gUarded by the Tenta- -
cle and enter, Kill 21 the Biris
and, the Tentacles inthis
roem,then: head straight
ait theidoor-and - run
in a-straight ine down

¥
¥

#7 the al going through

all the deors. You'll see

pick up:Ruto, and gointe
the hale to the right of
the-entrance {not
the one directly
i frant of

the 1oom's
Bntrance).

Wvialk down the hall after yoi
drop-and enter the chamber:
with Rutas stone in ‘i Throw

Rirto on the ledge, and get

Bigocto;then hi

ass when hie mirns:

go-through the doorbus -
rather jimp o'n'(@_'r_lrjﬁ-pl_ag-'
form and ride it to r{aetcp

lars. Boomerang: or@.ﬁ@_f
and when it 591il,_']'rﬁaﬁ_ﬂﬁ
onre it and boom
next Dne.]um’p-op it and
out the dooe

I the: next. oo, jump across
o the fedge and waicfor it
to-fowern, Fickp-a box-near
the base and carry it 1o the
switch.: Placc.it on the switch
and go- through the door.Kill
the jélyfish, climb the fedge
in- the middie of the rocm:
and target-the switch behind
the gliss{paright up 1o the
glss-and start to.edge left
while Grgetng). There’ also

-a gold spiderin here. Go out

the door:

e -
the

TW0 SONGS MAKE A RIGHT

Epona’s Song The Sun’s Song

To change night info day,
go into the graveyard in
Kakariko Village. Go to
the very far end of the
graveyard (opposite the
entrance). You'll see a
Triforce symbol; play
Zelda's Lullaby and an
entrance will open. Jump
in. weave your way to
the back of the under-
ground tomb, and kil all
the bats to open the next
door. When in the room
with the acid pits, hug
the left wall until you
moke it to the next door
{if the enemies in here
lock at you, you'll freeze).
Now go up to the head-
stone and learn the song.
The song will also frecze
the ReDead creatures
that gaze at you.

After getting the bottile
at Lon Lon Ranch. go to
the corrdl and talk to
Malon. Ehe'll teach you
Epona’s Song. which will
help when you're older,
maybe éven summoning
a filly fo ride across the
land.

Saria’s Song

Go back to the Lost
Woods in Kokiri Forest
{take the ledge Bohind
Mido's house). Find
your way to the Sacred
Meadow (follow the mu-
sic), and Saria will teach
you a song that summons
her in times of need.

ARera hnd‘ﬁtﬁrluﬁe. Buto
gives you Zoras Sapphire! = - :
- etou now el three stones!

“Retiny woithe castle to'tell -~ -

Aftor-sesing Zelda taken
from the caste, retneve
the. Ocarina from the moat.
Lelda will teach you.a new
time! (throtgh telepathy). Go
1o the Temple (through the
alley-on the Opper-right side
of the market and play the
wrie: The Teimple of Time
doorswill cpen: Go thrag,
grab the sword, and claim
your, destiny!= £

e S ANDFRS.EEM
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