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"I' ve got to find out what Charles of Moria is 
really up to. There's no time for detours," Link 
says, and spurs Cloud into the Midoro Swamp. 

He gallops down a murky trail. Tall , 
gnarled trees grow on either side. Long vines 
hang down and whip across his face. The only 
sound is the drumming of Cloud's hoofs. 

"No moblin here," Link thinks. 
Crack! Smash! 
A giant tree falls in front of the path. Cloud 

skids to a halt, just as Link sees the flash of 
red moblin eyes in the forest. In seconds, he is 
surrounded by a pack of the hideous beasts. 
Their wet tongues hang out of their mouths. 

"Yum!" growls the biggest moblin. 

Uh-oh! How will Link escape from the mob of 
moblin? It's up to you to make the decisions 

that will get him through this adventure! 
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Dear Game Player: 

You are about to guide me through a great 
adventure. A$ you read this book, you will help 
me decide where to go and what to do. Whether 
I succeed or fail is up to you. 

At the end of every chapter, you will make 
choices that determine what happens next. 
Special puzzles will help you decide what I 
should do--if you can solve them. The chapters 
in this book are in a special order. Sometimes 
you must go backward to go forward, if you 
know what I mean. 

Along the way, you'll find many different 
items to help me with my quest. When you read 
that I have found something, such as a clock, 
you'll see a box like the one below: 

Use page 121 to keep track of the items you 
collect and to keep score. 

Good luck! 
Your fellow Thforce Protector, 
Link 



Deep in the Hyrulian forest, a moblin slithers 
stealthily through the trees to a small clearing. 
''They're on their way, Boss," the squat, bulldog­
faced ogre hisses. 

A larger moblin-the leader of this band of 
the evil wizard Ganon's minions-wipes a warm 
splotch of ooze from his chest. "Are you sure it's 
Link and Princess Zelda?" 

The scout nods. "Hunting," he says, showing 
yellow fangs in a grin. "Heh, heh!" 

"Shut up." The moblin chief cuffs the scout in 
the head. "They're coming, partners in slime!" 
he calls, lurching to his feet. "Hop to it! If we let 
down our leader Ganon, you can be sure he'll 'let 
down' our heads!" 

The wood comes alive with the grunts of 
moblin. Tiny eyes gleam and dog mouths drool 
as the hideous horde prepares for battle. 

"Okay, let's go!" the chief commands. "And re­
member-" 
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"Take no prisoners!" shouts one of the troops. 
The moblin boss scowls. "That's take prison­

ers, idiot!" he yells. 
They clatter into the dark wood. Birds caw, 

wild animals growl. After a short walk the chief 
raises his hand. His troops come to an abrupt 
halt. Utter silence falls-moblin can be very 
quiet when they want to be. 

Walking through-a clearing, a bow and arrow 
slung over her shoulder, is Princess Zelda, the 
young heir to the throne of Hyrule. Her long, 
blond hair shines in a stray shaft of light. 1\vo 
steps behind is Ze~da's best friend, Link. 
Though he isn't even twenty yet, Link is already 
known as the greatest warrior in all of Hyrule. 

"Did you hear something?" Zelda asks, stop­
ping suddenly. 

"Hear something?" Link replies. 
Zelda scowls. "Do you have to repeat every­

thing I say?" 
. "Repeat everything you say?" Link grins. 
"I'm not in the mood for jokes, Link. I have a 

strange feeling Ganon and his forces might be 
lurking around here." 

"Ohhh," Link cries. "'Lurking'-pretty big 
word, Zel. Been hitting the books again?" 
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Before Zelda can think up a good retort, there 
is a grunt, then the rasping voice of the moblin 
boss: "Get them!" 

Princess Zelda's eyes go wide. From all sides, 
a green mob pours out of the woods, waving 
spears and screaming war cries. 

"See?" Zelda cries. "Moblin!" 
"Okay, maybe you're right," Link says. 
Zelda and Link jump behind a rock. Zelda 

draws her bow and arrows and begins firing, 
while Link uses his trusty sword to keep away 
any monsters that try to sneak up behind them. 

Swish! "One down!" Link shouts.· 
Whizz ... Thunk! 
"Arragh!" A moblin hits the dirt. 
"'l\vo," calls Zelda. 
"Nice shot, Zel," Link cries. 
Zelda smiles, aims and fires again. 
Bullseye! Another moblin falls. And another, 

to the bite of Link's blade. 
But the enemy keeps coming. Soon Zelda has 

only three arrows left, and Link's sword arm is 
getting very tired. 

Zing! Thwack! Swish! 
Another hit, but now Zelda has only two more 

arrows. Then one ... then none. 
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Link glances around. A cluster of boulders 
behind them blocks any chance of escape. 
Moblin are on all sides, close enough to smell.,.; 
Suddenly, a large rock flies through the air. 

"Duck!" Link cries. 
Too late. The rock glances her head and Zelda 

falls down, stunned. 
"You dirty rats!" Link cries, racing out from 

his hiding place. "1'11-augh!" 
Link trips and tumbles to the ground. When 

he looks up, he's staring into the beady eyes of a 
moblin. The dog-faced creature pants eagerly as 
he moves in for the kill. 

But then Link hears drumming hoofbeats on 
the forest floor, followed by a man's voice: "Move 
aside, mutts, or taste steel!" 

4 



"O ur latest reports are alarming," the king 
says gravely. "Very alarming indeed." 

The council is being held in a small stone­
walled chamber. Link, Zelda and Charles sit 
with Hyrule's best warriors and advisers 
around a large oak table. The king paces back 
and forth, stroking his beard. 

"People all over Hyrule have been reporting 
strange things. You've heard about the Darknut 
our friend Charles defeated in the forest near 
here," the king says. 

Link scowls, remembering how he missed out 
on that fight. 

"It's not the only sighting of Darknuts in 
strange places," the king continues. He pulls 
out a large map of Hyrule. "Word came last 
night that an entire gang of Darknuts were 
spotted in the Jungle of Favors. And a scout 
from Ruberry tells me a thunderstorm last week 
produced a hail of Goriyas!" 
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"Goriyas? From the sky?" Murmurs of disbe­
lief run up and down the council table. 

The king nods. "It seems that Ganon's power 
is growing stronger." 

Charles looks concerned. "What do you think 
he wants?" he asks. 

Link rolls his eyes. Can Charles truly be so 
ignorant he doesn't know what Ganon is after? 
Or is he just playing dumb? 

The king places both palms on the oak table 
and looks slowly around the room. "I believe 
Ganon is after our Triforce of Wisdom again. It's 
in danger here. We must move it." 

"Move it where?" Zelda asks, puzzled. 
"To the Fifth Castle of Ancient Hyrule. Here 

is North Castle," says the king, point~g to a dot 
near the center of the map. 

"And the Fifth Castle?" Charles asks. 
The king places his finger in the lower right 

corner of the map. "Here." 
Charles whistles. "That's quite a distance. 

What's in between?" 
"Deserts, rivers, swamps-some of the most 

treacherous terrain in the land. But it must be 
done. Ganon and his forces will never get our 
Triforcethere. NeveL" 
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"Who'll take it there?" Zelda asks. 
Link sits up straight in his chair, blushing 

modestly. He's sure it will be him. 
But the king clears his throat. "Well, two 

heroes come to mind. Link and Charles." 
Even though lmpa said it might come to this, 

Link is very hurt. Clenching his fists, he waits 
anxiously for the king's decision. 

Solve this puzzle to see who the king 
will choose: 

• There's only one correct solution to this maze. 
Find the way through the maze and learn who 
the king's champion will be. 
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"I am looking for something," Link tells the 
man with the mustache. "Let's go." 

The crowd cheers. The man leads Link to the 
meeting hall, a sturdy marble building. 

"After you!" the man says cheerfully, holding 
the door open for Link. 

"Why, thanks," Link says. 
Bang! 
Link wheels around as the door slams behind 

-him. He tugs on the knob. Locked! 
"Ganon will be glad to hear about this!" the 

man yells through the door. 
Suddenly the walls begin moving toward 

Link with a grinding noise. Desperate, he looks 
around. ·There's no way out! The walls move 
faster. Link rattles the door in vain. 

"I'm done for!" he thinks. "Done for!" 
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k is in an agony of doubt. What if the glass 
in his hand isn't really the Mirror of Truth? 
How can he be sure? If he points it at Charles 
and no.thing happens, who knows what the 
king's punishment will be? And besides, how 
can he bear to have 7'elda and his other friends 
laugh at him? 

Then, before he knows what's happening, 
Charles is at his side. The Morian knight 
knocks the mirror out of his hands. 

Kuh-rash! The mirror shatters against the 
floor. 

"No!" Link shouts .. 
Thick blue smoke fills the room. The king, 

Link, Zelda and all the counsellors begin to 
cough and fall to the ground. 

"Goodbye!" Charles calls, heading for the 
door. "And don't worry about your precious Tri­
force. It11 be in fine hands-with Ganon! Hah, 
hah,hah!" 
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Link struggles to get to his feet, but the poi­
sonous blue fumes make him too weak to stand. 

"Link," the king cries as he passes out. "You 
were right, and we were all wrong. Now Hyrule 
is lost forever!" 
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Charles pulls out a long, silver sword. 
"Relax!" he cries to Zelda. "My great grandfa­

ther used this sword during the Grindle-Morlan 
Civil War!" 

Zelda sits tight. Link starts to pull his sword 
from the sheath, but it seems to be caught on 
something. 

Just then, the Darknut swings his sword 
around his head wildly. Then he thunders for­
ward, waving his shield. 

But Charles is too quick for him. He plants 
his feet and strikes forward. The Darknut 
blocks the blow. 

"Come on, sword,'' Link mutters, grunting as 
he tries to unsheath his sword. But it won't 
budge. 

The Darknut lunges again. At the last sec­
ond, Charles dives out of the way and then 
plants the point of his sword in his enemy's 
back. The Darknut shrieks and crashes to the 
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forest floor. The sword, caught underneath his 
massive body, sinks into the ground. 

R-R-R-UMMMMBLE! 
The earth around Link's feet shakes. Oh, no! 

Charles's sword must have sliced into the roots 
of a quaker tree! 

The next thing Link knows, he, Zelda and 
Charles have dropped twenty feet into an under­
ground tunnel. In the feeble light Link sees four 
passageways heading off in opposit.e directions. 
He knows they haven't much time. These mazes 
are haunted by Stalfos, horrible skeleton 
demons. They need to find the way out, and fast! 

As he looks around, Link spots something. 
Dug deep into the tunnel floor is a flat rock. A 
comer of a yellowed piece of paper sticks out 
from under it. 

Link grabs it. "Aha!" he crows. 
"What is it?" Charles asks. 
"A map," Link replies. "It should tell us the 

way out of here-that is, if it's not a fake. There 
are lots of fake maps floating around these days." 

Solve this puzzle to see what happens next: 

• Here's the map that Link found in the maze. 
There are many paths to choose from, but it's 
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8 
"I' d better go for help," Link decides. "Zelda 
shouldn't be moved until a doctor has looked at 
her head. Besides, I don't like the idea of bring­
ing a total stranger to the palace. For all we 
know, this man could be one ofGanon's spies." 

Link runs all the way to the palace. Not even 
pausing to catch his.breath, he races to the in­
firmary and drags a doctor back to the forest, ex­
plaining as they go. 

"Hurry it up!" Link says as the plump physi­
cian puffs along behind him. "Zelda keeps on 
fainting." 

But when they dash into the clearing, Zelda is 
on her.feet. 

"Oh, Link," she says excitedly. "You should 
have seen Charles just now! Three Darknuts 
jumped out of the woods at us, all at once. I was 
too dizzy to help, but Charles beat one of them, 
and then the other two just ran away in fear! All 
they left behind was a bunch of rubies they 

118 



dropped. Charles a wizard with a sword." 
The doctor eyes Sir Charles. "Nice work," he 

says admiringly. 
Link tries not to feel too envious. "Doctor, see 

if Zelda's all right," he says. 
"Oh, I'm fine," Zelda bubbles. "Really, Link, 

you worry too much." 
The doctor examines Zelda's head, scratches 

his chin and looks at Link. "It's nothing, Link. 
Just a little bump. You got me to come all the 
way out here for this?" 
, "Let's all get home," Zelda says. "Charles has 

agreed to come for a visit. I can't wait to intro­
duce him to my father." 

Link frowns. "This is not my day," he mut­
ters. Lingering behind to pick up the rubies that 
are scattered on the ground, he follows the oth­
ers toward North Castle. 
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9 
Link now rides through beautiful green pas­
tures, down wide roads. Soon he sees the arched 
gate of Saria Town in the distance. 

"Come on, girl," he says to Cloud. "We're al­
most there." 

Cantering across a meadow and down a 
grassy lane, past a series of houses, soon Link is 
standing outside the gate. He knocks. 

Bang! Bang! Bang! 
The sound ech'bes, but no one answers. 
"Hmmm," Link says. ''No one home?" 
He leans his shoulder against the door and 

tries to push the gate open. However, it won't 
budge. 

"Well," he says, reaching into his pocket, 
"maybe this'll work." 
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· . Triforce Tally 
Circle each object as Zelda or Link picks it up. 

- i<eep track ol your total points here. 

I 

Every time you score 

points, add them to your total. 

Then at the end of your 

adventure, use this chart to 

find your T.P.R. (Triforce 

Protector Rating). How good 

an adventurer are you? 
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A MYSTERIOUS STRANGER 
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