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Objective: Eliminate your opponent’s characters.

Characters: Each player controls 2-3 characters on a
team.

Gameplay: Roll the die to determine who goes first. An
‘all’ result is higher than a non-‘all’ result of the same
number (i.e. 3-All beats 3, but not 4). A Container Heart
is the highest possible roll. Play proceeds clockwise
starting with the player who rolls the highest. Before
play begins, each player shuffies their deck and draws 4
cards. Each player’s turn proceeds as follows.

On Your Turn:

1. Roll the Die. A green number result means you
can move one character up to the number rolled. A red
“all” result means you can move all of your characters
up to the number rolled. You do not need to move any
of your characters, if you don’t want to. Obstacles and
Opponents block movement, but allies do not; however,
two characters cannot occupy the same space. If you
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roll a Container Heart, heal all your characters still in
play 2 points. There is no maximum to the
number of Container Hearts you can roll in
a game, but only once per turn can you heal
from a Container Heart roll.
2. Perform 2 Actions. There are several types of
actions.
1. Play A Card. Each card contains instructions on
when to play. See Types of Cards for more information




on playing cards.

2. Draw A Card. Draw a card from your draw
pile. You can hold no more than 10 cards at a time. If
you have 10 cards, and want to draw another, you must
discard one first, then draw a card. If the game lasts
long enough that you empty your draw pile, reshuffle
your discards to form a new draw pile.

3. Heal a character. You can heal a character
only if their partner(s) are eliminated. To heal, discard
one card of the eliminated partner to heal the surviving
partner one point.

You can perform any combination of actions, two
of the same or two different, but you are limited to 2
actions. Some cards have an added effect of “Playing
this card does not count as an action.” When these cards
are played, they do not count toward your 2 action per
turn limit.

Types of Cards: There are 3 types of cards: Basic Cards,
Power Combat Cards, and Special Cards. These are the
cards used when you Play A Card as one (or both)of
your actions. See the FAQ for specific card questions.

* Basic Combat Cards: These are the core of the deck.
They contain a picture and the name of the character(s)
that can play them, attack (red) and defend (blue) values,

and sword and/or bow icon. j %

0 The bow & arrow icon indicates
il

the card can be played as aranged attack
(see Attack Position). The sword icon indicates
that the card must be played as a melee attack.
When both icons appear, the card may be used
as either ranged or melee, but is automatically a melee
attack if the attacker is adjacent to the target.

To attack with a Basic Combat card, name the
character that is attacking, and the enemy character
being attacked. Then play a Basic Combat card face
downon the table. Remember you must announce
which character is attacking, and that character must be
in attack position (see Attack Position).

Your opponent then has the option of defending.
To defend, play a Basic Combat or Power Combat card
for the character being attacked face up on the table.
The player controlling the defending character does not
have to play a defense card, even if they have defense
cards for the targeted character in their hand. The
attacking player then reveals his card, and the attack
value is compared to the defense value. If the attack
value exceeds the defense value, the defender must

take damage equal to the difference. If the defense
value is greater than the attack value, the defender has
successfully blocked the attack, and no damage is done.
Both characters then discard their respective cards,
faceup, to their discard piles.

* Power Combat Cards: also called Power Attack
or Power Defense cards. A Power Attack and Power
Defense cards will have the name and picture of the
character they are for and an attack (red) value or a
defense (blue) value just as Basic Combat cards do.

o Power Attack cards will also have a bow and/or
sword icon, just as Basic Combat cards do. These cards
function just like Basic cards — for attack and defense —
but also have added abilities. However, after the attack
isresolved (the attack and defense values are compared,
and damage — if any — is dealt) there are added effects
that come into play. Extra effects from an attacker’s
card take place before the defender’s card.

o Some Power Combat cards have both an Attack
and Defend value. Those that do will usually have
different effects depending on how they are played; the
effect on top (red) is the effect that happens when the
card is played as an attack, the effect on bottom (blue)
is the effect that happens when a card is played as a
defense.

o Some Power Combat cards have a sunburst as a
value. The value of these cards is infinite or determined
by some factor outside of combat.

* Special Cards: Special Cards have a “Special” along
the left side of the card, along with the name and picture
of the character(s) they are for, but Special Cards are
not used in Combat. Any damage a Special Card may
inflict cannot be defended against. Special Cards have
abilities — usually more powerful than Power Combat
Cards — that can achieve a wide variety of effects.
Special Cards have a line, just under the name of the
card, telling you when to play the card. Most cards say
“Play On Your Turn.” This means you can lay them on
your turn — usually as an action — after you have rolled
the die and moved your characters. Often, Special Cards
will have two (possibly more) effects. When this is the
case, the effects must happen in the order they are listed
on the card. After playing a Special Card, it is discarded
into your discard pile.

. * The Triforce: Some cards have a Triforce icon.
== The ability associated with the Triforce icon can
only be used once per game. If the card has a condition



that must be met before the Triforce ability can be
used, such as another card must have been played, the
first time the card with the condition is played when
the condition is met, the Triforce ability is activated.
Once triggered, a Triforce ability is can not be triggered
again, unless a card specifically allows you to do so.

=~ * The Clock: Some cards have a Clock icon.
‘) The number in the Clock icon indicates the
duration of that card’s effects. Play Clock cards
on the table, and leave them face up until the duration is
up. The duration is counted by the number of times your
turn begins (usually, your turn begins when you roll the
die for movement). When the duration is reached, the
card is immediately discarded and the card’s effects
end.
For example: You are controlling Princess Zelda.
The following chart details how a person might use
“Hidden Identity,” a card with a duration of 3.
1. Turn 1: Roll The Die, Move.
Action 1: Play “Hidden Identity.” Princess
Zelda's attack & defend values are doubled.
Action 2: Draw a Card. (this could be any
action).
2. Turn 2: Roll the Die, Move. This is count 1 of
the duration.
Perform Two actions.
3. Turn 3: Roll the Die, Move. This is count 2 of
the duration.
Perform Two actions.
4. Turn 4. Roll the Die, Move. This is count 3 of
the duration. Princess Zelda s attack and defend return
to normal and the Hidden Identity card is discarded.

Attack Position: The bow & sword icons indicate
which kind of attack the card can be played as, melee or
ranged. Cards with both icons are ranged attacks unless
the attacker is adjacent to the target, in which case the
card s a melee attack.

Melee Attacks: Melee attacks can only be made when
the target is adjacent to the attacking character. Adjacent
means any square that shares a border or corner with
the square the attacking character is in.

Ranged Attacks: Ranged attacks can only be made in
a straight horizontal or vertical line, or a straight (45
degree) diagonal line. There is no limit to the number
of squares a ranged attack can reach. Ranged attacks
(or cards that indicate a target that could be attacked

at ranged) are blocked by other characters and raised
obstacles; see individual map descriptions for which
obstacles block ranged attacks.

Winning the Game: A player wins the game when all
his opponent’s characters have been eliminated.

Maps: There are four maps: The Triforce Chamber,
The Lost Woods, The Fairy Fountain, and The Leever
Desert. Each map has obstacles. Some obstacles block
ranged attacks but all obstacles prevent movement
through those squares.

* Triforce Chamber: This map’s obstacles are the
pillars. Pillars block ranged attacks. Triforce abilities
are usable an unlimited number of times per game.

* The Lost Woods: This map’s obstacles are the
stump and log, bushes, and creek/pond. Only the stump
and log blocks ranged attacks.. Princess Ruto and Zora
Wizards can move through the creek as thoughthey
were legal spaces.

* The Fairy Fountain: This map’s obstacles are
the pillars and fire basins, both of which block ranged
attacks. If you roll a Container Heart on this map, heal
any character in the same square as a fairy 4 points
instead of 2.

* The Leever Desert: This map’s obstacles are the
big rock and the various leevers. Only the rock blocks
ranged attacks. A character may move through a Leever
by taking 2 points of damage. Characters that can move
opponent characters (through the use of a card) may
move their opponents through a Leever and force them
to take 2 points of damage.



"THE ]_EGEND OF ZELDA

LLINK AND NAVI THE FAIRY

Link, [Hero of Time, raised as
a Kokiri, but without a gairy
comPanion until the (areat Deku

T ree binds Navi to link to guicle
the boy on his quest to save a”

Time.

Caught up in events he onb
barely unclerstands, Link must
learn songs of power to travel
back and forth in time, between
his adolescent and adult selves) to
combat the evil thatis GanonclorF
and save nguie from darkness.

Navi may be Link’s only constant
comPanion, but he’s outfitted
with weapons, equiPment, and
maneuvers beFit’cing a hero of

his stature. (]se his ranged

basic cards and Arrowoflgéz‘
to weaken o Ponents from a
distance. Cf;se in with Cxéa/gc
/]z‘z‘aaéto set up a we”~Plagecl
//VA/r/W/ha/ 4 tHack Naster
§W0ra/shou]cl be enough to
finish off anyone left after such
hard hit’cing tactics, but N frror
55/&'/5/ and /:a/rﬁ /7 A 501‘1%? are
there to keeP Link alivejust long
enough to win the duel.
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LINK L LINK £ LINK

CHARGE ATTACK CHARGE ATTACK CHARGE ATTACK
44 Play when Link is attacking. 44 Play when Link is attacking. 44 Play when Link is attacking.
After attacking, move Link to any After attacking, move Link to any After attacking, move Link to any
empty space adjacent to the target. emply space adjacent to the target. empty space adjacent to the target.

LINK
THE MASTER SWORD WHIRLWIND ATTACK ARROW OF LIGHT
44 Play when Link is attacking. 44 Play when Link is attacking. 44 Play when Link is attacking.
Oraw 2 cards. This attack targets all adjacent “If the target character plays a
enemies. After revealing this card defense card, the defense value is
} against the first defender, all other changed to 0.
A If you have plaqed TIME_ WARP this ad jal:Eﬂt enemies mayy defend
___ game, the attack value is 3. normally

LINK
TIME WARP MIRROR SHIELD FAIRY IN A BOTTLE
44 Play anutime on your turn 44 Play when Link is defending. 44 Play anutime on your turn
Take any card from your discard pile Link takes no damage from the Heal Link up to 4 points.
and place it in your hand. attack. Instead the attacker

- : receives 2 damane . IFyou have played TIME WARP this
Increase Link's health by 3, even if ge. /" game, heal like an additional 2

" heis at maximum health. points.




NAVI THE FAIRY NAVI THE FAIRY NAVI THE FAIRY

FAIRY DUST HEY! OVER HERE! HEY! OVER HERE!
4 ¢ Play anytime on your turn. 4« Play anytime on your turn. 4« Play anytime on your turn.
The player controlling the character Move Navi up to 4 spaces. Then move Move Navi up to 4 spaces. Then move
FAIRY OUST is played against loses an Link ad jacent to Navi. Link ad jacent to Navi.

action on his/her next turn.
Oraw a card. Oraw a card.













"THE ]_EGEND OF ‘ZELDA

PRINCESS ZELDA & IMPA

Frincess /eldais the paragon of
hoPe, Purity, nobilitg, and all things
gooa in ngule. Consequentlg,
this means she is ever under
attack by Ganon’s forces of

evil and darkness. ]n the wake

of (Ganon’s control of Hyru]e,
Zelda takes to disguising herself
as a young roguish man name
Shiek. As Shiek, Zeldais not
fettered 53 the expectancics of
ngulian nobi!itg, and thus able to
exhibit her martial training without
hinderance.

[ ver Zelda’s comPanion and
guardian, the mighty ]mPa kecps
watch for any threat against the
Frincess, and takes decisive action
accorc{inglg. One of the last
survivors of the Shickah race, the
shadow race, secretive, Power‘Fu!,
and devoted to the Great
(Godesses.

Gamep!ag: Frincess Ze]cla has

the abilitg to increase the attack
and defend values t}nrouglﬁ the
Hidden ]dentitg card. That card
has a Clock lcon, indicating that
its effects last for multiple turns.
When you Play a ClocE card,
Place it to the side of the board
and count the number of times you
start your turn. Wl’léﬂ you have
started a number of turns equal to

the Clock’s valueJ discard the card

norma”y.

Alternativclg, you can Placc a
number of markers or Pennies

on the card equal to the C]ock’s
number. E_ach time you start your
turn, remove a marker. When the

last markeris removecl, immcdiatc]y

discard the card.
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PRINCESS ZELDA PRINCESS ZELDA PRINCESS ZELDA

POWER OF LIGHT POWER OF LIGHT HIDDEN IDENTITY
€« Play anytime on your turn. 4 ¢ Play anytime on your turn. 4« Play anytime on your turn.
All enemy characters in play recieive All enemy characters in play recieive All combat cards for Princess Zelda
3 damage. 3 damage. have their attack and defend values

doubled for the duration.

PRINCESS ZELDA PRINCESS ZELDA PRINCESS /ELDA

AIRE OF NOBILITY AIRE OF NOBILITY AIRE OF NOBILITY
€€ Play when Zelda is defending. €€ Play when Zelda is defending. € Play when Zelda is defending.
*If Princess Zelda takes damage from *If Princess 7elda takes damage from 'If_Prinl:ESS Zelda takes damage from
this attack, the player controlling the this attack, the player controlling the this attack, the player controling the
attacking character must discard a attacking character must discard a attacking character must discard a
card at random. card at random. card at random.
/ _/

PRINCESS /ELDA PRINCESS /ELDA
ROYAL INFLUENCE ROYAL INFLUENCE SAGE OF SHADOW
44 Play anutime on your turn 44 Play anytime on your turn 4« Play anutime on your turn
Choose an opponent. That player Choose an opponent. That player Move Impa adjacent to Princess Zelda.
must discard 2 cards at random. must discard 2 cards at random. Princess Zelda recavers 3 damage.
If Princess Zelda has been destoryed,
Oraw a card. Oraw a card. you may move Impa to any empty

space




MPA
GAGE OF SHADOW GACRIFICE LOYAL TO THE END

4« Play anytime on your turn. 4 ¢ Play anytime on your turn. 44 Play when Impa is attacking.
Move Impa adjacent to Princess Zelda. Discard all Impa cards in your hand. The attack value is equal to the
Princess Zelda recovers 3 damage. Impa and all enemies adjacent to amaunt of damage Impa has taken.
If Princess Zelda has been destoryed, Impa receive damage equal to the

you may move Impa to any empty number of cards discarded from SAC-

space RIFICE.
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"THE ]_EGEND OF ZELDA
KING DARUNIA

The gent]e King of the (sorons
has ]ong been a friend to Hyrule‘

When (Ganon’s evil sPread over
the lands, the Goron People
fell upon hardships that would

lE The Gorons
instead drew strength from their
brotherhooc{, even as their King
sank into c{esPair‘ lt was the [ero
of Time who restored Darunia
to his righ’c selmc, and enabled the
King of the Gorons to awaken as

the Sage of [Tire.

break weal(er {jO
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KING DARUNIA
GTRENGTH OF STONE

4« Play when King Darunia is attacking.

‘Increase the attack value by 2 for
each boron Warrior adjacent to the
target.

KING DARUNIA
GTRENGTH OF STONE

44 Play when King Darunia is attacking.

‘Increase the attack value by 2 for
each boron Warrior adjacent to the
target.

KING DARUNIA
GORON SPECIAL CROP

@4 Play angtime on your turn.

Choose one character king Oarunia
can attack at range. That character
and all adjacent characters receive 4
damage.

KING DARUNIA
GTONEY HIDE

€ € Play when King Darunia is defending.

+The attack value of the attacker's
card is reduced by half, rounded
down.

KING DARUNIA
ROLLING CHARGE

@« Play anytime on your turn

Move boron Warriors and king
Oarunia up to 5 spaces each. At the
end of this move, any enemy
adjacent to a baron Warrior or king
Darunia receives 2 damage.

KING DARUNIA
ROLLING CHARGE

@4 Play anytime on your turn

Move boron Warriors and king
Oarunia up to 5 spaces each. At the
end of this move, any enemy
adjacent to a baron Warrior or King
Darunia receives 2 damage.

KING DARUNIA

»" STRENGTH OF STONE

44 Play when King Darunia is attacking.

‘Increase the attack value by 2 for
each boron Warrior adjacent to the
target.

KING DARUNIA

»" GTONEY HIDE

€ € Play when King Darunia is defending.

+The attack value of the attacker's
card is reduced by half, rounded
down.

el

KING DARUNIA
AOLLING CHARGE

@« Play anytime on your turn

Move Goron Warriors and king
Oarunia up to 5 spaces each. At the
end of this move, any enemy
adjacent to a boron Warrior or hing
Darunia receives 2 damage.




£ e, !
T AT
KING DARUNIA KING DARUNIA KING DARUNIA
4% SONG OF THE MOUNTAIN 4% SONG OF THE MOUNTAIN 4" GORON BROTHERHOOD
Y Play anytime on your turn. Y 1 Play anytime on your turn. Y Play anytime on your turn.
Choose any player. That plaqer's Choose any player. That plaqer's Restore any destroyed Goron
characters each receive 2 damage. characters each receive 2 damage. Warriors to play in any empty spaces

adjacent to king Darunia.

KING DARUNIA I KING DARUNIA s KING DARUNIA

KING DARUNIA I KING DARUNIA # KING DARUNIA




KING DARUNIA KING DARUNIA KING DARUNIA

KING DARUNIA GORON WARRIOR 3 GORON WARRIOR

GORON WARRIOR 3 GORON WARRIOR 3 GORON WARRIOR
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J KING DARUNIA

KING DARUNIA

KING DARUNIA KING DARUNIA
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"THE ]_EGEND OF ZELDA

NABOORU

Link, [Hero of Time, raised as
a Kokiri, but without a Fairg
comPanion until the (areat Deku

T ree binds Navi to link to guicle
the }309 on his cluest to save all

Time.

Caught up in events he on]g
barely unc[erstancls, Link must
learn songs of power to travel
back and forth in time, between
his adolescent and adult selves, to
combat the evil thatis Ganonc{orp
and save nguie from darkness.

Navi may be Link’s on]y constant
comPanion, but he’s outfitted
with wea ons, equipment, and

P quip
maneuvers beﬂtting a hero of
his stature. (|se his ranged
basic cards and Arrowoflgéz‘
to weaken o Ponents from a
distance. C[F:)se in with Cxéa/ge
/Iffaaéto set up a we”~PIayecl
M/r/twhd ' tHack Naster
jwora/shou]c[ be enough to
finish off anyone left after such
hard hit’cing tactics, but N frror
jé/é/c/ and /:a/rﬂ /7 A 50#/? are
there to keeP Link alivejust long
enough to win the duel.
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NABOORD
OESERT DANCE

4 ¢ Play anytime on your turn.

Move Nabooru and Gerudo Theives up
to 4 spaces each. Choose an
opponent to choose and discard 2
cards.

NABOORD
OESERT DANCE

4 ¢ Play anytime on your turn.

Move Nabooru and Gerudo Theives up
to 4 spaces each. Choose an
opponent to choose and discard 2
cards.

NABOORU

GPEED OF THE DESERT WINDS

4 ¢ Play when Nabooru is attacking.

Playing this card does nat count as
an action.

NABOORU
GPEED OF THE DESERT WINDS

44 Play when Nabooru is attacking.

Playing this card does nat count as
an action.

NABOORU
MISOIRECTION

€« Play when Nahooru s attacking or defending

After the attack is resolved, move
Nabooru to any empty space.

'2)

&N/
-
NABOORU
SAGE OF SPIRIT

44 Play anutime on your turn

Nabooru does 2 damage to all enemy
characters she can attack at range.
Increase the damage by 2 for each
Gerudo Thief that can also attack any
character Nobooru can attack.

NABOORU
OESERT DANCE

4« Play anytime on your turn.

Move Nabooru and Gerudo Theives up
to 4 spaces each. Choose an
opponent to choose and discard 2
cards.

NABOORU
GPEED OF THE DESEART WINDS

44 Play when Nabooru is attacking.

Playing this card does not count as
an action.

NABOORU
FEMININE CHARMS

44 Play anutime on your turn

Choose an opponent to reveal his/her
hand. Choose 1 card for him/her to
discard.




iy
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NABOORU NABOORU INABOORU
MISOIRECTION SAGE OF SPIRIT FEMININE CHARMS
€ ¢ Play when Nahooru s attacking or defending. 4« Play anytime on your turn. 4« Play anytime on your turn.
After the attack is resolved, move Nabooru does 2 damage to all enemy Choose an opponent to reveal his/her
Nabooru to any empty space. characters she can attack at range. hand. Choose 1 card for him/her ko
Increase the damage by 2 for each discard.

Gerudo Thief that can also attack any
character Nobooru can attack.

NABOORU NABOORU

NABOORU 7 NABOORU NABOORU




NABOORU
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"THE ]_EGEND OF ZELDA

PRINCESS RuTO  PrivssRuo

Frincess Rutois the daughter of

King /ora, the ruler of the /ora | sl ___
Domain. As a HounggirlJ she was Dl £ 5 j 1
rescued b | ink from the be” - \ | TJ‘ j’ \’%
of a wha]e (among other Places) ' _r : | ] 1

The young Prmcess aided | ink in i 3 y 10 11

his quest to collect the Splrltua]
Stones, but onl on the condition
that he marry her one clay.

When Link returned years

later as a near~aclu]t, the Zora

Domams were frozen 133 Ganon s
ower. Wlth Ruto s helP, Lml(

Eroke Ganon s ngP on the !and

and enang Ruto to awaken as

the Sage of Water

Gam lag Rutos //Va//of%z‘@r
and %/ﬂz‘ofz%e/\?a/)/c[s cards

have t Cloc‘( lcon which allows
the effects of those cards to be
in Play for multple turns. \Nhen

you Play a Clock card Place it to
the side of the board and count
the number of times you start
your turn. When you have started
a number of turns equal to the

C]ock’s va]ue discard the card

norma“g

Altematlvely you can Place a
number of markers or Penmes
on the card equal to the C]oci(’
number. Each time you start

our turn, remove a marker.
When the last markeris removecl,
immec{iatelg discard the card.

Dorkistan.com



PRINCESS RUTO ' PRINCESS RUTO ' PRINCESS RUTO
GAVAGE WAVE GAVAGE WAVE WATER OF LIFE

4 ¢ Play anytime on your turn. 44 Play anytime on your turn. 4 ¢ Play anytime on your turn.

Move all enemy characters in play up Move all enemy characters in play up Auto or any allied character recavers
to 3 spaces each. All enemy to 3 spaces each. All enemy up to 4 health.

characters receive 3 damage. characters receive 3 damage.

PRINCESS RUTO ' PRINCESS RUTO PRINCESS RUTO
GAVAGE WAVE GAVAGE WAVE WATER OF LIFE
44 Play anutime on your turn. 44 Play anutime on your turn. 44 Play anutime on your turn.
Move all enemy characters in play up Move all enemy characters in play up Auto or any allied character recavers
to 3 spaces each. All enemy to 3 spaces each. All enemy up to 4 health.
characters receive 3 damage. characters receive 3 damage.

PRINCESS RUTO . PRINCESS RUTO PRINCESS RUTO
GONG OF STOAMS GONG OF STOAMS SPIRIT OF THE RAPIDS
44 Play anutime on your turn 44 Play anytime on your turn 44 Play anutime on your turn
All opponents must discard 1 cards at All opponents must discard 1 cards at Increase the attack and defend values
random and enemy characters can random and enemy characters can of all Princess Auto and Zora Wizard

turn. turn. the duration of SPIRIT OF THE

not roll to mave until after your next not roll to move until after your next basic combat cards by 2 for
RAPIDS.
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PRINCESS RUTO PRINCESS RUTO PRINCESS RUTO
SONG OF STORMS SONG OF STOAMS WALL OF WATER
4 ¢ Play anytime on your turn. 44 Play anytime on your turn. 4 ¢ Play anytime on your turn.
All opponents must discard 1 cards at All opponents must discard 1 cards at Only Princess Auto and Zora Wizards
random and enemy characters can random and enemy characters can may move for the duration of WALL
not roll to move until after your next not roll to move until after your next OF WATER. @
furn. furn.







ZORA WIZARD ZORA WIZARD ZORA WIZARD
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"THE ]_EGEND OF ‘ZELDA

SHADOW [ INK & POE

Shadow | ink is never more than
tha’c, a shadow of the Hero of
T ime. The Shaclow’s life force

is bound to shac{ow, moving in

W/ 10| 11]12]13

shac{ow, stri‘(ing from shaclow, .
and using the mimicrg of a shadow |
to mirror his oPPonent’s attacks

8ﬂCl mancuvers. Createcl 1’33

15 |
C]anon as the ultimate oPPonen’c, ‘—"‘"
Shadow | inkis Perhaps the

greatest foe the Hero of Time

will ever face.

The ghost Foe is an unsettled
sPiritJ angry at the living, though
even he doesn’t know whg.

e travels the night in clark,
clangerous Places with his
lantern lit to draw in unwary night
travelers. When threateneclJ

Foe clisaPPears from sigh’c on13

to return and strike when his

oPPonent is looking the other

way‘

Gameplagz Foe has the abilitg

to turn invisible from his 6/4051‘/9
Cac,é/@ card. When invisible,
Foe can not be targetecl by any
attacks or sPecia} carc{s, though
cards that effect an area, such as
Link’s M/f/W/ha/Az‘z‘ac,é, can still
effect Foe. When invisible, Foe
does not block rangecl attacks or
enemy movement. \/\/Een imvisible,
any attack Foe makes can not be
defended. Invisibilitg is cancelled

onlg when Foe takes damage,

when Foe deals clamage, or whenJ
at any time, a Plager chooses and
discards a number of cards equal

to Foe’s current health. To mark O
S,

invisibilitg, lace a penny or other —
marker under Foe while he is ..
invisible. e
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SHADOW [INK
SHADOW STRIKE

€€ Play when Shadow Link is attacking.

If this attack is completely
blocked, the defender receives
damage equal to the attack value
(f any) of the defense card.

SHADOW INK
GHADOW S0UL

4 ¢ Play when Shadow Link is attacking.

Shadow Link recovers health
equal to the damage inflicted with
SHADOW SOUL.

SHADOW [INK
MIRROR FIGHTING

{4 Play when Shadow Link is defending.

Shadow Link receives no damage
from the attack. Move Shadow
Link to any empty space adjacent
to the attacking character. That
character receives 1 damage.

SHADOW [INK
SHADDW STRIKE

€€ Play when Shadow Link is attacking.

If this attack is completely
blocked, the defender receives
damage equal to the attack value
(f any) of the defense card.

SHADOW INK
GHADOW S0UL

44 Play when Shadow Link is attacking.

Shadow Link recovers health
equal to the damage inflicted with
SHADOW SOUL.

SHADOW [INK
MIRROR FIGHTING

44 Play when Shadow Link is defending.

Shadow Link receives no damage
from the attack. Move Shadow
Link to any empty space adjacent
to the attacking character. That
character receives 1 damage.

SHADOW [INK
SHADOW STRIKE

€€ Play when Shadow Link is attacking.

If this attack is completely
blocked, the defender receives
damage equal to the attack value
(f any) of the defense card.

SHADOW [INK
MIMICRY

4« Play anutime on your turn.

Take any card from any plager‘s
discard pile and put it in your hand.
Treat this cards as though it were a
Shadow Link card. If you play the
cthosen card, return it to the discard
pile from which it was drawn.

SHADOW [INK
GHADOW STALKER

4« Play anutime on your turn

Move Shadow Link adjacent to
any character. Playing this card
does not count as an action.




n

HAUNTING TAUNT

4« Play anytime on your turn.

POE

Move Poe adjacent ta any character.
That character must immediately
attack Poe with the lowest attack value
card in his/her hand. Playing this card
does not count as an action.

SHADOW L INK

SHADOW L INK

>

GHOSTLY CACKLE

‘ q PlEI:I when Poe is allacking ar UE[EI’IEIiI'I[].

POE

¢ I this attack is undefended, the target
recieves 5 damage instead of 3.

¢ After taking damage, if any, Poe turns
invisible.

SHADOW L INK

SHADOW L INK

GHOSTLY CACKLE

“ P|E|I:| when Poe is allaching ar UE[EI’IEIiI'I[].

¢ I this attack is undefended, the target
recieves 5 damage instead of 3.

{-After taking damage, if any, Poe turns
invisible.

SHADOW LINK

SHADOW LINK




SHADOW LINK y SHADOW LINK y SHADOW LINK

SHADOW L INK
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"THE ]_EGEND OF ZELDA

TRV KNOCKIE codanan

& STALFOS KNIGHT S 5|

T he Jron K nuckle is a monstrous 1’- -I I} ' EEE
uarchan of the dark and dee L A

Placcs of ngule The massfe -—m E@ E 14 D

axe~ welldmg warrior is Ponderous :
even in combat but so well £ STALFOS'K KN]GHT
armored that threats of spced are -r

mconscquent]al Hls are PowerFu]
enough to crumble walls.

No one knows whose remains
spawns the nglOﬂS of c!ungeon
crawlmg Stahcos nglnts found
in the secret P]aces of ngulc
His attacks more Powchul even
that the ]ron KnucHe are so
blatant his enemies are qunck to
take advantagc I:ortunatcl for
the 5’calxcos the life- -energy that

sustains him also restores his

health.

cp la :T!‘xe lron Knucklc
has the abi]lt to add Armos
obstacles to P]ag with the /4r/7705
pw‘gcon/ card. Armos are a
umque combination of obstacle
and character. L ke an obstacle

an Armos blocks all ranged
attacks. Enem9 characters
(c}waractcrs you do not control
orwho are not allied to 5ou> who
move t!‘xroug!'l a space occupled
bg an Armos receive 2 damage
Armos can not move exccPt via

the Dwgg@on C rawlers card.
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JRON KNUCKLE
ARMOS DUNGEON

4 ¢ Play anytime on your turn.

Add 3 Armos obstacles to the board
in any empty spaces. Armos block
ranged attacks for enemies. Enemies
moving through a space occupied by
an Armos recieve 3 damage.

TRON KNUCKLE 3 TRON KNUCKLE
IMPERVIOUS ARMOR IMPERVIOUS ARMOR

44 Play when Iron knuckle is defending. qq Play when Iran knuckle is defending.
Oraw a card. Oraw a card.

TRON KNUCKLE
OUNGEON CRAWLERS

44 Play anutime on your turn.

Move Iron knuckle and Stalfos hnight
up to 4 spaces each. Move each
Armos up to 1 space each.

JRON KNUCKLE 3 JRON KNUCKLE
POWERFUL SWING POWERFUL SWING

€4 Play when Iron Knuckle is attacking. €€ Play when Iron Knuckle is attacking.

After attacking, you may move the
target character up to 4 spaces.

After attacking, you may move the
target character up to 4 spaces.

TRON KNUCKLE
OUNGEON CRAWLERS

44 Play anutime on your turn

Move Iron knuckle and Stalfos hnight
up to 4 spaces each. Move each
Armos up to 1 space each.

STALFOS KNIGHT ' STALFOS KNIGHT

BLATANT ATTACK

€4 Play when Stalfos Knight is attacking.

BLATANT ATTACK

€ € Play when Stalfos Knight is attacking.

If a defense card is played, Stalfos
knight recieves damage egual to the
defense value of the defender's card.

If a defense card is played, Stalfos
knight recieves damage egual to the
defense value of the defender's card.




STALFOS KNIGHT STALFOS KNIGHT 3 STALFOS KNIGHT
' 4 STALWART DEFENSE y ' STALWART DEFENSE y ' UNLIFE

@ € Play when Stalfos Knight is defending. Y 44 Play when Stalfos Knight is defending. Y Play anytime an your turn.
If the attacker is adjacent to Stalfos If the attacker is adjacent to Stalfos Restore Stalfos knight to full health.
knight, he/she receives 2 damage. knight, he/she receives 2 damage. Stalfos knight can not be targeted by

attacks or special cards until after
your next turn.




JRON KNUCKLE P JRON KNUCKLE - JrRON KNUCKLE




STALFOS ENIGHT STALFOS KNIGHT STALFOS KNIGHT
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JRON KNWKLE & STALFGS KNIGHT

".._7

| Nt -
IRON KNUCKLE & STALFOS KNIGHT
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JRON KNUCKLE & STALFOS KNIGHT
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JRON KN[K:KLE & STALFGS KNIGHT
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JRON KNUCKLE & STALFOS KNIGHT

IRON KNUCKLE & STALFOS KNIGHT
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SKuIL Kip

| ink first encounters the Skull
Kid in the | ost Woods, where
the Kld isju’c an annoging
Prankster. But when Skull Kid
gets hold of Ma_jora’s Mask,
be becomes aforce of chaos
owerful enough to send all of
Erermia into a tailspin. The evil
of the mask gives Skull Kid
the power to control minclsJ and
transform boclies, but Majora’s

power comes with a Price.

Gamep]ag: Skull Kid has the

ability to increase his attack and
defend values using the Frice of
Fower carcl, which has a C]ock
]con inclicating its effects last for
mu]tiple turns. When you Plag a
C]ock card, P]ace it to the side of
the board and count the number
of times you start your turn.
When you have started a number
of turns equal to the C}ock’s
value, discard the card norma”y.

Altemativelg, you can Place a
number of markers or Pennies
on the card equal to the C]oc‘(’s
number. Each time you start

our turn, remove a marker.
When the last markeris removecl,
immec}iatelg discard the card.
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SKULL KID
POWER TO CONTROL

€« Play anytime on your turn.

Move any Moblins in play up to 4
spaces each. After maoving, each
enemy character adjacent to a Moblin
receives 2 damage.

SKuLL KID
I'M BORED

44 Play anutime on your turn.

Move all characters in play up to 3
spaces each. Hum softly in a sing-song
vaice. You may reshuffle your discard
pile into your draw pile.

SKuLL KID
ARE YOU JEALOUS?

44 Play anutime on your turn

Skull Kid and Moblins each recover up
to 3 health. If you are pla in? in the
Lost Woods, move Skull kid fo any
empty space.

SKULL KD
POWER TO CONTROL

4« Play anytime on your turn.

Move any Mohlins in play up to 4
spaces each. After moving, each
enemy character adjacent to a Moblin
receives 2 damage.

SKuLL KID
I'M BORED

44 Play anutime on your turn.

Move all characters in play up to 3
spaces each. Hum softly in a sing-song
vaice. You may reshuffle your discard
pile into your draw pile.

SKULL KID
ARE YOU JEALOUS?

44 Play anytime on your turn

Skull kid and Moblins each recover up
to 3 health. If you are pla in? in the
Lost Woods, move Skull kid fo any
empty space.

SKULL KID
POWER TO CONTROL

4« Play anytime on your turn.

Move any Moblins in play up to 4
spaces each. After maving, each
enemy character adjacent to a Moblin
receives 2 damage.

SKuLL KID
POWER TO CONTROL

44 Play anutime on your turn.

Move any Moblins in play up to 4
spaces each. After maoving, each
enemy character adjacent to a Moblin
Teceives £ damage.

SKuLL KID
POWER TO CONTROL

4 Play anutime on your turn

Move any Mohlins in play up to 4
spaces each. After moving, each
enemy character adjacent to a Moblin
receives 2 damage.
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SKULL KID SKULL KD SKULL KID
CALL OF CHAOS | KNOW A SECARET! PRICE OF POWER

4« Play anytime on your turn.

4« Play anytime on your turn. 4« Play anytime on your turn.

All players must discard their entire Search your draw pile for any card, Add 3 to the attack and defend values
hand and draw 3 new cards. Restore put the card in your hand, then of all Skull Kid basic combat cards for
any destroyed Mohlins to play in any reshuffle your draw pile. the duration of PRICE OF
empty spaces adjacent to Skull kid. POWER. After discarding this

card, set Skull kid's health to Z@

T W
SKULL KIp




S
SKuLL Kip

MOBLIN MOBLIN

MOBLIN MOBLIN MOBLIN




MOBLIN
MOBLIN
MOBLIN

MOBLIN
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"THE ]_EGEND OF ZELDA

THE VWITCH SISTERS

T he Sister Sorceresses, the
Witch Sisters, Kotake the ]ce
Witch, Komune the Fire Witch:
“Tis said these two are the
surrogate mothers of Ganon
himsel]c) so great is their evil.
Their onlg weakness lies in their
divided state; it is their true Form,
the uber-witch Twmrova thatis
Power‘Ful enough to threaten any
force in ngu!e

Gachlag The Wxtch st’cers,
Ko’cake and Komune begm Play

alon on the board. Throu h use
of the Merge carcl which eltlﬂer
of them can lay, the two combine
into the witcE T winrova. ]F either
Ko’cake or Komune is destroyed,
the Merge card has no effect
when P!agec{ To combine the
sisters, remove both Kotake and
Komune from the boarc{ make
sure to note which spaces they
were in. F]ace Twmrova on the
board in any space not adjacent
to any character. When lemrova
is destroyecl repiace Kotake and
Komune to the spaces they were

in beFore 3OU Plagec{ Merge

TwiNRO

JOMUNE
ey |

‘ { ol

gnoon
J JQW
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KOTAKE
CHANNEL ENERGY

4« Play anytime on your turn.

Choose a character kotake can
attack at range. That character
receives 3 damage and komune
recovers 3 damage. If homune has
been destroyed, draw a card.

CHANNEL ENERGY

44 Play anytime on your turn.

Choose a character komune can
attack at range. That character
receives 3 damage. kotake recavers
3 damage. If hotake has been
destroyed, draw a card.

KOTAKE
CHANNEL ENERGY

44 Play anutime on your turn.

Choose a character kotake can
attack at range. That character
receives 3 damage and komune
recovers 3 damage. If homune has
been destroyed, draw a card.

CHANNEL ENERGY

44 Play anutime on your turn.

Choose a character komune can
dttack at range. That character
receives 3 damage. kotake recavers
3 damage. If kotake has been
destroyed, draw a card.

KOTAKE & KOMUNE
MERGE

4« Play anytime on your turn.

Remave kotake & Komune from the
board an place Twinrova in any empty
space not adjacent to any character.
When Twinrova is destroyed, replace
kotake & komune to the board in their
starting spaces.

KOTAKE
RAYS OF ICE

44 Play anutime on your turn

All enemies homune can attack at
range receive 3 damage. You may
reshuffle your discard pile into your
draw pile.

KOMUNE
RAYS OF FIRE

44 Play anytime on your turn

All enemies komune can attack at
range receive 3 damage. You may
reshuffle your discard pile into your
draw pile.

KOTAKE & KOMUNE
GISTERS OF ONE MIND

4 Play anutime on your turn.

Search your draw pile for the MERGE
card, put it in your hand, then reshuffle
your draw pile. If MERGE has been
discarded, you may instead draw 4
cards.

TWINROVA
TWINROVA'S RAGE

4« Play when Twinrova is attacking

*Deal any amount of damage to
Twinrova. Add 1 to the attack value
for each point of damage Twinrova
receives from TWINROVA'S RAGE.




TWINROVA TWINROVA
ARCANE MALESTROM ENERGY ABSROBTION ENERGY ABSROBTION

4« Play anytime on your turn. 44 Play when Twinrova is defending. 4 ¢ Play when Twinrova is defending.
All characters adjacent to Twinrova Twinrova receives no damage from Twinrova receives no damage fram
receive damage equal to Twinrova's the attack. Twinrova recovers health the attack. Twinrova recovers health
remaining health. Remave Twinrova equal to the attack value of the equal to the attack value of the
from play. attacker's card. attacker's card.

TWINROVA . TWINROVA TWINROVA

TWINROVA ] " ) THE WiTcH SIsTERS 3
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THE WITCH SISTERS

THE WITCH SISTERS




KOTAKE & KOMUNE

KOTAKE & KOMUNE

KOTAKE & KOMUNE

KOTAKE & KOMUNE
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(GANON

Evi] incarnate, none know if the
entitg known as (zanon is demon,
dewl or pure chaotic evil. ]n mortal
1Corm Ganon appears as a ta”
handsom Geru o man, who ca”s
himself GanondorF tf‘xe Dar1<
leard Ganon s quest for power
is never satcc! whether Pcrsumg
the immense power of the triforce

or conciuermg Hﬁru]e

Ganon calls for all manner of
corruPt and depraved creatures
to serve hlm one of which is the
lerobc T}‘xe szrobe s maglc
is both cmpowered b\lj and feeds

Ganon S OWn VIIC maglcs
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GANON ' GANON ' GANON
ENERGY BLAST ENERGY BLAST ENERGY BLAST

44 Play when Ganon is attacking. 44 Play when Ganon is attacking. 44 Play when Ganon is attacking.
‘Move the target 3 spaces for each ‘Move the target 3 spaces for each ‘Move the target 3 spaces for each
point of damage inflicted with this point of damage inflicted with this point of damage inflicted with this
attack. attack. attack.
. *If you have played TRUE FORM this . *If you have played TRUE FORM this I you have played TRUE FORM this
" game, increase the attack value by 2,

" game, increase the attack value by 2, " game, increase the attack value by 2

SPELL WEAVE SPELL WEAVE SPELL WEAVE

44 Play when Ganon is attacking. 44 Play when Ganon is attacking. 44 Play when Ganon is attacking.
For each Wizrobe that can also *For each Wizrobe that can also For each Wizrobe that can also
attack the target, you may discard a attack the target, you may discard a attack the target, you may discard a
Wizrobe card to increase the attack Wizrobe card to increase the attack Wizrobe card to increase the attack
value by 3. value by 3. value by 3.

(GANON (GANON
THE DARK WIZARD THE DARK WIZARD RING OF FLAMES
4« Play anutime on your turn 4« Play anutime on your turn 4« Play anutime on your turn
Move Banon and all Wizrobes in play Move Banon and all Wizrobes in play Move all characters adjacet to banon
to any empty spaces. to any empty spaces. up to 4 spaces. These character
- IF you have played TIME WARP this game, - IF you have played TIME WARP this game, receeive 4 damage each.
- restore any destroyed Wizrobes to play . restore any destroyed Wizrobes to play

In any empty space adjacent to banon.

in any empty space adjacent to banon.




GANON
RING OF FLAMES

4« Play anytime on your turn.

Move all characters adjacet to banon
up to 4 spaces. These character
receeive 4 damage each.

GANON

GANON

GANON

TRUE FORM

4 ¢ Play anytime on your turn.

Discard any number of cards. Ganon
recovers £ health for each card you
discard.

. Increase Ganon's health by 5, even if
— heis at maximum health.

GANON

GANON

GANON
QUEST FOR POWER

4« Play anytime on your turn.

Look at the top 10 cards of your draw
pile. Choose 3 cards to discard and
put the remaining 7 back in any order.
IF you have no cards in your hand
after playing this card, draw 7 cards.

GANON

GANON



WIZROBE WILROBE

WIZROBE WIZROBE WILROBE




WIZROBE
WIZROB
N OBE WIZROBE

WIZROBE
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(GREAT FAIRY'S [FOUNTAIN

T he [Tountains where [Tairies hide are P]aces of power, Places of hcaling, in ngule. The
greatest of which is the [Tountain of the (Great Fairg.

(Hame lag: The obstacles on this map, shaded in red, are the Pi”ars and fire Pits. On this
map, when you roll a container heart and you are ina space occuPicc] bg a Fairg, you can heal
4 Points of health instead of 2. ] he spaces with fairies are shaded in green.
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"THE [_EGEND OF ZELDA
T FEVER DESERT

The Plant~li§<e leevers that P]aguc the desert lands of ngule and begond are ever a threat
to travelers.

Gameplag: T he obstacles on this map, shaded in red, are the leevers and the rock
formation, all of which block ranged attacks. On this map, a character can move through a
leever space but doing so inflicts 2 c]amage on the character. A character with the abilitg to
move op onents can send an oPPonent through aleever space, Forcing the moved character

to take amage.
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THE 1 0ST VA/0ODS

Thel ost Woods is a Primorclia] Placc, where the trees and rocks move, and a traveler can

get Iostjust }:)g turning around. Man9 /elda games feature a maze-like wood, where | ink
meets various cha”enges. These | ost Woods are home to the Sku” Kid.

Gameplag: T he obstacles on this map, shaded in red, are the stump & log and the creek.

On]3 the stump & log block rangcd attacks. On this map, the Skull Kid can move across

obstacles and occupy obstacle s;:)aces as though they were normal spaces, and the stumP
|

& log obstacle do not block Sku Kid's rangec] attacks. Also, Princess Ruto and /ora

Wizards can move across and occupy the creck obstacle spaces as though theg were normal

SPaCCS.
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"I RIFORCE {CHAMBER

In every /elda game, there is a chamber, usua”g temple-like in construction, where the
T riforce is meant to be housed. More often than not, it’s also the location from which
(Ganon has stolen one or more of the T riforce. This dcsign is based on the Temple of
Timein the (Ocarina of | ime.

Gamcplag: The obstacles on this map, shaded in red, are the Pi”ars. On this map, T riforce
abilities are P]agab]e an infinite number of times per game. Norma”g, a | riforce abilitg can
ors]9 be triggered once per game.

\
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