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INTRODUCTION TO
THE SUPER
NINTENDO ZELDA
GUIDE:
MASTERING A LINK
TO THE PAST

The  Super  Nintendo
Entertainment  System
(SNES)  i s  home  to
many legendary titles,
but  few  have  left  as
lasting  an  impression
as  The  Legend  of
Zelda: A Link to the
P a s t .  F o r  b o t h
n e w c o m e r s  a n d
returning  adventurers,
a  comprehens ive
Super  N intendo

Zelda  Guide  can
mean  the  difference
between  wandering
Hyrule  aimlessly  and
conquer ing  every
d u n g e o n  w i t h
confidence.  Released
in 1991, this top-down
masterpiece  refined
the  action-adventure
formula,  introducing
the concept of parallel
worlds,  a  deep  item
inventory,  and puzzles
that  challenged  your
logic as much as your
reflexes.  Whether  you
are playing on original
hardware  or  through
modern  re-releases,
this guide will walk you
t h r o u g h  t h e  k e y
elements of the game,
f r o m  i t s  o p e n i n g
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moments  in  the  rain-
soaked  courtyard  of
Hyrule  Castle  to  the
final  showdown  in  the
Golden  Land.

THE STORY AND
SETTING: A LINK
BETWEEN WORLDS

The narrative of A Link
to  the  Past  begins
with a desperate plea.
A  young  hero  named
Link  is  awakened  by
the telepathic voice of
Princess  Zelda,  who
has been imprisoned in
Hyrule Castle. The evil
wizard  Agahnim  has
seized power, and he is
using  dark  magic  to
break  the  seal  that
b i n d s  t h e  s a c r e d
realm—the  Golden
Land—to  the  Light
World.  Your task is  to
r e s c u e  t h e
descendants  of  the
Seven  Sages,  gather
the  legendary  Master
Sword,  and  prevent
Ganon from reclaiming

the  Tr i fo rce .  Th is
classic  tale  of  good
versus evil is enriched
by  the  game's  most
innovative feature: the
a b i l i t y  t o  t r a v e l
between  the  L ight
World  and  the  Dark
World.  Each  realm
mirrors  the  other  in
geography,  but  the
D a r k  W o r l d  i s  a
twisted,  corrupted
version of Hyrule, filled
with  tougher  enemies
and  new  sec re t s .
Understanding  how
these  two  wo r l d s
connect  is  a  central
theme  of  any  good
Super  N intendo
Zelda Guide, as many
puzzles require you to
s w i t c h  b e t w e e n
d i m e n s i o n s  t o
progress.

GAMEPLAY
BASICS:
CONTROLS AND
EXPLORATION

Before  diving  into  the
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d u n g e o n s ,  i t  i s
essential to master the
bas i c s .  The  SNES
controller  gives  you  a
comfortable  layout  for
sword  slashes,  item
usage, and interaction.
H e r e  i s  a  q u i c k
overview  of  the  core
controls:

B Button: Swing
your sword or
use the assigned
item.
A Button: Use
the second
assigned item
(such as a bow or
boomerang).
Y Button:
Interact with
objects, talk to
NPCs, or dash
with the Pegasus
Boots.
X Button: Open
the map or use
equipped items.
Start: Pause the
game and access
the inventory
screen.

Select: Use the
selected item
from your
inventory.

Exploration  is  at  the
h e a r t  o f  t h e
e x p e r i e n c e .  T h e
overworld of  Hyrule is
vast  and  filled  with
hidden  caves,  secret
grottos, and wandering
merchants.  You  will
collect  Rupees  to  buy
items,  Pieces of  Heart
t o  i n c r e a s e  y o u r
maximum  health,  and
comprehensive  maps
for  each  dungeon.  A
good Super Nintendo
Z e l d a  G u i d e
e m p h a s i z e s  t h e
importance  of  talking
to every character and
checking every corner,
as  many critical  clues
are  tucked  away  in
unexpected  places.

LIGHT WORLD
DUNGEONS: THE
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BEGINNING OF
YOUR QUEST

The  game  is  divided
into three distinct acts,
beginning  with  the
three  L ight  Wor ld
dungeons. These early
challenges  introduce
you to core mechanics
and  reward  you  with
items that are essential
for later progression.

Eastern
Palace:
Learning
the
Ropes
The  Eastern  Palace  is
the  first  true  dungeon.
Located  east  of  the
S a n c t u a r y ,  t h i s
re la t i ve ly  s imp le
gauntlet  teaches  you
to  push  blocks,  avoid

traps,  and  use  your
newly  acquired  bow.
The  boss ,  a  l a rge
Armos  knight,  can  be
defeated  by  shooting
arrows at its vulnerable
crystal eye. Completing
this dungeon earns you
t h e  P e n d a n t  o f
Courage.

Desert
Palace:
Sand and
Secrets
L o c a t e d  i n  t h e
scorching desert to the
west, the Desert Palace
i s  p a r t i a l l y
underground.  You  will
n e e d  t h e  B o o k  o f
Mudora to read ancient
Hylian text blocks, and
the Power Glove to lift
heavy stones. The boss
is  a  Lanmola,  a  giant
worm  that  attacks  in
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segmented  waves.
Defeating it grants the
Pendant of Power.

Tower of
Hera:
Soaring
High
The Tower of Hera is a
mul t i - s tory  c l imb
loca ted  on  Dea th
M o u n t a i n .  T h i s
dungeon  introduces
falling  floors  and
teleporting  tiles.  You
will  need the Pegasus
Boots to dash through
certain  barriers.  The
boss, a giant Moldorm,
requires  patience  and
precision.  Defeating  it
awards the Pendant of
Wisdom. Once all three
pendants are collected,
you can pull the Master
S w o r d  f r o m  i t s
pedestal  in  the  Lost

Woods. This legendary
b l a d e  i s  t h e  o n l y
weapon  capable  of
harming  Agahnim and
his minions.

DARK WORLD
DUNGEONS: THE
TRUE CHALLENGE

After  retrieving  the
Master  Sword,  you
travel  to  the  Dark
World.  This  is  where
the  game truly  opens
up. The Dark World is a
mirror  of  Hyrule,  but
t h e  l a n d s c a p e  i s
w a r p e d ,  a n d  t h e
enemies  are  far  more
aggressive.  There  are
seven  main  dungeons
in the Dark World, each
with  its  own  unique
theme and boss.

Palace of
Darkness:
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A Dark
Mirror
The  first  Dark  World
dungeon  is  located
where  the  Eastern
Palace was in the Light
World.  It  is  filled  with
d a r k ,  m a z e l i k e
corridors  and enemies
that  blend  into  the
shadows.  The  boss  is
Helmasaur  King,  a
giant  l izard  with  a
mask  that  must  be
cracked  us ing  the
Hammer. This dungeon
is  a  fitting  introduction
t o  t h e  i n c r e a s e d
difficulty  of  the  Dark
World.

Swamp
Palace:

Water
and Woe
Located in the swamp
a r e a ,  t h e  S w a m p
Palace is  full  of  water
currents  and  drain
puzzles.  You will  need
the Hookshot  to  cross
gaps  and  the  Flippers
to  swim.  The  boss  is
A r r g h u s ,  a  g i a n t
jellyfish  that  spawns
smal le r  enemies .
Defeating it  gives you
access to the Crystal of
Courage.

Skull
Woods:
Forest of
Bones
S k u l l  W o o d s  i s  a
twisted  forest  that
connec ts  severa l
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underground ruins. You
must  navigate  from
one  cave  entrance  to
another, using the Fire
Rod to burn webs and
the Boomerang to stun
enemies.  The  boss  is
Mothula,  a  fluttering
insec t  tha t  d rops
spikes from the ceiling.
T h i s  d u n g e o n  i s
infamous for  its  tricky
layout.

Thieves
Town:
Streets of
Shadow
Th ieves  Town  i s  a
d e n s e ,  v e r t i c a l
d u n g e o n  t h a t
resembles  a  smal l
village.  You  will  need
the  Titan  Mitt  to  lift
large  rocks  and  the
Hookshot to reach high
ledges.  The  boss  is

B l ind  the  Th ie f ,  a
deceptive  enemy  that
disguises  itself.  This
d u n g e o n  i s  a  f a n
favorite  for  its  clever
d e s i g n  a n d
atmosphere.

Turtle
Rock:
Molten
Fortress
Turtle  Rock  is  the  final
Dark  World  dungeon,
l oca ted  on  Dea th
Mountain  in  the  Dark
World.  It  is  a volcanic
fortress  filled  with  fire
pits, laser beams, and
crystal  switches.  You
will  need the Cane of
Somar ia  to  create
blocks  that  reflect
lasers.  The  boss  is
T r i nexx ,  a  th ree -
headed  dragon  with
fire,  ice,  and  stone
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heads.  Defeating  it
requires careful use of
the  Ice  Rod  and  Fire
Rod.

KEY ITEMS AND
UPGRADES

Many items in A Link
to  the  Past  are  not
just  tools  for  combat
but  are  essential  for
solving  puzzles  and
uncovering  secrets.
Here  is  a  l ist  of  the
m o s t  i m p o r t a n t
upgrades  you  should
prioritize:

Master Sword:
Your primary
weapon after the
first three
dungeons. It can
be upgraded to
the Tempered
Sword and the
Golden Sword.
Boomerang:
Stuns enemies
and collects
items. Upgraded
to the Magical

Boomerang for
longer range.
Hookshot: Pulls
you toward
targets and
grabs distant
items.
Pegasus Boots:
Allows you to
dash, breaking
bushes and
boulders.
Power Glove /
Titan Mitt: Lifts
heavy objects.
Essential for
Dark World
progression.
Fire Rod / Ice
Rod: Elemental
projectiles that
are crucial for
certain boss
fights and
puzzles.
Bombos, Ether,
and Quake
Medallions:
Powerful magic
spells that affect
the environment.
Magic Cape
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and Magic
Upgrade:
Grants
temporary
invincibility and
significantly
extends your
magic meter.

Collecting all 24 Pieces
of Heart increases your
total  heart  containers
to  20,  giving  you  the
durability  needed  for
t h e  e n d g a m e .
Additionally,  improving
your armor and shield
at  the  Fairy  Fountain
offers extra protection.

SECRETS AND SIDE
QUESTS

One of the reasons the
Super  N intendo
Zelda  Guide  remains
so popular is the sheer
number  of  secrets
hidden throughout the
game.  Here  are  some
o f  t h e  m o s t
memorable:

The Lost

Woods: Follow
the correct
sequence of exits
to reach the
Master Sword
pedestal and the
Sacred Grove.
The Pyramid of
Power: Located
in the Dark
World, this is
where Ganon's
lair is found. The
path is hidden
until the final
boss is ready to
face.
Fairy
Fountains:
Scattered across
both worlds,
these fountains
restore your
health and can
upgrade your
items.
Secret Caves
and Grottoes:
Use the Shovel to
dig in specific
spots, or the
Magic Mirror to
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switch worlds
and reveal
hidden
entrances.
The Sword
Upgrades: Bring
the Master Sword
to the blacksmith
in the Dark
World, or locate
the Ancient
Smiths in the
Light World after
completing a
side quest.
The Bottle Side
Quest: There
are four bottles
to find. They
contain fairies,
blue potions, or
even a bee. They
are essential for
healing during
long dungeons.

Many of  these secrets
require revisiting areas
after  acquiring  new
i t e m s ,  w h i c h
encourages  thorough
exploration.  Keeping a
mental note of blocked

paths and locked doors
wi l l  save  you  t ime
later.

BOSS STRATEGIES:
TIPS FOR EVERY
MAJOR
ENCOUNTER

Each boss in A Link to
the  Past  requires  a
specific approach. Here
are succinct strategies
for the toughest fights:

Agahnim (First1.
Fight): He
teleports around
the room and
shoots energy
balls. Reflect
them back using
the Master Sword
to stun him.
Ganon: The final2.
boss in the
Pyramid. He is
invulnerable to
direct attacks.
Use the Silver
Arrows to stun
him, then strike
with the Master



Super Nintendo Zelda Guide 11

11

Sword while he is
dazed. Avoid his
fire bats and
teleporting
attacks.
Trinexx (Turtle3.
Rock Boss):
Attack the fire
head with the Ice
Rod, then hit it.
Repeat for the
ice head using
the Fire Rod. The
stone head must
be bombed.
Mothula (Skull4.
Woods Boss):
Stay along the
edges to avoid
floor spikes. Use
the Fire Rod to
damage her
quickly.
Vitreous5.
(Misery Mire
Boss): Shoot the
glowing eyes
with arrows or
the Hookshot,
then strike the
main body.

For  all  boss  fights,

having a Blue Potion or
a Fairy in a bottle is a
lifesaver. It allows you
to recover if you make
a  mistake,  which  is
especially  valuable  in
the later, more difficult
encounters.

TIPS FOR
SUCCESS:
MASTERING
HYRULE AND THE
DARK WORLD

To truly  excel  at  The
Legend  of  Zelda:  A
Link  to  the  Past ,
c o n s i d e r  t h e s e
advanced tips  that  go
b e y o n d  a  b a s i c
walkthrough:

Always buy the
Bomb Bag
upgrade early.
This allows you
to carry more
bombs, which
are essential for
breaking walls
and defeating
armored
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enemies.
Farm Rupees
wisely. Play the
game of digging
in the desert at
the start, or
catch bees to sell
to the Red
Eyeguy
merchant.
Learn the
overworld
shortcuts. Many
connections
between the
Light World and

Dark World allow
you to travel
quickly. For
example, the
flute can warp
you to key
locations.
Upgrade your
sword as soon
as possible. The
Tempered Sword
cuts through
Dark World
enemies
significantly
faster, and the


