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Remove or reset the space between the --- boxes | will in the flash dungeon - Map to dungeonin PNGACE 123457 keys : E8 -D6 - C6 - B6 - B5 - A5 Card : D3 Compensate : E6 Magic Book: B8 : B8 - B8 - B6 - B6 - B5 - A5 Map : D3 Compass : E6 Magic Book: B8 : B8 Magic Key: E2 pafedams back home in the adventure of Zelda
Back to the Nintendo Nes House - Version Francoise -- English Version - Legend of Zelda - Level 8 Lion (Request 1) Marked Home (Poster Order) | Zelda Card Pick | Proof Of Cards | Next Map Toggle Map 9.1 Is getting to level 8Total LifeHeart Containers12/13 the next hidden dungeon at the end of the east end of the Overworld Map.
While you could discover the dungenon very early on in the request, and even fill it immediately after the first dungeon, this one is a tough one. | recommend picking a portion and getting the pan upgrades if you have yet to do so. From the start screen walk through the four screens right, up two screens, right a screen, down a screen, and
right a screen. Here you will find a lone bus that blocked the path. Pull out the candle and burn it down to reveal the entry of the next dungeon, the Lyon. 9.2 LifeTotal LifeHeart Kontene12/13 article: Book of Magic, Company, Dungeon Card, Key Magic, Heart vessel #13, Shard #8, Triforce of Wise Location: Level 8: Lyon x12 Contains
several different routes of this dungeon as neither the items you get required to fill the game, and you can also skip several rooms that have just suggestions or their compass. From the entrance you can go through the threshold to the right to collect an easy key. However, we do not need to be clear besides this. Instead, just head left a
screen. x1 x2 Right away you'll find a Manhandla and you have to undo it. Using pots to make things easier. There are long tougher rupes are left behind and head to the next room.x2 x2 x3 x1 Here we have a whole association of enemies and you'll need to beat them all. Once you've done that, push the block to the left and head down
the staircase.x4 Run over and collect the Magic Book. This article serves as an update for Up in Magic, as now when you use the magic up, not only will shoot out a beam, but it will also shoot out fire. This article will basically render the Red Camp completely useless, as this lights up room up and has better range. Walkthrough and then
head back right two screens to get back to enter the dungeon. From there, head up a screen. x1 There's another Manhandla here and you can undo it if you'd like to find some rupes. Put a bomb on the north wall and blasting it open. x5 x4 This room is filled with blue black and four stone stone status that will shoot fireballs in you. If you
don't fully walk up, this room can be quite a challenge. Unfortunately, you have to defeat all the enemies in progress. Once they all defeat, grab the key and head left a screen. x2 x2 Light up the room and then grab the key that is found here. Continue to the left another screen. x3 x4 Defeat Black Red lens and grab the clear left behind.
Backtrack to the right two screens and then use a key on the locked door. x8 Grab the compass in the bedroom and then head back to leave a screen. Since the blacks have been beaten, the highest doors will be open, so head over to Wharf. x2 x2 x3 x2 Don't tease to scramble the enemies here and instead just head up to the lock door.
X6 x2 Contains more blue nuts here and while we will eventually need to undo them, now is not the time. Use a pan and blast open the wall to the top of the room. x1 Here you will find a Manhandla and while you technically don't need to undo it, doing so will cause the Dungeon card to appear. Grab the map and head up to the closed
door. x1 x4 Use your Arrow to undo the Gohma that is in the room and then top right a screen. x2 x2 x2 Undo all the enemies that are in this room and then push the block which is on the left to reach the staircase.x4 Climbing over and grab the magic key. This article will allow you to open every single containment door and not go after
using it. It's basically going to render regular keys obsolete. After having time to grab the key, walkthrough and then top leaving a screen. Returns two screens in the room with a bunch of dark blue. Defeat them all and then head right to the door that opens up. x2 x1 x3 x2 If you undo all the enemies here you can grab some pots, but
otherwise, head down the stairway right there. x8 After surface back up in the bottom area, you'll be in a room with eight pols voices. If you defeat them all, a key will drop for you, but since you have the magic key, it is useless. Don't be amyst with the room on the left. Instead, set a pan against the north wall and head up to take on the
dungeon boss. Here you will find Gleeok, a boss at the Echo that we fought earlier on. The only difference here is that Gleeok now has four heads and you'll have to hit them all there. Despite tangible difficulties, the magic sword does wonders and you should be able to undo Gleeok rather easily. There is time tougher that the spacecraft is
left behind and heads up a screen. x4 Walks in the center of the room and grabs the eighth shade of the Triforce of Wisment. In-Depth Guide: The Legend of Zelda WalkthroughChapter 9: Lion Level 8: The Lion is the eight and pinultimate Dungeon of the legend of Zelda. This dungeon hides the last Triforce Shard, which when collected
and combined with the rest of the shadow to create the full Triforce of Wisface. Links come here in search of this final disclosure after he collected the first seven. Compared to dungeons before and after it, this dungeon is easier. Place him under a bus in East Hyrule, and must burn it in red or blue Where this bush is, from the start screen,
four screens right, two screens up, a right screen, a screen down, and finally a right screen. The boss of this dungeon is known as Gleeok, a boss before fighting in Level 4: The Snake and Level 6: The Dragon. This dungeon article contains two main items that can be found by Link. It is the first is called the Book of Magic. This article is
actually an update to the Magic Rod, similar to that Magic Rod link to Magic creating a flame after its beam hit an object. This book is found in a scrolling side section of the dungeon. The entrance to the bottom area was found two rooms left from the start. The second item is called the Magic Key. This special key act as a universal key
that can unlock any and all containment found in all dungeon. This article makes all keys found or currently possessed useless. This article is especially useful in Death Mountains, where containments are everywhere. This key case can be found by travelling six rooms up with one bedroom straight from the entrance. Underneath the
staircase is the magical key. Strange enough, neither of these items are required to complete the game. Haters Have a very good balance of haters in this dungeon, including a variety of blacks, Gibdos, and Pols voices. All the enemies are listed below. Main article: Manhandla (The Legend of Zelda) Mini-Bossess of the Lions are
premature to return as mini-boss. The first, called Manhandla, is a plant-like thing that has appeared in both Level 3 and Level 4. In this dungeon, Link fights Manhandla three times: Once the Caretaker of the Book of Magic, once the caretaker of the magical key, and once the caretaker of the majority of the Lyon. Gohma Main article:
Gohma (The Legend of Zelda) Second Mini-Boss who appears in this dungeon is known as Gohma, and is a spider-like creature that already appears in Level 6. However, this version is slightly different then the previous version. This version is blue, while the other was red, so it three hits with the Bow and arrows to kill while the one
before taking one shot. Link fighting Gohma up to twice in this dungeon, once the magic key guard after Manhandla, and once in a room if you want to goalkeeper an Old Man. Gleeok Main article: Gleeok (The Legend of Zelda) Also a boss before returning from a previous dungeon, Gleeok is a multi-head dragon that guards the Triforce
Shard. This time, Gleeok has four tops in total, while the last two times he's had two and three, respectively. Gleeok set up a very good fight, as though after Link destroys one the top starts to drift around the bedroom and shoot the Link firebeams, making it more difficult. Links must destroy each of the four heads in order to defeat Gleeok.
Once he has, he can travel to the next eighth place and the final Triforce Shard awaits him. Old Man Where There Are Two Old Mans places that Link can go to this dungeon. The first location involves Old Man giving Link a suggestion on the next dungeon. He says, SPECTACLE ROCK IS A DEAD ENTRANCE. [1] This is a reference to
how the final dungeon, Death Mountain is located behind a monetary wall in Spectacle Rock. The second location also rewards Link with a suggestion from the Old Man. This time, he says, 10TH FOE HAS BOMBS IN. [2] This cryptic mean that if Link defeat nine enemies in a row without taking damage and use a bomb to defeat the next
enemy, he will drop a bomb for him to collect. Compass &amp; Dungeon Compassion Card with Dungeon Map both appeared in this dungeon. The compass is used by Link in this dungeon to show him where the last Triforce Shard is via a blinking slot on his map. The compassionate room found in there are a total of eight Pols voice
guards to it. This room finds only two bedroom lift and one bedroom straight from the entrance. The Dungeon Map Dungeon displays the Layout Link of the dungeon after collecting it. This helps Link in exploring all the rooms of the dungeon. The Dungeon map is found in a room with one of the Mini-Bossess of the dungeon, a Manhandla.
After Link has undoed the Manhandla Card appear on the floor. This room is being found by going up five rooms from the entrance to the dungeon. Clear &amp; lock this door dungeon has its apt share of containment and small keys. In total, there are six small keys available to be collected and only four containments that need to be
unlocked. This dungeon thus gives Link two extra keys that it can use in the next dungeon. However, because the magic key is found in this dungeon, all clearly picked up after it is not recognized by the game. If Link chooses not to collect the magic key, it can ignore the closing doors that lead to companies with both Gohmas, since the
first can access the AFC Key gates in the South and the second guard are nothing but the magic key itself. That way, Link only needs to use one key in this dungeon, leaving it with five extra keys to use in Death Mountain. Porch room with the references | am going to dungeon
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