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Today, let’s praise "The Legend of Zelda: Tears of the Kingdom": Nintendo’s courage

and determination to surpass "Breath of the Wild"
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When Nintendo announced that they were going to create a sequel to "The Legend
of Zelda: Breath of the Wild," it's hard to imagine how they could surpass the game
design of its predecessor, considering how incredibly successful "Breath of the Wild"
was! Since its release in March 2017, "Breath of the Wild" has sold 29.81 million copies
over the past six years. Currently, it ranks fourth on the best-selling Switch games list,
sitting below "Super Smash Bros".
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For most game companies, when it comes to creating a sequel for an already highly
successful game, the safest approach is to leave the remarkable game design framework
untouched, retain the majority of the core design, and avoid taking risks by introducing
new designs. Simply continuing the story and adding more content would be sufficient.
To be even more conservative, they could even bring out their accumulated classic series
and recreate them with modern design frameworks and quality, such as a remastered
version of a certain game. It can be said that a wise business team would refrain from
altering that perfect design framework in an attempt to surpass the almost perfect
predecessor in game design.

However, Nintendo made it. They were determined to go beyond just the content
and excel in game design compared to the nearly perfect "Breath of the Wild" — and they
succeeded in achieving their goals with "The Legend of Zelda: Tears of the Kingdom."
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While "Tears of the Kingdom" may look very similar to ""Breath of the Wild"," their
fundamental game designs are entirely different. This can be observed from the popular
videos related to both games: videos of "Breath of the Wild" mainly focus on puzzles,

combat, and exploration, while videos of "Tears of the Kingdom" are filled with



player-created mechs, planes, motorcycles, and more. All these designs have brought

about thorough foundational changes in the game's mechanics and design structure. It's

not possible to directly replicate these new designs in "Breath of the Wild" or other

games that resemble it; they would require a complete reconstruction of the entire game

design framework.
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Redefining the core gameplay with the four abilities
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In "Breath of the Wild," Nintendo chose to make the "Chemistry Engine" and

"Elemental Reactions" the core of its gameplay construction. They carefully selected four

abilities as Link's core skills: Cryonis, Magnesis, Remote Bomb, and Stasis, each

corresponding to the main puzzle elements of ice, electricity, fire, and mechanics.

"Breath of the Wild" boldly departed from the traditional open-world checklist-guided

approach and instead adopted a clear, tradition-steeped categorization guidance. It

included open-world exploration based on height differences and the Pythagorean



theorem, dispersed Korok seed and shrine puzzle challenges throughout the map, a vast
but continuously fresh combat, environmental interactions, storytelling, and quests.
Ultimately, players are guided to challenge the final boss at the central Hyrule Castle by
first conquering the four Divine Beasts in the different regions.
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At first glance, the Hyrule continent in "The Legend of Zelda: Tears of the Kingdom"
may seem very similar to "The Legend of Zelda: Breath of the Wild," but in order to
subvert the core gameplay of the previous installment, all four of Link's major abilities

have been replaced. The elemental reaction skills from the previous game have been



completely removed from the menu, and the "Sheikah Slate" (used with the Wii U

controller) that carried them has been completely transformed into the "Purah Tablet"

(used with the Switch console). In their place, four new abilities were introduced:

"Ultrahand," "Fuse," "Ascend," and "Recall," along with the complementary ability

"Autobuild" that pairs with Ultrahand. The inspiration for this game design framework

comes from the concept of "Open World Survival Craft." Similar to how "Breath of the

Wild" chose the emerging, massive user-base, and controversially defined "open-world"

gameplay at the time, this time Nintendo chose a gameplay category that is even more

recent, emerging, and niche compared to the history of open-world games. They aimed

to redefine this category with their team's abundant experience and outstanding

execution. How new is this gameplay? Its name was only tentatively determined around

2019-20 through Steam Tags, and the vast majority of players and industry practitioners

have not even recognized it as a distinct gameplay category. If we trace back the

development period of "Tears of the Kingdom," it even means that when Nintendo

decided to pursue this gameplay direction, the term "Open World Survival Craft" did not

yet exist in public discourse. Its situation is quite similar to the state of open-world games

in 2017: even core players of this category were doubting whether this gameplay could

appeal to a broader audience.
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Then, what are the main characteristics of Open World Survival Craft, and how were

the four major abilities in "Tears of the Kingdom" designed around it?"
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Survival: In an Open World Survival Craft game, survival is a key element. Players

must manage their character's needs such as hunger, thirst, and health. They also have



to deal with environmental challenges like extreme weather conditions, hostile creatures,

and limited resources. The focus is on staying alive and thriving in the game world.

Open World: An Open World Survival Craft game offers a vast, open-ended, and

non-linear game world. Players have the freedom to explore the environment without

being restricted by specific paths or levels. The game world is usually immersive and

dynamic, encouraging players to discover secrets, hidden locations, and unique

encounters.

Crafting: Crafting involves the process of creating tools, weapons, equipment, and

other useful items from raw materials found in the game world. Players gather resources

like wood, stone, and minerals, and then use crafting stations or tools to combine them

into new items. Crafting is essential for survival and progress in the game, as it allows

players to improve their abilities and increase their chances of survival.

Building: Building in Open World Survival Craft refers to the construction of

structures and shelters. Players can design and construct various buildings using the

resources they gather. Building shelters provides a safe haven for the player character

and can serve as a base of operations. Players can also create farms, fortifications, and

other structures to enhance their survival and gameplay experience.

Sandbox: "Sandbox" in the context of Open World Survival Craft refers to the

open-ended and free-form nature of the game. Players are given a virtual sandbox to

play in, with minimal limitations or constraints. They can experiment, create, and shape

the game world according to their preferences. The game's mechanics and systems

often allow for emergent gameplay, meaning that players can create unique experiences



by interacting with the environment and mechanics in creative ways.
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Just as "Breath of the Wild" redefined the open world genre, "Tears of the Kingdom"
redefined Open World Survival Craft. Among the four major abilities, the most important
and complex ones, "Ultrahand" and "Autobuild," correspond to "Building" and
"Sandbox"; "Ascend" and "Recall" reconstruct the vertical structure of the entire world
based on the foundation of "Breath of the Wild," corresponding to "Open World" and
"Survival"; "Fuse" corresponds to "Crafting." From the perspective of gameplay design in
the context of Open World Survival Craft, these four abilities are not unrelated. Instead,
they are interrelated and form the core loop of the entire gameplay, just as the four core

abilities in "Breath of the Wild" evidently constituted the "Elemental Reactions".
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The "Ultrahand" and "Autobuild" are the most impressive and technically
challenging abilities among all of Link's new powers - considering that they had to be
implemented on the relatively underpowered Switch, comparable to a PS3, the technical
challenges were likely multiplied several times. Take the example of the iron chains in
"Tears of the Kingdom": you can find them on many temple drawbridges, broken bridges
in the wilderness, and large gates controlled by iron chains. What's unbelievable is that
you can grab any section of these drawbridges, freely drag, connect, and assemble them
in mid-air, and all the iron chains will follow the movement of the bridge section you
dragged. Nintendo even confidently designed puzzles around these drawbridges in

several temples - people familiar with other game physics engine systems know just how



mind-boggling this is! Think about whether you have seen similar interactable elements in
other games. Moreover, these iron chains can go even further, connecting to all the
Sheikah Slate-powered components: when a drawbridge is connected to a small car, the
car can drag the entire drawbridge forward. When the drawbridge is connected to a
floating rock or aircraft, the drawbridge and iron chains can be dragged vertically with the
aircraft, turning into a surface that players can climb. The most incredible part is when
the iron chains are linked to the outer edge of a self-propelled large tire with Ultrahand;
the entire chain can rotate with the tire, winding around the outer circumference,
becoming a switch used to rotate and open doors... The intricacy and difficulty in
creating these iron chains are enough to make Nintendo a model for the industry. It's
hard to imagine that Nintendo managed to achieve such a level of detail in just one year
of debugging, and it's astonishing that they only paid less than 20% performance cost
(compared to "Breath of the Wild") in terms of internal resolution and frame rate to make
this system work on the Switch.
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For ordinary players, the most intuitive experience comes from the design system of

the entire control stick components and power components. The game provides a total

of 27 "standard" Zonai components, with half of them having extremely complex design

logic but remarkably easy-to-understand and user-friendly functionalities. Countless

players, including streamers, have used these components' physical and mechanical

properties to create tens of thousands of different contraptions since the game's release.

Every day, | can see the latest "Tears of the Kingdom technological revolution" videos on

various video platforms. Especially noteworthy is the control stick component, which can

control almost any self-propelled power component. It exhibits different operational logic

for each power component, each center of gravity configuration, and every working

environment. The complexity of its design and the refinement of its implementation leave

one in awe, and there is no better word to describe it. The power components that can

be used in conjunction with the control stick are limited to four: the fan machine, rocket,

large tire, and small tire. Though their number is small, the control and design logic for

each one are exceptionally intuitive for ordinary players, to the extent that players are

unaware of the complexity of their game design.
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When comparing "Tears of the Kingdom" with "Minecraft," it becomes evident how
"Tears of the Kingdom" simplifies the building process, making it easy for players who
may not excel at complex construction to quickly get into the game and enjoy it. For
instance, in "Minecraft," constructing an airplane might require hundreds or even
thousands of blocks, and the airplane itself cannot actually fly. However, in "Tears of the
Kingdom," all you need are wings and a fan machine, and you can effortlessly create an
aircraft that can freely roam the skies. To optimize the player's experience, "Tears of the
Kingdom" employs a considerable amount of intuitive design to refine the entire
Ultrahand and Autobuild systems. Each design may appear obvious and straightforward,
but they hold significant meaning for Open World Survival Craft games in terms of design
details, optimization, and the future direction of evolution.
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To simplify the control complexity, Ultrahand allows players to manipulate four sets

of axes simultaneously: Link's own movement, the camera to observe the situation and

the relative height and rotation of the parts, the distance between the assembled parts

and Link, and the rotation of the two axes after pressing the R button, making use of all

the joysticks and directional keys on mainstream controllers. In the game, rotation is not

like the free rotation in 3D software but fixed at 45-degree increments, greatly simplifying

player controls.

Tears of the Kingdom also optimized the interaction between players and parts, as

well as between different parts. Considerable effort was put into placing attachment

points on each main part, and each attachment point has different strengths to ensure

players can easily align most complex-shaped parts. The control stick of the wings, the

position of wings and engines, the aiming line of weapons, various attachable plate

blocks, etc., all underwent strong key position attachment optimization, so even if they

deviate by about 45 degrees, they will be forcibly corrected, making it easy to assemble

with great accuracy.

Of course, the design most beneficial for inexperienced builders is the blueprints.

Blueprints do not require manual saving as they automatically save the player's last 30



steps of operation history. If players encounter any interesting constructions in the wild,

they can manually add the parts to incorporate them into their blueprints. This is a clever

design that greatly reduces the complexity of obtaining and constructing blueprints in

regular building gameplay, eliminating the need to manage player dependency on the

entire blueprint system. While this is not Nintendo's first invention in game design, the

combination of the entire blueprint system and manufacturing history is presented clearly,

simply, and easy to understand.

HA XL IRIEAGE, EAE AR Bl B S BOR R ROR DU X ek, M &

WY 2D D BT R PE R 2 AR . EEZ ISR T IA, X R T B

WA, RE—PRy A B Sk, R BSEE TN TR BTy O Tk R et B Al

AP BERAE TN T, L E Z A DA R A RO AU, FEMb B R RS T = IR 55

BN AAETERAR MK SRS, A\ — D IRIE T 5 BE M 7L 55, AR

B MRS . BRICDASh, TR KRB BRI TE ORISR, Ras Hili

T E A, PRA AR AT AR IR A, R T AT =R RS — SRR R R 3 |

TARDF B2 s U A A AL E R MR RIVF I G A Y D4R PR, URAR T AR )i

THMRCE R, MOAIXT RS R FE RSB, Brg e SR & B ] A2

B BEBRERS, BRI AN SR FITNG, 0B 2 5 rp KT JER A Tt n] DA AS P A AR 1Y

AN g4 BTN, BB IO e IR TR ) R 7 3 2 — . P X e

ZAPMARAS Fke T B 2 BBt 25, 1k T R 2 JHIX KB S R () e b Pl o Ok ) i

ERGEITAE. BEWPAX AU BTIRTFRMA, EEZIEA SR #idE ki

AR NIEER, B E, BRSNS Z BTN

Indeed, providing suitable challenges with carefully designed difficulty is essential to



make this type of gameplay accessible to mainstream players who have little experience

with building mechanics. "Tears of the Kingdom" has certainly spared no effort and

invested substantial resources in this regard. Approximately half of the temples and

outdoor puzzles revolve around the abilities of the Ultrahand.

To familiarize players with the Ultrahand regardless of where they wander, "Tears of

the Kingdom" has taken the risk of repetitiveness and extensively placed three types of

new missions on the map: at least forty vehicle-based temple crystal carrying missions,

eighty-one tasks to help the construction store fix signs, and a whopping one hundred

tasks to move Korok to its friend’s side. Additionally, the level design of the game has

undergone significant changes. The three-layered maps, including sky, ground, and

underground, offer numerous material yards, workshops, or component islands within a

distance of two to three hundred meters from any location accessible to Link. Almost

every point of interest, including outdoor battles and Korok seeds, has been

complemented with designer-placed component sets.

Even combat has been affected. The newly introduced cube golems can be

considered as tutorial-level enemies that can be easily defeated using the Ultrahand.

Even the formidable Lynels from "Breath of the Wild," which were previously invincible,

can now be taken down by various mechanical contraptions. Their habit of prioritizing the

destruction of components has become one of their weaknesses. All of these elements

fundamentally change the design logic of "Breath of the Wild," making "Tears of the

Kingdom" appear both similar and distinct from its predecessor. One can even argue that

"Tears of the Kingdom" became what it is due to the inclusion of the Ultrahand. The



impact of the building gameplay is so significant that to execute it well, the entire

structure of the game must be different from before.
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"Ascend" is a skill that allows players to quickly ascend through ceilings, thereby
increasing their height. It was designed to address the problem of "players being unable
to quickly reach higher places" in open-world games. Its core concept revolves around
“rapid ascent based on opaque entity structures that players cannot see through."
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Ascend was originally developed by the developers as a cheat code for quick



escape. The game producer, Hideo Kojima, stated in an interview with Polygon that
during the production of the game, they found the long and winding caves in "Tears of
the Kingdom" to be very tedious. As a result, they had to add cheat codes to the debug
version of the game that allowed for special escape.

""Ascend" is, in reality, a cheat code we added in the game for debugging
purposes," said Hideo Kojima. "When | was exploring the caves and reached my
destination to check things, if | wanted to leave, | would use this cheat code to tunnel
out."

"l thought, 'Well, maybe this is something that could be used in the game,' because
going back the same way was quite painful. Besides, going straight through the walls
and getting out was also a fun thing to do. That's why we ultimately decided to add this
function to the game."
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In reality, the core design principle of "Ascend" is not difficult to understand: it relies

on vertical alignment (Z-axis). As long as the heights are aligned vertically and key

locations are overlapped, interesting shortcuts based on skywalking can be created. Of

course, some restrictions are needed, as allowing players to move freely in all heights

would lead to a buggy experience. "Tears of the Kingdom" eventually chose the

restrictions of "smooth surfaces on the top and bottom ends" and "limited height when

passing through the ceiling," which are relatively straightforward choices.

The real challenge lies in how to make players realize "which unseen places are

worth attempting skywalking" and communicate to level designers "what kind of level

design makes skywalking enjoyable" - this is also why most game designers might

initially dismiss this idea. Passing through the ceiling is so counterintuitive that most

players would not be able to make such judgments, even the staircase at the entrance of

the temple that teaches the skywalking technique has stumped countless players. In fact,

I've seen many players who have spent dozens of hours playing "Tears of the Kingdom"

still instinctively avoid using skywalking, preferring to find visible and slower paths.

Moreover, what kind of levels would be fun to use skywalking in? Are we supposed

to build a completely vertically aligned, skyscraper-like level, and then have players

shuttle between floors like an elevator? Clearly, that wouldn't be an enjoyable level

design either.
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Nintendo's answer may seem simple, but it's actually quite terrifying: by compelling

the level design team to include hints for all possible teleportation spots throughout the

game according to the design guidelines, and then having the art team create distinct

visual cues for each situation where teleportation is applicable, players will naturally

grasp the counterintuitive logic of teleportation.
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To meet the design principles of teleportation, Nintendo reconstructed the entire

map design of "The Legend of Zelda: Breath of the Wild." As you delve deeper into

"Tears of the Kingdom", you will be deeply impressed by numerous "vertical alignment"

designs. Each town or ruin, where people currently live or used to reside, has a well



underneath that aligns vertically; every mountain and river in the game has a

corresponding cave aligned with its source or mountain flank, and corresponding tasks

are deliberately designed to remind players. Whenever possible, they create aerial

crossings or spiral-shaped staircases, corridors, and tree trunks; if there's a chance for a

hollow projection from a high place, they make sure to design it so that players are

reminded of this feature. Even treasure chests and shrines are intentionally placed within

such hollow structures.

The extensive use of rarely seen suspended structures posed a challenge for the art

team. The architectural style includes various suspended elements and terraces, with

relics and stones jutting out from the mountains in unexpected ways. Even stalactites in

caves are carved to suggest the possibility of upward teleportation. In the underground

world, they went as far as designing solid inverted towers that directly lead to the sky.

By providing a rich and diverse content, including unconventional designs like

"Ascend," Nintendo successfully managed to gradually make ordinary players accept

and embrace these concepts.

ERAWH AL T T EEZIHE A R FERAR, Bl AR S kil 5%

BEFAARERIAR L. [N, BT ERARMER, K I 2GR B S5 BT

RFNE, XA T IFIRREE . EEZH R RO WA T T ERXY

FHGIS. PR, T R LR SRR BRI ——XI5F, Br Al DA R Y

PIROCEARER, AP BRI tnl DARGE R, ek B BRI R, FREIM T

BRI AR . JEBAR XS SRR REAL T UL, A e R B 23 TR AARE, Fan R AR

WS ERRMEE, R R BEA GO B g, T RN boss Xt B F S,



F, FERK, WREBAFSXABOTREMNE, JobEE i AN B w82 0 58 X

IR A ASE AT A1 RO, SO RAE N . b BRI T R4S, M BRSSP

FEHL T e 5, H T B R B B K, SRR R BT R BRI A A KT e 2

U R E R, TG RBERE LR AR

Teleportation greatly enhances the freedom in "The Legend of Zelda: Breath of the

Wild." By using "Ascend," players can easily reach heights that would have required

extensive climbing in the past. Moreover, due to the nature of Ascend, the scenery seen

after ascending was previously unknown, which further stimulates players' desire for

exploration. The level design philosophy in "Tears of the Kingdom" also revolves around

the alignment of the vertical axis. The most obvious example is the alignment between

the underground teleportation points (tree roots) and the above-ground shrines. Players

can explore by following the glow of the tree roots underground to discover hidden

shrines on the surface, or they can reverse the process by finding obvious shrines on the

surface first and then locating the hidden tree roots underground. Similar alignments can

be found throughout the game, some even reaching the level of creativity, such as

underground abandoned mines corresponding to above-ground villages, underground

statues of demons corresponding to above-ground statues of goddesses, underground

centaur bosses corresponding to above-ground stables, and so on. The most significant

and representative aspect of this design principle is undoubtedly the complete alignment

of the overall height difference between the surface and the underground: players can

traverse the entire overworld map and then flip it to use it underground. The mountains

on the surface become valleys underground, plains on the surface remain plains



underground, and high walls underground correspond to bodies of water on the surface.
This grand layout and the extensive development involved in implementing it are unlikely
to have been decided in the later stages of the project; rather, they seem to be the result
of the "vertical alignment" concept being solidified and developed throughout the design

process.
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Recall: Yes, | am the ultimate cheatcode
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The function of "Recall" is to save the movement trajectory of items that can be
affected by time reversal for a considerable period of time. Its appearance has allowed
many players to find the "cheatcode" in shrines, which is widely applied in puzzle-solving,
such as "reversing gear movements," "recovering flying items," and "reversing falling
objects to return to higher places," and so on. "Recall" can also be used to quickly
complete some side quests. For example, if there's a task to retrieve dolls from the water
and place them back on a carriage, using "Recall," the dolls can be made to fly back

onto the carriage on their own, achieving the goal of quickly farming money.
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In addition, when combined with the "Ultrahand", "Recall" also allows for many
clever strategies. For example, the glider cannot take off in places without tracks.
However, by using the "Ultrahand" to pick it up and drop it at the edge of a high place,
then climbing up and using "Recall" on it, you can make it rise to a certain height and
then start gliding directly. When moving "Korok", you can simply place a bundle of
firewood on an arrow, shoot it from the signal tower to "Korok's" location, stick "Korok"
to the firewood, and finally use "Recall." This can save a lot of time. It can be said that the
appearance of "Recall" has given players more ways to "play hooky," allowing them to

focus more on the aspects that interest them.
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"Fuse" allows players to combine any two weapons or shields in the game or attach

any materials to bows and arrows, giving these weapons, shields, or bows new

properties based on the materials used. From the player's perspective, the system

experience is okay; however, most players feel that "Fuse" is essentially just a different

name for farming better gear, and many players stop changing their equipment after

obtaining the ultimate weapons like the "Silver Lynel Bow," which is unmatched in terms

of stats. The variety of available "hilt" attachments is even fewer than those found in "

Breath of the Wild," and ancient weapons have disappeared, leaving many veteran

players feeling that the weapon system in "Tears of the Kingdom" has been reduced.

The bow and arrow scrap construction also faces similar issues: players mostly stick

to using elemental arrows and bomb arrows from "Breath of the Wild," and having

hundreds of different materials mostly adds to the burden during gameplay. However, if

we consider the cost from the development team's perspective... it's horrifying. In reality,



the Tears of the Kingdom team did not create just dozens of weapons; they created

dozens of weapons multiplied by all possible scrap constructions! When | tried

combining different weapons with different monster materials, | discovered the terrifying

fact: almost every combination of a weapon and scrap construction has its own unique

design, performance, length, and most of them even have distinct names and attributes,

instead of merely slapping two things together. Even if | estimated the lowest possible

number, "Tears of the Kingdom" has produced and tested around 20,000 to 30,000

individually modeled and named equipment sets under the scrap construction system!

Yes, Nintendo had no easy way to implement this system, and their decision was to

make them all. Behind the players' exciting experience lies an incredible amount of work

and effort, as well as the determination and courage to stick through such a colossal

workload until the end.
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Can Tears of the Kingdom be even better? The anser is: Sure!
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"Tears of the Kingdom" redefines the world of survival and construction games

through its ingenious game design and astonishingly massive development effort,

delivering an unparalleled gaming experience to players. Of course, the Legend of Zelda

series will not stop here. Is there room for improvement in the sequel to "Tears of the



Kingdom"? The answer is: yes!
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In fact, after the release of "Tears of the Kingdom", many fans of "Breath of the Wild"

were not optimistic about this sequel. The puzzles in "Tears of the Kingdom" are

undoubtedly much easier compared to "Breath of the Wild," especially in the case of the



four major temples. Due to overly clear guidance, puzzles that players would spend

hours deciphering in "Breath of the Wild" might only take a few minutes to solve in "Tears

of the Kingdom". The difficulty of the temples is also significantly lower in "Tears of the

Kingdom" compared to "Breath of the Wild". In "Breath of the Wild," most temples

followed a three-part structure, usually starting with a tutorial, followed by simple puzzles,

and ending with challenging puzzles. Sometimes, the challenging puzzles were optional.

However, in "Tears of the Kingdom", most temples follow a one-part or two-part

structure.

In "Breath of the Wild," some temples had a progressive relationship between them,

while this is almost non-existent in "Tears of the Kingdom". For example, there are four

temples where players use aircraft to transport crystals in the air, and all of them have

almost identical structures and difficulties. In "Breath of the Wild," they would likely be

designed as a sequence of temples with varying difficulties. This design choice is not due

to any inability on Nintendo's part to create three temples with difficulty progression and

distinction, but rather their goal was to avoid providing players with overly challenging

content. Similar designs can be seen throughout the game, with almost every subsystem

having a simple and repetitive structure. There are over 140 caves in the game, but only

46 are needed to exchange for all rewards, and a significant portion of the cave and well

structures are very similar, with at most one-third of them having unique designs. The

underground content might be even more extreme, with 31 underground equipment

treasure maps, each having at least 3-4 copies of almost identical designs, and similar

difficulty levels. The designs of the 40+ Yiga Clan design maps and 9 abandoned mine



design maps are also mostly of the same difficulty level, with each Yiga Clan's base style
being replicated at least three times, and even the structures of the enemy-operated
vehicles inside are almost identical.

As for the duplicated abandoned mine mountains, mining points, and underground
boss locations scattered throughout the map, the level of duplication is even higher to
the point where it's challenging to determine one's location in the underground without
opening the map. While this low difficulty and high repetitiveness might attract players in
the early stages, it is inevitable that players will feel tired and bored in the later stages of
the game.
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Therefore, to meet the diverse needs of different players, Nintendo can consider
creating various game modes, each with different emphases. For example: Puzzle Mode
(with numerous and challenging shrines); Adventure Mode (with a variety of monsters
and abundant weapons); Exploration Mode (featuring a larger map, many explorable
locations, and numerous side quests), and so on. In terms of world-building and narrative
design, Nintendo can take inspiration from "Chrono Trigger" and allow players to freely
travel through different eras of Hyrule. This approach can enhance the immersive

experience of nostalgic plotlines, such as the story of "Tears of the Dragon." By



incorporating such diverse designs, Nintendo can attract different types of players and

allow each individual to find a game mode that suits their preferences. Moreover, it will

enrich and make the "Tears of the Kingdom" series more captivating and enjoyable.
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In general, to create a better late-game experience for "Tears of the Kingdom," it is

essential to retain the accessible early-game content while further optimizing the

challenging parts. These challenging aspects should be hidden in the depths of the

underground, at the end of water veins, or within the shadows of caves, providing players

with more meaningful construction objectives than merely moving Korok to a location or

propping up a sign with a floating stone. The goal is to ensure that players can find their

objectives regardless of whether they are in the early, middle, or late stages of the game.

Even after defeating the final boss, players should be able to enjoy the pleasure of

exploration and puzzle-solving on the vast roads of Hyrule. | believe that with Nintendo's

determination and courage to continuously surpass themselves, they will undoubtedly

bring us a more stunning Legend of Zelda experience.
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