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Topic (» jump to last post) Author Last Post Posts Views Walmart Buy Now! GameSpot may get a commission from retail offers. First Released Mar 3, 2017releasedThe Legend of Zelda for the Nintendo Wii U is embracing an open-world design and will be returning to the series' roots.Average Rating649 Rating(s)8.7Sign In to rate The Legend of
Zelda: Breath of the WildEveryone 10+ Fantasy Violence, Mild Suggestive Themes, Use of Alcohol piggles2 2 years ago Performance wise, there doesn't appear to be a difference. I've seen both challenge the systems in different areas. The Wii U version does trivialize some of the puzzles that require motion controls while also causing problems of its
own due to the system taking the current orientation of the game pad as directly facing the tv and level when starting the puzzles. Myrkor 3 years ago Helpful? Report View all 3 answers Answer the question Jodeve 2 years ago This game will not work on the Nintendo Wii system. The Wii and Wii U are two different systems with different technical
and graphical capabilities. The Wii would not be able to run Breath of the Wild as it is severely underpowered compared to the Wii U which already has issues running the game. MEaganEagan 2 years ago Helpful? Report View all 2 answers Answer the question emzy125 2 years ago The Legend of Zelda Breath of the Wild is unfortunately a single-
player only experience with no multiplayer features included. MEaganEagan 2 years ago Helpful? Report View all 2 answers Answer the question Riley B 2 years ago If you have cleaned the disc with a soft felt cloth, and you have been assured that the disc has no scratch marks on it, it should function properly when it is inserted. If the disc is in good
condition, it may be the lens themselves that read the discs, so if you have problems after cleaning the disc, attempt to clean the lens by taking an old CD (doesn't matter what type,) attach the felt to the disc, and insert the felt into the WiiU upside down. Move the disc up and down to where it would rub against the lens. If that doesn't work, it is
probably the game itself. LinkHD 5 months ago Helpful? Report View all 1 answer Answer the question Randy867 2 years ago Yes you can. Since the game was ported to the Switch, the Wii U version of the game has been stripped of its gamepad functionality meaning that the gamepad is not required to play the game. The only part of the game in
which you would need to swap out the gamepad for a pro controller would be the gyroscope puzzles in certain shrines. MEaganEagan 2 years ago Helpful? Report View all 1 answer Answer the question DSTS 6 months ago Iet777 8 months ago See production, box office, & company info100 years before the main events of the game, the Calamity
Ganon returned, controlled the Guardiens and indirectly killed the legendary four Champions as well the King of Hyrule. Link was also badly wounded, while protecting Princess Zelda from Guardiens, and put into the Shrine of Life by Zelda. After an 100 year sleep, Links awoke with no memories of what happened 100 years ago. Shortly after that the
spirit of the King of Hyrule tells Link what happened before and during his sleep. He must then go to the people, the 4 Champions belonged to, and into the four Titans, great machines which was controlled by the Champions. There in order to free the spirit of the Champions (Mipha, Daruk, Revali and Urbosa) he must defeat the corresponding 4
brights, that killed the 4 Champions long ago. There he also learns more about the Champions and what relationship Link had with them. In the end he needs to go to Castle Hyrule to Battle Calamity Ganon and to rescue Zelda, who stayed there all the years, to keep Ganon's powers in the gay.open worldlinkprincessparaglidernintendo switch34
morePlease enable browser cookies to use this feature. Learn more. Pan European Game Information Age Restriction. The PEGI system replaced the BBFC age classification system for video games in 2012. Consult this before purchasing a game for anyone under the age of 18 Hyrule is in danger again, and Link must save it. That's been the theme for
nearly every Legend of Zelda game, and it's still the case in The Legend of Zelda: Breath of the Wild. The series' basic premise and Link/Zelda/Ganon dynamic are present, but nearly everything else is different. The classic Zelda dungeon-exploration structure is replaced by a huge open world that's filled with monsters, puzzles, and quests. Breath of
the Wild's scope is one previously unseen in the Zelda series, and Nintendo executes the adventure-filled world with aplomb. Breath of the Wild ($59.99) is a must-buy Nintendo Switch ($299.99 at Best Buy) game, and an Editors' Choice. It's also available on Wii U ($1,199.00 at Amazon) . In Breath of the Wild ($41.00 at Amazon) you once again play
Link, the constantly reincarnating elf boy tasked with saving Hyrule and Princess Zelda from Ganon. This time you're a Link from the past who's left to sleep for a century while the malevolent presence of Calamity Ganon menaces the land—and Zelda is nowhere to be seen. With no memories of what happened 100 years ago, Link must explore
Hyrule's many regions and discover how to stop Calamity Ganon and, hopefully, both find and save Zelda. How to Adventure Link's skills from previous Zelda games are mostly intact, but he's been given some enhancements and tweaks. Individual tools and items are no longer as vital to progression as they were in the past. You still use a torch to
light lamps, a hammer to break rocks, and a bow to shoot targets, but none of these items are acquired from big chests deep in dungeons. Most equipment is readily found scattered throughout the world, in shops, or on enemies. If you need something to solve a puzzle it'll probably be nearby. You can tackle most obstacles using the runes on Link's
Sheikah Slate, the tablet-like tool that serves as the game's interface. Different runes let you create bombs, freeze objects in time, physically freeze water to create blocks, and move metal objects using magnetism. They're helpful abilities that are needed to solve the game's many physics-based puzzles, and they can be useful in combat. But the really
powerful abilities have a cooldown, so you can't simply rely on them instead of your weapons. You receive runes very quickly at the beginning of the game, so you play through everything except the very first area with nearly all problem-solving abilities you need. Giving you most of your tools early in the game is unusual for Zelda, but we saw this
used in The Legend of Zelda: A Link Between Worlds ($19.99 at GameStop) . It encourages more creative problem-solving instead of treating each new tool as a key for getting through the current dungeon. Like Slipknot from the Oscar-winning Suicide Squad, Link can climb nearly anything. He can scale all but the sheerest surfaces, albeit at a very
slow pace that drains a stamina meter. Swimming also drains stamina, though you can use consumable items to regain or temporarily boost your stamina, and you can permanently expand your stamina meter through the game. Stamina depletion for climbing and swimming helps build soft walls that let Link keep his freedom without disrupting the
game's flow. Instead of running into invisible walls or other arbitrary boundaries, you're gently held back from climbing too high or swimming too far, forcing you to find a more roundabout way to your destination than cutting through everything. Unfortunately, running also depletes stamina, and that makes simply dashing around Hyrule when not on
horseback feel needlessly jerky and slow. Fighting the Hordes Combat is direct, with a few quirks and twists that can lead to frustration. The fighting is basic Zelda fare that consists of locking onto enemies and slashing them with your weapon. However, each weapon has limited durability, shattering after only a few fights. There are numerous
weapons scattered around the world, so you won't often be caught unarmed. Still, it's seemingly pointless frustration. Worse yet, weapons can't be easily repaired; once they break, they're gone. Enemies hit very hard, so you'll probably die on a regular basis until you build up your heart meter and find better armor. The game usually drops you off
close to where you died, thanks to a very forgiving autosave system, but it's still annoying and unsatisfying when you start your adventure. There are some dodging and parrying techniques available to help you avoid attacks and trigger your own powerful rushing attacks, but the controls never feel quite as consistent as they need to be for these
mechanics to work. The timing for dodging and parrying attacks is too precise for a Zelda game. It would feel more at home in an action-RPG with more deliberate, involved combat, such as Bloodborne or Dark Souls III ($14.99 at Amazon) . Fortunately, the majority of encounters don't require those special maneuvers. Huge Hyrule Breath of the
Wild's Hyrule is gigantic. It feels easily as large and sprawling as any recent Elder Scrolls or Fallout game, with several huge regions stretching from the Gerudo Desert to Death Mountain. Every corner of Hyrule feels distinct, with wildly varying architecture, climate, and geology that ensure no region feels too similar to any other. The variety's
impressive, especially when compared with Skyrim ($19.99 at Humble Bundle) or Fallout 4 , games that featured rather homogenous locations. Hyrule is remarkably dense, as well. The map is loaded with puzzles and collectibles. You can find hidden treasures in lakes, reveal mischievous plantlike Koroks for helpful rewards, and clear 100 different
challenge shrines to make Link stronger. The shrines are impressively varied like the map itself, and almost every one offers a unique set of puzzles to solve. I found five or six "test of strength" shrines where I had to fight an enemy to get the reward, but that compares with dozens for which I had to use Link's rune powers, the game's physics engine,
and my own mind, to complete. The challenge shrines serve an important function of providing fast-travel locations. When you find a new shrine (or a tower, one of about a dozen you can climb to reveal a detailed map of the region) you activate a new point you can instantly transport to at any time. This is the most convenient way to travel Hyrule,
though you need to actually explore the area first. To help with that task, you tame horses to run across fields faster or use a glider to cross far distances if you have a high enough starting point. On a technical level, Breath of the Wild is incredibly stable and consistent for an open-world game that relies partly on physics-based problem solving.
Throughout my time in Hyrule, I never experienced game-breaking clipping glitches or even quest-ruining pathing errors, and for all my climbing, jumping, and gliding, I didn't fall through the world once. Shrine trials that required balls to be dropped into sockets worked consistently, and mechanisms generated new balls without fail if the orbs fell
into bottomless pits. It's a testament to both the game's designers and the ancient Hylians that made the shrines. Deep dungeon-crawling isn't really among the many things you can do in Hyrule. There are plenty of mini-dungeons in the form of challenge shrines and a handful of larger set-piece adventures, but even the full-size dungeons I explored
felt tiny compared with other 3D Zelda games' main quest dungeons. This isn't necessarily a complaint, considering there's so much to do in the game without the standard loop of fighting enemies, finding the key/compass/map, and beating the boss, repeated over and over. Still, long-time Zelda fans will find it a jarring change. Slightly Faded Breath
of the Wild is the best-looking Zelda game yet. Hyrule looks gorgeous and full of detail, and the draw distance reaches impressively far when you get to a high vantage point. The action sometimes stutters, however, especially when fighting outside with a lot of individually waving blades of grass around. I experienced some hiccups in combat, but
nothing that got in the way of playing. The art style looks very striking in terms of model detail, but it often shows Link's adventures under a slight desaturation filter. It gives Breath of the Wild a unique look, but it also makes the game appear a tiny bit hazy, with weak color. I got used to the filter fairly quickly, but I never really appreciated it, and
ended up switching my TV to its Vivid picture setting (which I don't do for any other game). A Breath of Fresh Zelda The Legend of Zelda: Breath of the Wild is massive, dense, and incredibly satisfying to explore. It suffers from a few frustrations, most notably the strange desaturation filter that pervades the graphics, but they're all easily forgivable
when held against the sheer scope and variety of what you can do in the game. This is the biggest and most impressive Zelda game we've seen yet, and after 30 hours in Hyrule I'm still finding new things. The Legend of Zelda: Breath of the Wild easily earns a PCMag Editors' Choice. See It $41.00 at Amazon MSRP $59.99 Pros Massive, diverse open
world. Wide variety of things to see and do. Cons Strange desaturation filter makes the game appear hazy. Combat is frustrating early on. Weapon durability is a nuisance. The Legend of Zelda: Breath of the Wild is the biggest, most impressive Zelda game yet, and a fantastic launch title for the Nintendo Switch. This newsletter may contain
advertising, deals, or affiliate links. Subscribing to a newsletter indicates your consent to our Terms of Use and Privacy Policy. You may unsubscribe from the newsletters at any time. In-depth guide:Breath of the Wild Walkthrough The Legend of Zelda: Breath of the Wild is the latest installment in The Legend of Zelda series, taking place long after
the events of Ocarina of Time.[1] It was released simultaneously on the Wii U and Nintendo Switch on March 3, 2017. As of September 30, 2020, 19.74 million copies of the game have been sold worldwide on Switch[2], plus at least 1.6 million Wii U copies.[3] A sequel was announced at E3 2019. Development Even before the release of Skyward
Sword for the Wii, Zelda fans received a preview of what a new HD Zelda release might look like for the Wii U at E3 2011. The 2011 Zelda HD tech demo showcased the hardware capabilities of the then upcoming Wii U. [4][5] In an edition of Iwata Asks in November of 2011, Nintendo president Satoru Iwata stated that the five year development of
Skyward Sword was quite long. In response to this, Skyward Sword director Hidemaro Fujibayashi set the following goal: "I'll think of something that can happen in three years!" — Fujibayashi, Iwata Asks Because of this statement, many people believed that the game would be released in 2014, which was three years after 2011. By late 2012, it had
been confirmed that a new HD title for the Wii U was in development. "We will announce the launch schedules for new 3D Zelda and Mario games in the future, but this is not the right opportunity for me to indicate when we will make such announcements....as we develop a new hardware platform, we ask ourselves such questions as, 'what kind of
new Zelda and Mario games do the software creators hope to make on this?" — Satoru Iwata[6] A few months later in January of 2013, it was confirmed by producer Eiji Aonuma that a number of changes would be coming with the new game, which were brought on by the desire to "rethink the conventions of Zelda". Among these changes would be
the ability to complete dungeons in any order the player desired. [7] For E3 2014, the world was given its first real look into what the new Zelda would look like with a brief gameplay trailer. With this new footage came several full resolution screenshots and additional information about the game. With the ability to choose the order in which dungeons
were completed came a massive open world, inspired by the feel of the original Legend of Zelda from 1986. It was also announced that the game was scheduled to be released in 2015. [8] In Q1 of 2015, Nintendo announced that the new Zelda would be delayed until 2016 and would not be shown at E3 that year, owing to the desire to give the
developers ample time to bring "all these ideas to life" and focus completely on their work. [9] Then, on April 27, 2016 an additional delay was announced pushing the game's release further out to 2017. It was also announced that the title would be released simultaneously on the Wii U and upcoming Switch (then known as the NX), and that the game
would be Nintendo's focus of E3 2016. [10] The long anticipated E3 2016 reveal unveiled the title of the new game as Breath of the Wild, and offered fans a chance to play the game for 30 minutes in an area known as the Great Plateau, which is only 1% the game's total area. Reception to the playable demo of the game was immediately and
overwhelmingly positive with its art style and massive open world gameplay. Many notable changes to the franchise were noted as well, including the weapon and food collection system and associated survival mechanics, new combat techniques, and the presence of the Sheikah Slate as a technological aid to Link's quest. [11] During the Nintendo
Live Treehouse Switch event on January 13, 2017, it was announced via a new trailer that Breath of the Wild would be released simultaneously with the Nintendo Switch on March 3, 2017. [12] Release At launch on March 3rd, 2017, Special and Master Edition packages were released in limited quantities. Both packages included the game itself;
however, additional items included an audio CD containing 24 musical selections from the game, the Sheikah Eye coin that was first given away to E3 2016 attendees, the Relic of Hyrule: Calamity Ganon tapestry and weather worn map, and a unique Sheikah Slate Switch console carrying case. The Master Edition also included a statuette of the
Master Resurrection Sword.[13] By the end of the month, less than four weeks after release, it was announced that 3.84 million copies of the game had been sold worldwide. [14] By early September, Breath of the Wild had outsold Twilight Princess in Japan. [15] Story Main article: Breath of the Wild Story Link awakens to the call of an unfamiliar
voice after a long slumber, with no memory of his identity or whereabouts. Venturing outside the Shrine of Resurrection onto the Great Plateau, the strange voice gives Link instructions to make his way to the point on his map. Along the way, Link meets a mysterious Old Man, who seems to know more about Link and his past than he initially reveals.
After completing a series of challenges tasked to him by the Old Man, Link embarks upon a journey to restore his memories, learn about the past, confront Calamity Ganon residing in Hyrule Castle and restore peace to Hyrule. Gameplay Breath of the Wild is the latest installment in the move toward more realistic and environmentally immersive game
play in The Legend of Zelda series. While previous games have tip-toed carefully toward this from the limited ability to pick up enemy weapons in The Wind Waker to the extensive collection system, exhaustion meter, and shield degradation in Skyward Sword, Breath of the Wild has taken a giant leap forward down this avenue and relies heavily on
survival mechanics. Gone are the days of heart collecting to restore health. Link must now hunt, gather, and cook to survive in Hyrule. Different combinations of ingredients help in various ways from restoring health to adding additional hearts on the end of the health meter to providing extra warmth for a limited time to combat cold weather.
Scavenging does not just pertain to food that can be cooked, though. Link, like his The Wind Waker counterpart, can pick up enemy weapons and use them. While the Hero of Winds was confined to using those weapons on the same screen on which they were acquired, this Link can add any weapon he picks up to his inventory and use it until it
breaks, otherwise he loses it. Tunics and armor can also be changed out for look or functionality. A quilted tunic, for instance, will stop Link from losing health to the cold in snowy areas. Weapons are not everything, though. The new Sheikah Slate is an important part of Link's arsenal and allows Link - once the runes have been learned in Sheikah
Shrines - to do things such as create columns of ice from water, build different types of bombs, and, with the Wolf Amiibo from Twilight Princess HD, summon a companion Wolf Link to fight alongside him. Stealth mechanics and a noise indicator also make interaction with the wilder elements of the game more involved. The level of noise Link is
creating can alert enemies to his presence, scare off prey, and even spook a horse Link is trying to mount or tame. A dynamic system of horses is one new addition. Any horse that you find in the wild can be mounted and tamed and brought to one of the many stables in the game, where it can be named. You can also summon your horses by whistling;
however, they cannot hear you if you are too far away. The land of Hyrule itself is full of exploration potential. Breath of the Wild is a truly open world game hearkening back to the original The Legend of Zelda, getting rid of the need to play the game in any sort of order. In fact, nearly the entire story can be skipped while still completing the game.
The large terrain can be traversed using horses Link has tamed, or by using warp points at Sheikah Shrines and Towers, and there are many opportunities to use the environment and runes in the Sheikah Slate to open up ways to new areas. If you can see it, you can go there, and with the largest map of any The Legend of Zelda game, that is an
adventure all in itself. Controls The Wii U controller's screen in the tech demo featured Link's inventory and map, or a copy of the game screen. Aonuma has other plans for it as well. "I really think [having two screens is] one of the most exciting features of the system. Unlike the Nintendo DS, there's distance between the television and you and your
other screen. That really allows for some different interactions, some of which you saw [at E3]. For example, imagine having the contents of Link's satchel available to you on the screen of your controller, and using elements of the pouch to interact with gameplay on the television.With The Legend of Zelda: Skyward Sword, we had the Nunchuck and
Wii Remote sort of stand in for the sword and shield that Link carries. But in a game for the Wii U, I can definitely see something like the controller itself becoming the different items that Link is using, allowing you to interact with the game world and with the game items in a very different way." — Aonuma, Nintendo Power "I'd like to do things that
are more surprising than [what was in the tech demo]." — Aonuma, Industry Gamers However, it is still a possibility that we will see motion controls return. After all, after swinging your own sword to interact with the game, how could one go back to using a controller? "Iwata: Now, can you talk about how this new controller works together with the
Wii Remote that we have been using until now?Miyamoto: Sure. Actually, as I was making it I didn't have a whole lot of doubts in my mind that the Wii Remote would still be used as it was. I feel like the Wii Remote has pretty much become its ideal form with the Wii Remote Plus.Iwata: I see, you mean you can do just about everything you want to do
with it.Miyamoto: That's right. And when I thought whether we really needed to require the purchase of something completely new, I felt that we could continue with this way to play for another while. I feel that way even when I play The Legend of Zelda: Skyward Sword." — Iwata Asks In an interview at E3 2012, Miyamoto hinted that the The
Legend of Zelda game in development for Wii U may not include motion controls after all. "With the last game, Skyward Sword, that was a game where you had motion control to use your weapons and a lot of different items, and I thought that was a lot of fun, but there were some people who weren't able to do that or didn't like it as much and
stopped playing partway through it. So we're in the phase where we're looking back at what's worked very well and what has been missing and how can we evolve it further.." — Miyamoto, Entertainment Weekly The beautiful tech demo has gotten a lot of attention, and this time Eiji Aonuma is careful to not set our expectations in stone. What was
shown at E3 is merely a demonstration of the system's power, not a teaser for a new The Legend of Zelda game. "You probably remember that when we introduced the GameCube, we showed a somewhat realistic Zelda demo, and what we actually created was the cel-shaded Wind Waker. So when we show a graphic demo, people think, 'Oh, this is
what the next Zelda will look like,' but that's not necessarily the case." — Aonuma, Wired "Well, one thing I want to emphasize here, when talking about the Wii U Zelda HD experience, is that we really built it specifically to be an experience. The idea is using Zelda as the backdrop for one of these HD experiences, what kind of representation Zelda
can make there. But this is really just to show people what kind of things the console can do. And so, it's not necessarily the case that we would use that graphic style or depiction the same way we would in a new Zelda, when there is a new Zelda for the Wii U. Just like the map functionality that was also implemented in that experience - it's simply us
giving an objective look at the kinds of things that can be done with the HD hardware. And Zelda happened to be the filter through which we view it in that experience. So nothing is defined right now as far as how we'll proceed." — Aonuma, Industry Gamers Not only was the demo used to show us the graphical capabilities, but it was developed to
help design the system. "I'm on one of the committees that oversaw the general steering and direction [of the Wii U]. We talked to each other a lot about several elements, one of which was, 'How exactly will the HD graphics work?' In doing concepts for that ... we used Zelda assets quite often to examine, OK, how real will we make this look?" —
Aonuma, Wired Shigeru Miyamoto sheds some more light on what he would like this look to be. "This is an HD system, our first HD system, and we want to create a real HD Zelda game for it. You will see a lot of these in-depth and deep experiences in terms of visual style. You will also see some play styles that are fun and interesting because of the
play structure. We are not planning on putting any restrictions in terms of requiring developers to leverage HD in a particular ways. Even if you are using a simpler visual style it will still look very beautiful." — Miyamoto, Kotaku The E3 2014 trailer for Breath of the Wild revealed the graphics style to be advanced cel-shading, similar to the cel-
shading of The Wind Waker, only with more realistic and detailed textures, lighting, and models. At the time, little else was known about the graphics, as the actual cinematic shown was extremely short and only 4 native-resolution screenshots were released. Downloadable Content Main article: Breath of the Wild Expansion Pass On February 15th,
2017 it was announced that Breath of the Wild would be the first console The Legend of Zelda game in history to get downloadable content. Marketed as an 'Expansion Pass', two installments were identified with an additional expansion pack bonus available at time of purchase. The DLC was originally priced at US$19.99. Expansion Pass Bonus
(Available starting March 3rd, 2017) Upon purchase of the Expansion Pass, consumers will immediately gain access to three new treasure chests in the Great Plateau region of the game. One will contain a Nintendo Switch Shirt that Link can wear, and the other two contain Bomb Arrows and a Ruby. DLC Pack 1: "The Master Trials" (Available
starting June 30th, 2017) Trial of the Sword Master Mode Hero's Path Map Feature Masks and Armor Travel Medallion DLC Pack 2: "The Champions' Ballad" (Available starting December 8th, 2017) Divine Beast Tamer's Trial Masks and Armor Horse Gear amiibo Support Main article: Breath of the Wild Amiibo There are currently fifteen amiibo that
give specific bonus items in Breath of the Wild, some items that can be acquired normally in the game, some that are only accessible by the amiibo. However, any other amiibo can be used with the game and will provide random items. Media Characters Main article: Breath of the Wild Characters Main article: Gallery:Breath of the Wild Enemies Main
article: Breath of the Wild Items Main article: Gallery:Breath of the Wild Artwork used for US & Japanese covers Artwork used for European covers Wii U Tech DemoE3 2016Switch Presentation 2017 Zelda HD Full Tech Demo E3 2011 Eiji Aonuma Talk about the Zelda HD Experience at E3 2011 Zelda Wii U at E3 2014 Zelda Wii U Gameplay Demo at
The Game Awards 2014 The Legend of Zelda Wii U - Teaser (November 2015) The Legend of Zelda Breath of the Wild Game Trailer (June 2016) The Legend of Zelda: Breath of the Wild - Nintendo Switch Presentation 2017 9 Minutes of The Legend of Zelda: Breath of the Wild - Treehouse Live The Legend of Zelda: Breath of the Wild - Nintendo
Treehouse: Live with Nintendo Switch The Legend of Zelda: Breath of the Wild - Expansion Pass - Nintendo E3 2017 T "Breath of the Wild Doesn't Fit Anywhere on the Zelda Timeline" - Kotaku T "IR Information: Sales Data - Top Selling Title Sales Units" - [1]T "The Legend of Zelda: Breath of the Wild Has Sold Nearly 18 Million Units" - [2]T "E3
2011: Zelda Goes HD on Wii U" - IGN T "It's not something they're working on daily right now, but we are talking about some of the things we might be able to do with that system. The demo that we showed at E3 was really just more of a rough idea of if all we were to do was to make a Zelda game and put it in HD, this is what it might look like. We're
much more interested in looking at the power of the Wii U system and seeing how we can take advantage of that power to do things that we haven't been able to do in a Zelda game before. " — Interview:Game Informer October 2011. Aonuma, Gamelnformer, Breath of the WildT "New 3D Zelda and Mario Games are in the Works for Wii U" -
GenGAME 1T "Nintendo will ‘rethink the conventions of Zelda’ on Wii U" - VentureBeatT "E3 2014: The Legend of Zelda for Wii U First Details" - IGN T "The Legend of Zelda for Wii U delayed until 2016, and won't be at E3" - DigitalTrends T "Zelda Wii U Delayed to 2017, Also Coming to NX" - IGN 1T ["E3 2016: The Legend of Zelda: Breath of the Wild
Might Be The Open World Zelda We Always Wanted" - IGN T The Legend of Zelda: Breath of the Wild Release Date Confirmed T Zelda: Breath of the Wild Limited Edition - What comes with each release? T "Sales Numbers for the Nintendo Switch and The Legend of Zelda: Breath of the Wild" - Kotaku T ["Zelda: Breath of the Wild surpasses sales of
Twilight Princess in Japan" Nintendo Everything
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