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Special Weapons and Equipment of Hyrule 
 

Enchanted Weapons 

 

Hyrule has many enchanted weapons, each with an epic story of how it was imbued with energy over the 

course of a heroic quest. Here are some of the more legendary weapons. 

 

 Biggoron Sword. Forged by the Goron master smith Biggoron, the sword is unbreakable. It fights as 

a very heavy weapon (requiring two hands) but only counts as 1 heavy item. The sword ignores 1 

level of armor (2 Armor Class, only against armored opponents.) 

 

 Boomerang. Set with jewels, this Hylian weapon can be thrown in a loop as a focus action. Every 

target in the loop costs 1 Awesome Point, and takes 1 Wound. If the loop is iffy by the DM’s 

standards, targets in the loop may test Daring difficulty 8 to duck out of the way. (Attacking a single 

target costs no Awesome Points, but is still a focus action.) 

 

 Hook Shot. This greave has a grapple spike and cable connected to an otherdimensional space. As a 

focus action, target an anchor point up to 2 arenas away, and be pulled to that spot. 

 

 Master Sword. This blade is a heavy weapon, but costs no encumbrance to the Champion of Hyrule. 

It offers one of three advantages, each round: +2 to hit (after rolling), +1 Wound to damage, or 

capacity to hit incorporeal or magically protected foes, ignoring their supernatural protection. 

 

 Mega-Ton Hammer. This heavy weapon counts as a very heavy weapon, and also grants the talent 

“Shield Bash” to its bearer. 

 

Non-Magical Weapons 

 

 Deku Nut. Range weapon only works in the same arena; it does no damage, but serves as a ranged 

impede (no counter-attack possible) with a +2 to your Daring. 

 

 Slingshot. Range weapon only works in the same arena, cannot have its damage improved, but 

doesn’t take up a weapon slot. 

 

Explosives 

 

 Bomb. Cost: 15 gold. Detonation method: 10 second (2 round) fuse, detonates on the part of the 

round where it was lit. Size: fits in the hand. 
o Everything next to it takes 6 wounds, everything within half an arena takes 3. A Daring test 

cuts the damage in half. 
o Lighting can be a free action if a torch etc. is nearby, or a focus action if the material must be 

readied, lighting the fuse, and putting material away. Usually throwing as a shooting action.  
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 Bomb Arrow. Prepare and fire as a focus action. Does 3 Wounds to the target, but is -2 to hit. 

 

 Bomb-Chu. Moves of its own volition to cross up to 2 arenas before detonating. Hits the target on an 

unmodified 6+ in the same arena, 9+ one arena away, and 12+ two arenas away. One Awesome Point 

can add +2 to the d12 roll. Does damage as a bomb. 

 

Enchanted Items 

 

 Deku Leaf. Grants +6 to Push or Throw attempts, and also allows crossing 1 arena and losing 5 

meters each round if used with both hands while falling. When not in use, a focus action furls or 

unfurls it, so it takes about the same space as a quiver of arrows. 

 

 Enchanted Wallet. This wallet can hold up to 2,000 rupees that do not count towards encumbrance. 

 

 Golden Scale. Encased in crystal, this golden scale can be worn as a necklace. It allows its bearer to 

swim down up to 1 arena per Brawn (usually about 5 meter depth per arena) and breathe water. 

 

 Goron Tunic. This red tunic allows you to ignore discomfort from very hot environments, and the 

first 2 Wounds from fire or lava. 

 

 Hover Boots. Wearing the boots decreases your weight so you can move across one arena of water, 

quicksand, lava, or even thin air, before facing the consequences. However, if moving on normal 

ground while wearing them, test Daring difficulty 6 or spend the round trying to regain balance. 

 

 Iron Boots. The boots count as 1 heavy object, but they project much greater weight when donned. 

When wearing them, you cannot be pushed or thrown, and your speed is halved. 

 

 Lens of Truth. A large magnifying glass-like object. Activate with a focus action. See through any 

illusion observed through the lens. 

 

 Zora Tunic. A blue mesh tunic, it allows the bearer to use the Zora inherent ability for moving freely 

and breathing in water. 


