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Story

Link and Tulin arrive at the Wind Temple after scaling up the floating islands and ships in the
sky, having to scale up higher than the snowstorm itself and dive through the ey to land on the
deck. The two see a figure who looks exactly like Princess Zelda. Tulin tries to approach her, but

a massive gust blows from a large, circular hatch gate on the deck, and the Princess disappears.

Link activates the terminal at the centre of the deck. This causes one of the gears by the fan to
lower, allowing it to start turning with the rest of the mechanism. This causes one of the
segments of the gate to attempt to open, but because none of the other gears have been lowered,
it remains stuck. Tulin concludes that the source of the blizzard must be under the hatch. The
two then hear a mysterious voice, explaining that there are still locks that must be opened to

lower every gear.

After exploring the temple and unlocking all the gears, Link activates the terminal again and the
gears lower. The gate opens, and a massive gust of wind blows them up into the air. They glide
through the wind as a massive beast known as Colgera flies out of the gate. They conclude that
it must be the source of the blizzard, and the boss battle begins. After Colgera is slain, the
snowstorm begins to cease. The ice encasing the Secret Stone hidden in the Temple melts, and

Tulin reaches out to touch it.
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References

Environment

General Environment

Figure 1.1 - Snowy weather Figure 1.2 - Storm clouds Figure 1.3 - Eye of a storm

The snowy sky and air is the kind of | Inspiration for the storm Reference for the eye of the

environment the player will be surrounding the Wind Temple snowstorm, the player will see the

travelling through eye when they look up from the
Wind Temple
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Ship

Figure 2.1 - Floating airship
Inspiration for the general structure
of the Wind Temple

Figure 2.2 - Fantasy structure
Inspiration for the deck and
building materials used on the ship,

grey/brown blocks only, no water

Figure 2.3 - Round metal window
Inspiration for the circular gate at
the centre of the deck

Figure 2.4 - Steampunk gears
Reference for the gears that unlock

and open the gate

Figure 2.5 - A sky structure from
Tears of the Kingdom

Other sky structure from the game,
the Temple should be consistent
with the established aesthetics

Figure 2.6 - Boat with multiple
oars

Reference for the hull of the ship,
the large wings will look and move

like oars
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Colgera

Figure 3.1 - Blue icicles
Reference for Colgera’s

ice-like body

Figure 3.2 - A blue
dragon sea slug
Inspiration for Colgera’s

general shape

Figure 3.3 - Artwork of a
blue dragon
Inspiration for Colgera’s

dragon-like appearance

Figure 3.4 - A blue
scorpion

Reference for the front of
Colgera’s mouth which

has large pincers

Figure 4.1 - A humanoid
bird archer
Inspiration for Tulin’s

design and outfit

Figure 4.2 - A harpy eagle
Reference for the type of
bird Tulin’s design should
embody

Figure 4.3 - An eagle
fledgling

Reference for Tulin being
ayoung bird, around an

early teen

Figure 4.4 - Tulin from
Breath of the Wild
Reference for how a
younger Tulin looked in

the previous game
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[J Information

——— Required Path

The Wind Temple - Gameplay Beat Diagram

The player starts

O Puzzle ——— Optional Path
N at the centre of the deck
X Special e
D Combat of the five locks
T
[ Reward Can be done
in any order
[ f I ]
Player flies up the wi Player jumps offthe Player jumps off the
right side of the ship| left side of the ship on
from the centre gate Opened by using Opened by using the ship et I ‘and onto the floating one of the platforms
and onto the top of anicicleasa anicicleasa ships and platforms.
the high tower at the replacement lever replacement lever I [ circling it
south of the ship I 37 o Pl flies up in the
‘Wind Turbine Lock ] R - air and crashes through|
Bty the sheet of ice
Unlocked with the
Tulin's ability I I
Treasure chestand | - [Wind Turbine Lock
Player opens a large — breakable cratesat e
hatch on the top of ‘Talin let's the player the end of the room 'Unlocked with SO e
drops i .\ i i haliway H
Tocks are et Eobebibly ofthe ship' hull in font of a chest
I is blocked
Inside the tower, Tulin let's the player with icicles and must the lasers.
there are many lasers know how many
that the player must fall locks are left T I ye
through the gaps of A ociog on thi
- hallway, there are bars _| Enemies inside I Treasure chest 1
with a gap big enough the ship el T
Wind Turbine Lock raagep g enoueh B e
Unlocked with chest out of reach
Tulin's -bmq Using an icicle, the Giant T
gearin the,
s |
‘moving in the opposite
Tulin let's the player direction of where the
know how many ‘Treasure chest e Player sees a hole
Pty a obtained lin the. ceh.llln'h:nd
R — learngs that there's
cvind I"’ L 2 second loor that
N they can ascend to
Treasure ches i the EE i By on the other by standing on debris
i 25 other opening on this side of the hallway T
side of the hull by " "
" . Large turbine without
pulling 2 lever, meaning ary bladasattached
Giant gears turning, i
and unmoving ones of debris and spins the
connecting to closed bars. turbine to open the bars
Player connects them with

Tulin let's the player Breakable crates and a
know how many know how many trasure chest encased in ice
Tocks are left Tocks are left Can be melted and obtained
After all locks
are unlocked
!
Player activates
the centre terminal
and opens the gate

‘The blizzard stops
and the Secret Stone
frozen in the temple

is thawed out

Figure 5.1 - Gameplay beat diagram detailing each step the player takes through the level
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Architectural Analysis Diagrams

Composition - Central

1 see the top of this towe
Maybe there's something

up there Q

Figure 6.2 - Parti diagram showcasing the usage of central composition in the level

Central composition or form is the usage of free standing objects or structures around a
centralized point. The Wind Temple is a large floating ship, encircled by many smaller ships and
broken platforms. This composition is used to not only exemplify the importance of the Wind
Temple as a location both for gameplay and story, but to give the player a way to circle the

structure themselves and get a better look at how to get to where they want to go.
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Openings - Offering a View

12:35 AW

Figure 7.1 - Screenshot of a room behind barred windows with a chest and an openable gate

I want to reach this treasure

)

.............................................)
I can't get through But I can open
these bars these ones

— mm mm i mm ]

Figure 7.2 - Diagram explaining how the level uses openings like this to offer the player a view

of future rewards

Offering a view is the usage of openings not big enough for a player to pass through, but enough
for the player to see what's on the other side, enticing them with the view of a goal without
immediately offering it to them. In the Wind Temple, there are many walls that include barred
windows, giving the player a view of what’s on the other side. Sometimes it’s a future challenge
the player will have to face, giving them a general idea of which direction to go in. Other times,
like in the example, it offers them a view of a treasure chest. This entices the player with the
promise of a reward, like a weapon or rare item, while also guiding them in a general direction

of where to go and how to reach it, since the player can also see the opening leading to it.
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Points - Place of Importance

Character Profiles Adventure Log L Hyrule Compendium

World Map @ Move @ Zoom @ Select @ Return @

Figure 8.1 - Screenshot of the map cursor hovering over a highlighted map marker

Lower floor
Player is inscentivised

to explore

Player is naturally drawn
to highlighted points

Figure 8.2 - Diagram depicting the player being drawn towards the highlighted map points

Places of importance is the usage of important landmarks to lead the player in their general
direction. The Wind Temple, along with the other three temples in the game, uses each of its
terminal locks as a place of importance in the level. The player is able to check their map and
see the glowing marker on it, leading them to head to that general spot in the level. This guides

the player to their goal despite the puzzles, hallways, and entrances of the level.
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