The Legend of Zelda: Voyage to the Triforce
An Original Board Game Adaptation Inspired by The Wind Waker
Digital to Physical Game Concept
For our digital to physical project, my team chose to adapt The Legend of Zelda: The Wind Waker into a competitive board game called Voyage to the Triforce. We wanted to capture the feeling of sailing across the Great Sea, discovering mysterious islands, collecting treasures, and searching for the legendary Triforce Shards, while also creating a game that would work well in a tabletop format. Rather than trying to recreate every mechanic from the video game, we focused on the parts that make The Wind Waker memorable: exploration, adventure, and the excitement of never knowing what you will find on the next island.
The idea came from discussing which video games would translate well into a board game. At first, we considered several popular games, but The Wind Waker stood out because the game is already built around exploring a world divided into islands. That naturally lends itself to a modular board made up of sea and island tiles. We also wanted to keep the game approachable, so we designed it to last around 30 minutes with simple rules that are easy to learn but still offer meaningful decisions.
The theme influenced almost every game mechanic we created. Since exploration is one of the biggest parts of The Wind Waker, players reveal new sea and island tiles as they travel, making every game different. Treasure hunting became item cards that provide useful abilities, while random encounter cards represent storms, pirates, sea monsters, merchants, and other events that players might experience during their journey. Instead of simply racing across a map, players compete to discover all three Triforce Shards while managing resources, collecting Rupees, and deciding when to challenge other players. These mechanics encourage interaction without making the game overly complicated.
The mechanics also reinforced the theme. Sailing between islands makes players feel like explorers, while collecting powerful items gives the sense of gradually becoming stronger throughout the adventure. Short battles between players add tension by allowing rivals to steal resources or slow each other down without eliminating anyone from the game. This keeps everyone involved until the end while maintaining the adventurous spirit of The Wind Waker.
Overall, our goal was to create a board game that feels like an exciting sea voyage rather than simply copying the original video game. By focusing on exploration, discovery, and friendly competition, we were able to capture the heart of The Wind Waker while designing a fun tabletop experience that stands on its own.

Game Overview
Voyage to the Triforce is a fast-paced competitive exploration board game for 2–4 players that captures the adventurous spirit of sailing across the Great Sea. Players captain their own ships, explore mysterious islands, gather treasure, outsmart rivals, and search for the three legendary Triforce Shards. The game is designed to be easy to learn while finishing in about 30 minutes.
Objective
Explore the sea, collect all three Triforce Shards, earn treasure, and finish with the most Victory Points when the final round ends.
Components
1 Starting Island Tile
20 Sea/Island Tiles
40 Item Cards
20 Encounter Cards
3 Triforce Shard Tokens
30 Rupee Tokens
4 Player Ship Tokens
1 Six-sided Die (d6)
Damage & Victory Point Tokens
Setup
Place the Starting Island in the center of the table.
Shuffle the Sea Tiles into a face-down stack.
Shuffle the Item and Encounter decks separately.
Place the three Triforce Shards nearby.
Each player chooses a ship, takes 3 Rupees, and draws 1 Item Card.
Randomly choose the first player.
Turn Structure
Each player performs two actions on their turn:
Sail to an adjacent tile.
Explore a face-down Sea Tile.
Search an island for treasure or an item.
Trade at a shop.
Challenge another player on the same tile.
Combat
When two players battle, each secretly selects one Item Card (optional), then both roll a d6. Add any bonuses from items. The higher total wins and chooses one reward: steal 1 Rupee, steal a random Item Card, or push the losing ship back one space.
Finding Triforce Shards
Special islands and encounter cards may reveal one of the three Triforce Shards. Players must discover all three during the game. When the final shard is claimed, every other player takes one final turn before scoring.
Scoring
• 5 Victory Points per Triforce Shard
• 1 Victory Point for every 3 Rupees
• 1 Victory Point per Treasure Item

Tie Breaker: Most Rupees remaining, then least damage.
Design Goals
This project focuses on creating a light, competitive exploration game with meaningful choices, quick player interaction, and the sense of adventure that makes The Wind Waker memorable, while introducing original mechanics and pacing suitable for a tabletop experience.


[image: ][image: ][image: ][image: ][image: ][image: ][image: ][image: ][image: ][image: ][image: ]
image5.png
TRIFORCE SHARD ¢
.OF COURAGE -





image6.png
Sk

” SOUTHERN REEF |

{ WHIRLPOOL

=




image7.png
Aa

" DEKU LEAF }

Glide over water.
Move to any adjacent

Pull yourself to any
island within 2 spaces
in a straight line.

Stun an opponent in
your space.
‘They skip their next turn.

Look at the top 3 Item
cards. Keep 1 and
discard the rest.

Heal 1 Heart.
(One use only)

Place a bomb on any
island. Next opponent to
land there loses 1 Heart.

Move across up to
2 sea spaces as if

they are islands.

[~ Steal 1 Item card from
an opponent at your
current island.

Take I extraaction

after this turn.
(One use only)

Reroll your dice.
You must use the
second result.

Use in battle. Add 1
extra Hit.

Add 1 to your roll
in battle.

You cannot be moved
or swapped by other

players this turn.

Block the next attack
against you in battle.
(One use only)

7oy

SAIL CLOTH '}
2

Return to any island
You have already
visited.

Draw 2 Item cards.
Keep 1 and discard
the other.

Choose one: Add 2 Hits
in battle OR freeze an

opponent for 1 turn.

Gain 1 Victory Point
at the end of the game.





image8.png
Move up to 3 spaces.
You may move through
one opponent.

Choose an opponent within |
3 spaces. They move back

2 spaces. p

Gain +1 o your next
battle. Discard after

AAA -
@ HEART CONTAINER }
Q2

Heal 2 Hearts.
(One use only)

&
Choose one: Add 2 Hitsin

battle OR force an opponent
to discard 1 Item card.

AAA
| ICE ARROWS

Freeze an opponent for
1 turn. They cannot use
Item cards.

Pull yourself to any island
within 3 spaces that has
an Anchor Point.

Move up to 4 spaces.
You may move through
. _any number of opponents.

Stun an opponent in
battle. They skip their
_next turn.

" Look at the top 4 Sea/lsland
tiles. Place 1 on the bottom

of the deck.

Mév;ko any island with an
Anchor Point you have
already visited.

at their hand and steal 1
Item card.

Y = =
Choose an opponent. Look

You may take an extra turn
after this one. Discard after

Place on any island. The next ]
opponent to land there loses
1 Heart.

Heal 1 Heart and remove
all negative effects.

Add 3 Hits in battle.
Disgard after use.

" Draw2ltem cards.
Keep 1 and discard
the other.

—_— —
Negate the next attack |

against you in battle.

e
[~ Al players must move 1 space
in the direction of your choice

_ (clockwise or counterclockwise).





image9.png




image10.png
Aband of pirates tries to
steal your loot!

Lose 1 Item card of your choice.

High waves buffet your boat.
Move back 2 spaces.

/3\ GREAT

)=

‘The Great Fairy heals your
wounds.
Heal 1 Heart.

MYSTERIOUS STRANGER % |

They offer you a deal...
Draw 1 Item card.
Then, discard 1 Item card.

You spot treasure
floating in the sea!
Draw 1 Item card.

A AL
The beast attacks!
Al players discard 1 Item card
of their choice.

O
FRIENDLY FISHERMAN

A curse escapes the chest!
Choose an opponent to lose
1Heart.

BOKO CAMP b
SR r

They block your path!
Pay 1 Item card to continue.

You cannot see clearly.
Skip your next move.

His prices are strange.
‘Trade 1 Item from your hand
for 1 from the discard pile.

FLYING KOROK

The wind pushes you along.
Move forward 3 spaces.

Help the child find their way.
Gain 1 Heart.

All players discard the
of their item deck.





image11.png
THE LEGEND OF ZELDA |

'VOYAGE T0 THE TRIFORCE

LEGEND

ésmmuulsunn [/

I FRIENDLY ISLAND
‘ COMBAT ISLAND
& TRIFORCE SHARD {8

WIND CURRENT KEY
| > Larwn
=D=D>  MODERATE WiND

=D>>D STRONG WiND

'STARTING ISLAND

Begin your journey here.
TRIFORCE SHARDS
Collect the three shards.
COMBAT ISLANDS

Defeat enenies to proceed.

‘TREASURE ISLANDS
Draw a Treasure Card.





image1.png
&4 2-4 pLAYERS
&3 Aces 10+
X 30 MivuTES

- COMPONENTS

28 1 GameBoard
(and Board)

& 4 Player Ships
(Red, Blue, Green, Purple)

40 Item Cards

20 Encounter Cards

3 Triforce Shard Tokens
(Courage, Wisdom, Power)

@ RopeeTokens
© Damage Tokens (1-9)

1 SixSided Die
&) Rulebook

S AE
JOYAGE

— TO THE +—
Be the first layer to collect

f all 3 Trforce Shards and
> N return to the Greafish Island

to claim victory!

Place the land board i the center of the table.
o i e
@ Shufflethe Island Tiles and place them S orts
face down in stacks by region. Cratfith
© Place your Ship on Greatfish Island.
@ Each player takes:
« 31Item Cards
« 5 Rupees
« 1 Reference Card
© Place the Encounter Cards face down
ina draw pile.

@ Place the Triforce Shard tokens, Rupee tokens,
Damage tokens, and Victory Point tokens

® 0000
@ Victory Point Tokens (1,3,5,10) @@@@

within easy reach.

4 Island
| Greatfsh
- Idand

© Island Space

Draw an Iskand
i Tilewhenyou

% Bi?ARi) OVERVIEW 7

Drawan
Encounter
Card when you
sal here.

Port Space
Buy ltems
or Heal here.

How 10 PLAY

Players take turns clockwise.
On your turn, follow these steps:

© RoLL

Roll the die.

@ Move
Move your Ship up to the
number rolled.

© ReSOLVE SpACE
Follow the rules of the space
youland on.

@ OprionaL Action
Perform one Optional Action
(see Actions).

© Enp Tury
Your turn is over. Draw cards
orresalve ffects i nstructed

ACTIONS

On your turn, you may perform
ONE of the following actions,

SaIL
Move your Ship up to 3 additional spaces.

EXPLORE
Spend 1 Rupee to draw 1 ltem Card.

TRADE
Trade 1 ltem Card with the dock's
top face-up Item (I available).

HeaL
Spend 2 Rupees to remove | Damage
Token from your Ship.

CHALLENGE
Challenge another player o the same
Island (see Combat),

SAvE

Discard any number of cads o gain
1 Rupee for each card discarded.

Some ltem Cards allow you to perform
xtra or unigue actions. Follow the card
instructions when you play the

: COMBAT

When you Challenge another player on the
same Island:

@ Each player secretly rolls the die.

@ Add any bonuses from Item Cards.

© Highest total wins!
« Winner may take 2 Rupees from the loser

OR discard 1 Item Card from the loser

« Iftied, no one gains anything.
Either player may run using a “Retreat”
Item Card before rolling. If used, no combat
occurs.

DAMAGE TOKENS

Ifyou lose a combat,  storm,or another

effect causes damage, take the indicated

Damage Token.

« 4 Damage Tokens: You must return
1 Triforce Shard (i you have one) to
the center of the board.

* You cannot have more than 4 Damage.
Tokens.

SEA SPACE.

Draw 1 Encounter Card and
resolve it

ISLAND SPACE

Draw and place 1 Island Tile.
Follow the tles instructions.
PORT SPACE

Buy Ttems, Heal, o Trade.
(See Actions)

END OF GAME
‘The game ends immediately when a player

collects all 3 Triforce Shards and returns
to Greatfish Island.

A A

= VICTORY! =

‘That playeris the true hero of the Great Seal

TIPS & STRATEGY

« Balance exploration with preparation.
 Use Items wisely—timing is everything.

« Attack when it helps, but not everyone
can be your enemy.

« The sea s full o surprises!

Now set sail and make legend!





image2.png
cut
----- FOLD

[ GLUETAB

}( Cut along solid lines.
Fold along dashed lines.

Apply glue to tabs and
assemble the die.





image3.png
. DAMAGE TOKENS





image4.png




