Some of the fine details of the original Legend of Zelda game are easy to overlook or miss during requirement gathering by playtesting and/or watching gameplay footage. This document retains the same color coding for varying team sizes, but only lists objects with more challenging behaviors. It is expected that you implement these features in order to earn full credit on functionality.
Environment (tiles)
· Push-able block
· Moves exactly 1 tile when pushed, then is immovable
Environment (tile or part of background)
· White brick\ladders 
· In the room with these sprites, Link can only walk up and down when on top of a ladder
Environment (other)
· Diamond symbol locked door
· Each room may have different rules for when the door returns to being open. In dungeon one, one case requires pushing a block, another requires killing all enemies in the room 
Player and “friendly” projectiles
· Sword beam
· Only occurs when the player’s hearts = player’s max hearts
· Boomerang
· Stuns most enemies rather than damaging them; flies over blocks; can be through in diagonal directions
Items
· Fairy
· Moves; heals several hearts
· Clock
· Causes all enemies to be immobile for a few seconds


· Blue Candle
· Can only be used once until moving to another room
Enemies and harmful projectiles
· Skeleton (stalfos)
· In rare cases a key is visible on the skeleton before it dies, and that one always drops a key
· Hand (wall master)
· Does not damage Link, instead causes Link to be immobile and drags him to the wall, then Link is returned to the first room in the dungeon
· Spike cross (trap)
· Moves in a straight horizontal or vertical line towards the player, but only when the player is on that invisible line
· Snake (rope)
· Moves on its own, but also has similar “chase” logic as trap
· Boss/Dinosaur (Dodongo)
· Can only be damaged by “eating” bombs near the face of its sprite
NPCs and neutral projectiles
· Old man / Flame in old man room
·  When the old man is attacked by Link a few times, the fires in the room shoot circular projectiles at the player 
· Link’s candle flame
· Can damage enemies and Link when collided with



Gameplay HUD elements
· Map from map item / Map icon for player
· With or without the map collection, the position of the room Link is in contains a green square
Inventory HUD screen elements
· Icons for obtained items
· Icons only appear once Link has obtained the corresponding item
· Map created room by room based on player movement in the dungeon
· The (orange? amber?) sprite that resembles a piece of paper with tear marks on the top and bottom – starts with one black square near the bottom, representing the first room. Additional squares and edges between them are added one room at a time when Link moves to that room for the first time

