There Is No Spoon, Link

     The Legend Of Zelda, released for the 8-bit Nintendo Entertainment System in 1986, became one of the most recognized titles in video game history.  Equipped with only a shield at the onset, Link must forge his way in the magical world of Hyrule that is beset by monsters with the ultimate goal of saving the beautiful Princess Zelda from the clutches of the Evil Gannondorf in order to protect and return the Triforce to the Sacred Realm of the gods.  This tale of growing into maturity (and saving the world in the process) tapped deeply into the imagination of youths on all continents.  Its success can also be attributed to the fact that gameplay focuses as much - if not more - on solving puzzles as fighting the myriad of enemies.  The Legend Of Zelda's descendants, released exclusively for succeeding generations of Nintendos, allowed these youths to relive the fantasy amidst increased quality of graphics.  Ocarina Of Time, released for the 64-bit Nintendo in 1998, transformed the game into a 3D world, freeing its creators from the constraints of the constant overhead or side views of its predecessors, introducing fans to the virtual world of Hyrule like never before.  Majora's Mask, released for the 64-bit Nintendo in 2000, was the first major departure from the original storyline; featuring the ocarina, a magical time-controlling musical instrument introduced in Ocarina Of Time, Majora's Mask pits Link against Skull Kid in a land called Termina, the first time Link has fought outside Hyrule, not fought Gannondorf, or not had the main objective of protecting the Triforce.  Despite its complicated mask- and ocarina-based puzzles, Majora's Mask has served less to further the history of Link than to amuse gamers until the upcoming, much-anticipated release of the next sequel on the next generation of the Nintendo: the 128-bit Gamecube, currently in production and scheduled for public release in October 2001.

     As computer technology has revolutionized the world of gaming, so it has the world of cinema.  Notable recent landmarks include The Matrix and The Phantom Menace, which pioneered completely believable action sequences using an advanced fusion of camera and software in 1999.  Video games, comic books, and Japanese anime - different branches of the same tree - provided the bases for movie scripts multiple times in the 1990s - but until the very late 90s, the technology available to filmmakers was insufficient to transcend the realism and the feel of the sources onto film.  Tomb Raider and Final Fantasy, pantheons of the Sony Playstation, will be released as full-length films in the summer of 2001.  Following in the footsteps of X-Men and Crouching Tiger, Hidden Dragon, Tomb Raider features live actors and computer enhancements to enrapture its audience with the realistic look and feel of the video game on which it based.  The film Final Fantasy, using techniques found in Titan AE and Blue Planet, is a completely computer-generated virtual world.  (Editor's note: both Tomb Raider and Final Fantasy will most likely perform very well in the box office, due to their appeal to the masculine youth demographic as a result of the female lead characters.)

     With such stunning innovations in the world of cinema, it seems only logical that The Legend Of Zelda must soon leap onto the big screen.  Screen shots from the Gamecube-based adventures of Link serve as convincing that he will succeed critically and popularly where movies like Super Mario Bros. and Street Fighter failed.  The technology exists to place live actors in a dazzling environment; the real dilemma that remains then, is to create a plot that is simultaneously entertaining and thought provoking.  An obvious plot involves Link battling monsters in a VRML version of Hyrule to save Zelda, defeat Gannondorf, and returning the Triforce to the Sacred Ream - imagine for a second how cool a Triforce could look using computer effects - but this script lacks in originality and provides no great insight to politics, sociology, or the history of humankind, a key feature of any true fictional classic.  We must therefore identify the plot elements that must be preserved and those that can be altered.

     The most important element is Link's coming of age - growing from boy into manhood in his journeys and adventures through time.  Though the Ocarina that Link uses in Ocarina of Time and Majora's Mask is very cool, we can eliminate it because it would make the plot too confusing.  Furthermore, we can eliminate the Kokiri fairy that helps Link that was introduced in Ocarina Of Time because, well, the fairy was more annoying than helpful; plus, I shudder at the thought of Julia Roberts returning to a Tinkerbell-sized role with a Godzilla-size devastating effect on the atmosphere and quality of the film.  More seriously, the setting of the film is the second most important aspect; it is the portal through which all manners of plot twists and creative analogies can be formed.  Though I could present many semi-interesting ideas, I have one reoccurring concept that is, as always, full of holes, but definitely intriguing.  I envision a post-apocalyptic earth, but the scattered remnants of humankind on the planet are extremely technology-laden, quite similar to the premise of The Matrix.  The reason for the state of human existence is the return of an alien species - either from another solar system, or from a mutagen-virus that has lain dormant within the earth (enter X-Files clip here) - and these creatures either infected or destroyed most of human society before it had a chance to react.  Before this massive coup of civilization, however, human scientists in the 21st century had discovered the forces governing the power of human life and created a device containing those forces called the Triforce.  (You see where I'm going with this, but stay tuned…)  Amidst the hostile takeover of the planet by this other species - whose leader just happens to be called Gannondorf - the humans are unable to resist militarily, but manage to cleverly hide the separated pieces of the Triforce by placing 2 of them (the Triforces of Wisdom and Power) in another dimension of existence called the Sacred Realm.  The last Triforce (the Triforce of Courage) is destroyed after it is bioengineered into the DNA of one of the members of the secret human society dedicated to the preservation of human existence (known as the Hyrulians); it is encoded so that the Triforce will one day appear in the hand of one who is worthy of wielding its power to fight the alien species or any other threat to humankind.  The alien species somehow discovers the alternate dimension and gains control of the 2 Triforces resting there, setting up kingdoms unfit for human existence in both the Sacred Realm and the real world.  In the Sacred Realm, many of the rules of physics governing the earth do not apply, for it was created with the aid of highly advanced computer programming in the field of electromagnetics (references to Contact, The Matrix, Virtuosity) - but people can still die.  Knowing this, Gannondorf has tapped the Triforce of Power to populate the earth and the Sacred Realm with creatures very much not of earth origin.

     The stage has been set.  Now me must create a clever solution.  The secret society is computer proficient because silicon is still widely available, but they are grossly unarmed, owing to the massive depletion of classic ore necessary for traditional human weapons.  Thus, they devise the Master Sword, a magical sword of pure energy, and a reflective shield of mercury enhanced with other elements to make it unbreakable.  After a few generations of the dominance of the alien species, a young boy (maybe 15 years old) among the Hyrulians - named Link - suddenly shows the distinct imprint of the Triforce of Courage in his right hand.  Simultaneously, the girl Zelda - the Princess of the Hyrulians, who has early romantic chemistry with Link, even though she is 4-5 years older - is somehow captured by Gannondorf.  However, Link is too young to fight in the real world, so they use their computer technology to increase his age and his knowledge of ancient Chinese and Japanese sword techniques and fighting styles as he enters the dimension of the Sacred Realm.  Now a man in his early twenties, he must wander the Sacred Realm in search of clues (and other human escapees) to lead him to the lair of the member of the alien species who has the Triforce of Wisdom in its possession (Gannon has the Triforce of Power in the real world).  Along the way, Link finds new weapons created by the alien species that become necessary in his quest to regain the Triforce of Wisdom, as well as learning to use his magic ability to throw a virtual copy of his sword as a weapon.

     When Link gets the Triforce of Wisdom, the presence of the alien species in the Sacred Realm is vanquished, but still exists in the real world.  So Link returns to the real world (where he is 15 once again), and using the combined power of the Triforces of Wisdom and Courage, changes his age in a scene much like Spock's in Star Trek III.  He then heads directly for Gannondorf's castle - centered upon the ruins of Washington, DC, the former capitol of the free world (dramatic laugh here).  In another most excellent Matrix-style fight scene, Link defeats Gannondorf, but interspersed with the fight sequences are dramatic exchanges of conversation where Gannondorf presents his theory as to the origin and the fate of the human race in an attempt to rattle Link's cage (references to The Matrix, The Empire Strikes Back).  Link, of course, prevails; the Triforces unite and purge the remainder of the alien species from the earth before it returns itself to the Sacred Realm.  Dramatic romantically-suggestive scene between Link and Zelda as the sun dawns on the horizon, representing a rebirth of human civilization on the earth.  In the final scene, Link travels to the temple in the Sacred Realm where the Triforce resides, and sinks the Master Sword into a stone.  As he does so, lightning strikes, the doors fly open with a gust of wind (lots of special effects here), and when he is finally able to let go of the sword, his age has returned to normal.  As Link walks away, pan upward from the sword to the night sky above, fade to black, roll credits.  ~

Appendix I: Chronology of The Legend Of Zelda Releases
1986: The Legend Of Zelda is released for the 8-bit Nintendo.

1988: Zelda II: The Adventure Of Link is released for the 8-bit Nintendo.

1991: The Legend Of Zelda: A Link To The Past is released for the 16-bit Nintendo.

1998: The Legend Of Zelda: Ocarina Of Time is released for the 64-bit Nintendo.

2000: The Legend Of Zelda: Majora's Mask is released for the 64-bit Nintendo.

2001-2002: To be determined…

Appendix II: Time Considerations Of The Movie Script

     I'm not sure the plot I've outlined above can be completed all in one movie.  If it could, it would be a two and a half hour monster like Gladiator, though if Ridley Scott and James Cameron were to collaborate… In any case, it might make more sense to break it into 2 movies, the first one is all about getting the Triforce of Wisdom, the sequel to defeat Gannon and restore the world to a new human civilization called Hyrule.

     Author's note: it would be really funny for Link to stumble across the remnants of an automobile with the bumper sticker, "The truth is out there."

