Basic Moves.

There are many skills available to help you explore Hyrule. Basic moves center around the A Button and the multiple actions it can perform. Here is a brief overview of the basic moves used in the game.
Open.
When you come across treasure chests on your adventure, press the A Button to open it and see what's inside.

Speak.
Face someone and press the A Button to talk. For someone you can't face directly, use Z-Targeting to get their attention.
Check.
To read signs or examine suspicious items, press the A Button. You can also use Z-Targeting to focus on specific objects.
Side Step.
Sometimes you will want to move around while keeping your attention focused in one direction. When you want to look straight ahead, press the Z Button. Hold the Z Button down and move the Control Stick left or right to perform a sidestep. You can also move forward and backward while holding the Z Button.
Jump.
There is no need to push a button to jump. Just run in the direction you want to jump and you will automatically make the leap when you reach the ledge. The faster you run, the more distance you will get.
Swim And Dive.
When a body of water is deep enough, you will start swimming automatically. Move the Control Stick in the direction you want to swim. To dive, use your shadow below to help judge where you would like to dip below the surface of the water, then press the A Button to dive straight down.
Climb.
To climb a ladder or rough-textured wall, push the Control Stick in the direction of the surface you wish to climb. Press the A Button to drop down. To climb a block or obstacle, push against it until the Action Icon says "Climb", then press the A Button.
Grab, Throw And Drop.

When you're next to an object, the Action Icon will read "Grab". Press the A Button to hold the item. To throw the item, press the Control Stick in any direction, then press the A Button. If you want to drop it instead, stand still until the Action Icon says "Drop", then press the A Button.
Push And Pull.
To push or pull large objects, move up against it, then press and hold the A Button. Once you've grabbed the object, move the Control Stick forward to push and backward to pull. Release the A Button to let go.
Combat Training.

You will earn all kinds of different weapons and defenses throughout your quest, but your sword will always remain your primary weapon. The many techniques you can use with your sword are described below, as well as the defensive actions you can perform. Learning how to use all of the offensive and defensive moves will keep you ready to take on a variety of enemies.

Sword Play.
Your sword is drawn by pressing the B Button. Press the B Button again to swipe sideways. An overhead chop is performed by holding the Z Button and pressing the B Button. Simultaneously push the Z and B Buttons and up on the Control Stick to stab. For a powerful jump attack, hold the Z Button, then press the A Button. This attack has twice the power of the other attacks.
Quick Cuts.

Repeatedly press the B Button to execute a variety of sword swings. This is a good technique for dealing with minor enemies or obstacles.
Shield Practice.
There are three shields that you will handle on your adventure, each useful in its own unique way. Each shield can be held in front of you by holding down the R Button. Move the Control Stick to adjust your coverage in different directions. While holding the shield, press and hold the Z Button to move around.
Roll.
Push up on the Control Stick and the A Button to perform a roll. Rolling can be used offensively (to move forward quickly), or defensively (to dodge an attack). When jumping off tall cliffs, hold up on the Control Stick. When you land, you will automatically roll and avoid taking damage.
Z-Targeting.
Use Z-Targeting with your sword or long-range weapons to lock onto an enemy. While an enemy is Z-Targeted, you will always face toward it. Press the Z Button again to switch to other targets in your line of vision. To cancel Z-Targeting, move out of range or press the Z Button while pressing down on the Control Stick.
Spin Attacks.
Quickly move the Control Stick in a circle, then press the B Button for a spin attack that affects everything within the radius. You can also hold the B Button, then release it. On your quest you will learn to execute stronger spin attacks through magic. These attacks are powered-up by holding down the B Button.
Backflip And Dodge.
Swift dodges are essential during combat to avoid attacks. Hold the Z Button, then press down on the Control Stick and the A Button to perform a back flip. Press left or right on the Control Stick while holding the Z Button to perform swift sidesteps. Back flips can also be performed outside of battle.
Link’s Items.

A variety of useful items can be found throughout Hyrule. Some items are equipped on Link's body, while others are assigned to the three positions on the C-Stick or the X, Y and Z Buttons. Here are some of the major items Link uses throughout his quest.
Bomb.
The Bombs can be used to damage enemies or blow up walls and boulders. Link can throw a Bomb in the direction he is running, or stand still to place it on the ground.
Bombchu.
This mechanical mouse will carry a Bomb to a target, even up walls. Its behavior can be somewhat erratic, so it takes extra care to aim correctly. The Bombchu explodes after a certain amount of time or if it runs into an obstacle in its path.
Boomerang.
The boomerang can eliminate or stun enemies and activate switches from afar. The Boomerang can be aimed manually or you can use Z-Targeting to improve the accuracy. Some items can even be collected using the Boomerang. The Boomerang can only be used by young Link.
Bottle.
Empty bottles can be filled with various potions for later use, or they can be used to capture Fairies and bugs. The maximum number of bottles Link can carry is four. Two bottles are earned during the quest, and the other two bottles can be collected by winning a contest at the Lon Lon Ranch and as a reward for finding enough Big Poes.
Deku Nut.
Throwing a Deku Nut will create a bright flash which temporarily stuns enemies. Some enemies, however, are immune to the flash of the Deku Nuts. A stock of Deku Nuts can be very helpful for when you feel overwhelmed by enemies.
Deku Shield.

The Deku Shield works well for young Link, but it is way too small for an adult to carry. With Z-Targeting, the Deku Shield can be used to deflect projectiles back at enemies. Since it is made of wood, keep it away from fire or it will burn away.
Deku Stick.
Deku Sticks can be used as weapons, but they break easily. The Deku Stick works better as a tool to carry a flame from one place to another. Instead of letting a Deku Stick burn away, put it away by pressing the B Button when you are finished with it to prolong its use.
Din's Fire.
Din's Fire is the first of three magic spells left by the goddesses who created the Triforce. Find the Great Fairy who will teach it to Link and he will be able to surround himself with a ball of fire. Use Din's Fire to attack multiple enemies or to light more than one torch with a single use.

Fairy Bow.
An adult's weapon, the Fairy Bow fires powerful arrows at enemies. The Fairy Bow can be aimed manually, but with Z-Targeting you can improve your accuracy. On Link's quest he will find three types of magical arrows that can be use with the Fairy Bow.
Fairy Slingshot.

The Fairy Slingshot is the perfect secondary weapon to the sword, allowing young Link to attack enemies from a distance. Aim the Deku Seed ammunition manually, or use Z-Targeting for a more accurate shot.
Farore's Wind.
Farore's Wind allows Link to create Warp Points within Dungeons. Use it once to create the first Warp Point and the next time Link use Farore's Wind, he will be transported to that warp point. If you would like to create a new warp point, select "Dispel the Warp Point".
Fire Arrow.
The Fire Arrow uses a small quantity of magic to add a ball of fire to its tip. When the Fire Arrow meets its target, the ball of fire will expand. Fire Arrows can also be used to light things on fire from a distance.
Gold Scale.
The Gold Scale gives Link the ability to dive deep into the water. The most powerful Scale available, it is rewarded to whoever can catch the biggest fish in the Fishing Hole at Lake Hylia.
Golden Gauntlets.
The Golden Gauntlets give an adult the power to move mountains. They can be found inside Ganon's Castle, and they allow Link to lift unbelievably big boulders.
Goron Bracelet.
The Goron Bracelet is a gift from Darunia, the leader of the Gorons. It allows Link to pick heavy Bomb Flowers and use them as Bombs.
Goron Tunic.
The Goron Tunic only comes in an adult size. This suit, made from Dodongo hides and Bomb Flower fibers, gives Link protection from heat. This will allow him to withstand the intense heat of Death Mountain Crater. Equip the Goron Tunic in the Equipment Subscreen.
Hookshot.

Link can use the Hookshot as a weapon to stun and sometimes defeat enemies from a distance, but it is most useful as a grappling device. Link can use the Hookshot to cross large gaps or to access out-of-reach areas.
Hylian Shield.
The Royal Crest engraved on the front of the Hylian Shield gives a clue to its superb craftsmanship. It can shield Link from fire, rocks, enemy attacks and more. Its heavy weight makes it difficult for young Link to manipulate with ease.
Ice Arrow.
Encase enemies in a block of ice with the magic of the Ice Arrow. Link earns the Ice Arrows by completing the Gerudo Training Grounds.
Iron Boots.
The Iron Boots allow Link to sink to the bottom of underwater locations or to stand his ground in extremely windy conditions. They are so heavy, though, that they make Link's movements very slow.
Kokiri Sword.

This treasure of the Kokiri Forest is the perfect size for a young boy. Since with the Kokiri Sword in hand, Link can perform many types of attacks on his enemies.
Lens Of Truth.

The Lens of Truth allows Link to see through fake walls and to spot invisible items or enemies. It drains magic power while activated.
Light Arrow.

Light Arrows are twice as powerful as the Ice and Fire Arrows, but they require twice as much magic to use. This gift from Princess Zelda is the final weapon needed to take on Ganondorf.
Magic Beans.
Plant these beans in suitable spots as a child, and when Link returns as an adult a hovering shrub will be waiting for him. For more information about Magic Beans, see the Secrets section of this website.
Megaton Hammer.

The Megaton Hammer is extremely heavy, so only an adult can equip it. This tool is used to activate rusty switches, to break boulders or even to attack particularly tough enemies.
Mirror Shield.

The ultra-shiny surface of the Mirror Shield allows Link to reflect light and energy.
Nayru's Love.

Nayru's Love is the third of three magic spells left by the three goddesses who created the Triforce. This powerful spell allows Link to create a temporarily defensive shield around himself.
Ocarina.
An Ocarina is a flute-like instrument. Link uses two different Ocarinas throughout his quest -- the Fairy Ocarina and the Ocarina of Time. By playing special songs on the Ocarina, Link produces a variety of magical results.
Silver Gauntlets.

The Silver Gauntlets increase Link's strength dramatically, allowing him to move large boulders.
Silver Scale.

The Silver Scale is a prize available to those who can complete the diving game in Zora’s Domain. It is automatically equipped and increases how deep Link can dive underwater.
Zora Tunic.

Made out of fish gills, the Zora Tunic allows Link to breath underwater. It can only be worn by an adult.
Standard Stuff.
Enemy Blurbs.

While you have an enemy targeted, hit C-Up and the battle will pause, with Navi telling you the name of the enemy and a quick blurb about it. Cool to read some of them, stupid for others. Of course, for some enemies (i.e. Anubis), reading the blurb provides a little information on how to kill the enemy.

Navi.
The fairy. Every Kokiri has one, and Link was the last in the forest to get his. She's fun at first, and even provides a few tips, but gets REAL annoying, REAL fast. She's useful for bad players, since if she sees you're stuck for a while (outside of a dungeon of course), she'll provide help. You can also talk to her using Saria's Song. Gives info on enemies and anything else you might Z-target during your quest.

Slicing And Dicing.

All around the world of Hyrule there is stuff on the ground. Grass, rocks, trees, etc. And inside these things are usually helpful items. NOTE: Most rocks give you three hearts if you need some, and three rupees if you don't need hearts. Also, check out any part of a wall that looks odd. There's a good chance you can blow it up.

Day And Night.
First of all, time stands still in quite a few places. Those places are: inside houses, in dungeons, Lon Lon Ranch, Gerudo Fortress, Haunted Wasteland, Kokiri Forest, Lost Woods, Kakariko Village, Hyrule Market, Zora's Domain/Fountain, and Goron City. Everywhere else, time moves. Some places it moves very slow (Fishing Pond). But for the most part, day is 2:30 long, and night 1:30. At night, Stalchildren appear in Hyrule Field (as a kid), so look out. Also, shops and such aren't open at night, but some people appear at night who aren't there during the day. But on the whole, day is a much better time.

Quest Related Items.

Stone Of Agony.

Makes a Rumble Pack start "beating" when you're near a secret. Get 20 Gold Skulltula tokens and take them to the cursed family in Kakariko Village.
Gerudo's Card.
Allows you to walk around Gerudo's Fortress freely. Get by freeing all 4 carpenters in Gerudo's Fortress.

The Three Spiritual Stones.
Along with the Ocarina Of Time and Song Of Time, allows you to open the Door Of Time in the Temple Of Time to get the Master Sword and warp through Time. Get from beating the Deku Tree, Dodongo's Cavern, and Jabu-Jabu's Belly levels.
The Six Spiritual Medallions.
Needed to beat Gannondorf as adult Link. Get by defeating the 5 temples (get the first one for free).
Cast Of Characters.
These characters are the ones you speak with during the game. They may be friend or foe, but you won't know until you encounter them later on. Read on, bold adventurer, and meet your acquaintances!
There are six races of people you may encounter in the game. Each race has its own unique characteristics. No two individuals are exactly the same, and you may be surprised who is good or evil. So be wary, young traveler, when you talk to strangers on your way.

However, there are some individuals you meet that belong to no humanoid race. The Great Deku Tree is the intelligent tree protecting Kokiri Forest. Navi is your wise, female fairy mentor. The Frogs of Zora's River requires your help to grow. There is a wise Owl that appears on occasion to offer you useful advice. These are the major non-humanoid characters.
Kokiri.

The humanoid characters have six races. The first race you encounter is the Kokiri. These forest dwellers cannot leave their home or they will die. They are forever children, even after a great interval. Their leader is Mido, a male bully of sorts. The most famous Kokiri girl is Saria, your best friend and Mido's love interest.
The Kokiri live in the Kokiri Forest. Their dwellings are carved from huge tree stumps, some of which show signs of life. North of there forest is the confusing Lost Woods. If you get lost in here, you will become a skeleton monster known as a Stalfos. At the northern end of this forest is the Sacred Forest Meadow. An ancient structure known as the Forest Temple is at the north end.

Hylian.

Most Hyrulians belong to the Hylian race. These people have pointed ears so they can hear messages from the gods who made them. Their main settlement is at Hyrule Castle Town, but they also inhabit Kakariko Village at the foot of Death Mountain. Their ruler is the mysterious King of Hyrule (you never see him in the game). Often, they have useful advice you should listen to (or rather, read).

The most important Hylian you will meet is the lovely Princess Zelda. You will have to help her several times in your adventure. The owners of Lon-Lon Ranch, the lovely Malon and her lazy dad, Talon, will offer you milk and other rewards at relatively low prices. Another interesting citizen of the ranch is Ingo, their disgruntled stable hand. Later on in the game, you will be able to win a fast, red horse named Epona in a race.
Sheikah.

The next race you meet is the Sheikah race. The only Sheikahs you see in the game are Impa and Sheik. Impa is Princess Zelda's personal guardian and was the person who opened up her hometown of Kakariko Village for development. Sheik is a young man who appears later on and will help you out a lot. It's odd, but Sheik and Princess Zelda look an awful lot alike (you'll find out their true relationship later). Sheikahs are loyal allies known as the Shadows of the Hylians to the learned.

Gorons.

The Goron race lives in the active volcano known as Death Mountain. Gorons resemble rocks when seen from afar, but stand when approached. Gorons eat rocks, and the best source around is the Dodongo's Cavern, which was blocked by a boulder just after ancient monsters infested it.  King Darunia, Sworn Brother to the King of Hyrule, rules the Gorons. He has something he will give you if you beat the Dodongo's Cavern. Gorons can make strong swords and heat-resistant tunics.
Zoras.
The fifth race you encounter is the Zora race. These creatures resemble men, but must stay near water at all times. Their local fish deity, Lord Jabu-Jabu, has been a little green around the gills lately. King Zora XVI, the current ruler, is extremely worried about Princess Ruto, his missing daughter.

Zoras live in Zora's Domain, which connects to Zora's Fountain, the source of Hyrule's rivers and streams. This watery grotto has a waterfall with something hidden nearby. The Zora Shop offers a fish you may offer to Lord Jabu-Jabu and a tunic that won't let you drown underwater. By the way, if you win one of their Scales in a diving game, you can reach the hidden warp to Lake Hylia under the pond in the cave.

The river flowing from Zora's Fountain is known as Zora's River. Just south of the hidden entrance to Zora's Domain is a secret warp to the central Lost Woods. The warp to Lake Hylia reveals a very big pond that definitely has earned lake status. Among the locals are two talking scarecrows, an old scientist, and an expert on fishing. The flowing waters of a river feed the lake from the northwest. Under the larger of the two islands in the southern lake is the Water Temple.
Gerudo.
The Gerudo race lives in the western deserts of Hyrule. The race is made up of female thieves ruled by the one male born to them a century. Gerudos go to Hyrule Castle Town to look for boyfriends. The current ruler of the Gerudos is Lord Ganondorf Dragmire, who wears black armor and has evil-looking eyes. At the far end of the desert you will find the Desert Colossus. The Colossus itself is full of secrets, like the surrounding oasis.
Bestiary.

Anubis.

Floating snake things that are vulnerable to fire. They copy your movements, except in reverse. You can shoot them with Fire Arrows, use Din's Fire, or try to lure them into a flame.
Armos.

Statues that come to life. Stun them with a Deku Nut and then use your sword. Afterwords they'll come after you then explode so watch out.
Bari.

Bigger versions of Biri. When killed they also split into three Biri. Use a super spin slash.
Beamos.

A strange creature that has a rotating eye that fires a laser at you if seen. Use a bomb on it to destroy it. Some of them will only stun with the first bomb so follow up with a second bomb.
Barinade.
A large conglomeration of jellyfish, tentacles, and other organic material. The Jabu-Jabu's Belly boss.
Big Deku Baba.
A bigger version of a Deku Baba that is much more dangerous. Try to attack it after its head is on the ground. Arrows work well too.
Big Octo.
A giant octopus thing that acts like a vacuum cleaner. Jabu-Jabu's Belly mini-boss.

Big Poe.

Bigger version of the poe. It doesn't attack, just flies away from you. Only appears in Hyrule Field while you're riding Epona.

Big Skulltulla.

A big scary spider. Slash these ones in the back when they turn around, or use the Megaton Hammer or Hookshot whichever way they are facing.

Biri (Jellyfish).
Flying electrocuting jellyfish. Don't use your sword except for spin attacks. Use projectiles or a Deku stick on these guys to avoid being shocked.

Blue Bubble.
A skull in blue flames. Use your shield on it to get rid of its flames, and then slash it. You can also stun it with the hookshot then slash it.

Blue Tektite.
Same as the regular Tektite only it appears on water. Its also helpful to lure it off the water so you can kill it easier.
Bongo Bongo.

A giant one-eyed head and two disconnected hands that likes to play a giant drum. Shadow Temple boss.
Business Scrub.

The same as Deku Scrubs only they try to sell you things instead of giving you tips. Some also increase the amount of certain items you can hold.
Centipede.

Flying creatures that resemble centipedes. Try to use a boomerang on it before it starts flying for an easy kill.
Club Moblin.
One of these, protecting the Sacred Forest Meadow as adult Link. He uses his club to produce force waves by smashing the ground. Dodge his force waves to try and get behind him. He won’t turn around, so just finish him off easily. Also can use Bombchus or arrows if you have them.
Dark Link.
Your shadow come to get you. Water Temple mini-boss.
Dead Hand.

A scary-looking monster that has a bunch of long hands coming out of the ground that grab little children so he can eat them. Bottom Of The Well and Shadow Temple mini-boss.
Deku Baba.
A plant with a mouth that tries to get you. Some give you Deku Sticks and some Deku Nuts.

Deku Scrub.
These little guys shoot nuts at you. Use your shield to reflect them. Afterwards they give you tips if you talk to them.
Dinalfos.

Same as the Lizalfos only these ones are much faster and like to leap. Use the same strategy.

Dodongo.
A strange lizard that breathes flames. Get them to swallow a bomb by laying it in their path. They are also weak if you attack their tails. Explode when they die.
Dodongo Larva.
A smaller version of Dodongo. Just use your sword on them. Watch out for their leap attacks, and for them blowing up after you've attacked them.
Fake Doors.
Fake doors are harmless unless you try to open them. You can tell the difference by seeing that its not sunken into the wall. Use a bomb or the hammer on these.

Flare Dancer.

Little black balls that when they touch fire turn into a dancing fire enemy. The Fire Temple mini-boss.

Floor Master.
They are just like the Wallmaster only they stick to the floor. There are a few different versions of these. Some split into three smaller ones, some also turn green to show that they are invulnerable while attacking. Some also are invisible so use the Lens Of Truth. Some do everything. When they split, make sure to get them all or they could become big again.
Flying Pots.
Not technically an enemy, but still tries to hurt you. Watch out because they try to smash into you. Although some have hearts in them and just heal you a little bit, but if you dodge them and then get the heart, it'll be of more use.
Freezard.
Watch the ice breath on these frozen ice blocks. When they're not breathing run up to it and slash so its all gone, or it will regenerate.
Ganondorf.
The final boss of the game.

Gerudo Guard.

Fight these ladies at the Gerudo Fortress.

Gibdo.
Very similar to ReDead, only it looks like a Mummy. Use the same strategy here.
Gohma Larva.

Little spiders that hatch from eggs. They appear in the Deku Tree. Watch out when their eye turns red for they are ready to pounce. Just slash them to kill them, but try to get them before they hatch out of the egg.

Gold Skulltulla.
Same as the regular ones, only you can't target them. Destroy any of the 100 of these to get a token.

Green Bubble.
A flying skeleton head in green flames. Use your shield to get rid of its flames then slash it with your sword. You can also use the hookshot to stun it then slash it.

Guay.
Almost identical to Keese, but look more like crows. Use the same strategy.
Iron Knuckles.
An armored knight with an axe. Spirit Temple mini-boss.

Keese / Fire Keese / Ice Keese.
Flying bats. Target them and use arrows or a slingshot, but if you want to save ammo, use a boomerang or hookshot. Sometimes some are already on fire, but the normal ones can become Fire Keese if they fly through fire.

King Dodongo.
A very large version of a Dodongo. Dodongo's Cavern boss.

Leever.
These annoying creatures appear in the desert. There is no point in trying to kill them because they just come back. Since they aim for you in a straight line, keep changing direction to dodge them.
Like Like.

This tannish colored blob will try to suck up your tunics and shield. Try to slash it while its not trying to suck you up. Make sure you get your shield and tunic after its dead if it took them.
Lizalfos.

Lizard guards. They jump around a lot. Try to get in some good sword hits on these guys.
Mad Scrub.

Very similar to Deku Scrubs only they run away after use your shield to bounce their nuts back at them. Slash them after they run away. They don't give you tips, though.

Octorok.

Octupi that live in the water, of course. Bounce back their rocks at them with your shield to get them, but watch it, if you get to close they disappear.
Moblins.

These guys only appear in the Sacred Forest Meadow. Use the Z button to try to see them around the corners. When they're facing the opposite way, use the hookshot on their back.
Morpha.

A strange small creature that can morph water to its will. Water Temple boss.
Peahat.

A large strange rotating creature that sometimes spits out Peahat Larva. Try to attack its roots. Watch out because it flies uneven and can cause damage when you get close.
Peahat Larva.
Mini Peahats. Just use your shield to block them.

Phantom Ganon.

A duplicate ghost of Ganondorf. Forest Temple boss.

Poe.

An evil ghost that carries a lantern. There a couple variations of these. Some will disappear when targeted.
Poe Sisters.

The 4 Poes that appear in the Forest Temple. Forest Temple mini-bosses.
Queen Gohma.

A huge mother spider that lays Gohma Larva. Deku Tree boss.

Red Bubble.

Skulls on fire that usually appear around lava. You can usually ignore these most of the time since they don't often get in your way.
ReDead.

Basically zombies. They will try and paralyze you if they see you. Try to get behind them and attack them or use the sun song to paralyze them.
Shabom.

Bouncing bubbles that appear inside Jabu-Jabu. Use projectiles or Deku Nuts.
Shell Blade.

Clams that appear underwater. Its best to use the hookshot on them quickly after they've opened their mouths.
Skulltula.

Small spiders that usually are on walls or vines. Use a projectile weapon.
Spikes.

An indestructible spike that moves in a pattern. You can roll attack (forward + A) right through it and not get hurt!
Spike.
The enemy version of spike. They are a ball with spikes that rolls around. Attack them when they retract their spikes.
Stalchild.

A skull kid.  Just use your sword. Sometimes you will knock off their skull.
Stalfos.
A skeleton guard. Try to hit it right before it swings at you. If you are lucky enough to get behind it and swing at it, you will do more damage.
Stinger.

A floating creature underwater. Use bombs or lure them out of the water then use a projectile weapon.
Tektite.

A red spider. They jump around, so try to attack it after its landed. Its also fun to flip it with a hammer.
Tentacle.
A tentacle in the ceiling of Jabu-Jabu's Belly. If you get too close it will get you. Use your boomerang.
Tiles.
Magical flying tiles that try to hit you. Either dodge them or slash them to dispose of them.
Torch Slug.

Slugs that are on fire. Just use your sword. Make sure you kill them before their fire comes back.
Twinrova.
Twin witches of Fire and Ice. Spirit Temple boss.

Volvagia.

A long fire dragon. Fire Temple boss.

Wallmaster.

Navi will warn you when these guys are around. Watch their shadow and dodge before they grab you, or say hello to the beginning of the dungeon. Attack them before they go up to the ceiling again.
White Bubble.

Flying Skulls. Try to attack them with projectiles when they stop.

Wolfos / Ice Wolfos.

A wolf that runs around you in circles. They try and block your attacks, so try to hit them right before they attack. Spin slashes also work well. The Ice ones are bigger and white.
