GOLDEN SUN SPEEDRUN ROUTE PLAN
VALE (night)

· Up, to stairs on right, up and left to bridge, collect Garet, down a flight of stairs and to the screen on the left (Kraden’s)

· Left and up, talk to the dying guy, down and right, off screen

· Down, to a flight of stairs, Jenna cutscene

· Down, across the bridge you just walked under, off to the right

· Right, down to plaza, walk around water anti-clockwise

· Back the way you came, to the bridge, boulder falling cutscene

· Back across the bridge, losing battle against Saturos/Menardi

Three years later…

VALE (day)

· Long cutscene

· Go to Kraden’s

· Cutscene with Kraden

· Go to Mt Aleph – wait until guard is in shadow before approaching second time

· Enter Sol Sanctum

Target time: 15 minutes, <end segment>
SOL SANCTUM

· First stepping stone puzzle: enter on the right

· Next room is left, down, left

· Second stepping stone puzzle: middle to collect Small Jewel, right to put it in place, exit on the left

· Cutscene with Kraden, exit to right, through another corridor

· Right and up, left at 4-way crossroads for Small Jewel

· Set Isaac’s Move to L, minotaur’s head on far left and exit on far right

· Right, up, right to Sol room

· Right to Luna room

· Down, right to appear above Sol and Luna rooms

· Past Luna room to Sol room, deactivate trap

· Move the four statues into position, bottom left first
· Go into Sol room again, enter Elemental Star room

· Long Kraden cutscene

· Big Stepping Stone puzzle: top right and around for Venus star, then up to Mercury, back to main platform

· Down and left to Jupiter

· Long cutscene – to get Mars star, top right, then up and left, down at last crossroads, Wise One cutscene

· Retreat and return to Vale

VALE
· Long cutscene involving Isaac and Garet running around in circles

· Exit Vale for World Map

Target time: 45 minutes

WORLD MAP

· Collect Flint

· Right and down to Vault

· Hammet cutscene

VAULT

· Meet Ivan in the uppermost house on the left
· Go to Inn, heal

· Pick up Mint on lower level??

· Go to upper level

· Activate cutscene, and walk straight back out

· Quickly surround one of the thieves

· Up to hole in Inn roof <end segment>
· L to move crate, fight Bandits

· Battling Tips: Alternate between Flint, Venus and Quake for Isaac. Garet should use Flare, and Ivan Ray. Have Garet use Herbs as needed.

· Exit Vault

Target time: 1 hour

WORLD MAP

· Right, up and right to Goma Cave

GOMA CAVE

· Push log to move up ladder, L to move log toward you, L to attempt to move viny log

· Ivan joins your party!

· Set Whirlwind to R, use R, L, enter

· Jump to the left at first opportunity, into door

· Right and move the log to it’s highest position, then down and through next door

· Clockwise through to next door

· L to move log, move other log right, return the way you came
· Continue clockwise to next door

· Fight Forge [first Mars Djinni]

· Through other door

· L to move log, up through another door

· Out of Goma Cave, stop in Bilibin

BILIBIN

· Up, past the statue and right up the stairs, clockwise around top level, R to Whirlwind, L to move statue and collect Gust [first Jupiter Djinni]
· Exit the way you came
WORLD MAP
· Up to a bridge, left, down a bridge, left, up another bridge and into Bilibin Cave

BILIBIN CAVE

· Set Flint to Garet, use Growth and use the top entry
· Collect Elven Rapier
· Go left, up and right
· Through this room and out
WORLD MAP

· Anticlockwise, down a bridge, clockwise to Imil, save
<end segment>

IMIL

· Use L+Select+Start to emerge in the Sanctum, talk to the girl inside, pick up Lucky Medal from top left gravestone
· Enter the house at the front of the town, collect Empty Bottle at back of house
· Stop at Inn
· L to move snowman left, continue around anticlockwise, enter ice maze
· Directions for ice maze: right, up, left, up, left, up, right, up, left, up, right, up
· Collect Fever [second Mars Djinni]
· Exit the ice maze: <directions here> and leave Imil for Mercury Lighthouse
MERCURY LIGHTHOUSE

· Talk to Mia and use L to move the statue

· Standby all Djinn, defeat Lizard Man with summons
· Straight through next three rooms

· L to move statue for Mia (Mia joins your party!)

· Manoeuvre through pipe maze room

· In the next room, go around the outside of the room, push the statue onto the switch, drop onto the lower level and progress

· Drop onto a platform, move up to the statue and let Mia use Ply

· Take the flashing platforms anticlockwise to get out of the central room

· Enter the second waterfall

· Second pipe puzzle: go around and push the highest pipe upwards, then the other horizontal upwards and finally the vertical left. Return to previous room afterwards

· Third pipe puzzle: push vertical pipe left, then right, then left again, then push the horizontal pipe in the way and push the vertical one right again. Return to previous room, move the statue and progress

· Ignore the first four statues, after two ladders use L to move a fifth

· Move pipe upwards to reveal a door

· Enter fourth waterfall, save <end segment> and fight Sleet
· Heal to maximum HP at this stage

· Exit waterfall room

· Walk through two more rooms

· Enter sixth and final waterfall

· L to move statue

· Through another room, Ply statue, up to Aerie

· Fully heal, pick up Psynergy Stone and save <end segment>
Target time: 1 hour 30 minutes

BOSS BATTLE: SATUROS

· Djinn setup: <currently under review>
· Saturos’ attacks: Heat Flash, Fireball, attack, Fireball, Heat Flash, attack, Eruption, attack, repeat.
· Battle plan: <under review>
<end segment>
MERCURY LIGHTHOUSE

· Very long cutscene ahead

· Collect Hermes’ Water from entrance

· Change Djinn to: Isaac – Forge/Fever, Garet – Fizz/Sleet, Ivan – Flint, Mia – Gust
· Set Avoid to R and use it before you exit the Mercury Lighthouse

WORLD MAP

· If any party members are dead, they should be revived in Bilibin, not Imil, to avoid a cutscene

· Work backwards through Bilibin Cave, stopping in Bilibin to revive if necessary

· Use L to move the box downwards at the barricade

· Go to Kolima Forest

KOLIMA FOREST

· Long cutscene ahead
· First log puzzle: go right and push a vertical log into the water, take the path this cleared (not over the water), push another vertical log left and exit left

· Second log puzzle: go down and around first section, move horizontal log down and progress

· Third log puzzle: move vertical log left, upper horizontal log down, vertical log right, lower horizontal down, upper horizontal up, vertical left and progress

· Water log puzzle: drain water, move highest vertical log left, replace water and progress over the logs

· Enter Tret Tree

· Left and up to vine

· Down and right, across crumbling platforms to right exit

· Right, up vine and back inside

· Down, clockwise around and up to vine
· Bottom exit in this room

· Right, up vine, left, up, left and up to Breeze [second Jupiter Djinni]

· Left into tree, ignore treasure chest, drop down one level

· Anticlockwise to left exit

· Left, down, left, up vine, right, up and into tree

· Jump on four crumbling platforms, then back onto the third

· Face Tret <end segment>
BOSS BATTLE: TRET

· Djinn setup: Isaac – Forge/Fever, Garet – Fizz/Sleet, Ivan – Flint, Mia – Gust/Breeze

· Summon rush first turn

· Attack with strongest single-target Psynergy afterwards

KOLIMA FOREST

· Retreat, heal Tret with the Hermes’ Water, then Retreat again

WORLD MAP

· Go to Kolima

KOLIMA

· Go to Inn to heal if necessary

· Go into the back of the tree at the bottom right, go through the cave to collect Granite [second Venus Djinni] and exit both the cave and the town

WORLD MAP

· Go through the Kolima Bridge, skipping the Fuchin Temple and going to Mogall Forest

MOGALL FOREST
· First room – down

· Second room – right (to cross the river, vertical log right, horizontal log down, vertical log left, horizontal log up)

· Third room – down

· Fourth room – L to move the rock, move the log down, move the other log down, move the vertical log left and approach Quartz [third Venus Djinni]

· Retrace your steps and eventually proceed left

· Fifth room – left yields Elven Shirt (equip to Ivan), correct path is down

· Sixth room – upper vertical log right, lower horizontal log down, lower vertical log into the river <end segment>
· Seventh room – cross bridge to do battle with Killer Ape

BOSS BATTLE: KILLER APE

· Djinn setup: Isaac – all Mars, Garet – all Mercury, Ivan – all Venus, Mia – all Jupiter

· Summon rush first turn

· Weak to Mars – use as much Mars Psynergy as possible

WORLD MAP

· Left and up to Xian

XIAN

· Go to Inn

· Into the pen, open jar at top left for Lucky Medal

· Out and up, wait for the water to be in the right spot then talk to the woman, standby all Mia’s Djinn to get Frost, collect Mist [third Mercury Djinni] and exit <end segment>
WORLD MAP

· Go north to the small island and fight Corona [third Mars Djinni]

· Go back down and left towards the Alpine Crossing, then up and left again to Altin

ALTIN

· Stop at Inn

· Enter the first cave

· Follow the Living Statue

· Standby all Djinn and use maximum level summons to defeat it

· Give Mia the Frost Jewel, set Frost to R, and use it on the puddle

· Exit the first cave and enter the second

· Follow the track through two rooms, then go left at the start of the third

· Pass the minecart, flip the switch and then jump in the minecart

· Defeat the Living Statue the same way you beat the first one, then Retreat

· Go back into the cave, and instead of following the track, go straight ahead and into the next section

· Go right to the minecart, jump in, flip the switch, then jump in the minecart twice more

· In the next room, down at the fork (left leads to a Mimic)

· In the next room, use Frost on the puddle before climbing the ladder and going into the next room
· Climb down the stairs, use Frost on the puddle, then go to the far left set of stairs and flick the switch, then go to the middle set of stairs, jump on the ice pillar and jump in the minecart
· Fight the third Living Statue and Retreat again

· Exit the second cave and proceed down to the third

· Right at the first fork, follow the tracks for two rooms

· Right, down, first right, down and right, then follow the path around

· Pass the raised platform with the minecart on it, use L to move the log and R to Frost the puddle, climb the ladder, use R to frost the two puddles, flip the switch, then jump in the minecart twice to reach Spritz [fourth Mercury Djinni]

· Jump back in the minecart, and climb the ladder to exit

· Left at the fork, then follow the path around

· Move through the rock maze towards the pillar, read the sign, Garet will kick the rock down

· Climb down the track and standby all Djinn before the Hydros Statue <end segment>
BOSS BATTLE: HYDROS STATUE

· Standby all Djinn such that Fever returns to Isaac as early as possible

· Turn 1: summon rush

· Turn 2: Ragnarok, Heatwave, Storm Ray, Ply on whoever has sustained most damage

· Turn 3: Ivan uses Flint, Mia uses Gust, Isaac uses Fever – this should deliver the finishing blow

ALTIN
· Collect the Lift Gem, set it to whoever, and Retreat
· Lift the rock to go straight ahead
· Left, then first up to another Lift rock, then proceed out of Altin to Lama Temple
LAMA TEMPLE

· Heal, then pick up the Psynergy Stone and get Reveal from Hama

· Proceed to Lamakan Desert

LAMAKAN DESERT

· Set Reveal to L

· Reveal the first stone structure you go past for an oasis

· Up at the first fork, Reveal the next stone structure for another oasis

· Up at the second fork, Reveal a Vulcan Axe, then backtrack and go right

· Exit the first section without Revealing again (you’ll take damage before you leave)

· Stay on the darker land, then up and left and Reveal another oasis

· Up and left again and on the left is Smog [third Jupiter Djinni]

· Give Smog to Mia, and Spritz to Garet so he learns Wish

· Left and down to another oasis

· Left and a little down to exit this section

· Cross the two sandfalls and work your way around the path until Revealing a path through

· Follow the path in this cave

· Left and up to the stairs, cross the two sandfalls, then down the stairs, standby all Djinn, and Reveal Manticore <end segment>
BOSS BATTLE: MANTICORE

· Give any Crystal Powder you might have to Garet
· Summon rush first turn

· Turn 2: Isaac – Ragnarok, Garet – Crystal Powder, Ivan – Storm Ray, Mia – Tundra. Manticore should fall.

· If any character dies, restart the segment.

LAMAKAN DESERT

· Go through the cave revealed to the exit

WORLD MAP

· Go to the island up and left and fight Vine [fourth Venus Djinni]

· Proceed to Kalay

KALAY
· Stop at Inn, talk to tour guide in green at the top right

· Go up to the second level of the building in the top right, Move the statue and collect Scorch [fourth Mars Djinni]

· Exit to the left

WORLD MAP

· Down and left to the docks

KALAY DOCKS

· Enter the building and buy four tickets
· Board the ship

SHIP

· Move left – overhear conversation
· Down to captain’s quarters – the man with the anchor charm will walk out
· Collect the anchor charm from the mast
· Go into top room – and up to overhear the two men
· Return to the captain’s quarters and return the anchor
· Go back to the top room and go belowdecks to where the oarsmen are
· The ship finally takes off! <end segment>
· First fight – 3x Man O’ War – downed by Tiamat/Meteor
· Second fight – Lizard Fighter + 2 Rabid Bat – downed by Procne
· Third fight – Virago + 2 Man O’ War – downed by strong Psynergy (wind/fire preferred)
· After each fight, select a new oarsman <end segment>
BOSS FIGHT: KRAKEN

· Kraken is easily afflicted by status – therefore use status-inducing Djinn on turn 1 (Scorch, Mist)

· Turn 1: Isaac – Scorch, Garet – Mist, Ivan – Flint, Mia – Smog
· Turn 2: Isaac – Judgment, Garet – Meteor, Ivan – Procne, Mia – Boreas
· Turn 3: use strongest Psynergy of that character’s type. This should finish Kraken off.

SHIP

· Pick a fourth oarsman and complete the trip
WORLD MAP

· West, past Tolbi, up and left to fight a random Djinni, Hail [fifth Mercury Djinni] <end segment>
· Right and up again to Altmiller Cave

ALTMILLER CAVE

· Complete the first room

· Left around the rocks in the second room

· Left, up and left at the fork to find Babi in the third room, pass him to continue

· Left, down, down and right until you reach two adjacent lights. Go up and weave through the rocks to reach the next room

· To get Squall [fourth Jupiter Djinni]: up the stairs, push the vertical log right, push the lower horizontal log up, use R to Frost the puddle, then push that log back down, go around and push the vertical log left, then push the upper horizontal down. Standby all Venus Djinn and it should only take one turn

· To exit, go to the right and push the log across

· Down, left at a fork, down again, and you’ll approach a mass of rocks. Stay down to avoid them, then left and up, and right to go around them again, up and left to the door

· Ignore the logs – go around them and anticlockwise around the room on the higher level to the door

· Now follow Babi’s directions: “Turn the left rock, then the right rock, then the rock which associates with the colour on the wall. The colours are blue, green, white, yellow and red.”
· Collect Babi’s draught and Retreat, but before you leave, go back in and give Babi the draught.

WORLD MAP

· Go right to the Kalay Docks and get Ground [fifth Venus Djinni]

· Go back to Tolbi

TOLBI

· Go right, use Growth, then R to Frost, then move back around to the front of the town
· Go around to the icy log created by Frost and get Ember [fifth Mars Djinni]
· Enter the Tolbi Spring and get two Assassin Blades (<end segment> before attempting each)

· Note: it takes two throws to get an Assassin Blade. Therefore you need four Lucky Medals at this point.

· Enter Colosso

COLOSSO

· You must win the first two fights

· Where you place the characters is not important as you will probably win the race anyway

· <end segment> before each match – this will guarantee a Scorch stun

· In battle, use Scorch, then Fever, then Meteor. This will fell Azart, but Satrage will need a bit more help from Ragnarok or Oil Drops
· At the third fight, standby all Djinn and wait for Navampa to get the better sword, then just attack until you are defeated.

BABI’S PALACE

· Fairly long cutscene – but after it ends, remember to hop out of the bed

· Go to the top of the palace to meet with Babi
· Exit Tolbi and go south to Gondowan Passage, collect Iodem and continue

WORLD MAP

· Pass by Suhalla and enter the desert

SUHALLA DESERT

· Left sandstorm, then right (before each, standby four Venus Djinn to ensure a one-turn kill)
· Middle sandstorm, L to Reveal a log to get Flash [sixth Mars Djinni] <end segment>
· L to Reveal the log again and move down, dodging the Storm Lizard to reach the exit

· Run through to Suhalla Gate

SUHALLA GATE

· Up the stairs
· Past the second screen <end segment>
· On the third screen, drop off the third ledge to fight Dew [sixth Mercury Djinni]

· Climb back up on the path

· Down the stairs and out

WORLD MAP

· Progress right to Venus Lighthouse
VENUS LIGHTHOUSE

· Enter the lighthouse

· Skip the first room, use L to Reveal in the second and pick up the Carry Stone – equip to whoever

· Exit this room, take the top exit and go left

· Go around to the top exit, use your new Carry Psynergy to progress

· Use L to Reveal again in this room to progress

· Talk to the statue and ensure the lights on the room take the right hand path, then Retreat and exit to the right

WORLD MAP

· Progress right, up and left to Lalivero

LALIVERO

· Enter the weapon shop forward and right of you, climb the ladder and move around the city walls to Torch [seventh Mars Djinni]

· Buy some armour while you’re there? Your armour is very weak for this stage of the game
· Retrace your steps and exit to the north

· Enter Babi Lighthouse

BABI LIGHTHOUSE

· Skip the first screen

· On the second screen, enter the hole on the left, set Move to R, and Move the pillar to the left, and re-emerge
· Push the pillar to reveal the hole on the right – again, Move the pillar to the left and continue ahead

· Use Growth on the plant, climb up and enter the door

· Slide down the chute to get Luff [fifth Jupiter Djinni] <end segment>
· Slide down this chute also, then go up to the left, up two sets of stairs

· Slide down the top chute and enter into the cutscene with Faran

· L to Reveal and open the door

· After the cutscene, L to Reveal again and open the door

· Progress through the room with the statue, confirm that the lights are on the right hand path

· R to move the right hand pillar downwards, then push it two spaces right and continue

· Push the pillar with water in it onto the water droplet switch, then Douse the second pillar and push that onto the other switch
· Straight down through the next room

· Douse to fill the pillar with water, R to move it twice, push it into the far top-right position, move up a level and use Frost on it, then go up to the top level and continue

· Hop over to the central platform and enter the door

· Push the five statues into the following positions, from top left: Red, blue, yellow, green, purple

· Go through two doors to enter the Venus Lighthouse

VENUS LIGHTHOUSE

· Heal fully and pick up the Psynergy Stone <end segment>
· Take the top exit in this room, and the far left exit in the next

· Set Carry to L

· Push, then L to Carry the block you see, so you can jump the gap and continue

· Go around the door in front of you, run along the sandfall and continue through the door

· Enter the third sandfall from the left
· Right at the fork in the road, then once off the blocks left and down

· Push the block into the hole in the ground to continue

· Hit the switch to switch the sandfalls, and go back to that very room by using the platform that moved

· Cross the sandfall into the next room

· Go down the ladder, R to Move the left pillar downwards, then push the upper pillar across, and use it to enter the door
· Climb down the ladder, down and up the other ladder and continue

· Through a very small room

· You now have to push three blocks into any of four holes. Put the one with the horizontal line in the bottom-left hole, the one with the _| shaped line in the bottom-right hole, and the other block in the top right hole.

· Hop across the blocks and sandfall to the top-left area, take the lower exit

· Enter the sandfall on the left (the one on the right has Dragon Scales)

· Through another small room

· Push one of these blocks to the far left, then L to Carry it onto the nearby scales, then do the same with a second block and progress to the next room

· Hit the switch so the left sandfall in the central room appears

· Cross the newly created gap so you can get back into the central room

· Take the left sandfall downwards and enter the door
· Exit this room to the right

· Go down and right to get the Gaia Blade in this room, equip to Isaac, exit the room by going up

· Go right and exit this room

· You now have four blocks to pick from. The vertical block goes all the way to the bottom right, the |¬ block goes at the very top left, the |_ goes just below it, and the final block goes directly underneath the far top-right hole. After all that, continue along

· Hit the third and final sandfall switch, jump the gap and go past the platform that takes you to the aerie (!!)

· Go down to the exit of this room and you will emerge at the top of the middle sandfall. Cross this and the right sandfall to get to the area in the top right
· Go through one more room, and you’re at the top! Fully heal, pick up the Psynergy Stone and it’s time to enter the two final fights <end segment>
BOSS BATTLE: SATUROS AND MENARDI

· Djinn setup: Isaac – 4 Venus, 1 Mars [Forge], three Venus on standby, Granite set
· Garet – 6 Mercury, Fizz set, rest on standby such that Spritz comes back first
· Ivan – 6 Mars, including Flash, 4 on standby, Flash set

· Mia – 1 Venus [Ground], 5 Jupiter, 4 Jupiter on standby

· Turn 1: Isaac summons Judgment [targeting Saturos], Garet summons Boreas [targeting Menardi], Ivan summons Thor [targeting Saturos], Mia uses Ground on Saturos

· Turn 2: Isaac uses Forge, Garet uses Fizz on Mia, Ivan unleashes Flash, Mia summons Meteor [targeting Saturos]

· Turn 3: Isaac uses Granite, Garet uses Spritz, Ivan sets Flash, Mia does whatever (Psynergy or attack)

· Turn 4: Isaac uses Vine, Garet uses Sleet, Ivan uses Flash, Mia does whatever

· Turn 5: Isaac uses Flint, Garet summons Boreas [targeting Saturos], Ivan sets Flash, Mia uses Wish (she now has four Jupiter Djinn set)

· Turn 6: Ivan uses Cybele – both should fall.

BOSS BATTLE: FUSION DRAGON

· Another cutscene splits these two fights, meaning you lose all your attack bonuses and don’t get to reset Djinn

· At the start of the fight, only Forge should be on standby. Everything else should be set or in recovery

· Turn 1: Isaac does whatever, Garet uses Mist, Ivan uses Flash, Mia uses Wish

· Turn 2: Isaac uses Granite, Garet uses Hail, Ivan sets Flash, Mia uses Wish

· Turn 3: Isaac uses Vine, Garet uses Fizz (doesn’t matter on who), Ivan uses Flash, Mia uses Wish

· Turn 4: Isaac uses Flint, Garet uses Spritz, Ivan sets Flash, Mia uses Ground

· Turn 5: Isaac summons Judgment, Garet uses Sleet, Ivan uses Flash, Mia summons Boreas

· Repeat until Judgment and Boreas are available again. This should be enough to fell the Fusion Dragon.

LALIVERO

· After a long cutscene, you are transported here, only to be met with another cutscene.

· Leave Faran’s house and attempt to move away. You will be drawn back and Iodem will give you the Black Orb

· Now you can go to the building at the far left of the town and board the ship

· Go to your item inventory and use the Black Orb. The game is now over!

SEGMENT PLAN

1. Vale (prologue)

2. Sol Sanctum – Vale – Vault

3. Vault – Goma Cave – Bilibin – Bilibin Cave – Imil

4. Imil – Mercury Lighthouse

5. Mercury Lighthouse

6. Saturos

7. Mercury Lighthouse – Kolima Forest – Tret Tree

8. Tret – Kolima – Mogall Forest

9. Killer Ape – Xian

10. World Map [Corona] – Altin – Altin Mines

11. Hydros Statue – Lama Temple – Lamakan Desert

12. Manticore – World Map [Vine] – Kalay – Kalay Docks – Ship

13. Ship

14. Kraken – Tolbi Docks – World Map [Hail]

15. Altmiller Cave – Kalay Docks – Tolbi – Tolbi Spring [Assassin Blade]
16. Tolbi Spring [Assassin Blade]

17. Tolbi – Colosso

18. Colosso [1st fight]

19. Colosso [2nd fight] – Babi’s Palace – Tolbi – Suhalla Desert

20. Suhalla Desert – Suhalla Gate

21. Suhalla Gate – Venus Lighthouse – Lalivero – Babi Lighthouse

22. Babi Lighthouse – Tunnel Ruins – Venus Lighthouse

23. Venus Lighthouse

24. Saturos and Menardi – Fusion Dragon – Lalivero

L/R SHORTCUT PSYNERGY
· Sol Sanctum: L: Move (Isaac), R: N/A

· Goma Cave: L: Move (Isaac), R: Whirlwind (Ivan)

· Mercury Lighthouse: L: Move (Isaac), R: Avoid (Garet)

· Altin Mines: L: Move (Isaac), R: Frost (Mia)

· Lamakan Desert: L: Reveal (Ivan), R: Frost (Mia)

· Babi Lighthouse: L: Reveal (Ivan), R: Move (Isaac)
· Venus Lighthouse: L: Carry (Isaac), R: Move (Isaac)

WEAPONS/ARMOUR

· Bilibin Cave: Elven Rapier to Garet

· Lamakan Desert: Vulcan Axe to Isaac

· Tolbi: Assassin Blade to both Garet and Ivan. Whatever armour you get before each one should also be put to use

· Venus Lighthouse: Gaia Blade to Isaac

GENERAL BATTLING TIPS

· Prologue: not worth the effort, run from everything

· Vale -> Mercury Lighthouse: after each fight, put all your Djinn on standby and deal in summons
· After Mercury Lighthouse, Avoid starts to come into its own. In Tret Tree you shouldn’t even fight anything!

· However, as soon as you set foot over the Kolima Bridge, Avoid becomes useless. Revert back to the summon strategy
· From about Xian onwards, you can get away with just using Psynergy in random battles. You should have at least two of each element with the way the Djinn are split, so you can safely expect to deal with most parties in one round

· When fighting Djinn throughout the game (this refers to both random battles and otherwise) you should standby as many Djinn of its opposite type as possible in order to set up a one-turn kill
· In Venus Lighthouse part 2, there is a huge jump in the power of enemies, and some can kill party members in a single turn. As a result, four of each Djinn type should be kept on standby – except Venus, because Ivan holds them and he needs sufficient speed and power to deliver the attacks
