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Boss Guide

Note – A boss for me is a large enemy that must be beaten or passed to progress in the game. Not always you must kill them.

Island of Tranquillity

Boss One

Great White Shark
Level Two – Perils of the Coral Reef

Difficulty - ***

This shark is much larger than the ones before. Charging and ramming it will only piss it off, so don’t do it! This is a battle of wits, not strength. If you sing to the Vision Glyphs, they will show you a hole in the coral and the Power of Vigour stuck in-between the shark’s jaws.

Now, the trick to win is that you use the Song of the Shark to get the shark’s attention. The shark will come tearing after you; don’t get caught or you’ll be used as a chew toy. Swim through the hole in the coral and the shark should follow you.

Once the shark is stuck, touch the Power of Vigour to access this power. Move away swiftly or the shark will nab you as it escapes. 

Now, to kill the shark, you can lure it through the hole again and attack using the Power of Vigour as it alone can damage the shark. Or you could sit in the hole with the power and wait for the shark to swim past, shooting out and attacking it. About five to six hits should do it.

Boss Two

Great Octopus 
Level Three – Trial Without Error

Difficulty - **

This boss is a shove-over. As long as you don’t get too close or hit by the ink clouds, you’ll be fine. The exit of the level is to the right of his head, but it means you must get past all those tentacles that grab you every time.

Take the dolphin you save from sharks in the cave with you. He’ll say that if the two of you work together, you may be able to get into the cave. He’ll swim straight up to the octopus, which grabs him. Don’t worry; the octopus doesn’t kill him, casting him aside rather like it does to you. But, while it is occupied with the dolphin, slip past into the exit.

Boss Three

Moray Eel
Level 4 – Four Ways of Mystery

Difficulty - *

This is the easiest boss to get past. Don’t go near his cave on the ceiling, he’ll lash out and wrap you snugly in his jaws. You need to distract him. Seek out the recluse dolphin, which teaches you the Song of the Ray if you bring him a certain fish.

Then, find the Manta Ray in the other caves and send it to the main chamber. From there, send it towards the Moray Eel’s hole. The eel will lunge at the Manta, but the ray is too large and the eel will be confused. Use this moment of confusion to slip past into the cave.

Boss Four

Moray Eel
Level 6 – Roaring Forces

Difficulty - ***

One word – Stealth. Collect the Power of Endurance from behind the waterfall if you wish and the Power of Air from a small cave directly opposite the Eel’s hole. The Power of Stealth is in front of the hole. While you are invisible, slip past. But, the power runs out just before you get away.

One word from here on – Flee!! Charge or pump the swim button. You must dodge the jellyfish, falling rocks, sea urchins and the shots of lighting from the eel all at once! If you want the easy job, take the right hand split each time. If you get to the end, a cave in blocks the eel behind you and you’ve won.

Man’s Nightmare

Boss One

Prime Mover Dolphin

Level 8 – Shrine of Controversy

Difficulty - ***

When the dolphin Pilot leads you to his mother, be prepared for a challenge. She will attack with amplified sonar, which really hurts if you are hit. You, on the other flipper, (excuse the pun) need to charge her.

Don’t sit still as you’ll be a sitting guppy. Keep moving and ram the Prime Mover every chance you get. After about six hits, she’ll claim you are the winner of the duel and agree to help you get the Labour Harness.

Boss Two

Sea Scorpion

Level 11 – Blades in Motion

Difficulty - ****

This brute is tough! But his patterns are quite predictable, and as of thus, you can use this to your advantage. He lunges from one of the four holes and goes after anything he can get his clawed limbs on. If it is you, bash the charge key to break free before he stuffs you down his throat.

The fish are the key to success. They always swim to the opposite side of the arena that the beast is going to emerge. Simply stay with them and he won’t be able to reach you. They also provide health it the creatures attack you.

The green frog-like things are very important, even if they attack you. When the beast grabs one of these, ram it’s stomach and it’ll flee into another tunnel. Simply repeat the process until you hit him about four times and he’ll flee in terror through the rocks at the bottom. Then you follow him down.

Boss Three

Mutated Shark

Level 12 - Perpetual Fluidity

Difficulty - *

Just use the information from the Glyph outside the shark’s room, ‘Cage is a prison that protects both sides.’ Swim inside the crashed tower for protection, activate the button and flee to the safety of the now-open door. Piece of cake!

Boss Four

Doomsday Machine
Level 14 – Sleeping Forces of Doom

Difficulty - *****

This has to be one of the toughest boss in the game. The four tentacles make it very annoying. Sonar the crystals that appear in the arena to destroy the shield and sonar the rocks that the arms grab or the shield will begin to re-appear as the arm sucks up the crystals power.

Once you smash enough of the shield, the arena will turn black and blue light will burn out of the power core. This hurts you and burns up the arms. If you die, the burnt arms remain dead, making it slightly easier.

Once the arms are all dead, sonar the crystals into the shield until the power core is destroyed. Then, go to the centre and swim down to finish the level.

Dolphin’s Nightmare

Boss One

Clan Torturer

Level 16 – Entrapment 

Difficulty - ****

This guy fights just like the Prime Mover except that he’s slower. Don’t expect too much movement of this guy, he’ll charge you every now and again, but he’s not as fast as those annoying ones outside. He’ll mainly use his sonar to blast you. Dodge the sonar and hit him with a charge. He takes a few more hits than the Prime Mover though.

Boss Two

Mutant Crocodile
Level 17 – Caverns of Hope

Difficulty - ****

Tough, tough, tough! This guy is quick and lethal. To beat him, you can use the Power of Sonar and drop a stalactite upon him, which is incredibly hard, but beats him instantly, a one-hit-kill.

The other strategy is to lure him to the stalagmites, where you are safe, and as he turns around, ram him in the belly. This takes about five shots though. Once defeated, he flees through the rocks at the end, opening a path to the exit.

Boss Three

Ice and Fire
Level 21 – Ice and Fire

Difficulty - ***

In order to beat this boss, you must cancel out each element. If the Clan dolphin is using fire against you, lure him into the ball of ice or an ice-cube floating in the arena. And vice versa, if he has ice on his body, lure him to the fireball at the top. And once he is confused, ram him. A number of hits will cause him to explode.

Boss Four

Giant Squid
Level 20 – Hanging Waters
Pt – 2 

Difficulty - ***

You’ll notice this on Level 20. This is because Hanging Waters is split into three separate sub-levels, a Clan exalted one in each interval, plus this boss. All you have to do is find the three buttons and deactivate them.

Follow the path to the left of the bubble before the squid. Near the start, you’ll see a bubble, remember this, as it’s important. Follow the path until you are thrown into a bubble. The first button is here. Then return to the start.

From here, leap into the bubble you saw earlier. This leads into a cavern with a split. Both left and right lead to a button. The left split requires you to use the trumpets to find your way, while the right requires skilful jumping. Go to the left, as it ties back into the right path, killing two birds with one stone. Activate these two buttons to send the squid plummeting to its death, return to the start, activate the button here and carry on with the level.

Boss Five

Inferno

Level 22 – Abyss of Inferno

Difficulty - **

This is a piece of cake. See those large red rocks that float in the arena? They are both Inferno’s and your weapons. Knock them with your charge into Inferno and back up, as it’ll explode on him. Watch out when Inferno does this to you. After he’s confused, charge him. Do this a few times and ‘Kaboom!’

Or, just swim about, ignoring him. He’ll eventually kill him-self.

Boss Six

Mutaclone
Level 23 – Mutaclone 

Difficulty - ****

To begin, Mutaclone is surrounded in a shield, so you can’t attack at all. Instead, dodge his shots and smash the yellow rocks on the ground. Be warned, once you smash all the rocks, you’ll become confused and your controls will be reversed, plus Mutaclone will start to use rapid-fire on you. The biggest rock remains active, remember this…

Then, the shield will drop and there will be three Mutaclones. Charge two of them and the last will come after you after you charge the last. Lure him to the largest rock and entice him through. Mutaclone will become confused from the gas, and then charge him. Do this a few times and he’ll detonate.

Domain of the Foe

Boss One

Foe Queen
Level 24 – Chance of Reckoning

Difficulty - ****

In order to beat this atrocious beast, you must first raise the water level to cover her head. To do this, you must knock the rocks into the whirlpools. The first two are easy enough, if you can dodge the attacks of the Foe. The last, you must obtain the Power of Sonar and destroy the rock. Then, place in the loose stone to clog it.

Once the water level rises, you may attack the Queen. Use the Power of Sonar to blow away the shields protecting her eyes. Then ram the eyeball with the Power of Vigour to destroy it. Be quick to escape as her tongue will reach for you and if you’re caught, as you’re less than a bite-sized snack for the Queen. Once both eyes are destroyed, get behind her and there will be another eye, her ‘backbone’. Destroy it and the Queen will open a passage to a tunnel. Swim down there to finish the level.

Boss Two

Caretaker
Level 25 – The Hatchery

Difficulty - **

This is a piece of cake. Swim over to the opposite side, killing the Shark-Foe, there are two buttons on either side. When the light shines, sonar the button and it’ll catch the Caretaker off-guard, stunning it and dropping the shield. Rush over and ram it. Repeat this until you’ve done it three times and you’ve won.

Boss Three

Heart

Level 28 – Heart of the Foe

Difficulty - *****

Hard, hard, hard. To win this, you must sit underneath a place where the Foe jellyfish emerge. Sonar them into the heart and when it freezes, ram the heart. This arena is on a timer, as indicated by the blood level at the bottom. If you need air, get above the Foe jellyfish and suck up the air that is released from their bubbles. But if you are fast enough, you’ll not need to worry about the air.

