TGL Any% Corridor and Boss Strategies

General Notes:

Saber Grinding: The Saber and Double Saber make the game calculate hits on every frame while enforcing a frame rule on boss damage. All this calculating makes the game mostly forget about damage boxes, and you can hover in or on most bosses this way without damage.

Chip Refill Glitch: The game tracks the trigger for a chip refilling your health and said chip vanishing a bit oddly on the corners. If you can open a chip container and have blocks on two sides of it, you can approach it from the blocked corner and refill all your health and chips by collecting it once per frame and it not vanishing.

Cut Scene Skips: If you pause the game to the item menu, unpause it and hold down the pause button while entering a corridor, the game will skip the transformation scene. Hold it until you are sure you have skipped it.

Corridors and Bosses:

Intro: Try and get 3 item drops, so the first two drops on the boss will be Hearts.

Defense Battery, Intro Boss: Stay mobile and try to concentrate fire past the wave of shots coming at you to hit the guns. If you stand still, the wave of bullets coming at you will eat most of your firepower before it hits the boss. By mashing and focusing left to right, you can bring down the boss quickly.
Corridor 1: A simple corridor, try to kill enough enemies to prevent lag. No real threats here.

Fleepa, Corridor 1 Boss, Ideal scenario, 4-5 health: Use the Beam Saber, and fly into his mouth as he spawns. Use the saber and follow his pattern down and up, taking the hits from his squid missiles at the bottom of the screen. It should die on the third trip down towards the bottom.

Bubble Crab, Miniboss: If you get to his right side, he almost cannot hit you with his bubbles. Use the Beam Saber on the first one, and the Fusion Cutter on the second.

Spider Walker, Miniboss: Get horizontal with him, and use the Fusion Blaster/Fireball. It should vanish while inside him, allowing you to fire, run a bit turn around and fire, run and fire again.

Corridor 2: This corridor is a bit more frantic but fairly simple. The last part has three pairs of Bubble Shooters to let you take damage for the death warp after the boss.

Clawdaddy, Corridor 2 Boss, Ideal Scenario, 1-2 health: Use the Beam Saber and fly on top of his head as he spawns. Keep the Saber on to negate the front hitbox, and deal massive damage. The sweetspot has your ship just above his waving claw arms. By starting on him you prevent his pattern from being outrageous and avoid his claw missiles. It should explode in about 6 seconds. Death warping after.
Green Leech Flower, Miniboss: Get on his vertical level and fire at him while using the Beam Saber.

Corridor 3: The third song loop introduces meteorites and the bomb pod enemies. Try to hit them with a Saber while they aren’t exploding or you need to deal with about 20 projectiles.

Optomon, Blue, Corridor 3 Boss, Ideal Scenario, Max health, Fusion Blaster, chase him aggressively until you take a hit or two, they try to keep on pressure while dodging. Death warping after, but the reward is an energy tank.
Corridor 4: No real danger here.

Teramute, Corridor 4 Boss, Ideal Scenario, Full Health: 1st appearance: Use the Beam Saber to hit the head and destroy his fireballs. Then, hover on his head and use the saber and blasters for the next two appearances. Death warping afterward.
Crystal Star, Area 5 Miniboss: Use the Double Saber, start above it, and when it homes in on you vertically, try and catch it on the top barrier. It’ll lock him into slow movement and make him an easy kill.

Corridor 5: Pretty tame, the volcanoes at the end can be dangerous. Anticipate them and hit them immediately with a Double Saber.

Zibzub, Corridor 5 Boss, Ideal Scenario 6-8 health: Like a faster Fleepa, use the Beam Saber and follow him up and down. Death warping afterward.
Corridor 6: The Corridor of the Veiled Volcano: Nearly all the threat of this corridor comes from volcanoes. They spawn at fixed points, and the enemies that appear are often distractions to let them fire more shots at you. Focus on them or you’ll die very quickly.

Glider, Corridor 6 Boss, Ideal Scenario, full health : He moves to set locations, just learn them and wait for him with a Saber.

Yellow Slime Maker, Miniboss: Saber him when he appears. That’s about it.

Red Bubble Crab, Miniboss: You’ll fight two of these, basically the same as the ones back in Area 1 but with a much faster firing rate.

Corridor 7: For the initial part of the corridor, the game throws Laser Ships at you constantly. I find hanging on the left side minimizes the dodging required. The green octopi are immune to all weapons except being rammed by your ship and Enemy Erasers.

Misery Mire (Not his real name, but come on), Corridor 7 Boss, Ideal Scenario ¾ to full health: Use the Double Saber to quickly take out the small eyeballs and then hover over the big eyeballs til they go boom. Death Warping after.

Corridor 8: You now have the Level 3 Double Saber, so use it to destroy incoming bullets. The remaining corridors have a lot of stuff coming at you, and since we don’t have the Lvl 3 Fusion Cutter, Double Saber is the way to go.

Red Grimgrin Corridor 8 boss, Ideal Scenario Full Health: Use the Double Saber to follow his movements and try to keep the beam on his central eye to destroy most of his projectiles. Back off and use Enemy Erasers if you are in serious danger or you run out of chips. At about 40% health he will turn yellow and furiously throw out projectiles. Keep that Saber on the eyeball.
Corridor 9: The corridor is fairly tame (well, tame enough) until the 4th song loop, when 15 bomb pods spawn randomly across the top of the screen. Hang up there with Double Saber on at all times and just guess at their positions. If you need to retreat, use Enemy Erasers right after they separate.

Blue SkullGore, Corridor 9 Boss, Ideal situation, full health: Hover below the boss, staying inside the laser beams which do very little damage to you. Attack using your blasters and the fireball. Death warping after

Corridor 10: Is to be experienced on emulator many times to survive using only Double Saber. EEs help but don’t kill the large homing crystals and the Hopping Lasermen.

Red SkullGore Corridor 10 Boss, Ideal Situation Full Health: Fly close to his mouth and use the Double Saber, hopefully it will destroy the nails he fires and lasers, helping to spawn power ups. Death warping after.
Corridor 21 Boss Rush-

· Fleepa - Beam Saber and get up in his grill, should die before his second lunge.

· Zibzub – Beam Saber and follow him up and down, should go down in a hurry.

· Clawbot – Double Saber and stay next to his top part, crossing over when he gets too close to the end of the screen. You’ll take minimum damage from him, but a few unlucky asteroids might lower your health for the next boss. Also, since you are up on the screen top, you’ll likely miss and power ups that spawn.

· Red Optomon – If you have a Level 3 Beam Saber, simply get to his left side with the Saber just below the center of the eye, follow him right and then left. On the left side of the screen, hold left. The Guardian will be turned to the side a bit, so long as you maintain the Double Saber you will destroy the stands and take little damage if any from the Optomon’s body. Repeat til big boom. Note: very dangerous!
· Blue Grimgrin – Double Saber and try to follow him on his side, grabbing any power ups that appear. If things get bad (3 or less health), fall back and equip Enemy Erasers. Mash the A button for about 5 seconds so the Erasers trigger on other explosions on screen, multiplying the odds of a power up. Then carefully retrieve it and resume.

· Red Bombadier – fly to where he appears and use the Beam Saber, if used on his center, you’ll destroy his missiles as well. He appears and vanishes quickly, but is almost no threat at all aside from the asteroids that continue to rain down.

· Final Approach – Hit as many asteroids to get any power ups, you would be better with as much health and chips as possible. Nothing is worse than running out of chips on the Final Boss…

· It – In the blue phase, he will fire a bubble and a seeker rocket at regular intervals while floating on the top of the screen. He also has two claws that block shots and damage you, which It will semi-randomly thrust towards the screen bottom and back up. Use the Double Saber and position yourself so the Saber hits below his eye. Follow him carefully, if positioned right you should destroy most of his rockets. The screen scrolls very slowly, so power ups will linger for a while. Hopefully you can get him to his yellow phase before you run low on health. In the yellow phase, he simply fires his bubbles and rockets more often. This is a good time to retreat and mash Enemy Erasers if you need any health or chips. This phase is much shorter than the Blue phase, and he will soon turn red. In the red phase, he fires bubbles and rockets non-stop, so be sure to place your Saber to stem the tide. If it gets hairy, use Enemy Erasers to fend off the barrage. Continue using the Double Saber to burn him down and become The Greatest Player!

