Strategy Guide for SD Paradise

Welcome to the SD Paradise Strategy Guide, made entirely by Lord Ixzion for RPGMM! What is SD Paradise, you ask? It’s none other than a platforming game designed by Dave Carter! This guide may contain a few spoilers in the story plot, but it is mainly designed to get you through the game without them as much as a Strategy Guide can. :p

Controls

SD Paradise’s star is Sid Grisly, a souvenir shop owner. To get Sid through his world, you must know these commands:
X = Menu

O = Run

/_\  = Jump (where allowed)

Walkthrough

World 1: Anglewood

Objectives (no order):

I. Collect 21G
II. Save Anabelle

III. Unlock Mystery Shed

IV. Defeat World 1 Boss

Notice: For the sake of writing a guide for a 3D game, I have not turned the camera angle either at all or slightly just to see the path.
“There is a tropical storm on the island. All citizens are advised to leave Amberwood at once and board the ferry to safety.” – The Mayor
[Area: Sid’s House]
The initial cut scene explains the situation in Amberwood and the controls of the game. You will be advised to see Sid’s girlfriend, Trisha. Head straight down the stairs and keep going to get out of the house. Collect the 3 coins in the air by jumping (/_\ , remember?) and stop when you come to the fork in the road. Instead of seeing Trisha immediately, take a detour and take the left path (Coins are very important! See Collecting the Coins section for more info).
[Area: Path West of Sid’s House]
In this room, move left to collect the 2 coins and save with the Blue Coin (or Save Coin) if you like. Keep working your way left to get to the next area. 

[Area: Beovite’s Grave]
When you enter this area, walk up the path until you see the Elder on the hill where the grave of Beovite, the greatest defender of Gaisha, lies in peace. Or at least it used to: Beovite’s skeleton is gone! Speak with the Elder and during the dialogue he asks you to get to the bottom of this mystery. Not only that, but the town mascot, Anabelle the Whale, has been beached by the heavy waves of the storm (not to mention enemy squids)! You must get her medical attention! Don’t worry about the Mystery Shed. You can’t do anything with that yet. NOW it’s time to meet Trisha. Head back East past [Area: Sid’s House] to get to the next area.

[Area: Water Mill Path]
Collect the 3 coins in this area and keep moving right.

[Area: Windmill Drive]

In this area, you will see 3 buildings. The house closest to where you came out is Trisha’s House. However, before you do that, climb the ladders on both sides of Windmill Drive (you may need to turn the camera to see them) to collect the 3 coins on the rooftops of the buildings. Two of them are straight-forward, but you may have trouble getting the one that’s with the Red Geccu Plant. What you need to do is get on the left ladder and go to the top left building. Position yourself between the two barrels and THEN jump to get to the other building. Just hold the Plant, as you’ll need it later. Now climb down and go to Trisha’s House.
{Sub-Area: Trisha’s House}

Once in Trisha’s House, go to the right to find her. Talk to her. After she’s finished, be sure to grab the coin! Exit after you grab it. Now, head to the building in the foreground (closest to the screen) and enter it. It’s Dr. Miken’s Laboratory.

{Sub-Area: Dr. Miken’s Laboratory}

Speak with Dr. Miken about Anabelle. He’ll inform you that he needs three types of Geccu Plants (Red, Blue, Yellow) to make a medicine to save her. You have one already, but you need the other two. See Geccu Plant Hunt for a quick chart.  Now leave this building and head for the last house.

{Sub-Area: Dave and Amy-Bob’s House}

It’s Dave and Amy! If you talk to Dave, he asks you a question. Humor him (“yes”). Then you’ll find that he wants a cool item for his Mystery Shed Key #1. Amy also wants something in return for Mystery Shed Key #2. See Mystery Shed Items for more info. When done, exit and keep moving right.
[Area: Path East of Windmill Drive]

In this area, there’s a Save Coin. Saving is a good idea here. Avoid the floating enemies as you work you way to the right, but don’t forget the Nano-bot Crane Toy to the bottom left. The next room is Amberwood 1-1.
[Area: Amberwood 1-1]

This is the puzzle side of this game. The main idea is to grab all of the red gems, avoid the squids, and run up to the pot that follows you around the room to beat the stage. This all relies on your skill as a player; there’s no magic trick to help you. Just try to stay calm and use the shadows of the red gems and rotate the camera to get them all. When you’re done, move forward to the next area.

[Area: Beached Anabelle]
In this area, you’ll see Anabelle beached on the sand and some people standing by her. Move right while collecting the 4 coins and head down the ladder to talk with Dr. Skoan. Then enter the house to find a special occupant. Speak with him to get the special item Dave wanted. Exit the room and enter the room in the foreground to get to the next area.
[Area: Path South of Beached Anabelle]

There’s a Save Coin in here that always comes in handy. There’s a fork in the path; one upper and one lower. Take the upper path to find the Fu-Fu Crane Toy. The lower path moves you to the next area. Just watch out for those pesky squids and you’re on your way to Amberwood 1-2.

[Area: Amberwood 1-2]

It’s the same as before except a little harder. Just collect the gems and do your best! Oh, and if it looks like you’re trapped, don’t let the jar block you. Just take the hit from a squid. Good luck.

[Area: Oscar’s Pond]
Done? Great. In this area, make sure to grab the Blue Geccu Plant from the hill on the right and the 2 coins. Next, talk to the pink thing (which is Oscar) to find out about his shell. Now, go back to [Area: Beached Anabelle], take the ladder up, and go right.

[Area: Path East of Beached Anabelle/Saul Good’s Shop]

In this room, avoid the squids as always and collect the single coin. Enter the building and talk with Saul Good. You should have 19G, right? Just two more left! Exit and keep moving right.

[Area: Path East of Saul Good’s Shop]

In this room, avoid the squids in the middle platform and collect the last 2 coins. That’s 21G! Before you go back, don’t forget the George W. Bush Crane Toy at the top-right of the area. Go back to Saul Good’s Shop and buy the Turtle Shell. Take the shell back to Oscar’s Pond and give it to him. After an eye-opening conversation, he’ll give you his Short Sword. Now, return to [Area: Path East of Saul Good’s Shop] and keep going past it to get to a room with some chickens in it.
[Area: Chicken Path]

When you get to this room, you’ll notice chickens under the path you’re walking on as well as a fork in the road. Keep straight ahead, though, and you’ll get to another room.

[Area: Path East of Chicken Path]

There’s a Save Coin in this room, and you should probably save. Avoid the squids once again and continue right to get to [Area: Amberwood 1-3].
[Area: Amberwood 1-3]

You should know what to do by now. Race across, get those gems, and put this level away. :D

[Area: Path East of Amberwood 1-3]

Move forward in this room to collect the Yellow Geccu Plant and the Crazy Horse Crane Toy. From here, you can go to Dave/Amy’s House to get inside the Mystery Shed or go back to Dr. Miken and get the antidote made. You’ll need to do both, but it doesn’t matter what order they are in. Once you have opened the Mystery Shed and given Dr. Skoan the medicine for Anabelle, head back to [Area: Chicken Path].
[Area: Chicken Path]

When you get here again, take the lower path.

[Area: Path South of Chicken Path]

In this area, keep moving left until you see a ladder with a Save Coin at the top. SAVE AT THIS ONE. Save and keep moving left until you see the Elder. Talk with him and keep moving. The boss is only one screen away…

[Area: World 1 Amberwood Boss: ???]

In this battle, the enemy will chase you. Avoid the numerous squids and use the Run button to get an advantage against them. The object is to get all of the small gems and match them up with the Master Gems. Once you finish that, you must chase the boss to strike the final blow! Enjoy the cut scene and play through the mini-epilogue to the end credits.

Quick Charts

This small guide is to help you find the items without reading through the Strategy Guide for them. 
Collecting the 21 Coins
[Area: Sid’s House – Coins: 3]

[Area: Path West of Sid’s House – Coins: 2]

[Area: Path East of Sid’s House – Coins: 3]

[Area: Windmill Drive – Coins: 3]

[Sub-Area: Trisha’s House – Coins: 1]

[Area: Beached Anabelle – Coins: 4]

[Area: Path East of Beached Anabelle – Coins: 1]

[Area: Oscar’s Pond – Coins: 2]

[Area: Path East of Saul Good’s Shop – Coins: 2]

Geccu Plant Hunt

Red – [Area: Windmill Drive]

On top of Dave and Amy’s House.

Blue – [Area: Oscar’s Pond]

To the right on a hilltop.

Yellow – [Area: Path East of Amberwood 1-3]

Up the hill. You can’t miss it.

Mystery Shed Items

If you haven’t read the Walkthrough for this one, this may be a minor *SPOILER* it for you.
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Dave wants Klonoa’s Autograph. Just go to [Area: Beached Anabelle] and enter the house to meet up with the platforming guru. That’s what Dave thinks is cool. Also, when Dave asks you which Klonoa is better, say “Door to Phantomile.”

Amy, on the other hand, wants an assortment of Crane Toys. Here’s the list of those and the room they are in:

Nano-bot – [Area: Path South of Beached Anabelle]

Fu-Fu – [Area: Path East of Windmill Drive]

George W. Bush – [Area: Path East of Saul Good’s Shop]

Crazy Horse – [Area: Path East of Amberwood 1-3]

The Mystery Shed contains a special gift that I won’t ruin here.

Afterwords

This concludes the SD Paradise Strategy Guide for World 1. It’s been fun making this guide and I hope it helps someone. You’ll only find this guide in The Official RPG Maker Magazine. Yus!

-Lord Ixzion

Creator, RPGMM
