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Sonic Adventure 2: Battle Lost
Chao/Mystic Melody Location Guide
by Timber Wolf

This walkthrough was originally written for Sonic Adventure 2: Battle on the GC, but the walkthrough is still
applicable to the DC version of the game.
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A Complete FAQ of Lost Chao and Mystic Melody Locations 
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 -------- Introduction -------- 

------------------------------------------------------------------------------------------
-- 

 ********** Disclaimer ********** 

 I (T.S.) created this FAQ, and i have only given permission for it to be posted at  
 these sites:  

 www.neoseeker.com 

 ********** Disclaimer ********** 

------------------------------------------------------------------------------------------
-- 

 -------- Features -------- 

 1. Updates 



 2. Basic info 

 3. Mystic Melody Locations 

 4. Chao Locations  

  4.1 Sonic 
   
  4.2 Shadow 

  4.3 Tails 

  4.4 Eggman 

  4.5 Knuckles 

  4.6 Rouge.  
  
 5. Cannon's Core   

 6. Conclusion 

------------------------------------------------------------------------------------------
-- 

 1. Updates 

 1. Re-arranged the text for easier viewing 

 2. Added a lot of spacing for easier viewing and fixed some mispellings.  

 3. Fixed Knuckles' Mystic Melody location. 

 4. Added Cannon's Core and did more grammar checking. 

 5. Added ACII characters under each of their sections. 

 Current Version: 3.1 

------------------------------------------------------------------------------------------
-- 

 2. Basic Info 

Each level in SA2B has 5 different play modes: normal, 100 rings, lost chao, time attack, 
and  
hard mode. This FAQ is focused on the third play mode; lost chao. 

In each level on lost chao mode, there is a hidden chao located in the level. The hard 
part is  
finding it. Most of time, the only way to reach the chao is to play the mystic melody next 
to  



the mystic ruins in each level. Well, let's explain these two things.  

The Mystic Melody is a power up that each of the characters must find. They are found the 
same way all  
the other upgrades are found.  Each character has its own mystic melody that's found in 
only one of its  
levels. Once you get the mystic melody for the character, you can begin chao hunting on 
each level. Just as  
i said, you must play the mystic melody next to a mystic ruin MOST of the time to reach a 
chao. Sometimes  
the mystic melody is uneccessary.  

Lets take sonic's first level for an example, half way through the level  
you will run into a loop and straight down a wall, once you hit the bottom, you turn to 
the left 
to reach the mystic ruins. Stand next to it and play the mystic melody once you are given 
the  
choice, a mysterious event happens where something will appear. In this case, a spring 
will 
appear on top of the ruin. Jumping on the spring will take you to a little rope puzzle 
with 
beetles. reach the top and the chao will be waiting for you in the room.  

In order to get an A rating on the level, you must reach the chao in a certain amount of 
time.  

 A NOTICE 

In order to reach some of the chao, you need certain upgrades. I suggest that you find all 
the  
upgrades before attempting lost chao mode. Therefore i won't be uncluding what upgrades 
are required 
for each lost chao level.  

 A COMMON MISTAKE 

Some gamers think that lost chao you find will be transported to the chao garden. Well, 
sorry  
to disapoint you, but the little chao has to go home when you find it. You'll have to get 
more 
chao the natural way.  

------------------------------------------------------------------------------------------
-- 

 3. Mystic Melody Locations 

 -------- SONIC -------- 

 |Level: Final Rush.| 

Right after the fifth checkpoint, grind up the large vertical rail and hit  



the spring at the top. Then take the orange rail on the right and hold the grind button 
all the  
way to go as fast as possible. Hopefully you'll land on a small platform to the left of 
another  
rail. Take the rocket on the platform to an extra life, then jump forward a little onto a 
platform 
with an animal and a spring. Use the spring, then the rest is quite straightforward, you 
should 
be able to see the mystic melody.... if not, then get your eyes checked. 

 -------- SHADOW-------- 

 |Level: Final Chase.| 

After the third checkpoint, go down the blue square hole. Run up all the  
Gravity tubes untill your reach the 6th one, this one is really long. Run all the way to 
the  
top. Off in the distance (the camera automatically pans for you to see) you will see a 
gravity  
tube with a spring at the bottom and an  electicity ring around its center, jump and do a  
homing attack to reach the top of the tube. to the left, you will find the mystic melody. 

 -------- TAILS -------- 

 |Level: Hidden Base.| 

Play through the level until you get to the first checkpoint, you will go up a  
pully, and you will be surrounded by a bunch of robot monkeys (crap, forgot their name) 
jump off 
and shoot all the dynamite to make the platform drop. jump up on the platform, and you 
will 
see a lower level, and a higher level. Jump down to the lower level (its safer to hover) 
and  
you will see some steel boxes. Shoot out the steel boxes and a door way will appear  
(Note- you need the bazooka powerup to break steel boxes). The platforms in this room are 
small,  
so exercise extreme caution when crossing them. As soon as you enter the room you should 
see  
the mystic melody in the back. 

 -------- EGGMAN -------- 

 |Level: Sand Ocean.| 

This one is really easy, trust me. At the start, there is a spinning platform, 
there is an area to the right, left, and straight ahead. Get on the rotating platform 
right at  



the start and wait for your opurtunity to jump to the area on the left. You must have the 
hover  
upgrade to get this. Simply hover over to the small platform (be weary of the bomber 
beetle) 
and shoot out the big canister to reach the mystic melody that sits atop the platform  
(easy huh?). 

 -------- KNUCKLES -------- 

 |Level: Wild Canyon.| 

This is one of the easiest ones. Ride up the air stream in the middle.  
Get to the area with a big sphinx on the ground. Climb the wall behind it until you  
find a picture to dig in, the mystic melody awaits inside. 

 -------- ROUGE --------  

 |Level: Dry Lagoon.| 

Talk about easy! From the start of the level, glide over to the two robots  
and turn right. Glide over to the wall and there will be a big painting, you cant miss it.  
Dig into the painting and take one step forward; the mystic melody should be  
in sight! 

------------------------------------------------------------------------------------------
-- 

 4. Chao Locations 

    --------  |4.1| SONIC --------  
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 |Level: City Escape. | 

 |A Rating Time - 2:30| 

After running down the side of the skyscraper, go back towards the springs  
that you are forced onto, then search around there for a ruin in a corner. Play Mystic 
Melody  
to make a spring appear, jump on the spring up to a pully. then homing attack the enemies 
to  
reach pullies above them, its tough (careful, one is supposed to be used as a spring, and 
the 
 one at the top, can make itself electrified). At the top, there is a horizontal pole, get 
to  
it and swing straight up. keep holding up to land in a small alcove where the Chao awaits 
your 
arrival. This is quite easy, with a bit of practise you'll be able to get under 2:10:00, 
which  
is the time needed to get an A  

 |Level: Green Forest.| 



 |A Rating Time - 1:30| 

Shortly after the second checkpoint, you'll have to hop through a series  
of small floating islands. After bouncing off of the final spring here, don't continue 
forwards  
to the next checkpoint. Instead, come back into the screen until you see a big green tube 
on the  
ground. once you see this, go left to the end of it and you will find another small island  
underneath you. Drop off of your current platform onto the one you just discovered to 
reveal  
the ruins. Play Mystic Melody, then use Sonic's bounce attack (found on the pyramid level) 
to  
gain the extra bit of height required to reach the second platform. Now go onto the last 
'hidden  
platform' using the same method and use the homing attack on the two enemies you find to 
gain 
access to the platform with the Chao. 

 |Level: Metal Harbor. | 

 |A Rating Time - 0:50 | 

After you do the light dash along a path of rings onto the carrier, go over to the middle  
of the three warehouses to the left and use the 'bounce attack' to reach another one 
containing  
the ruin. Play the melody, then follow the platforms to find another horrified Chao.  

 |Level: Pyramid Cave. | 

 |A Rating Time - 3:50 | 

Ignore the ruin at the third checkpoint, it doesnt take you to the chao.  
Take the normal route instead until you find a free guy in the middle of the path  
(next to a robot that is stood on the top of a white wall made out of boxes), and through 
a  
difficult timed door at the top of a steep hill. You'll find the actual ruins there, when 
you  
play Mystic Melody on this, a spring will appear. Take it, go through the door and arrive 
at an  
extremely hard test. Hit the switch and bounce attack up to the first bar. Work fast, and 
swing  
from bar to bar as quickly as possible. Hurry and get to the other platform, somersalt 
under the 
door and get to the chao. 

 |Level: Crazy Gadget. | 

 |A Rating Time - 5:00 | 

Near the very end of level, where your in the giant rotating puzzle room,  
you will have to go to the part where you have to hit the switch to make the rocket pop 



up,  
after hitting the gravity switch right next tot he rocket switch, you will end up on a 
platform  
where to left you wil find another switch, on the right, you see a demi chao spinning in a  
circle firing blindly. Hit the switch on the left to land on another platform where you 
find 
yet another gravity switch, and a caged kitty. Instead of hitting the switch, continue 
back 
down the platform to find the ruins. Wait about 5 seconds after playing the melody, the 
rings  
take a long time to appear and you cant be too careful. You found the chao! 

 |Level: Final Rush.  | 

 |A Rating Time - 4:15| 

After the fifth checkpoint, grind up the large vertical rail and hit the  
spring at the top. Then take the purple rail on the left and you'll get to the ruins. Play 
the  
usual Mystic Melody, and follow the platforms, the purple rail, and finally the last 
platform in 
the sequence, the end of which you should just walk straight off of. Now play Mystic 
Melody  
again at the ruin, wait a few seconds for all the rings to appear, and use the light dash 
along
the ring trail and follow the rest of the platforms and rails forwards to get the chao. 
This 
one is really hard to get, and you'll fall alot if your not experienced. 

----------------------------------------------------------------------------------- 

 -------- |4.2| SHADOW --------  
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 |Level: Radical Highway.| 

 |A Rating Time - 2:30   |    

After the second check point, you will reach a part with 2 levels. The 
bottom level has no floor, but a mysterious wind keeps you from falling. The top level is 
where  
you want to go. There are 2 ways to get accross the gap, my way is easier/harder at the 
same 
time. On each side, you will find flat rails leading all the way up to the next platform, 
walk 
onto one of these and CAREFULLY run up it to the next platform. Kill the robot and spring 
up to  
the top of the bridge support. there will be a golden beetle up here, and 2 rails going 
forward.  
what you wouldnt expect, is that you have to take these rails BACKWARD to go back to the 
place  
you just came from! Going back on these rails will take you up to the top of the last 



support.  
You will find the ruin up here, play the melody to reach the chao. 

 |Level: White Jungle. | 

 |A Rating Time - 3:20 | 

A short while after the third checkpoint, look for a spike truck enemy,  
behind it is a big weight. Go past this trap to a Chao box, then take the nearby spring up 
to  
the platform. Instead of grabbing the handle, go backwards towards the camera. Continue to 
head 
back and you will reach the ruin. Play the melody and some platforms will appear. Get over 
the  
platforms and you have to do a homing attack test. homing attack the first beetle and a 
second  
will appear, attack that and a third will...well, you get the idea. Do this to reach the  
platform with the Chao. 

 |Level: Sky Rail.    | 

 |A Rating Time - 1:10| 

At the second checkpoint, don't grind down the rail. Instead, break open the  
crate to discover the ruin, play Mystic Melody and go up the rings that appear. Then use 
the  
lifts to reach the top where the chao is waiting.  

 |Level: Final Chase. | 

 |A Rating Time - 4:30| 

Once you've come out from the blue square (the same route you took to get  
the mystic melody), carry on across the gravity cylinders and the rest of the level until  
you're at the end, where you have to use a pulley and ride to the top of a gravity 
cylinder. 
Dont hit the spring at the top! (if you do, perform a homing attack into the screen to 
return  
to the cylinder). Instead, get at the top and rotate the camera until you can see another  
pulley. Take this pulley to find the ruin, Wait a couple of seconds for all the rings to 
appear  
before light dashing. You should be able to get the chao now. 

--------------------------------------------------------------------------------------- 



  -------- |4.3| TAILS --------  
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 |Level: Prison Lane. | 

 |A Rating Time - 2:00| 

As your progressing through the level, you'll come to a big lift, continue  
through the level and you'll pop out at a walkway that that leads to a shelterd walkway. 
To the  
right there will be some boxes, jump on them and get on top of the sheltered walkway, 
where  
there will be some capsules. Rotate youy camera and you'll see a platform with the ruins. 
A  
spring will appear after the melody, allosing you to get up to another platform with many 
many 
beetles. Kill them all and open the gates, inside the prison, the chao awaits (hey, it 
rhymes!). 

 |Level: Mission Street.| 

 |A Rating Time - 3:20  | 

At the the first checkpoint, to the left will be a "garage" sealed with  
steel crates. No, the ruins arent in here! Instead of proceeding forward, jump off the 
back of  
that platform and hover down the back side of it. There will be a balloon on your way 
down,  
with the ruins as the goal. Play the melody and a portal will appear, hop into the portal 
and  
it will place you on top of the "garage". Hover forward to the large cylinder floating up 
and  
down, hover to the next group of cylinders while targeting because theres a GUN robot up 
there  
that will be a big menace if you dont kill it. Hey...its the chao! how easy! dont fall! 

 |Level: Hidden Base. | 

 |A Rating Time - 2:50| 

After the second or third checkpoint, you will go into a vertical room where  
you jump up onto a pully, once at the top of that pully you will need to jump to another 
pully.  
At the top of this room you have to shoot down a wall, on the other side you will clearly 
see  
the ruins. A door next to the ruins opens and you will have to drop down into the room 
while  
shooting out the flying enemies. You will see the little door guarded by another flying 
enemy.  
Go through the door and find some rolling blocks in the sand, in the center there is a 
pully.  
The pully will pull you straight up to the chao but you have to jump to the side and use 
the  
spring to reach the chao platform. 



 |Level: Eternal Engine.| 

 |A Rating Time - 2:45  | 

After the first checkpoint, you will need to flip a switch to open a  
door that will take you outside. At the end of the walkway, a hornet enemy is floating 
there  
waiting to shoot its missles at you. DON'T GO FORWARD, turn to the left and pan your 
camera so 
you can see the little platform with the ruins. Jump on top of the ruins and play the 
melody,  
some platforms will appear. Jumping to the top, you will see a moving platform, jump on 
it, and  
then hover over to the door. Ignore the demi chao with dynamite, just run right past it 
and get  
up next to the next demi chao, target it and wait for it to come out, release targeting to 
fire 
the missle just as it emerges. Now, go through the door and hover on over to the moving 
platform 
in the distance, be careful. Now, you must jump high and hover over the top of the laser 
beams  
to make it to the door. The chao is waiting behind the door! 

--------------------------------------------------------------------------------------- 

  -------- |4.4| EGGMAN --------  
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 |Level: Iron Gate.   | 

 |A Rating Time - 2:00| 

Once you bust down a door and the voice says "level 3 door breach", you will  
turn a corner platform and the camera will turn with you. Dont go forward! Stop, and turn 
the  
camera so your facing away from door 3, there will be a pipe and a spring. Hit the spring,  
break open the steel box, hit the spring, land on the pipe. Follow the trail of rings by  
hovering to the mext pipe. you will see a pully, below it are the ruins. Play the melody 
and  
some platforms will appear. Turn around and jump up the platforms, hover accross to the 
platform  
below the pully. Once up, there is a left and a right. The left will take you to 2 free 



guys,  
the right will take you to more ruins. More platforms will appear, along with a spring.  
Its pretty straight forward from here, but watch out for the sneaky robots that fall down 
on  
top of you when you reach the top level. The little platform has the chao. 

 |Level: Weapons Bed. | 

 |A Rating Time - 2:15| 

At the third checkpoint, you will go up a pully with an enemy at the top.  
There will be warehouses on this ship, the last one has the ruins so shoot it open and 
play a  
little jingle that you should know fairly well by now. (get ready to solve a huge puzzle) 
A  
portal will appear, hop on into it and it will take you to a platform.....the chao is 
right  
there. 

 |Level: Sand Ocean.  | 

 |A Rating Time - 3:00| 

At the third rotating platform, there will be a checkpoint right after it  
(i suggest you hit it). Now, jump back onto the rotating platform, get to one of the tips 
and  
wait untill you are to the left of the checkpoint you just hit. Off int he distance you 
can see  
a platform. Land on this and make your timing perfect to jump on the next one moving back 
and  
forth. once on the moving platform, you will see a platfrom on the left, and a platform 
off in  
the distance. Shoot out the steel boxes on the small platform to the left and hover over 
to it.  
Now shoot out the steelies on the next platform and jump over to it. At the end of this 
platform 
your little chao will be waiting for you.  

 |Level: Cosmic Wall. | 

 |A Rating Time - 1:30| 

On a platform just above the second checkpoint, hover to the right to find a  
platform with a pyramid. Destroy the pyramid to find a Chao box and the ruins. Play your 
new  
favorite melody and a spring will appear. Keep hovering straight up until you find a 
meteor on 
a platorm, then destroy it and use the springs behind it. Use one of these springs to find  



another pyramid with the chao inside. Its pretty straight foward, so i really dont have to  
elaborate.

 |Level: Lost Colony. | 

 |A Rating Time - 2:30| 

After the third checkpoint, you'll hit a switch to open a door, another door  
will lead outside the colony. These paths are skinny so be careful. Head over to omochao 
and  
head up the the ledge where you must jump to the other side. This is tricky, turn yourself 
so  
that the ledge is to your left, you should be able to see somehting gray floating next the  
platform. Take a leap of faith (an extremely tiny one or you'll overjump the platform!) 
and  
land on a hidden platform that will elevate you up to the ruins. upon playing them, more  
platforms wil appear. At the end of the platforms theres a door that will take you inside 
of  
the colony, another door will take you back outside, standing in front of a gigantic gap 
with 
the door really far away! Jump and hover over to the door, a beetle will appear that you 
have 
to destroy in order to open the door. After a couple more doors, you'll find the chao. 

--------------------------------------------------------------------------------------- 

         -------- |4.5| KNUCKLES --------  
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 |Level: Wild Canyon. | 

 |A Rating Time - 0:40| 

Fly right into the wind gust, it will take you up. Get down and turn around,  
run around the circle untill you find a spring, climb up the wall untill you find a 
painting you  
can dig through. Inside, there will be many paintings, only one will take you to the chao. 
Slap 
on those nifty sunglasses you've been dieing to use and you'll see some rings leading to 
the  
middle painting on the right side (oops! i just told you what painting it is! i guess you 
wont 
be able to use those trendy sunglasses now...) the chao will be very happy to see you!  
(as always) 



 |Level: Aquatic Mine.| 

 |A Rating Time - 1:00| 

From the start, glide to the center and go up the pully to level 3, the  
ruins will be up here. Playing your mystical instrument that you cant sell (rats) will 
open a  
door, go in and punch out the mine carts, then follow the tunnel to the end and dive down 
into 
the water. Swim forward to get to a trail of rings leading upward, follow 'em up into 
another  
passage. Swim towards the camera, you will either pass the pulley and hit a spike ball, or 
you  
will be lucky and hit the pully. Wellm that was easy..... 

 |Level: Pumpkin Hill.| 

 |A Rating Time - 1:00| 

This one is even easier. Run straight forward and hang a left to get a  
rocket, it will take you to the top of church hill. On the other side of church mountain 
there  
will be a rocket that will take you to pumpkin hill, you'll prbably land right on top of 
the  
ruins. Play your loony tune and some platforms will appear. The platforms take you to a 
floating  
island. The last part has a chao that doesnt like halloween (you'd cry too is you were 
10,000 
 feet in the air, on a floating island, surrounded by big, smiling, moving jackolanterns!) 

 |Level: Death Chamber| 

 |A Rating Time - 2:00| 

This is one of the hardest chao to get. NOTE: you need the air necklace  
upgrade to find this chao.  Go to the ruins in the large clock works room  
(its the giant circular room in the center of the chamber), and dive down. Swim forward 
for a  
while until you see an hourglass guarded by a ghost. Hit the switch and ignore the ghost. 
Get to  
the door!!! swim as fast as you can (you'll most likely faill dozens of times before you 
get  
the best method of getting to the door in time, which is swimming on the ceiling without  
hitting any buttons). Duck under it just as it closes and you'll come into another room, 
with 
another hourglass, another closed door, and an E-1000 robot that likes to kill you...alot. 
Jump 
on the hourglass and swim for the door by staying along the ceiling because its faster 
than 
bobbing up and down. Duck right under it again and swim up into a hole in the ceiling 
(good  



thing you have that air necklace huh?). There's a few Chao murals on the walls. Climb up 
onto 
the wall and into an overhang where you'll find yet another hourglass. Hit it then glide 
out. 
Then go up one overhang and into a closing door, where the Chao sits in agony.  

 |Level: Meteor Heard.| 

 |A Rating Time - 1:30| 

This one is easy. Glide to the tower from the start and climb up one of  
the supports untill you see a platform, glide over to it and take its rocket up. Glide 
over to  
and area with a cluster of containers, next to the containers will be a giant platform 
with yet  
another rocket on it. Fly up and immediatly hit the wall. Climb all the way to the top and  
circle around to the other side where a platform will have the ruins. Play the space-age 
flute  
of the future and a portal will appear, the portal will take you inside a container where 
there  
will be another ruin??? This ruin will will plop you right on top of the chao. Suprise!  
(a few more levels to go!) 

--------------------------------------------------------------------------------------- 

  -------- |4.6| ROUGE --------  
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 |Level: Dry Lagoon.  | 

 |A Rating Time - 0:40| 

Fly forward from the start and climb up the giant washington memorial-looking  
thing untill you hit the "bull's eye". Fly stragiht back in the direction you just came 
from 
and get up to the top level where a truck is shooting bombs at you. On the wall there will 
be  



some steel crates, knock them open to reveal a painting to dig through. Inside lies the 
ruins,  
which will open a door. The next room has a portal, the portal will take you right to the 
chao 
who is very happy to see rouge (who wouldnt?) 

 |Level: Security Hall.| 

 |A Rating Time - 0:30 | 

Head straight forward and go to the left past the truck. Jump on the ledge  
and there will be a spring between 2 iron boxes, take the spring up to a platform with a 
pully,  
at the top of the pully, jump off onto the wall and climb up. get to the very back wall 
and  
climb up as far as you can go. Get into the center of the wall and fly to the center of 
the room  
to land on a platform with some boxes. DONT BREAK THE BOXES!!! Jump on top of the boxes 
and do  
a little spin on the analog stick, hit the attack button and you'll do an upward kick 
(this is  
hard) quickly get your glide on and glide over to the side of the platform, climb up to 
find the  
chao.

 |Level: Egg Quarters.| 

 |A Rating Time - 1:00| 

Head tot he left from the start, past the ghost, throught the steel hallway, 
and on top of the snake thing surrounded by spinning spike balls. EEK! A sneaky ghost 
knocks  
you back when approach the ruins. Get jiggy with your melody to open a portal to another  
dimension...or just another room in the level. As soon as you drop into the room you can 
hear the 
chao, but a big nasty weight drops over the top, preventing your rescue! One of the walls 
has a  
scorpian picture that you can dig through. Dig through all the steel boxes using drill 
driver  
untill you find the switch. Once the switch is hit, head into the center and dig into the 
picture.  
The weight will stay up now, allowing you to get to the chao just before the ghost grabs 
rouge  
innapropriatly.  

 |Level: Mad Space.   | 

 |A Rating Time - 1:30| 



Head straight and hitch a ride with the rocket. If you're good, you can swing  
your view around as soon as your off the rocket and glide over to a floating platform in 
the  
distance. It's in the direction of the holy planet, actually, its directly above it. Take 
the  
rocket on the platform up and climb the wall. Climb up to the first level you get to and 
head 
the left (assuming that you're facing the wall) keep gliding and you should see the ruins 
off in  
the distance on a platform guarded by a peasky demi chao. This level is similar to meteor 
heard  
in the sense that playing the melody will open a portal into a container. Run down the 
container 
and jump into the other portal, another container, run to the end and get in another 
portal.  
Now you got it for sure, the chao is waiting in the next container. 

------------------------------------------------------------------------------------------
-- 

  
 5. Cannon's Core 

      |A Rating Time - 7:30| 

In this mission you'll have to find the ancient ruins with 3 characters, then 
retrieve the lost chao itself with Sonic at the end of the level. 

You start the level as Tails, but don't worry about it. Tails doesn't play 
any role in finding the lost chao. Just complete his level normally. 

The first character to encounter the ruins is: 

-----------  EGGMAN   

As you pass a checkpoint, you'll come to a small room with a floating platform in the 
middle  
and a door on the other side. If you try jumping on the platform, it will immediately fall  
down and carry you with it. In other words, don't jump on the platform. Jump OVER the 
platform  
and hover your way to the door on the other side. This is a really tricky jump, so i hope 
you  
brought a lot of lives with you. If you don't make it, simply fall to your death and try  
it again. The checkpoint is right there, so don't worry.  

When you make the jump, the door will open to reveal a chao box and a bunch of metal 
crates. 
Shoot them all away to reveal the ancient ruins. When you play the mystic melody, a shield 
capsule appears behind you. Step one is complete, go on and finish Eggman's level. 

The next character up is: 



-----------  ROUGE   

This is easy. When you start the level, turn left and you should see a blue corridor.  
Fly down the long yellow corridor to the mystic ruins and play the melody to make  
yet another shield capsule appear. Finish the level.    

This paves the way for: 

-----------  KNUCKLES 

Another easy one. From the start of the level, run up to the security door that you need  
to unlock. There's an Omochao by it. Turn around and you should see some mystical floating 
platforms. Hop up them to a hole in the ceiling and jump up to find a pully. At the top 
is yet another mystic ruin. Play your melody for a magnetic shield this time.  

Go finish the section and let the final part play out with: 

----------- SONIC 

You start the level by sliding down a pole by hand. Remember this type of pole for later.  
As you go through the level, you'll encounter yet another one of these poles. At the  
end of it, you'll be thrown out to a yellow waterfall. You should be able to see  
a line of rings at the top of it. Jump up the waterfall to the row of rings and  
do a lightspeed dash along it. At the end you'll reach a platform with two  
blue enemies on it, kill them and head through the door and you'll be assaulted 
by three GUN robots. Kill them and the little chao is all yours. 

Congrats. You've completed Cannon's Core. 

------------------------------------------------------------------------------------------
-- 

 6. Conclusion 

Collecting all of the chao is one thing, but getting A ratings while doing so is hell.  
Don't kill yourself attempting for A's. It can be very un-nerving.  

Good Luck! and Happpy Hunting! 

 - Timber Wolf 
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