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BATRKS

Ifyou can bear to delay your first footsteps into the world of Final Fantasy XII|
for a moment or two, this brief introductory chapter offers observations,
insights and advice that may help you to stride more purposefully through
its opening hours.
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FIELD ONSCREEN DISPLAY

@ INTERACTIONS

Approaching any object that you can interact with in the game
world (such as a Save Station or Treasure Sphere) triggers a pop-up
instruction.

@ MINI-MAP

Offers information on the terrain in your immediate vicinity, including
boundaries and assorted points of interest.

@ WAYPOINT COMPASS

Points towards your next destination.
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DESCRIPTION
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Party leader

Path of your recent steps

Ally

Enemy

Alerted enemy

Recently defeated enemy

Waypoint marker

Save Station

Recovered Treasure marker
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BATTLE ONSCREEN DISPLAY

@) sArrLe MENU

Provides access to commands used during combat. New options are
introduced later in the story. Disappears when your instructions are
implemented.

@ ATB GAUGE (ACTIVE TIME BATTLE)

Fills gradually; once full, your commands will be performed by your
current character (the party leader). Battle instructions (known as the
“command queue”) appear above this gauge once selected.

B HeLe DispLAY

Offers information on highlighted menu options.

: ENEMY NAME

The name of your currently targeted opponent.

@ ENEMY HP GAUGE

This green bar illustrates the current health (“hit points”) of an opponent.
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CHAIN GAUGE

Charts the increase of cumulative damage; at its highest point, an enemy enters
“Staggered" status, which can lead to increased damage, new weaknesses and
behavioral changes. The red marker shows your actual position on the gauge,
while the orange bar is a timer. If the orange bar reaches the far left of the
gauge before you or your allies land another attack, the Chain Bonus is reset.

CHAIN BONUS

Shows the current multiplier for damage inflicted on a targeted enemy.
100% is the default amount; this grows as the Chain Gauge is filled
through successive attacks.

¢ STAGGER THRESHOLD

Indicates the Chain Bonus level where an enemy will enter the Staggered
state.

@) rorry P GAUGES

Shows the current health of your party.

STATUS EFFECTS

Various status ailments and enhancements can be applied to both allies
and enemies; they always appear next to the corresponding HP gauge.
These are fully introduced in the Walkthrough chapter of this guide, as
they become available in the game.




EXPLORATION BASICS

MOVEMENT & NAVIGATION

Travelling from destination to destination in Final Fantasy XIII
is extremely simple. The mini-map in the top right-hand cormer
of the screen features a compass marker on its outer edge. This
always points towards your next destination. In more complicated
environments, where perhaps the path doubles back on itself or there
are two routes, you can also take a quick look at in-game maps by
pressing @ /@, or study those printed in the Walkthrough chapter
of this guide. As a general rule, though, you will find that it is combat
encounters, not navigation, that complicate the process of moving
from one waypoint to the next.

You will soon encounter swirling blue and red indicators. The former
are used to mark areas where your party members can negotiate
obstructions by jumping (Fig. 1). This occurs automatically once you
move to preset positions. Red indicators highlight devices (such as
control consoles) that must be used to progress further.

When present, other members of your active party will move
independently of the character under your control, and may run ahead
to scout or linger in a particular spot when the mood takes them.
Your allies will not initiate combat or operate points of interactivity,
so feel free to enjoy their company without feeling obliged to worry
about their whims or whereabouts. Should you become separated
from a companion, you will be automatically reunited once you enter
combat — so there's no need to backtrack if you discover that you have
left someone behind.

Party members may also engage in short conversations or pass
comment on the current situation outside of cutscenes. These short
snatches of dialogue are not central to the storyline, but it's nice to
catch them when they happen. If you don't want to miss a single
spoken line, remember to pause the game during breaks, however
brief they may be. Pausing also freezes the game clock, which is
useful if you would like the in-game timer available in the lower-left
corner of the Main Menu to reflect the actual amount of time that you
have played for.

ENEMY ENCOUNTERS

Like its immediate forebear, Final Fantasy XIII eschews the old series
tradition of random battles, with the vast majority of assailants
appearing in plain view as you move on the field map (Fig. 2). Major
combat encounters, however, are usually preceded by a cutscene.
You'll soon learn to recognize when the placement of a Save Station at
the end of a map area foreshadows such events.

There is a distinctive sound effect whenever you move within detection
range of an enemy, or group of enemies; you will also notice the mini-
map flash briefly. While you walk or run within this (invisible) zone,
adversaries may notice your presence at any time. Once they espy
the character under your control, another sound effect will be played,
and special “warning” icons (Fig. 3) will appear over their heads (or
whichever curious appendage is located in that general vicinity). At
this point, they will move in to initiate combat. If you manage to take
them by surprise, though, you can instead start the battle with a very
profitable preemptive strike. This feature is properly introduced in the
early pages of the Walkthrough chapter.

It's worth noting that combat with every enemy you meet is not mandatory.
You can, if you wish, run past certain slow-moving assailants and escape
their active range. Some will not be able to attack if your character is
positioned at a different elevation, or is located behind a barrier of some
description. That said, it's generally wise to confront the vast majority of
prospective opponents you encounter. Winning battles leads to the reward
of Spoils, post-battle rewards that may include valuable equipment and
items. At a later date, victories also contribute towards character growth.



SAVE STATIONS

To store your current progress, you must interact with a Save Station
(Fig. 4) and follow onscreen prompts. These devices are encountered
at regular intervals, so you will rarely be much further than ten minutes
away from the next one. Save Stations are also your only opportunity
to buy and sell items and equipment via the “Shop” option. This
becomes available from an early point in the story, with the number
of available retail networks expanding as you progress. You will also
eventually acquire the ability to upgrade weapons and accessories at
these sites.

TREASURE SPHERES & GIL

Venturing slightly off the beaten path whenever you espy a curious cul-
de-sac or alternative route may lead you to discover hidden Treasure
Spheres (Fig. 5). Though not always concealed from view, these containers
are a great source of equipment and items. They may also contain rare
components, which have no use during early chapters, but become very
important later in the game when they are used to upgrade equipment.

The maps in our Walkthrough chapter feature the locations of every last
container. However, for players who would like to complete their first
playthrough with minimal assistance, we would suggest the following
tried-and-tested Treasure Sphere hunting tips:

® When presented with two paths, check the Map screen by
pressing @ /@ and explore dead-ends first. These regularly
feature a Treasure Sphere at the end.

# |If entering a new area, you may sometimes find a Treasure
Sphere located behind your starting position.

# Whenever there are two routes that lead to the same location, be
sure to scrutinize both for hidden loot caches.

¢ Note that certain Treasure Spheres that lie off the beaten path
may be guarded by an assortment of enemies — or, worse, be the
site of an ambush by high-powered assailants. (Note that the
latter scenario is rare during the first half of the story.)

Treasure Spheres may also contain cold, hard cash. Unlike many other
games in the Final Fantasy series, you do not obtain Gil automatically after
combat encounters. In fact, finding raw currency is a fairly unusual event.
Instead, your primary source of Gil is through selling plunder obtained
through successful battles, or objects found in Treasure Spheres. Knowing
when this is appropriate, and which stores offer valuable investments, is
something that we cover in the Walkthrough chapter.

SkiPPING CUTSCENES

While most players will want to see every last story development,
there are instances (particularly after failing a difficult boss battle)
where the prospect of rewatching a lengthy cinematic sequence is
less than enticing. To skip cutscenes, press ETARD /@ and then tap
GELECD /D .




COMBAT BASICS

[INTRODUCTION

Final Fantasy XIIl employs a new and quite radical interpretation
of the classic Active Time Battle (ATB) system, which combines the
tactical possibilities of a turn-based design with the dynamic flow
and visual feel of an action game.

One of the most noteworthy changes is that you only have direct
control over the current party leader during combat: any Al partners
(if present) will always move and attack independently. You gain a
degree of influence over their behavior once the powerful and intuitive
Paradigm system is introduced (which we will cover later, both in the
Walkthrough chapter and in a dedicated section of the Strategy &
Analysis chapter) but, for now, your companions will always attack
the target that is the current focus of your character’s attention.

Another new feature is that the ATB gauge is now separated into
segments, each of which is “spent” individually (Fig. 6). By pressing
@ /@ when at least one section is full, you can launch an early (yet
truncated) attack. Most actions stacked via the Auto-battle option or
Abilities menu take a single segment of the ATB gauge, but some (such
as the Blitz physical attack used by Lightning) can take two or more.
Different characters have varying numbers of ATB gauge segments,
with additional sections introduced as they grow in power.

The number of attacks and abilities at your disposal is extremely
small when the story first begins, but the options soon expand
as you meet tougher and more sophisticated opponents. To avoid
potential spoilers, this section is designed to act as a generalized
introduction to key features of the battle system. Rest assured,
though, that our exhaustive Walkthrough chapter will offer guidance
on each new feature as it appears.

A simplistic step-by-step map of a combat encounter at a very early
stage of the game would look something like this:

{Battle begins.:l

[ATB gauge begins to charge.}

o ey

Player selects and “stacks” instructions in advance

via the Auto-battle or Abilities menu options. This is
called the “Command Queue”.

4

[ When the ATB gauge is filled (and you have selected ]
| an opponent), chosen commands are implemented.

[lf enemies remain, return to step 2,}

-
[Victory! }
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BATTLE MENU

Once a battle starts and the ATB gauge begins to charge, the Battle
Menu will appear (Fig. 7). During the first gameplay chapter, you will
encounter the following options:

Automatically stacks the most appropriate attacks or actions for
the targeted enemy.

Auto-battle

Abilities Choose abilities and attacks manually.

Use objects — for example, a Potion to restore HP (“hit points”)
to your entire team, or a Phoenix Down to revive a fallen

Items companion. Using the Items menu does not consume portions of
the ATB gauge, but will nonetheless lead to a temporary break
in your attack cycle.

After picking a menu option (and any subsequent selections), you will
usually be directed to pick a target —an opponent for any form of assault,
or a party member for a healing or support action. Your default approach
should (with relatively few exceptions) be to focus on one enemy at a
time, usually moving from weakest to strongest unless the situation calls
for another strategy.

One of the first steps all players should take is to embrace the powerful and
intuitive Auto-battle command. In essence, you could view it as a highly
streamlined, automated version of the Gambits system used in FFXII. It
picks what it believes to be the most appropriate selection of attacks for
each particular enemy type and, by and large, does an excellent job of it.

Some players may recoil at the prospect of handing so much control of
their tactics to the Al, but the sheer pace of battles actually makes regular
use of the Auto-battle feature a time-saving necessity. This is especially
true when additional systems introduced as you progress through the
story add new and intriguing layers of complexity to combat. While early
encounters do seem to comprise an awful lot of single button presses, rest
assured that battles become much more involved as the hours fly by.

As a general rule, the Abilities menu is most useful when you have a
very specific plan of attack that you suspect Auto-battle may not support.
If, as a staunch traditionalist, you do choose to play exclusively via use
of the Abilities menu, note that there is a special toggle on the Settings

screen that enables you to specify that option as your default selection
whenever the Battle Menu appears. You should also note that, by holding
@/ O, you can select “Repeat” to perform your previous set of
commands.

The Items menu is unusual in that using objects does not consume any
part of your current ATB bar — though, naturally, there is a brief pause as
the ensuing action is performed. For this reason, it's usually prudent to
access the menu straight after an attack sequence to make good use of
time you might otherwise spend watching the ATB gauge fill.

HP, HEeALING & GAMEOVER

Always pay close attention to the current state of HP gauges for all active
party members. These change in color from green to yellow as damage is
sustained, and eventually to an urgent red when reduced to a critical level.
You will also notice the introduction of an angry red hue to the display
when a character's HP is dangerously low (Fig. 8). During the opening
stages of the adventure, you should consider this visual effect your final
prompt to visit the ltems menu to use a Potion. Unless a battle is almost at
its end, it's usually wise to begin healing when the bar is still yellow.

Should the party leader (the individual under your direct control) be
incapacitated, you will be taken to the Game Over screen. Selecting
“Retry” will return you to a checkpoint just prior to the combat encounter,
which is a great opportunity to adjust your equipment, apply upgrades
(once available) and, naturally, formulate a new strategy.

When party members other than the leader are beaten into submission,
the consequences are far less dire. You can either use a Phoenix Down
via the Items menu to restore them to near full health if their presence is
still required, or take a risk and attempt to finish the battle without them
if you are fighting weaker opponents. Note that all party members are
automatically revived (if necessary) and have their HP fully replenished
once a battle ends.

Should a battle go disastrously awry at an early stage, you can press
(STARD /© and then tap GELECD /€D to select the Retry option. This acts
in much the same way as a visit to the Game QOver screen (in that you
restart at a checkpoint not too far away), and enables you to abandon a
lost cause well in advance of an undignified defeat.
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BATTLE RESuLTs & SroOiLs

Unless you are paying an unfortunate visit to the Game Over screen,
each confrontation ends with a visit to the Battle Results (Fig. 9) and
Spoils pages. Both warrant a brief introduction here.

Final Fantasy XIII features a new and novel Score system for each
encounter, with an accompanying star rating acting as the true
measure of your performance. Your grade at the Battle Results screen
is primarily determined by the speed at which you slay aggressors.
Beat opponents safely within a Target Time, and you can expect
to obtain the full five stars. However, flounder awkwardly and at
length, as you struggle to discern a particular adversary’s weakness,
and you might not receive any stars at all.

We will, of course, unveil the secrets of the underlying system
later in the guide. Items obtained after combat will often be
components (which are used at a future point to upgrade weapons
and accessories), but you may also obtain useful items (particularly
Phoenix Downs and Potions) and, on occasion, accessories and
weapons.

CHARACTER EVOLUTION

In yet another departure from series mainstays, Final Fantasy XIII
dispenses with the classic EXP system. For a fairly lengthy section of
the early story you will experience very little character progression or
growth (with the exception of narrative developments in cutscenes, of
course). Without spailing any surprises, though, we can assure you that
you do eventually get to involve yourself in the development of your
party, both through the spending of points to enhance abilities, and
through acquiring and upgrading weapons and accessories.

For this reason, those accustomed to power-leveling should wait until
later chapters before they even consider backtracking or picking fights
with profit as the sole focus. We'll let you know when such activities
are appropriate in the Walkthrough chapter.

PRI PRIMER
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WALKTHROUGH

This huge chapter is the heart of the guide, offering
a considered blend of step-by-step guidance with in-depth advice and
analysis. For those who wish to complete a first playthrough with a
bare minimum of assistance, it can be used sparingly to find quick-fix
solutions for tough battles, character development advice, and valuable
tips on new gameplay features whenever they are introduced. Equally,
though, it's also perfect for those who wish to plot the most optimal
route through this huge adventure.

GAMEPLAY SPOILER LEVEL: Low

STORY SPOILER LEVEL: Low

STRATEGY &
ANALYSIS

Designed primarily with later playthroughs in mind
(but also doubtlessly a great temptation for those who seek first-
time perfection), the Strategy & Analysis chapter exposes the hidden
mechanics that drive Final Fantasy XIII. From practical advice (such
as advanced battle tactics and character growth) to fascinating trivia,
it combines expert advice with a wide variety of insights into how
- assorted gameplay systems actually work. Be warned: unless directed
to visit sections of this chapter by page references in the Walkthrough,
you may find that it reveals more than you care to know during your first
run through the story.

GAMEPLAY SPOILER LEVEL: HiGH

STORY SroILER LEVEL: Low

I D

INVENTORY

This chapter offers nothing less than an unabridged
- guide to every collectible item in Final Fantasy XIII. It also features
~ complete lists of goods available for purchase from retail networks and
- — perhaps most importantly — demystifies and deconstructs the hugely
- important weapon and accessory upgrade system.

r GAMEPLAY SPOILER LEVEL: MEDIUM

Story SroiLErR LEVEL: Low

S | | |

D

BESTIARY

From stock assailants to fearsome bosses, unusual
opponents to extremely rare monsters, the Bestiary chapter offers a
phenomenally detailed account of all enemies in Final Fantasy XIII.
Need advance warning of a particular enemy’s principle weakness,
or the probability of obtaining a coveted component from a specific
opponent? Such information, and much more, can be found in this
authoritative reference section.

GAMEPLAY SPOILER LEVEL: MEDIUM

STORY SPOILER LEVEL: MEDIUM

EXTRAS

Finally, the Extras chapter offers a round-up of features
not covered elsewhere, such as a recap of side-quests, a checklist for
Achievements and Trophies, and additional secrets. For this reason, we
strongly advise that players avoid this section of the guide until they
have completed their first playthrough.

GAMEPLAY SPOILER LEvEL: HiGH

STORY SPOILER LEVEL: HIGH

FRAILT PRIMER

GUIDE STRUCTURE

A

" VERTICAL TAB o

The vertical tab on the right-hand margin of each double-page spread
is a navigational tool designed to help you find your way around the
guide. The top section lists individual chapters, while the lower section
highlights which section of a chapter you are currently reading.

INDEX

If you are looking for specific information, our alphabetical index is just
what you need. Simply search for the keyword you're wondering abot,
and turn to the relevant page number.
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Before you go any further, please take a
few seconds to familiarize yourself with the
structure of this chapter. The sample layout
presented here illustrates all of the helpful
features that will be available to you while
using the walkthrough.

Maps: Every double-page spread

begins with a map that relates directly
to the tips and advice covered on those pages.
Designed as an aid to easy navigation, our maps
feature all collectable treasures (as denoted by
lettered icons) and other points of interest.

Treasure Spheres: For each location

map, a table details the contents of
all Treasure Spheres, with the object type
represented by an easily identifiable icon. To
locate a treasure, simply look for its lettered
icon on the corresponding area map.

[ lcoN REPRESENTS J
G [tem
W[ | Weapon
‘( Accessory
j‘" Component
‘® Gil

AJ

®

———— ©

®

20

Enemies: With each location map, you will also find a table listing

all enemy types that you will encounter in the region covered. Read
the corresponding notes for a quick description of each creature’s strengths
and weaknesses. If you need more information, the page references will lead
you to detailed enemy data sheets in the Bestiary chapter.

Potion (x2)
Iron Bangle

50 Gil

g SRR

P

NAMmE N
| Menasvin Warmech More aggressive in second form
PSICOM Warden Will fall in three hits o less 28
PSICOM Enforcer Reasanably tough enemy for area
Pantheron High H, but easy to dispatch
PSICOM Aerial Recor Reasonably tough enemy for arez

ub-boss” encounter; easy to Stagger

POICOMMerauoer| gy - iy quiok kit

y/) The Manasvin Warmech may seem imposing, but worry r

opening battle is merely an opportunity to familiarize yo
the basic functions of combat in Final Fantasy XIII. Take the tim
ATB tutorial, then use the Auto-battle command to pummel the a

After a brief intermission, the fight will resume with the Warmech restore
to full health — and with new and more damaging attacks at its di

Rapid use of the Auto-battle command (Fig. 1) will enable you to wh
down its HP gauge before it can knock out Lightning




Main walkthrough: The walkthrough has been designed to guide readers on
- , an efficient and enjoyable path through the main storyline, offering just the right
amount of information required to successfully beat every enemy encounter of consequence.

We have also taken steps to avoid all unnecessary plot spoilers. For maximum clarity, the i
walkthrough text is structured in paragraphs that begin with reference numbers. These
numbers also appear on the corresponding maps, acting as “walkthrough waypoints” to
enable you to easily discover which challenges await in the indicated areas.

.’@/‘ Run over to the Save Station, and select Save to create a new

slot and store your progress. Move along the Aerorail platform,
following the compass marker on the mini-map until you reach two
soldiers, then run over to them to initiate combat. This may happen
automatically if*one of them makes contact with Lightning first. The
two PSICOM Wardens are very weak, and will fall in no more than
a few swift attacks. Just beyond them lies a seemingly impassable
gbstruction (Fig. 2). However, the nearby blue, swirling marker indicates
that Lightning and Sazh can easily leap over this. Simply run into it to
begin the climb and reach the other side.

m nff;r I

Once the battle is over, leap onto thefearby platform, then activate the "“%
control console to proceed. When yof reach the PSICOM Marauder and
his two cohorts, we strongly recomifiend that you carefully study and
digest the excellent tutorial on the (§iain Gauge and Stagger systems.
The onscreen instructions will tell yof all you need to know about this
important aspect of combat in FEXIIl afthis stage of the story. For now, it's
enough that you know that building Chlin Combos by maintaining a steady
flow of attacks (and inflicting the temj§rary Stagger status — Fig. 4) is the
key to beating most enemies. We'll rfurn to the subject to examine it in
greater detail when all of its features §re unlocked in the game

resilient PSICOM Enforcers), then continue along the
platform until you see a bobbing metallic device. This is a Treasure
Sphere (Fig. 3): approach it and press ®/@ to obtain its contents
All Treasure Spheres are marked on area maps displayed throughout
this walkthrough, so unless there is a specific need to talk about
aneé — such as enemy guards, an ambush or notable rewards — we'll
usually assume that you will diligently loot each one without further
instruction

v" Fight your way to the end of Aerorail Trussway 11-E where,
after a cutscene, you will encounter three Pantherons and a
PSICOM Warden. This is arguably the first battle where there is a very
gal danger of Lightning being knocked out if all four enemies focus
iheir attacks on her. If you notice her HP gauge slip into the low yellow
area (and especially so if red), quickly select the Items menu and use
a Potion. Remember: you will invariably be taken to the Game Over
screen If the party leader (that is, the character currently under your
ommand) is incapacitated during combat. Judicious use of restoratives
will always take less time than restarting from a prior checkpoint

ACCESSORIES

The third Treasure Sphere you encounter contains an Iron Bangle — the
first accessory you receive in the game. Accessories are special pieces
of equipment that confer a variety of bonuses on the wearer, from
special resistances to improved attacking capabilities. In this instance
the Iron Bangle increases the user's total HP by 50 — a boost that you |
should give to party leader Lightning straight away. Visit the Equipment !
menu to place it in her single accessory slot

USING THE BTz ATTACK

Blitz is a physical attack that inflicts damage on all enemies within a I
limited radius. It costs two segments of Lightning's ATB gauge. The E
early battle against two Pantherons and a single PSICOM Warden
demonstrates how it is best used. As they are locked in close formation
once combat begins, Lightning can inflict damage on all three in one
hit, draining more total HP across three enemies than two standard
Attack commands would on a single target. However, a Blitz assault
on a solitary opponent is wasteful — though slightly stronger than a
single Attack command, it is definitely less powerful than two. The
Auto-battle Al is usually efficient at recognizing situations where Blitz
IS appropriate.

Analysis, tactics and points

of interest: You will also find
additional insights covering tactics,
“power-leveling” suggestions, trivia
and feature introductions throughout
the walkthrough.

Secrets and side-quests:
Final Fantasy XllI's optional
challenges are all introduced as they
are encountered in the game. All side-
quests or non-essential activities that
we recommend players should tackle
immediately appear in box-outs on
the appropriate pages. Those that
are best left for endgame play are
covered in a dedicated Side-Quests
section at the end of the chapter.

Most icons used on our maps should
be instantly recognizable, as they are
identical to those used in the game
itself. If in doubt, you can refer back
to this legend at any time.

[ [coN REPRESENTS
i & Starting Point
! (1] Objective

\1/ Walkthrough Waypoint
: Zone Outline
_ Zone Link

o Stairway

Save Station
Treasure Sphere
Point of Interest
Temporary Obstruction
Cie'th Stone

Cie'th Waystone

WALKTHROUGH

USER

INSTRLCTIONS
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( NAME NOTES PAGE ]
Manasvin Warmech More aggressive in second form. 233
PSICOM Warden Will fall in three hits or less. 228
PSICOM Enforcer Reasonably tough enemy for area. 228
Pantheron High HP, but easy to dispatch. 232
PSICOM Aerial Recon | Reasonably tough enemy for area. | 229
PSICOM Marauder Acts asa “sup-bo§s” encounter; easy to Stagger 229
for a fairly quick kill.

@ The Manasvin Warmech may seem imposing, but worry not: this
" opening battle is merely an opportunity to familiarize yourself with
the basic functions of combat in Final Fantasy XIII. Take the time to view the
ATB tutorial, then use the Auto-battle command to pummel the annihilator.
After a brief intermission, the fight will resume with the Warmech restored
to full health — and with new and more damaging attacks at its disposal.
Rapid use of the Auto-battle command (Fig. 1) will enable you to whittle
down its HP gauge before it can knock out Lightning.

( SPHERE CONTENTS
@ Potion
@ | Potion (x2)
‘@ Iron Bangle
50 Gil
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'—‘@ Run over to the Save Station, and select Save to create a new
\ slot and store your progress. Move along the Aerorail platform,
following the compass marker on the mini-map until you reach two
soldiers, then run over to them to initiate combat. This may happen
automatically if one of them makes contact with Lightning first. The
two PSICOM Wardens are very weak, and will fall in no more than
a few swift attacks. Just beyond them lies a seemingly impassable
obstruction (Fig. 2). However, the nearby blue, swirling marker indicates
that Lightning and Sazh can easily leap over this. Simply run into it to
begin the climb and reach the other side.

’_\6 Fight the next group of soldiers (this time including more
resilient PSICOM Enforcers), then continue along the
platform until you see a bobbing metallic device. This is a Treasure
Sphere (Fig. 3): approach it and press ®/@ to obtain its contents.
All Treasure Spheres are marked on area maps displayed throughout
this walkthrough, so unless there is a specific need to talk about
one — such as enemy guards, an ambush or notable rewards — we'll
usually assume that you will diligently loot each one without further
instruction.

@ Fight your way to the end of Aerorail Trussway 11-E where,
after a cutscene, you will encounter three Pantherons and a
PSICOM Warden. This is arguably the first battle where there is a very
real danger of Lightning being knocked out if all four enemies focus
their attacks on her. If you notice her HP gauge slip into the low yellow
area (and especially so if red), quickly select the Iltems menu and use
a Potion. Remember: you will invariably be taken to the Game Over
screen if the party leader (that is, the character currently under your
command) is incapacitated during combat. Judicious use of restoratives
will always take less time than restarting from a prior checkpoint.

Once the battle is over, leap onto the nearby platform, then activate the
control console to proceed. When you reach the PSICOM Marauder and
his two cohorts, we strongly recommend that you carefully study and
digest the excellent tutorial on the Chain Gauge and Stagger systems.
The onscreen instructions will tell you all you need to know about this
important aspect of combat in FFXIII at this stage of the story. For now, it's
enough that you know that building Chain Combos by maintaining a steady
flow of attacks (and inflicting the temporary Stagger status — Fig. 4) is the
key to beating most enemies. We'll return to the subject to examine it in
greater detail when all of its features are unlocked in the game.

ACCESSORIES

The third Treasure Sphere you encounter contains an Iron Bangle — the
first accessory you receive in the game. Accessories are special pieces
of equipment that confer a variety of bonuses on the wearer, from
special resistances to improved attacking capabilities. In this instance,
the Iron Bangle increases the user's total HP by 50 — a boost that you
should give to party leader Lightning straight away. Visit the Equipment
menu to place it in her single accessory slot.

USING THE BLITZ ATTACK

Blitz is a physical attack that inflicts damage on all enemies within a
limited radius. It costs two segments of Lightning’s ATB gauge. The
early battle against two Pantherons and a single PSICOM Warden
demonstrates how it is best used. As they are locked in close formation
once combat begins, Lightning can inflict damage on all three in one
hit, draining more total HP across three enemies than two standard
Attack commands would on a single target. However, a Blitz assault
on a solitary opponent is wasteful — though slightly stronger than a
single Attack command, it is definitely less powerful than two. The
Auto-battle Al is usually efficient at recognizing situations where Blitz
is appropriate.

WALKTHROUGH
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NAME NOTES PAGE ]
PSICOM Enforcer Reasonably tough for area. 228 ]
PSICOM Warden Can be dispatched with great ease; good initial 228 ‘

target whenever present.
Pantheron High HP, but easily Staggered for a fairly quick kill. | 232 ‘
Bots Bohsmath Sub-boss encoun.ter; high HP, buF difficulty reduced 23 ]
by presence of high-powered allies. ;
Has strong attacks that damage both party
Myrmidon members; be prepared to heal before the battle 230
ends. |
PSICOM Aerial Recon | Reasonably tough for area. 229

@ After the cinematic interludes, play resumes with a jump to
\w a parallel storyline involving a new character known as Snow.
For the time being, he will act as party leader. This switching of primary
characters happens a lot during the opening chapters of the game. Run
forward and save before scaling the debris; once play resumes, Snow will
be accompanied by two allies (Fig. 5). Fight your way along the trussway
until you reach a group of refugees from the destroyed train.




=
\ After the cutscene, collect the Iron Bangle from the nearby
Treasure Sphere and equip it on Snow, then battle through to
the waypoint marker where you will encounter a Beta Behemoth. This
substantial monster is more striking than dangerous, especially as you
have an ally poised to heal Snow once his HP falls below a certain level.
Save your progress when prompted to do so. The story then briefly
returns to Lightning and Sazh with a major enemy encounter. This time,
however, you will need to be responsible for your own HP gauge, and
should need to heal at least once using a Potion before the Myrmidon
falls (Fig. 6).

@ Back to Snow, and you immediately face the largest (and

strongest) group of generic opponents encountered so far.
You should by now be acquiring a good sense of when it's appropriate
to heal, and when it's better to push for a swift victory; the former is
probably most prudent in this instance. Examine the vehicle (Fig. 7) once
you reach the waypoint marker to initiate a cutscene, and a transition to
a pair of new characters: Hope (who acts as leader), and Vanille. Once
again, examine the vehicle when you reach the destination marked on
your mini-map to continue.

INVENTORY MANAGEMENT

ltems, equipment not in use, Gil and, eventually, components (used
to upgrade weapons and accessories) are actually shared between
different parties. Whether the story's main protagonists are separated
by meters or miles, you can safely view all accumulated resources as
actually “belonging” to you, the player. There is one notable exception.
When the action switches to a new character or party, accessories
worn by absent friends cannot be unequipped or otherwise transferred
to your new group. If there is an instance where an accessory might be
useful in a particular situation, we'll try to warn you well in advance.

ENEMY INTEL

Press ®1/ 3 to view information on opponents during battles. On
first encounter most fields will be blank, but additional data will appear
during combat. After a few meetings with a particular enemy type,
their page should be complete. Many of the facts presented have little
relevance at this stage of the story, but you can still use them to identify
weaknesses and formulate tactics. For example, enemy party members
with low HP might be ripe for early dispatch (reducing the number
of weapons directed against you), while an assailant with powerful
attacks but easily Staggered, flanked by weak cohorts, might be a more
astute choice of first target in another situation.

WALKTHROUGH

POTIONS

Potions are both plentiful and powerful at this stage of the adventure,
fully restoring the HP gauges of all party members in combat. Don't feel
the need to be frugal with them. If supporting characters are knocked
out, a Phoenix Down will revive them instantly with an almost full
health bar. These are less common, though. If you are confident that
you can beat opponents without reviving a stricken ally, it's better to
do just that. Remember that use of the Items menu does not consume
segments of your ATB gauge.

MISCELLANY

¢ Snow’s Hand Grenade attack works in a similar way to Lightning's
Blitz—it's an area-effect physical assault that costs two ATB gauge
segments, and is best employed when a group of enemies are
standing in close proximity.

% Without wanting to burst anyone's bubble, the fact that you
are almost certainly receiving a full five-star rating at each visit
to the Battle Results screen is not especially meaningful. This
feature only grows in importance when you reach Chapter 03.
The principle calculation behind the score awarded is how
quickly you dispatch all enemies. We'll return to this subject later
in the guide, once the tactical options available to you begin to
expand and enemies grow in strength and abilities, making it a
far greater challenge to consistently beat the Target Time.

# The Datalog (accessed via the Main Menu) enables you to study
intelligence acquired on different enemy types, but also features
interesting entries that develop the FFXIIl backstory. You will
also find summaries of significant plot events that are updated at
regular milestones.
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NAME NoTES PAGE || ( House of Stairs )
Pantheron Eqsﬂy Staggered;. 232
mildly dangerous in large numbers. |
Zwery Standroid Limited detection ability makes preemptive strikes 232
easy; very low HP. |
Myrmidon Tough enemy for area; dangerous if it focuses 230 |
attacks on a single party member.
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W~ Once Hope and Vanille reach their destination, note that
\ Vanille is now the party leader. Dispatch the sole Pantheron
who foolishly chooses to greet them, then, after detouring to the
container near the crashed vehicle, try to open each Treasure Sphere in
turn on your way to the waypoint marker. There are no enemies in this
area who will pose any real threat. You will also find that the Zwerg
Scandroids, with their narrow field of vision, are ripe for devastating
preemptive strikes (Fig. 1).

\v The story briefly returns to Snow for a short journey to a
waypoint marker with one inconsequential battle. Activate the
device when prompted to shift the focus of the action to Lightning and
Sazh. Clear the area of Pantherons and Zwerg Scandroids, then attack
the more dangerous Myrmidon. Dive straight in, but be ready to use a
Potion to heal midway through the battle if required. After dispatching
the enemies on the next level up, collect the Gladius from the Treasure
Sphere, and equip it on Lightning to boost her Strength.

For the final battle before the waypoint marker (a Myrmidon supported
by a Pantheron), you may wish to use a Deceptisol Shroud beforehand
(Fig. 2), then dispatch the bigger opponent first for an easy fight.

@ After a brief interlude with Snow on the House of Stairs map
\. " (just defeat the small group of enemies, then activate the
device to summon a platform), the story returns to Vanille and Hope.
You have already explored most of the Sacrarium map, so all that
remains to do here is to open the fourth and final Treasure Sphere
of the area, then head through the large door (Fig. 3) to reach the
Oblatorium.

SHROUDS

Shrouds are a special class of single-use item that confers temporary
benefits on your current party. They must be activated just prior to a
confrontation: you cannot do so during battle. To use a Shroud, call
up the menu at any time while exploring by pressing CD/&8. Their
effects are temporary, so be sure to engage opponents before they
dissipate. You will encounter two types during Chapter 02:

¢ Deceptisol shields the party from enemy eyes or senses, enabling
you to perform a preemptive strike on potentially dangerous
adversaries. It can be used to avoid many battles entirely, though
skipping confrontations will cause your party to miss out on vital
rewards from the start of Chapter 03.

4 Fortisol casts various status enhancements on your party from
the start of a battle. Status effects play little part in the events
of Chapter 02, so for now it's enough to know that Fortisol
makes your party faster and stronger.

Shrouds are usually obtained as spoils after battles, though some also
appear in Treasure Spheres. They tend to be rare, so try to save them
for times when you really need them. You will find advice on when to
use Shrouds throughout the walkthrough.

Power Tip: If you wish, you can fight enemies in the Sacrarium area
(second visit) with Hope and Vanille to farm for Deceptisol and Fortisol
Shrouds, as both are common drops here. To make all opponents
respawn, just exit to the Oblatorium then return to the Sacrarium.

PREEMPTIVE STRIKES

If you can sneak up behind an enemy to stalk them silently, you have a
chance to initiate a preemptive strike. When these take place, the current
party leader will hit each enemy in turn once combat begins, causing no
damage but filling their Chain Gauges to just below maximum. It also
causes your party to begin a battle with full ATB gauges. If you are quick
to attack, this will enable you to Stagger at least one opponent almost
instantaneously — though you should note that the duration of the Stagger
status is shorter than when triggered by traditional attacks.

Preemptive strikes are particularly effective against enemies with high
HP, and may offer an opportunity to defeat the most threatening foe in
a group very quickly. In some instances, it may be more efficient to take
the opportunity to cut enemy numbers by defeating foes with low HP
first (especially if multiple opponents can be Staggered with the first
volley of attacks — Lightning's Blitz ability works well here). The most
important thing is to act immediately — any delay will see enemy Chain
Gauges drain rapidly, and you will lose your advantage.

| WALKTHROUGH
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NAME NOTES PaGt ]

Pantheron Easy to Stagger. ‘ 232
I |
Ghoul Slow, but ppssesses powerful attacks; can be } 203
dangerous in larger groups. |
Very high HP for area; uses powerful Fire attack;
Ghast healing advisable when leader HP falls below 244
40%.
Wight Low HP, but high attack evade rate. i 244
Anima High HP; becomes more aggressive later in battle. J 245
Anima: Left Manipulator | Both act as separate entities during the Anima “
fight; destroy them to remove Anima’s capacity to 246
Anima: Right Manipulator | dea| damage.

W Save your game before you travel to the waypoint marker. After
\. the cutscene, Snow joins Vanille and Hope. The story then returns
to Lightning and Sazh. Collect the Power Wristband from the nearby
Treasure Sphere. You can equip this on Lightning to provide a notable
boost to her Strength stat. Now head up the stairs and fight your way
through the Ghouls en route to the destination marker, taking advantage of
regular opportunities to launch preemptive strikes. The Ghast encountered
later is a much tougher opponent, with a Fire attack that saps in the region
of 100 HP. After fighting another sequence of Ghouls as you travel to the
waypoint on the Nave map, you will need to confront two Ghasts at once.
A quick application of Deceptisol just before you engage them could be a
wise move; a swift Blitz attack from Lightning may Stagger them both from
the start of the fight (Fig. 4).




v‘ With party leader Lightning accompanied by Snow and Sazh,
\ fight your way through Ghasts and Wights to reach the final
waypoint in this chapter. Don't neglect to store your progress at the
Save Station before you enter the corridor.

Major Encounter — Anima: As boss encounters go, this is an
undemanding confrontation once you know what to do. Target (and
destroy) Anima’s left and right Manipulators to remove its ability to inflict
damage (Fig. 5), then grind away with Auto-battle commands on the
main body until the appendages reappear. Anima becomes a little more
ferocious when its HP falls
below 50%, but will
always cease its assaults
once both Manipulators
have been broken. It should
take no more than three
“rounds” of limb removal
and a couple of Potions to
see you safely through the
battle.

TacTics: UseruL ButtoN COMMANDS

There are two button commands that will enable you to be much more
efficient in combat, spending accumulated ATB gauge segments only
where they are needed.

EARLY COMMANDS

To initiate an early attack before the ATB gauge is completely filled,
press @/@ while the Auto-battle option is highlighted, or when you
have a command queue in place. This has many applications. The most
common is to use it to finish off an enemy with a mere sliver of HP
remaining, perhaps to prevent a valedictory attack that might take place
were you to sit and wait, or simply to shave a few seconds from the
final battle time. Later in the game, this can enable you to cast healing
or support magic in the instant it is required. It's also a great way to
keep a Chain Bonus active when it might otherwise expire were you
to apathetically watch the ATB gauge fill. Note that partially charged
segments will always be preserved, and that attacks that require more
than one segment (such as Lightning’s Blitz assault) will be cancelled
outright if the necessary bars are incomplete.

CANCEL COMMANDS

The tide of combat can change with a single enemy attack or unexpected
new development, so the ability to revoke a full or partial command
queue with @ /@ is also a great skill to master. Take the battle against
Anima, for example. If its damage-dealing Manipulators regenerate at
the very moment you commit to three strikes on its body, it makes sense
to quickly cancel and choose either appendage as a new target. It can also
enable you to use an emergency Potion (or, later, heal by other means).

COMPONENTS

You will notice that you are acquiring many objects with exotic names
from Treasure Spheres and as loot from vanquished opponents. These
are components, unique items that are used to upgrade weapons and
accessories later in the game. Don't feel tempted to sell them just yet —
the Gil you will accrue may be far less useful than their future benefits.
We'll offer advice on how best to profit from these objects all along the
Walkthrough.

MISCELLANY

¢ The Doctor's Code accessory is awarded after the fight with
Anima. When worn, it doubles the effect of Potions, so it may be
worth equipping your party leader with this useful boon in certain
situations in future — particularly if they are fighting alone with no
other means of healing.

@ Youmay have explored the Shop option available at Save Stations,
but there’s actually nothing of note that you can purchase right
now. We'll let you know when genuinely unique or useful goods
are made available. For now, it's better to save your limited Gil and
stockpile all other items.

# The in-game tutorials freeze the battle clock while active, so don't
ever feel the urge to skim-read (and potentially miss important hints
and tips) in order to beat a deadline that doesn't exist.

CHAPTER 02
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| Ghast Both are little more than cannon fodder 24 |

Ghoul by this stage. 243

High evasion probability; falls easily once

attacks land. o

Wight

with the Relentless Assault option to obliterate the Ghasts with
ease. That task complete, head down the slope for additional cutscenes
and an introduction to the Crystarium. Now head left where the path forks
(Fig. 1) and fight the four Ghouls and one Ghast to reach a Treasure Sphere
containing a Pearlwing Staff that Vanille can use. This offers a slight boost
to her Magic rating at the expense of a large drop in her (for the time
being, unused) Strength stat. Continue forward until you reach a tutorial.

The Waters Stilled |
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PARADIGMS & ROLES

The introduction of the Paradigm system, character “roles” and several
new abilities at the start of Chapter 03 marks a decisive step towards
more tactical and challenging combat encounters. Final Fantasy XII
doesn't kick off the training wheels just yet, but this is the point where the
shape and texture of the “true” battle engine first becomes apparent.

ROLES

As the Paradigm tutorial explains, every character can fight in one of six
different roles. For now, only four are used in combat. The two further
roles only become relevant during Chapter 04.

¢ Commandos specialize in physical assaults, though some of
their abilities may have special properties. As a general rule
they inflict greater damage than Ravagers. Their attacks slow
down the depletion of the orange “timer” bar in the Chain
Gauge, which is an invaluable contribution to the process of
Staggering an opponent.

® Ravagers use magical attacks, many of which have elemental
properties — such as Fire, Wind or Ice. After you have identified
an opponent’s elemental affinities and vulnerabilities (read “Enemy
Intel and Libra” on page 33 for more details on this subject), allies
operating as Ravagers (and, of course, a party leader entrusted to
Auto-chain) will tailor their choice of spells to cause maximum harm.
Their most significant contribution against stronger opponents is to
drive their Chain Gauges and Chain Bonuses up at a rapid rate to
cause the Stagger status and increase the damage inflicted with
every blow.

@ Medics are healers who use magic to restore HP and,
eventually, remove negative status effects. They have no
combat capabilities.

# Sentinels are the classic tank archetype, using their defensive
bonuses and special abilities to attract and bear the brunt of
enemy attacks. These “damage sponges” are capable of soaking
up withering assaults that might cripple other party members.

PARADIGMS

After their transformation at the climax of Chapter 02, each protagonist
can perform one or more roles. Different configurations of character
roles are known as Paradigms. Each of these has a distinct tactical
purpose, from raw aggression to pure defense, with many shades of
gray in between. They are automatically assigned descriptive names
that make them easy to identify on sight.

One vitally important feature of the Paradigm system is that characters
can only use abilities specific to their current assigned role. For
example, Vanille cannot use Cure while operating as a Ravager, or
the Aero offensive magic while performing duties as a Medic. Press
(CD/ MM during combat to bring up the Paradigm Deck, then make your
selection with ®/@ to perform a Paradigm Shift. Your party leader
and allies will automatically change their strategy in accordance with
their new roles.

For the majority of this Chapter, you only need use two Paradigms:
“Relentless Assault” for attack, and another featuring a Medic for
healing. At first, the default Paradigm featuring a healer also has Snow
operating as a Sentinel, a setup that is a little too defensive for your
needs right now. This is, therefore, a good time to visit the Paradigm
menu and create a more suitable configuration of your own. Select
an empty slot in the Paradigm Deck and create a new setup that has
Lightning as a Commando, Snow as a Ravager and Vanille working as a
Medic. This is called “Diversity”, and is a staple Paradigm that enables
you to heal while maintaining a solid attack. While you're at it, feel
free to change the order of your Paradigms as you see fit, and choose
your active one.

It's always a good idea to check available setups in your Paradigm
deck when your party changes and, if necessary, create new options of
your own. Naturally, you should feel free to experiment. We examine
Paradigm tactics throughout the walkthrough, and will always suggest
useful combinations whenever it may be helpful to have them.

CHAPTER 03
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Ghast Both are little more than cannon fodder by this 244

Ghoul stage. 243

Wight High evasion prabability; falls easily once attacks 244
land.

PSICOM Warden Very low HP; may fall to a single blow. 228
Dangerous opponent in large groups; high HP;

Breshan Bass weak against Fire and Lightning elements, but 235
halves Water damage.

Pantheron A temporary inconvenience. 232

PSICOM Enforcer Can be felled with a stern look. 228
Has a very distinct battle routine and two very

Manasvin Warmech powerful attacks that harm all party members; 233

weak against Lightning and Water elements.
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'—/; Breshan Bass seem an unassuming foe at first sight (Fig. 2),

7" but are very hardy and pack a surprisingly vicious punch. Keep
Relentless Assault as your default Paradigm until one or more party
members slip below 50% HP, then switch to the newly created Diversity
(see page 29) to have Vanille heal the party. Once the bars are back
in the green, return to Relentless Assault to maximize your damage-
dealing potential.

In the dead end that branches off to the left, there are another four
Breshan Bass guarding a Treasure Sphere containing a Silver Bangle.
Give this to party leader Lightning to increase her HP. The rest of the
journey to the waypoint marker is blissfully uncomplicated. Don't
neglect to pick up the Magician’s Mark when you pass it — this is an
excellent accessory tailor-made for Vanille.

o —

v Major Encounter — Manasvin Warmech: Invest CP (see
¥/ "Using the Crystarium”) in character upgrades if you have yet to
do so, record your progress at the Save Station, then stride purposefully
to the waypoint to meet a Manasvin Warmech. Unlike its comparatively
sickly kin that you fought in the opening battle, however, this one has
a massive total HP of 32,400 and boasts two special (and devastating)
attacks that damage all party members. Stay with Relentless Assault
until it unleashes its Wave Cannon (Fig. 3), then switch to Diversity (or
the less efficient Solidarity if you did not create that custom Paradigm,
see page 29) to have a Medic heal through the subsequent Crystal Rain
attack. Failure to make this transition will lead to an abrupt end to the
confrontation — the short tutorial beforehand really is an informative
piece of foreshadowing.

Once all characters are looking healthy, with the Warmech performing
vertical Plasma Bursts on individual party members, it's safe to switc

back to Relentless Assault to accelerate the battle. Return to a more
defensive Paradigm if a character's health falls below 60%, or if you
notice visual cues for subsequent deployments of Wave Cannon and
Crystal Rain. Using these tactics, you should beat it in less than two
minutes, Staggering it twice.

USING THE CRYSTARIUM

Those surprised by the absence of palpable character growth until this
point will greet the introduction of the Crystarium with no small degree
of happiness. From this point onward, all protagonists (whether in the
active party or even temporarily gone) will be rewarded Crystogen Points
(CP) at the end of almost every fight. The actual sum is determined by
the CP value of each enemy (as revealed in the Bestiary chapter of this
guide) and specified at the Battle Results screen. CP can then be spent
at the Crystarium screen, a feature introduced in great detail by the
in-game tutorial.

At this stage in the game, progression in the Crystarium is fairly linear,
with no real opportunities or need to make informed choices on which
role to invest in first. We would advise that you visit it to upgrade party
members every time you accumulate 200-300 CP in Chapter 03 — though
if a potentially useful Crystal is within your grasp (such as a large stat
increase or a new ability) it's always worth paying an early visit.

Readers keen to “level up” the party straight away should note that
Crystarium progression is capped, with new layers only introduced at
fixed story milestones. Though there are instances where grinding for
CP (by backtracking to fight enemies who respawn) can offer short-term
advantages, this is not one of those occasions: there are just enough
enemies between now and the chapter end to provide all the progress
you need. You should also bear in mind that CP rewards (and Crystarium
costs) actually grow with each passing chapter, so there's no real benefit
in fighting in a single spot with long-term character advancement in mind.
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NAME

NOTES PAGE

BiaalianiRass Slightly less thrgatemng after Crystarium 235

upgrades, but still a strong foe.
|| Pantheron Pose no danger whatsoever. 232
Bloodfang Bass Veryllow HP; whenlmlxed with their Breshan 235
.| cousins, kill these first.

Alpha VBeh/emoth Powerful but very slow; ggsily Staggered.ﬁ 233

PSICOM Tracker Reasonable HP total, but no real threat. 228
Extremely fast; in mixed groups, try to dispatch

Watchdrone these before you turn to other enemies; weak 230
against Lightning and Water elements.
Weak opponent; kill first to prevent them from

FIICOM Rengae casting Protect or Shell on their stronger allies. 8
Halves physical and magic damage; sustains 10%

Ciconia Velocycle of usual damage when in Charging status; loses 231
resistances when Staggered.

Sazh now joins the party to replace Snow, so ensure that you visit

=7 the Crystarium to unlock upgrades for him. Press on until the path
separates into two bridges (Fig. 4), then take the leftmost of these to reach
two otherwise inaccessible Treasure Spheres. The Deneb Duellers boost
Sazh's Magic rating at the expense of a minor drop in Strength — a trade
that is definitely worthwhile. Backtrack to the other bridge, then cross it to
reach a large group of six enemies. Their appearance may suggest that a
tough battle awaits, but five of these creatures are Bloodfang Bass (easily
distinguished by their red legs): a far less dangerous adversary than its
regional cousin, the Breshan Bass. Press forward and examine the vehicle
overlooking the bridge to open the path ahead.




Don't underestimate the huge group of Breshan and Bloodfang
Bass on the bridge (Fig. 5). Focus on the latter first, and be prepared

to briefly switch to the Diversity Paradigm to heal midway through the
battle. After the next Save Station you will encounter an Alpha Behemoth —
and, usefully, a pertinent tutorial on the use of the Libra technique. The
best tactic against this opponent is to stick with the Relentless Assault
Paradigm and Stagger it for a quick victory. If you take too long, the Alpha
Behemoth will charge its Extermination Mode attack, which enables it to
inflict approximately 300 HP of damage with each blow.

5
?\vv While scaling the ice face at The Frozen Falls, take the right-hand route
\ when the path branches (Fig. 6) to find two Treasure Spheres. You will
encounter a Watchdrone and a powerful Ciconia Velocycle at the top. You should
dispatch the former first, as the Ciconia Velocycle has very high HP. Don't be
disheartened by the tiny shavings of damage that you inflict at first, as this enemy
loses its high resistance to physical and magical attacks once Staggered.

TECHNIQUES

Techniques are special abilities that require Technical Points (TP) to activate.
The TP cost of each Technique appears next to its name in the Battle Menu.
Though you only have Libra right now, your repertoire will soon expand.

Like items, Gil and components, Technical Points are a resource that is
shared between different parties — so even after changes in personnel and
locale, your TP total will not change. They are replenished slowly during
combat when you accumulate high Chain Combos, with additional increases
awarded after battles. The higher your star rating, the bigger the reward —
though the rise can be almost imperceptible after minor combat encounters.

You will discover later that judging when and where to spend TP on

Techniques is an important skill. For the time being, feel free to use
Libra whenever you need it.

ENEMY INTEL AND LIBRA

As you should know by this stage, you can view information on enemies
you face by pressing &)/ BN during combat. Though all fields except
an opponent’s name are blank on first meeting, entries are gradually
filled in during and after combat. It usually takes no more than three
battles to build a complete picture of a particular adversary’s strengths,
weaknesses and special attributes.

Much of the data obtained for each enemy concerns their susceptibility
or capacity to withstand elemental forces (Ice, Fire, et al) and status
ailments (which do not matter just yet, but will do soon). With the
introduction of magical attacks and physical assaults with elemental
properties, this is vitally important.

Why? Actions chosen by the Al that controls your companions and the
Auto-battle command (and indeed, all “auto” options for each role) are
adjusted in accordance with the intelligence at your disposal. If you have
not discovered that a foe has a high resistance to (or, worse, absorbs) Wind-
based damage, for example, all party members will be oblivious to this fact
until they learn otherwise. Furthermore, even if you know that an enemy
is vulnerable to Water attacks after referring to the Bestiary chapter or a
walkthrough tip, your allies (and Auto-battle) will not until this information
is exposed in-game. In Final Fantasy XIII, knowledge really is power.

That is why the Libra technique and disposable Librascope item are
genuinely essential — they can be used to immediately obtain a clearer
picture of an opponent’s attributes, though it may take two of the former
to reveal every last secret. This is especially useful against stronger
adversaries (particularly bosses) who pose a clear threat to your party. Note
that whereas the Libra technique only reveals information about one target,
the use of a Librascope item reveals the attributes of all opponents taking
part in a battle at once.

WALKTHROUGH
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A City No Longer

ENEM
NAME NOTEs PAGE
PSICOM Tracker May be awkwgrd if buffed with Protect or Shell by 28
an accompanying Ranger.
Weak opponent; kil first to prevent them from
EOUSencer casting Protect or Shell on their stronger allies. a
Watchdrona Usgs deadly combo attacks wn_conjyn.ctton with its 230
allies - be ready to heal or revive victims.
Alpha Behemoth High HP apd Strgngth, but very slow; catch it with 233
a preemptive strike for an easy fight.
Sustains half usual damage from physical attacks;
Crusader try to start battle with a preemptive strike. 2
Pantheron Heels on command. 232
PSICOM Executioner Fast and agile; sustains half usual damage on all 229
attacks.
Sustains a tenth of normal damage while its
i i Barrier is active; vulnerable to Wind-based magic. 5

CONTENTS Tyre

600 Gil

Digital Circuits (x2)
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From The Mir‘rored Morass

Begrimed Claws (x7)

Spark Ring
Potion (x3) \V Once you reach the Gates of Antiquity area, try to sneak up on the Alpha
~ Behemoth. As you proceed through the ruins, aim to kill the weaker PSICOM

Millerit ) . .
ki Rangers first when you meet groups of enemies. They fall easily, but may cast Protect

and Shell if left alive, which could be problematic if bestowed upon a stronger ally.
The two Crusaders you fight are perhaps the most noteworthy foes — they are easy
to Stagger, but have powerful attacks that are dangerous if directed at a single party
2 Librascope (x2) ‘ member in an unbroken sequence. Starting the battles with preemptive strikes will
\ make a big difference, though it's not worth wasting a Deceptisol Shroud to do so.

Ferroelectric Film

Phoenix Down
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After the second Crusader falls, the journey to the Echoes of the Past
map area is fairly uneventful. The PSICOM Executioners are worthy of
respect, but soon fall once Staggered. When you reach the final Save
Station, be sure to open the two Treasure Spheres before you approach
the staircase (Fig. 7).

v Equip the Spark Ring you just found and visit the Crystarium
\ to spend accumulated CP before using the Save Station. If
you haven't done so yet, unlocking Aero (Ravager magic) in Sazh's
Crystarium will make the forthcoming battle a little easier.

Major Encounter — Garuda Interceptor: This fight is split into two
sections — a short opening bout followed by a more involved second
encounter. For the first, use Libra to reveal information about your
opponent, then pound away with the Relentless Assault Paradigm
until a cutscene begins. Your party's HP will be restored for the
following stage, so there's really no need to heal.

For the final part of the fight the Garuda Interceptor is much stronger,
as its Barrier status buff cuts all physical and magic damage to a
tenth of its normal level. Don't be worried by the negligible effect
you have on its HP bar at first: once this enemy is Staggered, its
susceptibility to Aero magic (Fig. 8) will cause its health to plummet
as the Chain Combo rockets upwards. Despite initial worries (and
an occasional need to heal), you will find this a battle that ends
satisfyingly quickly.

You receive several different rewards after the fight ends. In terms
of spoils, you get a Silver Bangle and access to the Up in Arms store
(accessed via the Shop option at Save Stations). Sazh and Vanille
acquire the new Synergist and Saboteur roles respectively (more
on which shortly), and all party members have their Crystariums
expanded.

’ Eidolon Battle — Shiva: Once the story returns to Snow, you
are launched straight into battle when the cutscene ends.
If you equupped him with an accessory earlier it may be prudent to
remove it now, as he has a limited role in combat encounters for the
coming chapters. To do so, press GTARD/ @ and then select Retry as
soon as combat begins. This may seem like an unusual step, but it
enables you to pay a quick automatic visit to the Main Menu before
you resume.

Your first task is to fight a group of PSICOM soldiers. As Snow is
fighting alone, you can dispatch individual Rangers efficiently and
quickly by initiating Auto-battle after two ATB gauge segments are
full (tap @/@). When the tougher reinforcements arrive, use Potions
to top up his HP level while you wait for his ATB gauge to fill between
attacks.

In the second confrontation (against Shiva), you should immediately
switch to the Sentinel Paradigm. While one of the sisters (Nix) will
attack, the second (Stiria) will heal Snow at regular intervals. Select
Auto-cover (the Sentinel equivalent of Auto-battle), and Snow will
initially use Provoke on the aggressive Nix. She is actually immune to
this ability, but what follows (and will be added to the command queue
on every subsequent use of Auto-cover) is the key to completing the
challenge: the Steelguard skill. This staple component of the Sentinel’s
repertoire enables its user to endure attacks with minimal HP loss.

All you need do here is engage Steelguard just before Nix attacks
(Fig. 9). If its effects are active as she unleashes each assault, the
Gestalt gauge will fill steadily. To ensure that all goes according to
plan, use @/@ and ©/@ as required to rush or cancel Steelguard
(with the latter being applicable when Nix stops to perform ATB
Charge). Once the Gestalt gauge is sufficiently filled, press @ /€ to
end the confrontation.

EIDOLON BATTLES

The fight against Shiva introduces a new gameplay feature: Eidolon
Battles. As the in-game tutorial explains, beating these powerful
opponents enables you to acquire their services for the rest of the game.
Unlike traditional boss encounters, defeating them is rarely a simple
matter of pummeling away until an HP gauge is depleted. Instead, the
challenge is to discover what these creatures expect from you by using
the Libra ability to obtain clues or learn weaknesses, then perform
specific actions to increase the Gestalt gauge before the relentless
Doom countdown reaches zero.
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To Munitions Necropolis

| (Another Man's Treasurej

Once you gain control of Sazh, run straight over the bridge. When
play resumes, Lightning is now leader with Hope her supporting
ally. Visit the Crystarium immediately to upgrade both characters. You will
benefit from spending Hope's accumulated riches of CP on unlocking Aero
(Ravager magic) and then Shell (a Synergist ability). Ensure that Lightning is
wearing a Silver Bangle accessory, and give Hope an Iron Bangle; keep your
second Silver Bangle (if collected earlier) free for Sazh.

After a couple of hours with three-person parties, going back to two can be a
shock to the system. The Thexteron and two Pantherons pose no real danger,
but the trio of Watchdrones are a sterner test. Be ready to Paradigm Shift to
War & Peace should you notice two joining forces for a combination attack
(which can instantly knock an injured party member out — Fig. 1).

NOTES

NAME PAGE J
Pantheron A fleeting inconvenience. [ 232
Fairly high HP; aim for quick Stagger to kill it;
Tisavion casts Bravery to boost physical attacks. i
Very fast; hugely powerful combination attacks — |
Watchdrone switch to a Paradigm with a healer when these ‘ 230
occur. .
Pilsawork Soldiar Weak ggamst thg Lightning element; high HP, | o
but entirely passive once Staggered. 3
Dismal Dunescape
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f
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|
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v After reaching the waypoint, the story returns to Sazh and
\\_ Vanille. Equip Sazh with the Silver Bangle, then visit the
Crystarium. Upgrade Sazh's Synergist role until you reach the Vigilance
crystal, then dedicate remaining points to his development as a
Ravager. For Vanille, go for Fire (Ravager) and Deprotect (Saboteur),
then concentrate on the Medic role. Until the next Crystarium level is
unlocked, you can then proceed any way you please. Your final piece of
preparation should be to create two new Paradigms: Synergist + Medic
(Symbiosis) and Ravager + Saboteur (Undermine).

At the top of the slope you are introduced to your first three-way battle
(Fig. 2), where two enemy groups are engaged in battle with one another,
making it easier to initiate combat with a preemptive strike. Direct your
aggression at the Watchdrones, as these are the most dangerous foes.
When only the Pulsework Soldier remains, Paradigm Shift to Undermine.
This will enable Vanille (now working in the Saboteur role) to inflict
Deprotect and Deshell, weakening the final adversary and increasing
its Chain Gauge. Once both are in place, return to Dualcasting to finish
it off quickly. Activate the nearby device to continue.

2
v Inthe next three-way battle, target the Thexteron, then repeat
\_ *the tactic outlined previously to dispatch the Pulsework
Soldier. The fight that follows is, for the unwary, potentially a very
nasty trap (Fig. 3). As the Thexterons and Watchdrones are allied,
it should be obvious that it makes sense to attack the Pulsework
Soldier last — or suffer the consequences. For the final three-way
battle, though, it's definitely best to kill one of the two Pulsework
Soldiers first.

-

Once Hope joins the party, create the Smart Bomb Paradigm (Ravager
+ Saboteur + Ravager). This is perfect for Staggering strong enemies
quickly; you can then switch to Tri-Disaster for increased damage.

STATUS EFFECTS

With the introduction of more dangerous opponents and the Synergist
and Saboteur roles, status effects will now play a greater part in future
combat encounters. These “buffs” and “debuffs” add a whole new
layer of strategy to combat, so you should familiarize yourself with the
basic concepts straight away.

¢ A status enhancement is a beneficial condition conferred by an
ability (or by wearing a special accessory), such as Haste (faster
ATB gauge charging) or Protect (better resistance to physical
damage). They are not the sole preserve of your party, which is why
it remains important to learn as much about opponents as you can.
An enemy who uses status enhancements could suddenly become
much more powerful or bestow such boosts on their allies.

4 Status ailments are debilitating conditions. These include Deshell
(reduced resistance to magic damage) and Debrave (which reduces
a target’s strength).

Current status enhancements or ailments are represented by icons
positioned next to HP gauges for both party members and enemies, and
are only active for a limited period of time. For a complete list of status
effects, turn to page 142.

ROLES: SYNERGIST & SABOTEUR

Synergist and Saboteur are the two final roles, completing the full
set of six.

# Synergist: The Synergist's job is to imbue party members with
useful status enhancements such as Bravery and Faith. They
cannot attack enemies, and will simply recast existing effects
on party members once all available buffs are active. It's best to
parachute them in with a Paradigm Shift, then switch back to a
more aggressive configuration once the desired enhancements are
in place.

¢ Saboteur: An Al-controlled Saboteur (or the Auto-hinder command)
will attempt to inflict status ailments on all enemies in a battle.
These usually cause a small amount of additional magic damage.
Like Synergists, Saboteurs serve no purpose once all potential
status ailments are in place (until existing ailments have expired).

Interestingly, though, abilities used by Saboteurs have the effect of
slowing down the depletion of the Chain Gauge in the same manner
as Commandos. Potentially, a Ravager and Saboteur combination
(Undermine or, with two Ravagers, Smart Bomb) could be as effective
as a Commando and Ravager partnership at cooperating to inflict
Stagger status.

- O
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TREASURE SPHERES

[ SPHERE CONTENTS Tyre
@ | Metal Amband (@) :
@ | Phoenix Down P~
° ,Librascope =l a
@ Ember Ring

Munitions Necropolis

From Another Man's Treasure

—— Weak against Water and Lightning elements; 236
fast attack speed.

Pulsework Soldier High HP; passive once Staggered. 242

Sijiéibiis Makes |t§ a!Hes more dangerous when present; 236
dispatch it first.

Dreadnought Halves .mag|cal andl physical damage, but weak 23
to multiple status ailments.

( NAME NOTEs PAGE

/' Using the Smart Bomb/Tri-disaster tactic of exploiting the
" Saboteur’s ability to reduce Chain Gauge depletion before
pummeling with all-out magical attacks, there are no enemies that
should cause you difficulties until you are reunited with Lightning in the
Devastated Dreams map area. However, when you encounter groups
containing a Succubus, be sure to kill it first. Though hardly blessed with
colossal HP, its ability to cast Deprotect on your party and Bravery on its
allies should not be ignored; equip the Metal Armband available in the
nearby Treasure Sphere to increase your resistance to Deprotect.

Lightning replaces Hope in the party. Unless there is a pressing need
to heal, the Relentless Assault Paradigm will suffice for the immediate
future. Push on until you reach a control panel, then operate it to lower a
bridge. After you fight the Incubus and two Succubi above, be careful not to
miss the Treasure Sphere concealed just through an open doorway (Fig. 4).
Further ahead there is a shortcut to the left that could enable you to skip a
battle with two Pulsework Soldiers and a Succubus, but it's actually better
to fight them for CP, spoils, and access to the nearby Treasure Sphere.




@‘ When youreach the third Save Station on the Devastated Dreams
\. map area, stop and upgrade your party at the Crystarium, equip
the Ember Ring from the last Treasure Sphere, then approach the ominous
pile of junk to initiate a boss battle.

Major Encounter — Dreadnought: Due to its 50% reduction on both
magical and physical attacks, your first action should be to switch to the
Smart Bomb Paradigm to allow Vanille to cast Deprotect and Deshell.
That done, switch back to Relentless Assault (Fig. 5). Dreadnought uses
its Steam Clean ability to remove one status effect at a time, but don't
worry about that for now. This is another two-part confrontation, and
your only objective should be to Stagger your colossal opponent and
deplete its HP gauge to meet its “true” form. You may need to heal
once, but this first part is otherwise fairly simple.

After the short intermission, all party members are restored to full health.
As Dreadnought's HP is so much higher this time, you should select the
Bully Paradigm straight away. Use Sazh to apply the Faith and Bravery
buffs while Vanille enfeebles the boss with her Saboteur skills. Switch
to Diversity to heal, then use Relentless Assault to begin inflicting
real harm. Some of Dreadnought's attacks can be highly unpleasant
(particularly the Wrecking Ball assault), so be ready to cancel attacks
and switch back to Diversity as required. When both status ailments
expire or are removed, use Smart Bomb to quickly refresh them:; this
should occur just before your opponent’s Chain Gauge reaches its limit.
Dreadnought does not last long once Staggered.

After the battle, the party's Crystariums are expanded. Lightning
acquires the Medic role, and Sazh can now operate as a Commando.
You also receive the Omni-kit (which enables weapon and accessory
upgrades) and access to Lenora's Garage, another retail outlet that you
can visit at Save Stations.

.- Stock a set of commands focused on building chain bonuses

\ Relentless Assault
3 PAMADIGM %) T

UPGRADING EQUIPMENT

The ability to enhance weapons and accessories via the Upgrade
option at Save Stations is obviously a major new feature. Strangely,
though, we would advise that all but those willing to grind for spoils
in an attempt to smash FFXIII's difficulty curve (see “Power Tip” below)
should actually leave this feature alone until later, as it really won't put
you at any form of disadvantage for the next chapter or so. We will, of
course, return to the subject when the time is right.

As the game tutorial states, components can be used to upgrade
equipment. Each component has an EXP value that determines how
much experience it adds for each unit used (with a variation of up to
+/-50% when applied to different weapons and accessories). However,
components also have a hidden attribute that determines whether
they increase or decrease a potential multiplier. The multiplier has a
minimum value of 1.0x (no bonus), and a maximum value of 3.0x.

As a rule, components that offer large EXP boosts tend to decrease the
multiplier, sometimes severely. The most efficient and cost-effective
way to upgrade equipment, then, is to identify and use components
that will maximize the multiplier, then use a huge batch of a single
component type that offers the highest possible EXP yield. If you want
to invest your resources wisely, it makes sense to wait until you have
a much larger set of available components before you begin upgrading
(hence our words of caution on starting straight away).

This introduction is merely a very quick and dirty appraisal of a
complicated yet absorbing sub-game. We will return to the subject
throughout the walkthrough, offering guidance on where notable
components can be found (or farmed from local denizens), and when
best to use them. Need to know more right now? Turn to page 216 to
read our exhaustive guide to this fascinating and profitable diversion
(but only if you don't object to unavoidable gameplay spoilers).

Power Tip: For those who really can't wait to begin upgrading, it's
possible to run a route between the Devastated Dreams and Munitions
Necropolis areas before you face Dreadnought to fight Pulsework
Soldiers as they respawn. These drop the valuable Spark Plug (~90 EXP)
and Passive Detector (~200 EXP) components.

CHAPTER 04
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ENEMIES

NAME NoOTES PAGE ]

Weak against Fire and Ice; half damage from
Corps Gunner Lightriing: low HP 230
PSICOM Tracker Standard grunt; no noteworthy features. 228
Corps Regular Very similar to Corps Gunner. 230
Uhlan Has Lightning and Water vulnerabilities; be wary 21
of its Guided Missile area-effect attack.
PSICOM Ranger megl HP total; kil first to prevent them from 228
casting Protect or Shell.

\'——_v Follow the path until you reach a Save Station. At the waypoint
N7 just beyond it, the party will split again. Play resumes with
Lightning and Hope fighting a group of four Corps Gunners and a PSICOM
Tracker. These troops can inflict damage quickly, so choose Double Dose
(Fig. 6) from the Paradigm Deck whenever the two protagonists’ HP bars
fall to around 50%, to have them heal each other.

Before you go any further, visit the Paradigm menu and create a
War & Peace configuration (Commando + Medic). Double Dose may be
great for healing quickly in an emergency, but it's lousy when you have
Chain Combos to maintain. You should also spend available CP at the
Crystarium. The priority for Lightning is to work towards Accessory (Medic
—rewards a second accessory slot) and Launch (Commando — “air juggle”
Staggered enemies). For Hope, work on the Ravager role first, then move
on to Synergist (which also has an Accessory crystal) and, finally, Medic.

Scavenger’s Trail !

( SPHERE

CONTENTS Tyre
@ | Fiber-optic Cable (x3) P
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@ Unique (see Pulse _
Armament minigame)
@ Unique (see Pulse .
Armament minigame)
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@® | SparkRing (@
@ Phoenix Down é

From Devastated Dreams



v The path through Scavenger's Trail is littered with tough Corps

soldiers. Unless Lightning is grievously injured, though, it's usually
safe to press on for a quick victory rather than heal. The same applies
for the Uhlan you meet before the second Save Station of the zone.

After a brief quarrel with two PSICOM Trackers at the waypoint
marker, a special gameplay sequence ensues. Once you've gained
control of the Pulse Armament, use & /@ to hit groups of foes. If you
time this carefully, you can usually dispatch an entire group with one
sweeping blow (Fig. 7). Trampling over them is also effective. As the
tutorial states, breaking through fences recharges the machine’s power
reserves, allowing further attacks. There is no way that you can be
harmed during this sequence, so feel free to bludgeon your way through
in any way you see fit. There are, however, special bonuses available
for fulfilling certain (unstated) requirements during this minigame. See
Pulse Armament Minigame for further details.

7

\ rowerraill @

v The PSICOM Ranger makes a few cameo appearances in enemy
\. groups here, so be sure to make these your priority target
whenever you face them. If you don't, they will cast Protect or Shell on
their allies. When the path splits (Fig. 8), take the right-hand route to find
an Uhlan guarding a Treasure Sphere. After fighting an Uhlan and two
PSICOM Trackers close to a Save Station, spend accumulated CP at the
Crystarium and save your progress. Now create a new Paradigm featuring
Medic + Synergist (known as Symbiosis) and set it as your default choice,
then equip as many Spark Rings as you currently have.

8

\v Eidolon Battle — Odin: This is easily the hardest fight so far,
" even when you know what is required to beat this relentless
opponent — consider temporarily switching the Battle Speed setting
from Normal to Slow to buy yourself a little extra time. Your choice of
Symbiosis as your active Paradigm should — just— get you through his
opening onslaught. Odin yields to those who heal the wounded, and
increase his Chain Gauge. Healing alone is not nearly enough to fill the
Gestalt gauge, however, so you'll need to go on the offensive.

First, though, wait for Hope to cast Protect and Shell on both party members —
without these, you stand no chance. With magical enhancements in place,
switch to War & Peace. This enables Lightning to attack the Eidolon while
Hope performs (vital) healing duties. Watch Odin carefully. As soon as he
performs his Ullr's Shield ability (Fig. 9), switch to Dualcasting to have both
Ravagers drive up his Chain Gauge. The moment he resumes his attacks,
return to War & Peace. With this strategy, you should be able to defeat him
before the Doom counter falls below 600 or so.

If you are ready to spend Aegisol and Fortisol Shrouds before the battle,
you can actually skip the initial buffing step altogether, making the whole
confrontation both easier and faster. This will allow you to fill Odin’s
Chain Gauge quickly with Dualcasting, switching briefly to Double Dose
(Medic + Medic) whenever you need to heal.

When the fight is over, Lightning obtains the Odin Eidolith and an
additional ATB gauge segment. Continue to the end of the path to reach
a cutscene and, after that, a tutorial that explains the use of Eidolons.
The instructions are straightforward (if in doubt, use the Autogestalt
function —it works in the same way as Auto-battle), and the subsequent
battle shouldn't cause you any difficulties — even if the Eidolon departs
before all enemies have been defeated. You'll find a proper introduction
to the system in “Using the Odin Eidolon”, on page 45.

PULSE ARMAMENT MINIGAME |

Once you finish the Pulse Armament minigame you will encounter
two Treasure Spheres. The contents of these containers are altered
in accordance with the number of Pulsework Soldiers destroyed
with the & /@ attack, and your overall kill total (which includes
deaths by trampling). The best way to maximize both rewards is
to be fast and purposeful as you approach each group with care,
using the &® /@ attack to hit as many targets as you can before
their formation breaks. Detailed tips can be found on page 127 in
the (spoiler-heavy) Extras chapter of this guide.

GiL REWARD

SWEEPING Brow KiLts
40+ 999 Gil
25-39 300 Gil
24 or less 100 Gil
| ToraL KiLs ITEM REWARD
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(.. ¥ Thickened Hide (x20)
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From Mounds of Naught

CONTENTS

[ NAME PAGH }

‘ Bomb 1 May use Self-destruct, remgvmg itself from battle | 23 | |
| for huge damage; absorbs Fire

J Pulsework Soldier High HP; passive once Staggered. ‘ 242 !
| Gremlin } Uses Fire attacks; low HP. | !
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@ When the story resumes with Sazh and Vanille, your first
action should be to create the Undermine Paradigm (Ravager
+ Saboteur), which can be highly effective against Pulsework Soldiers.
Move forward and interact with the device marked on the map to
extend the bridge. When you encounter mixed enemy groups that
feature Bombs, be sure to destroy them first — their Self-destruct ability
is utterly devastating (Fig. 10).

10

’W You will soon reach a large structure surrounded by four control
\ panels (Fig. 11). Approach and activate each one of these to
raise the central tower and open the way forward. Note that this also
allows access to a Treasure Sphere on the inner walkway, and enables
you to reach three new platforms in the area you have just travelled
through. If you wish to backtrack to claim optional rewards, see “Scrap
Processing Secrets” for more information.

(@ Head to the gate that opened during the brief cutscene to fight
27" two Bombs and a pair of Pulsework Soldiers. A preemptive strike

will be useful here, though not strictly essential. Be ready to change to the
War and Peace Paradigm if either Bomb prepares to Self-destruct before
you can destroy it. The weaker Vanille may be knocked out by these attacks,
so be sure to cancel stacked commands and quickly use a Phoenix Down
should this occur. Sazh and Vanille do not fight in the next chapter, so you
should remove valuable accessories before you reach the final waypoint if
you would prefer to equip them on other party members.

There are no battles or potential rewards in the brief Bodhum interlude,
so just head into the building at the centre of the area and talk to
Lebreau (Fig. 12), then walk onto the pier to continue.

MISCELLANY

@ If you are controlling the party's Medic, don't forget to use
@/ to expedite the delivery of Cure magic when speed is of
the essence, or ©/® to cancel unnecessary repetitions.

¢ Performing a Paradigm Shift will cancel existing Command
Queues for all party members, with charged ATB gauge segments
available for use immediately.

¢ Certain combinations of weapons and accessories confer special
bonuses (called “synthesized abilities”) on the user. It's always
good to see what potential benefits you might enjoy whenever
you collect new equipment. If you can bear potential gameplay
(though not story) spoilers, you can find information on all
notable weapon and accessory interactions on page 194.

SCRAP PROCESSING SECRETS

Activating the four control panels close to the end of the Scrap
Processing map restores power to three consoles you may have
| noticed on your original journey through the area. Backtracking to
activate these enables you to reach three optional battles and two
additional Treasure Spheres on previously inaccessible platforms.
The rewards are not spectacular, but the additional CP and spoils
obtained probably make the journey worthwhile.

@ The first platform (back near the start of the Scrap Processing
area) is guarded by three Bombs and a Pulsework Soldier. This is a
particularly nasty group, as a single Self-destruct attack can bring
proceedings toaquick and frustrating halt. Consider using a Fortisol
Shroud before you begin — the increased damage and Haste status

@ The second platform features a trio of Pulsework Soldiers. An

¢ The third console activates an elevator that takes you to a

will enable you to destroy the Bombs before this can happen.

application of Deceptisol will give you a good start, though
patience and regular switches to the War & Peace Paradigm are
enough to get you through this fight.

platform where two Pulsework Solders and three Gremlins
await. There is no Treasure Sphere here, so engaging them is
purely at your discretion. Interacting with the control panel here
merely lowers a bridge that connects to the main map area,
though you can also ride the elevator back down.

WALKTHROUGH
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THE GAPRA WHITEWOOD

ENEMIES

NAME NOTES PAGE F
Frag Leech Low HP; poses little threat. 232 ;1
Thexteron Weak against Ice and Lightning elements. 232

Beware its multi-hit Flurry of Fire attack — switch

.\(Bioweapon Research Site Dj Vespid to a Paradigm with Medic when the caption 232
g appears.
Alpha Behemoth Weak against Water and Fire. 233

. Virulent Breath attack causes Poison;
Silver Lobo N ; 234
weak against Fire, but Ice damage is halved.

Weak against Fire, but damage from Water-based

attacks is halved. &

Crawler

Sustains half damage from Fire and Lightning

elements; weak against Water; can be Launched. Ll

Feral Behemoth

) Visit the main menu to prepare for the chapter ahead before you
\ set off. You have a relative fortune in CP to spend at the Crystarium,
so do that straight away. You should now have sufficient points to unlock
Lightning’s Accessory (Medic) and Launch (Commando) crystals. For Hope,
work on Synergist crystals to obtain Barfrost, Barfire (which respectively
raise the target's resistance to ice and fire) and the extra accessory slot. At
the Paradigm Deck, create War & Peace (Medic + Commando).

Bulkhead Fal'Cie

; Research Corridor

The Thexterons and Frag Leeches encountered on the path to the first
waypoint present no real challenge. Once you reach the elevator, activate
the controls to ride it to the next area (Fig. 1). There are several of these

throughout this chapter.
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) The Vespid has high HP, but is only dangerous when it performs
/" its (fairly rare) Flurry of Fire assault. Alpha Behemoths still have
enormous endurance, but a combination of a preemptive strike, a quick
Stagger and Lightning’s Launch ability (Fig. 2) renders them completely
toothless. If you can't get a preemptive strike, soften them up with
Slash & Burn until the Chain Gauge reaches approximately 40%, then
switch to Dualcasting to bring proceedings to a close.

meter acts as an HP gauge and is depleted by enemy attacks,
though it also drains steadily throughout; Lightning's Gestalt
gauge gradually increases during combat (the more it fills, the UeKsTIT

longer Gestalt Mode will last and the more attacks you will be -
WALKTHROUGH

able to perform). Your objective in this first stage is always to
build the Gestalt gauge as much as you can (increasing Chain
Bonuses to high levels works best), then to switch to Gestalt
Mode (press @/€@) just before the SP meter reaches zero
(otherwise the Eidolon will leave straight away).

@ Once you activate Gestalt Mode, you can either press &/@®
repeatedly to use the Autogestalt function (which works in the
same way as Auto-battle), or perform abilities manually by
following the onscreen prompts. Each ability removes a specific
amount of units from the Gestalt Dial counter. Once the counter
reaches “01", press @/@ to unleash a final attack before Odin
departs.

¢ Remember that you can skip Eidolon cinematics (including
Gestalt Mode transformations) with GELECD)/&D.

A character who summons an Eidolon has his or her HP CHAPTER
replenished (which can be useful in a desperate situation where

other party members have fallen and death is imminent). The
HP of all party members is also replenished after an Eidolon e
departs; as an additional perk, all status ailments will also be

removed.

"_ You must defeat all monsters in the immediate area to unlock *
\_, /" energy barriers that block your path. The first zone features a
succession of Silver Lobo enemies. This opponent can inflict the Poison

status ailment (Fig. 3). Rather than taking a break to cure it with an
Antidote, it's better to aim for a quick kill, switching to War & Peace

fo heal only when necessary. Indeed all status effects automatically
disappear at the end of each battle in Final Fantasy XIII. The Crawlers

that follow are more nuisance than danger, especially once you identify *
their weakness to Fire.

There is a downside to using Eidolons: when they leave, enemy
Chain Gauges are reset, and any Staggered foes will immediately
recover. Choosing the best moment to summon them is crucial.
The Feral Behemoth, however, is a different matter entirely. Soften it up

first with Slash & Burn, then switch to Dualcasting for a fast Stagger. *
Return to Slash & Burn, and Lightning's Launch ability should prevent it

from causing further damage — especially if you can time Hope's attacks

to help “juggle” the monster while it is airborne.

Ethersol (used via the Shrouds menu) replenishes your TP
level, but it's a valuable commodity that you should not spend
frivolously.

MISCELLANY

4 Role Level crystals in the Crystarium cost more CP than others,
but provide immediate (albeit invisible) upgrades that apply
whenever a character uses that role — and there are small
complimentary boosts for other party members, too. After key
abilities, make Role Level crystals for commonly used roles
(for example, Commando for Lightning) a priority whenever
they are available. We have a complete breakdown of all level
bonuses later in the guide, on page 154.

® Poison is a status ailment that reduces a victim's HP at a
steady rate. In a protracted battle, where this might be a
problem, you can heal the afflicted party member by using the

| UsING THE ODIN EIDOLON

Once Lightning takes over as party leader midway through Chapter
05, you have the option of summoning Odin during combat, though
this Technique requires three Technical Points (TP).

# Once Odin has been summoned and is fighting alongside
Lightning, you should watch two gauges carefully: Odin's SP

Antidote item.

Power Tip: There is a group of six Frag Leeches at the start
of the Research Corridor area. The battle is not difficult, and
earns you 156 CP. By riding the nearby elevator up and down to
reset their position, you can “farm” these creatures to accrue
thousands of CP in a fairly short space of time.
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[ Bioweapons Maintenancej

W At the top of the climb, an enormous group of ten Crawlers
\ awaits your arrival. After unleashing a first wave of attacks,
switch to War & Peace and concentrate on healing while Lightning
deals with them with her (tailor-made) Blitz attack.

When the cutscene ends, Lightning takes over as party leader. After
the Save Station at Field Trial Range S, head right and kill the two
Silver Lobos to remove a force field and gain access to a Treasure
Sphere (Fig. 4).

[Envirunmental Regulation j =

Field Trial Range S

y) You meet your first Barbed Specter at Field Trial Range N.
7 The most efficient way to defeat these is to start with a quick
round of Slash & Burn attacks, then immediately switch to Dualcasting.
Another Feral Behemoth lies in wait in front of an energy barrier. The

TREASURE $ monster drops an electronic pass to the Magical Moments retail network,
SPHERE CONTENTS Tyre accessed via Save Stations.
. V7, L)

From Bioweapon @ Star Pendant O ) . )
Research Site D i ; ; As you enter Environmental Regulation, look at the energy barrier to
© | Edged Carbine “ || your left. You can slip through small gaps at either end (Fig. 5) to fight
© | 150006i ‘S another Feral Behemoth and open a Treasure Sphere. The next Treasure
® . Sphere is the bait in a trap: the moment you enter the cul-de-sac, the
SEgt O () & Feral Behemoth charges forward to attack with a small army of Crawlers.
@ | watchman's Amulet (@) Deal with the latter adversaries first, stop to heal, then employ the usual
tactics against the bigger enemy. In the three-way battle that follows,

© | Eherso & kil two Silver Lobos before you attack the Feral Behemoth.

Another ambush lies in the large area to the left of the waypoint marker
(before the climb), this time featuring a Feral Behemoth and a Barbed

C NAME NoTEs PAGE ) Specter. If you can start with a preemptive strike, the rest is a formality.
Crawler Individually weak, but dangerous in large groups. 237
Silver Lobo Ipflicts the Poison stgtus ailment; weak against 234

Fire, but Ice damage is halved.
Barbed Specter Weak against Fire, but Lightning element damage 237
is halved.
Sustains half damage from Fire and Lightning
tersEhenoth elements; weak against Water; can be Launched. e
Corps Watchman Immune against Fire; weak against Ice. 230
Corps Marksman Immune against Fire; weak against Ice; low HP. 230
Milvus Velocycle No specific weaknesses; be wary of its Triple 231
Beam attack.
Changes elemental strengths and weakness
Aster Protoflorian during battle; powerful attacks; massive HP; can 234
i be Launched.
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v A group of four Silver Lobos lies in wait when you reach the
\\_ *  Bioweapons Maintenance zone. Further ahead, after you
dispatch a group of Corps soldiers, a Milvus Velocycle blocks your path
(Fig. 6). Pummel it with Slash & Burn, then follow up with the Dualcasting
Paradigm to achieve the all-important Stagger. With the four troops that
follow, don't be too slow in your transitions to War & Peace to heal —
especially if they all focus their attacks on a single party member.

v Visit the Paradigm screen to create Symbiosis (Medic +
\ Synergist), then activate the elevator at the waypoint marker
to instigate a boss battle.

Major Encounter — Aster Protoflorian: Select the Supersoldier
Paradigm to enable Hope to protect the party with a full set of vital
buffs, then use Libra to scan your opponent. During this period, use
Symbiosis whenever you need to heal (enabling Hope to continue
applying status enhancements). This enormous creature has the ability
to change its elemental strengths and weaknesses. In its first state,
it halves all elemental damage. However, it will soon use one of four
alternate Exoproofing states (Fig. 7) to slightly adjust its elemental
affinities (absorbing one element and becoming weak against its
opposite). Once Libra has built up a picture of the enemy’s prowess,
your party will automatically switch attacks to suit.

As soon as the party is sufficiently insulated by at least Protect and
Shell, build the Aster Protoflorian’s Chain Gauge to approximately
30% with the Slash & Burn Paradigm. When you reach that point,
switch to Dualcasting to vastly accelerate its growth. You will need
regular transitions to the War & Peace Paradigm to keep your party in
good shape. Once your opponent is Staggered, change back to Slash
& Burn. The Aster Protoflorian is susceptible to Lightning's Launch
ability (only available in the Commando role), which offers a period
blessedly free of incoming attacks.

Due to its colossal HP, you will not come close to destroying the boss with
the first Stagger. Switch to Symbiosis as soon as it ends to have Hope
reapply status effects before they expire while Lightning heals the party,
then begin the process of building the Chain Gauge all over again. Once
it reaches approximately 50% health, the Aster Protoflorian will become
more aggressive. To be doubly safe, switch to War & Peace whenever a
party member’s HP falls to around 60%.

Your rewards for this battle are a Crystarium expansion, the Creature
Comforts electronic pass (a components store), and a Tungsten
Bangle. At the Maintenance Exit area, save your game then run over
to the waypoint to end the chapter. Lightning and Hope do not take
part in combat during Chapter 06, so you may wish to unequip certain
accessories beforehand.

[HA
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SUNLETH WATERSCAPE

e i it A . i

ENEMIES

v NAME NoOTES PAGE )
Lake Shayra . — p
. Fardrangra Easy preemptive strikes; immune to physical 239
o damage and Water; easily Staggered.
Hedge Frog Very low HP; may cast Deprotect. 235
; Graiin Low HP; their Fire magic can be dangerous if you 235
| encounter large groups.
Easy preemptive strikes; damage reduction or
bt immunity until Staggered; difficult for area. A

A Shimmering Sky,k

./ Aquicktrip to the Crystarium will reveal that you have a wealth

" of CP to invest. With Vanille, the new abilities offered by the
top tier of the Ravager crystals (and Role Level) should probably be your
first port of call, as they offer greater damage-dealing potential and
tactical flexibility in battle. That achieved, your long-term goals should
be to unlock Poison (Saboteur), Esuna and Cura (Medic) before targeting
the final two Role Level enhancements.

TREASURE SPHERES

( SPHERE CONTENTS Tyre ] _ )

For Sazh, aim for the Accessory crystal and Role Level for Synergist,

@ | mysterious i () , & followed by the Blitz ability (Commando), then favor Strength increases

@ | Belladonna Wand N, where possible to boost his Commando credentials. Last, but not least, you

g may wish to equip Vanille with the newly acquired Tungsten Bangle to boost

@ | Prooyons b her HP by 150, then create the Undermine Paradigm (Saboteur + Ravager).

(©) Doctor's Code ‘ng This (followed by Dualcasting) is excellent against the Flandragora (Fig. 1)

b o - you meet on the first map area, as they are immune to physical damage.

@ | ronshelx19 & Other enemies are easily dispatched with Slash & Burn.

@ Librascope é

@ | Scaled Wing (x10) &

“The Old Growth )




W Don't neglect to open the second and third Treasure Spheres
\.~ of the chapter. The former contains a Belladonna Wand, a
weapon for Vanille that offers the Improved Debuffing perk. The latter
contains the Procyons for Sazh, which extend Stagger times.

If you are making good progress with the party's Crystariums, the
Shocking Breath attack of Scalebeasts should drain approximately two
thirds of an HP gauge on contact, so be ready to change to War & Peace
whenever a party member's HP falls into the yellow area. The best
strategy is to start with a preemptive strike, Stagger your opponent, then
switch to Undermine to inflict status ailments (Fig. 2). Once its carapace
regenerates, change to Slash & Burn until its Chain Gauge is 40% to 50%
filled, then switch to Dualcasting to Stagger it a second time. It should fall
halfway to a third Stagger, for a battle duration of around three minutes.
Given the unremarkable Spoils and CP reward, you may prefer to just kill
the one guarding a Treasure Sphere, then avoid the other three.

MISCELLANY

# Unlike other "magic” attacks Quake is classed as a Technique,
and requires one block of your TP gauge to activate. It inflicts
Earth element damage to all enemies within its effect radius. An
interesting application of Quake is to use it after a successful
preemptive strike to Stagger all opponents simultaneously.

@ Enemy resistance to physical, magical and elemental damage
becomes rather more complicated from this chapter forward.
You should regularly study Enemy Intel report cards whenever
you encounter new foes to get a better picture of their strengths
and weaknesses. Not knowing that Flandragora are immune
to physical damage, for example, might lead to battles against
them becoming longer and harder than they need be. See
the accompanying table for a description of possible damage
modifiers.

“DAMAGE MODIFIERS

DESCRIPTION EFFECT ]
Normal Standard damage
Weakness 200% damage
Halved 50% damage inflicted
Resistant 10% damage i’nﬁicted
mmune : . damé ge - —
Absorb Attacks heal opponent

¢ While exploring, you can tell which enemies are going to attack
when they detect you by looking at the @ alert icon above their
head. When one doesn't appear, the opponent in question is
actually a member of a separate party.

@ The Esuna spell removes a single status ailment at a time. If a party
member has more than one affliction, and you require a targeted
cure for a specific illness, you can instead use specialist items. For
example, an Antidote will immediately cure Poison.

# When you encounter mixed groups where you know one enemy
to have a low ability to detect your party, it is sometimes worth
waiting for these to stand alone before sneaking over for a
preemptive strike attempt.

WALKTHROUGH
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ENEMIES

NAME NOTES PAGE

Hedge Frog Rain only; low HP; can inflict Deprotect. 235
Rain only; Courtship Dance ability summons Hedge

Mt rieg Frogs to the battle. 2

Sealabaast Rain oply; ea.sy pregmptlvg strikes; damage 237
reduction or immunity until Staggered.

G Fire attacks are dangerous in numbers; 235
very low HP.

Garchimacera Casts Fira; Magic, Ice and Water damage halved. 235

Wivem Dry only; immune against Earth; Magic damage 237
halved.
Dry only; easy preemptive strikes; immune to

Flanidragors physical damage and Water; easily Staggered. 2

Enki Immune to Water but weak against Lightning 238
element; uses status buffs.

Enlil Immune to Lightning element but weak against 238

Water; uses status buffs.

z( SPHERE CONTENTS Tyre ]
g @ Metal Armband 0
‘ @ Aqua Ring ‘C)

..... From Lake Shayra
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v As the Climate Control Orbs (Fig. 3) act as a toggle between
\ - rainand shine, adjusting (and, you should note, respawning)
the local fauna, the remainder of the journey through the Sunleth
Waterscape is a puzzle of sorts. When it rains, you face Hedge Frogs,
Mud Frogs, and Scalebeasts. Clement conditions, however, pit you
against Wyverns and Flandragora. Whatever the weather, though,
the Gremlins and Garchimacera can be seen frolicking around.

The Mud Frog is an unusual enemy. Its most noteworthy attribute
is its Courtship Dance. This summons Hedge Frog reinforcements to
the battle. Ignore these and focus exclusively on the Mud Frog, as it
will simply repeat the trick if you kill the interlopers.

The Garchimacera has a Fira attack that can inflict damage on both
party members if they are standing in close proximity, but it is easily
Staggered. Again, this is another instance where it makes sense to
destroy the most powerful enemy first. The Wyvern is rather stronger
than the other local denizens. Casting Esuna to remove Deprotect is
fairly pointless, as the status ailment can be restored by the monster
within a matter of seconds. The best strategy is to inflict Poison, beef
up your party with the Bravery and Faith status enhancements, then
smash away with Slash & Burn and Dualcasting.

'v/ Stick to rainy conditions for the first orb, then switch to dry
\_ ~ at the second and take the right-hand path. This pits you
against six Flandragora split into two groups (repeat the tactics
used earlier), and enables you to open a Treasure Sphere. Change to
rainy conditions at the third orb. Take the left-hand path and operate
the fourth orb before you approach the Treasure Sphere (a trio of
Flandragora pose much less of a threat than a Scalebeast with several
allies), then switch back to rain. You can bypass the next Scalebeast
entirely (Fig. 4).

For the final orb, it's probably best to change to dry conditions. You'll
need to fight three battles instead of two, but avoid a potentially
nasty encounter against four Mud Frogs. If you have not reached the
Role Levels for Vanille and Sazh at the Crystarium, you may profit from
grinding through battles with the Flandragora and Garchimaceras
here, though this is purely a suggestion.

@ Major Encounter — Enki and Enlil: Caution is key during
‘ this fight. Unless you make regular use of the War & Peace
Paradigm to heal whenever a party member falls below 60% to
70% HP, Enki and Enlil possess the strength to end this battle with
remorseless speed.

Switch to Tide Turner (Saboteur + Synergist) and inflict Deshell,
Deprotect and Poison on Enlil straight away (Fig. 5). It's a good
idea to use the Abilities menu to choose the debuffs manually,
though, as the Auto-hinder option has an annoying effect of switching
targets when you least expect it. Meanwhile, Sazh will buff the party
with Bravery and Faith. From this point, use Slash & Burn until the
Chain Gauge is 40% full, then switch to Dualcasting to Stagger the
monster rapidly.

Once you see Enlil perform the Bellow ability, be ready for a
sudden increase in difficulty. The cocktail of status enhancements
it bestows makes him far more dangerous. Other abilities of note
include Enraged (offers temporary heightened resistance to status
ailments), and Trample (a dizzying physical attack that can leave
either party member with precious little HP). Both monsters have an
area-effect attack that is often cancelled if you hit them while the
onscreen caption is present. Your assault should prevent Enlil from
using Raging Tempest, but Enki’s Raging Torrent will necessitate
regular Paradigm Shifts to heal. Both creatures have attacks that
inflict Deprotect, but we would advise against removing this status
effect with Esuna — both occur too regularly to make such efforts
worthwhile.

Once Enlil perishes, the battle becomes much less fraught. Stick to
the same general tactics and you will win in no time. Your rewards
are the Fulmen Ring, Riptide Ring and a Crystarium expansion. There
are no further enemies en route to the final waypoint, so remove
accessories if you would like to use them with your other party in
the next chapter.

WPTRR 07
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CHAPTER 07

PALUMPOLUM

iy 2

ENEMIES
NAME NOTEs PAGE
: Susceptible to Lightning element; water damage

Cape Bmgne halved; easily Staggered. et

Corps Pacifex Susceptible to Lightning element; water damage 230
halved.

Faloo Veloeyele Physmg( and magical damage halved; weak against 231
Lightning element.

Flanitor Heals allies with its Rescue ability. 233

Lucidon Masswe damage (gSlstance until Staggered; 232
immune to status ailments.

Orion Very fast attack speed; weak against Ice and 231
Water.

PSICOM Bombardier Huge Strength and high HP. 229

PSICOM Scavenger Above-average HP. 228

PSICOM Predator Inflicts the Curse status ailment. 228

PSICOM Warlord High HP; dodges regularly; employs very dangerous 229

attacks after using the Activate Manadrive ability.

SPHERE CONTENTS Tyre

@ | Fiberoptic Cable (x3) &

@ Holy Water (x3) oy

@ Librascope é

@ Holy Water (x4)* é

@ Phoenix Down* é

@ | Mobius Coil (x2)* &

@ Aqua Ring* ‘( )

’ @ Warding Talisman ‘c,
: @ Fortisol -
@ | Paladin S,

@ Insulated Cabling (x4) s

*See “Nutriculture Complex Platforms” to learn how to reach these
Treasure Spheres.

7@ You have plenty of CP to invest at the Crystarium, so go there immediately.
7" Lightning will spend more time working as a Ravager for a part of this chapter,
so you'll benefit from unlocking Overwhelm, Thundara and Blizzard; after that, aim for
Smite in the Commando role. Unlock Thundara and Watera for Hope, then complete the
rings just above the three Role Level crystals before working on the uppermost rings of
the Medic and Synergist roles. Your Paradigm Deck will be unchanged from the end of
Chapter 05, so there is no need to make any adjustments there.
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After defeating the two groups of Corps Tranquifex, drop down into
the open pipe (Fig. 1). Both types of Corps enemies encountered in this
area are easily defeated. The Falco Velocycle is tougher, but should
fall during the first Stagger; to accelerate the battle, Paradigm Shift to
Dualcasting when its Chain Gauge is 40% full.

’_@ There are four hidden Treasure Spheres in this area — see
\ Nutriculture Complex Platforms for more details. Flanitors are
more of an annoyance than a threat, but the Lucidon is a more demanding
opponent. As its Photon Beam (Fig. 2) drains approximately half of Hope's HP
bar and slightly less for Lightning, you will need to alternate between Slash
& Burn and War & Peace as required until its Chain Gauge reaches 40%,
then switch to Dualcasting to Stagger it in a timely manner. Robbed of its
protective carapace, it is desperately weak — especially if you take advantage
of its susceptibility to the Launch ability by changing back to Slash & Burn.

v Play resumes with Snow fighting alongside Shiva in Gestalt Mode.
\ " Use Autogestalt to attack enemies — this should kill all with the
exception of the stronger Orion (Fig. 3). This larger enemy may need to be
finished off with physical attacks. If Snow is knocked out, select Retry, and
you will this time be offered a chance to visit the main menu and work
on his underdeveloped Crystarium. Purchase all available crystals for his
Sentinel and Commando roles before you start on Ravager.

Once the battle is over, create the useful Dualcasting (Ravager +
Ravager) and Supersoldier (Commando + Synergist) Paradigms, then
press forward to engage the first group of troops. Dispatch the dangerous
PSICOM Scavengers first. PSICOM Predators are also priority targets as
they inflict the Curse status ailment (which increases the likelihood that
actions attempted by an affected individual will fail, and also provides
a success rate boost for assaults made by their opponents). When you
encounter PSICOM Bombardiers, however, the opposite applies — due
to their high HP, it's better to slay their companions before you direct
attacks at them.

p—
W There are three Treasure Spheres that are easily missed

on the way to the final waypoint. The first is guarded by a
PSICOM Warlord, an opponent you will do well not to underestimate.
If either party member is injured, the Activate Manadrive notification
caption is your cue to heal — and fast. Stagger him quickly to put
the Launch ability to good use. The second Sphere is at the top of a
ramp to your right after you ascend the second ice path (Fig. 4). The
size of this group of soldiers makes them a threat, so be prepared to
switch to War & Peace regularly until you thin their numbers. The
third Sphere is to your left when you jump down into the corridor
after fighting a second Warlord; in this battle, aim to kill the PSICOM
Predator swiftly to avoid the Curse debuff.

NUTRICULTURE COMPLEX
PLATFORMS

There are two “secret” platforms in the Nutriculture
Complex that you can reach to find Treasure Spheres.

@ After riding the first moving platform on arrival in this
map area, approach the floating switch on the left and
activate it. Now step back onto the moving platform.
You will be delivered to a location with two Treasure
Spheres.

® Another secret area can be found when you reach a
second moving platform. Again, activate the switch
on the left-hand side to travel there. You must fight a
Lucidon and a Flanitor to claim your prizes this time.
Start with a preemptive strike if possible, and kill the
latter target first to make the battle easier.

53



54

NAME

NOTES

PAGE

Corps Tranquifex

Corps Pacifex

Orion

PSICOM Predator

PSICOM Aerial Sniper

Falco Velocycle

Ushumgal Subjugator

Susceptible to Lightning element; water damage
halved; easily Staggered.

Susceptible to Lightning element; water damage
halved; easily Staggered.

Very fast attack rate; susceptible to Slow; weak
against Ice and Water.

Inflicts Curse.

Powerful MLRS Volley causes multiple impacts for
big damage.

Physical and magical damage halved; weak against
Lightning element; Gatling Gun attack is deadly.

Very high HP; vulnerable to Lightning element;
immune to status ailments when its Overdrive

ability is active.

230

230

231

228

229

231

234

Central Arcade

Eastern Promenade

The Back Alleys

(

SPHERE

CONTENTS

TypE ]

©6 00666

@

Holy Water (x4)
Incentive Chip (x2)
Guardian Amulet
Shaman's Mark
Vidofnir

Thrust Bearing (x3)
Deceptisol

2,000 Gil

S
)
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V Lightning is joined by new party member Fang for the next
\, section, so allocate her useful accessories and visit the
Crystarium to upgrade both characters. Launch, Smite and Adrenaline
(Commando) are the priorities for Fang, with Slowga and the
Accessory crystal (Saboteur) your subsequent objectives. Create the
War & Peace (Commando + Medic) and Divide & Conquer (Saboteur +
Commando) Paradigms, then head straight into battle.

The Corps and PSICOM troops shouldn’t be a trial, but the Orion can be
difficult. It is susceptible to Slow (Fig. 5), so switch to Divide & Conquer
straight away. With the status ailment in place, Slash & Burn is your
best option.

fv Back with Snow and Hope, approach the first corner to the
\‘\_ left (Fig. 6) to leap up and find a Treasure Sphere at the far
end of the raised pathway; you can drop back down via the gap in the
wall. The battles in the Western Promenade and Central Arcade maps
are unremarkable. Though there are opportunities to avoid certain
enemies, you should still try to engage them for CP and spoils. In the
Eastern Promenade, though, you will meet a trio of PSICOM Aerial
Snipers whose multi-hit MLRS Volley attack is rather vicious. For a
rapid takedown of this enemy type, use one round of Slash & Burn
attacks, immediately change to Dualcasting to Stagger, then return to
the original Paradigm to finish them off.

You can equip on one character both the Shaman's
Mark accessory found in the first Treasure Sphere of the
Rivera Towers and the Magician's Mark for a massive 70 point
Magic stat increase. The second Treasure Sphere encountered
contains the Vidofnir, a weapon for Hope that extends the duration
of his status enhancements. There are a number of Falco Velocycles
in this area. Whenever the caption appears for their Gatling

kia 6etolicommand6ifocusedioniprotacting:allies

Gun attack (Fig. 7), switch to the Lifeguard Paradigm without
hesitation. This is the only way that Snow can survive this super-
powerful assault, which will otherwise kill either party member in
one burst.

As you jump up a sequence of platforms towards the end of the map
area, consider using a Deceptisol Shroud before the battle against two
PSICOM Aerial Snipers and a Falco Velocycle. If you cast Quake to
stagger all three enemies straight away, then target the Velocycle first,
this act turns a fraught four or five minute encounter into a minute of
straightforward pounding.

r—.— Major Encounter — Ushumgal Subjugator: Spend CP at
v the Crystarium, record your progress at the Save Station, then
head forward. Ushumgal Subjugator’s Tail Hammer attack is a vicious
physical assault that can hit both party members for massive damage
(Fig. 8). For this reason, you should never allow either to fall below
50% HP. First, though, boost the party with Supersoldier (Synergist
+ Commando). Now use Slash & Burn to push your opponent's Chain
Gauge up to just over a third full, then change to Dualcasting to Stagger
it. With regular breaks for healing, and one further application of status
enhancements once the original buffs wear off, this battle should take
in the region of five minutes to complete.

WALKTHROUGH
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[ SPHERE CONTENTS Type ]
® | Bestial Claw (x15) &
Gae Bolg S
Axis Blade \
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&

Tungsten Bangle

Black Belt

Phoenix Down

© @@ e e e e e

Ethersol &j
Brawler's Wristband ‘CJ
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ENEMIES
NAME NOTES PAGE J
P |
PSICOM Bombardier Slow a‘ttack frequency, but its rockets are very 229 w
damaging.
Y i ‘
Corpis Pacifox Weak against Lightning element; Water damage 20 |
halved. l
Orion Fast attack speed; susceptible to Slow. 231
| Gdostar Babamoth Yery strung attackg pusselsses statgs ailment 233
immunity in standing pose; susceptible to Slow.
Comps Tranquifex Weak against Lightning element; Water damage 230
halved.
PSICOM Scavenger Qses its Manadnve Vigilance abﬂl"(y to prevent 228
interruptions caused by your party's attacks.
PSICOM Predator Inflicts Curse. 228
Ushumgal Subjugator | Very high HP; swift attack speed; vulnerable to
j 234
(Walking) Slow.
PSICOM Aerial Sniper Pgwerful MLRS Volley causes multiple impacts for 279 |
big damage.
Immune against status ailments and Wind; |
Havoc Skytank destroying sub-systems drains more HP than 231

attacks on the body; very fast attack speed.




\r—‘——v Spend CP to improve Fang and Lightning at the Crystarium,

then engage the first group of soldiers. The most
dangerous enemy types in this area are the Orion and Lodestar
Behemoth. Paradigm Shift to Divide & Conquer to curb unwelcome
enthusiasm with Slow; both enemies have very strong attacks,
and will most likely fall before they are Staggered. Indeed, the
Behemoth's Chain Gauge is reset when it rears up on its hind legs
to fight in a standing posture (Fig. 9).

r@ Major Encounter — Ushumgal Subjugator (Walking):
\. When Hope faces this boss alone, cast Libra to learn about your
foe and then stand by idly as your HP gauge is drained. The proper battle
doesn't actually begin until Fang and Lightning join the fray, and there is
no way you can begin to dent this monster's colossal HP before then.

Paradigm Shift to Evened Odds once the real engagement begins,
inflict Slow with Fang, and wait until Hope has applied buffs before
you commit to purposeful aggression. For a safe yet pedestrian
victory, you can alternate between Solidarity and Delta Attack. Both
feature a Sentinel, with Solidarity swapping Delta Attack's Ravager
for a Medic. If you are seeking a faster finish, use bursts of Relentless
Assault, but don't let your party's health fall too low, though —a single
Medic will struggle to bring a party of three back from the brink of
disaster against such a powerful opponent.

Once your huge foe is Staggered, use Relentless Assault for greater
damage — the creature can be Launched, so it's perfectly safe to opt
for all-out attack. It becomes more aggressive once the Chain Gauge
is reset, though, so you'll need to be more patient than before. When
the Ushumgal Subjugator uses its Targeting ability, ensure that your
Paradigm is set to Solidarity or Delta Attack — the Pinpoint Beam
(Fig. 10) or Photon Blaster attacks that can follow are very strong.

Your primary reward for winning this encounter is a Shield Talisman: an
accessory that grants the wearer a Protect status enhancement from
the start of each battle.

'W Once inside the Estheim Residence, interact with the
\ ~television at the waypoint to continue. After further story
development, play resumes with a fight against PSICOM soldiers.
The halls of the gutted house are patrolled by a respawning supply
of additional soldiers. Though this may seem a perfect place to
generate extra CP, there is actually a far more lucrative power-
leveling spot in the next chapter. Open the two Treasure Spheres
(the one at the far end of the hall contains a Brawler's Wristband,
which offers a Strength stat boost of 50 — Fig. 11), spend CP at the
Crystarium, then head to the waypoint marker.

"

’ww Major Encounter — Havoc Skytank: Paradigm Shift to

" Evened Odds immediately to enable Hope to cast status
enhancements. Once everyone has Protect and Shell buffs active,
your next task is to target each of the Skytank’s four components
in turn: Portside Hull, Starboard Hull, Portside Turret and Starboard
Turret. Alternating between Solidarity and Delta Attack enables you
to slowly but surely drain their HP gauges without putting the party
at risk. Destroying the sub-systems also causes greater overall
damage: as each one explodes, a large chunk of health is drained
from the central body.

Destroying all sub-systems vastly reduces the Havoc Skytank's attack
frequency. Reapply buffs when required, then continue as previously.
When it permanently deploys the powerful Main Cannon, the end is in
sight (Fig. 12). Once all party members are in a state of good health, use
Relentless Assault to Stagger it, though be ready to return to Solidarity
to heal. Once the battle ends, you are given an electronic pass for the
Plautus’s Workshop retail network and a Crystarium Expansion.
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Catimer Cannqn fodder, though large groups can inflict 230
worrying damage.
Orion Fast attack speed; weak against Ice and Water. 231
. ) . | Immune against Lightning and Water, weak
To Nautilus Station -« - Zwerg Metrodroid against Wind and Fire. 232
: ! Midlight Reaper Maglcland physical damage halvgd; immune to 231
. Lightning element, but weak against Fire and Ice.
To Park Square =«««««=

W Though you ostensibly have a fortune in CP to spend at the
\ * start of Chapter 08, anything more than a cursory examination
of the Crystarium will reveal that the expense of purchasing crystals has
skyrocketed. Unlock Haste (Synergist) for Sazh, then unlock all cheaper
crystals (that is, those below 500 CP) in every role for both characters.
With Vanille, you should then work towards Dispel (Saboteur) and

§ , N Raise (Medic); Sazh's short-term objective should be to reach the next

Commando Role Level.

There are no battles or Treasure Spheres in this opening section, so you
only need to travel to each waypoint in turn. When you reach the Nautilift
Concourse, jump into the marked Nautilift to reach Nautilus Park (Fig. 1).

From Nautilift

Concourse
TREASURE SPHE ;

: |
[ SPHERE CONTENTS ]
@ Phoenix Down i
@ Spica Defenders . i
@ Guardian Amulet é |
@ Healer's Staff (&) }
@ Star Pendant™ |

* Only available after you've found the chocobo chick
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\\v You should have no problem finding the chocobo chick but just in
case, here are its hiding places. Simply press &® /@ when the
interaction notification pops up to find it.

4 Location 1: In the large group of sheep to the right of the fountain.
¢ Location 2: On the stall.
¢ Location 3: By the fountain.

# Location 4: By the large group of chocobos (Fig. 2).

Open the Treasure Sphere to obtain a Star Pendant, then follow the
newly-cleared path to reach the next waypoint.

'v You will meet various configurations of the Corps Gunner, Zwerg
\. Metrodroid (Fig. 3) and Orion adversaries. Pounding away with
Slash & Burn is generally the best tactic, though you can speed things
up against an Orion by using Undermine (Ravager + Saboteur) to start,
then switching to Dualcasting. (You should also note that if you run up
to an Orion before its body parts are fully deployed, you may obtain a
preemptive strike.)

3

TV‘ Major Encounter — Midlight Reaper: Switch to Tide Turner
/" and immediately use Libra to identify the Midlight Reaper’s
weaknesses. While Vanille attempts to inflict the Imperil status
aillment (reducing your opponent's resistance to elemental damage),
you should apply status enhancements. Haste, Bravery and Faith are
all useful, though you can also cast Enfrost on Sazh (exploiting your
opponent’s weakness to the Ice element while in the Commando
role). During this opening stage of the fight your opponent is fairly
restrained, its Nerve Gas attack inflicts Poison, but this is no cause
for alarm.

4

The Midlight Reaper is unusually easy to Stagger for a boss, so with the
Chain Gauge gains made by Vanille's attempts to cast debuffs, you should
be able to switch to Dualcasting and drive it up straight away. Once the
first Stagger period is over, you should notice a caption that reads “Release
Arms Restraints”. From this point, whenever you see the Priming Main
Cannon notification appear (Fig. 4), it's wise to ensure that your party is fully
healed. You will need to Stagger the Midlight Reaper a few times to subdue
it (using the standard Slash & Burn/Dualcasting tactic), with at least one
break to reapply status enhancements and the Imperil ailment.

@ Eidolon Battle — Brynhildr: From the start of the fight, Paradigm
\, Shift to Tide Turner (Synergist + Saboteur), then manually apply
the Vigilance and Haste buffs to both party members (in that precise order).
Vigilance reduces the likelihood that Brynhildr's frequent attacks will stun
party members and interrupt their actions (Fig. 5), while Haste provides an
essential boost to the ATB gauge charge rate. Switch to War & Peace to
heal (which should be pretty urgent at this point), then alternate between
this Paradigm and Dualcasting to drive up the Eidolon's Chain Bonus. If you
can maintain and gradually increase this, your opponent should be ready
to yield in just over two minutes. At the end of the fight, Sazh obtains the
Brynhildr Eidolith and gains an ATB gauge segment.

MISCELLANY

@ Asthe Crystarium now features more outlying “arms”, you should note
that you can complete these whenever you like — you are not obliged to
unlock them as you pass. This means that you can bypass them initially
in order to reach abilities on the inner circle a little earlier.

# Power Tip: When you reach the Clock<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>