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Lightning Retumns: Final Fantasy XIIl is a
very special game for us. It is the result
of several years' work on the trilogy, with
all of the team's experience culminating
1o offer an outstanding concluding title.
It is a synthesis of memorable features
and faces from previous Final Fantasy XIll
episodes, but also a new and distinct
adventure in its own right.

When!iook back, | realize that our decision
tomake Lightning Returns so open, and to
give full control to the player, was a bold
‘move. With three difficulty levels, a world
that evolves throughout the thirteen-day timeling, and the unpredictability
of each player's choices, ensuring that the game remained fun and balanced
no matter what was incredibly challenging: and this was a challenge that
we embraced. We have worked hard to refine Lightning Retumns so that
there is always something in it for you, wherever you are and no matter
what you have achieved to that point in the game.

This is precisely where this guide comes in. With so many things to be
accomplished and uncovered in a game world teeming with opportunities,
this book will be a teacher with boundless patience, a savior when things
seem bleak, and a wise friend always on hand to offer the advice you
need. It is encyclopedic, yet unfailingly accessible. Our longtime partner,
Piggyback, has accomplished miracles in creating this authoritative (and
beautiful!) companion tome.

| am pleased and honored to welcome you to the world of Nova Chrysalia,
and | trust that this guide will help you enjoy every last moment of our game
to its fullest.

Motomu Toriyama
Director, Lightning Retumns: Final Fantasy Xl
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QUICKSTART

FAMILIARIZATION

This s your first episode of the Final Fantasy X1l series,

or you have limited role-playing game experience

Cast & Concepts chapter (page 10)
This features brief summaries for key protagonists and events in
the series to date.

Primer chapter (page 20)

The Primer will help you to get to grips with character progression,
exploration, combat and the passage of time, among many other
concepts, and will enable you to approach the early stages of
Lightning Returns with far greater confidence.

Walkthrough chapter (page 54)

Here you will find a gradual and accessible progression plan in
the Nova Chrysalia world, highlighting opportune moments to
acquire new equipment or abilities, and presenting quests in an
order that will help you to avoid potential difficulty spikes. If you
need assistance in completing any of these objectives, you will
find appropriate page references to other chapters.

Past the opening hour of the story, Lightning Retums offers you the freedom to
complete main quests and optional objectives as and when you see fit. It features
play mechanics and underlying systems that are extraordinarily rich and complex, with
a multilayered and flexible battle system that requires countless hours of experience
and practice to master.

While such freedom is hugely enjoyable and inspiring, it also means that there are
various potential traps that lie in wait for the unwary player — particularly difficulty
spikes that arise from poor preparation, or attempts to conquer challenges best left to
later in the story. You will therefore greatly benefit from having a clear idea of how you
want to approach the adventure.

In this Quickstart section, we have defined four different play styles or general
objectives that you may have. Depending on what your goals are s you begin playing
Lightning Returns, this will enable you to identify what sections of the guide will be
most relevant to you. f you redefine your pririties as you delve further into the game,
feel free to come back here to ind quick references to other sections of the guide

GAME COMPLETION

Your primary goal is to complete the main storyline,

Main Quests chapter (page 66)

This chapter provides step-by-step guidance for the five main
quest storylines, with annotated maps offering visual solutions
to every challenge and dungean.



Guide Contents Overview

HAHTNING RETYENS-

Broadly speaking, the main chapters of this guide belong to one of three categories, each reflecting a way to use the guide depending on your play style

and level of proficiency:

GAMEPLAY CHAPTERS
* Primer: An overview of all key game features — the ideal entry point
to the guide for most players

« Strategy & Analysis: An utterly comprehensive, in-depth analysis of
the game’s fundamental mechanics

REFERENCE CHAPTERS
« Bestiary: A catalog of all enemies in the game, with a clear data
sheet and authoritative combat strategies for each assailant

* Inventory: Lists of all items and abilities, with details on their
availability conditions, parameters and effects

* Extras: Details on various unlockables and bonus features

MINIMUM ASSISTANCE

during a first
sional reference only.

You intend ta play the game by you
playthrough, using the guide for occ

Quest chapters (pages 66, 104 & 136)

If you need help for any quest in particular, the Main Quests,
Side Quests and Canvas of Prayers chapters have at-a-glance
solutions for the corresponding missions. A single look at our
annotated maps will often be enough to get you back on track.

M-w chlmr (pcuo |5|l)
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wverags ofall monsters, mghlvgh\mg ﬂmu wealmesses m\d how

WALKTHROUGH CHAPTERS
* Walkthrough: An optimized path through the game for a first
playthrough

* Main Quests: Map-based, step-by-step solutions for all main quests

« Side Quests: Concise map-based solutions for all side quests

+ Canvas of Prayers: Requirements and solutions for all Canvas
quests

* Ultima Walkthrough: An optimized path through the game for
experienced players

100% COMPLETION

You want to complete all quests and unfock all possible
rewards and bonuses.

Ultima Wullulnni mpm (page 300)

After at ythrough, the Ultima

help you achieve a “perfect” playthrough, completing all NSSlb'E
quests and giving you ample time to prepare for the game's
toughest challenges.

Strategy & Analysis chapter (page 260)

An in-depth look at the many systems that underpin the playing
experience, which will enable you to greatly optimize your

of all creatures at the begnmmganhe Bemary itself.

Inventory page 222)
Find out how to acquire every last piece of equipment and ability,
study their parameters, and understand their usage and effects.

Bestiary chapter (page 150)

To reach 100% completion, you will need to defeat all monsters
in the game, including the ultimate bosses. The Bestiary offers
data sheets and extensive analysis for every enemy type, with
reliable five-star strategies.

Extras chapter (page 310)

Here you will find details on any Trophies or Achievements.
missing in your collection, as well as New Game+ features and
assorted special events,

* QUICKSTART



THEMATIC INDEX

Whenever you require an answer to a particular question, you may find that your most direct route to the solution lies in this thematic index.

BEGINNER QUESTIONS OPTIONAL OBJECTIVE QUESTIONS
aussron
| How does this game work? What am | supposed to do? | =z Is there an optimal order to complete all optional activities? | 54,300
What difficulty setting should | chaose? | 24| | Where can! find assistance for the Luxerion Side Quests? | 1os |
What are the game’s controls? 7 Where can | find assistance for the Luxerion Canvas of Prayers 1 |
How do | make sense of the game’s interface? | s Quests? L
How does the time flow system work? Po Where can | find assistance for the Yusnaan Side Giests? | vl
How do | read the map? | &) Where can | find assistance for the Yusnaan Canvas of Prayers 140
Whatis a Schema? 31 uats!
How should | design each Schema? | %/ Where can | find assistance for the Wildlands Side Quests? | 122 \‘
How do | use abilties? 2 Wherecan i asisanc o the Widands Camesof Pryer 2
o ‘BS’ES::‘:::‘;‘ el [ - 1 Where can | ind asistance for the Dad Dunes Side Quests? | 142
— Where can | find assistance for the Dead Dunes Canvas of Prayers
How do | develop Lightning? | e 146
How do | defeat enemies? L3 | Where can! find asistance for the Gobal Canvas o Prayees |
What are the strengths and weaknesses of my enemies? l 8| | Quests? i |
What is stagger? 38 4
Whatis erfect Tining? [BESE|  !NVENTORY QUESTIONS
How dol heal? ES
What do the battle-related icons mean? |G| | Where can| find details on Garb? 224
What are status effects? 4 | Where can | find details on Weapons? ‘ 226 |
What are Chaos Infusions? ‘ 45 | Where can | find details on Shields? 230
Whatis EP used for? 45 Where can | find details on Accessories? | 2]
What are the main points of interest in each region? | 48] 1 Where can | find details on Abilities? 26
What am | supposed to do on the Ark? | w Where can | find details on Adormments? | o)
Where can | find details on Shops? 256
\ STO! i Where can | find details on Components? | 252 \
Where can | find details on Recavery ltems? | s
I'm stuck in a main story mission. Where can | find help? 66
Where can | find help on chapter 017 M  ADVANCED GUESTIGNS
Wherscanfiaholgon et 117 n
Where can | find help on chapter 1-27 | n ‘ What is the meaning of each attribute? 263
Where can | find help on chapter 1-37 7 What are the exact parameters of status effects? | 26 ‘
Where can | find help on chapter 1-47 \ 72 | How does the stagger system work? 266
Where can | find help on chapter 1-57 73 How is my battle score calculated? | a0l
Where can | ind help on chapter 2-17 |I007&1 | Why are my actions interupted during battles? 73 |
Where can | find help on chapter 2-27 77 What s the best way to enhance abilties? | 28]
Where can | find help on chapter 2-37 \ 79 Which garb or equipment should | prioritize? 284
Where can | find help on chapter 3-17 80 How can | make my Schemata more efficient? | 2|
Where can | find help on chapter 3-22 |82 | Howcan!boostmy s 2%
Where can | find help on chapter 3-37 84 |
Where can | find help on chapter 4-12. 2
Where can | find help on chapter 4-27 93
‘ Where can | find help on chapter 4-37 ‘ 9|
Where can | find help on chapter 4-47 %
Where can | find help on chapter 4-57 | e
Where can | find help on chapter 5-17 0
Where can | find help on chapter 5-22 ] 9 ‘
Where can | ind help on chapter 537 91
Where can | find help on chapter 5-47 |- W
Where can | find help on chapter 557 91
Where can | find help on chapter 5:67 | .
Where can | find help on a main story mission on the Final Day? 100 |

What is New Game+ (SPOILER WARNING] |
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Lightning

Lightning is one of the humans made I'Cie who
turned their backs on their fates and saved
humanity. Though she was being used as a
pawn by the gods, she fought with her allies to
protect her homeland of Cocoon.

When her life seemed her own again, she was
swept away by the power of Chaos and was
trapped in Valhalla, the unseen realm. She was
chosen as the one warrior who would fight to
protect humanity’s fate, and yet she was struck
down in her greatest battle

Serah, her younger sister and the last remaining
member of her family, died beyond her reach.
Chaos flooded the world, destruction and peril
walked hand in hand, and Lightning lay down
her sword to sleep in crystal for 500 years.

But now the final days of the world have arrived,
and someone has roused the sleeping warrior.
He s the almighty god, Bhunivelze, and he tasks
her with a new duty. Her final role in humanity’s
history will be as the savior of souls.

Bhunivelze

Almighty Bhunivelze, god of light, stands above
other gods and holds the world in his paim.

It was Bhunivelze who called to Lightning,
forcing her to awaken from her long crystal
sleep to become the savior. And he made her
a promise: if she completed this great task for
him, he would use his power to bring her sister,
Serah, back to her.

The Destruction
of the Old World

During the events of Final Fantasy XIll-2, Lightning’s

younger sister, Serah, set out on a jouney to avert

the terible future that awaited humanity. But

that journey ended in disaster, bringing about the
% mination of both time and space. The goddess
Etro, who maintained the equilibrium between the
world of the living and the world of the dead, was
gone. And with her went the barrier which held the
power of the Chaos at bay, allowing it to flood into
the human world.

Bestruction slowly spread across the land over

intervening centuries. There are now only

small islands left amidst the darkness
people still cling to life.



Creating a A
New World "
3

Bhunivelze will use the souls of the saved to
populate his new world. For that purpose, he
has selected a savior to gather the souls and
prepare them for the new world.

The people, however, have not lived all these
centuries unscathed. Surrounded by death and
destruction, some now harbor a heavy darkness
in their hearts. These people will not be reborn
in the new world; their only fate is to wander
forever in the mire of the Chaos. Cut them free
from the regrets and griefs that bind them and
Lightning will save them for the new world. This
is the main task of the savior.

By dealing with these unhappy individuals, the
savior will build a relationship with them and
lighten their hearts, granting them the right to
be reincamated in the next world. Doing so will
help the savior as well, giving Lightning more
Eradia and enabling her to grow stronger.

Eradia & the World's |
Remaining Time Ju

The world has nearly reached its end; the last
few days now slipping away from humanity.
But the savior can give her own energy — her
Eradia - to buy more time for the world.

Thirteen days is the limit to how far this time
can be extended. On the thirteenth day after
Lightning awakes in this world, destruction
will come and it will be inescapable. That
is when, it is said, God will create his new
world. The savior has the power to save
humanity's souls to be reborn in that new
world, but the question is whether she has
the time to wield it.

Eradia is intimately tied to the savior's holy
task. To gather more, Lightning must free the
hearts of the people from the darkness that has
consumed them.

Nova Chrysalia

The people call this land — which falls further
under the sway of the Chaos each day — Nova
Chrysalia.

In this world, there is no aging, though the
people can and do die from accidents and
iliness. By losing the natural progression
to death, they have also lost the natural
propagation of life and no new children have
been born in all the centuries since the Chaos
first broke into the world. For the past 500
years, the world’s population has dwindled and
society grown stagnant.

With no changes to mark the march of years,
the decades slip past as fleeting as the seasons

once did. Children stay forever innocent and
simple in their hearts. Some believe that God in
his mercy must have taken from humanity some
part of their hearts that would enable them
to truly know the horrible fate they have been
trapped in. All so that they might live on forever
in peace, instead of falling prey to the despair
that is their only inheritance in this world.

The history of Nova Chrysalia began 500 years
ago, when the walls between this world and
the next broke, enabling Chaos to flood the
dimension in which humanity lives.

The influx of Chaos slowly covered the lands,
leaving only small tracts still inhabitable by

HANTNING RETUONS-

man. The people stood strong in the face of
this disaster thanks to the strength of their
leader, Hope Estheim. But when he disappeared
‘without warning 169 years ago, the bonds that
had held society together began to dissolve.

After many years of living with the Chaos,
a church that preached of God's salvation
appeared and quickly grew to power, capturing
faltering hearts. This was the Order of Salvation.
It brought about great changes in the lives of
the people, and returned a sense of stability to
society. The people of this dying world largely
chose the path of faith: bowing to God in hope
of salvation.

CAST
CONCEPTS

LIGHTNING
BHUMIVELZE
0LD WORLD
NEW WORLD
ERADIA
NOVA
CHAYSALIA

1



The Order of Salvation

The Order now governs much of human society from
its seat of power in the grand cathedral in Luxerion

Believe in the coming of the new world, entrust
yourself and all you are to God on high — this is the
teaching that has won over the majority of humanity,
It is a message of hope in a world with no future,
a balm for those suffering under the burden of
overlong lives.

In the past, the Order also led the suppression of
“heretics” who did not accept ts principles, but that
i no longer official policy. This is part of the reason
why so many people are perplexed by the one-sided
violence being displayed by some heretic groups.

The Children of Etro

The Children of Etro is a religious group pledged to
the goddess of death. Its members believe that the
only salvation humanity can look forward to is the
peace of death.

Etro's followers have tumed their back on the
teachings of the Order, and expect no salvation from
almighty Bhunivelze. They do not hope to be reborn
into the new world which Bhunivelze promises
Rather, they hope to be welcomed into Valhalla, the
world of the dead.

Many heretics are moderates who keep to
themselves, but there are also fanatics who are
willing to commit murder in the name of their own
brand of salvation.

The Savior

Scripture tells believers that a savior will appear at
the end of the world to do God's bidding and save
the souls of the people.

When the day of salvation comes, all life will end. The
souls of those chosen by Bhunivelze will be saved and
reborn in a new world. The one who is tasked with
delivering them there is known as the savior.

In this sense, the savior also heralds the coming
of the end. For the heretics who do not believe
in the teachings of the Order, or the promise of a
new world, she is thought to be little more than a
harbinger of destruction

Hope Estheim

Hope s Lightning’s partnerin her journey as the savior,
leading her through her final days with the world.
They were allies once before, a thousand years ago.

Hope had been a boy when they first met, living a
sheltered life within the floating world of Cocoon,
until his peaceful days were shattered and his
mother died before his eyes. He blamed Snow for his
mother's death, but was forced to work with him to
defy their shared fate, and through his journey, Hope
leamed to see beyond his grief and hatred.

When he was a young man, Hope helped human
society rebuild from the disasters that had befallen
it. He led the Academy, a research institute formed
to help humanity build its own future free from
fal'Cie. He launched massive projects that would
take centuries to complete, believing that science —
not the gods — would save the people.

Yet now he appears to have withdrawn from human
society, hiding himself away to labor in God's service.



Lumina

This mysterious young girl appears to be able
to control the power
get in Lightning’s way at every tum

It seems that she has met Snow before, and
that the two have more than just @ passing
acquaintance. But Lightning has spent the last
five centuries in crystal, and she has no way of
knowing what could have happened between
the two.

Still, she cannot deny that the girl bears a
striking similarity to Serah. But Serah is dead,
and this Lumina seems to have her own goals.

Serah Farron

Serah was Lightning's younger sister, and
Snow's fiancée. Once she was embroiled in
the games of the gods, but Lightning and Snow
helped save her from that fate, as they fought
with the help of their allies.

When Lightning became trapped in another world,
Serah took up arms at her request. She set out
on a journey through time to stop Caius Ballad in
his attempts to alter history and ultimately brought
Caius down with a strength of heart equal to that
of her sister. Just when it appeared that she had
successfully brought humanity back to the path
o peace, her joumney ended. The future can be
changed, but not without a great price

Now it is Lightning’s turn to sacrifics, and she
will give anything to see her sister alive and
smiling again

Snow Villiers

Serah's fiancé from a lifetime ago, Snow fought
alongside Lightning when they were both I'Cie.

When Lightning disappeared, Snow went beyond the
constraints of time to lear the truth. While on his
journey, he embraced a dangerous fate, becoming a
I'Cie once again for the terrible power that it granted
him. Yet even gambling away his own future did not
win him what he wanted, and in the end he was not
able to be with Serah when she died.

Centuries have passed since that day and the world
has changed. Snow rules the glittering city of Yusnaan
as its Patron, and hides away within his palace.

LUMINA



Oerba Yun Fang

s an ally and friend who fought alongside Lightning
nd years ago. Her passions run high and she is a
through and througt

She is bound to Vanille, a youn

village, with bonds bey

Lightning and the others were once forced to tum their b
Fang, but in the end, she and Vanille brought about a
miracle and atoned for their past sins. To prevent Cocoon from
falling out of the sky. the two heroes from Puise became a
great pillar of crystal, sleeping within for nearly a thousand
years as they held the weight of humanity aloft.

on

It has been thirteen years now since Fang emerged from her
crystal sleep. When they first awoke, both Vanille and Fang
were cared for by the Order of Salvation

Noel Kreiss

Noel came from a distant future where humanity faced extinction at the end of time.
When his dearest friend, Yeul, was lost to him, he came back in time to a point when
he might direct humanity away from the path that would lead to its doom. That was
how he met Lightning, and then Serah. With their help, and his unflagging heart, he
stood against the destruction he knew to be coming.

By traveling through time with Serah, he succeeded in preventing the worst possible
outcome of history, and the extinction of humanity was averted

But his great struggle, though well-intentioned, brought about a different tragedy
instead. He fought the great warrior Caius, a man he had once considered his teacher
and defeated him in their final battle ~ and in doing so he fell into the trap that Caius had
so carefully laid, riggering the destruction of the world and Serah's death.

The Chaos that continues to consume the world, the fruitlessness of Serah’s death, his inability
to keep his promise to Yeul — there is so much to regret. Is it any wonder that his heart may have
become lost in the darkness?
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Oerba Dia Vanille

Vanille was raised in the isolated village
of Qerba on the surface of Gran Pulse. A
series of events led her and her best
friend, Fang, to sleep for hundreds of
years as statues of crystal

When she woke from her long
sleep, she found herself telling
lie after lie, not wanting to
face the painful reality of
who she was or what she
had done. Vanille's presence
affected the fates of many
people forever, including
Serah. But with Lightning
and her other friends, she
was able to face reality
and bring about a miracle

to help atone for the many
who were sacrificed because
of her choices. She and Fang
became the crystal pillar that
held Cocoon aloft, saving it and
its millions of inhabitants.

Do

Nearly a thousand years passed, unti
Vanille and Fang woke thirteen short
years ago.

Sazh Katzroy

Sazh is a skilled airship pilot who worked
together with Lightning in order to save
s only son, Dajh, from a cursed fate.
His constant companion is the small
chocobo chick that ikes to take shelter

in his har.

He succeeded in getting his son
back safely, only to be drawn into
a time paradox and lose Dajh
again. In order to be reunited with
his son, he gambled his fortune
in a mysterious casino at the end
of time. With Chocolina’s help, he
managed to find Dajh once more.

Five hundred years have passed
and young Dajh has slept them
away in a comatose state.



Paddra Nsu-Yeul

Yeul is a seeress who has visions of the future. She

is reborn endlessly among the people known as the
Farseers.

Al the incamations of the seeresses have a limited
lifespan it is the price that they pay for the ability
1o see into the future. Soon after one Yeul dies,

another is bor with the same appearance and same
abilites

There are countless girls who have carried the name
Yeul in the long history of the world. The majority

f them have been protected by their immortal
Guardian, Caius Ballad.

Caius Ballad

The man responsible for releasing the Chaos
from the unseen realm and inviting the
world's destruction. Immortal since ancient
times, Caius served the seeress Yeul in

her many incarnations. He vowed to save

Yeul from the cruel cycle of endless
death and rebirth.

Caius's plotting fed to the downfall
of the goddess Etro, and brought
catastrophe. The unseen Chaos,

released from Valhalla, now consumes
the world.

He was defeated in his confrontation
with Noel and he lost the heart, full of
Chaos, which had kept him alive so long.



Oracle Drives

These devices can record a vision of what is to occur in
the future and play it back for athers. They are uncovered
in ruins that once belonged to an ancient people called
the Farseers. This tribe was ruled for generations by
the seeress Yeul, who possessed the ability to see the
future, and they labored to record the visions with which
she was cursed

The images which are recorded within an Oracle Drive
are sure to come to pass, if the current path of history
is followed. If the future that is depicted in an Oracle
Drive is somehow changed, then any altemate futures
that might arise are then reflected in the Oracle Drive

The Goddess Etro
and Valhalla

Etro was a goddess created by almighty Bhunivelze.

She was a foolish goddess who held great affection for
humanity. Etro gave all of herself for humanity’s sake,
until she sacrificed her own life and fell into the long
sleep of death

The wise god Lindzei used the blood that had spilled
from Etro to create man’s body; his soul was fashioned
from the Chaos. These wisps of Chaos filled the vessels
that Lindzei had made and thus humanity was born.
When a person died, his soul returned to the Chaos
of Valhalla, the unseen realm where the goddess Etro
ruled

Most people now believe the teachings of the Order,
which preaches devotion to Bhunivelze, but there still
exist minority groups of heretics who are devotees to
the goddess Etro.

Though her believers have not realized it, the goddess
Etro died centuries ago. She was the one who held back
the Chaos, keeping it within her own realm of Valhalla.
Lightning was a sworn servant of Etro who fought to
protect the goddess — a battle she eventually lost. Thus
began the destruction of the world.

Gods and fal'Cie

Almighty Bhunivelze created three gods for his world
Etro, Pulse, and Lindzei

Etro was a goddess without any power of her own.
In contrast, both Pulse and Lindzei were granted near
limitless power, and they built the fal Cie, servants that
possess supernatural powers.

The fal'Cie that served the god Pulse worked to terraform
the expansive lands of the planet, and the world came
to be known as Gran Pulse. The fal Cie which served the
god Lindzei built a world in the sky, and kept humans
blissfully unaware within a cage they called Cocoon.

The gods did not reveal themselves, but the fal Cie were
present in every part of humanity's lives. The people
depended on them for survival and worshipped them as
gods. But there are almost no fal Cie left in the surviving
remnants of the world.

The I'Cie

The 'Cie are humans who have been cursed by the fal Cie. They are given great powers
and magic, but they are forced to obey the gods will to achieve their Focus, or mission.
If they fail, the I'Cie turn into mindless monsters called Cie'th,

Lightning, Hope, and their other friends were once branded as |'Cie, but they managed
to bring about an unprecedented miracle and rid themselves of the curse. Snow is now
the last I'Cie remaining in the world.

The cactuar statue that you can see in one of the plazas in Yusnaan is said to be a
homage to the fal'Cie Cactuar who made Snow a I'Cie once more. It seems that Snow
and Cactuar had a strange bond between them, far beyond that of any normal fal Cie
and its thralls.
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This chapter of all main features and concepts of
J# significance in Lightning Retums. Though the opening hour of the adventure is linear, and
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- means that there are countless traps that lie in wait for the unwary player - especially difficulty
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with specific quests that shoul lly be left until later, .
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Lightning Returns: Final Fantasy Xil is a very open adventure, with a structure so
flexible that you may find yourself wondering how to approach it during its first few
hours. All you know at first is that you control Lightning, and that your role as the
Savior is to save the souls of the inhabitants of the Nova Chrysalia game world
This is achieved by completing quests, ranging from simple favors to extended
storylines involving familiar faces from previous Final Fantasy XIll episodes.

The freedom that Lightning Returns offers in terms of how you complete its
many disparate challenges is one of its principal charms, but also potentially
a source of great confusion and heightened difficulty. Perhaps more so than
the vast majority of RPGs, knowledge is your most powerful weapon in almost
every situation. The completion of quests is your primary source of stat boosts,
rather than the traditional approach of incremental growth through enemy
encounters, and so advancing Lightning’s abilities is a matter of accepting
and completing suitable quests in an efficient order. This is complicated by
the fact that quests may only appear at a certain time of day, or once other
requirements have been met

There are three categories of quests in Lightning Returns:

* Main Quests: These are multi-stage storylines that feature important
characters from prior episodes in the Final Fantasy XIll rilogy. Main quests
consist of numbered chapters, and must be completed by the end of Day 12
for you to be able to reach the final section of the story and its accompanying
challenges. If you fail to fulfill any of them before the Final Day, you will
hit the Game Over screen and must restart from Day 1. Main quests are
(with one exception) tied to specific regions of the game world, and are
automatically available in their respective locations once you complete the
early tutorial-based sections of the adventure.

« Side Quests: These assignments are shorter than main quests, and involve
a varied cast of characters encountered throughout the world. Many are
solved by finding items and returning them to a quest vendor, or resolving a
situation via individual steps that can be achieved immediately, though you
will encounter some quests where the necessary tasks will span multiple
days. The difficulty of each quest is represented with stars (%), from one for
the easiest to three for the most difficult.

« Canvas of Prayers: Right outside every Monorail Station, you will find a
Canvas of Prayers — a notice board that you can consult by talking to the
nearby Chocolina (@) Most of these tasks will simply require you to
accumulate specific items, more often than not by defeating monsters or
gathering collectible items. Make a habit of checking the Canvas of Prayers
in each location at least once per in-game day, both to accept new missions
and to tum in those that you have already completed. Some Canvas quests
are interlinked: finishing one may unlock another.

Completing any quest grants you various rewards, including boosts to your
attributes and items or pieces of equipment. In addition, you also obtain a hidden
sum of Eradia for each main quest and side quest fulfilled. Eradia is the energy
that Lightning obtains from the souls she saves (EB). The Eradia you gather is
transferred to the sacred tree Yggdrasil at the end of each day. By reaching certain
Eradia milestones, you unlock additional days before the world ends.

Lightning begins with seven days to save the world. Completing each main
quest will grant you an additional day. To reach the end of the game, you have
to play until the end of Day 12 (which requires you to complete all five main
quests). This gives you access to the Final Day. By completing a large amount
of side quests, you can unlock a special “extra” day, which takes place after
Day 12, and before the Final Day.

You are free to explore the world and complete objectives as you please. However,
no matter where you are or what you are doing, every day ends at 06:00 prompt, at
which point you are automatically transferred to the Ark, where time doesn't flow.
The Ark is where Lightning transfers her accumulated Eradia to the Yggdrasil tree.
Each new bloom that appears in the brief cutscene represents an additional day
added to the potential timeline before she begins the next day.



The in-game time is represented by a clock display in the top-right corner
of the field screen. Time flows continuously, and rather rapidly: one in
game minute corresponds to two-and-a-half real-life seconds. In the
game, the passage of time is only interrupted in the following situations

o During cutscenes and conversations with NPCs

+ During bat

* While any menu is open (including shop interfaces and decision
prompts)

While the Chronostasis EP ability is active (see page 45)

While you are on the Ark

Outside of these specific instances, time advances inexorably. With only
thirteen days to complete all main quests, and ideally a good number
of secondary quests, you might get the feeling that you can't afford to
waste many minutes. However, there’s actually no need to feel unduly
pressured by this countdown. As it happens, thirteen in-game days is
more than enough to complete all main quests and the majority of (if not
all) secondary quests, even if you aren’t always efficient, thanks to the
power of the Chronostasis feature. Once you obtain this EP ability at an
early stage in the storyline, you can activate it to temporarily freeze time.

£P is a finite resource that is primarily replenished by defeating enemies
in battle. By engaging in a reqular sequence of battles to obtain EP
while attending to other tasks, it becomes possible to freeze time for
extended periods. An in-game minute can, once you get to grips with
combat and efficient EP farming, be extended to entire real-life hours
with Chronostasis.

The following tips will help you make the most of your time in Nova
Chrysalia:

« Dashing: You can increase Lightning’s movement speed by holding
®/@. Dashing depletes the blue gauge at the bottom of your
screen, limiting the amount of time you can spend at this sprinting
pace. Release the button at any time and the gauge will quickly refill
As a rule, you should get used to dashing almost constantly, but
with regular short pauses to allow the gauge to replenish whenever

HGHTNING RETUBNS

it is almost empty. The refill time is extended and the sprint ability
temporarily locked if you fail to take this step, which also has the
side effect of preventing Lightning from using her weapon.

Optimizing journeys: Another key factor to save time is to minimize
the amount of travelling you do. There are simple rules you can follow
to optimize your trips in any given region. Rather than running straight
to a distant place to retrieve an item for a quest you just accepted,
take the time to talk to all NPCs in your vicinity and agree to complete
any assignment they give you during a journey. There is no limit to the
number of quests you can have active at any one time, so it always
makes sense to accept them immediately. You should also check the
Canvas of Prayers whenever you pass it, and factor in exploration and
shopping trips where possible. As a general rule, you should aim to
multitask at all times, “clearing" an area of current objectives (where
feasible) before you move on to another.

Remaining busy: Whatever the circumstances, you should always
remain active and avoid any downtime. If you are done with all
optional activies in  location and have a few hours to spare before
you can complete the next objective (for example, because an access
gate is currently closed, or an NPC has yet to emerge), simply travel to
another region and start fulfiling assignments there. Every minute of
your time should be used to achieve something

Influence of the time of day: The entire game world is governed
by the clock. The time of day can determine the availability of quest
items, the presence of key NPCs, access to particular areas, and even
the distribution of monsters. Knowing when you're supposed to visit
an area (for example, by reading the quest descriptions carefully to
take in such details) is hugely valuable information — enabling you to
plan your travels accordingly. Naturally, our coverage of quests within
this guide includes detailed information on all such considerations.

Feature unlacks: Many features in the game are unlocked on a very
specific day in the storyline. You will also obtain items and abilities on
each visit to the Ark. This guide reveals the precise unlock progression
for day-related unlocks, so you need never worry about missing
anything.

GAME
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Long before the release of Lightning Retums, when the first small details on its
gameplay systems and setting were published, many Final Fantasy fans were
puzzled by the apparent absence of party members to accompany Lightning
during battle. Though Lightning does indeed technically fight alone for large
stretches of the story, this does not mean that the classic tactical dynamics of
the Final Fantasy series have been discarded.

N ARMY OF ONE

During combat, you cycle through your chosen Schemata in exactly the same
way as you might with the more traditional cast of party members: you employ
the powers of a Schema before moving on to another when its ATB gauge runs
low, or a situation arises that necessitates the use of another Schema with
a pertinent specialized ability. As each Schema features nine configurable
elements (Garb, weapon, shield, two accessories, four abilities| that can all
have their own unique characteristics and secondary auto-abilities, the scope
for is almost endless

Rather than switching between party during combat, you i
with a set of three customizable sets of equipment and abilities known as Scremap
{plural; singular Schema). Each Schema is to all m'enrsaud puposes a pary memb
inits own right, with its own ATB gaug ~ ideally
strategic identity of your creation. f it lvelm you to adjust to the new system, you can
simply interpret Schema as “party member” and Schemata as “party”

= (;{ﬂ.ﬁ.’ B

Every time you begin a new playthrough, you are requested to select a

diffculty setting

* In Easy Mode, battles are less difficult, you can fiee combat with no penalty, and
you recover health automatically while on the field screen. In addition, you get
extra EP from defeated enemies, and EP abilities (see page 45) cost less. On the
other hand, the best potential item drops yielded by your opponents are locked

+ In Normal Mode, combat difficulty is standard, you suffer a time penalty
whenever you escape combat, and your HP gauge does not replenish
automatically between battles, The very best item drops yielded by defeated
enemies are stilllocked.

We return to Schemata later in the Primer (see page 31), and cover it in great
depth in the Strategy & Analysis chapter (page 295).

* In Hard Mode (unlocked by completing the game once), battles are more
difficult. The time penalty for escaping and lack of automatic HP restoration
between battles from Normal Mode still apply, but you also receive less EP
from enemies than you do on Normal. However, you have access to all item
drops from fallen foes, including the best, top-tier rewards.

You cannot change the difficulty setting once you have confirmed your choice, so
make sure that you select the one right for you. As a rule, the game is designed
to be played on Normal Mode for a first playthrough, which most gamers
familiar with RPGs will find presents the most rounded balance of challenge
and rewards. If you are a newcomer to the series, let alone to the RPG genre,
you will probably find the Easy Mode much more accessible.



EP METER

Reveals how much EP you have available for EP abilities (see page 45).

HP GAUGE

Lightning’s current health. It flashes a strident red when her HP is dangerously low. This gauge
is replenished automatically outside of combat in Easy Mode, but not on higher difficulty
settings. See page 39 for a list of the various ways to restore Lightning’s health.

ACTION GAUGE
sents how much energy you have left for dashing (&/@l) and attacking
(®D/ EBN). Dashing depletes the blue gauge at the bottom of your screen. Release the button
and the gauge will refill quickly. If you fail to do so and exhaust the entire bar, it will tur red
and replenish at a slower pace, leaving you unable to run or attack for several seconds.

INTERACTIONS

Objects or individuals that you can interact with in the game world are highlighted with a
rotating circle, accompanied by a short text description — usually “Talk” for a person you can
interact with, or “Examine” for a mechanism or object

MINI-MAP
This display offers the terrain in your immediate vicinity, including

data, waypoints, NPCs, and assorted points of interest. The mini-map always points north by
default, though this can be adjusted in the Settings menu; the arrow representing Lightning
corresponds to the direction she is facing. You can remove the mini-map and make it reappear

by pressing GELECD/ €.

CLOCK
Aclock display in the top-right comer of your screen shows you the current time of day. Use
this to plan your journeys, taking into account the availability of the NPCs or quests you're
trying to complete. The clock is accompanied by a reminder of how many days you have left
before the world ends.




Battle Screen

EP METER
Reveals how much EP you have available for EP abilities (see page 45),

ATB (ACTIVE TIME BATTLE)

You have three individual ATB gauges, each showing how much energy you have for each corresponding Schema. All three
gauges fill gradually during combat, the two in standby three times faster than the one currently selected. ATB segments are
depleted in proportion to the ATB cost of the abilities you activate with the face buttons of your controller.

STATUS ICONS
Shows any status effects affecting you. See page 41 for details.

HP GAUGE
Lightning’s current health. It flashes red when her HP is low. This gauge is replenished automatically outside of combat in Easy
Mode, but not on higher difficulty settings. See page 39 for a list of the various ways to restore your health.

ABILITIES
The four abilties set to the face buttons of your controller.Every time you press one of these buttons, the corresponding ability
is activated, with its ATB cost subtracted from the ATB gauge. See page 32

SCHEMATA
The name of your current Schema (see page 31). The colors of your Schemata name:
each Schema'’s ATB gauge. You can instantly switch between Schemata by pressing

d the / ? v marks correspond to
®/@

STAGGER WAVE

When you attack an enemy (especially with a type of assault that capitalizes on its vulnerabilities), you will gradually break
down their defenses, a process represented by a Stagger Wave that appears on its HP gauge. As you get closer to staggering
your enemy, the Stagger Wave will turn red. Continue to assail the foe with suitable attacks, and it will become staggered.
Attacking a staggered target will inflict far more damage than usual. See page 38 for more details.

ENEMY INFORMATION
This reveals the type of the enemy you are targeting and its current health, as well as any status effects it may be enjoying or
enduring. When you face multiple opponents, you can switch target with €.




PRTNING AETYONS:

The following table offers a handy recap of the main commands you will use throughout the adventure.

FIELD CONTROLS

Movement
Camera control

Menu navigation
Interact/Sheath weapon
Jump

Enter Main Menu

View map screen
Attack/Ready weapon
Dash

Dash
Dash

Center Camera

PS5
(L]
@
o
®
©
@
@
®/2
©@

Pause

00 ddupapPococCes

L

Enable/Disable mini-map; skip cutscenes on pause screen

EXPLORATION

Exploration is one of the most important activities in Lightning Retums. The game
world is very large, with the four primary regions featuring countless points of interest,
hundreds of NPCs to talk to, collectibles to find and many quests to complete. Scouring
every last inch of Nova Chrysalia for new things to find or do is one of the great pleasures
in this game, and you'll be surprised by how often your curiosity is rewarded.

Basic Movement

Travelling from one destination to another is extremely simple. You move Lightning
around with @ and control the camera with @. In addition, there are a handful of
moves that will help you reach your destination:

* Hold @)/@ to dash. This enables you to sprint, which reduces the overall duration of
your journeys. Dashing depletes the blue gauge at the bottom of your screen. Release
the button and the gauge will refill quickly. If you fail to do so and empty the entire
bar, it will turn red and will start replenishing itself at a slower pace — leaving you
unable to run or attack until the process is complete

* You can vault over small obstacles or gaps by pressing ©/@ (@). You can jump
further than normal by dashing simultaneously. Note that you will never sustain fall
damage, even from great heights, so feel free to attempt tricky leaps or take a plunge if
acliff offers a useful shorteut

* Whenever you encounter enemies during your travels, be ready to attack them with
@)/ once in close proximity (see page 30). You cannot interact with certain
aspects of the game world (such as collecting items and climbing ladders) when
Lightning’s weapon is drawn. Press (/@ to manually stow it on her back

Map & Mini-Map

When the route you must follow is uncomplicated, a quick glance at the mini-map alone is
usually enough to guide your steps. If you need to plan a longer journey or find a more distant
point of interest, you can bring up a full map of your current locale by pressing @ /€.

Once on the map screen, you can scroll with @ and zoom in or out as required with @.
You have the option to place up to ten markers by pressing @/, and even name them.
You could use this to highlight a quest giver that you'll need to return to later, or if you
locate an interesting opportunity to grind through battles for spoils, or an interactive
item that you cannot make sense of yet

Ja—
Movement
| Camera control
Change target
| Useabity
Use ability
| use abitty
Use ability
| Swith Schemata
View enemy information (Libra)
‘Switch Schemata
Overclock (see page 45)

Change view

10 the other with €D/ @D or €E)/E)

From the pause screen. retur to the itle Screen

o ONSCREEN
ISPLAY

* COMMANDS

* EXPLORATION
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Lightning Returns employs an autosave system that
automatically records your progress whenever you hit
discrete story milestones, or when you travel between
difforent locations in the game world. An icon appears in
the top left-hand comer of the screen whensver the game
is saving. You can aiso manually save and create additional
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< | Path of your recent
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Collectibles

Many collectibles appear in treasure spheres (@B). Press ®/@ to open them.
After a short delay, a pop-up message will reveal their contents (very often
useful items, such as pieces of equipment), which are automatically transferred
to your inventory.

In addition, you will regularly stumble across items that appear directly in the
game warld as small shining objects found on the floor (@B3), and can be picked
up by pressing ®/@ in close proximity. Most of the time, these are medals
that can be sold in shops, offering a secondary source of income. However, there
are also instances where such collectibles are quest items, which you must pick
up and deliver to the corresponding quest vendor.

The maps in this guide reveal the locations of every last collectible in the
game. However, if you intend to complete a first playthrough with a minimum of
assistance, the following treasure-hunting tips will be handy:

* Use @ to scour the environment for collectibles as you travel through
new and old areas alike. Whenever you notice cul-de-sacs or alternative
routes, take the time to explore these: they may well contain a reward to
acknowledge your curiosity.

» Certain quest items occur naturally in the game world — particularly in the
Wildiands, where you will regularly encounter an assortment of mushrooms,
plants and occasional seeds. Make a point of collecting these whenever you
encounter them.

Certain treasure spheres are initially locked, and require special conditions to
be met before you can open them (such as a specified investment of EP or the
commission of a quest-giver). When you notice one of these, make a mental
note of its position or leave a marker on the map. You can then backtrack to
open them at a later date

In the Wildlands region, a few treasure spheres can only be reached once you
have access to the gliding skills of a Chocobo.

Points of Interactivity

In addition to collectibles, you will encounter numerous points of interactivity
throughout the game world. These can vary from plot-critical devices that
must be operated to advance the story, to NPCs who can be engaged in brief
conversations. To interact with devices or NPCs, press ®/@.

* When you can speak to an NPC, a speech bubble (&) will appear above that
individual's head (EED). In close proximity, a rotating circle and a “Talk” caption will
indicate that you can strike up a conversation. Most NPCs will make contributions
that have no specific relevance o your current objectives, though they might
occasionally offer clues or make comments that direct you towards points of
interest or refer to an ongoing quest. You will sometimes encounter NPCs with
three question marks above their head, but no speech bubble per se: these are
individuals that you will be able to speak to at a later date, usually during a quest

Interacting with certain NPCs will initiate side quests; you are given the
option to decline these if you wish, though it makes sense to accept them,
even if you do not intend to complete them until a later date. NPCs willing to
offer you a side quest are marked with star symbols (k). The more stars
(up to three), the more difficult or involved your task could be. It also usually
(but not always) an indication that a quest offers a better class of rewards.

* When you approach an object that you can interact with, a rotating circle and the
“Examine” option will appear when you move within range. Not all paints of interest
are tied to main-quest o side-quest progression; some interactive elements can
simply offer you information, such as Monorail timetables or signposts.

many locations, you will encounter destructible crates which you can smash
apart with ). These may randomly contain generic items such as
medals, which you can sell in shops. These crates sometimes also serve to block
the path or partially obscure a point of interest such as a treasure sphere.

e

* Several areas in the game feature time-operated doors and gates. These only
open at very specific times, which you need to take into account when you plan
to visit the locations that lie beyond them. Once you examine such gates for
the first time, the hours when they are open appear on your map permanently.

* You will encounter switches in certain mazes and dungeons, which you must
usually activate to open a corresponding door.




Inventory & Gil

Every item that you collect is automatically transferred to your inventory:

« Garb, weapons, shields, accessories, and abilities are battle-oriented
items, which you will need to prepare and improve your Schemata
(see page 31 for details).

Adormments are cosmetic items that you can select when creating
Schemata. They have no purpose other than to customize Lightning’s
appearance.

Components are ingredients required to enhance and level up abilities
via the Level Boost feature, available at all Sorcery Shops () — see
next section on Shops).

Key Items are unique, quest-related objects, or notes with Libra
information on enemy species (see page 45).

All objects in the Other Items category are usually required to
complete collection-oriented quests.

Most shopkeepers will purchase any item that you have no need for.

Those marked with the (@ icon exist purely to be sold. Don't be too
hasty in selling anything else. Pieces of equipment that seem obsolete

Shops

IHTNING RETYENS:

can become useful again for new strategies or to prepare Sub Schemata,
while Components are precious ingredients for the Level Boost feature
that enables you to level up abilities later in the story. Most objects in
the Other Items category have an application in a side quest, possibly
one that you haven't even unlocked yet, or could even be kept safely fora

ubsequent Asarule, I y items as you can
during your journeys, from fireworks in Yusnaan to wild mushrooms and
flowers that grow in the Wildlands.

For the avoidance of all doubt: you won't accrue much gil (the primary
currency in the Final Fantasy universe) or, for that matter, profit in the
long term by clearing out your inventory. Instead, your two main sources
of income will be:

The rewards from the quests that you complete. Broadly
speaking, harder quests lead to better gil rewards.

) b8

The enemies that you defeat. Each enemy type yields a
specific amount of gil, though these amounts increase from
Day 7 onwards. This reflects a corresponding gradual increase
to the attributes of all monsters. Refer to our Bestiary for all
details on the rewards you can potentially obtain from each
enemy type.

There are several types of shop in the game, each offering unique goods or services. Note that the equipment sold differs from store to store, with their
inventories being expanded over time, so be sure to visit the various Outfitters and Forges scattered across the continents regularly.

SHOPS OVERVIEW

SHOP TYPE

! Sell recovery tems, which you can se to hal o revive Lightning, appy status enhancements, and cure status aiments
| sell garb,
@ o | enable you o customizeher ok, 3
@ Forges Sellvosporis and blokde; siOcal hecos of iqaljmeit o oyt 6 Al apecien o Saenit.
Enable you 1o R
‘ Soroary Shape s You 10 strengthen your Y 0o, aorinthe
@ Restawrants Sell food that immediately restores Lightning’s health at the moment of purchase. The more expensive the item, the more HP it
‘will replenish,
Rent ofyour you it beter to use fems or
;o y i Wmmmmawm
0.3 specific time of day to continue an outstanding task.
5 : Sell monster notes, which reveal individual monster weaknesses, how best to stagger them, and other ussful Libra information
o Adventuring Essentials | ., can check during batte with @,
i will sl ecovary s Hovevor
[(¢] Wandoring Merchants  __ L i tody |

Skipping Cutsc

While most there are
instances (partcularly ate faiing  diffcut boss mz. ot while replaying

bea |m4m.ummq prospect. To skip cutscenes, press ETARD /© and
tap /0.
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Lightning Returns employs a new variation on the classic Active Time Battle
(ATB) system, combining the tactical possibilities of a traditional RPG with the
tempo and visceral dynamic of an action game,

The number of attacks and abilities at your disposal is limited when the story
begins, but you will acquire many more as you obtain additional equipment and
defeat enemies. To avoid potential spoilers and an overload of information, this
section is designed to act only as a generalized introduction to key features of
the battle system. We offer an exhaustive investigation and interpretation of all
related systems in the Inventory and Strategy & Analysis chapters.

Enemy Encounters

To initiate combat when monsters appear. approach them with @ and tap
BB to attack. Whether your attack connects or not has a significant
influence on the battle that follows

Ifyou take your target by surprise () and your attack connects, you trigger
a “great” opening: your enemies begin with 25% less HP than their maximum
amount

« If your opponent spots you () but your attack connects, you trigger a
“good" opening: your enemies begin with 10% less HP than their maximum
amount

* If you fail to attack your opponent, or your attack doesn't connect and your
opponent attacks you instead, you trigger a "poor” opening: you begin with
5% less HP than your current amount on the Normal and Hard difficulty levels.

Fighting battles doesn't lead to direct character progression, but does reward
you with valuable item drops (including abilities and items required to complete
quests) and gil. It also supplies you with a sum of EP usually equivalent to the
stature or relative difficulty of the battle you have just fought. Though Lightning
acquires numerous EP abilities over the course of the story, the EP you accumulate
is most often invested in the use of Chronostasis to freeze time (see page 45).

Early in the adventure, when Lightning’s primary stats are low and your tactical
options are limited by a small pool of available equipment and abilities, avoiding
certain enemies is something of a necessity, There are three enemy “types” that
you will regularly encounter during your travels: Chaos Beast, Feral Creature and
Man-made Unit. Enemies are then further divided into three subtypes: small-scale
enemy, mid-scale enemy and large-scale enemy. As a general rule of thumb, you
can determine the relative difficulty of an opponent with a simple appraisal of
their physical stature. The smaller an enemy is, the easier they will be to defeat.

Fighting most mid-scale and large-scale monsters is impractical (and, for the
most part, suicidal) during the opening day or two of the adventure. Lightning
Returns does not pull its punches: its most powerful “random" monsters can and
will spawn in their natural habitats from the moment full world exploration is
unlocked. As you grow in confidence and competence, however, with Lightning’s
prowess improving in tandem, you'll gradually reach a point where you can
compete against larger foes.

Before then: you run away, and pick only those fights that you can hope to win.

Whenever you need to avoid an impossible or potentially difficult and protracted
battle, use the following advice.

« If you can put enough distance between Lightning and an enemy, they will
automatically despawn. There are also certain map areas (such as villages
in the Wildiands) where enemies will not appear. If you encounter a foe on
the periphery of such locations, running inside its boundaries will cause the
monster to disappear.

At her full dash speed, Lightning can easily outpace the more sluggish enemy
varieties. The more fleet-footed enemies may keep up with her, but will almost
never move close enough to initiate combat during a straight-line sprint.

« Faster opponents can be annoyingly dogged in their pursuit, trailing Lightning
with apparent ease over long distances. There are two primary ways 10
shake these persistent adversaries. The first is to note that all enemies have
asimilar stamina limitation as Lightning: after sprinting for a time, they must
briefly pause to recover. If you time a dash carefully, you can sometimes
accelerate out of their range at that precise moment. Secondly, weaving
between or around scenery elements will often cause monsters to pause
for a moment as they navigate past the obstruction — and often, a moment
is all you need to extend the distance between Lightning and the monster to
cause a despawn.

Combat willonly begin if Lightning is actually struck by an enemy. This means
that it is possible to brush past (or even jump over) potential adversaries in
close confines.

Note that you cannot interact with NPCs while enemies are in the vicinity. You
must either fight to remove them, or run away until they fall out of range and
automatically despawn. You can actually use NPCs as a distraction to facilitate
your escape.

ATB (Active Time Battle)

Lightning’s available energy at any given time during battle is represented by
her ATB gauges. Every ability that you use consumes a portion of the ATB gauge
of the Schema currently in use.

You have an individual ATB gauge for each Schema. All three gauges fill
gradually during combat — the two in standby three times faster than the one
currently selected. ATB segments are used in proportion to the ATB cost of the
abilities you activate with the face buttons of your controller: every time you
press one of these buttons, the corresponding ability is activated, with its ATB
cost being withdrawn from the AT gauge.

Switching between Schemata to make the most of each ATB gauge and carefully
measuring the pace of your actions to maintain a steady assault, never ending
up with all three gauges empty simultaneously, is a fundamental battle strategy.



LIGHTNING RETURNS.

Schemata

A Schema is a set of variaus pieces of equipment and up to four abilit During battle, you can switch between each Main Schema (o 3 )
ich you can allocate via the Customize Schemata entry at the mam at any time to make the most of their strengths, and of their respective
menu. You can have up to three Main Schemata available in combat. ATB gauges.

AVAILABILITY

s is the most importan
unique auto-abiltes offer
provide native abilities that
your maximum ATB, and your default ATB fh
the beginning of each bat

s each garb come

g Garb Various

configurations.

The weapon you assign to each Schema increases your character's Srength and
Magic attributes (see page 34], which in tun defing the damage you can deal
Many weapons also come with auto-abilitis that can have decisive applications
or confer useful boons in combat {see page 32),

Weapons can be purchased at Forges.
dropped by defeated enemies, or
received as rewards.

» Steength ()
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P (and sometimes other attributes
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@ Shield .

ad accessories are primarily used to increase your offensive or defensive

Various
& Accessory | % stats, They only affect the Schema they are equipped to.
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. Most arm accessories grant you status enhancements or increase your
Q Various resistanca to status ailments ot elemental damage, though soma have more
ooessory unique properties. Arm accessories affect all three Main Schemata.
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Note that you can customize the appearance of each Schema with
adornments (ERD). which are sold by Outfitters and can be obtained as
quest rewards. You can also rename each Schema by selecting its name in
the top-left comer of the screen, or adjust the color of a garb with @ /€.

During battle, you can switch instantly between your Schemata, at
no cost and without penalty: all you have to do is press or
[®D /BN, Each Schema has its own ATB Gauge, which recovers at a
rate determined by the ATB Speed attribute ($3 — see page 34) of that
Schema, The higher this value, the faster the ATB Gauge will replenish,
making the corresponding Schema all the more useful

Once you have prepared your Main Schemata, you need to choose your
default Schema (48 ) with @ /€ . This not only determines your debut
Schema at the start of every battle, but also determines Lightning's
appearance while roaming the world and during cutscenes

Setting up your Schemata is pivotal to being prepared for the many

In addition to the Main Schemata, you can prepare up to six Sub
Schemata. These are not available during battle, but you can easily swap
them with your Main Schemata from the main menu with @ /@. When
you start facing enemy types that potentially require very specific tactical
approaches, this feature enables you to rapidly redefine your Schemata
without having to spend too long tweaking individual configurations.

battles that await you. To optimize your ability and efficiency, you will
generally need to assign clear roles to each Schema to address and
exploit the strengths and weaknesses of your opponents. We dedicate
a section to character specialization on page 35. Before we get there,
though, let's take a look at the different elements that give each Schema
its own unique identity.



Abilities

There are four types of abilities, each corresponding broadly to a specific role you can assign to one of your Schemata. If you have played Final Fantasy XIIl and/or
Final Fantasy XIlI-2, you will remember these distinct “roles” from the Paradigm system. Note that you can find an exhaustive list of all abilities, with all parameters

and assorted details, in the Inventory chapter.

VERVIEW

DESCRIPTI

Attacks that infict damage based on the Strength attribute. The greater the Schema’s Strength, the more
damage is infiicted. Certain advanced abilities have special properties, such as interrupting enemy

CORRESPONDING ROLI

Physical Schema: a role specialized in dealing

1o stagge )
and buiding up or maintaining the Stagger Wave.

Spells that

- Magic Attacks

tribute. The greater

inficted. Many spel

ﬂ Defensive
Avilities
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e less damage you
have specific purposes, such as healw\g ortestoring ATE.

T ol et aw\mems 1o your enemiss, which is  great way 1o hinder them and ower the danger they

v SCeps o) ety

. Ailment Spells

m 0 page 41 for

* A Sehema can, of course, be configued o e

Obtaining Abilities: There are two ways to acquire abilities. First, aimost
every piece of garb comes with native abilities. Simply equip the garb, and you
have access to the abilities inherent to it. However, you should note that native
abilities cannot be removed, as indicated by their padiock icon (@). You can
acquire new abilities by defeating enemies (and occasionally from treasure
spheres). Whenever you obtain one that you're interested in, quickly open the
main menu to equip it to the relevant Schema.

Using Abilities: To have access to abilities in battle, you simply need to assign
them to a Schema (see previous section). Once you have allocated the ability of
your choice, you can use it in combat by pressing the corresponding face button
of your controller while employing the Schema in question. Many attacking
abilities are designed to be performed on multiple consecutive instances to
create a combo, with the final strike in the sequence offering increased damage.
To use an ability multiple times, you can either press the necessary button
manually in accordance with Lightning’s movements, or simply hold the button
down. Holding the ability button makes a lot of sense for guard abilities, as
this ensures that there are no potential interruptions in your defense. The only
downside to holding the button is that it prevents you from achieving potential
Perfect Timing bonuses (see page 39), though this is an advanced feature that
will take a little time to master.

‘tatus iiments to your opponents.

See page 35 for pe

Button Mapping: As you become more and more familiar with the combat
system, you will soon realize that it makes sense to think carefully about how
you allocate abilities to the face buttons of your controller. For example, if you
have attacks infused with the same element in two different Schemata (such
as Aero with one, and Aerora or Galestrike with another), try to assign these
abilities to the same button. This way, when you face an enemy variety that
is susceptible to the Wind element, you could potentially switch between the
Schemata concerned without releasing the button. You can push this even
further by deciding in advance that you will always assign certain types of
moves to a given button. For instance, all guard moves to @ /€3; all Fire-
elemental attacks to ® /@ and so forth. This will give you an edge in battles,
helping you to know instinctively what buttons to press in accordance with your
current circumstances.

Synthesis & Ability Levels: All abilities have a level, which appears in their
name. Initially, you will mostly have Lv. 1 abilities, but as you progress in the
game, you will receive abilities of higher levels. What's more, you will soon unlock
the Synthesis feature, available in Sorcery Shops (@), which enables you to fuse
abilities of the same level to upgrade them, and ultimately to level them up once
they reach their limit via the Level Boost feature unlocked on Day 6. Read the
section on Synthesis to the right for more details.

Rare Abilities: Certain abilities appear in yellow in the game, and have a small

star on their icons. These rare abilities are invaluable in that they are imbued
with an auto-ability that provides additional benefits

Auto-Abi

ities

Auto-abilities (@) are perks, passive traits that permanently boost the Schema.
they apply to (and, in the case of arm accessories, to any active Schema). They
come in all forms, from those which enhance basic attributes such as HP, ATB,
stagger capability, Strength and Magic, to those that affect elemental attacks
and resistances. A few only apply in very specific circumstances, such as one
auto-ability that offers a bonus whenever Lightning attacks an opponent from
behind.

Auto-abilities can sometimes be extremely valuable, and even entirely justify
settling for the otherwise poor stats of whichever piece of equipment or ability
they belong to. In a h»ghly spemahzed Schemata configuration, auto-abilities
often h 1 signific h bilit equipment fora
given Schema. For example, a +1 5% mcrease of your Magic attribute can prove
invaluable for a magic-oriented Schema that uses elemental spells (leading to
a +15% boost to the damage you cause). Any bonus to damage (or ailment)
resistance is a blessing for a defensive Schema designed primarily to tank
enemy assaults.

To see details about the effects of auto-abilities, move the cursor to an item or
ability and press ® /@, or simply consult our comprehensive list on page 250.




LIGHTNING

Synthesis

Once they are unlocked during the storyline, you can visit
Sorcery ¥t ties by synthesizing
them with abilities of the same type and rank — for
example Attack Lv1 with Attack Lv.1. The first ability
you select is kept and upgraded during the process. The
‘second ability you select is consumed and lost.

You will find a brief overview of the system here. You
can find an in-depth presentation in the Strategy &
Analysis chapter.

« Synthesizing physical abilities ([l) and magic
abilities ({f)) increases their Attack parameter by
one increment (for example, from x1.00 to x1.05),
making it more powerful (in this case, by 5%).

= Onceanability reaches its limitits final increment), it
is marked by an icon (). At this point, synthesizing
itfurther has no effect on its Attack value.

« The synthesis process usually keeps the best
parameters of the two abilities that are fused. For
instance, if you synthesize an ability with a low
ATB cost, and another with a high Attack value, the
resulting ability will have both of these features.

« If the two abilities that are being synthesized each
have an auto-ability, the source ability has priority
over the consumed ability — in other words, the
auto-ability of the first ability that you select will
prevail.

* In addition to a boost to the source ability's Attack
parameter, the synthesis process may occasionally
Iead to extra bonuses, such as the appearance of an
auto-ability. These are usually extremely valuable.

Synthesizing defensive abilities ({El) and ailment
abilities () is not necessary, as they are always
maxed by default — their parameters cannot be
raised any further.

« A maxed ability (marked by the 2 icon) can be
leveled up via the Level Boost feature that is
unlocked at all Sorcery Shops from Day 6. Leveling
up abilities always results in boosts to their main
parameters, and sometimes in additional bonuses,
such as a reduction of their base ATB cost. As a
consequence, abilities that you level up at Sorcery
Shops (especially those that you have nurtured
from Level 1) cost less in terms of ATB than thase
of equivalent levels that you obtain from defeated
enemies.

« After leveling up an ability, you can repeat the
whole process again (synthesizing it incrementally.
and leveling it up) to reach even higher levels. This
feature is partially restricted during a debut Easy
or Normal playthrough, but fully unlocked during a
subsequent Hard playthrough after you complete
the main storyline for the first time.

PRIMER

COMBAT
PREPARATIONS



Attributes

Attributes are the parameters that determine each Schema's efficiency; Eag
attribute has 2 bearing on one or more gameplay elements. Opgelyou:
confident enough to start creating specialized Schemata (see page 35}

10 pay close attention to each Schema’s attributes, making suret

pertinent to the role are maximized.

You can also increase your attributes with pieces of aquipmmﬁ
and auto-abilities (see page 32). g

ATTRIBUTES: O

ATTRIBUTE

[t Strength

Heavy Slash, Blitz, and so forth

Affects the damage you deal with physical attacks. An essential attribute for

Magic

HP Your maximum HP value. when your HP gauge is full This

)
Q | cunrt ooonse
©
b

ATB The speed at which a Sch

Affect ¥ i An essential attribute for ) i ‘
ailment-orianted Schemata ({8 abilites such as Ruin, elemental spells, debuffs, andso on.

Affects how wellyou resist damage when using  guard abliy (). An essentialattribute for defensive Schemata

ATB gauge is replenished. This is a crucial attibute for al Schemata.

X Maximum ATB A ATB value, The higher ATB Gz |
X DefaultATB Your ATB value at the start of each battle.
@ Physical Resistance
L3 Magic Resistance The reduction applied to any form of magic damage you sustain ~ again, thisis ony relevant fo defensive Schemata.
& stagger Power e sy ko | ] e ) y
with A being the most efficient and € the leasteffcient
Al | s reseation | iy b, s A bing o et i, 0 e e 02 S T
©  ATBCost The cost of an ability: in other words, ATB 6:

Character Progression

Throughout the adventure, Lightning becomes stronger in many ways. However,
and unlike most RPGs, her attributes do not increase via the accumulation of
experience points during battles, but instead by completing quests. Each quest
that you complete — be it main quest, side quest or a Canvas of Prayers task —
rewards you with bonuses to your main attributes. It is usually the case that
longer or more difficult quests offer better stat bonuses. As quest completion is
also the principal story requirement to reach the ending, there is a very strong
incentive for you to tackle as many missions as you can.

In addition to these bonuses, there are other factors that contribute to your
character progression:

* Better equij sthe d 3 d
and you have access to much more powerful (albeit more expensive)
equipment, from garb to weapons and shields. Later quest rewards and items

dropped by advanced enemies can also provide you with valuable objects.
Superior equipment can contribute a very significant bonus to your combat
proficiency.

Better abilities: From Day 7 onwards, the enemies you encounter grow
stronger on a daily basis. This gradual elevation of the overall difficulty of
combat has its merits, one being that monsters begin to drop abilities of
higher levels. They will also surrender more rare abilities in post-battie spoils,
which can drastically improve both your offensive and defensive efficiency.

enemies, you can eventually employ the Synthesis feature offered by Sorcery
Shops (‘) to upgrade abilities of the same level, and ultimately to level them
up once they reach their limit (marked with the £ icon). By manually leveling
up abilities (especially the rare ones), you can further hone your combat skills.




Character Specialization

Character specialization is an all-important aspect of the game. If
your Schemata are versatile and broadly similar — for example, one
physical attack, one elemental spell, one area-of-effect technique,
and one guard move in each Schema — you will do fine during the
first few hours in the game. This is a natural approach for beginners,
as you do not have access to ailment spells initally. It also makes
sense to be able to block or attack with any Schema. However, if you
stick to this strategy, your overall efficiency in battle will be extremely

LIGHTN

limited in the long run — especially from the moment you start fighting
stronger enemies. Indeed, the various roles you can assign to your
Schemata rely upon completely different attributes, and having
average attributes leads to mediocre battle performances.

We discuss the details and requirements of character specialization
in the Strategy & Analysis chapter, but for now you should at least
understand the general underlying mechanics.

DESCRIPTI KEY ATTRIBUTES

. Strength
. A specialist in physical damage, especially the damage dealt during a stagger sequence. Can N | sveng
Physical dsmage-dealer | ., contibute very sffcienty t staggerng eneries 3 | s
u Magic damage-d Aspecialitp damage, 1o staggering &, | Magic
9 9 enemies by exploiting their weaknesses, 87 | sasmes
Guard Defense
Tank/Damage sponge. | " Cefens0spcialist,capable oftanking orevaing, o countering) ven he mast powerfl Q| Guart Defens
enemy attacks without losing much health ol
l
a Alkmont Sci Aspecialist i status ailments, who can make  world of diference in battles by reducing key © | Certain auto-abiiies
. enemy attributes

Given that there are four principal roles, and you only have three Main
Schemata that you can use in battle, at least one of your Schemata will
have to fuse two specializations.

Here is a description of a typical Schemata configuration that can prove
very successful against more powerful enemies. Naturally, this is only
one possibility among many, and you should feel free to adapt this to your
style and needs, and to experiment with the system yourself. Consider
the following configuration as a very efficient setup that will remain
reliable throughout the entire adventure. You will find more suggestions
and a complete presentation of the system in the Strategy & Analysis

chapter.
‘ % Schema 1: Ailment Schema (). This essential role focuses on
debuffing and debilitating your enemies. Though you may initially
think that faunching standard attacks would be more useful, think again:
status ailments severely hamper your foes, and can have various effects,
such as greatly increasing the damage you deal to them, or significantly
reducing the damage they deal to you. There are many ailment abilities
that work wonders (see page 41, though you will have to choose a
maximum of four for this Schema. Deprotect, Deshell, Imperil and Slow.
tend to be effective choices in most instances. If you decide to opt for
only three of them, you can use the fourth ability slot for a guard ability
(making this Schema your tank — (G

& | agie

/ Schema 2: Magic damage-dealer ({l}). This profile requires
a very high Magic stat (with Strength and HP being irrelevant),
and will usually need to have access to elemental spells of all four
elements — which means that all four ability slots will be used up.
Choose an elemental garb that suits your needs, and complement its
native ability with your best spells of the other three elements.
? Schema 3: Physical damage-dealer ({l). This profile requires a
very high Strength stat (with Magic being irrelevant), and at least
two standard physical attacks, one that can deal massive damage to.a
gle target, and one with an area of effect to hit multiple opponents
simultaneously. An additional elemental (but physical) attack can be a
boon against enemies vulnerable to the element in question. This leaves
you with at least one free ability slot, which you can keep for a guard
ability (giving this schema a second role: tank — (@), or for an attack
likely to interrupt enemy actions,

If you follow this general configuration, your defensive Schema will be

either the physical damage-dealer or the ailment Schema, This choice
really depends on your personal preferences, but you must ensure that
your Schema with a secondary “damage sponge” role has a large amount
of HP a strong Guard Defense stat [me a shield), a powerful guardy
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Battlefield Properties

Once you've struck (or been struck by) an enemy on the f n, you are
automatically transferred to the battle screen. Wherever

the battlefield is always the same in terms of size and a circular
arena, @ you are free to move around with @

Lightning walks at a rather slow pace during combat, so the instances where it
makes sens : ure are fairly rare

» The mos when you identify that an enemy ty)
attack ample, if you notice that an opponent
at melee range, you can move away from it to prevent

lled. The c

« There are also certain enemy types that are easier to stagger if you catch
them from behind, or if you destroy one of their body parts by striking at
certain vulnerabilities (GE). Any body part that you manage to destroy wil
severely hamper the victim, usually causing an instant stagger and preventing
an adversary from performing a specific (usually powerful) attack.

off using abilities and making
e, rather than wasting precious
Evade ability

w applicati

can control the camera with @,
ith &3/ (G & E). The far vi
are facing many enemies in combat, or want to assess your exact position
the battleground.




Combat Flow

Fighting battles in Lightning Returns is almost akin to dancing or playing
a rhythm game, with switches between Schemata being the beat of the
melody, and the activation of abilities its notes. The important thing
to keep in mind is that you do not dance alone: the behavior of your
enemies partly dictates the pace of each encounter, requiring you to
adapt your steps to best counter your foes. If they attack, you guard;
if they resist a specific type of damage or element, you switch to the
opposite one.

The point is that you usually need not worry about moving your character
around, or jumping, or performing other feats of agility: your sole concern
is to activate abilities with the face buttons of your controller, and switch
Schemata when appropriate with

A typical sequence of events in a combat encounter might flow in the
following manner

A.You open the battle with your ailment Schema, weakening your
opponent with status ailments (see page 42).

B. You switch to a stagger-oriented Schema to build up your target's
Stagger Wave, for example with elemental attacks (exploiting the
target's weaknesses — see page 43) until you cause a stagger.

C. You switch to a damage-dealer Schema to hit your staggered victim
with your most powerful attacks.

Prioritizing Targets

When you face multiple opponents, you are free to change targets during
battle with €. This feature has various applications

* Sometimes you may want to take out a certain enemy first: perhaps
eliminating a single powerful opponent surrounded by weak minions,
or taking out a fragile foe who has a propensity for healing or buffing
his more attack-focused companions.

* You can also benefit from switching targets when you launch area
attack spells. Choose an enemy in the center of a group to inflict
damage on as many foes as possible (E3).

As a rule, you should always try to thin enemy numbers quickly whenever
you fight groups. Any enemy outside your current view can prepare and
perform an attack that you won't even see coming, which will make it
much more difficult to guard in time.

D. Whenever necessary, you quickly switch to your defensive Schema to
tank any attacks launched against you, then immediately switch back
to the previous Schema to resume your assault.

E. You keep repeating this cycle until your enemy falls, making any
adjustments required during the process (for example healing, or
casting a status ailment again if the enemy cured or recovered from
its deleterious effects).

Once you know your three Schemata ability sets by heart, you can
actually spend most of your time with your eyes focused on your
opponent. Calmly but resolutely activate your abilities one after the
other in sequence, only briefly switching in and out of your defensive
Schema to guard every time you notice your target initiating an
assault (which is foreshadowed either by a characteristic move such
as an arm swinging, or by a text box with the imminent attack’s name
appearing directly above the foe).

With practice, battles do become like a dance, with the general tempo
(your strategy) dictated by the enemy type you're facing, and more
contextual actions (such as guard moves or the activation of powerful
attacks) leading to smooth and precise transitions between your
Schemata.

= PRIMER
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Staggenr

By striking at enemy vulnerabilities, you can break down their d
stagger them. Attacking a staggered enemy will deliver far more damage than
usual, enabling you to end battles more quickly and efficiently. Managing to
stagger your opponents is one of the most essential keys to being able to defeat
them — this is especially true against large-scale creatures and bosses.

nses and

When you attack an enemy, you will see a Stagger Wave on its HP gauge. The
more this v the more effective your attack was. To speed up
the process, 's weaknesses (
example, hi bility to th

ggering your enemy, thi

(@B). Keep hitting the foe until ggered.

Abilities can contribute to stagger-building in two ways:

Some abilities have excellent Stagger Power (4, which means that using
them significantly increases the amplitude of the Stagger Wave

« Other abilities are primarily equipped for Stagger Preservation (43
meaning that they maintain the wave, preventing it from being reset until th
h high Stagger Po 10 be performed

ext attack

The attack that
multiplier, w
word “Staggered” appears above the victim, who usually reacts physicall
example by collapsing or kneeling down. The victim remains staggered only for
a limited time, so always try to make the most of these precious seconds.

Indeed, most enemies will be severely weakened while staggered, for example
taking more damage, becoming vulnerable to status ailments, or even suffering
from certain stagger-exclusive ailments (represented by hexagonal

This makes staggering the fastest and most effective way to take down
most monsters. To maximize your damage output during a stagger, you might
occasionally choose to employ the unique Overclock EP ability, which freezes
time in your favor (see page 45).

Some enemies have more than one level of stagger. This means that
process and stagger them a second
The victim will generally react physically
r example, a creature might kneel down during a first
n completely keel over if you manage to reach

of stagger.

It's worth noting that some enemies will be staggered when you guard
one of their attacks just before it lands, or when you strike right before or
after one of their attacks. Such “Perfect Timing" moves require practice but
educe the duration and difficulty of certain encounters enormously once
mastered.




Perfect Timing

The efficiency of certain abilities can be enhanced by performing them
with Perfect Timing, which usually means that you execute the move
during the final animation frames of a previous action.

* Offensive abilities that you can link in a combo will be ever more
powerful if you unleash them right as the last physical attack strikes or
when the prior spell is unleashed. Perfect attacks deal more damage,
but they require you to tap the relevant face button of your controller
with the right tempo. They are, naturally, impossible to achieve if you
hold the button instead.

 Defensive guard abilities are also far more effective if you activate
them right before the enemy's attack lands. Perfect Guard reduces
(and may even negate) the damage sustained by Lightning, and can
trigger an instant stagger on certain enemy types as a fringe benefit.

« Striking certain enemies just before or after they perform a signature
attack can also trigger an instant stagger.

Healing

Unless you're playing on Easy Mode, where your HP gauge is replenished
automatically outside battles, healing Lightning can be something of a
mystery early on in the adventure, as the only curative abilities at your
disposal involve consuming EP and items that you can carry in very
limited quantities. As you advance in the storyline, though, you will
receive additional slots for recovery items, extra EP. and equipment
offering new abilities, which makes HP maintenance less of a problem.

You can see your HP gauge at all times in the bottom-left corner of the
screen, whether you are on the field screen, on the battle screen, or even
In menus.

Here is an overview of the various methods you can use to heal in the
opening hours of play.

(g} Recovery Items: These are consumables that you can use bath
) during battles (ETARD/Q, then €)/48 or ®)/EN to change
screens) and outside battles (via the main menu). There are various types
of pations, of varying potencies, and some with additional effects such
as the endowment of buffs. Check out the Inventory chapter of this guide
for a complete list. You can purchase recovery items from the multiple
General Stores scattered throughout the world, and from Hope (in return
for EP, rather than gil) during each visit to the Ark

'@‘ EP Abilities: You can also use these abilities both during battles
=) then ©@/4@ or ®)/E to change screens) and
outside battles (via the main menu). They consume EF. and some of them
can be used to restore health. Curaga, which is available from the start,
refills your entire HP gauge. See page 45.

Restaurants: There are restaurants to be found across all four
continents (though the Dead Dunes has only one). These all offer
various dishes that will restore HP instantly. The more gil you spend, the
larger the restoration

\ﬁ“ Inns: Staying at an inn replenishes your entire HP gauge,
= though this is at the cost of both gil and, more importantly, time.
Considering that you have a limited amount of hours to complete your

HATNING RETURNS:

Whenever you perform an action with perfect timing, you will see a * F
glowing aura surround Lightning (@ED). Perfect timing is a high-level
technique that requires quick judgment and extensive practice, though

its merits are substantial

objectives, we would suggest that you heal at restaurants instead. Inns.
are designed to be of utility later in the story, when you have relatively
few outstanding quests and need to accelerate time for one reason or
another.

Mediguard: You are likely to obtain the Mediguard ability during
S your first trip to Yusnaan, as it is dropped by the Flanitor enemy
type. Being able to top up Lightning’s health while blocking (or in quiet
moments against weak opponents) reduces the need to bum through
healing items or EP. There are other abilities that can offer similar
properties, but these only become available at a much later stage in the
game.

‘W Regen: This staus enhancement causes your HP to siowly , ¢
&) replenish over time during battles until the effect expires. Though
you cannot cast it with an ability, there are a few ways to trigger it
(mainly via certain potions and, later in the story, noteworthy equipment).

( oj Allies: An ally acquired during the course of the main story in the
2 Witdlands can cast healing spells on Lightning.

The most important point to understand about healing is that the
ideal scenario is to avoid taking damage in the first place. The key to
avoiding injuries is guarding, which you should leam to do with unfailing
efficiency. To increase your chances, make sure you always assign your
guard abilities to the same face button of your controller (for example,
® /@), and start holding that button immediately when you notice an
incoming enemy attack, while simultaneously switching to the relevant
Schema.

With practice, this will become a second-nature move that you perform
instinctively in every battle. In easy encounters, guarding with Mediguard
is enough to negate enemy damage, and heal as a fringe benefit. You
can even use Mediguard to restore Lightning’s HP after staggering more
trivial enemies. Against tougher opponents, it's usually safer to resort to
guard abilities with higher resistance to damage (such as Heavy Guard),
Taking no or little damage without being able to heal is better than taking
more damage than you can hope to heal with Mediguard.




Death, Game Over, New Game+

In Lightning Returns, death isn't really a danger, and losing a battle won't
send you to the Game Over screen. Whenever your HP gauge is entirely
depleted, you are requested to select any of the means of revival at your
disposal: either a recovery item such as Phoenix Down, or an EP ability
such as Arise.

If you consume all of these and run out of options to revive Lightning, your
only option is to escape the battle with the corresponding EP ability
(which costs 0 EP). Escaping a battle rewinds time to before the battle
began, resetting all of your parameters and belongings to their previous
state, but this consumes an hour of the in-game time on Normal or Hard
Mode — making it an inconvenient solution if activated too frequently.

Indeed, whereas occasional uses of the Escape ability can be perfectly
acceptable, repeated usage will lead time to flow too fast, preventing
you from completing key abjectives. If you fail to complete all five main
quests by Day 13, when the world is set to end, you will reach the Game
Over screen. Your only option then is to restart the adventure from Day 1

When this happens, you have the option to activate the New Games feature,
which enables you to begin the adventure anew while keeping practically all of

your equipment and attributes from the previous save file. Tis, naturally, gives
you an incredible edge in your new playthrough.

Damage Types & Elements

All attacks in the game are either physical or magic in nature, the former dealing
damage based on the Strength attribute, and the latter based on the Magic
attribute

Both attack types can be either non-elemental (neutral) or elemental — in other
words, imbued with an element from a subset of four elemental varieties.
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Each enemy has a set of affinities, which determine the amount of damage they
sustain from attacks.

& ELEMENTS
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DAMAGE AFFINITIES

MEANING

Weakness The enemy takes extra damage.
Normal The enemy takes standard damage.
Halved The enemy takes reduced damage.
Resistant The enemy takes very litle damage.
Immune The enemy takes no damage
Absorbed Attacks will actually heal the enemy.

Once you have identified a creature’s weaknesses, it is up to you to adapt your
Schemata accordingly to take advantage of them. For example, if a creature is
weak to the Fire element, but resists magic damage, equipping a Fire-imbued
physical ability (such as Flamestrike or Heat Blitz) to @ Schema dedicated to
physical damage will lead to optimal results. If you stick to abilities (even the
most powerful ones) that enemies resist, your attacks will have very limited
effects on them.

There are several ways to further enhance the effects of your attacks when
attempting to exploit enemy weaknesses

« Certain recovery items, including various sorts of potions, can grant you
status enhancements. These increase one damage type (physical with
Bravery, magic with Faith) or provide elemental properties to otherwise
neutral attacks the En- buffs, such as Enfire, Enfrast, and so on).

* You can equip certain accessories that produce similar effects.

* You can equip various pieces of equipment offering auto-abilities that
enhance one specific type of damage or element.

* You can cast the Imperil status ailment on your enemies, adjusting their
elemental damage affinities by one level (for example from “Normal” to
“Weakness"),

You also have various means at your disposal to increase your resistance to all
types of attacks from your opponents:

« Many pieces of equipment, especially accessories, offer effects or auto-
abilities that can increase your resistance to any and all types of damage.

e Certain abilities, such as NulAll Guard, increase your efficiency when
guarding against specific types of damage.

* Various status enhancements can improve your resistance to one damage
type — see next page for details.
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Vigilance

Regen

Veil

Enfire

Enfrost

Enthunder

Enaero

Reraise

Status enhancements (also called buffs) are beneficial status effects
that improve the defensive or offensive prowess of the user — be that
Lightning (@) or an enemy (@). They play a decisive role in determining
the difficulty, duration and final outcome of the more demanding battles.

Status enhancements cannot be bestowed by abilities, but only via the
use of recovery items or accessaries. Each buff has a specific purpose,
as revealed in the following table.

Raises the targets Srengih sta, increasing the damage inficted by physica atacks

Raises the tergets Magic stat, increasing the damage inficted by magic attacks.

Increases the targets resistance o physical attacks
Increases the target’s resistance to magic attacks
Increases the rate at which the ATB gauge fils
Increases the targe's resistance to interruptions.
Slowly restores HP over time

Increases the targer' fesistance t0 status ailments

Strengthens attacks imbued with the Fire element, imbues non-slemental attacks with this element

Strengthens attacks imbued with the Ice element, imbues non-elemental attacks with this element.

attacks with this element

trengthens attacks imbued with the Lig imbue

trengthens Wind element, imbu

Revives you once if your HP gauge is entirely depleted.
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Status Ailments

Status include both debuffs and detrimental
status effects that can be inflicted on Lightning and her enemies. They become a
more prominent aspect of combat encounters as you progress through the story.
Some adversaries (particularly bosses and large-scale foes) can prove difficult
to beat unless you weaken them with status ailments.

The most common way to inflict status ailments is via the use of debilitating
abilities (). Ideally, you should have one of your Schemata at least part-specialized
ininflicting debuffs, and pay attention to any immunities that your current target may
have. What could be a long, protracted battle might become a formality the moment
you hamper your opponent with the debuffs it is vulnerable to.

When you are assailed by status ailments, you will need to quickly assess how
dangerous they are. The Esunada EP ability is the most obvious solution to remove
them, though this costs 1 EP. Other cures include recovery items such as Remedies,
and potions that grant a buff that counters the debuff you're suffering from.

\ILMENTS: OVERVIE

Debrave Diminishes the victi's Strength sat.

Defaith Diminishes the victiis Magic stat
Deprotect | Reduces the targets resistance to physical attacks.
Deshell Reduces the targer'sresistance to magio attacks

Slow Reduces the rate at which the target's ATB gauge replenishes.
Curse Reduces the targef's resistance 10 intertptons.
Poison Deals gradual damage unil removed of the effect expires.
Imperil Reduces the target' resistance to elemental attacks:

Pain Prevents th afficted combatant from using physical abiltes.
Fog Prevents the afflicted combatant from using magic abilities.

e Stuns the target and increases the damage they sustain thiough

@ Unprotected | Lowers the target's physical resistance.

@ Unshelled | Lowers the target’s magic resistance,

@ Parched Lowers the target's resistance 1o Fire damage.

@ Exposed Lowers the target'sresistance to lce damage.

@ Conductive | Lowers the targets resistance to Lightaing damage.
@ Brittle Lowers the target' resistance to Wind damage
@ Broken Makes the target easier to stagger

@ Infected Makes the target more vulnerable to status ailments.
@ Hindered Slows the targets movements.

@ Confused Makes the target unable to distinguish friend from foe.
@ G x:a;?\f plx':fi target more [ikely 1 recol and have attack
@ Dazed mamk:: ame target unable to take action and more vulnerable to
@ Pained Makes the target unable 10 use physical attacks.
@ Foggy Makes the target unable to use magic attacks.

Note that each status ailment (except for Imperil) can be countered by using the
opposing effect which strengthens the same parameter, and vice versa:

When you face an enemy type that is immune to certain (or all) status ailments,
itis worth noting that staggering the target can often cancel its immunities and
make it ripe for a quick round of ailments at the beginning of the stagger period.
You can then launch your most powerful attacks for optimal results. This is an
essential step against the toughest enemies and bosses in the game.

In addition, many creature types suffer from unique debuffs while staggered,
making them even more vulnerable to your attacks. These ailments have the
same icons as the ones introduced here, except that they have hexagonal
shapes (see the Overview table, to the left).




Enemies

ent enemy types during your travels
through the main regions in Lightning Returns. Many roam alone, but
some are found in pairs, or even larger groups. With certain battles
being unavoidable, and the rewards for taking down enemies very
valuable (new abilities, pieces of equipment, quest-related drops, gil), it
is essential that you get to know the strengths and weaknesses of your
foes. Even more important is the need to react accordingly by adapting
your Schemata and tactics.

Press ®)/@ to view “Libra” information on your opponents during
battles (€X); use @)/ and C)/M@ to cycle through the pages
that appear for each individual assailant. Most fields will be blank on
a first encounter, but additional data will appear during combat, and
on subsequent meetings. It usually takes a handful of separate battles
to build a fairly complete picture of a particular adversary’s strengths,
weaknesses and special attributes. Once an entry is fully revealed it is
marked with a @2 in the in-game bestiary.

To speed up the process of revealing enemy data, you can deliberately try
out all types of attacks as the battle begins: quickly cast all four varieties
of elemental spells with your magic-oriented Schema, then switch to

LIGHTNING RETURNS.

your ailment Schema and cast all available spells, then switch to your
physical-oriented Schema and unleash a physical attack. This short
round of moves will uncover most of the creature’s essential information.

Alternatively, you can purchase monster notes from Adventuring
Essentials merchants, which offer you the benefit of a fully revealed
Libra page for a relatively minor investment

Much of the data obtained for each enemy concerns their susceptibility
or capacity to withstand elemental forces and status effects. This is
vitally important, as exploiting these weaknesses is the only way to
stagger and defeat your opponents quickly. Indeed, if you have not
discovered that a foe has a high resistance to [or, worse, absorbs) Wind-
based damage, for example, any ability infused with that element will
heal your target instead of damaging it

As you establish that different kinds of attacks are more or less
effective against different enemies, you will simultaneously discover
each creature’s stagger conditions. These list the most efficient ways to

stagger your foes — an essential step for painless battles (see page 38)

There are a few final tips that you should know to fully understand the
danger posed by monsters:

« Monster Evolution: From Day 7 onwards, all monsters grow
stronger at regular intervals in the timeline (see the guide’s Bestiary
for details), dealing more damage to Lightning and taking less
damage from her. This is a critical factor that you need to take into
account when planning your journeys and the order in which you will
be completing main storyline missions and secondary quests

« Item Drops: As monsters grow stronger from Day 7 onwards, they
also yield better rewards. You receive more gil, but more importantly
you also have a better chance to obtain superior item drops, and
high-level abilities. For example, an enemy type that regularly drops
a standard version of Ruin Lv. 1 in early days will start to drop Ruin
Lv. 2 or Lv. 3, potentially in rare versions, on Day 10. This makes the
process of hunting down enemies far more rewarding, though more
difficult, during the later stages of the story

* Last Ones: There are a limited number of monsters inhabiting the
lands of Nova Chrysalia. Once you defeat all the individuals of a
species, it will have been exterminated, never to appear again
However, when ridding the world of monsters, you must take heed
of the Last Ones. These are the very last specimens, appearing when
their species is on the brink of extinction. Last Ones are magenta in
color (ED), and far more powerful than their predecessors. They're
also easy to identify from the letter “Q" (omega, the final letter of
the Greek alphabet) that appears in their name. Eliminating them
usually offers valuable item drops, as well as a piece of equipment to
collect on the ground right after the battle ends. It worth noting that
a handful of species cannot be exterminated — these are all clearly
identified in the quide’s Bestiary.



PECIAL FEATURES

The Ark is Lightning’s base of operations, where time does not flow. You are
automatically returned to the Ark at 06:00 every morning, no matter where you
are and what you are currently doing. Your EP meter is refilled to its maximum
Jevel in the process.

During every visit to the Ark, you will find a gift from Hope, taking the form of a
cubic treasure box (). Make sure you always open these gifts, as their contents
are valuable, from new EP abilities to special garb that you can use in battle.

You can also talk to Hope to learn more about various concepts and characters,
but more importantly to acquire special recovery items (see page 39) in exchange
for EP. Some of these items are very rare and cannot be obtained anywhere else.

The Ark also features the Book of Conquest, a record of the highest battle scores
received from all unique enemies (mostly bosses and Last Ones) that Lightning has
fought and defeated. Examine the book to activate these records, and you will be
able to challenge these fallen enemies again in their most powerful form. These
battles offer no rewards: they are purely available for sport and practice.




Chaos Infusions

Chaos Infusions are pockets of Chaos that appear without warning in
your environment (EB). Inside a Chaos Infusion, several factors make
your opponents significantly more difficult to beat

« Monsters’ HP, Strength and Magic are all boosted by 50%

* Monsters restore HP indefinitely through a permanent Regen effect.

* Monsters are more resistant to interruptions, regardless of the attacks
used.

* Monsters are able to quickly shake off any status ailments.

« Status ailments last longer than usual on Lightning.

However, there are some advantages to be found in battling monsters
within Chaos Infusions. You will have a better chance of receiving items,
and will receive a multiplier on your post-combat haul of gil and EP.
Furthermore, Chaos Infusions feature Soul Seeds, collectibles that you
can pick up and sell for a sizable price to traders that appear on each
continent

The moment you defeat the creatures spawned by an Infusion, the Chaos
will disperse. It is up to you to weigh the risks and decide for yourself
whether or not to fight or stay clear of combat. If you are unsure, you can
always briefly step inside the boundaries of the pocket, and identify which
enemy type spawns. Engage it if it belongs to a species that poses you
no threat, and retreat otherwise: you can then eliminate the enemy from
outside the Infusion, or move away and come back in the hope that another,
weaker enemy type will spawn instead.

If you are competent at avoiding enemies as they pursue Lightning, you can
make daring forays into Chaos Infusions to collect any Soul Seeds in the
area without actually entering combat. However, as defeating enemies in
Chaos Infusions is a significant source of EP, it's generally worth your while
to wait for a suitable opponent and capitalize on the opportunity to gain
the improved spoils

Outerworld

HAHTNING RETYENS:

EP & EP Abilities

Lightning’s Energy Points (EP) are represented by the meter in the bottom-
left corner of your screen. You can spend these points to activate EP
abilities (or to buy recovery items while on the Ark).

There are multiple ways to restore your EP:

* EPis fully restored when you return to the Ark at 06:00 every day.

* Each enemy you defeat rewards you with a set amount of EP. As a rule,
the tougher the foe, the more EP you get for eliminating it. Most enemies
of the large-scale subtype yield large sums of EP when they fall, making
the weaker varieties very efficient targets to refill your EP meter.

* Enemies that you defeat in Chaos Infusions grant you a far larger EP
bonus.

« Recovery items of the Ether category (rare items that can only be
obtained as rewards later in the game) refill portions of your EP meter.

The limit of your EP meter — in other words, your maximum EP — can be

Fulflling these in priority can prove
very helpful, as several EP abilties have very handy applications. You can
find the full list of all EP abilities (some of which are unlocked on later
days, as gifts from Hope on the Ark) in the Strategy & Analysis chapter,
but the following list will give you an idea of how important even the
earlier abilities can be:

+ Escape: Enables you o flee from battle and rewind time to just prior
to the battle, at the cost of one in-game hour on Normal or Hard
difficulty (no penalty on Easy).

« Curaga: Full restores Lightning's maximum HP.

« Arise: Revives Lightning from the KO status and restores HP in
relation to the amount of EP consumed.

* Overclock: Slows the in-game time to a crawl during battles,
enabling Lightning to move and attack with impunity.

* Chronostasis: Halts the in-game time flow for a brief period, which
can be essential to complete objectives before a gate closes or you
are warped back to the Ark. By efficiently farming EP from large-scale
enemies, this ability enables you to freeze time for virtually as long
as you need.

* Teleport: Instantly warps you to Monorail Stations, settlements, and
other landmarks that you have previously visited.

To activate EP abilities, simply open the main menu on the field screen,

or the pause menu on the battle screen (ETARD/@, then ©)/48 or

(®D/ED).

You have in Lightning

icate wi , aslongasy i
that s available via your connection s called the Outerworld.

connection and requisite The online

You can post about your experiences in the game, share your

and from other players by talking

to certain residents of Nova Chrysalia. People whose names appear in blue in the field are carrying messages posted by other players. You
can change your current Outerworld parameters via the Settings option in the main menu.
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* The North Station offers Monorail access to Yusnaan, with a General
Store close to the platform. You can find an Inn and an Outfitter on the
square outside.

* The South Station provides Monorail access to the Wildlands and Dead
Dunes regions. The retail area to the north features two Outfitters, an
Inn, a General Store and a Restaurant.

© Feel free to enter the Holy District and take in the sights at the
Cathedral, but note that there are no specific points of interest or
quests that originate inside the Cathedral itself. Unless prompted to
enter, there is no profit to be had in making the long joumey.

® The Pilgrim’s Causeway is one of three main areas where monsters can
spawn in Luxerion. Gremlins and Niblets are easy prey for Lightning,
even from the very start of the adventure, but the Gorgonopsids that
appear here can be demanding opponents until you upgrade your
Schemata to a competitive level

« 0ld Town features a Forge and Sorcery Shop, with an Inn to the south
just before you reach the Pilgrim'’s Causeway.

* There are two entrances to the Warren — one from North Station to
the west, another to the east of Old Town — but these are only open
between the hours of 12AM to 6AM every day. There are numerous
quests that require Lightning to enter the Warren for one task or
another, so it makes sense to undertake many of these simultaneously
to cut down on wasted travel time. Monster spawns are frequent
throughout the area, with the Gertrude posing a fairly serious threat
during the opening days of the story.

HISHINING RETUONE.

* Both entrances to the Forsaken Graveyard are locked until you make «
progress in Luxerion’s main quest. This area is home to the city’s most
redoubtable monsters. The Gaunt has a very high spawn rate and can
be a frustrating foe until you perfect the best strategy for fighting it.
The large-scale class Zomok and Dreadnought should be avoided at
all costs early in the adventure.

© The highway to the northwest is blocked by a barrier until Day 9. Once
unlocked, this offers a direct path to the Wildlands region.

© The path leading south from the Warehouse District is guarded by a
powerful monster inside a Chaos Infusion until you complete a related
side quest. If you wish to travel to the south of the city before you are
ready (indeed, capable of) fighting this opponent, go via the adjacent
Arcade or the Pilgrim’s Causeway on the east side of the map.

» There are three treasure spheres in Luxerion that Lightning cannot
open until you accept a refated quest. These can be identified by a
padlock icon that appears when you approach them.

© The Cathedral Sentries that you encounter throughout the city will
attack Lightning if she strikes them two or three times in quick
succession. You can exploit this to gain EP top-ups and spoils whenever
you encounter them. However, this is a trick best left until the later days,
when Lightning is strong enough to end these fights quickly.
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Yusnaan Station provides Monorail access to Luxerion. *+

South of the station, the Glutton's Quarter is home to many Restaurants, and a General
Store. There is an Outfitter and an Inn just before you approach Central Avenue to the east

The Champion’s Quarter is home to an Outfitter, a Sorcery Shop, Forge, General Store and
a Restaurant. ts other main attraction is the Slaughterhouse, an arena where you can
fight battles to obtain fixed rewards.

Though their availability varies in accordance with the time of day (and, indeed, the day
of your visit), the Cactuar Statue, Fountain Square and Reveler's Quarter districts are the
starting point for several side quests.

),

® The tunnel that leads from the Reveler's Quarter to the Warehouse District is locked until
you obtain the requisite key later in the story.

o The Augur’s Quarter is unlocked during the main quest. It features an Outfitter, two
Restaurants and a convenient General Store, and eventually offers access to the Patron's
Palace — home to many dangerous monsters and, somewhere in its upper reaches, an
old friend.

® The path leading north from Central Avenue leads to a run-down area with entrances
o the Industrial Area and Warehouse District. This open expanse, stretching from
shore to the east, to the (initially blocked) highway to the west, features a wide variet
of potential enemies. We strongly advise that you avoid combat against the Reaver and
Gurangatch whenever you encounter them here. The reasons for this are twofold: firstly
the Reaver will annihilate a low-level Lightning without breaking a sweat and, secondly,
both enemies are vital sources of EP in their primary habitats of the Wildiands and Dead
Dunes respectively. As there is only a finite supply of both monsters, any specimens that
you defeat here will not be available when and where you potentially need them most
Gremlins and the Skata'ne, however, are fair game.

o The highway leading west is blocked until Day 9. It eventually provides pedestrian access
to the Dead Dunes

® The Industrial Area is locked until you visit it during the course of the main quest for this
region. The Hoplites found here are easy to defeat, though the Desdemonas can be a little
more challenging early in the story.

o The Cargo Station just beyond the Industrial Area, and the path leading south, are primarily
of interest during the main quest. Once you have completed the related challenges and
picked up the collectibles in those areas, theres little reason to return. .

The Warehouse District plays host to a lucrative (and eminently exploitable) combat-
oriented side quest later in the story, where you can grind for boundless EP and
battle spoils.




. The Wildlands

|

The Wildlands is the largest of the four regions, with several settlements
offering welcome pockets of calm where you can seek refuge from the fairly
intense monster spawn rate in its untamed areas. The opponents you encounter
here range from trivialities to trials, with the Chocobo Eater being particularly
noteworthy: it is the second most dangerous of all large-scale enemies, rivaled
only by a similar species found in the Dead Dunes.

:

The Wildlands area is a joy to explore, and you will also find that the treasure
spheres and merchants encountered here will enable you to greatly enhance
Lightning’s overall combat prowess during the early stages of the adventure. As
long as you pick your battles carefully, avoiding large-scale oppanents (including
the Reaver and Aster Protoflorian) until you are equipped to deal with them
without great effort, there is no reason why you shouldn't dedicate time to this
region from the very moment you can travel there.
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« The Wildlands is unique in that it offers two main quests: a lengthy
local storyline, and a second that spans all four regions. While the
main quest tied to the region is difficult to complete until Lightning
is ready to tackle its demanding final dungeon and its boss, the other
consists of five fairly straightforward tasks that you could potentially
complete on one of the early days of the story.

® The Moogle Village, deep in the Jagd Woods, can only be accessed
between the hours of 7PM to 7AM. During your first full day of activity
in the Wildlands, it makes sense to schedule a visit there to begin side
quests that are exclusive to the settlement.

* Rocky Crag twists and winds all the way from the north of Jagd Woods
to the west of Eremite Plains in the far north. This stark environment

y ! yexp lands,

the first two chapters of the local main quest. This provides you with
a mighty Chocobo as Lightning’s constant companion in her travels
through the region. Both steed and battle ally, the Chacobo greatly
reduces the difficulty of combat encounters by assailing opponents,
drawing their attention away from Lightning, and by assisting her with
healing and status enhancement spells. There are also many places
on the map that only a Chocobo can reach, and its faster movement
speed reduces the time required to make journeys over its vast
expanses.

© There are four types of recurring collectibles that you need to collect
in large quantities to complete certain quests, so it makes sense
to seek them out whenever you travel through the Wildlands. The
Dayring Blossom flower and Chocoborel fungus appear during the
day. Moonsoul Bloom and Luminous Mushroom replace them (even
occupying the same exact positions) at night.

 The Wildlands Station, on the west side of the Grasslands area, offers
passage to Luxerion and the Dead Dunes. Your first port of call on
arrival should be Canopus Farms. You will return to this settlement
on many occasions during the main quest and numerous secondary
quests, though the very first point of interest is the Outfitter: this
merchant sells some highly useful elemental garb that can be of
immediate benefit. You can also find an Inn, General Store and
Restaurant here.

* The Grass

ds acts as a habitat for of small and easily

though ill probably be far rf
for Lightning during the opening few days of the story. Once you have
a sufficient number of completed quests and suitable equipment, this
large-scale enemy offers an invaluable supply of EP as you complete
the many secondary quests available in the Wildlands.

© In the south of the map, the Aryas Climb area (accessed via a sloped
path to the south-east) features the same varieties of monster as the
Grasslands. Aryas Village is a profitable quest hub that you will visit
many times, with its immediate surroundings free of enemy activity. A
Restaurant offers the opportunity to heal, and there s also an Outfitter.

© The two highways south of Aryas Village are blocked until Day 9. The
southwest road eventually leads to the Dead Dunes. The southeast
road offers direct access to Luxerion,

* Travel through the Jagd Woods can be disorienting at first, so refer
to the mini-map regularly (and the main map, if required) to ensure
that you don't lose your bearings. The monster spawn rate is quite
ferociously high throughout this area, with a varied selection of
opponents to fight. These shouldn't pose too much difficulty, though,
and they all become quite easy to beat once Lightning’s Chocobo is
restored to full fighting fitness.

* Jagd Village is another quest hub, and offers a Sorcery Shop. an
Qutfitter and a Forge. Once the Chocabo is at full strength, you can
leap the path to the north for a convenient shortcut to the Rocky Crag
area (and vice versal.

is th habitat for the Aster Protoflorian, a large-scale enemy
that is quite dangerous until later in the story. You can defeat them at
a relatively early stage, but the battles are protracted and technical
until Lightni i in key abil equipment. We
advise that you wait until you have fully healed the Chacoba before
you explore this area.

® The village of Poltae is sparse on amenities (with only a General
Store and an Inn), but plays a major role in the main quest local to the
region. It also offers some lucrative side quests. You can only reach
the Temple Entrance to the northwest with a healed Chocobo. We
cover the Temple of the Goddess that lies beyond in the Main Quests
chapter.

* Eremite Plains is the hunting ground of the mighty Chocobo Eater.
This powerful large-scale enemy can be challenging even late in
the adventure unless you prepare your Schemata to capitalize on
its weaknesses, so you should definitely avoid it entirely during the
opening days of the story. A low-level Lightning will struggle against
the Ectopuddings that also stalk the area, though these become more
approachable once you have suitably powerful ice-based attacks.

* As with the Rocky Crag, it makes sense to leave the exploration of
Eremite Plains until Lightning’s Chocobo is at full strength. There are
many areas (and collectibles) that you cannot reach without its full
jumping and gliding power.

 The Research Camp is the last settlement and major quest hub in the
Wildlands. It has a Sorcery Shop and a Forge that sells a noteworthy
shield that can make a real difference to a low-level Lightning.

* In the far north, the Crash Site is the starting point for the Wildlands"
second main quest.
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n The Dead Dunes

1

The Dead Dunes have a surprise in store for the first-time visitor. in addition to
the vast desert, there is an entire maze of underground ruins to explore. These

‘Though an early visit to collect certain items (one invaluable garb in particular) is
a reasonable use of your time, we would argue that the Dead Dunes is the region

are locked until you reach the only in the region, Ruffian,

the first two (relatively short) chapters of the local main quest. However, as doing
s0 also provides you with a valuable ally to fight alongside Lightning, this should
be your priority when you are prepared and ready to make real progress in the
Dead Dunes.

that Id leave until later days on a first playthrough. Exploring the vast
overground and the monster-infested Temple Ruins beneath the sands is no trivial
task, and is much easier if you can defeat most indigenous monsters without
difficulty — if only to farm the EP required for regular applicati i




 The Dead Dunes Station is located in the south of the huge expanse
known as the Giant's Sandbox. This provides transit to Luxerion and
the Wildlands. Though they are not marked on the in-game map, you
can find two merchants outside: an Outfitter and a General Store. The
former sells a garb called Passion Rouge for a modest fee that belies
its incredible long-term usefulness. As you will be reminded on at
least several further occasions in this guide, Passion Rouge is a key
element of almost any worthwhile Schemata setup for many hours

® The monsters that populate the Giant's Sandbox are not to be
underestimated. The Desert Sahagin can be particularly troublesome
atlow levels, and its fast movement speed when in pursuit of Lightning
makes it a reqular nuisance as you explore the area. The Gurangatch,
by contrast, is perhaps the easiest of all large-scale enemies to
defeat. You will fight these regularly to farm EP for Chronostasis
during your visits to the Dead Dunes (and, later, pine for them once
you have greedily hunted the species to extinction).

* You can only access Ruffian, the region’s sole settlement, via the path
to the north or to the east on a first visit to the Dead Dunes: the south
entrance is blocked until you complete the first two chapters of the
main quest. You will find a Restaurant, an Inn and a poorly stocked
General Store (later improved after you complete a side quest) on
your first visit. After progressing in the storyline, a Forge, Outfitter and
Sorcery Shop are added to the indoor bazaar.

@ There are numerous red Cactuar statues to be found across the desert
and inside the Temple Ruins. Interact with these once, and they are
activated as fast travel positions. You can use Cactuar statues to move
instantly to any others that you have unlocked.

The Giant's Sandbox has three positions where you can access the
underground Temple Ruins complex, but these are all blocked by
barriers that prevent full access until you complete the requisite
chapters of the main quest. You can find maps and detailed guidance
for this subterranean labyrinth in the Main Quests chapter.

© You will often encounter small lizards scampering across the sands.
They are entirely unobtrusive, and will not trouble Lightning at all
Nevertheless, you should draw her sword and smite them at every
available opportunity. Lizard Tails are special items required for
a handful of secondary quests, and you will need them in large
quantities. It's better to begin the process of collecting them from the
very moment you become active in the Dead Dunes.

* Until much later in the adventure, your sole interaction with the giant
Earth Eater monsters encountered in this region should be to perhaps,
at very most, offer them a fleeting glimpse of Lightnings back as she
recedes rapidly into the distance. Without excellent equipment, high
stats and a considered Schemata setup, these large-scale enemi
are ridiculously difficult to conquer. They are easily the most powerful
non-unique monster variety found during the first thirteen days. They
are common in the Dry Floodlands, Atomos’s Sands and Grave of the
Colossi areas.

© In a similar vein, don't allow your curiosity 1o lead you astray if you
encounter a strange and ominous black sphere punctuated by crackling
energy floating through the Giant's Sandbox. This is the Aeronite: a
one-of-a-kind enemy that you will not be ready to fight until very late
in the storyline

* Certain areas of the overground and subterranean maps in the Dead
Dunes are blocked off until you unlock them with an item called the
Pilgrim’s Crux. These cross-shaped collectibles are actually fairly
plentiful if you explore with diligence, and you will potentially find
many more of them than you actually need. Naturally, we have a
complete record of their locations later in the guide.

« The highway in the south of the Dead Dunes leads to Yusnaan, while
the road in the far north leads to the Wildlands. Both are locked until
Day 8.

Most shining random collectibles found on the Dead Dunes sands (and
from other sources, such as lizards) are classified as “Unappraised
Items”. Once you complete a (fairly elementary) side quest, you can

visit the bazaar at Ruffian to have these examined and identified
by an NPC. They are usually items that can be sold for gil, but may
occasionally include other objects — such as the rare and valuable
Ether and Turbo Ether recovery items that replenish EP
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Lightning Returns: Final
3 offers you the freedom to complete main quests and optional

¥

objectives as and when you see fit. With the clock constantly
ticking, and many quests only available at certain times or after
specific conditions have been met, it is very easy to miss some of
them entirely. 5) // b 7

This chapter is designed to allay-any Sense of anxiety, frustration
or confusion on a first playthrough. Rather than step-by-step
solutions, which you can find in the dedicated quest chapters that
follow, it will show you how you can be more efficient and make
the most of your time by grouping tasks. It also suggests a very
gradual and accessible progression plan in the Nova Chrysalia
world, highlighting opportune moments to acquire new equipment
of abilities, and presents quests in an order that will help you to
avoid potential difficulty spike:

In a way, you should consider this Walkthrough as a timeline, a
rough itinerary that will also help you to make sense of the game
and become more confident with its structure and key mechanics.
This is why you will find plenty of page references to other
chapters throughout these pages. Each one is an invitation for you
1o delve deeper and deeper into both this guide and the game to,
 ultimately, create and enjoy your own perfect playthrough.

G
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1 Ul COMPLETE CHAPTER 1-1

* After the short Prologue, chapter 1-1 of the main quest for Luxerion begins
as soon as Lightning arrives outside North Station.

* Gather clues and NPC testimonies to complete the “Whither Faith” and
"Where Are You, Holmes?" side quests before 23:45 (see page 71), and the
local story will automatically advance to 1-2.

2345

* Purchase the Nocturne garb from the Outfitters outside the station

(/B EQUIP LIGHTNING

* Open the treasure sphere on the scaffold to the east of the North Station
entrance: the Fighter's Emblem head accessory inside offers a welcome
15% increase to physical damage, making it an ideal addition to your
Nocturne Schema.

= Just before midnight, climb the ladder on the structure south of the North
Station entrance and watch to the east

(IR COMPLETE CHAPTER 1-2

* Chapter 1-2 begins when a group of Fanatics make their way across the
Centrum plaza, and ends after you successfully and stealthily tail them to
the locked Forsaken Graveyard entrance to the northwest (see page 71).

IIRI[IEIPA]IM EXPLORE LUXERION'S OLD TOWN

« At this point, you gain the ability to travel to almost anywhere in the game
world, though you have little time left on Day 1

« Head east in the direction of Old Town, stopping on the way to talk to Dolce
outside North Station. You can now potentially complete the “The Things She’s
Lost" side quest for her (see page 107), and collect several items: the Runic Ring
anm accessory, the Sparkstrike Lv.2 ability, and the Thundara Lv.2 ability from
treasure spheres. You can pick up a free upgraded Attack Lv.1 ability by speaking
to the Sorcery Shop owner and completing the related tutorial. With that done,
there are also two quest items in the vicinity; the Quill Pen in an unattended

shopfront wi d £ Carbuncle Doll
opposite the Sorcery Shop. Refer to the poster map to locate them easily.

hining Objects

Whenever you see a shining object lying on the ground, or left behind
when you smash destructible crates, pick it up immediately. While you
will very occasionally find quest items in this fashion, the objects you
usually obtain will be Medals. These exist only to be sold, and are a
steady source of income during the adventure

IAR[IRIR I HEAD TO LUXERION'S SOUTH STATION

* You should now make your way to South Station. To do so, backtrack
through Old Town and the Centrum area. Open the two treasure spheres in
the Commercial District to collect the Twist Headband and Magician’s Token
head accessories, then continue towards the Arcade area, where you can
accept and complete the “Soul Seeds” side quest (see page 107).

* There are two more collectibles that may prove useful: the Guard Lv.2 ability
ina dead end north of South Station, and the Guard Glove arm accessory in
a treasure sphere to the east of the station.

« Catch a train to the Dead Dunes in South Station. This first Monorail journey
will unlock the Teleport EP ability. The last train for the Dead Dunes leaves
at 04:45, and arrives in the Dead Dunes at 05:30. f things are looking tight
make use of Chronostasis (see page 45)

* Leave the Dead Dunes Station and look for a merchant a short walk to the
north. Purchase the Passion Rouge Garb for 1,250 gil — one of the most
noteworthy bargains in the entire game.

* If you have some time left before you reach the 06:00 mark (which you
can extend with Chronostasis), run to the far north of the Giant's Sandbox,
where you will find a treasure sphere that contains Galestrike Lv.2: a Wind-
elemental physical attack. Avoid monsters for now, as Lightning is in no real
state to fight them yet.




HOHTNING RETYBNS.

i DAY 2

SCHEMATA PREPARATION IN THE
06:00-06:00 EESIVNES

* After opening the treasure cubes to omam lmee pieces of equipment
pe in order to unlock
the warp device, choose Luxsnon s South Station as your destination.
On arrival, take the first scheduled Monorail to the Wildlands, then
head southeast to Canopus Farms.

* Visit the Outfitters on the east side of the settlement to purchase
the four pieces of garb sold there. These all offer a sizable boost
to Lightning's Magic stat, as well as a special “+" variation of the
basic elemental spells. If you can't afford all four just yet, prioritize
Electronica and Ignition for now.

Schemata Setup

The following Schemata configuration should put you in good
stead for the battles you will face during Day 2. You can add
superior abilities and eqy it as you acquire them, and
easily tinker with the setup to suit the demands of area-specific
‘monster spawns and more challenging opponents.

Base Schemata Setup

Garh Avilities Notes

This Saboteur profile should |

he set as your default
Deprotect Lv2 () (oo 08
start of 8 batte o ncrease:
an enamy's susceptibity
1o magic damage, and
Deprotect to do the same.
for physical attacks The
———— Guard Lv2 ability acquired
in Luerion will meet your
defensive neads for the
immediate future. Adding
anarea-o effect elemental
swil (suchas Thnhrai

Schema gives you

i firepower to
finish battes quicky

Schema |

Guard Lv2

Thundara

| Deshell Lv2 ()

‘Though we recommend that

tothis Schema while you
‘ Guard Lv1 become accustomed to
the timing and techniques |
| associated with blocking
* Nocturne sl
Galestrike and Sparkstrike
can prove useful when
you face the Vali and
Minifian enemy types in
the Wildiands, though you
will come to replace them
‘with other physical attacks |
intime,

Anack L2 (@)

Sparkstrike Lv.2

[ERIIRYAIM COMPLETE CHAPTER 3-1

« Completing the first two chapters of the primary Wildiands
storyline (see page 81) will provide you with a steed who greatly
reduces journey times and acts as a versatile battle ally who can
also heal Lightning.

» Fight every opponent that you encounter in the Grasslands area with
the exception of the imposing Reaver to build a stock of base-level
elemental magic.

Botany a

Several Wildlands quests (particularly colleminn tasks posted on

Moonsoul Blwm, Chocoborel and Luminous Mushroom items
in fairly significant quantities. To prevent this from becoming a
l:lwm.~ we advise that you try to gradually gather them during
‘evary journey.

Flora Collectibles.
Item in Are Avi y
| Dayring Blossom Grasslands 06:00to 17559
MoonsoulBloom | Grasslands il
Chocoborel Jagd Woods 0600101759
Luminous Mushvoom | JagdWoots | 1800100558

COMPLETE CHAPTER 3-2 AND
[RIN!IM ASSORTED SIDE QUESTS

* Finishing chapter 3-2 (see page 83) will unlock a special gliding
ability that gives you access to the full map area and most of its
(otherwise inaccessible) treasure spheres. Before you set off to
Jagd Woods, speak to Sarala in her Canopus Farms field to begin
“A Father's Request”, and replace Electronica with Ignition in your
Schemata setup.

Speak to Nadia in Jagd Village to begin “Chocobo Cheer” and unlock
the healing properties of the four Yeul's Flowers. You should also
meet Cardesia in the settlement and accept her commission. When
you set out to find the first Yeul's Flower in Jagd Woods, take the time
to collect Chocoborels (see page 126 for a map), as well as at least
four pieces of Forest Fertilizer (see page 124 for a map), and actively
fight Rafflesia whenever you encounter them for Slug Sweets, After
feeding the first Yeul's Flower to your Chocobo, you can then speak to
the Wandering Man on the path leading to Jagd Village to advance
the story in “A Father's Request”, then enter the village to complete
“Chocobo Cheer” and hand the gathered items to Cardesia to unlock
her first personal quest ("A Final Cure”).

« During the journey to reach the Yeul's Flower in the City of Ruins
area, stop off at Canopus Farms and speak to Sarala to complete
"A Father's Request”. You can then speak to her again to unlock the.
ability to grow Gysahl Greens. Use the Forest Fertilizer to prepare the
four plots, and plant Vegetable Seeds to prepare your first harvest.
You should ideally speak to the Adventuring Essentials merchant
close to the main farm entrance before you depart and purchase at
least five additional Vegetable Seeds for future use.

* The third Yeul's Flower required to restore the Chocobo to its second
healing level (and complete main quest chapter 3-2) is close to
Aryas Village. After you collect it, enter the sheep pen to begin (and
complete) the short “Fuzzy Search” side quest.

* DAY?

* oav2



16

Useful Collectibles

« Between the hours of 16:00 and
1800, the Anubys (Bestiary page 158)

Flamebane Choker
replaces all standard monsters
throughout the Wildlands. You can | Firalv2
fight these to obtain the Heavy Slash | Beloveds Gift Anas
ability. Key to the Green

Gate

* Now that your Chocobo can glide,

this is an opportune moment to begin | Firewym Bracelet

opening treasure spheres that were | Thunderbird Grasslands
previously out of reach. See the poster | Bract
map to learn their exact locations Sparkbane Choker  Jegd Woods

OMPLETE
19002200 EeEES

* Enter Moogle Village from 19:00 and complete the “Peace and Quiet, Kupo”
side quest. Collect the Crimm Mushroom in the southeast of the area, then
open the two treasure spheres to obtain Moogle Dust (a key item for a later
quest] and Healers Lore. You can then chat with Moggel to begin “Where
Are You, Moogle?” (see page 123), which you should start immediately.
Look out for Luminous Mushrooms as you travel to each lost Moagle, then
retum to the village to end the quest

THE MOOGLE VILLAGE

* Speak to Mogella and plant the Vegetable Seed that she gives you in the
plot right in front of her. The Sylkis Greens that grow here are required for
a Canvas of Prayers quest.

« Once you are done, travel to Luxerion.

YAAIIRIHIIM COMPLETE CHAPTERS 1-3, 1-4 AND 1-5

« Complete the main quest chapters 1-3 and 1-4 back-to-back {see page 71
for guidance). Don't neglect to open both treasure spheres in the Forsaken
Graveyard, especially the one containing the Stormbane Choker (which
offers +50% resistance to Wind damage).

« Before you advance the main quest further, consider a few optional
activities. You can make a stop at the Sorcery Shop in Old Town to improve
key abilities via the Synthesis option: see page 33 for an overview of
this feature. If you have EP to spare, it may be worth your while to
complete “Born from Chaos” in the Warehouse District. Defeating a
Zomok inside a Chaos Infusion is a pretty substantial challenge at this
stage, but it's within your capabilities: equip the Electronica garb for
your magic-oriented Schema, add Thundara and the Stormbane Choker
head accessory on Passion Rouge, and the Thunderbird Bracelet to any
Schema; the Battleaxe of the Believer found in the Den of Shadows can
also help significantly. See page 190 of the Bestiary to learn more about
the Zomok

« Chapter 1-5 is very short, and essentially centers on a major boss battle (see
page 73). Make sure you collect the Thorn of Protection and Battleaxe of the
Believer as you go through the Den of Shadows in the Warren, and adjust
your Schemata setup before you engage in hostilities with the boss (see
page 212 for help). Lightning-elemental abilities are particularly helpful
assign the Electronica garb to your magic Schema, and Sparkstrike to your
physical Schema. If this battle proves too difficult at this stage, consider
leaving and coming back at the end of Day 3. Your improved stats and
equipment will make the duel easier to win.




HATNING FETURNS-

SOUTH WILDLANDS

* After opening Hope's gift on the Ark (the Arise EP ability), warp to
the Wildlands.

» First, head to Canopus Farms and collect Gysahl Greens from the plots
where you planted them on Day 2. Inmediately plant new Vegetable
Seeds in all four plots.

* You can now focus on completing side quests. Begin with “A Final
Cure” in Jagd Village (see page 126), then head into the Rocky Crag
region to quickly and purposefully collect two Rocky Crag Moles (see
page 127 for a map of their locations]. Travel to Aryas Village to finish
“A Taste of the Past” (see page 127), then complete “Round ‘Em Up”
(see page 129).

| ASSORTED QUESTS

* Speak to Brella outside the Wildlands Station to begin the “Mother
and Daughter” side quest.

* Head to the very north of the Wildlands, through Eremite Plains,
all the way to the Crash Site. Speak to Sazh to activate his main
quest (see page 91). You complete chapter 5-2 almost immediately,
while 5-3 and 5-4 can be finished within minutes when you return
to the south.

* A word of caution: the Chocobo Eaters found on Eremite Plains are
powerful foes. Though you can defeat them at this stage, doing so
will be something of a trial. It's better to avoid them until you have
‘expanded your range of abilities and equipment.

* The Research Camp is a hub for several quests, many of which you
can complete almost immediately: “Dog, Doctor, and Assistant”
(page 127), then “Mother and Daughter” (see page 126) and
“Omega Point” (see page 128). “Matchmaker” (see page 129) can
also be advanced to its second stage if you have the requisite items.
Finally, If you followed our instructions to pick your first harvest of
Gysahl Greens earlier, you can speak to the seated man and obtain
permission to plant Vegetable Seeds in his two plots. Though there
is no on-screen notification, this is the first step in a quest called
“The Old Man and the Field"

WILDLANDS COLLECTIBLES SWEEP,
18:00-22:00

* This is a good time to pick up collectibles from the Rocky Crag area
and the village at Poltae, including treasure spheres and Rocky Crag
Moles (see poster map).

« The Yeul's Flowers that you fed to your Chocobo on Day 2 should now
have regrown. Restoring him to his maximum level of healing leads to
a welcome boost to his combat prowess.

« The following table lists key pieces of equipment that are easy
to miss or hard to reach, but can be valuable additions to your
inventory.

COMPLETE SIDE QUESTS IN THE P

Useful Collectibles

* WALKTHROUGH
Name ion

City of Ruins. on top of wreckage (access the area from
Soul of Thamasa (6 EP) the north entrance).

On
qhqu hnm  the Aryas oliffs cliffs above).

Thorn of Warding _ foky Ciag north o McogleVilage

| olae, na dead end st befre you reach the lodder |
Boggar's Beads feading o the Temple of the Goddess
A w2 Poltae, at the end of the cliff path that runs behind the

village, accessible from a ladder at the entrance.

| Windwalker Bracelet  focky Crag, northemmost section.

| e ¢

| Watergod Bracetet | EXIte Plais southwest, only accessileby glding

| from the Rocky Crag),

o Faskioned PROY> | posurch Canp, iddeninth bushes ot the sgs.
Eromite Plains.on acif irecty 1o the south of the

Blizzara Lv2 st vy

emple of t

Though you can visit the Temple of the Goddess as soon as you
reach Poltae, the final boss for the local main quest will be too
tough for most players to beat until later in the story. However,
it is possible to raid this dungeon to loot its treasure spheres
for the elemental -ga spells, in addition to other noteworthy
collectibles. Completing all steps in the Temple of the Goddess
up to the end of the penultimate cutscene (see page 85)
actually creates a shortcut back to the boss encounter for
future use.

pyAIIRINIIM EVENING SIDE QUESTS

« Before you leave the Wildlands, take the time to complete two quests
that are only available in the evening: “The Hunter’s Challenge” (see
page 125) and “The Secret Lives of Sheep” (see page 131).

* Once you are finished with these quests, head to Luxerion.

COMPLETE “THE GIRL WHO CRIED
WOLF”

« This side quest is one of the few that have a time limit. You can only
trigger it within 24 hours after completing chapter 1-5. If you defeated
Luxerion’s final boss late at night during Day 2 as we suggested, then
you are perfectly on time.

« The “The Girl Who Cried Wolf" side quest (see page 112) requires
you to run all over town to answer phone calls, with a final visit to the
Warren, so it's convenient to complete it in a single sitting.

* Speak to Lackley in the southeast of the Warren to begin “Get the Girl",
which eventually requires a visit to Yusnaan: your next destination. ..

o

s



* Once you have opened the two gifts from Hope on the Ark (the Black Mage
and White Mage garb), travel to Yusnaan via Luxerion’s North Station.

 Complete the first steps of chapter 2-1 by heading to the gate leading to
the Augur's Quarter, then purchase the Sneaking-In Special Ticket from the
nearby Tour Guide (see page 75). At this point, you cannot continue with the
main quest until 18:00,

00-17:00 S8

* Speak to the Diviners and accept the “Free Will” side quest (see page 115).
They ask you to visit them again on the next day. You can also speak to
Velno at the Slaughterhouse and begin the “A Testing Proposition” side
quest (see page 116).

ILL OPTIONAL OBJECTIV

* You can now complete four side quests: “Family Food”, “Songless Diva”,
“Stolen Things” and “Play It for Me" (see page 114).

* Purchase the Velvet Bouncer garb from Qutfitters Marionette in the Glutton's
Quarter, a few steps away from Central Avenue. Equip this on your physical
damage Schema to replace Nocturne.

* Consider hunting three enemy types if you have some extra time in the
aftemoon. The Anubys, which replaces other enemy varieties from 16:00
to 18:00, yields the Heavy Slash ability. The Desdemona, most commonly
found in the Lower City (and, later, the Industrial Area) drops the essential
Beat Down ability. However, its drop rate is high only if you stagger the
Desdemona, which requires you to use physical or Lightning-elemental
attacks immediately after Rush — see page 204 for details. Finally, hunt
the weak Flanitor until you have the 34 Clear Ooze items required for two
Canvas of Prayers quests. If you complete main quest chapter 2-3 without
securing this amount, it is still possible to fight them in the grounds just
outside the Patron's Palace, but their spawn rate can be rather low.

oteworthy Treasure eres

During your travels in the city, make sure you open all the treasure
spheres on your way. The most important three items to pick up are
listed here.

Important ltems

Found on the awning just below the Banquet of the Lord terrace.
Opening ths treasure sphere requires & EP. which you can
afford with a full gauge if you have completed chapter 1-5in
Luxerion. This powerful item has advanced applications - ses
page 291 for details

Locket Pendant

Thorn of Will | Hidden to the right of the steps that lead to the Augur's Quarter.

Concealed i the Augur's Quarter (only accessible after
completing chapter 2-1),in a dead end that can only be reached
from the terrace where you speak to the Director

* Head to the Industrial Area and speak to the Suspicious Gatekeeper before the
18:00 deadline. You can now complete Yusnaan's entire main quest. I you need
quidance at any point, feel free to consult our full walkthrough on page 75

* There are two side quests that can only be completed during the events of
chapter 2-2. These are “Fireworks in a Bottle" and “Fireworks for a Steal” —
see page 118 for details

« The events of chapter 2-2 include a set of mandatory battles at the
Slaughterhouse. Use this opportunity to complete chapter 5-5 at the same
time (see page 91). A single fight against a Zaltys (Bestiary page 188)
rewards you with the Fragment of Courage.




\ DAY S

ADVANCE THE “FREE WILL" QUEST
(I N YUSNAAN

00

* Opening the treasure cube on the Ark rewards you with a new EP
ability: Esunada, which enables you to heal status ailments. Use the
warp device to reach Yusnaan.

* Speak to the Diviners and gather the Desert Flames they require
(see page 115 for guidance). Note that if you decide not to visit the
Diviners during the day, you will permanently fail their quest.

8

* Your first priority in the Dead Dunes is to complete chapters 4-1 and
4-2 1o be joined by a powerful ally in combat. This is a short and
simple task that only requires you to head to Ruffian in the center
of the Dead Dunes, and then defeat a Gurangatch. See page 93 if
you need assistance.

[/l COMPLETE CHAPTERS 4-1 AND 4-2

EXPLORE THE DEAD DUNES;
M COMPLETE CHAPTER 5-6

* With your new ally in tow, you can now explore the Dead Dunes
without fearing the local monsters — that is, with the exception of
the mighty Earth Eater.

* We suggest that you perform a complete tour of the desert in @
counterclockwise direction. This will enable you to activate all
Cactuar Statues, collect all treasure spheres and Pilgrim’s Crux items,
and complete side quests.

From Ruffian, head north to Atomos’s Sands and pick up both the
Pilgrim’s Crux and the Loupe. Once you bring the latter back to Eimer
in Ruffian, you complete his “Tool of the Trade” quest, and have
access to his item appraisal service.

* Make your way to the west, then turn south and east towards the
Oasis Lighthouse. Use the Pilgrim’s Crux on the monument, then fight
Cactair (Bestiary page 178) to complete the requirements for main
quest chapter 5-6. Loot the treasure spheres in the Oasis Lighthouse
area just beyond, and pick up the three units of Bhakti's Oil, required
for a future side quest. You can also accept the “Last One Standing”
side quest, though this can only be completed on a subsequent New
Game+ playthrough.

* Resume your journey through the Dry Floodlands to the south, then
the Giant's Sandbox to the east. Speak to Ramon, found outside
the Temple Ruins North Gate, and accept his quest (“His Wife's
Dream”).

* Finish your tour by going towards the Grave of the Colossi to the
northeast. Pick up the Pilgrim’s Crux on the way, and use it to disperse
the storm in the dead end to the north. Dispatching the group of
Goblots lhme mggers the appearance of the Arithmometer. Open the

quires 4 EP) to obtain Silk Scarf
accessory, then remm 0 Ramon to complete his quest. It now only
takes a quick trip to Ruffian to complete the “Tool of the Trade™ and
“0ld Rivals” side quests.

* If you don't have any already, look for certain useful abilities during
your travels: Heavy Guard from the Gurangatch, Imperil from the
Desert Sahagin, and Poison from the Gorgonopsid.

Whenever you espy small lizards during your journeys through
the Dead Dunes, have Lightning draw her sword and smite them.
These will drop either a Lizard Tail, or an Unappraised Item. The
former is required in large quantities for a handful of Canvas
quests. The latter objects can be identified once you have
ccompleted the “Tool of the Trade” side quest (see page 132).

[IXIIBYAIIM COMPLETE CHAPTER 4-3

* You are now ready to explore the underground Temple Ruins. Head
to the waypoint marker in the far northeast of the Giant's Sandbox
area and enter the tunnel.

* See page 95 for guidance and maps of the maze. Note that you can
instantly accept and complete the “Life of a Machine” side quest
‘when you reach Bhakti on Floor 3.

AN RESUPPLY IN RUFFIAN

* With chapter 4-3 complete, new NPCs and shops appear in Ruffian.

* Accept the “Skeletons i the Closet” side quest from Jamus in the bar.

« Purchase the Wyvern Lance from the Forge. This cheap weapon
features the very useful Jump auto-ability and. when combined
with the Locket Pendant accessory found in Yusnaan, can become
a staple element of some very effective Schemata setups. See
page 291 for details.

« Feel free to stop at the Sorcery Shop to synthesize any abilities
that you have accumulated. Reaching the final power increment for
offensive abilities can make a significant difference in battle.

JERINICHIIN COMPLETE CHAPTER 4-4

* Once you are ready, you can resume your progression in main quest
chapter 4-4. This involves visiting all three Shrines of the Tablet —
a very easy task if you've been diligent in activating all Cactuar
Statues in the desert — and exploring the depths of the Temple
Ruins. See page 97 for guidance and maps of the lower floors of
the underground maze.

= After you have viewed all three murals, make sure you do not go
through the Sacred Gate (the door just north of the corresponding
teleport location|. This leads to a boss encounter that causes Fang
to permanently leave the party.

RETYONS:

* WALKTHROUGH

* oAva

* DAYS
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COMPLETE CHAPTER 5 IN THE
06:00-0700 QGG

* Back on the Ark, you will find five Bronze Malistones in a treasure cube.
These are components required to Level Boost abilities — a feature now
unlocked at Sorcery Shops, whereby you consume a Malistone to level up
a fully maxed ability

« Warp to the Wildlands, and head to the Crash Site to the very north of the

map. With all the Fragments in your inventory, you can now speak to Sazh
to complete his main quest. See page 91 for details.

i y y7 i inthe game’
timeline. From Day 7, all enemies that you encounter enjoy significant
boosts to their attributes, and naturally become harder to defeat. To
balance this advance, they also drop more gil when defeated, and the
abilities they relinquish in death increase by one level. This means
that Day 6 is the last day when you can reliably obtain abilities at Lv.1,
enabling you to synthesize them until maxed, and then to Level Boost
them for reduced ATB costs. See page 246 for details on this system.

MAKE PREPARATIONS FOR A BOSS
BATTLE

* Your next primary objective will be to defeat the boss found at the top of
the Temple of the Goddess. This makes it a perfect time to complete any
ongoing side quests and farm key abilities (such as elemental spells and
physical attacks) — equip the Beggar’s Beads accessory found in Poltae to
double your chances. Important abilities include first-tier elemental spells
(dropped by the Gremlin enemy), Galestrike and Aerora (Dryad), Froststrike
and Blizzara (Miniflan), Attack (Raffiesia), Sparkstrike (Vali), Electric Blitz
and Thundara (Hanuman), Blitz (Reaver), and Fira (Ectopudding).

 During your travels, stop off at Canopus Farms to pick your second harvest
of Gysahl Greens, then visit the Research Camp to complete “The Oid Man
and the Field” (see page 124). This unlocks the “Land of Our Forebears” side
quest in Aryas Village (see page 131).

« Once you have enough samples of each ability (five being a good number
for most of them), make your way to a Sorcery Shop and synthesize them.
ronze Malistones you received on the Ark to Level Boost
i ich as Attack and the first tier of elemental spells

hunder).

[IKIBLAIM cCOMPLETE CHAPTER 3-3

 Before you head for Poltae, speak to Cardesia in Jagd Village to begin the
“Mercy of a Goddess” side quest (see page 128).

* On arrival in Poltae, start “The Grail of Valhalla” (see page 130) before you
head for the Temple of the Goddess. See the section that begins on page
85 for maps and advice.

« After you defeat the final boss and leave the temple, complete “The Grail of
Valhalla®” (see page 130), then start and finish “To Live in Chaos™ at Canopus
Farms.

» Once these tasks are complete, travel to Luxerion.

« There are many side quests awaiting in Luxerion, and these often require
that you visit people at specific times. This makes it a prime destination at
this point in the storyline.

« The following table lists all of the side quests that you can potentially begin
(and, in most instances, complete) during this day, sorted in a convenient
order of completion. Don’t worry if you miss certain opportunities: you will
have plenty of time to tie up loose ends over the remaining days.

Quest Overview
Quest Deadline Page
Faster Than Lightning 1500 109
Born from Chaos | anytime | w
Suspicious Spheres 1700 108
Like Clockwork | 1800 | e
Voices from the Grave 18:00 (Part 1. residents) 12
Buriod Passion | 1900 |
Treasurod Ball | 2000 109
The Angel's Tears | 2100 =
Dying Wish 200 108
The Avid Reader | T30 Rt 00K | 1
Stuckina Gom 0600 Gen) 10
(part2: gt o
Get the Girl 06:00 m

| ARose by Any Other Name
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« After opening Hope's gift
garb), warp to the Dead
stronger from t
offensive stats

day on the Ark {the Amazon Warr
Bear in mind that monsters will be
th more HP and superior

S poi

* Your first priority should be to defeat all remaining Skeletons in the
Temple Ruins until you trigger the appearance of the Last One specimen.
This has two benefits: it enables you to complete the “Skeletons in the
Closet” side quest, and it rewards you with the Bonecracker weapon
dropped by Skeleton Q — a powerful sword featuring the Deprotect
Chaser auto-ability. Make sure you collect all of the valuable items
from the Temple Ruins treasure spheres, including the Thom of Speed,
Sparrow Comb, Satin Scrunchie and the Dawn Gauntlets.

* With the Bonecracker sword equipped on your physical damage
dealer, the Imperil and Slow ailment spells, and Wind-elemental
attacks at hand, head to the Sacred Gate to face the Temple Ruins
boss. See page 99 for details

ADVANCE SIDE QUESTS IN
14 [ [ UXERION

» Speak to Amand to advance the “Buried Passion” side quest. From
16:00, you can also speak to Luka outside South Station to advance
The Angels Tears

+ Don'tforget to check the Canvas of Prayers to turn in completed tasks
and accept new ones

* In addition to Canvas of Prayers tasks, you can now complete
practically all quests available in Yusnaan,

« After speaking to Erine at the Banquet of the Lord, make sure you
choose to read the Journal when the prompt appears. Though this
action causes you to technically fail “The Avid Reader”, it opens a
new quest that leads to superior rewards.

Quest Overview

e T

Death Safari Any time 19
Death Game Anytime e
Yoo Maid Benser Anytime (rine, Banguet of the Lord) m

(Luxerion)

Getthe Girl (Luxerion)  Any time (Maftre D', Banquat of the Lord) 111

Last Date 1858 12
Adoring Adornments 0300 1
Friends Forever 0300

Adoring Candice 0300 121
Tanbam's Taboo 0300 il

» Once you are done with all these assignments, consider farming key
abilities from the local monsters. Obtaining at least four samples of
Beat Down Lv.2 is especially important, as the Desdemona enemy is
only available here in Yusnaan. Don't forget to stagger this creature
to ensure a decent drop rate. Once you have them, feel free to
synthesize them with a version of the ability that you Level Boosted
from Lv.1
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Day 8"/ | |
* Hope's gift of the day is the Army of One EP ability, a special assault that

both inflicts damage on opponents and heals Lightning. This proves useful
in difficult battles.

With all main quests completed, you are now totally free to focus on optional
objectives. In Luxerion, speak to Ranulph to trigger the "To Save the Sinless”
side quest, then meet with Armand to advance the “Buried Passion” side
quest. From 16:00, you can also speak to Luka outside South Station to
continue “The Angel's Tears”. Don't forget to check the Canvas of Prayers to
turn in completed tasks and accept new ones.

You can find new garb available at Outfitters in all four regions on Day 8,
all retailing for a fiat 5,000 gil fee apiece. If you can't afford to buy all of
them, we suggest you prioritize Intruder and Splendid Admiral, both sold in
Yusnaan, as their auto-abilities make them very effective.

New Garb

Location

Innocence North Station: Divine Protecton Oufiters

Luxerion

Loyal Servant ‘South Station: Outfitters Rouge
3 | Intruder o) ‘
Yusnsan Splendid Admiral
oty o o ity Ot \
tan Outw
Widlonds | caneus Foms: g Otvers
CAvtomne
T s | o s Station: e St Dutiters
Dead Dunes Divergence i} L
‘afm Ruffian: Bandits' Best Qutliters.
Day 9 l

Dropped By

5| Gorgoopsid(Oead Dunes, ftesia g Woods)
4| Destemona (when staggere Yusnaan, Industial Area) |
Heavy Slash 3 Gorgonopsid (Dead Dunes), Anubys (exterior areas from 16:00 to 18:00
Blitz 5 | Reaver (ighways| |
Flamestrike 5 Zaltys, Dreadnought (highways}
Froststrike 5 | Minifln Widionds, Grasslonds] |
Sparkstike | 5| Vel Widnds)
Galestrike 5| Diyad Widiands, Jagd Woods nd Rocey Grag).
Hoat Blitz 5 | Dreathought tighwers)
ElecticBli| 5 | Hanunan Widands] |
Rero Bltz S5 | Zomokighways)
Ruin 5| Meonektonexterior reas from 0400t 06.00) |
Fire 5 Gremlin {common), Ectopudding (Wildiands. Eremite Plains and Temple of
ihe Goddass)
Fin 7| Zalysthighwers) |
rd 5 Gremfin {common), Miniflan (Wildlands, Grasslands)
7| chocobo Eater {ighways) |
Thunder 5| Gremiin common), Vai Widands)
Thundara 7| Henumen (Wildands)
Aoro 5 od
Asrora 7 | Gaunt (uxerion, Forsaken Graverard, Zomok (ighways)
Day 10 ]

« Hope's daily gift is the Decoy EP ability.

* Day 10marks
though it isn't all bad news, as you again et to pick up improved rewards for
defeating them. Be ready to tweak your Schemata setup to adapt accordingly.

o AllForgesn for rather high prices.
will provide immediate stat boosts to your Schemata, but it's not necessarily
a worthwhile investment in the long run. Indeed, you can obtain equivalent
weapons from defeated Last Ones for free, and subsequent New Game+
playthroughs will unlock a feature enabling you to upgrade your equipment,
with the low-tier items you already own having excellent development potential.

» Don't forget to speak to Luka one last time outside Luxerion South Station from
16:00 to complete “The Angel's Tears”. Make sure you also speak to Armand
before 19:00, then to Reddick in the Warren to complete “To Save the Sinless”

Last One Weapons

Soms ofthe Last Ones (th finalspecimens of species that are on the brink

pon when you defeat them. Even if you do
nmplan 10 liminatealLest Ones,consider hunting three n pariular who
ds. These can ival most of the best blades available in shops.

* Hope's gift of the day is Heartstealer, an excellent garb with valuable auto-
abilities.

« Speak to Armand to complete the “Buried Passion” side quest. From 16:00, you
can also speak to Luka outside South Station to advance “The Angel's Tears”.

* You can now open all highways linking the regions together by completing
the “Roadworks” Canvas quests — see page 148 for details. Achieving this
has multiple benefits, one of them being that each highway offers easy
access to all large-scale enemies of the two regions it connects, making it
easy to farm them for their ability drops and EP.

« On this topic, Day 9 is your final opportunity to farm monsters for Lv.2 abilities
(or Lv.1 abilities with a Drop Rank of 1 — see page 246 for details). For all
of the important abilities that you wish to Level Boost to reduce their ATB
costs, this is the perfect time to make sure you have enough samples in your
inventory to synthesize them to their maximum increment. The following
table reveals how many you need, and which enemies drop them.

Weapon Drops

Weapon | Dropped By Availability
| Bonecracker | Skeleton Q | Defeat 60 Skeletons in the Dead Dunes's Temple Ruins.
Cyclops | Defeat 30 Oyclops n the Patro's Palo or the Yusnaan highviay. |

| Destroyer
Flesh Render |Reaver | Defeat 30 Reavers in the Grasslands or a Wildiands highway

Day 11

« The daily treasure cube contains the Martial Monk garb.

* You can spend the day completing any outstanding quests, and farming
enemies for their ability and item drops. This will enable you to satisfy the
requirements for virtually all Canvas quests.




Day 12

O

e will calculate whether or not you unlock
\any side quests you have completed. If
you do not unlock i, this is your final chance to farm standard monsters
for their item and ability drops, and to tie up loose ends.

Completing the five main quests is enough to ensure you have
access to the Final Day at the end of Day 12, and the opportunity
10 see the story to its conclusion. However, if you have completed
a sufficient number of side quests by the end of Day 12, you will
unlock a special 14th day, occurring between Day 12 and the
Final Day. The exact formula used is too complicated to detail
here but it's enough to say that each quest is allocated a value
based on its difficulty: ¥ = 0.02, Yok = 0.04, Yk = 008.
The extra day is unlocked if you reach the value of 1, though the
calculation is not a simple addition and leads to different results
depending on the order in which you complete quests. Canvas
quests do not contribute to this total.

The Ultimate Lair is available for exploration in the Dead Dunes
during the extra day. Though this has obvious benefits, giving you
the chance to encounter all Last Ones in the Ultimate Lair and
obtain their valuable item drops, it also means that all enemies
will grow in strength twice: once on Day 13 (the extra day),
and once on the Final Day. This makes the enemies that you
encounter significantly more difficult to dispatch, and requires
that you make notable improvements to your Schemata and
strategies. See page 295 for suggestions.

Day 13

« Hope's gift of the day is a set of upgraded versions of garb you already
own: Equilibrium+, Dark Muse+ and Mist Wizard+. Equilibriums is
especially noteworthy for its Standby ATB Recovery+ auto-ability.

extra day, Day 13is

ih of the game's final sequences

not unlocked
100 for a walkthrot

* Ifyou

page

« If you have unlocked the extra day, the Ultimate Lair appears in the
Dead Dunes, with both a teleport point and a Cactuar Statue providing
access to this location.

Day 14

HOHTNING RETURN

mate Lair

This special dungeon features 33 floors, The first 28 each feature
a Last One ~ unless you have already defeated it. Defeating
Last Ones rewards you with very valuable pieces of equipment
mostly accessories, but also a few powerful weapons, not
to mention high-level abilities. Floors 29 to 32 contain a single
treasure sphere each. The recovery items they contain should
act as ample foreshadowing of what you will face on the final
floor. The boss monster, Ereshkigal, is one of the game's ultimate
confrontations, and you will need to employ advanced Schemata
setups and strategies to defeat this foe.

Here is a quick overview of the special rules that apply inside
the Ultimate Lair:

* Time flows continuously in the Lair. You cannot use
Chronostasis, and the minutes fly inexorably, even during
battles. Unless you have already defeated many Last Ones,
or you are extremely quick and efficient, taking them all down
(especially Ereshkigal, which can be a bit of a grind) will most
likely take the best part of the day. If you need to get out of the
Lair for any reason, be sure to activate Chronostasis outside to
preserve as much time as possible.

* You have to defeat the Last One on each floor to activate the
Cactuar Statue leading further into the Lair.

+ Each Cactuar Statue can warp you one, two or three floors
down, depending on your Battle Score (Bronze, Silver or Gold
respectively).

ate Lair Floors

| Hoplte © ne | Tifid @ 16
2 |NbetQ 1%

n a 128 150
“ | GantQ 15 7 0
L 0 . 1%
# | Dreadnoug) 2 7 ane

" o 724 Hamen Q 18
" a ‘57 LoE” e %0
| Guangatch Q & % | oy 2 18
10 | Ectopudding 18 21 | Rattosio 0 17
M1 {Minifen 7 19

712 | Aster Protoforian O

)
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If you have unlocked the extra day, Day 14 is the Final Day. Hope's gift is
a set of five Silver Malistones.

See page 100 for a walkthrough of the game’s closing chapter.

After the final cinem: and the credit crawl, you will be prompted
o save your progress. Do this without fail, and make a careful note of
the save slot. You can then load this save file to resume the adventure
in New Game+, which unlocks Hard Mode, and otherwise unavailable
features such as upgrading weapons and shields at Forges. A New
Gamet+ playthrough is also the only way to obtain the best item drops
from defeated enemies. See page 314 for details.
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This chapter offers step-by-step guidance for the five mamn quest storylines, with an emphasis on
assisting readers on a first playthough. We strongly advise that you consult the Walkthrough chapter
for advice on approaching these challenges in an optimal order, grouping them with other tasks for
maximum efficiency and rewards. This will also help you to avoid difficulty spikes: main quests can
lead you to areas that feature tough monster varieties and eventual boss inters that can seem
(and may actually be) unbeatable without adequate pfepewﬁg.

Main quests in Lightning Returns can be completed in any order aieuse, are intertwined
with dozens of potential secondary activities: indeed, there are several instances where you must
complete a specific side quest to advance. Making progress in each regional story gradually unlocks
local side quests and opens up new map areas for exploration. For this reason, we would generally
- recommend that players look to complete the easier opening sections of the four primary main
quests in the opening days of the adventure, and leave, W cf opte' uj

u\n:sy

MAIN QUESTS

SIDE QUESTS
CANVAS OF
PRAYERS.
BESTIARY
INVENTORY
STRATEGY &
ANALYSIS

uLTiMA
WALKTHROUGH
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PROLOGUE

This short opening section of the storyline offers a sequence of tutorials designed to introduce
basic exploration, and a few other pertinent features. There is no difficulty to the battles V
advice on all game features that you encounter in the Primer chapter.

0On subsequent New Game+ playthroughs most of the Prologue is skipped entirely, with Lightning beginning on the Ark.

The Patron’s Palace

¢

o T



0-1: A Different Snow

POSSIBLE ENEMY ENCOUNTERS
NOTE

1
Anubys Both enemies are g

Niblet reduced” versions. 1%

After the opening cutscenes, you can take a tutorial on battle
controls and Schemata prior to a battle with the Anubys enemy
type. This fight is heavily weighted in Lightning’s favor, offeing an
opportunity to use magic attacks to stagger the passive Anubys. How you
finish it off doesn't really matter, though the Attack command becomes
more powerful once your opponent has been staggered. This fight is
followed by a brief camera tutorial that enables you to invert the @ y-axis
or x-axis, should you so wish.

After an interim battle against a Niblet (press @, to swipe it and
begin the battle with a “Good” rating, then just hit it with a Thunder
combo for a quick kill), another Anubys encounter introduces the Guard
ability. You can either hold the related button for a standard block, or
time a button press to occur just before the Anubys lands an attack
for *Perfect Guard” (see page 39). After you defeat a second Niblet, a
cutscene shows the opening of the way forward.

Go through the doorway highlighted with (D) and continue up the stairs
until you reach the Black Market Dealer, triggering a quick tutorial on the
purchase and use of Recovery Items. After this ends, select "Buy” from
the menu and fil all available slots with Potions: these are free in this
instance, 50 you would be foolish to miss out on the opportunity. When
you're done, continue to the top of the stairs.

Run to the north balcony and head east until you reach a Niblet
and an Anubys in the corridor. Initiate combat with @/ E to
begin the Switching Targets tutorial. Follow the onscreen prompts, then
complete the battle. Continue east, then turn to the south.

When you are prompted to use the jump ability, press ©/@ to
climb over the crates; choosing to avoid or engage the enemies
that appear on the lower level is entirely at your discretion,

Aside from a brief (and uneventful) introduction to ladders, and
occasional (mostly optional) fights against the Anubys enemy
type, the journey is then entirely straightforward until you reach a
locked door. Facing it, turn and interact with the interface on the pillar to
Lightning’s right with &/@.

HIAHTNING RET

Continue along the corridor until you trigger a cinematic; this
s followed by a staggering tutorial, with a (thankfully heavily

hamstrung) Zaltys as Lightning’s training partner. This sequence will

eventually go on to introduce the Overclock EP Ability.

he last step for this section of the Prologue is to follow the
(@ icons until you reach a door, which triggers a succession of
cinematics. Once these end, you will be transported to the Ark, a place
where time does not flow, and to which Lightning must return at 06:00
every day without fail

Open the four cubic containers to obtain Mist Wizard (§8), Blizzard
v, Light Guard Lv.1, Prytwen () and Devil's Daughter (.
Opening the final cube will trigger the Customizing Schemata tutorial,
which formally unlocks the corresponding option in the main menu.
Follow the onscreen prompts to complete the lesson. If you have saves
from Final Fantasy Xill o X/ll-2 on your hard drive, you can optionally visit
the new Rewards Barter Shop entry in the main menu to collect potential
bonus items from the Outerworld Rewards menu.

After you leave the menus, Lightning obtains the Escape EP Ability.
Follow the prompts to interact with the bookshelf (more specifically, the
Book of Conquests), challenge the Zaltys, and then take the EP Abilities
tutorial that follows.

Back at the Ark, interact with Hope to advance the story. The conversation
that follows will introduce a few key game concepts and features. At
the end of this, the Warp Device that Lightning will use to retum to
Nova Chrysalia every day is activated. You can speak to Hope again for
further background information, and even access his special “shop” that
enables you to purchase Recovery Items in return for EP. However, as you
currently have a full stock of Potions (and no real need for his specialized
tinctures on Day 1), you can ignore the latter option for now.

Finally, approach the Warp Device and press ®/@ to conclude the
Prologue, and formally begin Day 1

N




_ LUXERION

The main quest for the holy city of Luxerion spans at least twa in-game days, and is the shortest of the four principal storylines. While you can easily
reach its final chapter not long after midnight on Day 2, there is no pressing need to complete it at such an early stage in the adventure.

LUXERION




1-1: An Evil Savior

Talk to the Inquisitor by the statue in front of North Station. The
‘Whither Faith” opening quest (classified as a side quest, but
given center stage as your primary goal during the “An Evil Savior” main
quest) requires that Lightning gather a sufficient number of clues to assist
the Inquisitor in his investigations. This is an elementary challenge, but
we will document a selection of points of interaction to get you started
Once you have gathered enough information, Hope will prompt Lightning
to return to the Ingisitor.

Important note: If you fail to retum to the Inquisitor with a sufficient
quantity of clues and witness statements before 23:4
automatically fail “Whither Faith”. The main quest automatically
advances to chapter 1-2 at 23:45,

Speak to the Surveying Man on the scaffolding platform to the
northeast of the Station Plaza. Jump to the adjacent platform and
talk to the Officer there. You can also open a treasure sphere to obtain
the Fighter's Emblem accessory.

1-2:

A

nd the North Station

Fanatic ing the til sequence
Just before midnight, use the ladder to climb to the top of the
structure close to where the Inquisitor was standing in the plaza
outside North Station. From your vantage point, stay out of sight and watch
the group of cultists as they move from the east to the gate to the west.

1-3: Find the Code

This chapter of the main quest is available from 06:00 on Day 2
The locations where the four numbers can be found are shown on
the accompanying map (see letter [B). The numbers on the Wharf of the
Faithful (a short walk southwest of North Station), inside the Warehouse

HEHTING, RETUONS.

E\ Examine the paper sheets scattered to the west of the Inquisitor.

3] S o Thoton a he ey nocke)station ntance, thn
accept the “Where Are You, Holmes?” side quest (see page 107).
This must be completed before 06:00 on Day 1, and takes no more
than 30 seconds. It also contributes hidden “clue points”™ towards the
ion for “Whither Faith” when completed. Talk to Holmes on
the west side of the plaza, then lead him to Thorton inside the station.

marked with the &icon. This includes the Innkeeper and Outfi
on the west side of the plaza and the Running Man (dash to catch him)
to the east. Once you have gathered a sufficient quantity of clues, talk
to the Inquisitor again. After you obtain the rewards for “Whither Faith”,
Lightning will gain the invaluable Chronostasis EP Ability, and the main
quest will automatically advance to Chapter 1-2.

In the Shadow of the Heretics

BESTIARY PAGE

When they reach the plaza’s west gate, drop behind the tower to
avoid detection, then follow them from a distance — hiding behind
walls and other barriers that break line of sight where possible — until
you reach the waypoint and trigger a cutscene.

If Lightning is detected during the tail, you must successfully defeat
Fanatics in battle to continue. Should you fail in this fight, the quest is
reset, with a new group of Fanatics appearing on the east side of the
Centrum plaza

The main quest for Luxerion cannot be advanced any further on Day 1
so this is a great opportunity to grab essential items and complete a
handful of side quests during the remaining hours. See page 56 of the
Walkthrough chapter for advice on the most profitable uses of your time.

District and close to South Station can all be gathered at any time of day.
The fourth, inside the Warren, can only be accessed between the hours
of 00:00 and 06:00. The story advances to the next chapter once you have
all four numbers




Luxernion:

1-4: Rites for a Goddess

POSSIBLE ENEMY ENCOUNTERS

Forsaken Graveyard & Wapren

| Gremlin 1 |
These threat, complications |
Niblet
Gaunt
By contrast, ing i
youarei
Zomok

Approach the phone booth between the hours of 00:00 and 06:00
and interact with it. Duplicate the displayed code with & in the
slots directly below, then press ®/@. You can then follow the route
shown on the map to reach the climactic cinematic for this chapter.

If you are attempting to complete this portion of the local main quest
on Day 2, be warned: the ambient, non-plot denizens of the Forsaken
Graveyard can be tough to beat without suitable stats and equipment.
If in doubt, or should you be low on Recovery Items, it may be prudent to
pay most prospective combatants a wide berth.

Once the story interlude ends, look behind the monument to find
a glowing spot on the ground. Examine this to find a Crest of
Etro. Continue south to exit the Forsaken Graveyard. With chapter 1-4
complete, this area of Luxerion is now permanently unlocked
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LIGHTNING RETUBNS.

you reach the s
e Lightning for the bt

too close to the waypoint: thi

the subsequent confrontation automatically
n page 212
le

presentation of your opponent f the Be

suggested strategy for tt

hen the fight ends, you will obtain the following rewards: 10,000 gil
Maximum EP +1, HP +240, Maximum ATB +10, Strength +84, Mag
After you accept these, there is a prompt to visit the Holy District. This
relate: Stone”, a newly unlocked side quest in the Holy
District (see page 111).

The Saint’




The majority of Yusnaan's side quests are unlocked through progress in the
region’s main storyline, so it makes sense to advance to at least chapter 2-2 at
‘arelatively early stage in the adventure.

YUSNAAN

POSSIBLE ENEMY ENCOUNTERS

Personal Guard

Flanitor

Hoplite Exploit its weakness to Fire- and

Niblet Use Fi

Gremlin Attack while the enemy s casting to indcs

Desdemona Lightning-

Cyclops Fie st close o th en ofcaptr 2 o, i

Schrodinger ‘Spawns mostly in the Warehouse District. Can heal itself and act as a tank for weaker allies; always destroy its companions first.




2-1: The Great Break-In

south of the city, speaking to

Travel to the Reveler's Quarter in the ¢ the city, |
civilians that you pass to obtain snippets of information.

When you reach the gate to the Augur's Quarter, speak to the
Knowledgeable Tourist to acquire a valuable tip on how Lightning
might sneak into the locked area.

Head back east

and look for a garishly attired man with “one-
| probably hear him before
Once you have heard his spiel
purchase the Sneaking-in Suema‘ Ticket for 2,000 gil. At h\s oint
you cannot continue with the main quest until 18:00. If it is still early
in the day, you might as well travel to another region to attend to
other activities until late in the afternoon, but don't cut it too fine:
if you miss this deadline, you will need to wait until the next day to
advance the storyline.

HGHTNING RETURNS

E] Follow the obvious route, dropping to a lower level when you
reach the first ladder. When you reach the second ladder,
investigate the nearby dead end to the north to find the Bronze Pocket
Watch (an item required for a Canvas quest) before you climb up.

@ Follow the path to the north to reach the Cargo Station, then head
to the east. There is a merchant just before you reach the Supply

sh your supplies if

Line who sells Recovery Items, so be sure to reple
your stocks are low.

@ On the Supply Line, make note of the point where the path drops,
and look up to see a higher platform that Lightning can jump to
(note the special “grab ledge™: hold ©/@ as you jump to it, and Lightning
will automatically haul herself up when she makes contact). Open the
treasure sphere here to obtain the Soldier's Tie accessory, which offers
20% resistance to physical damage on the Schema it is equipped to.

continue, travel to the entrance to the
=] |ndustrial Area in the Lo City, which you can reach via
the corridor at the north of Central Avenue. Sp: he Suspicious
Gatekeeper, then select “Yes” when the prompt appears. If you are early,
you wil \('ver‘ be offered the opportunity to advance time to 18:00 exactly,
icious Gatekeeper again to continue.

Once you are ready to

@°

Enter the Industrial Area and follow the path until you reach steps
leading upwards. Continue on this path in a counterclockwise
ascent, jumping the gap in the catwalk when you arrive at it. When you
reach a ladder, climb it. There is a treasure sphere that costs 2 EP to
open that you might notice within jumping distance when you reach the
top, but you should leave this for now: the Fenc
specialist accessory that you have no real ust

On that very topic, now is a good time to consult the Bestiary for
advice and prepare to fight the Cyclops that you will face when
e next waypoint. The battle follows immediately after the

wmm You can find a detailed presentation of this enemy type, and a
strategy to defeat it, on page 164 of the Bestiary

After the cinematic that follows the Cyclops fight, Lightning
begins in the Warehouse Area. The enemy spawn rate is
ferociously high in this zone though, self-healing Schrodinger aside,
there are no monsters that present any degree of difficulty. Head
west to reach an opening to the north, then look for a pile of crates
just through it: these lead to a walkway with a treasure sphere that
ntains the Sight's Circlet accessory. After you grab this, head to the

ext two waypo a pile of bones; examine thes:
obtain the ID Card.

ts until you reac!

B From the bones, head east via the path between the storage
containers, then go up the steps to reach the entrance to the
round Route. Follow this finar corridor until you reach a closed
portculls.

E Interact with the panel to open the way forward. Look out for a
=d| small shining collectible (a Desert Flame required for a side quest)
e. At the end of the tunnel you will reach a ladder

eler’s Quarter.

he Re

m To conclude the chapter, approach the interface at the gates of
the Augur's Quarter and interact with it to enter. The assorted
tasks that you must undertake to complete 2-2, “The Legend of the

Savior", are all tailored for completion over the course of an in-game
evening. We advise that you begin immediately.







2-2: The Legend of the Savior

f you start this main quest chapter directly after 2-1, it should
be no later than 21:00 (and, ideally, a little earlier). This part of
the story comprises a collection of main quest activities, mandatory side
quests, and a handful of optional secondary activities. It is also very light
on combat, so it might be useful to begin with a full supply of EP for
Chronostasis.

Your first task s to find the director. From your start position by the gates,
look for a man to your right, then head up the steps to find Director
Sarzhak. You can then converse with the Fireworks Boss on the east side
of the Statue of God to obtain the Boss's Note. A pop-up Primer will
inform you of the times when fireworks will be launched: 22:30 by the
Cactuar Statue, 23:00 on Central Avenue, 23:30 at the Slaughterhouse,
and 00:00 at Yusnaan Station. These are your deadlines for speaking to
the Pyrotechnicians at each position.

There are three different ways to collect fireworks:

* By speaking to the technicians at each of the sites marked by
waypoints (one of whom offers a short secondary quest.

* By speaking to Funicula and completing the Fireworks for a Steal side
quest

* By speaking to all four Chocobo Girls once you have examined a
specific type of poster that reveals the “magic words” they ask for.
Conveniently enough, a poster can be found a few steps away from
each Chocobo Girl.

In total, you can acquire up to 12 fireworks from Pyrotechnicians, seven
from Funicula, and a maximum of four (and, if you collect all of them, the
Miqo'te Dress garb) from the Chocobo Girls. We have marked all relevant
points of interest on the accompanying map.

Though you only need ten firewarks, it's easy to make a sweep of the
city to collect them all and pick up other bonuses. Funicula’s quest
is only available during the events of chapter 2-2 (see page 118, so
it's a definite priority. Speaking to the Drunk Pyrotechnician in charge
of the fireworks on Central Avenue begins a short side quest (which
we cover on page 118). This can only be completed on the evening
when it is accepted, before 01:00. Failure to do so will lead you to
miss the quest rewards. To obtain the specified tipple, speak to the
Maitre D' at Banguet of the Lord and pay the required 1,000 gil fee
Take the Bacchus's Brew back to the Drunk Pyrotechnician to obtain his
firewarks and your rewards.

Once you have a healthy stock of fireworks and have completed
related quests, return to the Fireworks Boss to make your delivery,
then speak to Director Sarzhak. To obtain the required garb. you need
to complete a side quest called “The Fighting Actress” (see page 119),
which involves participating in a special event at the Slaughterhouse.

Speak to Slaughterhouse Zoe in her booth, then complete all

three bouts to win Midnight Mauve. The first (in a colossal
‘mismatch) pits Lightning against a group of Gremlins (Bestiary page 172).
The second is similarly easy, against a single Anubys (Bestiary page
158). The third is against a Zaltys (Bestiary page 188}, a moderately
challenging opponent who will nonetheless be of no consequence if
you are following the suggested progression offered in the Walkthrough
chapter. For maximum damage, use Ice-elemental spells.

After you conclude your business at the Slaughterhouse and obtain the
garb, you should note that the performance does not begin until 03:00.
Though you can artificially advance time via an option that appears when
you speak to Director Sarzhak, it's probably better to get involved with
other activities (indeed, other regions) if you have several hours to spare.

A word of waming: advancing the story beyond this point places
Lightning in the Patron’s Palace, a dungeon populated by some
high-level enemies. If you have started with Yusnaan on your playthrough
and have yet to make meaningful progress with quests in other regions,
Lightning will almost certainly be too weak to handle the challenges that
lie ahead. You may wish to leave this final step until a later date.

When you are ready to continue, equip the Midnight Mauve garb and set
itas your default Schema (at the Customize Schemata screen, highlight it
and press ®/@), then travel to the Augur's Quarter at any point between
02:45 and 02:59. Interact with Director Sarzhak to bring this chapter of
the local storyline to a close. After the initial cutscene ends, you will
obtain the Femme Fatale weapon.

* MAIN QUESTS

* YUSNAAN



Floor 3

Floor 2

Floor 4

Floor 5
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HOHTNING AETUBNS:

2-3: A Solitary Patron ) |

You only have three hours to make your way through the large, monster-filled Patron’s Palace on first arrival, so you will need to make fairly regular
use of Chronostasis to ensure that you can reach the end before the 06:00 deadline. Should you find the going tough, you can always raise EP through
battles and teleport to another location, Don't worry too much if you need to use a few Recovery Items during the trip: there is a special merchant just

before you arrive at the final boss battle.

SIGNIFICANT ENEMY ENCOUNTERS

[ sesaveace ]

| Desdemona

| Use physical or Lightning-elementa attacks, especialy right afer Rush.

[Cyclops | Aplyas many

| skata'ne i heavy dams ttacks Guard against Heel Pm— 7
o bl is performingan acton, W - i

| Ambre Gumawmnlmmﬂm ya : _r..‘?'“.{' e "@*""—J

ziys | Usel . especially pled with a stagger Jump).

Schrodinger | Use Fire- and

S

Collect the two Statue Fragmems close to your start position in
the Palace's g; eq| for the "Rebuilding” C: t—
see page 140), raid the treasure sphere for its accessory, then head into
the center of the palace.

Make your way to lhe ballroom, where a scripted Chaos Infusxon
will balloon into Y ive. Either take th

to fight a relatively easy battle for the EP bonus, or just run straight for
the staircase on the west side of the room. From this point on, Chaos
Infusions will appear with regularity. When you reach the balcony on
floor 2, take a short detour to the adjacent staircase to collect Gold Dust
(a sale-only item worth 4,800 gil) behind the closed door before you
continue.

The journey through the second fioor is entirely straightforward
until you reach the room in the south, where you must climb
two ladders to negotiate obstacles. The Zaltys and Cyclops large-scale
enemies spawn in the main area of this chamber. These are rather easy
to deal with if you use the right strategy (Bestiary page 188 and 164), so
you could profitably top up your EP here before you move on.

You can top up your EP even further in the final room of this
floor, where the Zaltys has a high spawn frequency. If you have
no appetite for a fight here, you can alternatively sprint around the first
giant beast to appear and climb the ladder in the corridor beyond to reach
the next floor.

When you arrive at & locked door (which should be familiar from
the end of the Prologue), interact with the adjacent panel to openit.

In the next room, use the control device to remove the barrier.

On arrival at the room beyond, climb the Iadder directly to your Ief!
as you enter 'l

The next large room in line is @ Zaltys spawn point. Climb the
crates to your left to reach a short corridor and, from there, make
your way to the control panel to the southwest to remove the barrier
blocking the way forward. When you reach the junction, take a short
detour to the right to reach a treasure sphere before you continue.

Cross the room and climb the crates on the opposite side, then
follow the corridor until you reach a ladder. Smash the crates,
climb up, then empty the treasure sphere (which comams the Fmstbane
Choker, a useful
panel to remove the bamer

The last encounter on this floor is with a Palace Guard, who sells
the Potion and Phoenix Down Recovery Items. Stock up if you
need to, then continue to the waypoint to trigger a cinematic.

Make a quick trip to the dead end to the east to open a treasure
sphere that contains Libra information for the forthcoming
boss fight. You can then head west to reach a ladder that leads to
Floor 5.

When you reach the next room, climb the ladder, then follow the
obvious route to reach the control panel for the device sealing
the corridor.

In the next room to the south, you must defeat a pair of Anubys
inside a Chaos Infusion to open the door.

J| Once you reach the Patron’s Chambers, approach the table at
the waypoint marker and interact with it to trigger a cinematic.
Drop through the shaft to return to the southwest side of Floor 3,
then head east — over the crates, and up the ladder — to reach the
corridor leading north that will return you to Floor 4. Carefully prepare
your Schemata for the struggle that lies ahead (see page 214 of the
Bestiary for detailed guidance) before you interact with the ice-
covered door to advance to the conclusion of the Yusnaan main quest.

Atthe end of the battle, you will obtain the following rewards: 10,000 gil,
Maximum EP +1, HP +300, Maximum ATB +10, Strength +112 and Magic
+28. When you regain control of Lightning, grab the object on the ground
to the left of her to obtain the Ghostly Hood,  rather technical accessory
with some interesting applications (see page 232).

The open hatch just outside Snow’s room offers a shortcut to the second
floor of the Patron’s Palace, close to the Ballroom. You can then vault the
balustrade to reach the lower level, and follow the corridor to return to
the Augur's Quarter.

* MAIN QUESTS

* VUSNAAN



Immediately advancing the Wildlands main quest to the end of its second chapmr will be a priority on any playthrough, as the benefit of exploring its vast expanses
and confronting its varied monsters with the aid of a Chocobo cannot be overstated.

The Wildlands has more secondary quests than any other region, which makes it the perfect area to focus on Lightning's development during the early days of the
storyline. What's more, the Chocobo’s ability to heal her during battles will be of great benefit as you get to grips with the combat system on a first playthrough.

Completing main quest chapter 3-2 unlocks a fifth main quest that begins in the Wildiands, but actually requires visits o al four regions to completa ts very short)chapters.

The Wildlands: Grasslands & City of Ruins

et

S

e
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3-1: The Angel of Valhalla

POSSIBLE ENEMY ENCOUNTERS

NOTES IARY PAGE

Niblet Use Fire-elemental spels. Attack during Glutton fo an intant stagger 15
Meonekton Take advantage of Eerie Soundwave to stagger rapidly with elemental attacks | w o
Dryad Use Fire-elemental abilities exclusively 18

Gremlin Atck il th ey s castog 0 ke g, e i 1l ek [ m

Miniflan Use Lightning-elemental spelis. m

Rafflesia S ————" S S, m |
Goblin Dispatched quickly with ce- o Lightning-elemental abilities. 175

Vali Use Windslementlataks o plts 5 1P A0k Wi oo Y & oo DI D0 e AT ‘ 176

Hanuman Eliminate any accompanying Vali to prevent Charge. Otherwise, use Wind-lemental attacks 186
Ectopudding Use lce-elemental spel pment; ‘ 18

. Use fire-elemental abilties. During enemy attacks, either guard to prevent interrupion or double down on your offensive i

10 stagger

Reaver Use lce- and Lightning-elemental abilties. Perfect [ 19

Chocobo Eater ‘:c Light v{»‘uwa; Wind-lemental abilities or Jump to stagger. Trigger a Level 2 stagger to make subsequent staggers %

Aster Protofiorian Use alfour elements and stagger with spels. ®

On arrival in the Wildlands, a mandatory conversation at the
Monorail station directs Lightning to Canopus Farms, a small
settlement to the southeast in the main Grasslands area. Most enemies
that may appear during the journey are decidedly weak, though be
quick to run if you encounter a Reaver (Bestiary page 192) — these are
prohibitively difficult to beat at an early stage in the story.

At Canopus Farms, speak to Dr. Gysahl, then converse with all
NPCs marked with the usual conversation icon. After gathering
the required information, you will now have a new quest marker in the
northeast of the Grasslands area.

From Canopus Farms, head east, then follow the path leading

north. A conversation with two Chocobo riders from Jagd Village
during the journey will provide you with additional information on your
specific destination: the City of Ruins.

When you reach a large green monster looming over a stricken
Chocobo, consult page 196 of the Bestiary for advice on how to
prepare your Schemata, and save your progress before you leap into the
fray. The Chocobo Eater is one of the most powerful enemies in the entire
game world, but this specimen has been severely weakened. Once the
Chocobo Eater falls, retum to Dr. Gysahl at Canopus Farms. After the
cinematic interlude, speak to him, then interact with the Chocabo to feed
him the Gysahl Greens.




THE WILDLANDS



3-2: Healing an Angel

This main story chapter potentially encompasses several side quests,
all of which contribute to the process of restoring the Chocobo to
the second of three healing stages. Our focus here is get your Chocobo up,
running and eventually gliding with a minimum of effort and expenditure.

Though Ci to hear their thoughts,
specific individuals contribute items required to advance the quest. The
Hunter Chief just outside the main settlement entrance will give Lightning
a Chocobull. Sarala, the young woman attending to the nearby farmland,
will offer Gysahl Greens. The Innkeeper on the east side of the settlement
provides the gift of Fuzzy Sheep Milk. Return to the Chocobo with these
three items, and feed each one to him via the “Give to him” option.

Head to the path that leads to Jagd Woods to the southwest. Speak
to the Hunter Hopeful at the entrance (he's riding a Chocobo), and
you should — if you have battled through encounters with at least six
Miniflan so far — be able to complete a short side quest called “The Right
Stuff” (see page 125) immediately. If not, scour the surrounding area
to meet these foes until you have the necessary items. One of the final
rewards is the Mystical Meal item. Though you can heal the Chocobo by
other means, feeding him this additional item will enable you to restore
him to riding fitness, and enjoy his assistance in battles. Do this now.

Ride your Chocobo to Jagd Village and speak with Nadia to begin
he “Chocobo Cheer” side quest (see page 125). Nadia wil tell
you about Yeul's Flowers, special blooms with medicinal properties that
Chocobos must eat directly at their point of growth. Take your Chocobo
to the Yeul's Flower in the north of Jagd Woods (see map) and interact
with it. You can then ride to the Yeul's Flower in the City of Ruins and a
third a short way to the west of Aryas Village to restore your Chocobo
to the second healing stage — and advance the story to the next chapter.

Advancing your Chocobo to the third healing level is certainly useful, but

it's not really a priority for the main storyline. If you can wait 24 hours

for the Yeul's Flowers to regrow, that is certainly the cheapest way to

complete the healing process. You could also feed it the Creamy Sheep

Milk and Fuzzy Sheep Milk items obtained as quest rewards in Aryas o wain auests
Village — these have no other function.

CHOCOBO HEALING STAGES

iding possible

2| Gliding possible

3 | Maximum batte stiength 40

CHOCOBO HEALING ITEMS

HEALI

POINTS PUIES

Can be grown at Canopus Farms on
| completion of the A Father's Request” side

quest. Not practical for rapid healing of your
Chocobo on a first playthrough, but they can

be stockpiled for easy healing on a New ‘
Gamer playthrough. Eight units are required

for two Canvas of Prayers quests

Fuzzy Sheep Milk

| Ateward for the "Round Em Up” sde quest
| Creamy Sheep Milk 40| (see page 129)in Aryas Vilage. Again, has no
| other purpose.

[ Conto reate by Cardsia .o Vil
‘ Chocabul « | nestange for Chosoborel

the “Emergency

Sweels 16, R

Treatment” Canvas quest.

Can be grown in the small pot nside Moogle

— 40| Villsgeon completionof the “Peace and Quiet,
| Kupo” side quest (see page 123). One unit

‘ vequired for a Canvas of Prayers quest.

Tantal Greens 40

Tiwo urits are obtained as rewards on
completion of the “The Right Stuff” and “A
Taste of the Past” side quests (see page 127);
an also be created by Chef Aryas for Vibrant
Ooze x3 and Moonsou! Bloom xB. One unit
required to complete the "Moogle Gourmand”
Canvas quest (see page 142).

Mystical Meal @

Animal Potion 50

Unlocked as a healing item after you sart the
‘ | “Chocobo Cheer” side quest in Jagd Vilage
3 (see page 125). These grow in four locations,
Youls Aot 9. ‘ and are used solely to heal your Chocobo.
Once consumed, they grow back after 24
‘ in-game hours.
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Rocky Crag, Poltae & Temple of the Goddess

War's Cage: Lower Level



3-3: Where Chaos Sleeps

Having restored the Chocobo to a sufficient level of fitness, its

gliding ability will enable you to explore every last patch of the
Wildlands. This means that you can finally navigate the Rocky Crag
area to reach Poltae, a settlement in the shadow of the Temple of the
Goddess.

Before you resolve to complete chapter 3-3 immediately, a warning:
while a visit to Poltae presents no challenge, the Temple of the
Goddess is populated by some fairly high-level adversaries, and the
monster spawn rate is fierce. You also fight without the assistance
of your Chocobo, and Lightning is handicapped by a steady HP
drain. Moreover, the adversary that lies at the heart of the temple
may prove prohibitively difficult to defeat if Lightning isn't suitably
prepared. However, there is no harm in grinding your way through
the temple itself with a relatively underprepared Lightning, if you
feel confident, as this will enable you to collect noteworthy items
(including a full set of third-tier elemental spells). Negotiating the
ruined floors to reach the top level actually creates a shortcut to the
final boss encounter just inside the main entrance, so it certainly
won't be a wasted journey.

Before you begin, speak to Professor Lathom close to Poltae’s
Inn. His quest (“The Grail of Valhalla” — see page 130) involves
interacting with two specific objects within the temple, so it makes
sense to complete his objectives at the same time.

Travel to the waypoint at the top of the sloped path on the west
side of Poltae to trigger a cutscene. Speak to the Man Awaiting
the End after this ends, then follow the annotated screenshots to jump
and glide to the waypoint marker.

From the top of the slope, jump and glide over to the rock
formation to the north, then hop up onto the rooftop.

Jump and glide over to the rooftop, then jump to the rocky
platform.

HIGHTNING RETUENG.

Finally, make the short jump and glide to the next elevated
platform.

After the cutscene, Lightning will automatically dismount. Make &
quick (optional) detour along the path to the southeast to collect the
Beggar's Beads accessory from the treasure sphere, then retum and climb the
ladder. Coss the Bridge of Faith and ascend the stairs untila cinematic begis.

POSSIBLE ENEMY ENCOUNTERS

BESTIARY
PAGE
Hanuman | pjways eliminate the Vai fst - the Hanuman s -
i efectvely a tank. Use Wind-elemental atacks. =
Encountered in pairs, ther Fie-elemental attacks can |
be devastating. Equipthe Flamebane Chaker on your
Ectopudding | primary guard Schema if you have t. The Watergod 184
Braceletwill augment your attack power against
these foes. |
More a gind than threat n earlydays, and an
Meanekton | ielevance thereafter. Take advantage of Eeie 159
Soundwave to stagger rapicly with elemental attacks
A good excuss o test the iraga Ly2 spalfound in
Dryad the Hallof Avarice justbefore you each thei primary | 162
spawn area
" A fied enemy that serves as  sub-boss. Does not
| ocouras a andom spawn, Use all four elementsand | 208
Protoflorian
stagger with spells
Afixed enemy that seives as a sut-boss. Does ot
peaver | 000Ur 8 random spawn. Usa ce-and Uighting- D

elemental abilities. Perfect Guards are critical to
reduce damage taken and can also stagger

Lightning begins at the center of the basement level. Run to the north

1o find a treasure sphere containing Ruinga Lv.2, then move to the
west and climb the slope that leads to the Hall of Avarice to the south. For
future reference, you can reach the exit to the Temple of the Goddess by
jumping to the platform on the left as you're going up the slope, as shown
with a broken line on the accompanying screenshot.
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Follow the corridor until a cinematic begins. Jump to the upper
B/ evel via the temporary platforms, then continue northwest along
the balcony until you reach a second Yeul. She will cor

jure up a set of
access to the balcony. These disappear

leading to the opposite balcony. Cross over, and make a quick detour to

the southeast to reach a treasu

then retrace your steps

This corridor tends to pit

to prepa

sphere containing Firaga Lv.2. You can
ind head through the doorway in the northwest.

so take

ing against Ectopuddings in pai

LIGHTNING RETURNS.

When you reach War's Cage: Middle Level, speak to Yeul on her
slightly raised vantage point on the west side of the room to
trigger the appearance of platform:

mporary pla

zaga Lv.2

oug!

L) the n
sphere is worth your while. C stone platform bel
sphere, then — carefully! — retur to Yeul and interact with her again to
refresh the route to the upper floor, Jump to the balcony at the top and
go through the doorway.
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Ectopuddin corridor in pairs.

of Rebirt

treasure sph

Libra notes for the boss that a

o] When the battle ends, climb the stone rubble to reach the next
walled-off section of the chamber and speak with Yeu! to create
two platforms that provide access to the balcony. Follow the short
corridor beyond until a cinematic begins

When this ends, cross t
taki optional detour
Thundaga u wish, as pictured he
drop into the adjacent room and retrace your steps, which is no great
hardship. After that, follow the corridors unti each War's Cage
Highest Level

v.2)ify

you

Though this is not mandatory, you can interact with the plaque in
the northwest of War's Cage: Highest Level to obtain the Chaos
Glyphs quest item. If you have both Giyph items, you're now ready to
begin the second stage of “The Grail of Valhalla™ side quest (page 130)

when you return to the world ou
Now identify the ramp shown on the accompa screenshot, then

follow the ascending, counterclockwise path u

Though far from mandatory, you can ignore Yeul for now and
follow the route shown on the next screenshot with a broken
line to reach two treasure spheres. These contain Elementa Lv.2
and the Tri-Point Coronet. Be extremely careful on the narrow path:
enemies can and w all may take you all the way to
the first room of t

vill spawn, and a

LIGHTNING RETURNS.

e plundered the

Aeroga Lv.2) before tt disappears

E Head for the next Yeul when you emerge from the short corridor
and interact with her to trigger a trio of platforms. These
disappear fairly rapidly, and it's a long way down, so be quick and
composed with each jump

Like the Aster Protofiorian

bility to face the temple’s fin:
memory alone, you're probably over-qualified. If no
they're muttering behind their hands and
direction. Speak to Yeul in the next room to create a route to the balcony
and, from there, follow the carridor to reach a cinematic

the jury is out, a
casting dark glances in yo

A final iteration of Yeul will enable you to cross the room. You
can make a quick detour to open the treasure sphere containing
Element Lv.2, but the rest of the path is entirely linear

@ Be careful to stop and prepare before you reach the corridor that
takes you to the final room: the cinematic leading into the boss
fight begins automatically. Consult page 216 of the Bestiary to configure
an optimal Schemata setup, and gain an understanding of the challenges
you will face in the fight against Caius.

If you don't wish to (or cannot) fight Caius just yet, backtrack and drop
through the War's Cage floors to reach the exit. The Yeul that appears
at the entrance here provides a shortcut straight to the corridor before
Caius, 50 you could potentially leav
Recovery Items if your supplies are li

Yo

wards for beating Caius are HP +120
Strength 456, Magic +126 and Recovery Item Capacity +1. When pl
resumes, pick up the item directly ahead of you on the Bridge of Faith
This is Chaos's Revenge, a weapon that should offer players a huge boost
on one Schema due to its sold stats and extremely useful Quick Stagger
auto-ability







5-1: Father and Son

Though this main quest begins i the Wildlands, it actually requires visits
to all four regions. The quest officially starts at the Crash Site in the
north of Eremite Plains when you speak with Sazh. However, you must
complete the chapter 3-2 main quest “Healing an Angel” (see page 83)
before you can use your Chocobo's gliding ability to reach him

Once you have all of the Soul Fragments, return to Sazh at the Crash Site
to conclude this storyline. Your rewards are 5,000 gil, the Afro & Yellow
Chick and Dajh’s Patch adornments, Maximum EP +1 and Recovery ltem
Capacity +1

5-2: Follow
the Chocobo Chick

After the conversation with Sazh, follow the Chocobo chick to find a new
treasure sphere outside. Open this to acquire the Fragment of Mischief
quest item, and trigger a cinematic. The tutorial that follows will explain
how you need to collect a further four of Dajh's Soul Fragments and
them to Sazh

HGHTNING RETY

5-3: Wishes on a Canvas

To complete this chapter, speak to Chocolina and accept the “Key to Her
Heart” Canvas quest. The Beloved's Gift quest item is found in a treasure
nere in the Wildlands, at the start of the highway situated southwest of
Aryas Village. Return this to Chocolina to obtain the Fragment of Smiles.

5-4: What Soul
Seed Traders Want

To complete this portion of the story, you must have completed the
‘Soul Seeds” side quest (see page 107), and have the Moogle Fragment

obtained by finishing “Peace and Quiet, Kupo” (see page

Speak to any Soul Seed trader, sell your seed(s), then select “Yes" at
the prompt to hand over the Moogle Fragment to obtain the Fragment
of Radiance.

5-5: Battle's Bounty

Visit the Slaughterhouse in Yusnaan at any time from 19:00 to 03:00
and speak to Slaughterhouse Zoe in the booth to the right of the gate.
When the prompt appears, agree to participate in the special matc
fight for the Fragment of Courage. The bout is fought against the Zaltys
Brimstone, a (functionally identical) version of the Zaltys large-scale
enemy (Bestiary page 188).

5-8: Beyond the Sandstorm

Even before you are ready to embark on productive stays in the Dead
Dunes, you can visit the region to collect the Fragment of Kindness at
almost any time in the story.

Unless you have already done so, you will need to dispel the storm

raging at the entrance of the Oasis Lighthouse area with a

Pilgrim's Crux. If this is your first meaningful visit to the Dead

Dunes, you can pick up one of these just before you reach

the Dry Floodlands area to the south. Use this at the
altar to the left of the sandstorm.

After preparing your Schemata (turn to page
178 of the Bestiary for assistance), quickly
run over and strike Cactair to begin an
unusual battle. Be careful not to use

any abilities imbued with the Ice
element: these will heal the creature
instantly. When you defeat it, you

obtain the Fragment of Kindness
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o THE DEAD DUNES

Though perhaps no more demanding than the Wildlands in terms of the ferocity of its monster denizens, exploring The Dead Dunes and the maze of corridors that
‘make up the underground ruins in 4-3 and 4-4 is a serious undertaking. On a first playthrough, weathering the labyrinth’s high monster spawn rate is far easier once
you have obtained experience, abilities and stat boosts by completing main quests and secondary activities in the other regions.

Should you choose to visit the Dead Dunes to simply explore, take in the sights and plunder treasure spheres, a word of advice: take the time to complete chapters
4-1.and 4-2 beforehand. This should take no more than fifteen minutes, and will provide you with an ally who will be of great assistance.

THE DEAD DUNES

Lizards

Before we begin, an i rds during your journeys through the Dead Dunes, have Lig
them. These will drop either a Lmrd Tail or an Unappraised item. The former is required in large numbers for a handful /SOt
to start accumulating them immediately. The latter objects can be identified once you have completed the “Tool of the Tr uest (see page 132). P
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4-1: Bandits of the Desert

POSSIBLE ENEMY ENCOUNTERS

Use Wind-elemental abiltes to stagger; induce a weakness with Imperilto increase damage. Guard with Passion Rouge

HRHTNING RETYONS:

‘ Goblet against Belch to avoid multiple ailments. L
| Cactuar ’ ‘Succumbs quickly o Fire-elemental attacks: = ]
Gorgonopsid Exploitthe enemy's Ice-elemental waakness to defeat it quickly, Otherwise, Perfact Guard against Megabite to stagger
Used ib-boss in this ch but common Giant's Sandbox. g,
resex taggered. Use Wind-clom Baat Down 0 achieve this a5 5000 3 possile L
i [ i oemy fete rE—
i | cost, multple-it abiies. & R
e Use Wind-elemental abiltiesor Jump to stagger. P fulto deplete the enemy’s health after the first stagger. W
Consider Potions imperi g

If this is your first real visit to the Dead Dunes, there are a handful
of steps that you can complete during your journey to Ruffian that
will save time later. This should take little more than ten minutes. First,
activate the Cactuar Statue outside the Dead Dunes Station to create
your first teleport waypoint.

Head directly north and activate the Cactuar Statue outside the
Temple Ruins North Gate.

Repeat this with the Cactuar Statue in the Near God's Wrath area.

Head west to find a special item called a Pilgrim's Crux.

Activate the Dry Floodlands Cactuar Statue to the north.

E] Make your way to the northeast and interact with the monument
to the left of the storm, then fight Cactair (Bestiary page 178)

if you want to complete the requirements for main quest chapter 5-6
(see page 91}

Loot the treasure spheres in the Oasis Lighthouse area just
beyond. You should also look for three shimmering points of
interactivity. These are units of Bhakti's Oil, required for a side quest,
and collecting all three here satisfies the quest conditions, removing the
need to search elsewhere.

Continue your journey until you reach the shining object that you
can collect at the position shown on the accompanying map: this is
the Loupe, an item that will enable you to complete a side quest on arrival
in Ruffian (see page 132), which you can reach via the path to the south.
__l Speak to Adonis in the corridor to the north after entering the

interior area at Ruffian. After the initial conversation, speak to
him again and agree to take the trial

4-2: Aspiring Bandit

Activate and use the Cactuar Statue outside Ruffian to teleport to
the Near God's Wrath location in the south.

Defeat the Gurangatch at the waypoint marker. Lightning will
automatically use the Pilgrim’s Crux on the monument to remove
the artificial sandstorm in the cinematic that follows.

Return to Ruffian and speak to Adonis to advance the story... and
acquire a powerful new ally for the forthcoming challenges in the
Dead Dunes. Chapter 4-2 ends with Fang joining Lightning for the next
three (substantially longer) chapters of the regional storyline.

|| Head to the waypoint marker in the far northeast of the Giant's
Sandbox area and enter the tunnel to reach the Temple Ruins.
Speak to the bandit to the left of the portcullis to open the way forward.
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4-3: Where the Clavis Lies

POSSIBLE ENEMY ENCOUNTERS

LIGHTNING R NS,

| Goblot Use Wind-elemental abities t stagger. 15

e s g e | ]

Schrodinger Use fire- and Wind-lemental spells ftr appying peri. | 16

Gaunt Use Lightaing: =l i )
“faed” enemy only - Use Jump o stagger Poison i useful to

Eatth Eater deplete the enemy’s health after e first stagger. L

Gurangatch “fied” enemy only el Do agger C T ‘

After speaking to the bandit to open the portcullis, follow the
corridor until you reach the Cactuar Statue, then activate it to
unlock the Chamber of Dusk teleport location.

Press forward and open the treasure sphere before you drop
through the opening to reach the next floor level.

As soon as Lightning reaches Floor 2, there is a quick tutorial on
the timed doors that appear in the Temple Ruins. To recap, timed
doors automatically open or close every hour. Open doors are green
on the main map and mini-map; closed doors are red. Every time the
minute hand reaches 12, all timed doors in the underground ruins change
state, from open to closed and vice versa. In practical terms, this feature
doesn't really affect your progression in the main quest objectives. The
only real complication is picking up all collectibles.

Two useful tips: there are stone slabs close to each timed door. Examine
these, and the timed door will permanently appear on both your main
map and mini-map as an icon that reflects its current state. Additionally,
if you constantly use Chronostasis to freeze time whenever you are in
the Temple Ruins, there is a simple trick that will enable you to be extra-
efficient in your progress through the floor levels. As all timed doors
change state on the hour, every hour, try to complete all steps up to the
conclusion of chapter 4-4 during an hour with an even number (let’s say
14:00). You can then return later to clear out the dungeon on an odd-
numbered hour (for example, 01:00), where all timed doors closed during
your first visit will be open.

Here you will encounter a special feature exclusive to specific
areas of the Dead Dunes underground areas: skeletal statues.
Draw Lightning’s sword and smash these whenever you encounter them.
In most instances, they will usually drop an object: either an Unappraised
Item that you can convert by speaking with Elmer in Ruffian after you
complete the “Tool of the Trade” side quest (see page 132), or a Yellowed
Skull. You need to pick up 28 of the latter in total to complete all three
“Pride and Greed" collection quests (see page 146). Occasionally, striking
one will trigger an automatic battle with a Skeleton.

Collect whichever treasure spheres are available at your time of
day, then drop through the opening to reach the next level down.

There is @ “fixed” Earth Eater positioned in the area just to
the east. If you arrive at an even-number hour, and fancy your
chances, it's possible to approach it via the southeast doorway and
secure a “Great" battle start by striking this behemoth from behind
However, you may also prefer to leave these treasure spheres until later;
the Warding Talisman (Resist Curse) and White Strap (Resist Fog) are not
priorities at this stage.

You will now encounter another feature of the Temple Ruins:
triggered doors. To open these, you must find a device adorned
with the corresponding symbol. Activate the device to open the nearby
door. Follow the corridor, smashing the skeleton statues that you pass,

Interact with the Cactuar Statue to unlock the Sacred Gate
teleport destination, then examine the door marked by a waypoint
to the north. Now backtrack to the Chamber of Flame and follow the

corridor to the south.
Once you reach the Sacred Grove, collect the Pilgrim’s Crux, then
use it to unlock the door to the north. This opens a route between
the Temple Ruins North Gate entrance and this floor of the labyrinth.

Visit the room to the northwest to collect a Pilgrim’s Crux and, if
you followed our advice to pick up the three Bhakti's Oil collectibles
from the Oasis Lighthouse area earlier, complete the “The Life of a
Machine” side quest (see page 134). This will provide you with another
Pilgrim’s Crux in addition to other rewards, and requires no additional
exploration or combat. When you're done, take the corridor to the south.

Activate the nearby device to open a triggered door to the south.
This unlocks the route into the deeper floor levels. For now,
though, head north.

Interact with the device at the center of the gallery room. To
complete your new objective, you actually need to leave the
Temple Ruins for a time. Backtrack to the Cactuar Statue and teleport to
any one of the three Shrine locations in the Dry Floodlands, Grave of the
Colossi or Atomos’s Sands areas.

* MAIN QUESTS
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Temple Ruins:
Floor 3

4-4: Murals of the Gods

Once you reach the first Gallery in the Temple Ruins, you must
leave the underground labyrinth to visit three specific Dead Dunes
destinations. These Shrines are essentially long corridors that lead first
to a doorway that must be opened with a Pilgrim’s Crux, and then to a
room where a special Tablet can be collected.

After you collect each Tablet, the return journey is spiced up by the
appearance of skeletal statues that you can (and should) smash to gather
collectibles — or deal with a Skeleton ambush.

Before or after you visit the three Shrines, take the time to return
to Ruffian. Completing chapter 4-3 triggers the arrival of many
new faces in the settlement, plus a new Outfitters, Forge and Sorcery
Shop. If you do not have the required three Pilgrim's Crux keys for each
Shrine and have no desire to explore to find others, you can buy them
from the Crux Hunter in the main hall at Ruffian.

Once you have all three Tablets, use a Cactuar Statue to teleport back to
the Sacred Gate destination

B

1
|
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When you retum to the third fioor of the Temple Ruins from
collecting all three tablets, head back to the gallery room that
you visited during step Interact with the pedestal to view the first
mural. When the cutscene ends, collect the Crux Body from close to the
room’s entrance, and go through the triggered door to the south (which
you opened during step E3).

A warning: this area of your current floor (and the two beneath
it) becomes a maddening warren if you do not approach it
with a degree of consideration. Our walkthrough here focuses purely
on presenting the most sensible route to the second mural, without
worrying about most treasure spheres or other such complications. We
advise that you return to pick the corridors clean of collectibles later. For
now, eliminate the Gurangatch blocking the west corridor, then follow
the passageway.

When you reach the hole marked here, drop down to the lower
level

THROUSH

+ MAINQUESTS

DEGUESES

THE DEAD
DUNES






Head west to activate the Golden Chamber teleport position by
interacting with the Cactuar Statue, then take a deep breath and
head south to fight the Earth Eater blocking the route to the floor below.
When the battle ends, collect the Pilgrim's Crux and drop through the
hole to reach the bottom floor.

On Floor 5, head straight for the device to open the triggered door
in the large chamber to the west. While you can use the newly
opened path to reach the mural, we suggest a slightly longer route to
deal with a few other things first. Climb the ladder to reach an otherwise
inaccessible area of Floor 4.

Speak to Nolan to formally begin the “What Rough Beast
Slouches” side quest (see page 135), pick up the nearby
collectibles, then climb the steps to hop over the fence.

You can now unseal the door to the northwest with a Pilgrim's
Crux. This opens the path between the Temple Ruins South Gate

4-5: The Holy Clavis

Completing chapter 4-5 will cause Fang to leave Lightning’s side
Dead Dunesally, which puts y i

if you have yet to complete certain secondary quests, or if you intend to

hunt the powerful Earth Eater to extinction. That said, the rewards for

bringing the Dead Dunes story to its conclusion are fairly notewaorthy.

To face the final boss battle, interact with the door just north of the
Sacred Gate teleport location. Once inside, organize and optimize your
Schemata for the forthcoming battle (see page 168), then head north to
the waypoint and interact with the decorative clock.

HOHTNING RETUONS:

and this position but, more importantly, provides access to the Ruins
South Gate teleport destination via the Cactuar Statue just outside.
Activate this incredibly useful shortcut immediately.

To conclude the most demanding part of this chapter, head to the gallery
to the east.

Use a Tablet with the device to view the mural. Collect the Crux
Tip from in front of the entrance once the cutscene ends.

The final step of chapter 4-4 is o retum to the Sacred Gate; you can
obviously use the Ruins South Gate Cactuar Statue to teleport there.

Head to the waypoint marker via the newly opened corridor to
reach a room where you can use the final Tablet to view a third
mural. Collect the Crux Base after the cutscene, and the parts collected
50 far will be automatically assembled to form the Saint’s Crux: the key
to the final battle of the Dead Dunes storyline.

After the battle and its closing cinematic, you obtain your rewards: HP
+540, Maximum ATB +10, Strength +28, Magic +56 and Recovery Item
Capacity +1. Examine the item to the left of Lightning when you regain
control to acquire the Preta Hood: a specialist accessory that you might
not see a need for now, but which proves useful for strategies against
certain unique opponents.

For a little additional story information, you can speak to Fang before
you depart.

* MAIN QUESTS
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E FINAL DAY

The concluding chapter of Lightning Returns begins once you complete all five of the main quests, and reach the end of your available days. One
important detail to note is that there is no passage of time in this final section of the adventure — and, therefore, no penalty for the use of Escape, or a
need to manage your minutes with Chronostasis. This means that you can simply abandon fights that go awry, and invest more EP in abilities that enable
you to secure clean victories (particularly Overclock).

The Final Day can be a real shock to the system at first, with a new batch of enemies exclusive to this closing dungeon. As you adapt your strategies and
equipment to suit each scenario, though, you will soon find that it isn't actually as brutal as it might initially seem. In the event that you simply cannot
cope with the denizens of this area, refer to the Bestiary for assistance.

When you gain control of Lightning on the Ark after watching the opening Final Day cinematics, open the treasure box to gain five Silver Malistones,
then speak to Mog if you need to shop with him, Use the Warp Device, then confirm that you wish to begin the Final Day when the prompt appears.

Holy District & Luxerion Cathedral [

If you have completed a high number

of quests by the end of Day 12, you will
unlock a special 14th day, occurring
between Day 12 and the Final Day. The
Uttimate Lair is available for exploration
in the Dead Dunes during this extra day.
For information and guidance on this
optional challenge, see page 65.



LIGHTNING RETURNS.

BESTIARY PAGE

Anubys B i £OsY Bt b
Cathedral Seatry Jse the Tha 2 enemies. Area-of-effoct abilities can launch rather sasily. 20
Neela Wea t 7
Wendigo K to Fire-elemental abilities. 1
Sugriva ? ’ ° acenmp o Bt PR e 87
Set i swipes 1 stagger oftake it ot quickly with buffed physical attacks 158
Use physica attacks for damage, and elemental atiacks while it is casting o build Stagger Powe. Faith Feeder and the Preta
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ttute your safety net against Wings of Judgm
Overclock aggressively. especially after you induce a weakness to lce-efemental abilites with Imparil. Posan i very effective if
Chimera . 166
persistently rfreshod. Use Jump setups (see page 281) to stagger

You can shop with four merchants at Cathedral Plaza, though you
should ideally be well prepared already. If you climb the ladder to
reach the top of the scaffold just beyond the first two salesmen, you will

The Anubys monster variety, now

s maximurn strength, appears
in twos or even threes outside the cathedral. Fights against trios
can be a little unpleasant, so feel free to press on to the cathedral
also find an Adventuring Essentials vendor. He sells Libra information for Approach the sentries at the closed doors to trigger a cutscene and, after
enemies unique to the Final Day. You might al Sentries (Bestiary page 210).

available for the usual negligib!
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In the corridors beneath the cathedral, you have a host of new
opponents to deal with. The Neela, Wendigo and Set enemy
varieties are moderately challenging, while an encounter involving a
Sugriva can be a slog unless you use an efficient strategy. The Arcangeli
can be something of a wake-up call for players who are ill-prepared
Refer to the Possible Enemy Encounters table for help.

There are three treasure spheres to loot in dead ends during the
(otherwise linear) journey to God's Sanctum to the east

GOD'sS SANCTUM

Q’Eﬂmdo@l

On arrival at the room highlighted by a waypoint marker, you will
find Fang fighting a Chimera. Prepare your Schemata (Bestiary
page 166}, then dive into the fray.

Once the battle ends, Fang joins the party and will fight alongside
Lightning.... but only until just after you open the door marked by the
same waypoint as before. You can use this advantage to farm the
Arcangeli, Neela, Wendigo and Sugriva to near-extinction in your
current area, though you cannot face their Last Ones until a little later.
The Set enemy variety is just like the Anubys: it has no Last One, and
is functionally boundless. That said, the ease of fighting them means
that you can always profitably farm them for EP, gil and their item drops.
When you are ready to move on, interact with the door at the waypoint
marker to continue. Keep the pad close to hand, as a quick battle with
two enemies of the Set enemy variety begins directly after the cinematic.



fter a sequence of momentous story developments, play
resumes in the God's Sanctum area. Take a few steps down the
stairs, and a cutscene will show the arrival of Mog. After this, a brief
explanation of the Four Trials and Door to Creation will appear. If you are
in any doubt: it categorically, absolutely makes sense to complete the
Four Trials before you open the Door to Creation.

Mog, positioned to the left of the Door to Creation, offers a small
selection of staple Recovery Items at their standard prices. You can also
use the Synthesize Abilities option to take advantage of all the features
you would expect of a standard Sorcery Shop. Once you have availed
yourself of his services, you should start on the Four Trials.

The doors to the northwest, northeast, southwest and southeast of
the God's Sanctum area all lead to linear routes where you fight three
preset battles (and either engage or avoid random monster spawns)
in order to reach a treasure sphere containing an advanced elemental
spell. Completing the Four Trials leads to the additional reward of the
Ultima Weapon and Ultima Shield. There are a few details of note that
you should know:

« First things first: you can only have one Trial in progress at once. After
Yyou commit to opening a door, you either see the challenge through
to its conclusion, or reload a prior save to try another. However, as
you can leave and shop with Mog for Recovery Items at any time, or
farm the uncomplicated Set enemy type for EP, it's actually possible to
complete all of them with a “brute force” approach.

= Each linear pathway has three potential fixed enemy encounters (one
per main room) and random monster spawns in the corridors between
the main rooms. The monsters that spawn are purely optional: your
only priority s to defeat enemies that block closed doors.

In the event that you have already eliminated a species appearing in
afixed encounter and defeated its Last One earlier in the adventure,
you obtain a bye, and the right to stroll through that door with a
satisfied smile.

.

After all three mandatory encounters are over, you can reach the end
of the lingar route and open a treasure sphere to acquire an ability.
After appropriating a reward from the sphere, leap over the nearty
balcony to return to the main God's Sanctum hub.

« Complete all Trials, and you can claim the Ultima Weapon and Ultima
Shield at the center of God's Sanctum.

Altar of Judgment:

» Apocalyptic Vista: Oerba (FXIII & FFXIIl-2)

« Ability: Chill

« Fixed Encounter #1: Arcangeli x2 (Bestiary page 163)
« Fixed Encounter #2: Goblin x5 (Bestiary page 175)

« Fixed Encounter #3: Zomok (Bestiary page 190)

Altar of Birth:

* Apocalyptic Vista: Valhalla (FFXIII-2)

« Ability: Tornado

* Fixed Encounter #1: Set x2 (Bestiary page 158)

« Fixed Encounter #2: Goblot x10 (Bestiary page 157)
« Fixed Encounter #3: Cyclops (Bestiary page 164)

Altar of Salvation:

 Apocalyptic Vista: Hanging Edge (FFXIIl)

* Ability: Flare

* Fixed Encounter #1: Meonekton x2 (Bestiary page 159)
 Fixed Encounter #2: Gremlin B (Bestiary page 172)

* Fixed Encounter #3: Chimera (Bestiary page 166)

Altar of Atonement:

« Apocalypic Vista: Eden (FFXII)
« Ability: Surge

« Fixed Encounter #1: Sugriva x1, Neela x3 and Wendigo x3 (Bestiary
page 177 & 187)

 Fixed Encounter #2: Ectopudding x2 (Bestiary page 184)
« Fixed Encounter #3: Earth Eater (Bestiary page 198)

Before you even approach the Door to Creation leading to the
final battle, a few words to the wise. The monsters exclusive to
the Final Day — the Sugriva, Neela and Wendigo that all belong to the
same taxonomy (with a single Last One for all three), the Arcangeli, and
the Chimera — must be eliminated, and their Last Ones slain, in order to
complete the (otherwise impossible) “Last One Standing” side quest on
a New Game+ playthrough.

When you are ready to continue, consult page 218 of the Bestiary for
guidance on your battle strategy and setup. Though the final boss battle
tends to start promisingly, it can become incomprehensibly difficult
when you reach its fourth stage without appropriate preparation and
strategies. For gifted players, this can be a demanding (and frustrating)

* MAIN QUESTS

twenty-minute grind. With the same players granted the advantage of * THEFINALDAY

insider knowledge, the confrontation can become much shorter and less
complicated — and, with practice, fast no more than a few minutes.

The final boss has three potential item drops, but the most attractive of
these — the Double Deity, a double-bladed weapon (see page 229) — has
amere 5% drop rate. If you want this reward, you will need to equip the
Beggar's Beads accessory into your Schemata build and ensure that you
make a separate save to try again in the (very likely) event of failure.
Completing the story for the first time unlocks the New Game+ game mode
and the Hard difficulty level, plus a whole new level of potential ability
and (entirely new) equipment upgrades. Consult the Extras chapter (see
page 314) to weigh up your options for a second playthrough.

You may have seen the storyline to its conclusion, but until you have
stood at the threshold to the Door of Creation on Hard and thought. ..

“This shouldn't take any more than five minutes!”

..then you really haven't finished the game yet.

The Crystal of A

In the event that you reach the Door to Creation with an
extremely low-level Lightning, and cannot beat the final boss,
you have the option to return to the chamber and use a new
device available next to Mog: the Crystal of Atonement. This
enables you to return to Day 1 on the Ark with Lightning’s
abilities and inventory (with the exception of most Key Items)
intact, but with monster populations and quests reset.
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Unlike previous. eplsodes in the Final Fantasy X! trilogy wf\sre side quests were generally served as
entremets, diverting mouthfuls subordinate to the central storyline meal, your success in Lightning

_ Retums is actually determined by how you consume its vast range of secondary objectives. Not only
~ do side quests contribute more attribute boosts in total than main quests and Canvas of Prayers
quasls combined, your progress in these tasks can enable Lightning to unlock one additional day
n. featuring an (entirely optional) unlockable dungeon with a host of special challenges and rewards.

Though your progress in main quest chapters e/snainlv drives the story forward in more direct and
appreciable ways, you will spend the vast majority of your time in Nova Chrysalia solving problems
and granting wishes for surviving residents in the four regions of this dying world. The purpose of
this chapter is to document all of these unique storylines, from their basic requirements to final
 rewards, which we have arranged in the order that mast players might expect to encounter them.

'ou can certainly use this chapter on its own as a source of occasional reference, should you wish,
but we would strongly suggest that first-time players consult the companion Walkthrough chapter
to learn how to judiciously group specific tasks, obtain advance warning to avoid failing quests with
time or condition constraints, and cut down on needless travel time.
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From 21:00t0 2345
on Day 1 only

Scholar Glasses

accumulate and doliver
Lighting tofail the quest and forgo it rewards.

« This is the opening quest on Day 1, and is covered in the Main Quests chaptar (soe page 71). Though unfkely,faifing to
a sufficient number of clues and witness statements to the Inquisitor before 23.45 will cause



HONTNING RETYONS:

YAk WHERE ARE YOU, HOLMES? NORTH STATION PLAZA
D Wattroush

From 21:00 to 06:00 * Talk to Thorton at the entrance of the North Station, then speak to
on Day 1 only Holmes on the west side of the plaza outside North Station.

 Lead Holmes to Thorton inside the station, then interact with the latter
g “Whither Faith*

you should complete it as soon as Thorton appears, MAIN QU
I8 0 + SIDEQUESTS

9 Railworker's Cap,
Railworker's Beret

-
% % THE THING SHE'S LOST NORTH STATION PLAZA & OLD TOWN

Complete chapter 12 = Speak to Dole: she'sthe it gir o the ightof the entrance to North

o b ekt Staton. On Day 1, she will not appear il you have completed chapter

oo 1-2of Luserion's main quest

subsequent deys .

Town,
10 the southeast, Colet it from the boxes found in fron of the Forge,
3 3 then eturn to her to collect your reward,
00

« As 2 point o interest, you can find a Red Carbuncie Doll by the south
wall of the Inn outside North Station. Collecting and deiivering this
plush toy to Dalce instead of the Green Carbuncle Doll will cause her
10 become hysterical, leading to th failure of the quest and loss of al

potential rewards.
-
Y& F SOUL SEEDS ARCADE
| wsiabiiy | ot
After main quest * Speak to Eail}i in the Arcade district (you will see him standing by a
chapter 1-20n Day 1 pillato your g
|

given the option to purchase a Seedhunter Membership Card for 2000
gil. Though this may seem expensive early in the story, you will amost
immediatel recoup most of the balance of this payment on completion
of the quest.

« The second stage of this quest s to obtain at least one Soul Seed,
which requires that you enter a Chaos Infusion (se¢ page 313). These
bubbles of Chaos appear thraughout Nova Chirysalia, and there will be
one directly to the south of Baird if you complete this quest on Day 1
Enter its boundaries, read the tutorial, defeat the monster,collect the

atterwards,

X
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Y% % BORN FROM CHAOS

After main quest
chapter 1-2.0n Day 1

Rewards

Yk %k DYING WISH

From Day 2, between
the hours of 0600 and |

WAREHOUSE DISTRICT

Walkthrough

« Speak to Solandra in the Warehouse District to begin this quest. If you
attempt to enter the Warehouse District via the path from the south,
she wil ntercept Lightning and offer the quest automatically. f you
approach from the nort, she will be positioned closer to the center of
the district.

« To complete the quest, you must defeat the Zomok (Bestiary page 190)
inside the Chaos Infusion in the corridor that finks the Warehouse
District with the south of the city. This monster is far too powerful
fespecill in ts Chaos-augmented form) for Lightring on the opering
day of the adventure.

1 you fllow our suggetin o dedicate Day 210 exensive eawluvalm

page
You may just be equipped to deal with this foe from late that mmq
and more so with every day that follows.

= Once the Zomok has been defeated, return to Sofandra (who will be at
the end of the North-South Corridor where you first encountered her)
to deliver the Cursed Dragon Claw and collect recompense for your
services.

PILGRIM'S PASSAGE, WARREN & OLD TOWN

Walkthrough
+ Speak to Gem: the cat found in the small area just off the Pigrims

Passage (the path that runs from South Station to the Holy District and
's Causeway).

* You can only complete this quest during the hours that the Warren is
open (00:00 to 0:00). Go to the Wall of Joy area (in the southeast of
the Warren — head for the distrcts General Store to find Rubrio. He
can mix up a batch of Starft Spice, but requires two Niblet Hairballs to
do s0. Hand over the ingredients to obtain the potion. This object sends
the group of five cats surrounding Ronan into a frerazy. 1f one of these.
should make contact with Lightning while she is carying Starit Spice,
the object s lost, and you must return to Rubrio to obtain another dose.

« Ronan's human body can be found in OId Town, just south of the local
metchants. Save your progress ust as you leave the Warten, move
a cutscene, then

Mwmg within very broad proximity of Ronan makes the cats dart out in
various directions, so reaching him — and tapping ®/@ purposefully
o complete the quest — is a matter of picking a path through them. An
almost foolproof method is to immediately backtrack to the entrance to
the Warren, climb the ladder on the opposite side of the wall, then jump
over the cats from this position and sprint to Ranan. Err on the side of
caution: the colsion detection here is heavily weighted in favor of the
cats, 50 you really need to pay them a wide berth

LUXERION

Walkthrough
OSmklnﬂmmmmmumﬂmhslwuslM the
2200 to
s qutet yo i o tr ingrdint e delver e 0
Chocobo Emporium in the Commercial District during its opening hours
of 11:0010 17.00,

for 600 gil from Seger in OId Town, just
over the steet from the Forge.

+ The Mendragora Root can be purchased for 400 gi. from 1000 to
1800 from a special store (marked as a “Grocer”, just as the adjacent

* The Thunderclap Cap is found on the west side of the Warehouse
District. It s a glowing blue fungus that you can collect by interacting
withit

* Head o the Chocobo Emporium at any point during ts designated

then take it to Blythe to complete the fnal objective,



*‘A’* SUSPICIOUS SPHERES LUXERION (WEST)

Walkthrough

= Speak to Virilin the Residences area to begin, and retur to him after
al three Treasure Spheres have been opened to claim your rewards
Each sphere contains Libra notes for potential opponents, which
automaticall reveal thir strengths and weaknesses.

From Day 2 onwards,
between the hours of
i 08:00 and 17:00

Rewards

« The fist suspicious sphere is right next to Virgil, and contains the
“Prophecy of the Future” Libra notes for a forthcoming major enemy
encounter

- * SIDEQUESTS

lionaite's
sstache

« The second sphere s in the Warehouse Distrit, at the north end of the
r0ad that runs parallel to the Arcade. It contain the Cathedral Sentry
Notes, which provide Libra information for optional combat targets in
Luxerion: the guards that you can fight with by ittng them repeatedly.

2 Wil
M

« The third sphere is north of the Canvas of Prayers outside South
Station, and contains the Fanatic Notes, data pertinent to your primary
opponents during Luxerion's main stryline.

)

~ @ supiconspres |

Y ¥k FASTER THAN LIGHTNING LUXERION (NORTH)

Walkthrough * LUXERION
« Catch up with Lamant {the child runving around with a flag attached to
his back) and interact with him to begin the race.

From Day 2 onwards,
between the hours
| of 10:00and 150

« Lamont will only reveal the location of the finish line once the race
‘begins. This is eit i

Graveyard, in the area with a phone booth. Jump over the barrers
leading from the Residences to the Commercial District, sprinting for
the majoity of the jourey, and you will easily reach either finish line
before Lamont. A brief performance of the classic Final Fantasy battle
vitory music willplay when you come in first place. Wait for him to
arive to claim your rewards

SOUTH STATION PLAZA
Walkthrough
* Speak to Talbot, the young boy north of South Station to learn that he
Ball. This can be
above him: leap from the adjacent walkway 1o reach it You may even
pick this itom up it appears as a standard "shining” collectibl) before
‘you meet him.

© Note that
this is simply the window where he can appear. Don't worry overmuch
ifyou miss him, as you ae sure to meet up with him and complete this
simple quest on one of your many trips to Luxerion.




* %
| pvaitabity |

Complete main quest
chapter 1-4; avalable
‘between 10.00 and

BURIED PASSION WAREHOUSE DISTRICT/THE RESIDENCES & OLD TOWN

Walkthrough

+ Amand appears from 1000 to 19:00 every day in the Residences area
of Luverion, a short walk to the east of the path that leads south to the
Arcade. Your first interaction will lead him to relate the first part of his
tale. To hear the full story, you must retum and speak to him again on
two separate days.

« During the third section of Amandss tale, he revea jon of an
QO w & tem: the Quill Pen. You can find it by smashing the destructble botes in
N 8 @ 300 the storefront next to the Sarcery Shop in Old Town: by this stage in the
188 Black-rimmed story. you may aiready have it. Give it to Armand to complete thi

Glasses

* I you choose to read Ranulph's journal during “The Avid Reader” to
initiate “To Save the Sinless”, you can retum on a subsequent day to
speak to Armand at the same spot, same times, in order o advance
that quest

*k

Complete main quest | | 80 % 8

chapter 14; avaiiable | Ny 4 (@) 1200
between the hours G Brass Gear

of 08:00 and 18:00

thereafter

LUXERION

Walkthrough

« Amena appears in front of Noth Station from
0800 to 18:00. Once you accept the quest, there
arethirteen clocks o check. To do so, ravel to each
site marked on the accompanying map, align the
camera toface the clock with Lightning in elatively
close proximity, then press @,

» There are two clocks that may cause momentary

confusion. At North Staton after accepting the
quest, stand well back and look at the clock face
‘above the entrance to the station. To check the time
in the Clock Tower area, interact with the board to



Yook % GET THE GIRL WARREN & FORSAKEN GRAVEYARD .
: S ek
Complete main quest | |+ Speak with Lackley, who can be found in the Wall of Wealth area in the 4
chapter 1.5 avalable southeast ofthe Warten.
between 00:00 and ‘
‘ 06:00 ® travel to the Lord.
Speak to the Maitre D', then show him Lackley's Ring when the prompt U
Rewards appears. ‘ )
S w 8 | = Retur to Lackley's positon in the Warren and attempt to speak to .
‘ﬁ 4 1500 | him. After Seila’s intervention, travel to the east side of the Forsaken SIDE QUESTS
@ Exotic Shades Graveyard to meet with her.
|
|
-
Y% % THE SAINT'S STONE CATHEDRAL & WAREHOUSE DISTRICT
S Walkthrough

Availability
| compiete mainquest
| chapter 1-5; available
‘ermzzmz t006:00

« Speak to Aremiah outside the entrance to the Holy District to begin the * LUXERION

quest, then travel to the northeast comer of the Warehouse District
o find the required object. When you arive at the coect position, 11
‘approach the collection of boes to trigger an automatic cutscene, then

smash the boxes and collect the objects on the ground.

* Take the Crystal Shard back to Aremiah to complete the quest. The ¢
Service Entrance Key enables you to unlock a small door just inside A

- @ 50 | ‘
i Cathedral Plaza. Head to the waypoint inside the Cathecal between
%F'“mmc”“"' | ZZW«MDBDU!nwsakm\lam‘,m
5 Paladin(8), |
i Senvice Entrance
& Key(B)

LUXERION
q Walkthrough
Complete main quest « Speak with Ranulph at his customary table at & café south of the Clock
chapter 1-5: available Tower area to begin this special quest.
from 05,00 t0 23:00 « Thenext i

her standing on the north side of the street, to your right as you approach

» After you obtain a lead from Mitka, your next destination s the Warren
to meet with a man in the far southwest of the area. If you enter the
district from North Station, you will encounter him in front of  shack
before you reach the ladder leading to the lower areas of the district.
Ask him about the journal to obtain a new objective.

s |
5 @ o0
Dull Grudge Krife |

 Stop off at the Banquet of the Lord on your next visit to Yusnaan to
speak to Erine; show her Reddicks letter when prompted. After the
conversation ends, you teach a citcal point n the quest. When you are
asked if you wish y
“Yes". This will cause you to fal “The Avid Reader” quest, but enable
you to unlock the more rewarding "To Save the Siness”. You cannot
| complete both quests on a single playthrough.

‘E‘ﬁt\ ||

« I you choase not to read the journal, retur it to Ranulph to conclude
this storyline prematurely and cash out, s0 to speak, with the less
noteworthy rewards available fo this quest.



% THE GIRL WHO CRIED WOLF

Complete main quest

chapter 1-5

Rewards

Complete main quest
chapter 15

Rewards

LUXERION

~ Walkthrough

 Thisis one of the few quests that you can fai, as it has a very specific
time fimit. Fail to complate each step within 24 hours of the provious
one, and you will forgo it rewards and Eradia bonus;

* Atter you complete chapter 1-5, the telephone outside North Station
will ing constantly until you answer it Doing so will commit you 10
accepting the set events in motion. Failing t0 answer the

phone at all within 24 hours will lead to failure.

* After i 3 teleph

phone booth, if you recall, that featured in main quest chapters 1-2 and 1-3).

||+ Yournex destntioni he phone boot nest o South Station witin
24 hours of the previous call. Following the cutscene that ensues once
You answer this, there is nothing mare that you can do until the Warren
opens at midnight.

« Once inside the Warren. Louise is located on the southeast side of the
district a ltle way east from the General Store. Approach Louise to
witness her kidnappers scattr, then speak with her to end the quest

* If you fail to complete any of the above steps in time, you will find a
crime scene in 0id Town on the next day.

LUXERION

Walkthrough

« After you complete chepter 1-5,certain NPCS in the city willtalk about
ghosts if you speak to them, which willautomatically trigger the quest.
However, 1 advance to the nextstage you must speak 10 all four o the
citizens three Residents, one Office) that appear on the accompanying
map between the hours of 06,00 0 1800,

« The ghosts can then be encountered in the positions shown on the
accompanying map between 00:00 and 0400: one close to North
S, st b the monanenton the westsde of th Fosaken
Graveyard, and the third by the north face of the Clock Tower. Speak to
each one in tum to hear their tories

« The Phantom Rose that il obtain from Myka is requird o complete
“ARose by Any Other

WARREN




Yok Kk THE ANGEL'S TEARS SOUTH STATION PLAZA
Walkthrough

: Between 16:00 and * To begin, speak to Luka close to the entrance to the South Station. This

2100 Quest requires that Lightning retum to interact with her on a further

three occasions, each one on 3 separats day. Lightning must pay a
nominal sum of gil in an attemt to employ the girs unique servce
on each occasion, but this is never a huge amount. The highest total
is on the fourth and final conversation, which costs 1.200 gil. At the
conclusion of the quest, afte the standard rewards are given, Lightning

expenses.
. ESTS
* Due to the requirement to visit Luxerion on multiple days, e suggest e
You combine your davly visits to Luka with trips to speak to Armand for
m ‘Buried Passion’
Yk TO SAVE THE SINLESS LUXERION
‘Walkthrough * LUXERION
‘Atter reading « This special quest is only available if you choose to read Ranuiph's
Ranuiph’s Joumal journal after collecting it during “The Avid Reader” side quest, and then
during “The Avid subsequently retum the book to him.
Reader”

hands over the joumal. The only lead is a clue that a local reporter might
be able to help, This is none other than Armand, the main subject of
the “Buried Passion” side quest. You must complete his quest, which
requires that you visit and interact with him on three separate days,
before you can continue with “To Save the Sinless”.

* Once “Buried Passion” has been completed, visit Luxerion to speak to

the completion of one of two specified quests: “Bom from Chaos™ in
Luxerion, or “Fuzzy Search” in the Aryas area of the Wildlands (see page

one,
to him immediately if you have already met the requirements.

* Your

After

ph
y 05,00 and 23.00

1o complete the quest.




E USNAA

SIDE QUEST OVERVIEW

Fireworks for a Steal
|

Death Safari Yo Yo | Complete main quest chapter 2-1

Complote main quest chapter 2:3
Lest Dot Kok oaiabe fom 110010 1858

‘ “Tanbam’s Taboo

Friends Forever
Mplmmmnmmzzm
Adoring Candice ", available from

GLUTTON'S.QUARTER

’ From Day 1
‘Qﬁ — Chefs Hat

o |
=

Walkthrough

* Speak to the proprietor of Seedy’s Restaurant in the southwest of
the Glutton's Quarter, then select “Yes" when he offers Lightning a
doep-tried Niblet Haircall

* Your firt task after formally accepting the quest is to locate Gordon
He can bo found seated at a table n the Banquet of the

Lod.

mmwm.lummumwymnm

hould),

Al six restaurants are marked on the in-game map and on the
accompanying map. Once you visited them all tetum to Gordon
Gourmet.

* When the conversation ends, travel to the nearby Central Avenue
1o fight the Schrodinger. Take the Civet Musk back to Gordon, then
deliver his recipe to Seedy’s. Finally, present the Steak a la Civet to
Gordon Gourmet to complete the quest.




Yk % FREE WILL

From Day 1

O w ® 12
N 8 @50
& Summoner’s Mask

& Blue Mage

Walkthrough

* In the Revelers Quarte, just past Fountain Square, speak to the two
Diviners to begin this quest. Your first objective is simply 10 return to
them on the following in-game day, at any point between 0600 and
17:59. However, if you fail o speak to Diviner Il before the end of that
‘period, you will fail the quest.

* 1f you follow the instruction (or is it @ command?, Diviner I will ask
Lightning to collec three Desert Flames. You can find a “free” Desert
Flame in the nearby Underground Route, close 1o the gate that you
unlock at the end of main quest chapter 2-1.

* Find the El

‘Augur's Quarte, then smash the nearby crates to obtain anather Desert
Fiame. You can then speak to the NPC and obtain 6,000 gl by handing
one of them 1o him.

HArTNING RETUBNS:

A merchant outside Yusnaan Station, introduced during this section of
the sids quest, will sl up to three Desert Fiames for 2000 gil each. You
only need two to advance Free Will

After you defiver the Desert Flames to Diviner I, his final task
for Lightning is to hunt the Niblet enemy type to extinction. This
requires that you eliminate 120 Niblets in total, plus the Last One of
their species. Complating the Death Safar side quest accounts for a
quarter of this number, and the frequency of their spawns in Luxerion
and the Wildlands means that most players with a steady appetite
for combat will be close to the total by no more than Day 4. If not,
don't feel unduly concerned: in the later days of the story. Niblets
‘appear in huge groups.

* YUSNAAN



Yk K A TESTING PROPOSITION SLAUGHTERHOUSE

From Day 1

Walkthrough

» This quest is quite lnr\qmy, and qum that you
to complete its

* Approach Alchemist Veino in her booth to the left of
the Slaughterhouse entrance to trigger a cutscene.
Afterwards, speak to her 1o begin this mult-part
quest.f you do not have a free Recovery Item sit,
you will need to sell or discard an item to accept
her commission. (This applies to all equivalent
‘moments in this quest )

* nce you have the viaf of Nektar, you must keep it
until you fight a battle where Lightning obtains at
least one status ailment. Be sure that you switch
1o Schema without an innate resistance to status
ailments avoid Passion Rouge, for example) or any

Velno at your convenience to have Lightning report
he findings

* Alchemist Veino will create a new potion, Nektar
Mk L, which you need to use while Lightning is m;ﬁummmn-mmwmumwwmmmmvnmnmmmls

suffering from the Poison status ailment. The easiest For thase playing on Easy Mode, the first six days is @

‘way to acquire this is to take a passive approach to problem. Your best bet is an Earth Eater in the Dead Dunes, umu'lﬂmlhslwpwd‘nmkmdhlvlunmd

combat with a Goblot in the Dead Dunes, though anmtﬂwmlyrmuls,mﬁ\enmhdﬂm tion f you have
yet

onopsid
on the Normal Difcuty levl and above.
. mmm..mmmmmmwmmmwmmmm Nektar of the Gods. Enter a Slaughterhouse
-Ah«-m«m consultation wmhfm you will ' point in the battle. You can then complete the quest by
reporting back to Velno.

ailments. This is afttl trickier than it sounds. Your The Nektar of the Gods €2 potion that you obtain as ane of your quest rewards triggers Bravery, Faith and Regen (plus

best bet is to go passive in a fight against a Triffid, a degree of HP nsnd which makes itag for certain tough battles. You can later
Meonekton, Gorgonopsid, Gurangatch or, outside retumn of for 1,280 gil apiece. if you wish.
K PLAY IT FOR ME YUSNAAN
Walkihrough
* Speak to Morris on the slope that leads to the Champion's Quarter,
close 1o the Cactuar Statue, to begin this short collection quest. You

MHMM“MWWTWM ‘which will enable you
to open the three locked Treasure Spheres that you may have already

a distinct (and, for those familiar with previous episodes in the trilogy,

of the Cactuar Statue; look on the south side of the street.

of the entrance to

|+ Nostagic Score: Chorus s found on o soh 5 f the oot
| enclosure just outside the Slaughterhous

Ny

e TR



HEHTNING RETUBNE.

%%k % SONGLESS DIVA REVELER'S QUARTER & LOWER CITY

= QUCKSTAR
Walkthrough

* Speak to 01ga on the stage at Fauntain Square. After you accept the
quest, chase after a man in a mask just to the north of the stage. If you

are quick,you can interact with him within seconds. Thisis Berdy, Olga’s
songsmith and lover

Availability

VALKTHRAUGH
» After Berdy explains his predicament. you must recover his songs — or,
more specifically, the Music Satchel ~ from a large group of Gremlins 11/ 1.
in the Lower Ciy area. These can be found close 1o the waterfront to
e east. If you have expiored that area, you may have already fought
them and acquired the necessary item. Deliver it to Berdy to complete
the quest

® SIDEQUESTS

. - . .
beach, you can find the Music Satchel in the south of the Lower
close to the entrance of the Warehouse District.

« Finishing this quest has a minor secondary effect. While al other
Flanitors and Personal Guards throughout Yusnaan will atack Lightning
until you complete main quest chapter 2-3, the group in front of the
stage will leave her alone unless provoked

REVELER'S QUARTER & CENTRAL AVENUE

Walkthrough

L4 9
Lightning — he's usually situated a short walk to the southwest of
Fountain Square. Stand stil, and allow him to approach her. When he + YUSNAAN
slealx from Lightning, give chase until you gain the ability to interact

th him and reclaim what was taken. e

« To formally begin the quest, you can now speak to Gregory on Central 11 1547
Avenue (between 12:00 and 04:00) to obtain the Father's Letter. Return DUNES
1o Pickett and wait until he steals once again. Klm after him, then
interact with v

* Head back to Gregory on Central Avenue o end the quest.

AUGUR'S QUARTER & REVELER'S QUARTER

Walkthrough

. m location of Candice, the quest vendo, vari
your During 2,
i of the Status of God n the Augurs Qarler, Afteryou complte
22, she instead appears in the Reveler's Quarter o the north, close to
thenn.

in awuvdame with
the west

« Your progress in this minor side quest is determined by how many
‘Adomments you have collected. You usually obtain one per side quest,
and often two per Canvas quest; you can also purchase them from
stores. I you have been following the suggested progression in the
Walkthrough chapter, you may even have all required Adomments by

side story by talking to her when you have 10, 30 and 55 o more total
Adomments in your inventory. When Candice presents Lightning with
her thirdselection of chosen Adormments,the quest ends.




CENTRAL AVENUE & GLUTTON'S QUAR

Walkthrough
During main quest « This quest is only available until midnight once you accept the task
chapter 22 only. 1o coffet freworks from the four Pyrotechnicians. Speak t0 the Drunk
Datsedass the boss of Pytotechnician in charge of the rockets on Central Avenue. This quest
e i can only be completed on the evening when it s accepted, with an

absolute deadiine of 01.00. Negecting t deliver the specfied tem will
lead you to permanently fail the quest.

O o & « To obtain the spmm . sk oo Mt st Baruatf e

N 2 & w pay 1,000 gil fee. Take backto

{8 Ceremonial your quest rewar

Headdress

Yok K FIREWORKS FOR A STEAL GLUTTON’S QUARTER & ROAD

[ i o
Fee— « Funicul can be found i the southwest of th Gluttons Quarte. Accept
main uest chepter 22 his quest, then travel along the Road to War until you reach a Skata ne.

Defeat this beast to obtain fve Fireworks in the post-batte rewards.

5 ke these
M i ‘Augur’s Quarter, there's absolutely no benefit 10
that approach. Instead, speak to Funicula and dutifully retum them. You

Q ® 4 can now follow him to his store a very short walk to the north) and
N 8 @ 130 converse with him again to claim not only your quest rewards, but seven
&8 Vanguard Fireworks as well

Headdress

« In the (slightly inconceivable) event that you opt 1o have Lightning
abscond with Funicula’s fockets, his dream of opening his store will
be frusiratod. and you may encounter him as 3 pickpocket during
subsequent visits to the area.



HAHTNING RETUBNS.

Y%A THE FIGHTING ACTRESS

Rewards Walkthrough

. ide quest,

Exclusive to the 8 o tep
ma;?a il £ e 150 bt taramet 3t S ot (olows h vk
g Crvn of Splendor collection task (see page 77).
| Midnight Mauve (xu Crystal Medal, Silvered Medal,
| L Bronzed Modal ()
? Wk Kk DEATH SAFARI o INDUSTRIAL AREA | oo
—
* Speak to the Suspicious Gatekeeper outside the entrance to the
fm“‘ g gutac Idustrial Area to begin this combat-oriented quest
* Your’ thirty Emblem
W for each one Killed. Incidentally,tis helps you to make progress with
80 4 an objective for the Free Wil side quest. You could also combine your
A N s Niblet hunt with a return to the Supply Line to collect the Jade Hair

&8 Dark Devil Ea:; Comb (and if you missed it earlier, the Pocket Watch) for the “Time
Dazzing Devil Ears, | | Doesnit Heal” Canvs quest. A
Pure Angel Ears, |

« Niblets can appear in huge groups (up 1 ten at oncel) n these battles,
50 having Fire elemental spells (partculary Fire. Fira and Firagal on
each Schema is a smart step.

Cautious Devil Ears
|8 Death Game Ticket
« Once you have collected al thirty Niblet-Defeater Emblems, the

address

Suspicious Gatekeeper will announce this fact over a public
‘system. Return to the entrance and speak to hi to claim your rewards.

* Inthe event

uest, you willfind the required emblems just nsde the Industial Asa. |

WAREHOUSE DISTRICT

Walkthrough
# On completion of Death Safari, you can speak to Biggs outside the

22‘,7."’ Lo Warehouse District and hand over the Death Game Ticket to begin this
auest at any time
. Almmhagm()sam(iam: L‘m.msmmmmm
Disi 10 defeat thiy unique i
| 120 5 mwmmvwmmunllymmmamms&m
N 17 @ bt cach fight You ke i, S0

her s o opgartunity o teplnishFecovey s, You eter biinal
thirty Death Game Points in one session. . of retreat o the Warehouse
District exit, where you can abandon the challenge immediately by
interacting with the control panel. Though you can retum to tr again at
will within the allatted hours, you fose all Death Game Points whenever
you leave, and must start your new session from 0 points.

688 Emergoncy Beacon

* Most of the enemies encountered in the Warehouse District are very
low-level (Gremiins, Niblets, and Anubys). This is more a challenge
of endurance than skil, though the plentiful supply of EP that you will
acquire means that you can use Curaga on demand and still maintain
near-perpetual Chronostasis.

» The beauty of the Niblet
and Gremiin species are extinct. By exploiting Chronostasi to extend time
aimost indefiitely. you can fight an endless stream of th (ineshaustie)
Anubys enemy type. With a reasanably powertul Lighting and a stock
outine, you can defeat these opponents with great ease. The rewards for
oach gt arent usanding, bty son tack ,even on ary s

Infusion) sells for 1,250 gil. And basic gil mm7ﬂmmdemmun
your current day, but will add up 1o 3 minimum of 300 gil per fight. Heavy
Stash Ly. 1 also commands a baseline price of 80 gil per unit (double that
for variants with auto-abilities), which naturally increases once the Anubys
drops superior Ly 2 and Lv. 3versions towards the end of the story.

* Atvery least. y
EP gaug finish all quests in the jon. As long as
0kl

‘as many times s you like.

« Once you complete Death Game, the opportunity to exploit its unique
formatislost untila subsequent playthrough. For more advice on using
this special farming opportunity (and similar techniques), see page 296
of the Strategy & Analysis chapter.



Walkthrough

» Speak 1o Lennet on the steps that lead to Banguet of the Lord to
automatically accept this quest. You must then meet him at his table
n the restaurant between the hours of 19:00 and 23:00, with Midnight
Mauwve ightning’s default garb, to complete the quest.

» Lennet is patient, but there's a limit to his ent
v Up 00 the eve
v, you willfail t

usiasm. If Lightning does
ing after the quest is accepted, or at
quest

follo

Crystal Heart

Q
S 500
@

O w & 1w
iable | Ny 8 ) 1800

plete main quest
chapter 2-3; &
from 11:00to 03:00

&8 Chocoberet,
Chocobo Figurine

Walkthrough

+ Speak to Primrose at the bottom of the steps that
lead to the Augur's Quarter to begin this quest. To
complete it, interact with the sx Chocobo chicks at
the positions marked on the accompanying map.
Primrose will be waiting in the same location when
you are ready to ick up your rewards




LIGHTNING RETURNS.

[ nvaitaviey [ Sy Walkihrough
Complete main quest » Speak to Tomesso outs; qur's Quarter to
chapter 2-3 and initiate this quest. He war e the Gift Glasses, an item
“Adaring Adorme sold by a {temporary, plot-specific) merchant a short
available from the Sorcery Shop in th Ouarter This
0 03.00 between the ho 00 each day, for a
If you buy the adornment on the afternoon after comy
i

k to the east of

@ Hea
Orion Knight's
Helm
Walkthrough
+ Speak to Tanbam at the cage outside the Slaughterhouse to begin this
short, combat-oriented quest. As will ha n Snow to unlock « N

this challenge, dont balk at accept
o euthanize his dread cration, Desm
just an augmented Desdemona, with m

ing Tanbam's appeal for Lightning
d (Bestiary page 205} its
ately similar behavior

and weaknesses
status ailments, a prop
succession, and the ability to en
T You can appropriats the adve
by equipping Heavy Stash and an item with the Brave Thief ability (such
as the Battieaxe of the Believer).

e principal differences are its immus

sity for per

L]
& Nickel Gear

@ Crystal Medal

« The battle is set up immediately after you accept
you still have the option o back out and arrange your Schemata before
combat commences. Once Desmond is closer to dust than deman, the
quest ends




SIDE QUEST OVERVIEW

I
DIFFICULTY |

THE WILDLANDS

Peace and Quiet, Kupo
Where Are You, Moogle?
Fuzzy Search

Saving an Angel

AFather's Request

The Old Man and the Field
The Right Stuff

The Hunter's Challenge
Chocobo Cheer

AFinal Cure

Mother and Daughter
Dog, Doctor, and Assistant
ATaste of the Past

Omega Point

Mercy of a Goddess
Round ‘Em Up
Matchmaker

The Grail of Valhalla
Killing Time

Land of Our Forebears
ToLive in Chaos

| The Secret Lives of Sheep
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-
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ok

kA

KAk

Kok ok
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KokA
Kk
Kook
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Fook A
Kok
Kok A
Kk
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Between 19:00 and 07:00

Complete the “Peace and Quiet, Kupo” side
quest; between the hours of 19:00 and 07:00

From Day 2 onwards, between 06:00 and 1800

Complete main quest chapter 3-1

Begin “Saving an Angel” and feed Sarala's
Gysahi Greens to the Chocobo, orrestore the
Chocobo to iding health; Serala s pesent from
07:001021:00

Complete the *A Father's Request” side quest,

available after you harvest your frst orop of
Gysahi Greens from the field at Canopus Farms

Begin “Saving an Angel”

Complete “The Aight Stff” side quest,
available between the hours of 20:00 and 08:00

Complete the “Saving an Angel” side quest

Once “Saving an Angel” s underway; Cardesia
appears between the hours of 0800 10 2200

Complete the “Saving an Angel” side quest;
Brella appears between the hours of 06:00
and 22:00

Complete the “Saving an Angel” side quest

Complete the "Saving an Angel” side quest;
between the hours of 09:00 and 22:00

Complete main quest chapter 3-2

Complete the *A Final Cure” side quest and
speak o Taleb in Poltae

Complete the “Fuzzy Search” side quest
available from 06:00 1o 18:00.

Complete the “Dog, Doctor, and Assistant”
and “Round ‘Em Up" side quests

From first visit to Poltae.

Complete the *Saving an Angel” side quest

Complete "The Old Man and the Field” side
‘quest, between the hours of 03:00 and 22:00

Complete main quest chapter 3:3 your Chocobo
must be at the maximum healing level

Complete the “Round ‘Em Up" side quest;

available from 18:00 to 0559

7

8

8

i

4

6

6

16
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0

12

12
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Y% ¥ PEACE AND QUIET,

y
Between 19.00 and
| 0700

Y% & WHERE ARE YOU, MOOGLE?

KUPO

Complete the Peace

| and Quiet, Kupo” side
| quest: between the

| hours of 1900and |
| 0700

Figurine, Canned
Sheep Logo
& Fuy Sheep Milk

o

HavTNg,

MOOGLE VILLAGE

Walkthrough
» Though you shouid ideally have at feast ane fire-based abilty and the

tage in the story.
an extra Recovery tem slot, which is a welcome boon,

« Intract with the Moogle at the hart of the village during your fist
vist. At the cinematic ends, the quest begins automatically. You

variety (Bestiary page 162) to complete the qnen You should then
fetum 0 the start position for a short cutscene, and afterwards speak
with Mog. Pursue him when he flees, then interact with him when the:
‘short chase ends to claim your quest rewards.

Moggel by
‘begin “Where Are You, Moogie? and collect the Crimm Mushroom (required
for the "A Final Cure” side quest) before you leave the village.

to complete main quest chapter 5-4 at a later date.

JAGD WOODS

* Monster encounters natwithstanding, you can :omnlsu this quest in

no more than a . Start with
he Moogl o the northof Jogd Woods, then ' lnost a suaightine
sprint 10 the second Moogle in the south. Swing back through Jagd
Village, age
10 claim your rewards.

ARYAS VILLAGE

» Approach Dr. Sheep in the large pen to tigger  cutscene. When this
ends, accept the quest. The three large sheep that you must retur to
thei pen are marked by orange dots on the mini-map, and are close 10
your

« This quest s easier to completa if you are riding your Chocobo: just
fide t0 either side of the sheep to steer the i the requied direction,
temaining close to drive them to the entrance of the pen. On foot, it
justtakes a litle more time, and you will need to use sword swipes to
correct their direction of movement.

‘» When all three sheep have been retumed to the pen, speak to Dr. Sheep
again to complete the quest.

% SIDEQUESTS

* THEWILDLANDS

123



Jekk SAVING AN ANGEL

CANOPUS FARMS

Rewards
)

 This side quest begins when you speak to Dr. Gysahi after his Chocobo
surgery is complete. Give the Gysahl Greens to the Chocobo to advance
the quest.

« Though you can speak to everyone in the setlement to hear their
thoughts,specifcindividuals have valuable tems. The Hunter Chief just
outside the main settlement entrance wil give Lightning a Chocobull.
St 15 Yo s i ey i, il e
Gysahi Greens. The Inkeeper on the east side of the settlament
provides the gift of Fuzzy Sheep Milk.

via the “Give to him" option.

 To complete "Saving an Angel”.
an additonal healing item to restore it to sufficient healt to enable
Lightning to ride it The quickest and most convenient way to achieve
this i to complete “The Right Stuff” side quest (see right-hand page).
then return to feed the Chocobo with the Mystical Meal that you obtain
as part of its rewards.

CANOPUS FARMS & JAGD WOODS

toriding ealt; Saal s
| pesent fom 070010210

Walkthrough
+ Converse with Sarala at Canopus Farms o beginthe quest
+ Speak o the Wandering Man at the south end of the path that leads

to Jagd Vilage. He will ask Lightning to cbtain Forest Fertlzer from
positions marked with a spade. Consult the accompanying map to find
these.

* Though you actually only need one unit of this special item to advance

the quest, it makes sense to collect at least four of the available six
immediately. Forest Fertilizer is required to grow Gysahl Greens in
special plots that must be prepared with this quest item beforehand.

* Retum to the i jith at least one unit of

then speak to Sarala when you retun to Canopus Farms. Hand over the
Forest Fertilizer when prompted to complete the quest.

plots on her land. These take approxmately six in-game hours to grow,
S0 it makes sense to plant the maximum four immediately. Sarala will
giftyou with five Vegetable Seeds to get you started.

RESEARCH CAMP & CANOPUS FARMS

Yellowrimmed
Glasses

‘Walkthrough

« You only need to harvest one plot of Gysahi Greens that you have

planted yourself to trigger this quest, though it makes sense to always
plant seeds in alfour Canopus Farms plts. Gysahi Greens are required
for two Canvas of Prayers quests, and can also be stockpiled o
estore the Angel of Valhalla to fullfitness immediately on subsequent
playthroughs.

g i ensurethat
you have one before you visit the Research Camp to continue. Two is
better, though:

in the you visit the Wildlands

 Visit

 then plant
at least one Vegetable Seed in one of the two available patches. Go
attend to other pressing concerns and return lter — and perhaps even
on another day, as Tantal Greens take approximately haf a day o grow.

= On your retum, ensure that you have at least one helping of Gysahl

Greens. Harvest the Tantal Greens and speak to the Stubbom Old
Man. After the conversation, you will - at long last! ~ acquire Quest
Information for “The Old Man and the Field", Accept the quest, then
‘promptly complete it by giving him the Gysahi Greens.




Yok % THE RIGHT STUFF

Yk K THE HUNTER'S CHALLENGE

HATNING RETURNS

GRASSLANDS

Walkthrough
* Speak to the Hunter Hopeful at the southwest entrance to the Jagd
Woods: he’s riding a Chocobo.

- . T — —
is commonplace throughout the Grasslands area. In fact, you may have:
the required total on the very first occasion that you converse with
i I o, accept the quest and then immediately speak to the Hunter

i it If not,

the required number of Miniflans

JAGD VILLAGE

Complete “The Right |
Sl ot

stween the
‘ Iloursﬂl?ﬂmmd |

Y&k CHOCOBO CHEER

Availability

Walkthrough
« Visit Jagd Village within the designated hours and speak with the
Hhu:.m Chief (usually situated just outside the Outftters) if you already

ired it ith hir further i

1o deliver Ifnot, you'l

« Your fist task on accepting the quest s to deliver thoe helpings of
Monster Mince, an item with a savory name but a familiar source: the
Vali (Bestiary page 176) and their more imposing Hanuman cousins
(Bestiary page 186). At low levels, it makes sense to hunt the Vali

evcomere ot Grassands s Jogt Woods,Gra fossd s
Rocky Crag area are generally accompanied by a Hanuman, who can
pose someting of a teat during eary days.

* Your second challenge is to hunt an Aster Protofiorian (Bestiary
206). 3 lrge-scale enemy found exclusively in the nmkycw-
and obtain an AMP Chip. I your Chacobo hos shed his bandages, you

weaknesses. While its certainly possible to dofeat them at an early
in Lightoir Youmay find i ing of a grind.

THE WILDLANDS

Walkthrough
« Speak to Natia in Jagd Vilage 1o beginthe quest. You can optionally

story details in advance.

« To advance this tale, you must take your Chocobo to a positon where
a Yauls Flower grows. Though it's suggested that you head to the City
of Ruins, the long tri sn't necessary:theres acually a Yeul's Flower in
the very north of the Jagd Woods. Interact with the plant while riding
your Chocobo, then speak o Nadia when you return to Jagd Village.

» A useful aside: each Yeul's Flower heals your Chocobo, accelerating its
recovery by a significant amount that negates the need to invest time.
and gilin other potential tincures and techniques. Consut page 83 of
the Main Quests chapter for more information.

* SIDEQUESTS

AN

* THE WILDLANDS



Yk & AFINAL CURE

Once “SavinganAngel”| 0 80 &Y 12
isundenway, Coesia | Sy ® 150
apearsbemeentie | G0 ucoicious
hoursof 080010 2200 it o
Mushroom

Walkthrough

« Speakto Cardesia, and she will request eight pieces
of Chacoborel (a fungus found throughout the Jagd
Woods from 06:00 and 18:00 every day and sx Sug
Sweets (an item drop obtained from the Rafflesia
enemy variety also indigenous to the same areal,

« Return to Cardesia and select “Yes” when asked if
You wish to hand over the ingredients.

« If you interact with Cardesia again, you have two
options: 0 request that she prepere anather Chacobull
(with the same ingredient requirements], or "ask
about the Crimm Mushioom”. Selectthe lattr topic
of conversation to rigger the formal startof the quest

 Your final task is to hand over four additional
Chocoborel, four Luminous Mushrooms_ (which
replace Chocoborel in the exact same growing
positions between the hours of 1800 and 06:00]
and a single Cr rained |\ gy
rom the Moogle Village between 13:00 and 07.00).

« Once you have the ingredients, speak o Cardesia
and sefect “Hand over the requested items” to end
the quest

STATION & RESEARCH CAMP

Foko

¢ MOTHER AND DAUGHTER WILDLANDS

Walkthrough

+ Speak to Brella outside the Monorail Station to leam that she has lost
Ter beloved dog, Clove. To return Clove 1o her, you must complete a
related quest in the Research Camp in the southeast o Eremite Plains:
see “Dog, Doctor and Assistant"

Complate the *Saving
an Angel” side

quest. Brella appeers
between the hours of

06:00and 2200
« Once Clove has been restored to full health on completion of “Dog
Doctor and Assistant”, return to Brela 1o reunite th par.
QO w0 ;4 4
S 5 @

@8 Leopard Tail




* DOG, DOCTOR, AND ASSISTANT RESEARCH CAMP &

&8 Orange Newsboy
Cap

&3 Animal Potion

an Ange!” side quest

Walkthrough

» Speak to Thirteen and Tilda at the Research Camp to begin this quest.
Once you have the requirg ul
Bloom x2. Goopy 600 x5, defver them to Tida to heal the dog. This is
Clove, Brello’ erstwi

lete the "Saving

ingredients (Dayring Blossom xe,

nsol

o

+ Tilda will give Lightning the Animal Potion quest item. You can speak
to her again for an update on the dog’s condition. After this. you can
retum to Tilda at any time to have her concoct another Animal Potion in
exchange for the same ingredients, and a

200 gil.

* To complete the quest. speak to Thirteen (or, more precisely, Claudia)

at Canopus Farms.

Y% & A TASTE OF THE PAS ARYAS VILLAGE & ROCKY CRAG

Complete the “Saving | &0 80 BY 6
an Angel” side quest N 2 1

betwen the hours of | (08 pioe Anple, Crystal
ysta
09,00 and 2200 yracs
&3 Mystical Meal
Walkthrough

Though you can accept this quest from the Chef
Aryas in Aryas Village on completion of “Saving
an Angel", you cannot actually collect the required
ingredients until your Chocobo sheds his bandages
and is capable of glding

Only ordering the Legendary Recipe (featuring Rocky
Crag Moles and Aryas Apples) wil enable you to
finish the quest. The altemative recipe, made with
three helpings of Vibrant Ooze and six Moonsoul
Blooms, s used to obtain @ Mystical Meal.

Once you have the required ingredients (Aryas
Anple X2, Rocky Crag Mole x2} for the Legendary
Recipe, hand them over to complete the quest

© Rocky Crag Mole () Aryas Apple /!
i

4 o



ITE PLAINS

i
Ce g » Once your Chocobo casts its band: ide and regains the ability to glide for short distances, speak to the Research Leader on the wooden observation
chapter3-2 platform at the Research Camp to begin this short quest.

* After collecting four of the potential five pieces of data from the locations ilustrated in the accompanying screenshots, return to the Research Leader to
conclude this particular piece of business,

O o X s

N 4 @150
@ Aerial Guard's
Badge

EY

The fistposition requires two fairy precise gldes. Starting on the platform  Another can be found in it
close tothe quest start psition,jump and glid to th first piece of Plains
wreckage. Take your time with the second jump and glide.

@ 0st cllectionpaint

A third data collection point s beind the hut in the Crash Site area. f you
have yet to do so, go inside and strike up a conversation t initiate the ifth
main quest (see page 91).

*k

MERCY OF A GODDESS

Walkthrough

* Once you have completed the prorequisite quest, travel to Poltae and
interact with Taleb — he's the man prone on the ground close ta the Inn
~ to begin the quest

Complete the "A Final
Cure* side quest and
speak to Taleb in

i » Trave o Jagd Villag, speak to Cardesia and select the "Hear her Stoy”
option.
Q w0 & « You must then transport the medicine from Jagd Village to Taleb in Poltae
S 8 @ 160 within 45 minutes on the in-game clock. However, Chronostasis halts
18 Delicious this timer entiely, Even without the benefit of freezing time, this is an
Mushroom eminenty beatable deadline

* Interact with Taleb to deliver the medicine and complete the quest.
You can check back with Cardesia at Jagd Village for 2 (narative-oniy)
postscript to the quest on a later visit




HATNING RETUBNS.

Yk ROUND 'EM UP ARYAS VILLAGE
Walktoeh
ot « Though “Fuzzy Search s the rigger that unlocks this quest,“Bound ‘Em
Sonch s Up" doesn't unlock immediately. In practcal terms. you wil protably
kbl o 0650 fnd it easier to completethis during a visit 0 the Widiands on a later
101800 L
= This works in exacty the same way as “Fuzy Search’, though you are
m reqied 1 have  mobl Choca thstme arond.Er O S’
8 6 pen to trigger a cutscene, then steer each flock leader back to their
N e 1.200 home.

@9 Cowboy Hat

|& Creamy Sheep
Milk

miri-map, though you only need to herd the largest of the sheep back

10 the pen - the smaler ones are inconsequential.One herd i directiy * 10 QUESTS
10 the east of the pen, another to the west (n the ratural depression),

and the third can be found to te southeast. Once you have corralled all

three, retur to Dr. Sheep to claim a secondary prize of Creamy Sheep

Mik,then find Mille on the east side of the other pen to complete the

quest

© Fock Londer

YAk MATCHMAKER THE WILDLANDS

Complete the “Dog.
Doctor, and Assistant™
and “Round Em Up™
side quests

* THEWILDLANDS

Walkthrough

* Speak to Tilda at the Research Camp to begin this
short quest. By the time you accept i, you may well
have all quest items — Moonsoul Blooms (x4) picked
in the evening in most areas, Rocky Crag Moles (x2)
found in their titular habitat, and Green Leather (x5)
from the Goblins found throughout Eremite Plains —
ready and waiting in your inventory.

« With al equisites to hand, speak o Tida again and
select "Hand over the items”. She will then depart
for Aryas Village, To complate the quest, make  tip
o that settlement when you re next in the vicnity
and speak to Ot Sheep.



Yo% % THE GRAIL OF VALHALLA

From fist visit to
Poltae

© 150 16
N 10 @ 380

@8 Crest of Etro

B! Sacred Knight

YA KILLING TIME

POLTAE

Walkthrough

« Speak o Professor Lathom in Poltae: facing the Inn. he's found in the
alcove o the right

« To complete the fist part of this quest, you must enter the Temple
of the Goddess and interact with two separate plaques to obtain the
Goddess Glyphs and Chacs Givphs Even if you are not ready to take on

its
thao e o, morsove o et bl doen noteworthy Treasure
Spheres), We cover the location of all these in e dedicated Temple of
the Goddess walkthvough in the Main Quests chapter (see page 84)

* With both items in your possession. retum to speak with Professor
Lathom and offer him a copy of the ancient glyphs when the prompt
appears. You must now hunt down a set of previously undecipherable

map reveals their position

. Professor

The
remaining plaques requit that you fllow the route taken earfier to enter
the Temple of the Goddess. The second is a short jump and glice fom the
frst When prompted to take an item, do so. A hird plaque i found on the
opposite side of the street. Once again, pick up th item when the prompt
appears. Jump over o the adde that you limbed to reach the Templeof the
Climbit. then
um ight at the end ofthe short tumel o find the fourth and final plaque.

four plaques,
situated at the top of the siope next to the first plaquej to end the quest.

Availability W
Complets the “Saving | &0 30 3| nne of the most lementary side quess. s is completed by reaching @ main cuest wayein n Plae g you

Temple of the Goddess.

an. ol” side quest
Ange He and Lightning temporarly part ways.

@ White Cm)onbc
Figurine

ards after the



Yoy % LAND OF OUR FOREBEARS THE WILDLANDS

Complete “The Old
Man and the Field”
side quest: between
the hours of 09:00 and

Walkthrough

« Agproach Chef Aryas in Aryas Village during his
opening hours o winess a conversatio; after the
cutscene ends, the quest begins automatically.

© Though this is marked as a three-star quest,
completing it s simply a matter of hiking to the
Research Camp and Canopus Fams fo speak to
the Grumpy Old Man and Sarala respectively, then
returning to Aryas Village to see this side-story to
itsconclusion.

Y¥ ¥ TO LIVE IN CHAOS

Walkthrough

« The most relable rigger for this quest i o either anive at the Wildlands Staton from another local, or travel there
within the region and check the Canvas of Prayers. When you leave the station, Brela will inform you of a isturbance at
Canopus Farms.

 Travel tothe nearby settlement and approach Dr.Gysah to formally begin the quest. Before you continue, et up Schemata
suitable for combat against  Chocobo Eater (Bestiary page 196). Enter the Chaos Infusion and attack the target close to
the position where the shops are usually found.

ARYAS CLIMB

Walkthrough

« Speak o Comelia on the slope south of Aryas Village to begin. This
combat-oriented quest involves escorting the Fuzy Sheep to their
breeding grounds by defeating all monsters that appear. You should be
familiar with all spcies that can spawn i this region, with the Reaver
(Bestiary page 192) the most troublesome of these — but if you can
beat that enemy without any dificultes, this quest is fittle more than
a pleasant evening stoll

« Engage all hostiles as they appear, and the small flock will eventually
find their way to the nesting grounds inside the ruins.Ineract with one
of ystery a

QUICKSTART

MAIN

SIDE QUESTS

VAS 0F

BESTIARY

INVENTORY

WALKTHROUGH
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INDEX

UNERIDN
TUSNAAN
THE WILDLANDS

THE DEAD
DUNES



EAD DUNES F

SIDE QUEST OVERVIEW

| prFricuLry AVAILABILITY
Tool of the Trade Y o e | FromDay 1 50 | 2 4 400 | Retro Scapes 4
0ld Rivals ¥ o Hr | FromDay 1 50 | 4 I 2 m{wm ‘ -
Adonis's Audition e ¥k A | FromDay1 00 | 4 8 | 1,500 | Monoculus Mask (
His Wife's Dream Feidook | TmieiiseteRR i S s | 2 4 lmiww !‘ -
The Life of a Machine Y Fe A | From Day 1 0 | 4 4 | - | oyber Scanners

‘ | [l I 4

Last One Standing FedeF | Frombay 1 0 | 18| 15| 12000 HemitsCap
What Rough Beast Slouches | Y Y Y From Day 1 160 | 12| 16 | 8200 ProsBeret \
Skeletons in the Closet ¥ v | Complete chapter 43 ‘ 140 ‘ u | 2 Lw;ﬁmw - !

*1’-‘(‘9{ TOOL OF THE TRADE RUFFIAN & ATOMOS'S SANDS

Availability

Walkthrough
* Speak to Elmer on the balcony inside the caves at Ruffian to acquire this short quest.

. ‘s Sands and.
platform, head northeast. You should see the tel-tale glimmer and shimmer of the
collectible directy ahead fter a few steps.

 The quest rewards when you

O s & 4 deliver the Loupe may be madest, ’
N 2 @ w but don't see that as 3 reason 1o
@8 Retro Scopes neglect this quest: once finished.

you unlock the capaity to speak
o Elmer to exchange Unappraised
Ttems for rewards (which are found
tying on the ground occasionally,
but can also be obtained from
liards and by smashing skeletal
statues in the underground areas of
the region).




Yk % OLDRIVALS

HEHTNING RETURNS-

RUFFIAN & GIANT'S SANDBOX

| Avaitabitiy |
From Day 1

Rewards

. Speak o me in his store in Ruffian, and take a cursory look at his
rather limited supply of wares; the quest begins automatically after this
‘opening conversation ends.

* After initiating this quest, you need to complete "His Wife's Dream” to WALKTHROUGH
enable Tobias's former rival Ramon to get back into business. With that
accomplished, retum to Tobias to caim your reward. MAIN QUESTS
« Asa finge beneit, Tobias's ange of wares is expanded once you W 4 5y0¢ quests

in this quest.

Walkthrough
= Much ke "Whither Faith” in Luxerion, “The Fi i Yusnaan and i . Adoniss o
Audtion” i i i
you can find g this early You obtain
your 10 speak o Adonis after fighting

Walkthrough

 Ramon, the quest giver, s located outside the
Temple Ruins North Gate, in 2 rudimentary shelter
on the southwest side of the entrance. However,
you do not need to speak to him to collect the tem
that he seeks. This can be found in the dead end
1o the southwest of Grave of the Colossi, with a
sandstorm resticting access. Use a Pilgrim's Crux
at the monument on the left-hand side of the path
1o remove this barrier. The three located in the
overground area are shown on the accompanying
map — indeed, theres one on the path to the south.
1f you attempt this quest at a later date, without
a Pilgrim's Crux to hand and no wish to travel far
1o find one, you can purchase one from the Crux
Hunter in Ruffian after you complete chapter 4-3.

= 0n arival in the area, you will encounter a
large group of Goblots; fight these 1o acquire
the necessary item. In the svent that you have
hunted the species to_extinction beforehand, the
Atithmometer can be found close to one of the
bodies inthe enclosed area.

 After you retur to Ramon and the quest ends, you
can shop with him to obtain Libra information for
the Goblot, Desert Sahagin, Skeleton and Cactuar
enemy types. You can also retum to Tobias in
Rufian to complete *0id Rivas”

THE WILDLANDS

GIANT’'S SANDBOX & GRAVE OF THE COLOSSI m‘\gsﬂn




*** THE LIFE OF A MACHINE DEAD DUNES (NORTH) & TEMPLE RUINS (FLOOR 3)

Walkthrough
« This questhas a time lmit of

= Bhaki s located in the Sacred Grove area of the Temple Ruins. You can reach him on foot via the North Gate, or via Cactuar Statue teleportation ta the Sacred Gate destination
after chapter 4-3

« At Tobias's General Store in Ruffian (x1)

« Under the skeletal remains near the Shrine of the Tablet: Grave of the Colossi (x1)
« At the foot of the Oasis Lighthouse (x3)

« Inside the Shrine of the Tablet: Dry Floodlands (x1)

« Inside the Shrine of the Tablet: Atomos’s Sands (x1)

= Once you hand over the items, Bhak willlead Lightning to 3 nearby door.Interact with this to open i, then examine the skeletal remains in the comer of the room to obtain
1,200 gil, another unit of Bhakti's Oil and a Pilgrim’s Crux. Once the message ends. speak to Bhakti again to complete the quest

Y% ¥ LAST ONE STANDING 0ASIS LIGHTHOUSE

Uttimate

Zaiys 130

| Gremiinx120

Walkthrough

+ Speak to Zanford to begin this “ultimate" quest... and don't expect to complete it any time in the
foteseeable future. Last Gne Standing is unquestionably the most dificult and time-consuming of all
quests; indeed, you can only complete it on a second, New Games playthrough.

. i t you travel freely

to make Last Ones appear: you can either hunt a species to extinction by defeating a fixed quantity of
standard specimens, or you can find them directly in the Uttimate Lair, a secret dungeon unlocked by

12 days of details). The three
Last Ones exclusive to the Final Day, however, can only be encountered by defeating enough specimens

of their y

turming tn 0 Zanford

)
|
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HOAHTMING RETVR!

Y%k % WHAT ROUGH BEAST SLOUCHES

TEMPLE RUINS (FLOOR 4) & GIANT'S SANDBOX

From Day 1

( - e
Walkthrough
+ You will encounter Nofan, the quest giver, during your ourney through the Scorched Earh: Upper Level area of the Temple Ruins during chaper 4-4. He requests that Lightning
focate and defeat the Flesh

« Though it is possible (albeit implausible] to defeat the Aeronite before you encounter Nolan, speaking to him beforehand arms Lightning with a copy of the Study of Despair,
which completes the monster's Libra information.

* Th i 7 s i time of day. details. If you
the monster will respawn only two hours later, and possibly in a different spot. It will reappear immediately during the 22:00 to 23:59 time window.

* Thecvst oo for desating e Aoy ssm e sapoinin,corsidcg et el ity n ot 0 oty e gang's ot challriog
ooy s vt e el s e 00y et by alcto e crseae: € g e o Chr. 8 b acassr i provies ¢ sdng o0 bt T8

Recovery. Winning the fight, though, is a challenge that requi " the Bestiary for
detailed guidance.
Y ¥k SKELETONS IN THE CLOSET RUFFIAN

Walkthrough

* After you' 43, speak
accept the quest. Your goal is simply to defeat 60 Skeletons Iﬂes!wv
page 160}, betore you drive them to extinction by siaying their Last One
Skeleton Q.

» The Skeletons afe common in the Temple Ruins and three Shrines, where
they provide a vital source of EP while completng chapters 4-3 and &4,
A perk of accepting this mission as soon 2 it becomes availatle is that

the questi how many

Skeletons remain.

.

SIDE QUESTS

THE DEAD
DUNES






HOHTNING RETURNS.

QUICKSTART
CAST&
CONCEPTS
PRIMER
'WALKTHROUGH
MAIN QUESTS
Unlike main quests and side quests, activities offered ‘SIDE QUESTS
on the Canvas of Prayers are not a source of Eradia, PR
and therefore play no part in extending the duration PRAYERS.
of Lightning’s quest to save souls in Nova Chrysalia. gl
However, while the rewards from individual Canvas
quests may seem negligible, their cumulative effect LS INVENTORY
on her prowess (and, for that matter, budget) over the STRATEGY &
course of a playthrough can be quietly profound. Coposia
Y ULTIMA
'WALKTHROUGH
Over the pages that follow, we detail the requirements P
" for all Canvas quests, and suggest how - and, perhaps 3
_ most usefully, when - you might satisfy them to claim INDEX

. their prizes. Before you continue reading, you should no(e

the following pertinent facts about all activities obtained

via Chocolina and the Canvas of Prayers. /

O

« The majority of Canvas quests require that you hunt /
monsters to obtain their most common item drop.
With a handful of possible exceptions, you should
accumulate all required items over the course of a
moderately comprehensive playthrough. There is rarely,
a need to undertake dedicated farming expeditions,
or embark on foolish escapades where you challenge.
monsters that you are not yet equipped to fight. If you \J
try not to shy away from enemy encounters (with the
obvious exception of those you cannot hope to beat), /
you will find that you usually chalk up a selection of /
Canvas victories on a daily basis. As a rule of thumb,
you should regard most Canvas quests as eventual

~ bonuses for doing what comes naturally ~ not principal

R objectives in their own right.

’
» A small proportion of Canvas quests (especially /_D
Y in the “Global” category, which can be accepted andv
\ completed in any region) ask you to collect unique objects.
- These are usually contained in treasure spheres, which
can be located with ease on the poster map provided with
this guide. There are a few that instead appear as glowing,
‘points of interactivity at very specific times on each day.
For these, we offer more precise directions. ’

v
'« Though Canves quests are unlocked at specific > Nl
junctures, the items required to complete them can|
almost invariably be gathered or discovered at any
time. You will find many instances where, rather than
being prompted to accept one of these quests; you are
immediately offered the opportunity to hand over tha

desired objects and complete it. —
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CANVAS QUEST OVERVIEW

Revenge Is
Sweet

Gift of
Gratitude

Trapped

ASong for
God

Stay the
Machine

Jokdk

Comple
*An Evl Savior”
main quest
(Day 1)

Camplets
Fokok

Fodook

Fokok

Jokk

Fok Kk

Complete

“An Evil Savior™
main quest
(Day 1)

Complee
“Giftof Gratitude”
Canvas quest

FromDay3

From Day3

‘The Niblet enemy type (Bestiary page 156) can
be encountered throughout Luxerion during Day
1 (and on the Pilgrim's Causeway in the days that
follow). They also appear in Yusnaan and the
Wildlands. You

inyour

Prologue, with many more to follow, so there's
o immediate hurry to complete this quest ~ just
turn itin at a later date when you have the
specified quantity.

Liquid Glass s a common item drop acquired from
Meonektons (Bestiary page 159, @ special enemy
Variety that supplants most other monsters
throughout Nova Chrysalia from the hours of 400
106:00. Though you can fight these late on Day 1,
LiquidGlassx3 | the battles can be something of a grind with a
low-evel Lightning. Don' feel the need to hury:
though this Canvas quest s a part-prerequisite
for another (“Heretics' Beasts"), this isn't actually
relevant unti you can complete a second Canvas
quest that appears on Day 5.

Noonblue

8

Though the Gaunt monster species that drops

Demon Spicules (Bestary page 161)is also
found in the Temple of Ruins beneath the Dead
Dunes, those encountered in the Forsaken

your most lkely
of Demon Spicules during the eary days of the
story. However, you should note that this area of
Luxerion is locked until you complete main quest
chapter 1-3 (see page 71).

B 2
(=)
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CANVAS QUEST OVERVIEW (CONTINUED)

; |
m" Yo A | FromDay3
Grave of
b SEVETE
Hunter
Puppatosrs | e sk | From Days
|
ok s
) Complete
*A Song for God”
and “Grave of 8
Brush Fkk Bounty Hunter”
Canvas quests
(Day 5+)
| "“Slay the
Machine”
NighePawol | e e
Teeth” Canvas
‘quests (Day 54)
Complete
“Inventive
Heretics’ | Seamstress”
Beasts * * * and "Puppeteer's
Lament” Carvas.
usts Doy )

Proof of
Legendary Title

Whenever you are exploring the main areas of | o canvasor
the city during daylight hours (particularly North PRAYERS
Station, the Wharf of the Faithful close to the

Commercial Distrct, South Station and the rea Orange Bow

south of the Clock Tower,look out or individuals 2000 | Te, Crest of
marked as “Cleric”, They will ask for donations

of 100 gil, 300 gil, and 1,000 gil... butwillalso

giftyou with the Proof of Legendary Tite key item

‘when you hand over the coir

* LUXERION

Quality Machine Oi is dropped by the
Dreadnought (Bestiary page 206, an imposing | |
large-scale enemy found in the far noth of the ‘ ‘ Blue Propeller,

. # | i | w6 | | e oua

‘than capable of toppling one of these by the time Shooting Star DUNE

the quest becomes availabl, though s wise to
pregare a suitable Schemta setup in advance.

Chipped Fang x10

The reqisite items are dropped by the Gaunt
Demon (Bestiary page 161} and Zomok (Bestiary page
Spicule 10, 190) monster varieties, which are both found
s within Lurerion’s Forsaken Graveyard area
Down@ Gaunts ae found throughout this zone, with the

Zomok mare likely to spawn on the west sid.
Chipped Fang x10,
Motor Collx15

ey

Quality Machine Oilis dropped by th Dreadnought

IBestiary page 208). found in the Forsaken | |

in the north of that | Warning
o area, particulary on the short stretch of the o | 2 | 1300 |Bescon.
Lquid Gassx1g | ighway tht remains losed uni Day 9 Liquid % | Gentleman's
- Glass is dropped by Meonektons (Bestiary page Beard

158, which replaces al other monsters inall
exteriorareas from 04.00 to 06:00 every moming.



CANVAS QUEST OVERVIEW

o | Fook e | Fom he st

Soulful Hom | YA o | From Day 2

| Gorangerous | <pe-k - | From Day 3

After you defeat

T Dosst | e ope s | e Crlons

A Man for Unlocked during

aChocobo | Y v o | main quest

Girl chapter 22

Urfired ete mai
Pk | FKH | TR S

Robuilding | Yo A | Comieeman

quest chapter 2:3

quest chapter 2:1

Ether Coil x3

Clear Ooze x4

Chocobo Girl's
Phone No.

Unired Firework
Rockets

Statve
Fragment x5

Ether Coils are a common drop from the

Desdemona man-made units (Bestiary page 204)

‘that regularly seek to assail Lightning during

visits to the Industrial Area. They are also

‘encountered fairly regularly in the Lower City just

outside, though they compete with several other
| enemy varietes for spawn rights i that zone.

Clear Ooze is secreted by vanauished Flanitors,
the strident enemy type that accompany the
Personal Guard soldiers that patrol the streets.
of Yusnaan. Fights against these opponents.
will be a regular occurrence unti you complete
the main quest for the region. If you somehow
‘complete main quest chapter 2-3 without
fighting four Flanitors, it s still possible to fight
them in the grounds just outside the Patron’s

This quest is unlocked once you begin the task
tocollect fireworks during the main quest for
this region. The Chocobo Girl's Phone Number
can be obtained before o after you accept this
quest. You acquire it by examining a poster

on the wal of an alleyway in the south of the
Reveler's Quarter. Look for bags of refuse that
partaly block the path, and the poster i right
next to them.

The reqire items appear as small,shining
of interactivity around the fallen statue in the
Augurs Quarter and Palace Garden. Consult the
map on the guides poster o fid them with ease

| Afro & Red
400 | Chick, Afro &
Blve Chick
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CANVAS QUEST OVERVIEW (CONTINUED)

CANVAS OF
PRAYERS

The Shattered Bone tem s avaiabe from the
‘Skata'ne (Bestiary page 181, an enemy that
frequents the Lower City path between the

Shattered Bone 33 | jguei Area and Warehouse Distict,but s
‘also @ common assailant inside the Patron’s |
Palce

True Colors EXTRA!

,mwmmmnmm.‘u
| ae sasy 1 acquit dring s 0 fam P in ‘
the Lower ity This becomes necssaty whie i
Somiie completing outstanding qustsand ting p oose
“Soutl o endsina tinel fashion afte completingthe main & AN
| 2o | Kk [andSouce | ShanarBoness, | WL om0 herobtoeebiommea || | sogeton,
Summoner nspiration” i )
eyl Sus iyl s on Atler
(Day 5+ be acquired while accomplishing other tasks —
iy b Wit e Dond

opponents during late ahtermoons extended by
lberaluseof Chronostasis.

Youth Paion **-k“fmn-n Sigl e

| The Industial Area is where Hoplites ~ and
. their Radial Bearings ~ can be found. This
' Spellfor Sk |r Radial . T
rom Day 7 quest s much easir (not to mention quicker]
Spol ‘ Bearing x30 to complete if you wait until later days, when
Hoplites spawn in large groups.

Light Bulb,

1300 | gigo uitar

|
What “Youth Potion™
Seokers | Yo Yo | and “True Colors” Firewym Scale x5,
Sook | ok Singl Eye x5
‘ (Day 74)
Complete
o Radial
timate Machine", e .
b “A Danger iog 10, enemy (Bestiary page 204) that appear in the same
Craving hokok cﬁcmu-aﬁ! mvwms habitat, Clear Ooze? This tem s croppedbythe | 2 | 2 | 5 | 1600 mm
"Spell for Spell” Clear Ooze x30 Flanitor (Bestiary page 203}, an opponent set to
esopthoteon autamatcal atackighting in Yusnaan pror to |
) completion of the main quest fo the area. You
can til hunt them n the grounds justoutside the
| Patron' Palce after youfinish chapter 23
: a)
&



CANVAS QUEST OVERVIEW

forgetMe | ek [FomDoy1 | Vibnt Oozens

G |k

| The Dayring Blossom s a plant that grows ail
over the Grasslands and, less

area between the hours of 06.00 and 17:59 Don't
| top collecting them once you gather the throe
required for this task — they are also required, in |
faily smmﬁr.am ‘quantities, for other mmts

Vibrant Ooze is dropped by the Minifian
(Bestiary page 173). This weak monster varity
can be found al over the Grasslands, and tends
to:appear in groups. Be ure 1o have a Thunder
spell equipped before you engage them.

The Rocky Crag Mole is found exclusively in
the Rocky Crag area, but you cannot reach the
‘specific locations where they are found until

wom | ek A
Moghars | st

Complets

Moogle “Peace and )

Goumand | KR | et oo i | MstslMesl
| quest (page 123)

. | your gliding
32, “Healing an Angel), Chocoborel is a fungus

that graws throughout the Jagd Woods and, less
commonly, Rocky Crag areas from 06:00to 17:59

‘every day. Luminous Mushrooms replace them
in the exact same positions between the hours.
of 18:00 and 05:69.

There e three ways to acquire the Mystical

Meal quest item. The firs s to complete

“The Right Stuff" see page 125), nmm |

activated once the Chocobo has been saved [

is convalescing at Canopus Farms. Anmd |

source is Chef Aryas in Aryas Village, who ‘

is available between the hours of 09.00 and Pink Rucksack, |

22:00 every day. After you accepthis quest (‘A | 20 | 1 |

Taste of the Past”),he requires six Moonsoul

Blooms and three helpings of Vibrant Ooze | |

(from Miniflans} to concoct this specialist dish. | |

Altenatively. you can keep the ingredients and

wait until you complete *A Taste of the Past”.

which offers another "Mystical Mal” among ts
| quest rewards.

8
B
H

/



CANVAS QUEST OVERVIEW (CONTINUED)

Secretof the ek | pomoea

;’,‘ﬂ",,"" Fe o o | FromDay3

At | gk e rnta

fore ook [FomDoy3

| Craineey | e | FomOaya

Ehossola | YA | FomDay3

Green Leather 6 | frequently

WALKTHKOUGH

MAIN QUESTS

CANVAS OF

* PRAYERS

ULTIMA
WALKTHAOUGH

EXTRAS

Goo’srefinquished by Triffids (Bestiary page
185, the flyng plants that frequently accompany
other (usualy weaker) monsters in allareas of
the Widlands.

| * THEWILDLANDS

‘Tomvmmmmv-avmmms seek
outa specific wandecing
Wwho can be fourd at Canogus Fams

| merchant,
Vegetable Seed x10 | between the hours of 08:00 t0 1800, and at the
Research Camp:

from 1900 1 07:00. His store
(*Plain Essentils")sels Vegetable Seeds for a
fairly negligible sum o gl
o

| GreenLeatersdropped by the Gobi enemy
| type Bestiary page 1751, an apponent most ‘
encountered on Erenite Plains, but 0|1
alsofound (albeit much less frequently) in the
oG | ||




THE WILDLANDS ONTINUED)

CANVAS QUEST OVERVIEW (CONTINUED)

nter | KK

A ko

lm Jokok

Homatre | e e He
|

Complete.
“Echoes
Cootar | R A

Complete

Me Not” and “A
Word of Thanks™
Canvas quests

Eagaikind e~ I
1

| 1 you have been collecting both flower varieties

| whenever you have encountered them, you

It not, worry not: you wil
easily reach the required total during visits o
the Wildiands to clear up other quests.

You must defeat a minimum of eight Chocobo
Eaters (Bestiary page 196) to complete this quest.
‘These dangerous large:scale enemies can be
found on Eremite Plains and, from Day 9, the
ighways linking the Wildiands with the Dead
Dunes and Luxerion. We would suggest that you
leave ths task until Day 8. This isjust before.
they (and all other monsters) obtain stat boosts
on Day 7, but at a point when a well-equipped
Lightning can reasonably expect to defea them
with a considered bottle strategy.

T I N

Ny

g



| | REWARD

r NAME DIFFICULTY | AVAILABILITY QUEST ITEMS WALKTHROUGH T T T
‘ ARG

Though it is ane of the last Canvas quests to be . S
unlocked for the Widlands, this is clearly one of
the easiest. Siug Sweets are obtained by defeating

From Day Slug Sweetx12 | the Raffesia enamy type (Bestiarypage 74)that | 10 | 1 | = 120
appears i the Jagd Woads. I you are shortof the
required total, it really won't take long to acquire
them.

Gatekeeper's
cuiosty | K

Though you may already have the required number
of Arboreal Spores {from Dryads - Bestiary
page 162) and perhaps even Goopy Goo (from
Tifids — Bestiary page 185) when you accept this
quest the specified Slug Sweets total necessitates
Complete hunting the Rafflsia (Bestiary page 174)to the
Fresh brink of extinction. As all three enermy types pose
Whatsina | o g ‘Moghan's Plea an inconsequential challenge later in the story,
Brew? and “Gatekeeper's butwill drop superir tems and increased gil s
Curiosiy” Can probably a good idea to avoid farming them unti
quests much fater Another r2ason to leave ths quest
unti later it enables you t keep the Et
peak, untila

Purple
Chocobo
2|3 5 | 1500 | Chick, Biack

rilze
Arboreal Spore x10,

Goopy Goo x20,
Slug Sweet x50

The Sinister Fang is dropped by the Reaver, 3
large-scale enemy found in the Grasslands and
Aryas areas. By the time this quest appears, you

willalmost certanly have mastered the at of Shogur's
Brain Over , ; defeating these opponents withaut difculty, and Mstache,
Brawn e | From Day? Siistertag will have requiarty cashed with them tohorvest | 20 | 3 = | 50| plicians
EPinthe Wikdlands. ndeed. you may have: Beard
already famed them to extincion in order to
obtain the noteworthy sword dropped by the Last
One of ths species.
The final Wildiands Canvas quest is one that
Sarmil i many players will be able to complete at the
Lonpe moment they accept it By Day 7, Reavers ;
APayerton | 4 4 ”““’ "V:“L‘)“‘“ | Sinistor Fang x5. | (Bestiary page 192) and Aster Protofiorians a |l w | 2 (s g‘i""“"""r“‘?
Goddess & 1:” Z:W i | AMPChip)S (Bestiary page 208) will be regarded by many as 4 EE o 2
5 Quests naught but walking EP dispensers If you do ot e )

have the required item drops, they will not take
long to acquire.



THE DEAD DUNES

CANVAS QUEST OVERVIEW

\:.:.i-- [ de K

Sronni™ | e ke | FomDap1

;::‘ Y e e | FromDay 1

Ceomp | FKK oGS

Lucky Charm | S e e | o e

Canvas que:
(Day 3+)

e | ek | FomDay3

ForMy Child | Y S | From Day 3

nd “Lucky Charm"
B | kok

lete
ANew “Family Food"
sppicason | KKK | sigcstin

st

Lizard Tail x5

Cactuar Doll

If you have a sufficient number of Lizard Tails

To obtain a DesertRose, you st defeat an Earth
Eater (Bestiary page 1981. This high-level monster
is the most powerful non-unique enemy in the

entite game, 50 you don't have a prayer of beating

The required items are dropped by Goblats
(Bestiary page 157), a more aggressive and sy
! 3 20| Tatoo, Tibal
many players with their ferocity during an early | e
Vit 0 the Dead Dunes. |

You will encounter small lzards scampering over |
the sands throughout the Dead Dunes. Strike
these, and they willdop an object: ither an
Unappraised ltem or a Lizard's Tail

after inishing "Lucky Cham” on Day 3 o later,
¥ou can exit the Canvas inteface and then speak | 10 | - | 2
o Chocolina to accept and completethis quest

immediaely.

The Cactuar Doll s dropped by the Cactuar
(Bestiary page 179), an opponent who is hard to
catch but easy 0 beat threater, They can be

encountered in most overground areas of the | coctar
Dead Dunes, but are easiestto hunt inthe Qasis i
Lighthouse area once you becalm the sandsom | 20 |- | 3| son | (TR
that restricts access. You willls0 obtain a |G

Cactuar Dol by defeatng Cactair (Bstiary
‘page 178), a unique enemy who is actuall
concealed in the sandstorm that nitialy seas off
the Qasis Lighthouse area.




CANVAS QUEST OVERVIEW (CONTINUED)

NAME

You obtain Dead Man's Teeth by defeating
‘Skeletons (Bestiary page 160), which are
commonplace in the upper levels of the Temple
Ruins and three Shrines. You will- m’y
‘accumulate the required quota’

chapter 4-3.

| Atter completing main quest chapter 4-3(and.
perhaps, making progress with 4-4), you should
have a sufficient quantity o Dead Man's Teeth
to complte this quest directly fter tuming in
“Climbing the Ranks I".

Pot Shards are acquired by hunting the
Sehvoﬂ(m enemy (Bestiary page 182), which
e commonplace on the lower levels

Tamula Ruins. You should easily reach the
required total while completing main quest

chapters 4-3 and 44 f you set an objecive
of collecting 15 Pot Shards during your time
inside the Temple Ruins, you w)llm beable:
10 complete “The Real Client” as soon as it
appears on the Canvas of Prayers.

| The Organic Carapace s dropped by the

| Gurangatch farge-scale enemy (Bestiary page

| 194), which is most common in the Glant's

| Sandbox area. fyou follow our suggested story
progression on a first playhrough, Lightning
should be capable of smiting these opponents
with contemptuous ease by the time you begin to
explore the Dead Dunes in eamest.

As~Goths(Besxiaryme g8 157 s s
doubtlessly have a sufficient quantity |

uf ma ﬁmtg you mw miunm §

Climbing the ‘
Raat | KKK [FromBarS | fogth a5
o Complete
Climbing the ¢ Dead Man's
Ramkall | FORK | Cimbingthe | 27
Ranks |
i |
Mimcle | Jedk Kk [FomDay4 a0
|
g:l'l':,';“"’ Yo Fe | FromDaya Organic Carapace
| Complete i
| The Real )
Client | ** * | and "Miracle Pot Shard x5
| Vintage™
Complete
“For My Chid" | rganic Carapace:5,

B-mm‘ New 4 ek

znd He»gmened Cactuar Doll x5
Securi

2 | “Pride and
Pride and *** e Yellowed
Greed Il iniosfadon | SKIS
Day7

|

| Complete. ‘
|
|

Schodingers (Bestary page 182) mm the
story-related visit to the depths of the Temple
Ruins;you should be able 1o complete ths quest.
as 5001 3s it appears.

As the Gurangatch (Bestiary page 194) offers
a trouble-free supply of EP, you should already
have the required quantity of the Organic
Carapace item by the time you accept this
quest. Hunting Cactuars can be something of

| & nuisance, especially when you encounter
them in open spaces. The Oasis Lighthouse
area, however, offers not only a steady supply

| of these enemies, but also elatively close

| confines that make them much easier o cateh.
A word of caution: while there is no great harm
in hunting the Cactuars required to complete
this Canvas quest, you should note that this
enemy type offers a sizable gil reward per kill,
As monetary bonuses for combat vitories are

| highest in the final days of the story, hunting
more Cactuars than you need before that

point will prevent you from enjoying lucrative
farming opportunities later.

[ Afurther five Yellowed Skulls (obtaines, as
vlm ‘probably recall, by shattering the skeletal
statues found in the three Shrines and Temple:
Ruins) are required to complete this second of
| three "Pride and Greed” quests. If you have.
| completed main questchapter &4, y0u sty
have enough of these items to co
| questas soon as it appears.

20 )
i S
0 1
20 4

|

|

|
30 2
10 i

o CANVASOF
PRAYERS

g

PSICOM
Mobile Medal

Replica | ieomao
DUNES
Emblem,

Bandage

3
|
|
|
|

| | Elctric

2 | 1300 ‘Gmlam Yellow
| Propeller

Gadot's Blue

< pakknights
Shades




CANVAS QUEST OVERVIEW (CONTINUED)

THE DEAD DUNES (CONTINUED)

| Complete “Pride
| Pride and and Greed I
Groadi | FedFK | eden | Yellowed Skulxz0
Day9
| On completion
forreese® | ek | ofmainguest | Pigrin's Crud
| chapter 45

| Through you should make good progress towards
the required total while completing chapter 4-4,
obtaining all 20 Yellowed Skulls may require  later
retum to the Temple Ruins underground labyrinth
once the skeletal statues have respawned. There
are always several n the Sacred Grove area.
lining the south side of the wide coridor that runs
from east to west. You can find even more in the
Scorched Earth area and along the nearty Path of
the Dead leading to the Galley of Creation. Once
the nearby door has been unlocked with 2 Pilgrim's
Crux, the South Gate teleport destination places
You in the perfect position to make a profitable
sweep of the area.

1 you have exploed the Dead Dunes {and
its underground ruins) with diigence while
completing other side quests and the main
stonyline chapters, you should have several

Pilgrim's Cruxes in resenve.

20

Staff of
1,500 | Judgment,
White Guitar

GLOBAL

:v“'"""' Yo ¥ o | FromDay2

completion of
Wh “Savi "
e e | ek | i ‘»w-m
(page 124)
|

On completion of
Fading “Saving an Angel” | Old-Fashioned
Prayer KA K | e Widands | PotoFrame

Ipage 124]
| Complete “A
| Man fora

***\mmmsm'
Yusnaan (see

mlwl

| Lapis Lazul

Atter you
complete

main quest

Y Yo e | chapter52,
“Follow the
Chocobo Chick™
in the Wildiands

Key to Her .
Mot Beloved's Gift

Broken Gyroscope.

The Broken Gyroscope is found inside a treasure
sphere atthe Crash Site in the north of Eremite
Piais, in the Wildiands. Howeve, you must
complete the chapter 3.2 main quest “Healing an

| Angel” before you can use your Chocobo's gliding
abilty o reach it

really can't miss it. Kupo!

The Oid-Fashioned Photo Frame quest item is
found inside a treasure sphere hidden in the
‘wooded area directly south of the Research Camp
in the Wildiands.

After accepting the quest,visit the Inn at the

Though it appears as a Canvas quest, this find-
and-deliver task is actually chapter 5-3, “Wishes
on a Canvas”, of the Sazh and Dajh staryline. The
Beloved's Gift quest item is found in a treasure
sphere at the start of the highway situated
southwest of Aryas Village in the Wildiands:

8

!'3!!7'; Nymph Wings:

Gold Windup

1300 | ey, Afro

800 | Crystal Star

1,000 | Choeobo Gir's |
Cap



HOAHTNING RETUGNS.

; GLOBAL (CONTINUED) R
’ CANVAS QUEST OVERVIEW (CONTINUED) e
/
k‘ o camasor
; FRA
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‘BESTIARY\

: |
This chapter reveals invaluable information on the @s you will encounte

during your travels through Nova Chrysalia. Be sure to read the introduction
make the best possible use of each enemy data 2 /




;\ DATA SHEET STRUCTURE

All enemy data sheets in this chapter share a standardized format for quick and easy reference. The information
in-game Libra pages, but with many additions and revelations that the game itself does not divulge. The meaning of each cell is detailed on this page.

r

includes the basic facts offered by the

Main Attributes:

* HP: A measure of an enemy's endurance.
As for several other attributes, we specify
the default HP for Normal Mode, though
the actual HP totals can and will vary in
accordance with your chosen difficulty
level and current progress (see “Important
Information” overleaf).

* Strength: The Strength attribute of the
enemy — the higher this is, the more damage
its physical attacks will inflict.

* Magic: The Magic attribute of the enemy
~ the higher the number, the more damage
it can deal when it employs magic attacks.

* Keep: The default/idle value of maintenance
of the enemy’s stance. The higher this i, the
more difficult it is to interrupt the enemy's
actions. See page 273 for details on this
system

 For certain monsters, some of these
attributes can vary in accordance with
events that occur during battles — for
example. when an opponent is staggered,
or when they use a specific ability. In these
instances, you will find the corresponding
attribute values in a dedicated row.

g’ Rewards:

« Item Drops: The items you can obtain
for defeating the enemy, with the exact
percentages and corresponding conditions
revealed in the Inventory chapter. The more
advanced items (usually in the fourth and
fifth slots} can often only be obtained on a
subsequent New Game+ playthrough, on
the Hard difficulty level.

* Gil Reward: The amount of gil you receive
for defeating the enemy on Normal.

* EP Reward: The amount of EP you receive
for defeating the enemy on Normal.

3]

« Habitat: The map areas where the creature
can be encountered.

* Extinction: The number of enemies of
this variety that you must defeat to trigger
the appearance of the Last One — the final [4
specimen before the species goes extinct

* Launch: This reveals if a monster can be r
Launched or not
+ Disruption: This tells you if a monster can (4

be interrupted (for example knocked down,
or knocked back) when the Cut value of
an ability that you use is higher than the r
creature’s Keep value.

Modifiers & Resistances”

* Damage Types and Modifiers: There
are multiple possible reactions to every
type of attack, each corresponding to a
calculation applied to the base damage.
Broadly speaking, these are as follows:

e

e ]

9909900 RDCEARAREY }

Netear agers Dumag v szscrnd ¢

9 Physical £ | 120%10500% | Enemy has a weakmess. Pertinent attacks inflct 120% to 500% damage.
a 7 = B
z Magic B | 100% t0 75% Normal damage. i
o] Fire S [7ont030% Damage is reduced. With a 50% modifier damage is halved.
¢ 3|
H Ice. o 8 | 1%w02% Enemy is resistant, damage is significantly reduced.
i Lightning 2 | 0% | Enemy is immune to damage type, and takes 0 damage.
z |
Wind S| -100% to-500% | Enemy absorbs damage: your attacks will actually e
‘.-mm.mammw“ng

for your status ailment spell to stick (see page 264 for more details on this system). The meaning of the icons used is as follows:

weil | (@] P | [@] o |
Curse. ! Dispel

STATUS AILMENTS

| [@ oepoea
B;

‘your opponent to ailments. The higher this valu

se, the more attempts will be required
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Stagger Details:

The parameters in these tables are all linked
to the concept of staggering. They can vary
based on the condition of your target. A
“default” condition is exactly what the word
suggests: the enemy’s basic state. Other
conditions are self-explanatory.

+ Stagger Point: The threshold o reach for
the creature to be staggered. The Stagger
Wave acts as a visual stagger counter.
All offensive abilities with Stagger Power
(&) contribute to developing the wave
{their power is added to the counter), and
ultimately reaching the Stagger Point

+ Stagger Decay: The amount of points per
second that are removed from the stagger
counter. When Stagger Decay occurs, the
Stagger Wave pulses at a fast pace and
becomes smaller.

* Maximum Wave Preservation: Many
of your abilities have Stagger Preservation
values (@ —also referred to as Stagger Time
i the game), meaning that they temporarly
halt the Stagger Decay phenomenon. This
is represented by the fact that the Stagger
Wave pulses at a slow pace. Maximum
Wave Presenvation govems how much
Stagger Presenvation you can “stack”
against each enemy type (and, therefore,
how long you can keep the wave pulsing at
aslow pace before it starts to shrink).

« Wave Preservation Decay: This
corresponds to the amount by which the
Wave Preservation value is reduced per
second, Once this decay has brought the
‘Wave Preservation value to 0, the Stagger
Decay phenomenon resumes

= Duration: How long a stagger condition
lasts,

Schemata Preparations

« Fire- or Wind-slemental spells
« Imperil ability
+ Slow or Curse abilities

erview

« Schrodinger has the ability to heal
itself with Cura. You can discourage
this behavior by applying Siow 10
reduce the frequency of its actions
or Cutse to interrupt them. In battes
where it accompanies other monsters,
defeat them first — especially at
lower lovels where _Schrodinger
might otherwise act as a tank for its
companions.

can cause them to be automatically
afficted by a status ailment. Most
of these status effects are based on
traditional ailments, though they appear
with a hexagonal icon. See page 264 for
a complete list

* Effect Duration: How long the added
effect lasts

« Wterative Resistance: The resistance
(in percentage) applied if you attempt to
cause further staggers of the same type.

For example, if you stagger a Schrodinger,
which has only one type of stagger, the
Stagger Power of any attack attempting
to cause a second stagger after the first
one ends will be reduced by 20%. If you
do manage to stagger nevertheless, the
Stagger Power of any attack attempting
to stagger a third time will be met by a
40% resistance. The last number listed
represents the limit to which this value can
increase. Therefore, Schrodinger retains a
40% resistance to Stagger Power for all
staggers beyond the third

+ Stagger Modifiers: This reveals the
multipliers applied to various attack types
or at specific moments. These multipliers
can affect either the Stagger Power of
your attacks, or the Damage you deal. For
example, all spells hitting a Schrodinger in
its default state (when the battle begins)
have a Stagger Power modifier of x1,
whereas physical attacks have a modifier
of x0, meaning that physical blows do
not contribute to stagger. If you manage
to stagger the creature, however, any
further staggering becomes impossible for
the duration of the stagger, but physical
attacks suddenly deal three times more
damage, making them far more powerful
‘than spells.

You can find a complete presentation of the
stagger system, with practical examples and
applications, on page 266 of the Strategy &
Analysis chapter.

g Conditional Changes:

Refer to these notes to find out about a
special variation of the attribute in question
when very specific conditions are met.

Strategy:

* Schemata Preparations:
Recommendations for equipment and
abilities that offer the most effective
offensive and defensive options against a
particular enemy in battle. In certain rare
instances, we provide a specific Schemata
setup against the toughest enemies in the
game.

* Overview: Presentation of a streamlined
strategy for a player encountering an enemy
for the first time or early during an initial
Normal playthrough. Points of reference
include details on enemy behavior, tactics

to stagger efficiently, and topics such as
spawn conditions and valuable rewards
from successful battles.

* Power Play & Additional Notes: Further
discussion of aggressive strategies against
large-scale enemies and bosses, geared
toward players who are very familiar with
the game mechanics, or those who wish to
achieve a relatively painiess victory after
expanding Lightning’s repertoire with more
powerful abilities. These concepts can and
should be carried over to harder enemy
variants, such as Last Ones, to form the
basis of an efficient, high-scoring strategy.

* BESTIARY

DATA SHEET

* sTRUCTURE

Summary:

For players in a hurry and reluctant to become
bogged down in details, these short recaps
distil the most pertinent information in each
data sheet into bite-sized tips.




i ABILITIES TABLES

For all significant foes (large-scale enemies and bosses), we present information
on all of their important actions in comprehensively detailed tables.

Condition: The enemy state in which this attack is available. On occasion,
the listing includes an additional provision, such as “Q", to indicate that
parenthetical values apply to a specific version of the enemy.

Ability Name: The name of the ability,

Type: The ability’s inherent properties corresponding to one or more damage
Type. Some abilities carry a Special property that renders them capable of
bypassing any resistance modifiers due to Lightning’s equipment or invoked by
guarding (although the damage can still be mitigated by Guard Defense). If an
ability has a Special property but is also classified as Physical or Magic, its
power is still subject to Bravery/Debrave and Faith/Defaith

n: The percentage variation decrease that is randomly applied to the
ability's Power. For example, an attack with 1.00 Power and 10% Variation
means that the final Power of the attack can be anywhere from 0.90 to 1.00.

Cut: An attack property that, if higher than Lightning’s Keep, will interrupt her.
See page 273 for more details.

Keep: The maintenance value of the ability. This overwrites the enemy's
default/idle Keep value during the execution of the ability and is affected by
Vigilance and Curse. If Lightning performs an action that has a higher Cut than
this value, she will interrupt the ability. See page 273 for more details.

Evade & Counter: Indicates whether or not this ability can be dodged (either
with the Evade ability or through manual positioning) or countered with the
Counterblow or Counte |l abilities.

Power: The base damage modifier of the ability as applied to Strength or Magic
corresponding to its Type. When an attack consists of multiple hits, each hit is
represented individually. For example, “0.75 + 0,12 x4" would describe an attack
with an initial blow (with a 0.75 modifier) followed by four blows (with a 0.12
modifier each).

Added Effect: Details buffs bestowed by the enemy, ailments inflicted upon
Lightning, or any other special effects. For buffs, the duration in seconds follows
the listing. For ailments, two numbers follow the listing (for example: 80/30s}:
first, the Accumulation value, and second, the ailment's duration in seconds if
successfully inficted. See page 264 for details.

- IMPORTANT INFORMATION

Deprotect & Deshell: Aimost every enemy in the game is susceptible to these
status ailments. Therefore, our write-ups assume that you will equip and use
these abilities in all but the most trivial battles. Occasionally, we will make a
specific point about one or both of these ailments when one is preferred over
the other, or when you will likely only have room for one of the two ailments in
a highly specialized Schemata setup.

Attribute & Parameter Modifiers: The attributes and stats offered in our
enemy sheets correspond to the base values of these parameters on Normal
and on Day 1. However, depending on your chosen difficulty mode and current
progress, the game adjusts the values in this section as shown in the following
tables. Note that gil rewards stack additively across tables, not multiplicatively.
For example, a Cactuar (5,000 gil default) fought on Day 12 and on Hard Mode
would drop (5,000 x3) + (5,000 x2) = 25,000 gil. Note that timeline-related

modifiers do not apply to Cactair, Ereshkigal, Aeronite, or main quest bosses.

EP recovery 2 x1 05
Item drop quantities b i \7 x o x1.5 ‘
[temdoprate X1 Xt x5
Giltewards [ 3
| Enemy HP [ s X 35
mv\! Strength/Magic “ x06 x1 | x5
qur Decay X05 Xl x1
[ Preservation Decay ‘ X05 L x1 I 9 |
[ £P cost Telepornt 2 § 3
| EPcost:Curaga [
EP cost: Arise 2 3 | 3
£Pcost: Overclock { 1 | 2 1 2 }

Strategy & Analysis: The Bestiary sometimes refers to special tactics or
abilities, such as using the powerful Jump technique. As these usually require
specific Schemata setups, we strongly suggest that you familiarize yourself with
the Strategy & Analysis chapter to learn more about advanced combat concepts.

TIMELINE RELATED MODIFIERS

DAY
PARAMETER 9 0-12 14
Gil rewards
‘ Enemv HP [ r x16 [
[ Enemy Stengit/Magic | x1i_‘ X13 | x16 | w2 | m5




HRHTNING RETHONS:

ENEMY DIRECTORY

For maximum clarity, all enemies in our Bestiary are sorted in the same order as their in-game Bestiary entries. If you are seeking specific monsters as PRIMER
part of a side quest, you can use this to track down those creatures with ease. The classification used is as follows:

IN-GAME CLASSIFICATION
SUBTYPE ! $ EN T MAIN QUESTS

WALKTH

WALKTHROUGH

EXTRAS

ATA SHEE

ABILITIES
TABLES

IMPORTANT
INFORMATION

.

ENEMY
DIRECTORY

CHADS BEASTS
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Schemata Preparations
« Fire-elemental spells

Overview

= As one of the most basic enemies
in the game, Niblets should pose
no real threat to you even in large
groups. Their most damaging attack,
Glutton, is very slow and can be
Perfect Guarded rather easily. Better
yet, go on the offensive and sling Fire-
elemental spells to exploit a Niblet's
weakness as soon as you see the
notification for Glutton. This causes
an instant stagger.

* Niblets halve physical damage, so
spells are more effective; in fact,
they are weak to magic. Later on
in the game, the Firaga spell can
immediately blast a group of enemies
to oblivion.

* Last One Note: Niblet (0 has normal
resistance to magic but still halves
physical damage and is weak to Fire-
elemental abilities. By the time you
trigger its appearance, the encounter
should be little more than a formality
and the enemy will fall easily under a
barrage of spells.

SUMMARY

Use  Fire-elemental sﬁells especially
Firaga against groups. Attack during
Glutton for an instant stagger and a
switt conclusion to the battle.
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Schemata Preparations

* Passion Rouge garb

* Star Bracelet or Thom of Aggression
arm accessory

* Wind-elemental and Imperil abilities

Overview

* A stronger version of the Niblet,
Goblot is less of a pushover —
especially if it catches you off guard
with Belch, which can potentially
inflict Debrave, Defaith, and Poison.
The inherent ailment resistance of
the Passion Rouge garb, as well as
supplemental accessories, will help
to prevent these effects.

*Slow is a useful ailment when
facing multiple enemies. Use Wind-
elemental abilities to stagger. A Level
2 stagger (see page 266) produces a
temporary Confused effect, which
can be useful when facing multiple
enemies at low levels of development.

* Later on in the game, use abilities
such as Aero Blitz or Aeroga, possibly
in conjunction with Magnet, to
damage multiple enemies at once

« Last One Note: Goblot ©Q opens
immediately with Beich; the Satin
Scrunchie (see Inventory chapter,
page 232) will preserve your opening
buffs, which you can use to exploit an
induced Wind-elemental weakness
after applying Imperil. Once these
opening maneuvers have been

completed, this enemy falls quickly to
a sustained assault.

* BESTIARY
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Schemata Preparations
* Firewyrm, Watergod, Thunderbird, or Windwalker

Bracelet arm accessory !
* Imperil and Slow abilities

Overview

* The Anubys is incapable of extinction and has no
Last One. It also has a special spawning condition:
it supplants all other monsters in the majority of r
exterior areas from 16:00 to 18:00 every day. In the
field, it is sluggish and easy to evade. Therefore, you
can plan for this during your travels if you are eager -
to avoid particular enemy spawns.

— * This enemy has no special resistances and unleashes
4 4 physical blows that are powerful but very slow — r
° 0 . ' 0 @ ﬂ ﬁ i ﬂ ﬂ . ' i 0 0 and, moreover, telegraphed by distinct animation

,m ook 00w 0% oo 0% @ 0 %0 3w W W w0 % B ww sequences. This makes it an ideal specimen on which
to practice the timing of Perfect Guards, which have f

the added benefit of inflicting an instant stagger

against its sweeping attacks. Physical attacks have
no staggering power when the Anubys is idle. v

iy * When you fight against two at once, the Slow
s e 1 P St 3
- ailment drastically reduces the potential for both
conomnon T STAGTERNOOFESS enemies to attack simultaneously or cansecutively 5
Imperil induces elemental weaknesses for you to
Sugaues s NS Nokmer g Damage ks 2 exploit in order to expedite the batle. ]
susgreaty o e T s sk « The Anubys can drop Death Herald, a handy weapon

PortectGuard
Condtions| Changes: tagger Decay.10whs staggered

in the early stages of the story.
SUMMARY
Use Slow to delay its actions. and Imperil to induce elemental

mpmmmm mnnu ’
my | itg an action, of Per

Schemata Preparations 3

» Firewyrm, Watergod, Thunderbird, or Windwalker ]
Bracelet arm accessory

* Imperil and Slow abilities

Overview

* This enemy is very similar to the Anubys, with only a 3
few noteworthy differences. In the field, it performs
a quick sideways swipe to initiate combat, which
may catch unaware players off-guard. This attack is
also featured in battle and does very littie damage.
On the other hand, its overhead lunge attack is
rather powerful and should be guarded properly.

« Physical attacks only contribute to stagger just before
and after an attack, and magic attacks deal little
damage to the enemy's default state. The best option

0% WS WON WX N W% X % N W W W W W N ™ B W is to power through with physical attacks, especially

after inflicting Imperil and exploiting its weakness

with an auto-elemental arm accessory, or Perfect

Guard the enemy’s horizontal swipes to stagger,

making it more susceptible to magic damage.

coNpiTON

when enemy e, magc and sloental
Dot o 5 ) ® SRONRG TN KN s Sy st * As with the Anubys, Set drops an above-average
 Gua weapon: the Executioner's Axe.
[r—— * Set cannot be hunted to extinction, and has no Last
One. It can be profitably farmed to replenish EP
p— ) Dusnd » 1% Molurber saggerng Damage: o suacis 2 prior to more challenging encounters in the God's
Sanctum area.
Y Unted 15 Wh oturer saggerng. Demage: l atcks 2
Eaia A SUMMARY

‘out quickly with butfed physica attacks.
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LIGHTNING RETUBNS.

Schemata Preparations
« Firewyrm, Watergod, Thunderbird, or
Windwalker Bracelet arm accessory

 Elemental spells

Overview

eJust as the Anubys dominates
late afternoon enemy spawns, the
Meonekton replaces other opponents
in most exterior areas from 04:00 to
06:00 every day. We would advise
that you avoid them on Day 1: until
Lightning is a little stronger, they can
be something of a thankless grind.

«This enemy seems to be designed
to test your guarding capabilities.
Its physical string and Ruin spell
are capable of interrupting you.
Eerie Soundwave can inflict multiple
ailments. Finally, Force Darts is a
fast ranged attack that inflicts a
surprisingly large amount of damage
against an unguarded player; quick
reactions will enable you to Perfect
Guard against this to stymie its
injurious potential.

* In addition, the Meonekton is resistant
to damage when not staggered. The
best time to build the Stagger Wave
is when the enemy is preparing Eerie
Soundwave. Note that staggering
with a physical attack induces the
Unshelled effect, while doing so
with a spell induces the Unprotected
effect. Once staggered, the enemy
succumbs quickly to your attacks as
its defenses fall

= Last One Note: Simply follow the
same approach you take against a
regular Meonekton and this Last
One should fall without too much
trouble. Given that the only plausible
way to encounter this enemy is in
the Ultimate Lair, you will likely
have access to much more powerful
staggering options at that stage, such
as Jump or -ga spells.

* BESTIARY
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Schemata Preparations
* Wind-elemental abilities
« Imperil and Slow abilities

Overview

* While a Skeleton may seem imposing,
it presents a straightforward battle,
as it will only use physical attacks.
Slow will greatly hinder the enemy's
actions; prioritize this ailment when
fighting two Skeletonss at once.

* Players at lower levels of development
will want to use Perfect Guard
against Blood Sword. Back away from
the enemy to increase the animation
window for a Perfect Guard. Match
your input with the top of the enemy'’s

LR PR —
PRESERVATION TAGRER MODITR
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‘Stagger Powar:l atacs x, Wiod-imbosd atacks x| &

Mo tuther saggeriog,

leap. Wind-slemental attacks are
best-suited to produce a Stagger.

« Last One Note 1: As with the regular
Skeleton, inflict Imperil and Siow and
hammer away with Wind-elemental
abilities. If you are underdeveloped,
consider  equipping  physical
resistance accessories or inflicting
Debrave to decrease damage from
incoming attacks. A Level 2 stagger
(see page 266) will produce an
Unprotected effect, allowing you to
rack up physical damage more quickly.

* Last One Note 2: The Bonecracker
weapon dropped by this enemy is a
stronger version of the Brittle Bone
dropped by a normal Skeleton and
can prove very valuable thanks to
its powerful Deprotect Chaser auto-
ability if you make an effort to acquire
it relatively early.

SUMMARY




HRHTNING RETUBNS:

Schemata Preparations
S = o =  Thunderbird Bracelet, Thorn of
= Courage, and Thorn of Aggression
{  Luxrion (Forsaken Gravayard) ‘+ Demon Spicae  Sparkstrike or Electric Blitz abilities
SDS4 Dk e i) L » Imperil or Curse ability

Overview

*The Thom of Aggression, which
grants you opening Vigilance and Vil
effects, helps tremendously against
Gaunts, who can otherwise interrupt

* BESTIARY

] you easily with their Aerora spells
= and inflict multiple ailments such as
' g 0 0 0 0 e a a i ﬁ ﬁ SO Debrave, Curse, and Poison.

« Gaunts halve magic damage and only
Lightning-elemental attacks have any
staggering power, so use Sparkstrike

O BN 0N 00K 0% 0% N X N D M W W W N N B ™

CONDITION  STAGOER POINT s v STAGGER MODIFIERS and Electric Blitz to stagger the

Staggor Power:whan enemy i, Lightning-imbusd enemy. Otherwise, go for the quick

-‘ o s @ ) m;-:;:;:;,‘_ﬂwwmﬂmﬂwq finish with physical abilties powered
hese modifers are doubled. by the Thunderbird Bracelet. The

latter approach is preferred when
fighting two enemies at once, as it is
CUR = Fe =, an | Mt e e e vt 10 your great advantage to eliminate
one as expediently as possible;
Imperil and Curse will enable you to
interrupt an enemy continuously and
prevent it from casting its spells.

* Last One Note: Gaunt O will open
with a physical attack, followed by
Aeroga and Aerora. His spells cause

m severe damage; the Preta Hood is
120000 1 & “© recommended to tank if Lightning’s
= - HP is low or if the enemy is at
maxinal strengh on Day 131. Avid
i abattle of attrition at all costs and go

on the offensive as soon as possible.
Consider Overclocking to guarantee
your victory. Alternatively, if you
begin the battle against Gaunt Q) by
immediately using a disruptive attack
such as Heavy Slash, you will trade
initial blows with the enemy but delay
its casting of Aeroga — you should
then attempt to defeat it before it can
take action again.
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CHAOS BEASTS

Schemata Preparations

* Black Mage or Ignition garb

* Firewyrm Bracelet and Thom of Will am
accessories

 Deshell and Curse abilities -

Overview ¢
* Dryads are weak to Fire-infused abilities,
but summon reinforcements. Generally.
they attack with Aero. In groups, they v
will congregate to heal each other with
Aerora. Occasionally, they will also attack

with Aerora. ¢
 When a group of Dryads gathers to heal, 3
run up with a basic physical attack and ;

Bl ooooon oo % % o %% % omo® s %o» @ follow up with Area Sweep to interrupt

multiple enemies at once. If available
to you, Heat Bliz is a very efficient {
alternative. |

« Because ign y
prolong the fight and offer no additional }
o A TAGHEN MODIFIERS, rewards, it is highly recommended to
focus your attacks on one Dryad at a o
Stggeed W Unpromcted  Formanent © Notumhersugowing Damage:a suscks 2 time. A Dryad will usually only employ
Summon when its HP falls below 50%,
0 it's a good idea to defeat them with F
a concerted assault. If you inflict Deshell
and Curse and use the Black Mage’s
Rapid Fire ability, you can interrupt a
Dryad constantly with spells and easily
prevent it from ever summoning. Also,
you will enjoy additional staggering
bonuses by using Fire-elemental abilities
while a Dryad is casting spells.

« Last One Note 1: The same principles
used against a regular Dryad apply here.
Open with Deshell and Curse before
switching to your elemental magic garb.
You can interrupt the enemy constantly
by alterating your Fire-elemental garb’s 14
primary ability with an equipped Fira to
avoid finales. Using both Black Mage and
Ignition should guarantee a sustained f
offense to deplete the enemy’s HP if you
are at low levels of development.

* Last One Note 2: The Sniper's Gloves
arm accessory dropped by this enemy
carries a very interesting auto-ability for .
players wishing to maximize Lightning’s ¢
magic damage by boosting the damage

900000DRNDBBEEBEEG S oo

M A% 0% O N KON N N N W W W N W W W W W —
SUMMARY
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LIGHTNING RETUBNS.

Schemata Preparations

* Preta Hood head accessory

* Nacre Cameo and Thom of Courage
am accessories

* Slow and Curse abilities

* Brave Thief auto-ability

Overview

« This enemy is similar to the Gaunt. It
will typically begin a battle by casting
Imperil and follow with Element or
Elementa. It takes very little damage
from magic and naturally halves all
elements, so your offense should
focus on physical attacks.

I+ v s wx ws wx % 0% ® » m om ® % @ » w *Acangeli can restore health and

bestow Faith upon itself. Remove the
status effect immediately with Brave
Thief. The enemy will then prepare
Wings of Judgment, which deals

* BESTIARY

‘Stagger Power: siemental attacks x0.2 (x1.5 while anemy
; A it ! 3 » 19 s castng spos, 2 during Wings of Desruction) massive magic damage. Absorb the
L T — hit in a Schema equipped with the
- ™ s « "
RSN e 0 Do Preta Hood, or unleash elemental

attacks with high Stagger Power as
this enemy ability is being charged.

Staggered 2 Wings) = Cused  Pormanent | e S St With the staggering bonus to your |
- % attacks, you may be able to interrupt  §
‘Staggersa i Wings) » Duzed - 0 e e g M the enemy with a stagger before it

# CHADS BEASTS
‘CondiionalChanges: Magic: 250 for Arcangel with four wings can complete its action.
* Last One Note 1: Ona first playthrough,
Arcangeli ) is best avoided until after
you have completed all the trials and
acquired the Ultima Weapon. The
battle plays almost identically to one
.-lﬂ“ﬂm.- against 3 noml Arcange, but you
can easily avoid having to deal with
I------l e e B
AT baiban
for a quick finish.
oo Arcangoli S
* Last One Note 2: The Forsaken Tie
arm accessory dropped by this enemy
offers a unique auto-ability that
widens the window for performing
offensive or defensive moves with
Perfect Timing.

SUMMARY
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CHAOS BEASTS

* Yusnsan (Pation's Paace,
Garden)
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Schemata Preparations

« Physical resistance accessories or
Debrave ability

» Firewyrm, Watergod, Thunderbird, o
Windwalker Bracelet arm accessories

« Elemental abilities corresponding to your
chosen arm accessory

= Beat Down ability

« Imperil and Slow abilities

Overview

«At low levels of development. the
Cyclops's physical attacks can be brutal
Inflicting Debrave drastically lowers the
power of its blows and is the best way to
reduce damage taken from them

« The Cyclops has very little resistance to
ailments in general. Poison is a viable
option as long as you can maintain it
constantly for a gradual but persistent
effect.

« To stagger a Cyclops, use physical attacks
(Beat Down/Jump is ideal) or Perfect
Guard when the beast swings its club.
The enemy becomes weak to all elements
with Imperil. An auto-elemental arm
accessory is a great way to augment your
offense at the beginning of battle.

* Once half of its health is gone, Cyclops
will become enraged. Its attacks get much
stronger, but its defenses weaken as well.
In particular, it becomes susceptible to
launch with -ga spells. This is the time to
persist in your attacks, but do not neglect
to guard, especially against Stomp,
which leads to severe damage if you are
launched into the air.

Power Play and Last One Notes

*As your parameters grow and your
inventory expands, this enemy becomes
trivial, as you can easily exploit elemental
weaknesses and, with an auto-elemental
effect and either the Thorn of Courage or
Thorn of Will, rapidly deplete its HP foran
easy win

* Against the Last One, use either Splendid
Admiral or Intruder for Transform Bravery
or Transform Faith and trigger these
auto-abilities. You can then proceed, 10
Overclock and hammer away at the enemy
for a quick resolution to the battle.




Swipe
Magnet
Evil Eye
Full Swing

Stomp

Squash

Physical

Magic
Meagic, Fire
Physical

Physical

Physical, Fire

Physical, Fire

POWER
100
0.10x3
050
120x2
030
0.30
050
400
120
080
080
250

VARIATION
33% (Q: 20%)
10% (Q: 5%)
33% (Q: 20%)
33% (Q: 20%)

33% (Q:5%)

33% (€2: 20%)

33% (Q: 20%)

KEEP
65(Q:70)
f0(Q:70 |
60(Q: 90)
65(02:90) |

80(€):90)

80(0Q:90)

80(Q: 90)

EVADE & COUNTER

\DDED EFFEC

Curse: 40/60s (Q): 40/90s)

Slow: 100/15s.

(Final hit: Deprotect: 100/20s)

* BESTIARY

* CHAOS BEASTS,



CHAOS BEASTS

Schemata Preparations

* Splendid Admiral and/or Intruder garb

* Watergod Bracelet, Nacre Cameo or
Enlister's Gloves, and Thorn of Courage or
Thorn of Will arm accessories

« Ice-elemental, Imperil, Slow, Poison, and
Curse abilities

* Brave Thief and Jump auto-abilities

Overview

* You can induce a weakness to lce-imbued
abilities in this three-headed monstrosity
with an application of Imperil. If you
also inflict Curse, Blizzaga is capable
of launching it. A good way to open the
battle is to weigh it down with ailments
(especially Poison) and go on the offensive.

CHIMERA
cEEooRas ¢

HON WOK NN WA RNS 0 0 8 N N &m0 0 W 8w

At least one Schema with Beat Down —
PREsEmATN STAGGER MODIERT or even better, Jump — is recommended
ks tthe by x| 1o stagger. The Nacre Cameo can also be

it StagER o -t
CONOITION StagGER POINT SRS

Stagonr Powr.hysical and
gl = = = 3 [iodlotiouen S skawil s ) st helpful if you wish to ignore Hellhowling
and take advantage of the staggering

conoman — 3 TG s bonuses offered during its execution.
Suggeres & Unshies E 2w  Ch i ble of bestowing Faith with

Electrify, as well as Protect with Updraft.
In addition, staggering it produces an
Unshelled effect. For this reason, magic
damage tends to be more efficient in a
drawn-out battle.

 The Chimera's left (yellow) head uses
the Lightning-imbued attacks Charged
Smash and Shocking Breath, while the
right (green) uses the Wind-imbued Sonic
Smash and Wind Breath. Unleashing
Heavy Slash immediately after any of
these moves should be enough to disable
the acting head temporarily if you have
Bravery active (from Splendid Admiral).

* Beware its Hellhowling and Helldiver
attacks, the former of which carries Imperil
and Dispel effects, while the latter is a
strong leaping attack. Storm of Steel, only
used by the Chimera when all three heads
are active, is the enemy's ultimate assault.

* Note that, outside fixed encounters, this

WON WK WK UK IDRINE N N P N ¥ ¥ W N ¥ W W 0 enemy cannot be spawned until after
you have completed the Trials in God's
Sanctum.

TAGGER MODITERS

‘Stagge Pawer hysics and magi atack t he body x1
Dot - " 1 75 {duing Holhowiog 5L slementa sacks 0, smacks 0
0.

AD0ED
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Power Play and Last One Notes

* On Normal Mode, you can Overclock and likely
finish this enemy off preemptively with Army
of One, especially if you trigger both Transform
Bravery and Transform Faith. This is much
easier to do after you have obtained the Ultima
Weapon

* You may opt for a purely physical approach
against a normal Chimera. Inflict Deprotect,
Imperil, Slow, and Poison and attack
relentlessly in an Overclocker Schema (see
page 291) with a garb such as Equilibrium+.
If you run out of ATB, switch to a Ravager
Schema (see page 291) to stagger and buy
more time to finish the enemy off before your
Auto Enfrost effect expires.

* Chimera Q) is a much more resilient foe. Its
auxiliary heads are more difficult to disable,
and Poison, while effective, takes two casts
to apply and must be refreshed constantly.
Stagger aggressively with Jump and take
advantage of damage windows to Overclock.
Trigger Transform Faith judiciously with the
Intruder garb. Also, be sure to use Faith
Feeder whenever the enemy buffs itself to
power up your spells further.

« If you have room in your inventory, consider
purchasing an Enfrost Potion before the Final
Day specifically for the fight against the Last
One. Otherwise, bring healing potions and
equip head accessories such as the Ghostly
Hood, Preta Hood, Falcon Charm, or Toasty

Shawl. Set up an Overclocker Schema with
Ruin and Blizzard, ideally with the latter
carrying an Ice-Attribute attacks +10% auto-
ability. Maintain Slow and Poison at all times
and stagger to exploit the Unshelled effect to
its fullest.

ABILITIES
CONDITION
Swipe Physical 080 5% 50 70 s =
Fire Breath Magic, Fire 150 5% a5 %0 x -
Body and Firepower Special = - = 60 - Enfire: 40s
Main Head | E—— L I
Helldiver Physical 160 5% 3 %0 v -
Hellhowling Magic 010 5% ) 7 x :;‘::;;"1‘5“00/{3“5
Charged Smash  Physical, Lightning 120 5% 30 7 v -
Lightning Shocking o g - :
Hoad Breath Magic, Lightning 250 5% 80 90 X e
S - S
Physical, Wind | 120 5% 35 7 v -
WindHead | Wind Breath Magic, Wind 020 5% %0 -
Updraft Specal = = 80 froe ¥
Magic, Fire 150 L |
Three Heads ol
Topéthee Stormof Steel  Magic, Lightning |~ 3.00 5% 60 : % x -
Meagic, Wind 020 B |

* BESTIARY

* CHAOS BEASTS
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Schemata Preparations

« Passion Rouge garb

* Status resistance accessories
* Wind-elemental abilities

« Imperil and Slow abilities

Overview

« The natural ailment resistance of
the Passion Rouge garb makes it the
perfect foundation for a tank-type
Schema to guard against any of an
assortment of ailment spells that
Grendel can cast.

* Be sure to guard against its strongest
attacks: Hellkraft, which can be
incredibly disruptive if you allow it to
launch you, and Shadow Clan, which
inflicts multiple hits.

* Grendel begins the battle by erectinga
barrier that bolsters its defenses with
Protect and Shell effects. To deal any
appreciable damage to this creature
you must stagger it to expose a
weakness to Wind-elemental abilities
and render it susceptible to ailments.
Take advantage of this opportunity
to use an Enaero Potion to maximize
your damage output. If you manage to
induce a second stagger, Grendel will
become temporarily disabled

* Séance is your cue to pursue stagger
as aggressively as possible, especially
with Wind-elemental abilities. If you
allow Grendel to “charge” this ability
to its completion, it will gain Veil,
Bravery, and Faith. Fortunately, it has
avery long animation delay.

Power Play and Parandus Notes

* If you are in possession of an Enaero
Potion, consider Overclocking during
a stagger to deal Wind-glemental
damage and produce the second
stagger. If you couple this with
Imperil and either Bravery or Faith,
it is possible to deplete most of the
enemy's HP in a single stagger — even
atlow levels of development.

o from Day 8 onward, Parandus
replaces Grendel, but aside from the
strengthening of several parameters,
the fight plays identically to that of
Grendel.




ABILITIES

ABILITY

G

Protective Circle
(Grendel)

Absolute Barrier
(Parandus)

Claw Swipe
Tail Swipe
Ruin
Ruinga
Fire
Blizzard
Thunder
Aero
Fira
| Blizzara
Thundara
Aerora
Element

Elementa

Debrave
Defaith

Deprotect

Deshell

| Imperil
Slow
Poison
Curse
Pain
Fog

Disaster

Breath of Rancor

Seéance

Shadow Clan
(Grendel)
Gloria Mundi
(Parandus)

Hellkraft

Specal S = - | s — | Protect and Shell until staggered
Prysical ‘ 1.00 0% | 40 ‘ % { 7 ‘— - REETAR
T Magic 100 10% o X =
 Mage | 200 | 0% | Ii : 7]7 % |
Magic,Fie | 050 10% 2 x |-
Magicce | 050 | 10% | 20 iL AR A o o =
| Magic.lightning | 050 | 10% | 20 | % x
MegcWind | 0s0 | % | & | s 0 xon[= R
Magic, ire 05 | 0% | 3 | W@ ¥ |
 Magicle | 07 | 0% | % | @ | e 4 =
Magic, Lightning 019x4 10% { - =
| MegioWind | 019x | 10% i
Magic, all 050x4 | 10% x -
elements | N N Ca
B |
wy B s w | ox - ==
019k | L
Mage | 075 | 10% | 10 | % X | Debrave: 150/20s |
~ Magec o5 | w10 | @ | x| Defaith 150205 |
pa N[ k| R B
 Magc 075 | 10% | 10 | % | X | Deshell:150/20s (Grendel) 180/30s [Parandus)
Magic o5 | wk | 2 | w0 x| Imperl: 35/50s
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Magic 075 | 10% 790 x| poison: 35/50s
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Magic }»M, 5% 10 95 ’ X% Extend ailment duration: 50/15s
033x12 %0 | |
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HAOS BEASTS

Overview

« Eeshkigal,the enemy awaiting you t the end
of the Ultimate Lair,is a fiying creature, which
is of great tactical significance when planning

S your Schemata setup. When defeated, it

relinquishes the Uimatus garb, a Diamond
e Matinee Necklace and, perhaps best of all, a

: +10increase 1o your Maximum ATB.

*Our strategy here is recommended if you
wish o obtain a perfect five-star rating on a
first playthrough. For best results, you should
set up your Schemata as shown. The only
required recovery item is one elemental Potion
coresponding to the elemental spell on ',
but you may want to bring at least one Ether,
one or two items that bestow Bravery, and a
fevival item just in case things go awry. Note
that you can pick up some of these on the floors -
preceding the Eresfikigal encounter.

o9o000DB

W% 0% 0% 1008 1008 B &

» * Initially, your opponent will erect two barriers
‘and bestow buffs. After this, its behavior centers
) ) [ o e on countdown cycles consisting of “Metear
unleashed”, “Words of power intoned..”,
“Gathering energy..”, “Invoking Meteor..” and,
finally, "Meteor”. The power of Meteor increases

T 0% 0% (0% 0% B T

TN % 0% W% 0N 0% @ B B

‘Stagger Powsr: o sachs x, during Grand mguise 4.

o Lol - 1. bl danog Judgman or i Judgment 6. with each successive casting, comesponding to
multiple additional hits of 3000 damage that
wonomon A T et e — camot be mitigated by anything other than
Guard Defense. Between individual steps of this
Stgpor 2 Fonged £y o anachs ), durng Grand it i, countdown, Ereshkigal will use is other abiltes,
--mu...m duant s, Oamage: o the most worrisome of which is Resonance. The
Sopgolovl B Ui o o qood news is that Ereshkigal’s speed is fairly
pedestrian and can be further decreased with §
Stz levei2) S Umecwd  @n SSOSINN Nofwrsaggwing Damege: s stacts . Slow. This is the key to a successful strategy
with a low-level Lightning.
ABILITIES 3
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« Once half of the monstars HP s gone, it will use
Awakening and forego any defensive bariers. This
relaxes its resistances but doubles its Strength
and Magic. In addition, there is a shorter delay
between its actions. Most significantl, its ultimate
ability Super Nova becomes available — this attack
is almost impossible to survive without Defaith, as
it ignores resistances in the same way that Meteor
does. Fortunately, if you properly execute some
variation of our strategy here, you can completely
avoid Resonance, Super Nova, or anything beyond
Mega Meteor, possibly even the initial Meteor if
things go well.

« Start of Battle: By hugging the walls around the
room in which Ereshkigal resides, you can acquie
an easy preemptive strike to reduce its starting HP
by 25%, Always begin the battle by infiicting Slow.
Use Attack in {910 jump into the air, then alternate
beweenF?and 1o cast long chains of elemental
spells. Remove the Protect cast by Ereshkigal with
Heavy Slash and refresh Slow constantly when you
are low on ATB in your other Schemata. Don't forget
about your Quick Stagger 75% auto-ability; soon
after the Stagger Wave turns red. you should be able
o stagger instantly by using Heavy Siash in #, most
likely in correspondence with Protect Feeder.

« Increasing Stagger Levels: Once you achieve
stagger, you need to reach a Level 2 stagger very
quickly. The Fog inflicted on the enemy prohibits
it from using anything other than Grand Impulse,
a physical ground attack that has no effect if you
are airbore. Furthermore, all of your spells enjoy a
quadrupling to Stagger Power during its execution
Therefore, regularly use Light Slash to remain afloat

SUGGESTED SCHEMATA

Splendid Admiral

and unleash your chains of spells during Grand
Impulse. This will rapidly push you toward  second
stagger; although it islikely more efficient to stagger
with a Heavy Slash in &, the Stagger Siphon auto-
ability of Lautomne s another reason why it is the
ideal garb for this strategy. Use an elemental Potion
immediately upon reaching the second stagger.

* Overclock Phase: Be persistent or Ereshkigal will
reestablish its barriers; continue your assault to
achieve the Level 3 stagger, using Bravery Feeder
along the way. When this occurs, cast Deprotect,
Imperil, and Poison (you'll need to cast this twicel.
If the Unshelled effect of the Level 2 stagger has
worn off, add Siow as well. Begin Overclocking
and alternate between Attack and Light Slash to
pile on the damage. You will likely need to refresh
Poison (and potentially other ailments) after every
Overclock. While doing so, trigger Transform Bravery,
then Overclock again, Try to make one of these
sessions coincide with the arrival of Meteor so as
not to waste Overclock time.

« Awakening: By the time you run out of EP Ereshkigal
should already have used Awakening. If Battle Score
s not a priority for you in this initial encounter, use
an Ether and continue to Overclock to err on the side
of caution. Regardless, prioritize refreshing Slow
and Poison constantly. Even after Ereshkigal powers
up, you will still be able to deal reasonable damage
with Imperil and an elemental Potion in play. Use
Bravery Feeder a second time when the enemy buffs
‘again. Chip away at its remaining health to secure
your victory; your Battle Time should range from
three to three-and-a-half minutes. If you take much
onger, you'll be subject to Super Nova, which will

L'automne

HOTIINS RETYONS:

likely necessitate the usage of a revival item. As
long as you maintain Poison, however, Ereshkigal’s
extinction is an inevitability.

SUMMARY

Equilibrium+

‘ Chaos’s Revenge

—

Gridanian Sigil or Blasphemy

Crippling Hood

Collector Catalog

Hoay Slesh [

‘ @0 E Guard
®/e ’ Poison l l
el Slow @t

Fire, Blizzard, Thunder, or Aero
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Schemata Preparations
* Physical attacks

Overview

 The Gremlin is an enemy of little
consequence, even at the very
beginning of the game. Using any
attack while it is casting, which it
almost always does at the start of a
battle, is enough to stagger it, leading
10 a quick victory.

* When a Gremlin accompanies other
enemy species, eliminate it first with
your first round of actions to simplify
the battle.

* Last One Note: Gremlin Q will cast
damaging -ga spells continuously. Use
Heavy Slash repeatedly to interupt
its actions. Applying Curse will also
make weaker physical attacks equally
disruptive, paving the way to victory.

SUMMARY




Schemata Preparations
* Lightning-elemental spells

stanonmo :
e « Deshell ability
@
- Overview

~ Witngs (rasstands, Ay Cint)
* Miniflans spawn in groups and take « BESTIARY
little damage from physical attacks.
A Schema equipped with Thunder
S _— or Thundaraevsillplgake short work of
o v v w0 1 them. Early in the game, Electronica
is the ideal garb for battles against
Miniftans; if you only have a Thunder
spell of a lower level, a quick
application of Deshell can help.

CEEY-EEEDRE] ) 1] @@  Loter you can dismiss eniire packs

of Minifians with a single use of
[0 e i

o

Last One Note: Even with its

1 CONDTION - StAceenpoi TIASIEN o MK, PREEEVATIOV STAGGER MOTIFIERS increased parameters, the Last
B ok - 2 T 5 S P ot A A Pt Ui, One variant of Minifian poses no
g imbued attacks x10, al other amacks 0. significant danger. Cast Lightning-
g elemental spells, ideally with the

g A ireRATly . % 2
| E— S M o
Suppered ) fopeell 25 o mmn-::q o stag n:.\ nmmu:mm:li Bracelet arm accessories equipped,

and the enemy falls quickly.

o FERAL
CREATURES
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CONDITION BOES i ; - SUMMARY

e atacs 5, re- ad Lightng-
Use. ﬂﬁsfsll and Thunder for quick
individuals.

Stagger
Defaut 1000 i = ] mbued atacks x10,f other atacks:

ITERATIVE

cowomon  oenon A0 e [ETT—

Nofurthr staggerng. Damage: magic aacks x15,

Staggered. 2 Fogged. 2 ¥ hining-elemental attacks x2.



FERAL CREATURES

I N I S oo

« Fire-glemental abilities
R i
0 s

= Widiands (Jsgd Woods)

Overview

o This is a straightforward enemy,
halving all except Fire-elemental
damage. A garb such as Midnight
Mauve or an equipped Heat Blitz
ability will make short work of
Rafflesia groups.

« Last One Note 1: As a single enemy,

RAFFLESIA Rafflesia Q is inconsequential and

falls quickly to a string of attacks

powered by Auto Enfire.

CBBRBBBS® .. o o 2 e e

v e 1605 0] ) o) (B 97 @ Earrings dropped by this enemy
provide a huge boost to damage
caused by ailment spells for players

who enjoy Saboteurheavy play
‘Stagger Powr: magicamacks x 03 duog Nutianc Stilas
o Ao ettt b ity Nikion tyles.

e R il e

o o staggerig, Damage: magic atack 11 5. fire-
Suggered £ Foaged s ] ——

Condional Changes: taggerDacay: 10when staggered

cEpaoEeBse

conpman TAGHER P e
shtstvario " DECAY
Sy v e st 1 Nt
Adsorpion),ir durig Nottont
Delo - » L L Au-nmL-lvimmmm freritlm
SUMMARY

ot Somop g sack 1 P
Sugperes - et 4 | (ke dososbe Someve g mmmmmm

Congons Changes:Stagger Dcay: 10when staggarsd




HAHTNING RETURNS.

Schemata Preparations
* lce- or Lightning-elemental abilities

Overview
* Goblins travel in packs and are
very weak individually. Although « BESTIARY
their multi-hit physical attacks can
interrupt you and Batter Up should be
guarded, it is unlikely that they will
survive long enough to make much
use of these abilities.

*On occasion, they will use Spirit
Infusion to  bestow  themselves
with Enfire and slightly boost their

999909 B CEBBEO® i, b fovsfing on earn

ECE o o s s ws wx 0 8 0 0 0 8 0 o w0 8 one with Ice- or Lightning-glemental

s attacks or using wide-area spells

such as Blizzaga or Thundaga will

g conomon  saseneonr S WX ey Rr— quickly eliminate what little threat
StvgePowar o soaoy i o e g they pose.
oatn » x " 150 imbusd auacks 2 e acks 05,

my active,
sl

ot U e e s © Last One Note: Goblin Q) is of ittle
threat to you as a single opponent and
falls quickly to an Ice- or Lightning-

Stmggersd 0 Confused £ ] No further staggsring. Damage: s atacks x2. elemental assault.

covomon ooy AN e JENE stgsenuoEns

‘Conditionsi Changes:Sagger Decay: 10 when staggeras
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* Ses o
~ Utimate Lo (oo 14)
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Sy e o oo

Default 0 £l 00 150 imbued sttacks x2, other attach nemy sctive, SUMMARY
besiprisdshnb i o

This enemy can be disruptive if left
s dispatched quickly with lce-
Staggored 3 Dazed = o o i -glemental abilities.

Condidonal Changes: StaggerDecay: 10when staggared
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FERAL CREATURES

Schemata Preparations

« Windwalker Bracelet arm accessory -

* Thom of Courage or Thorn of Will
arm accessory

* Wind-elemental and Curse abilities

Overview

«The Vali is nearly impenvious to
elemental attacks that are not
Wind-based, but an assault that
exploits this primary weakness will
eliminate it quickly. At higher levels of
development, area-of-effect abilities
such as Aero Blitz or Aeroga can

‘ c ' ‘ o ﬁ a a . n - i . ° . annihilate groups of enemies easily.

WO 0N X% W% KN X X W ¥ ¥ N N N ¥ W X W « In the presence of a Hanuman, a Vali
may gain Protect, Shell, Vigilance,
and Enthunder with bestowment of
CONDoN AGGERPONT stivanon "5 [ Thunder Eater. Its attacks are st
‘Stagger Power. al atacks x0.5, Windimbusd atcks 1. not particularly damaging in- this
Sorng Charge, ol stacks ], Winc-imbued scha x1 & situation, but carrying the appropriate
ailment spells to negate its buffs (and
then further inflicting those ailments
Staggered - Usprorected 108 ° No further staggering. Damage: sf atiacks L2 with repeated casting) will avoid
drawing out the battle for longer than
Is necessary.

Detsun u 5 - @

oomon oowox 22 3 s st oo

SUMMARY

Use Wind-elemental attacks to deplete J
its HP quickly. When accompani

first target for players at fow levels of -
development.




HOHTNING RETUBNS.

LT R
m * Watergod Bracelet arm accessory
« Thom of Courage or Thom of Will

* Lumerion Cothedsal (Final Oay) * lce-elemental and Curse abilities
-ln.

pre— Overview

« Battles against Neelas and Wendigos

R oo identically to those
" o against Valis, with Ice as the relevant
elemental weakness against Neelas,
and Fire against Wendigos. These
creatures are often accompanied by a
Sugriva, which will cast Fire Eater or

° 0 O O 0 e u n . . ° . Ice Eater to enhance its parameters.

T00% T00% 100% 150% 0% 0% ¥ N ¥ ¥ W M ¥ N N W B B « Abilities such as Blitz, Ruinga, and
then Ice Blitz and Blizzaga for the
Neela, or Heat Blitz and Firaga for the

* BESTIARY

coNDMON - ¥ s iR Wendigo, are highly recommended to
decimate entire groups of enemies at
StaggerPover: 505 daig Charel o
i - 3 - LI ot once.

o FERAL
CREATURES

 Luarion Cathedral (il ay) .

:

v
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CONTION

‘Stagger Power: 505 doring Chargl, o

e o % b LI oty oo

8 MODIFERS
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N N A R Stemes Propasions
- e o 7  Double Saber or other double-bladed
‘weapon with Light Slash ability

preT———— Aerora ability
« Slow ability

Overview

* The Cactair spawns only once per
playthrough and, except under very
specific circumstances that are
unrealistic of an initial playthrough,
sustains only a single point of

CACTAIR
damage from all attacks. Therefore,
990000 ROCEEDEEE 0 0 you will find yourself having to outlast

e 3 o S e . e S it by chipping away at its heaith one
10% 108 -100% 10% » LR o 145 | IS point at a time and inflicting Slow to
delay its actions.

s
Smultwater
o e )
1 v v 1000 o

¢ *Given that the power of your
S LT ] = e abilities is imelevant, and the fact
e i ! b B e st that staggering does not increase
the amount of damage taken by
the enemy, the Sparrow Comb is
as it will make your
casts of Aerora cheaper in terms of
‘Staggered (Level2) s Cursnd 0 0 No furtherstaggering. ATB cost; the multiple hits offered by
each cast makes this particular spell
preferable in this battle. Mix your
spells with Light Slash, which can
deliver two hits at a time with any
double-bladed weapon, to sustain
your offensive.
* The Martial Monk garb’s Whirlwind
Kick ability is also tailor-made to rack
up the hits in this battle.

Power Play Notes
 The secret to a quick victory lies in
overcoming Cactair’s hidden damage
threshold of 65,535 (see page 277
for details). To do this much later
in your progression, when you are
at the 5000 Strength: cap, set up
a Schema with the Dragon’s Blood
garb, Enlister's Gloves arm accessory,
a fully, upgraded Charged Strike,
Bravery, and Vigilance. Use a full ATB
. meter on Charged Strike to defeat the
’ilmyinssingls blow.




HRHTNING RETURNS:

Schemata Preparations
» Firewyrm Bracelet arm accessory
* Thon of Courage or Thorn of Will

am accessory
] ~ Desd Dunes Desert + Cacun Do
 ATB Charge i
e . Overview
« Scarleta Mukstone * The Firewyrm Bracelet makes batties

against a Cactuar relatively simple,
as you will likely be able to deplete
its HP before it completes its Cactus
Dance, which it employs to bestow
buffs on itself.

AXTETION

«|f the battle continues, the enemy

CACTUAR
will use disruptive Kick attacks,
‘ C O 0 ° @ . n a . - n . . . ° . the Element spell, and its special

TN 0% 00N IO 10N 0% X N B W W W W N W attack 1000 Needles, which can
be problematic at lower levels of

* It is not recommended to fight many
Cactuars before the later days, as
you will be able to defeat them easily
later on and reap noteworthy gil

rewards for doing so.
Shoowad = ot a o S o el stk v ntund 9
‘ sk deksseni « Last One Note: Cactuar ) is only
Staggorod (Lovi ) 0 Oated £ 0 Mo further staggering. slightly heartier than its normal

counterpart, but it will open with
Elementa, which can deal significant
damage if you are caught off-guard
After mitigating this initial damage
(the Camaval Crusher garb or Tri-
Point Coronet head accessory can
-_—_ help), you can proceed as usual |
with an application of Deprotect or |
_ Deshell and hammer away at its Fire-

- Soo Coctuar
 Unimat Lo (Foor 1)

o FERAL
CREATURES

SUMMARY

iwm ‘ﬁme
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i FERAL CREATURES

Schemata Preparations
* Watergod Bracelet arm accessory -
* lce-elemental abilities

Overview y
* Gorgonopsid typically uses physical
attacks but has three notable
special moves. The first is Virulent v
Breath, which can inflict the Poison
status. The other two, War Cry and
Megabite, occur successively, where
the enemy will bestow Bravery on

GORGONOPSID itself and immediately follow with a

strong leaping attack.

09390 DRODHEDBBBS® - 1ning o Perect Guard aganst
SN % 0N X 0K 0% M W S 8 2 A ®m W A 0 W 0 Megabite just as the enemy leaps will 7
instantly stagger it resulting in a brief
opening for you o deal appreciable

« Loerion Pigris Pessage, Cey)
+ Desd Duoes (Desert

ooy SN e eSO damage and finish the fight quickly.
. o . - w0 BPncbucSsuaWnCysioun o Last One Note: Gorgonopsid Q
poses no real threat and is unlikely o
omnox  ounon - TR e to survive long enough to unleash
its War Cry/Megabite combination.
Staggered 0 Hindered o DK% Nofurther stagasring This enemy drops the unique Early-

blooming Corsage, a head accessory

Sugperoaty = StggerPowec sl
Parec Gomtd 2 e i el that grants a bonus to the initial ATB
B Wl s B ek value ofthe garb it accompanies. This -
. can be used with the Soldier of Peace
S

garb, enabling Lightning to unleash
Artemis’s Arrows immediately at the
start of a battle, or coupled with any
other garb that does not enjoy full

ATB when combat begins.
GORGONOPSID Q
990000 EERBREBG Y
o SN RSN LK W B 5 S W B A m w0 @ o
CoNBON AN P enelBK 0 P ——
. - - - el e ek W o T
cowmon oumnoy A0%0 SUMMARY *

Stuggored o Hoderad L3 WR% o turther staggering
Staggered by
o i £ Lounchatle - W05 Stgger Powerphysical stacks <20

Otherwise,
Sageced Lavi2) PRI o Notunherstagguing Megabite to stagger.

180



990000DRUCEERARES®

0K 0% 1% WK WIS WX X W N X W W ™ W N X M O

STAGGERPOMT  STISGER SR MOTIFERS

e i waggering. evemy
gpuring: enemy acking, o
ot ot o o s 3

o

EERECT
DURATION

Noturther staggering

- Suo Stota'te
 Unimata Lai (Foor2)

oo%000DE@ Bcaease
R = = o i o ] i ) 5 ) 5 ) )

CONDITN  ETAGGER PO STAGGEA MODIFERS

WAX
PRESERVATIOH

N o v W o oot
Outauk 2m m » @ preparing HeelKick. o staguarng: anemy ataching, ol
' e, e ot h e 8

conomen ouRsTION

HOHTNING RETYENS:

Schemata Preparations

* Firewyrm Bracelet and Thorn of
Aggression arm accessories

 Thorn of Courage or Thorn of Will
arm accessory

* Fire-elemental abilities

Overview

* Skatane is immune to Curse and
performs disruptive kicks. Its most
notable attack, Heel Kick, is slow but
powerful. If Skata'ne unleashes this
ability, guard and counter with your
most effective staggering attacks
(such as Beat Down) immediately
afterward to take advantage of the
huge bonus during this window.

* Overall, it is recommended to push
for a quick victory with the Firewyrm
Bracelet and multiple Thorn arm
accessories.

©last One Note 1: Skatane Q'
version of Heel Kick is much stronger
and can cause considerable damage.
Slow can help to delay it; either
Debrave or the Ghostly Hood, if you
are severely underdeveloped, can act
as good precautionary measures.

*Last One Note 2: The Enlister’s
Gloves dropped by Skata'ne Q are
a great offensive arm accessory,
providing a 20% boost to Lightning's
melee-based damage output, and
should be a staple of any setup
oriented toward physical attacks.

SUMMARY

* BESTIARY

FERAL
CREATURES



FERAL CREATURES

* Fire- or Wind-elemental spells -

I N I S Proparsions
EEEE = = o s

« Imperil ability —
D T - o s
—_———

Overview

* Schrodinger has the ability to heal
itself with Cura. You can discourage #
this behavior by applying Slow to
reduce the frequency of its actions
or Curse to interrupt them. In battles -
where it accompanies other monsters,
defeat them first — especially at
lower levels where Schrodinger

SCHRODINGER
9doo00DNRDEECEERY @ vag‘r:a:z:ruseanasatanumus

Who0% % W% WX WN 0 ® 0 0 0 0 o 0 ® 0 W o -
« Inflict Imperil to induce a weakness
to Fire- and Wind-elemental abilities,
which will expedite the battle -
significantly. ~ Schrodinger  takes
more damage from (and can only be
staggered by) magic, so a garb such

Parons Place)
~ Daad Dunas Tomgie Rus) Faastom

Icesparka
* Firastorma
T

pr—TT
o e as Ignition or Woodland Walker is

Sugeces W Uowced s VDR Nolurer saggorig Dumepe:physcel aacks 3. ideal against it J
Condtionsl Changes: Stagger Decay: 10 when staggared * Last One Note 1: The only challenge

Schrodinger Q presents is for the

player to outpace its healing with -

damage, which is easily achievable

after an application of Imperil. It is

worth noting that staggering this

enemy will eradicate its normally
IS stout resistance to physical attacks,

enabling you to deal severe damage "

with abilities such as Heavy Slash.

E - - = -
-
m— * Last One Note 2: The Mage Hunter's -
e o e 1y Pl Mask dropped by this enemy is a
head accessory that boosts your
magic while bestowing any equipped f
Heavy Slash with Brave Thief. While
both effects are useful, they are
not complementary (except in very
specific Schemata configuration).

990990 NROCEENAEREY ® J
5 .52 s s e ) 0 it

CONOTION STAGGER POINT TaogEn waD

TARGER
DEGAY

Conditons Changes: Stagger Decay 10when staggersd



HRUTMNS RETYONS:

Schemata Preparations
= Wind-elemental abilities

Overview

* When you traverse the Dead Dunes
during the daytime, the Desert
Sahagin will appear burrowed
undemeath the sand. When the
enemy is submerged, it attacks
quickly with Rush, which will interrupt
you unless you guard. Its movements
‘make it difficult to damage efficiently.

- « Inflicting Slow may stymie its assault,
e = butif you Perfect Guard by defending

0002000 BOCBEBEBEO® o s00nss e romy begs 15 sy
SN % W% WON 0% W% @ 0 O 0 ©° 0 0 0 W 0 W o animation, you can trigger an instant
stagger. This brings it out of the sand
and temporarily disables it, allowing
You to dispatch it quickly.

« At night, the enemy is found above
the surface of the sand. Strike at its
Wind-el tal weakness to end the
battle quickly.

 Last One Note 1: Desert Sahagin
‘Stagpored (Burowed) 105 Unprotected £ (1 Nourtherstaggering Q will be burrowed at the start of
the battle. A Perfect Guard against
el W Dete L UL Rush to trigger an instant stagger and
150%, the Unprotected effect makes this

encounter relatively trivial

«last One Note 2: The Bandit
Scarf dropped by this enemy is an

BN imoressve head accessory that
m i 3 7 W improves your ATB Recovery while
[T i 5o Tt

bestowing any equipped Heavy Slash
S DesartSahogin  Band St
* Ulimate Lar (Foor 21) « lmperil SUMMARY

CoNBTO Dunwian

FERAL
CREATURES
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: 9990000 NRECEEEABEY ¢
[ [ A

rr— ” s - R IR it tecie 0 sl it
rotiny
[Err— ™ s “w 15 Siegger Power o atacks 0.3, Wi nbued acacks 0.

Stuggorod (Burowed) O Unpowced 2 o Nourber stagaerng,
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ECTOPUDDING
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o urher staggering Damage: physicol atacks i

FERAL CREATURES

Schemata Preparations

* Black Mage or Watery Chorus garb
« Flamebane Choker head accessory
* Watergod Bracelet arm accessory
* Ice-elemental spells

Overview

* Underdeveloped players may find the
Fira spells cast by the Ectopudding to
be significantly harmful, especially
against two enemies at once. The
Flamebane Choker makes a big
difference, but there is no substitute
for Perfect Guarding against these
attacks,

* The Ectopudding is highly resistant to
physical attacks until staggered, so
you should rely strictly on spells. To
stagger, simply hammer away at its
Ice-elemental weakness. Blizzaga is
especially useful as it launches this
enemy,

* Last One Note 1: With access to the
Blizzaga spell, Ectopudding Q should
be of little danger to you. You can
repeatedly launch it and push for a
quick victory, If you manage to stagger
this enemy, it will become very weak
to physical attacks, enabling you to
deal severe damage with abilities
such as Heawy Slash (especially if
your Auto Enfrost is still active).

* Last One Note 2: The Tenacious Ring
dropped by this enemy is a defensive
arm accessory that bolsters your
defenses by 10% when your HP dips
below 30% of its maximum value.

* Lite Smeltwater
s R .,




HTNING RETYONS:

Schemata Prep
» Firewyrm Bracelet arm accessory
* Fire-elemental abilities

Overview
«A sole Tiffid is not particularly § + gesnany
threatening, but when left alone as
part of a larger enemy group, it is
capable of burdensome attacks such
as the ailment-inflicting Biohazard
Injection and the disruptive Sniping

y Thrust. Fortunately, ~Fire-elemental KTH
. TRIFFID attacks powered by the Firewyrm
= Bracelet make short work of it L
'0‘000““BE.°...°0 * This enemy is much easier to stagger

0% 0% W% WK W% WK N N ¥ X N N ¥ W N X N N during its actions, particularly Spin
Attack
* Last One Note 1: Guaranteed to
= be the sole enemy in the encounter,
e e Triffid Q2 falls quickly to an assault

Duteot Y " i 10 du g samacka2 stacks
‘Spin Attack, o8 aftacks 10, Fire-mbusd stacks xI0. augmented by Auto Enfire.

e o
JURATION

TABDER MODIRERS * Last One Note 2: This foe drops
the Warrior Hunter's Mask. This "
i » Do - 8 it g v b very valuable head accessory boosts v
your Strength while bestowing any
equipped Heavy Slash with Brave
Thief.

o FERAL
CREATURES

SUMMARY
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+ Ooprotect.

o0 Trflg
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FERAL CREATURES

HANUMAN
o9d09ooNRECEENERBY &

MO% W% W NN WY N N W B X W W N N W B 2

Schemata Preparations

* Windwalker Bracelet arm accessory

* Thorn of Courage or Thorn of Will
arm accessory

* Wind-elemental and Curse abilities

Overview

« A Hanuman will usually accompany
one or more Vali and prefers to power
upits allies with Thunder Eater, which
grants Enthunder, Protect, Shell, and
Vigilance to its target. After it has
done so to all allies, it will recruit
them to prepare Charge, which inflicts
a large amount of Lightning-based
damage if you allow its execution.
The easiest way to prevent this is to
focus your assault on any Valis first
to defeat them before tuming your
attention to the Hanuman. Wind-

g Charg, o atachs 15, Wind-imbued tacks 1.

A0DEL

piitiid STAGGES MOOIFI:

Staggsred 5 Unprotoctsd 108 0 o further saggering, Damage: ol atacks 3.

i ANUMAN |

990000DMBN0EERARES
I o o 6 ko8 6w e BB oe e w

imbued f-effect abilities such
as Aero Blitz and Aerora are ideal for
this task. Alternatively, the Hanuman
is more susceptible to stagger while
charging, so you may opt to interrupt
the enemy in this manner.

*Once alone, Hanuman will use
Thunder Eater on itself and proceed
to use physical attacks against you.
Counter its buffs with your ailment
spells to maximize your offensive
efficiency.

« Last One Note: This fight is relatively
simple in the absence of any Valis.
Furthermore, you are likely to have
access to the Aeroga spell when you
encounter this Last One, which can
easily launch the enemy into the air.
If Hanuman () is able to use Thunder
Eater, the Sparkbane Choker will
mitigate any damage from incoming
Enthunder-infused attacks.

Stwggeced a Unsheted ™ ] Nofuthr staggerig. Damege: st atacks 2.



Schemata Preparations

 Firewyrm, Watergod, Thunderbird, or
Windwalker Bracelet arm accessory

» Thorn of Courage or Thorn of Will
arm accessory

« -ga elemental spells corresponding b SR
to the auto-elemental arm accessory

= Impeil and Curse abilities

Overview

* Sugriva is fundamentally identical
to Hanuman and has no inherent
elemental resistances or weaknesses,
although Fire- and Ice-elemental
abilities enjoy greater Stagger Power
modifiers.

= If you open by inflicting your ailments

in rapid succession and then casting
e e STAGBER MODIFIERS Firaga or Blizzaga, you can launch the STRUI
Sugriva and disrupt it from powering
up any Neela or Wendigo allies
e or performing any Charge attacks.
EFECT i 2 Attack while it is airborne and then
Songtred . Dazed 10 o o thec tpgneriog, Dnmeepes ol stachs X2 launch it again after it lands. This NEMY
simple procedure enables you to RECTOR
eliminate it from the fight before
turning your attention to its minions.

* Last One Note 1: Your strategy * Chtavunes
should be identical to that against a
normal Sugriva. Do not hesitate to
Overclock in order to make short work
of this Last One. |

© Last One Note 2: Sugriva Q drops.

the Coldflame Droplet head accessory,
< which increases the damage dealt by
B bt Fire- and lce-elemental attacks. .

STAGGER PO

ouRaTION

« Sew Sugre

* Haly Forgefire.
' v v | an |

STAGOER

EONBITION DECAY

. == Auoén
conpiTiOn ounanion ASSED

STAGGERMODITIERS

Staggored = Unsheled 15 o Noforthr taggering. Damge: ol atacks 2.




09d0000D s
o e
g

i No% W% 0% 1% WK 0% X B W

coNpmon

ol stacks o th head x5 1o the

Stagger Power: physic
oo « S0 0 pab bt Sac o Do 5

connmos ouRATIDN

Staggeret - o further staggerig. Damage: s stackax1..
Staggersd with  tow
e gy " Exposed £ NN Nourther saggeriog. Demage: o sstacks x15.

Stunger Docay

ZALTYS Q
99000088 ﬁﬂlﬂ.i.OQ

W WON 0N UK WK WX ¥ W ¥ B N W » 2 » 2 »

_.mmn.m.mmn,.n,,,....m..,

STAGOER

susgen ot SIASEE $TAGGER MDDIFIERS

I
PRESERVATION

Stagger ol atacks o th head x5 1 the
body x, spels 1 Ice-#mbued atacks 1 the head x15

FERAL CREATURES

Schemata Preparations

* Physical resistance accessories or
Debrave ability

* Watergod Bracelet arm accessory

* Imperil and Ice-elemental spells

« Heavy Slash ability or Jump auto-ability

Overview

* Zaltys resists physical damage and has
a weakness to Ice-elemental abilities
For a strang opening salvo, inflict Deshell
and Imperil and unleash a barrage of Ice-
elemental spells.

*A normal stagger produces an
Unprotected effect, which makes
your physical attacks more effective.
Alternatively, stagger by using Heavy
Slash against the head after Bite. If you
have access to Jump, it will target the
head automatically, making it incredibly
effective against this enemy. This
type of stagger is accompanied by the
Exposed effect, which further increases
the potency of your lce-elemental
attacks. Poison can help to reduce its
large HP pool if you lack strong spells
early in the story.

* This enemy acts infrequently but deals
appreciable damage when it does. Be
sure to guard against Bite, Stampede,
and Blaze Burst. Fortunately, it has to first
approach you to conduct physical attacks,
and Blaze Burst has a long animation,
giving you ample time to prepare.

Power Play and Last One Notes
« After obtaining the Blizzaga spell,
you can constantly launch the beast

if you first inflict Imperil. This renders
it completely helpless and unable to
attack you. Doubling up on this spell or
alternating with the Flood ability of the
Purple Lightning garb will ensure that
this enemy poses no credible threat to
you even if you are unable to defeat it
swiftly.

* The aforementioned strategy is the key
10 a relatively stress-free battle against
Zaltys Q, as you need to prevent it from
taking action as much as possible. Poison
also helps to expedite the process. You
may wish to risk allowing the enemy to
perform a physical attack in retur for a
chance to strike at its head for a quicker
stagger... or just use Jump.
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HAHTING FETUENS:

POWER  VARIATION KEEP  EVADE & COUNTER ADDED EFFECT
Swipe Physical 1.00 5% 35 60 v -
Stampede Physical 250 5% 65 80 v
Default Bite Physical 180 50 65 v
Tail Hammer Physical 150 5% 50 65 v - .
Blaze Burst Magic, Fire 5.00 5% 45 80 x

Tail Severed Tail Hammer Physical 050 5% 35 65 v




FERAL CREATURES

‘Schemata Preparations

 Thunderbird Bracelet arm accessory

« Lightning-elemental and Imperil abilities
« Brave Thief and Jump auto-abilities

Overview

« Zomok begins the battle with a Haste effect .
and will immediately cast Storm Front,
a basic Wind-elemental spell. You can
steal the Haste for yourself with the Brave -
Thief auto-ability (in the early stages of
the story, most likely accomplished with a
combination of the Battleaxe of the Believer v
weapon and the Heavy Slash ability).

« This creature halves magic damage, so -
CEDCBBEBO® il dmae is prefered here. You

can stagger by using Heavy Slash against
the head after Bite. If you have access to
Ko O DO 0, A S ] X (| 128 0 [ ) Y 18] (i Jump, it will target the head automatically,
making it incredibly effective against this
enemy. Zomok’s tail can also be severed -
rather easily during its Tail Pumme! attack
if you counter with a strong ability such as
Heavy Slash in between hits.
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cowomow oo AN i stcaEn MRS » Beware Heavenly Storm, which creates a
tomado that spirals outward from Zomok
=i w R RS il ey e i et toward you over the course of multiple

revolutions. The closer you are to the
enemy, the more likely you are to be hit
multiple times. One advanced tactic is to
cast spells one ata time, causing Lightning
to jump back constantly and allowing
you to remain out of range until the final
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n Power Play and Last One Notes

« With its Lightning-elemental weakness,
Zomok becomes trivial if you have access
to Thundaga or the Lightning ability of the
Blue Mage. After an application of Imperil,
these attacks will launch the dragon into
the air and also build the Stagger Wave,
rendering it helpless to counter your attacks o
and negating the threat of its own. Still, be
sure to start the battle by stealing Haste,
which enables you to maintain this assault
more easily.
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Zomok © does significantly more damage
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Storm Front. Nevertheless, the strategy
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_ WO% W% WK WK N WS W W W P W W M W W W W B stress-free battle against Zomok 0, as you
should aim to prevent it from taking action
as much as possible. Poison also helps. s
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Default

Tail Severed

Swipe

Stampede

Bite

Tail Pummel
Storm Front
Heavenly Storm

Tail Pummel

Physical
Physical
Physical
Physical
Magic, Wind

Magic, Wind

Physical

150
1002
100
0.25 per
hit

0.50 x2

VARIATION
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FERAL CREATURES

Schemata Preparations

* Watery Chorus or Electronica garb

« Watergod or Thunderbird Bracelet arm accessory
+ lce- or Lightning-elemental abilities

« Imperil o Curse abilities

« Brave Thief auto-ability

Overview

« The Reaver becomes significantly more dangerous
once it loses half of its health, at which point it will
stand up and acquire the Regen status. Its physical
attacks will also be much stronger.

* You can exploit its weakness to the lce and
Lightning elements by using abilities imbued
with these elements. These staggering
modifiers are also increased immediately
after enemy attacks. Perfect Guards build
the Stagger Wave and are crucial in order to
mitigate the damage of powerful attacks such
as Diving Strike and Sunder performed when
the enemy is upright.

. At hyw{evels of develnpmenl itis hlgmy advisable
shortly before it stands, at which point you should
Overclock and deal as much damage as you can
to avoid spending too much time fighting against
an upright enemy. Alternatively, you can equip
the Ghostly Hood on Passion Rouge (if you have
completed the main quest in Yusnaan) to reduce
physical damage to negligible levels.

Power Play and Last One Notes

« This battle is much less arduous once you
have access to a strong physical-based garb
such as Soldier of Peace. Use attacks such
as Heavy Slash in conjunction with Curse and
employment of offensive arm accessories to
deplete the enemy’s HP quickly and bypass its
upright form completely.

* Once you have access to Blizzaga, Thundaga
(or their physical equivalents provided by
the Purple Lightning and Blue Mage garb
respectively), you can also launch the Reaver
constantly with these abilities after inflicting
Imperil, effectively disabling it completely.

* Against Reaver Q, you may opt for the purely
physical route, in which case it is recommended
to Overclock to make the most of your starting
Auto Enfrost or Auto Enthunder effect, and to
ensure that you don't allow it to stand up; or
the elemental route to launch it if you'd like
to avoid spending EP. Be sure to bring along
Poison to do some of the work for you.

« The Flesh Render sword found after the battle
not only boasts incredible stat boosts, but also

- ” J > 2 I e g N offers Auto-Regen — a welcome feature at a

relatively early stage of the adventure while
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LIGHTNING RETURNS.

ABILITIES
CONDITION ABIL TYPE POWER VARIATION KEEP EVADE & COUNTER ADDED EFFECT
Swipe Physical 1.00 10% 35 65 v -
Default
Heave Physical 150 10% 50 85 v -
Weapon Slash | Physical 100 10% 3 65 v -
Fira Magic, Fire 120 3% 3% 65 x -
Upright Sunder Physical | 1.50+0.50 10% 85 65 % -
Spinning Slice | Physical | 050+250 10% 50 80 %
Diving Strike Physical 400 10% 65 95 v =



FERAL CREATURES

ST I TS BT Schemata Preparations
84000 w0 1 © * Windwalker Bracelet and Thorn of
Courage arm accessories
* Beat Down or Wind-elemental abilities
* Heavy Slash ability
* Imperil and Slow abilities

M

-
-
:

Overview

* Gurangatch is slow to attack and
nothing in its arsenal is especially
damaging. The only hindrance is
breaking its carapace shell to weaken i
its defenses.

* Inflict Slow and other ailments to
increase the Stagger Power of your
abilities and further delay your
opponent’s actions. Beat Down or
Wind-elemental spells are preferred
here.

« Switch to your physical damage-
dealing Schema when you stagger
The beast will be crippled by a Dazed
effect and takes on a weakness to
every type of damage. Assuming your
Auto Enaero effect is still in play,

STAGGER MOOERS

e - W i " m.;': oo :m"u-.g.d; ot it should be close to defeat, if not
:ﬁ“;wmm“""“ outright extinguished, after a single
Heavy Slash.
Power Play and Last One Notes
. 4 e g s » Againstthe Last One, your ailments are
Contiions Clungor: Sqper Dscer: 42 wheu agplent harder to land and do not last long, so

go straight for the stagger, especially
with high-powered abilities such as
Jump (see page 291 for advanced
setups). Otherwise, flow of battle
remains exactly the same.
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HGHTNING RETUONS

ABILITIES
ABILTY
Bite Physical | 1.00 10% 3% 0 v =
. o Debrave, Deprotect, Fog:
Plaguebreath | Magic | 010X 0% | % 0 x 150/%00 s
Default Debrave, Deprotect, Poison,
(P";,“"""'"" Magic | 0.10x5 10% 20 %0 X og, « BEsTIARY
| el el Il Daze: 150/30s each
Semser Physical | 500 10% & ) v =
— | Carapace gone 'é:‘,’:::::" Special | - S = 100 = Esuna 18
, L
CREATURES
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Schemata Preparations

Electronica or Woodland Walker garb
Physical resistance accessories
Lightning- or Wind-elemental abilities
Imperil and Slow abilities

Brave Thief and Jump auto-abilities

Overview

Chocobo Eater hits extremely hard,
especially when it powers up, but
this battle is much simpler if you've
completed the main quest in Yusnaan
and acquired the Ghostly Hood. All of
its attacks are physical, which means
you can shrug off its damage as long
as you guard. For the riskier and more
technically sawy player, Evade is
effective against almost every enemy
ability, enabling you to avoid damage
completely with good timing,

Begin the fight by inflicting your
ailments and building up the
Stagger Wave. A stagger results in
an Unshelled effect, increasing the
effectiveness of spells, but at lower
levels of development, you should
aim for a Level 2 stagger (see page
266), which applies a permanent
Broken effect that makes it easier for
you to trigger additional staggers as
the battle wears on.

As Chocobo Eater is preparing
to power up with “Should | Cook
Them?”, reapply any ailments. When
the enemy uses “So Hungry!”, it gains
Haste, Bravery, Veil, and Protect. For
this reason, it is recommended to
prepare either Deprotect or Imperil
as the most recent ailment before
this occurs, as the effect will persist
Between its attacks, steal its Haste
and Bravery with Heavy Slash,
continue to build your stagger, then
switch to your hardest physical
attacks to deal damage once your
target is staggered. Eventually, the
enemy will become “Satisfied”,
reverting to its normal behavior until
a new cycle begins.

If you are caught without the
opportunity to equip the Ghostly Hood,
be sure to Perfect Guard against the
Chomp attack, which inflicts grievous
damage. It is worthwhile to note
that all attacks enjoy a large stagger
modifier during Chomp, should you
feel intrepid enough to attempt an
interruption.



* When you have EP to spare or are sufficiently
strong, consider equipping the Thorn of
Courage and Overclocking with physicals after
the initial rounds of ailments and spells.

Power Play and Last One Notes

* Against the immensely strong Chocobo Eater
Q. itis to your advantage to unleash an all-out
offensive during a Level 1 stagger and defeat
the enemy without ever having to deal with
“So Hungry!".

«The Splendid Admiral garb is highly
recommended for its Transform Bravery auto-
ability. In addition, you should carry an Enthunder
o Enaero Potion in your stock of Recovery ftems

ABILITIES
CONDITION
Attack
(right arm)
Physical
Attack
(left arm)
Bite Physical
Default
So Hungry! Special
Suck In Physical
After Chomp Physical
“So Hungry!”
Chef's Secret Pysical,
Fire, Ice

* With efficient aggression, you should be able
to induce a stagger in less than thirty seconds
(see page 295 for possible setups). Once you
stagger, cast Slow and expend all your ATB
to trigger Transform Bravery with Splendid
Admiral. Throw your Enthunder or Enaero
Potion and then Overclock repeatedly. Three
Overclocks should be sufficient to down the
beast in one concentrated damage burst

« If these tactics are not feasible for whatever
reason, the Ghostly Hood and Warrior Hunter's
Mask will keep you alive while you whittle
away the enemy's remaining HP

POWER  VARIATION
1.00
10% 50 65(Q2:75)
110
1.50 10% 65 65(Q:75)
- - 60 100
0 = 20 80
300 10% 0 80
083x3+
0833 10% 60 80

LIGHTNING RETURNS.

SUMMARY

Use Lightning- or Wind-elemental spells or
Jump jger to
chieve.

¢ -
v -
Haste: 500s
Bravery: 500s
v Protect: 500s
Veil: 60s
Daze (against Lightning):
110/10s
7 =~
7 o
7 =

* BESTIARY




7 FERAL CREATURES

Schemata Preparations

* Woodland Walker garb

* Physical resistance accessories

* Wind-elemental abilities

* Status ailment resistance accessories

e « Imperil, Slow, and Poison abilities
.m.um ) ~ Dobravegn  Brave Thief and Jump auto-abilities

Wi Sk Do J

Overview
mmm-—

* Compared to its relative, Chocobo Eater,
Earth Eater has vastly superior defenses.
Its attacks can be just as powerful as
Chocoba Eater’s, so the Ghostly Hood is
a handy security blanket if your HP totals o
are low.

O F YY) CEBOBBBSG® - o vil need Windekmenal abilties
to stagger efficiently. Furthermore, it is J

WE K me ©% 0N A W W W W W W ® M W 0w o >
important to trigger a Level 2 stagger (see

N | s 0 o ) ) T o () ) e )l i 0 page 266) at low levels of development
This confers a permanent Broken effect

SpAGEEN > y A 0iFIERS and makes subsequent staggers easier to

achieve. Fortunately, there is no significant
StoggerPower: i s 1, Wi noed wtachs x1 3. 2 .
e fad . i o hyeical amacks daing ‘T4 Swalow Them Whote” x12 benefit to fight this enemy early in the
ADDED = : = game. Later on, setups utilizing Jump
coNgiTioN [ STAGERMOOTFERS become quite effective as well J
1+ Sagger » = = 0 ‘Stagpor Power: hysical attacks end Wind-inbued * When Earth Eater is staggered for the first
a0cks 2 oo slomenta magi atacks ],
time, the resultant Infected status makes
Fon- e, g embond g tachs 50 3 d
S - o L L s it susceptible to ailments such as Poison,

which you should prioritize. It also loses

estiovi) s Broken Pornanans o Notunbersaggering : :
its resistance to physical damage.

sugg

g Stagger Dncay« 0 .
Modter 200% when sisggered * The enemy ability | Don't Feel So Good..."

will inflict multiple ailments on you after
repeated usages, even if you guard. You
can equip the Passion Rouge garb or the
Satin Scrunchie head accessory to resist
this, though Evade enables you to dodge
this attack (as well as “Like I'd Let You Get
Away With That!”) completely.

* Earth Eater is able to bestow Bravery
and Haste upon itself with “I'm Getting
Angry!”. Triggering Brave Thief is your
best response, enabling you to claim its
offensive buffs as your own.

* Generally, you should take advantage of
‘every stagger you inflict and go all-out on

the offensive. If required, Overclocking ]

EARTH EATER Q and combining Imperil with an Enaero

Potion will help to prevent it from

cCEERERB G powering up and turning the battle into a -
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HOHTNING RETYANS.

Power Play and Last One Notes

« If you fight Earth Eater Q after defeating
Skata'ne Q2, you should equip the Enlister’s
Gloves to improve your offense. Your strategy
should be similar to that used when facing a
normal Earth Eater, with Poison taking on a
very important ole and more liberal usage
of Overclocking encouraged. A Schema
with very high Stagger Power, such as one
that utilizes Jump, and a well-timed Enaero
Potion are highly recommended (see Dragoon
and Overclocker Schemata setups, page
291). Remember to trigger Transform Bravery
from Splendid Admiral on a timely basis to
maximize your damage during stagger. The
Warrior Hunter's Mask will enable you to
steal any Bravery effect the enemy invokes
and the Ghostly Hood is your fallback against
the most severe attacks.

« The Sapping Hood dropped by the Last One
improves your physical resistance while
bestowing any equipped Heavy Slash with
Protect Thief.

SUMMARY

Use Wind-elemental abilities or Jump to stagger.
Trigger @ Level 2 stagger to make subsequent
staggers easier to achieve. Poison is useful to
deplete the enemy’s health after the first stagger.

POWER

VARIATION

cur

KEEP

EVADE & COUNTER

Attack
(left arm)
Physical
Attack
(right arm)
Bite Physical
Default | Don't Feel &
on't Feel So
Good... Physical
I'm Getting
Angry! Special
Suck In Physical
I'li Swallow
Ater Them Whotet %%l
I'm Getting
Angry!” Like I'd Let

YouGetAway  Physical
With That!

0.02x2+
0.03x7

0.80

300

0.20 6

230

10%

10%

10%

10(€2:30)

30

60

50

60(02:70)

65(Q:70)

75(0:90)

100

80(0Q2:90)

80(Q:90)

60(02:90)

Debrave: 120/20s
Defaith: 120/20s
Deprotect: 150/500s
Poison: 150/30s
Pain: 100/10s
Haste: 500s
Bravery: 500s
Vigilance: 500s
Veil: 60s
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 Perhaps the most technically demanding battle
in the game, your match against Aeronite is
strictly timed. You will have approximately three
minutes to stagger from when the battle begins.
After you stagger, you'll have another three
minutes to reach the next stagger. This continues
through to a fourth and final stagger. If this timer
ever expires, the enemy will immediately leave
the fray. The next time you encounter it, all of its
health will have regenerated.

« Our strategy here offers a reliable way to win on
a first playthrough. For best results, you should
set up your Schemata as shown. Given that you
need Equilibrium+, complete your preparations
by the end of Day 12, then engage Aeronite early
in Day 13 to allow time for the Ultimate Lair.
Purchase at least three revival items, as well
as an Enaero Potion from Ruffian. Bring along
an Ether or two to be safe. Finally, fill out your
recovery items with Potions that grant Bravery
if you can.

« Start of Battle: Aeronite’s attacks are powerful
and frequent; weaken them with Defaith and
Debrave, each of which will require two casts
to inflict successfully. Open with Defaith in
priority, as Aeronite will always begin with a -ra
elemental spell. The enemy’s actions will mirror
your own. If you use physical attacks, it will use
short-range abilities. If you stand at range and
cast spells, it will do the same and occasionally
use Black Hole to draw you closer. You will rely

Splendid Admiral Soldier of Peace Equilibriums+*
Chaos’s Revenge l Demon Claw l Morgenstern (or Flesh Render) l
Gridanian Sigil or Blasphemy Noblesse Veronique Noblesse Veronique
nwrs blem, Wolf's Emblem,
Preta Hood L Soul of Thamasa S Ware HiRtrE s
Runic ng White Strap Enlister's Gloves
[ \
Imperil Shadowbind Defaith
T T B - el
B cer Light Slash Debrave
Deprotect ‘ Heavy Slash. I
Aerora Aerora (Wind-Attribute Attacks +10%) ‘ Ruin

For oxampl,




on magic for staggering and physical atiacks  Level 2 Stagger: Aeronite becomes much

for damage. A good rule of thumb is to cast
your -ra spell once or twice in # and finish the
combo with twa finales in 37. Be sure to always
switch back to # to guard when necessary.
Generally, you should follow this sequence by
usingto preserve your Stagger Wave with
Ruin and refresh both Debrave and Defaith
constantly. This approach balances your ATB

stronger now, setting aside Megaton Break
in favor of its ultimate move, Hellflare. This is
executed relatively quickly and, unless Perfect
Guarded, bypasses the effects of the Preta Hood
and penetrates your resistances. If you see an
incoming Hellfiare, immediately cast several
Ruins and prepare for a long interruption. Note
that you can avoid being launched by Hellflare by

HOHTNING RETUBNS-

a perfectly timed Artemis’s Arrows for massive
damage. Once your ATB runs out, switch to
and Attack while 3% recharges. Repeat this
process and maintain all status effects; trigger
Transform Bravery again by refreshing Deprotect
and Imperil as necessary. Continue to guard
against enemy spells and keep your health up
50 you do not suffer an untimely knockout and
lose your Enaero effect. Eventually, you will

usage across all three Schemata. Whateveryou  guarding with an active Vigilance or withawell-  succeed in depleting the enemy’s massive HP * BESTIARY
do, guard against Aeronite’s swipes at all costs.  timed item, but your challenge will be to survive  pool and claim victory. With superior execution
L Otherwise, you will be knocked all the way out  the hit so as not to lose the positive effect in  and minimal usage of EP and items, you should
1o the edge of the battlefield, wasting precious either case. Ensuring that Debrave and Defaith  be able to obtain a perfect five-star rating with
seconds and Stagger Wave progress. Guarding  are constantly in effect is absolutely vital for  points to spare. If this is not a concem and you
| against both parts of Megaton Break — the  survival. Furthermore, its single swipe attack are feeling uneasy about the time fimit, though, ~
initial physical attack and the follow-up Quake  tums into a two-hit combo that first launches  start Overclocking and throwing Ethers.
—is also a necessity. you, then knocks you back. This is incredibly
Level 1 Stagger: Chaos's Revenge is a huge disruptive, so you need to guard vigilantly.
boon to your offense; as soon as the Stagger  Level 3 Stagger: At a distance, Aeronite will
= Wave pulses red, switch back to ## and unleash  occasionally cast the ultimate elemental spells:
a couple of spells to stagger immediately. Once  Flare, Chill, Surge, and Tornado. Otherwise, the P
staggered, Aeronite will immediately unleash  enemy’s behavior is identical to that exhibited SUMMARY
an abrupt, multi-hit Roar that will miss you if  during the previous stagger. AL
you are far enough out of range (this applies to | = Aarofifta will finally collz
ol furter staggrstool.Cotinue o ol the oy o e e ith o ot
< same procecure to reach a second stagger The g 1 P 18 SIC IE OT H B
enemy will egin 10 cast -ga elemental ell,  pgiionaly, it will now take 500% damage
as well as Painga and Fogga. D,“”W this phase from physical and magic attacks! Immediately
of the fight, Megaton Break wil take longer to g " e 2o Yoot oot Deprotect
s utle oo tiore et and Imperil Trigger Transform Bravery or throw |
L a Bravery Potion and begin your assault in 33. &

ABILITIES

CONDITION ABILITY

Use combos of one Light Slash followed up by

FERAL
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Schemata Preparations

* Firewyrm or Thunderbird Bracelet arm
accessory

 Slow ability

Overview

*This plodding mechanical unit
may catch you by surprise with its
relatively quick strikes in the field, so
be sure to avoid Poor starts against
such a weak foe.

eYou can easily take advantage
of Hoplite's natural elemental
weaknesses (Fire and Lightning) with
the appropriate arm  accessories,
or inflict Slow to delay its already
sluggish movements while you focus
on a different enemy.

olast One Note: Simply exploit
Hoplite Q's elemental weaknesses
and it should fall without much delay.

SUMMARY

An unremarkable foe, Hoplite is slow
1o act and has 2 devastating

10 the Fire and Lightning elements that
should be exploited for a quick victory.



HOAHTNING RETURNE:

* BESTIARY

+ MAN-MADE
UNITS.

S I BT T St Prpuions
.
0 = = = Firewyrm Bracelet arm accessory

, T oo
+ Yusnaan (Gay, Pavron's Palace) + Cloar Ooze. = The Flanitor is extremely easy to
i stagger when attempting its Rescue

+ Sowga spell, leading to its quick demise.
» My Maistons
pE— DEAUETION » = The Velvet Bouncer garb, with its
\ % —?* default Blitz ability, is often capable
of eliminating an enemy group
consisting of a Personal Guard and
two Flanitors with only three uses
of Blitz targeted at the Personal

FLANITOR

990000 S0oREBve
B o oo o s % % monomomomomom ow w
conomon  siageRvant SIGER WA SPRERGRVATON STAGGER OGS
Defoutt 10 o 1000 0 r:m-hmcuﬂl‘ﬂmlncm SUMMARY
ooy om0 g e Shideioinon Stieto BlenlaL A aisiets by

this enemy to use Rescue. Use Fire-
Stggured 3 - - o Nourher staggering. Damage: f atacks 3 elemental abilities for an easy victory.
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Schemata Preparations

* Thunderbird Bracelet and Thom of Will arm
accessories

« Lightning-elemental abilities

Overview

 This machine attacks with Rush and Energy
Blast. Both abilities take a long time to
charge; the latter can inflict Curse.

* Gertrude is resistant to physical damage, so
employing Lightning-elemental spells to hit
its elemental weakness is the best way to
deal damage

* By contrast, the most effective way to
stagger this foe is to use physical abilities
such as Heavy Slash, Beat Down or
Sparkstrike as it is charging its attacks.

SUMMARY
Use physical attacks while it is charging to
stagger or Lightning-elemental spells to deal

Schemata Preparations

* Thunderbird Bracelet arm accessory

* Lightning-elemental abilities

* Deprotect and Imperil or Curse abilities

Overview

« This enemy is likely to employ Rush several
times in succession, The attack is not
especially damaging but will launch you
iinto the air if you don't guard it

« By guarding effectively against Rush and
following up immediately with physical
or Lightning-elemental attacks, you can
stagger the enemy and put a stop to its
frenetic movements. This is also the best
way to farm the extremely useful Beat
Down ability.

« Another option is to inflict Deprotect and
Imperil and simply hack away with physical
attacks, ideally with the Thunderbird
Bracelet equipped. As long as you sustain
the string, you can interrupt Desdemona
and prevent it from ever resuming the
offensive.

SUMMARY
Inflict Deprotect and Imperil and blast away
at Desdemona with Lightning-elemental

abilities. To stagger, use physical or Lightning-
‘elemental attacks immediately after Rush.



HAHTNING RETUR!

* BESTIARY

o+ MAN-MADE
3 INIT
I T I St oo
= Splendid Admiral garb or Thor of
i 10010 %0 o ®
Courage arm accessory
okt b o ol * Thunderbird Bracelet arm accessory
%, Sirkivon * Lightning-elemental abilities
~ Yosnsan (Saughterhouse during =

Overview

# Simply a tougher version of the
Desdemona that is ailment-proof
until staggered, Desmond presents
only.a mediocre challenge if you have
previously become well-practiced in
guarding against the Rush attack. It
is recommended to take the initiative

DESMOND
with a Bravery effect, either through
ﬁ ﬁ ﬁ ﬁ 0 0 the Transform Bravery auto-ability of

the Splendid Admiral garb, if you have
R = o s s e ) s 5 5 B o o RO e o oo

Stassenen TS0 TGO% 180 100% 10X N% 0 0 0 0 0 0 W 0 0 0 W ™

“Tanbam's Tabco” side ques)

SUMMARY
CovnmoN, staccRpony STCER . MK PRERRMATON STASGERMOOITIERS Stagger by using physical or Lightning
3 Somer o sk Uit CLBOKSmeiatsly after st
- K . = L B e R spaserd Staggering also increases ~ damage
g taken by the enemy.
Sl oo oo 98 EL e saomuonInEs

Stggered 2 Unpeotocod 75 o Nofurtherstaggoring



Schemata Preparations

« Fire-resistance accessories

* Watergod Bracelet arm accessory

* Heavy Slash, Evade, and Imperil abilities
» Beat Down or Ice-elemental abilities

Overview

* Dreadnought is a ponderous foe, but hits hard
when it finally does act. It has innate ailment
resistance, so you will require twice the usual
dose of spells to inflict your ailments of choice.
In addition, it will use Steam Clean to rid itself

= e of ailments and replace them with a Veil effect.
DREADNOUGHT Staggering is only possible with Ice-elemental

= = = abilities.
9000000 RUDAEBUBBES & - ey s e ey oms b
e e e e 0 5 e g 0 [ 1 B e B employing a strong attack such as Heavy Slash
after a swinging attack. Destroying an arm also
e VK O WO M ) (e ) (G ) () ) ) S temporarily disables the Dreadnought. Once
both arms are gone, Dreadnought will try to
use Wrecking Ball. Fortunately, all subsequent
damage dealt to the enemy quadruples, ailment

conomion  aadarRpowT, S AR o ERINATON ATAGHER MOTIRIERS
‘Stagger Pawer. noco-mbued stacks e mbued

ey S ' ~ . amacs xi; during Wreciing Bl fcs-xhued stacks x5 resistance decreases, and Stagger Power
ey be e kel increases dramatically during Wrecking Ball
In addition, it becomes susceptible to launch

i ousmon 00RO i) A STGHERMODTFIERS. by Blizzaga or the Purple Lightning garb’s Flood

once its arms are destroyed.
Staggered. & Unprotected 25 20%40%  Nofuther staggering Damage: 2l attacks 2.

« Interestingly, the Dreadnought has fairly short
range and highly telegraphed abilities. All of its
attacks except for Flame Cyclone and Wrecking
Ball can be dodged by using the Evade ability, or
by simply casting spells to jump backwards at
the right time. This makes Evade a very useful
ability in this fight, especially when utilized to
roll to the side and target Dreadnought’s arms.

Power Play and Last One Notes
* At higher levels of development, you can
ignore the arms completely and go for the
quickest stagger possible. For example, you
i bet two Schemata equipped
with Beat Down or Jump, powered by the Auto
Enfrost effect of the Watergod Bracelet. The

Piaoon
Orchalc Maistone
Soul Smaivatar
Heartstealer garb is ideal against this enemy,
[ ceath it i .
--_ as you can also make use of its native Evade.
' v v w0 o
* Against Dreadnought Q. a similar dual-
staggering setup offers the most efficiency.

DREADNOUGHT Q Destroy the arms with Heavy Slash and focus on
using Beat Down/Jump relentlessly otherwise
99909900DRNCEANDEEBG S

Keep Blizzaga or Flood on hand to launch in
(] O (90 (S (N S P01 ) AN (S N (7 %) S S e 08 Don't hesitate to Overclock if you want to take

case the enemy attempts to use Wrecking Ball

W% AOS DN KON WON WK N N B W W W N X B W N W advantage of Auto Enfrost early in the battle.
SUMMARY

Comviton A PINT AT STATE N ERS 3

[ ————————] There are two ways to approach this m Yhe
outae ™ » = » | 2 amcon

e oo Rt mmdmmmmammm
P . S o o sogr Exor v 1o 00
common ounanox AN b e pre—— N Bl o e cbliuiek baiiens Whibhicat

Stggered s Unprotecind 208 20MA0%  Noturher staggering, Oamage:allatacks 2. be further enhanced with Imperil.



LIGHTNING RETUBNS.

0N ) EVADE & COUNT! ADDED EFFECT
Attack Physical 1.00 5% 50 95 v
Pulverize Physical 250 5% 65 95 v o
Incinerate Magic, Fire | 3.00 x1-x2 5% 30 95 v v
Default
Physical, Fire | 0.50 65
Flame 5% % x Deprotect: 30/40s
Cyclone
Magic, Fire | 2.00x4 30
Steam Clean Special < = = 95 X Esuna, Veil: 60s
Pulverize Physical 0.60 5% 65 95 v -
Arms

Destroyed Wrecking

Ball Physical, Fire 5.00 5% 65 95 x =



Schemata Preparations

* Two of Ignition, Watery Chorus, Electronica, or
Woodland Walker garb

« Beat Down ability

« Deprotect, Deshell, and Imperil abilities

* Brave Thief auto-ability

Overview

* Aster Protoflorian will cycle through the four
elements with its signature Exoproofing ability,
which enables it to absorb damage of the specified
element and become weak to the opposite element
(Fire versus Ice and Lightning versus Wind).

* Exoproofing also bestows the enemy with a buff
that can (and should) be stolen with the Brave
Thief auto-ability, accessible at an early stage in
the story through a combination of the Battleaxe
of the Believer weapon and Heavy Stash. Typically,

COMTION - STAGEER POKT v e STAGOEN MODIRERS Exoproofing: Fire casts Bravery, Exoproofing: Ice
e . = e = s Fover il el 11 Ample Mnohe casts Faith, and Exoproofing: Lightning casts Haste
fexcapt thaso exploting| bwmﬂmwuimum Exoproofing: Wind casts Regen, which you cannot
0 = i take for yourself.
i Wi e it WML i mestd -
* Be on the lookout for Cranial Plant, which can launch
stapgoed Stagger Power. pyuce ks 3 magic tcks 0 2
Faesririan) - Paned > v g you into the air, subjecting you to Bulb Smash if
Parched, unguarded. Manadrive Missile is also noteworthy
Stggesd it -
e gt o | T N | (s Pk e ae s, otk s . for it relatively quick execution.
Peiohg orbila ;
* When staggered using elemental spells, it will take
e = S | [P ety b o e additional damage from the element that was used
mewatoene. 10 trigger the stagger. Staggering is also possible
NS Mo, 08 G U ok s S with high Stagger Power physicals such as Beat

Down, which will inflict a Pained effect on the enemy,
50 be prepared to guard against Manadrive Missile.

ALevel 2 stagger, only possible with physical attacks,
enables launch and the use of an extremely powerful
contextual command called Smite.

* At low levels of development, using two of Ignition.
Watery Chorus, Electronica, or Woodland Walker
is ideal to cover all four elements if you equip two
elements to each garb. This ensures that you will be
able to hit its Exoproofing weakness no matter what

Power Play and Last One Notes

* Given that the Aster Protofiorian begins the battle
with normal resistances, you may opt to end the
battle quickly with an application of Imperil and
equipping an auto-elemental accessory and either
the Thom of Courage or Thorn of Will. This works

B DBBBO® o if youdecide o Overclock immediately

0% 100% 0% 100% 0% 0% B M H N B N X W ® N W X = Against the Last One, the previous strategy makes
for a good opening, but you can also use the
Transform Bravery auto-ability from the Splendid

conemon_swasenront AN pmesimarion Diear STADGER MO Admiral garb in lieu of the Thorn of Courage. Reach
e s sl stck . mgic wncs Level 2 stagger with Beat Down setups to maximize
Ot = 0 “w 0
ettt your damage. Poison is also recommended.
Coworion oo AR o T e st
Soat it o e m wvees g itceshants SUMMAR
Parchd, At low levels of development, use all four elements
eoinipisie) Power:  attacks 3. amacks 0.
Swmert gt of % e M W | et e b and stagger with spells. Beat Down/Jump should be
— favored on stronger characters. Be sure to carry Brave
‘Staggere (Lovel 2 a Unshelod 0 20XAOWBIN  Nofurther staggering Damage: al ttacks X3 Thief to steal any buffs granted by Exoproofing,

100% for stong element 0% for the ther two lemerts



LIGHTNING RETURNS.

POWER  VARATION KEEP EVADE&COUNTER  ADDED EFFECT
Attack (right 060
arm) Physical 10% 35 8 v
Attack (left arm) 0.40
Manadrive - $
v 5
e Magic 120 10% 80 x
Exoproofing: Fire Special - - 30 100 - ET:\::WWSO[; 1
Default Exoproofing: lce  Special = = 30 100 = f!_’"ﬁsslims
Exoproofing: ) - . Enthunder: 300
Lightning Special 0 1o Haste: 305
Exoproofing: o B - B Enaero: 300
Wind Specel % |- Regen: 305
Spin Jump (hit)  Physical 250 10% 8 % x
Spin Jump .
hroien i Magic 050 10% 80 % x
Physical
Effiorescence (and 13 gg ::] 10% 50 80 x
Elemental
Default (fter Pl | gmo - - " P
Exoproofing) oo | 1080
Prysical |, o
Bulb Smash nd | % | sms | % x

Elemental)




Schemata Preparations

Overview

v v 1o 0z
enemy they
a third time to

initiate t

e battle.
90@0@0@@@@@ E «A lone Sentry will immediately

0% 100% 100% 0% 00N 1008 6 & &

summon wo

® ®

2 Stagger Power: o1 1

Use the Thorn of Aggression to prevent
being interrupted by multiple enemies.
Area-of-effect abilities can launch
rather easily.




HOHTNING RETUBNS.

Schemata Preparations
* Area-of-effect abilities

Overview

« After you have completed the main
quest in Yusnaan, Personal Guards in « BESTIARY
the field remain neutral toward you
until deliberately provoked. To pick
a fight, simply attack them as you
would any other enemy. It takes two
hits before they turn hostile; attack a
third time to initiate the battle.

 Personal Guards have some innate
resistance to ailments and are
0D DRODBEODBBBS®  copatie of using various restorziive
WO% NN NON NO% 0% WO & B 65 B 6 5 & 6 % % 6 % items. Otherwise, they will merely
shoot with their guns, which, while
disruptive, are not overly harmful.

PROSIVATION

e s ) 1AGGEH MODIFIERS

CONDITION STAGSH POINT

* When accompanied by Flanitors, you
Oetaut w0 ] ) 0 ‘Stagger Power: 4l sttacks x1. can easily eliminate the entire enemy
group at once with strong area-of-
effect abilities such as Blitz when the
machines move to heal the Personal
Guard.

SUMMARY

. HUMAN

Schemata Preparations
* Area-of-effect abilities

Overview

« This enemy can inflict Deprotect on
you and summon reinforcements,
but has no special resistances and
is easily interrupted. Area-of-effect
abilities work well against groups.

* The Fanatic can drop Sickle of the
Faithful, which carries the Protect Thief
auto-ability. You can use this to remove
defensive buffs from enemies and

apply them to yourself, but in practice,

9990000 REDEBABBBE® i s overnacowed by the more useful

EE o os os wx s w % m % % @ % o®o® m wo® Battleaxe of the Believer and its

1 complementary Brave Thief auto-ability,

which works on offensive buffs instead.

A constant fixture in the Den of
Shadows once you unlock the map
area during chapter 1-5, the Fanatic
becomes functionally “extinct” after
you complete Luxerion’s main quest

STAGGER esEn
DECAY non " DEGAY

CONOITION  STAGGER POINT

STAGGEN WOOTHERS

s ot o i dophv st

SUMMARY
Fanatics are upab!n of calling
reinforcements, but are otherwise
easily dispatched.

Launched S U 16 (] Notfurhe staggering. Damage: s stacks x15.




* Lusarion
from Day

(Warran during the main ques,

110 0oy 71

coNomon

Physica Sagger
Mapic Stagger
Pertoc Guard Sagger

Physica Sugger
(lovei2)
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‘Stagger Power:pysical stacks x, spels x1.

‘Staggr Pawar:physica stacks 8.
‘Damage: l ftacks <2, slomenta attacks X
Stwgger Power:physcal anack 8.
Damage: l atacks X, semontal stacks 1
‘Stgge Power.ryscs stacks 1
Damage: o atacks 2, slomentl atachs 21
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lovei2)
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STAGGER MONFIERS

‘Stagger Power:physicalsuacks x, spas 31,
ParfoctBuscdxl.

[Epe—

‘S Power:physica atacks 8.
‘Damage: ol attacks x. olamental anacks x|

Stagger Pawer:physcal snacis b
Damage: l atacks 2, semertal smacks 1.

Stagger ower: physical anacka X3
Damage: ol tacks 2. slmart stacks 1.

No e staggecin.

Schemata Preparations
 Wind-resistance accessories
« Lightning-elemental and Imperil abilities

Overview

* Noel presents a good opportunity to
practice Perfect Guarding to build the
Stagger Wave. Combine this with abilities
that target his Lightning-elemental
weakness and you should be able to take
out a large chunk of his HP with a stagger.

» During an ongoing stagger, try to achieve
a level 2 stagger: this makes Noel
susceptible to launch, setting up severe
damage from a Smite finisher.

= Watch out especially for Noel's ailment-
inflicting attacks: Imperil Strike, which
can inflict the titular ailment and increase
the power of his Wind-elemental
abilities; Slow Strike in the latter half of
the battle, which inflicts not only Slow
but also Deprotect and Deshell when
successful; and Daze Strike, which leaves
you momentarily vulnerable to a strong
follow-up.

* When Noel uses ATB Charge, he will gain
Vigilance and prepare to perform a longer
string of physical attacks. You can actually
use this to your advantage by Perfect
Guarding the additional hits, building up
the Stagger Wave even further.

* Things get more serious after he has lost
half of his health. This triggers Blessing
of Shadows, which bestows Haste, Shell,
and Enaero, as well as more powerful
attacks such as Gale Fang and Meteor
Javelin

Power Play and Noel Kreiss+ Notes

« If you bring along a Warrior's Potion or
Enthunder Potion, both available from
the wandering Wildlands merchant, you
can play extremely aggressively after
inflicting ailments (including Imperil)
and staggering. Overclock to deal large
amounts of damage, which can bring the
fight to a quick conclusion, especially if
you also set up Smite.

« Aside from a change of wardrobe and
slightly improved parameters across the
board, Noel Kreiss+ presents exactly the
same battle as his default counterpart

s very effective, especially in conjunction
with a Smite set up by a Level 2 stagger.



ABILITIES

CONDITION

Default

After Blessing
J of Shadows
or Chimes of
| Darkness

ABILITY

0.30, 0.40,
Attack Physical or 050
L | _—
Attack
ek hy | Pl | 180 ‘ w | ww® =
Attack 3 |
@lll.lﬁh} Physical UWH.SUi 5% ; . 55 | = o
Blitz Pyl | 080 | 5% & [-
Launch Prysical | 080 5% & | 6 -
g ! == 1 ]
. Physical, B
Smite Magic 1.80 5% | 65 65 i
Javelin | Pysical | 130 s | % | 50 =
Imperil Strike Physical 080 5% 50 65 Imperil: 150/90s
b Deprotect: 120/40s
Slow Strike Physical 1.00 5% 50 65 Deshell: 120/40s
Slow: 150/20s
; Daze Strike Physical 060 5% 50 65 v Daze: 150/40s
! e
Poison Strike ’ i
(Noel+) Physical | 0.40+0.80 5% J 50 85 v Poison: 80/40s
| I 1 | L i
Aero Magic, Wind | 080 5% l 5 | x =
| . kil [l -
 Aerora | Magic, Wind | 0.40x4 % | & | 4 =
Aeroga (Noel+)  Magic. Wind 040 x8 5% 45 60 =
| Pyl | — | >
Stormstrike Wind 080+120 5% Si 85 B
ATB Charge Special | - - - 45 ‘ | Vigilance: 10s |
 Gale Fang i) | 0804050 50
Gale Fang Physical, [ -
' (additional hits) Wind 0.35x4 5% 35 65 "
| (dcitons! b L - |
Gale Fang |
(fnale) 180 | & A
i Haste: 30s
ol Special = = - s | Shel: 205
| i | Enaero: 60s
. Haste: 30s
Chimes of . Bravery: 20s
Darkness Special - - - 96 Shell: 20
{Noeks) ‘ Enaero: 60s
[ Physical, | [7 e
1 Hurricane Slash Wind ‘ 1.30+1.80 | 5% 50 65 =
Meteor Javelin Physical 0.70x4 5% 65 95
Big Bang (Noel+) Physical

* BESTIARY

* SPECIAL

213



Schemata Preparations

 Physical or Ice-resistance accessories
« Fire-elemental abilities

 Imperil ability

Ove:

Sasinipras P g i -
bttty L « This fight challenges your ability to

.m.—.‘" react quickly and respond accordingly

to enemy attacks. Snow will begin
I
~ v v oo s

with simple moves such s Blizzard or
abasic physical attack (punch or kick).
Eventually, he will use Chaos Charge. g
His vulnerability to stagger will
increase, pmwﬂmg encouragement to

SNOW VILLIERS
be aggressive and disrupt him before -
% . he can finish charging. If you do not
990000DRDEEBBARBBBS O e hin ho vl gan Bravery s

0% 0% 10% 0% NO% WS W W N W M N B N 0 ¥ N W Faith, making his attacks much more

TOON 00N N 10N WO% W% & 65 & B 6 5 8 8 5 5 8 5 damaging.
« The type of attack you use to stagger
triggers an added effect that boosts
damage from the opposite type.
Therefore, it makes sense to set -
up one physical Schema and one
magic Schema, with one focused on
CONBITION ) W STAGUER MODIFIERS staggering and one on dealing heavy
damage after reaching stagger. Your

T STAGOER

soleald L Parched £ W Noturther ol amacks 2
G iy S third Schema should be used for
ooy 5 Untnatea » WRAN  Nolurher saggerng, Demage: st stacks 2. defense and inflicting ailments.
Staggered with * A successful Chaos Charge will be
Mape Atack | et | SR (R Rs e followed by three powerful moves 4
s S — Impact Driver, Brutal Bash, and Chaos

Geyser. After these moves, Snow will
Cooldown, reverting to his regular
behavior.

* After losing half of his health, Snow
will power up, performing two-hit

E =
e physical combos as his basic attack.

:

Yo P g Gty ook multi-hit ability, Sanctify, as well as
quest from Day 610 Day 81 :g:ﬂ Cloak of Chaos, which grants Protect
* Ute Smommater and Veil effects. r
) T
- v v 10000 500 |

SNOW VILLIERS+
9990900 NROCERODREG @

0% 0% N % WO HON B B % % B S W B $ % % 8

100% 0% TN % WO 0N TS TS 75 % ™ B % W oW W OW M

Ty 3 Unahatod 3 JEAS Nolthr staggerng. Demage: ol stiacks 2
<tz & Upowasd 3 XSS Nofuthr stagoern. Damage: ol atacs 2 al

Stagger Decay




 Snow is capable of countering your
abilities to great effect with Riposte
and Recast. You should definitely
avoid the damage type associated
with these abilities when they are
active and opt for the other one
instead. In other words, cast spells
against Riposte and use physical
attacks against Recast.

HEHTNING RETUBNS.

=
gL s
* Yusnaan (Patron's Palace during the » Ghostly Hood
I
* Crystal Malistone
* Life Smeitwater

(e I
= v v 10000 500

* BESTIARY
Power Play and Snow+/Snow++
otes
* Exploit Snow’s Fire-elemental weakness
with the appropriate abilities, as well as
buffing items such as Warrior's Potions
and Enfire Potions. If you stagger him 0 0 ‘ O a a
before he can complete Chaos Charge, m R R e R R e e e R R B R e e
inflict ailments and buff yourself, then
o il ] T
of damage, it is possible to lower the
battle duration drasticall e -
gzstically Cowon_ shetm S T
SUMMARY charge,
(OIS Ll 1o = i) m.v. n:lknzuunm Rocast, physicelamacks 2, magic
Hammer  Snow's  Fire-elemental
weakiess. Stagger aggressively coworon oy S o AT E—
Waie e D e 0 speataZ S [ [ B s st
out for his. cmmmm Hsavm Shad 5 U o DS Nouhersapgein,Damage:atacks 2
specialized Schemata m
mmmmm(mmm&h Sngimed i 6 Upoee 0 WS Mot sagpen,Damog: ol afacks 2
ABILITIES
CONDITION ABILITY TYPE G VARIATION cut KEEP EVADE & COUNTER ADDED EF
Punch (Snow) 65
Physical 060 0% 3 — v ind
Punch (Snow+/Snow++) L i
Kick (Snow) 6| * SPECIAL
—= Physical 050 0% s v =
Kick (Snows/Snows+) | w |
Datk Blizzard (Snow) Magic, I ® | a | m® | 2 5 -
Blizzaga (Snows+) Magic, lce 120 3?& = ¥ 0B o
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HIGHTNING RETURNS:

« Eventually, Caius will shift to Ravager. In this
‘mode, he will unleash multi-hit elemental spells
such as Frostburna and Thunderstorma while
simultaneously gathering energy. When he
has finished doing so and is “Ready!”, he will
unleash the highest-tier elemental spells in the
game (Flare, Chill, Surge, and Tornado) one after
the other. After this, he reverts to Commando.

« Caius has a couple of final tricks up his sleeve.
Absolution removes up to three inflicted
ailments and bestows Bravery, Faith, and Veil.
After he has taken enough damage, he will use
Body and Soul, which bestows a whopping five
buffs: Protect, Shell, Haste, Bravery, and Faith.
These can all be countered with their opposing
ailments, although you could certainly steal
the offensive ones with Brave Thief, most
likely activated with Heavy Slash on a Schema
equipped with Battleaxe of the Believer.

« After all this, what is the best way to damage
him? Fortunately, Caius is susceptible to many
standard status ailments, including Imperil,
‘which renders him weak to all elements. The
Element spell and various -ga spells you should
have acquired en route to this fight are all
incredibly useful. In fact, you can interrupt him
repeatedly with -ga spells if you inflict Curse.

ABILITIES

VP

= Beyond these basic principles, it is important Power Play Notes
to realize that you essentially have to match = It should be clear that the least frustrating

him blow for blow in order to stagger. Only
physical and elemental attacks contribute to
stagger against Commando mode and Ravager
mode respectively. If your timing is good, you
can stagger in Commando mode (Jump being
very effective here) right before he switches to
Ravager mode. With the Broken effect in place,
stagger again with your element of choice and
follow up with massive damage by taking
advantage of Parched, Exposed, Conductive,
or Brittle.

= To improve your survivability, you should carry
magic and elemental resistance, as well as
the Defaith ability if you have it. Debrave also

helps against Commando mode if you have SUMMARY

room for it. If you have completed the main
quest in the Dead Dunes beforehand, the Preta
Hood accessory can be a lifesaver in this fight.

strategy to use in this fight is a well-prepared
Power Play. Bringing along a Warrior's Potion
and any sort of elemental Potion is a critical
first step. Set up an initial stagger with Jump
after inflicting Deprotect and Imperil. Use
your buffing Potions and then Overclock twice
in succession with your strongest physical
attacks. If your stats are high enough, you
should be capable of depleting the entirety of
Caius's HP all at once. Otherwise, time your
stagger toward the end of Commando mode
in order to make use of the added effects as
previously detailed.

hysi
hysi
[ hysi
fast Wave ca
Blast Wave (spread) Physical =
Doprotoct 120/80s
Eye of Bahamut Physical 0205 % © o x gt
B Slow: 120305
nforno Magic, Fire 300 0% x
Commando Mode | Pulsar Burst Magic 050x10 % x
Graviton Magic 100 0% x
Giga-Graviton Magic 0504280 | 0% | % ol
| Megafiare Special o % x
i
| Absolution Special “ = - % -
| el 305 |
| i [ ols 25 HP
| Body and Soul Special - - - % eone: 555
ravery,Faith, rotect, Shel:500s
1 4 il
x =
I = —
x =
I | ¥
x =
x =
] E x -
R e
Ravager Mode x = ]
> | =X -
x =
x =
x =
Surge Magic, Lightning | — a0 [ % x -
Tomado Magic, Wind L % x
Ulima Magic 50 % X% |=

PRAYERS

* BESTIARY

HUMAN

o SPECIAL



o90900B@
o s ok o 0 10
% ko 0% 8 0 W @ @ w0 W @
o o o ok 0 1 W 0w @ 0w
ok o8 0 W @ W e W e o @ e
100% 100% 100% JOO% WO 10 6 6 0 0 100 W W0 W

TR

8
8

Datauk 4 Form)

ADOED

cowmoy oueman 29080 e
Sogped(iram) % et T £ s
‘Staggered (2 Form). L3 " L] No turther staggering
Stggered (3 Form) 5 Oazed " o No! ‘staggering
Staggered (¢ Form) o Infected. s Ll No turther staggenng.

999900 DROCEEROBEY ©
I o o % o ok kW m @ B ow W W W W W W
o Tl
TR o o o ok @ @ w @ W W W W W W w
w
.

0% 100 100% 100% 100 100

%
o
"
2o % % 0% 0K 100 0

o ray
iTioN pReSEWTION

‘Sagger Powar: s stack x: durng S phases,

Oeteur
= s " 0 amscksimboed withsrong wecnertx, aticks imbusd
Lo ‘it ek slement 1., oha aacks 11
Detau (¢ Form) 200 @ 0 prp——

a0

s
coMomoN EFECI_ DUMATION

s U
Unsheliod

Stnggorad
e v Uni et orm. 0 Nofurther staggenng.
Unprotactsd,
Stoggered (4 Form) w0 Unsholed, 1248 0 Nourther sagguring.
nfoctod

during Spn, 100

* The final battle against Bhunivelze consists of
four distinct phases. There is no break between
any of them, 5o your Schemata setup must be
well equipped to handle each one. As usual,
our specific recommendations focus heavily
on offense, and while it may take one or two
attempts to become familiar with the enemy’s
abilities and patterns, you will ultimately be
better off mastering the strategic principles
behind staggering and dealing damage quickly
toavoid the more severe attacks in Bhunivelze's
arsenal. This is especially true if you wish to
acquire the unique Double Deity weapon,
which has a low drop rate. If you are in pursuit
of this item, replace the Dawn Gauntlets listed
in our suggested Schemata setup with the
Beggar's Beads, as there is no gil reward for
this battle anyway.

« If you do not have or cannot afford two Demon
Claw weapons and Noblesse Veronique
shieids, use lower-grade versions of these
pieces of equipment. Bring along healing (and
possibly revival) items to cover your bases,
especially if you do not have an Ether. You
should fill your EP to maximum by fighting Set
enemies in the previous area prior to opening
the final door.

« 1st Form: Bhunivelze will open with Doom,
imposing a time limit for the first phase of the
battle. He uses basic non-elemental attacks in
‘addition to ailment spells. Though many of his
abilities are disruptive, they are not especially
dangerous. Use Deprotect and Imperil and
exploit the induced elemental weakness with
physical attacks. Trigger Transform Bravery to
power up your attacks even further. Use your
dual Jump setups to stagger. This causes
Unprotected, which should enable you to finish
off this phase quickly

* 2nd Form: After creating a set of roaming mines
with Monad Beget, Bhunivelze will focus on
using elemental spells, which can be powered
up further after using a corresponding Spirit
ability that alters his elemental resistances.
Refresh Deprotect and Imperil constantly and
follow the same strategy until you stagger
this form. This produces an Unshelled effect,
enabling you to deal more damage with your
equipped elemental spells. ~ Alternatively,
trigger Transform Bravery if possible and
continue to hack away with your physical
attacks. Be sure to guard against Wings of
Destruction after adding Stagger Preservation
with Attack or Light Stash.




*2nd Form (Genethliac Hymn): When
Bhunivelze begins to charge this attack, shift
all your efforts to staggering. At this point,
Lightning will have to leap into the air to use
physical attacks, so Jump is no longer available
and Beat Down becomes less efficient, though
still useful. Consider opening with Light Slash
and casting spells repeatedly, switching
between your Schemata to remain airborme.
Staggering results in Falling Star, a strong
magic attack, but nevertheless preferable to
the non-staggered result, Dancing Mad, which
is twice as powerful. If you are sufficiently
strong, you can clear the second form without
having to deal with Genethliac Hymn; you may
consider Overclocking to ensure this.

* 3rd Form: Bhunivelze's physical-based offense
will pose a much greater threat if you do not
guard against his weapon attacks, which can
launch you into a long combo and disrupt
your staggering. As a rule, be patient and
guard consistently during your opponent's
long strings of attacks, then go all out on the
offensive between those phases. Holy Blade
bestows Vigilance, Faith, and Bravery over
multiple instances. Eventually, Bhunivelze
will use his ultimate attack, Hypernova, which
locks out your menu. The window to react
before its execution is very small, so keep your

SUGGESTED SCHEMATA

Splendid Admiral

Demon Claw

health up when you anticipate its arrival. As
with the previous form, it is possible to prevent
Hypemova from becoming a factor by pressing
for a quick victory. This is where Heavy Slash
comes into play: you can take advantage of the
Dazed effect induced upon staggering this form
to deal massive damage with a single blow.

4th Form: This final phase is designed purely
to test your staggering skills. Bhunivelze takes
very little damage, is immune to ailments
if not staggered and attacks regularly.
Furthermore, he becomes an aerial target,
making Jump non-applicable. Use Light Slash
to leap into the air and alternate between your
Schemata to cast spells or use Beat Down.
Be sure to guard all of its attacks to prevent
interruptions and mix in an occasional Light
Slash or Attack for Stagger Preservation. Your
greatest opportunity to expedite your stagger
is during Heartless Angel, which takes a
long time to execute and renders Bhunivelze
idle until its conclusion. As soon as you see
the notification, Overclock and pile on as
many hits toward stagger as you can. After
Overclock ends, you can repeat the process
or continue to cast spells on the ground until
the camera zooms in on Lightning, at which
point you need to guard to prevent Heartless
Angel from reducing your HP to 1. Once you

have successfully staggered, the battle is
effectively over. Bhunivelze’s susceptibility to
damage and ailments increases dramatically
and you'll have plenty of time to deplete his
health after weakening him with all available
status effects.

Bhunivelze+ Notes

* Bhunivelze+ has only two forms, the first of
which is a fusion of the first three forms of
Bhunivelze with a single HP bar. During this
part of the battle, he will switch between any
of the forms fluidly, so you need to be very
familiar with his attack pattems in order to
defeat him efficiently.

* The latter stage of the fight is functionally
identical to the fourth and final form of
Bhunivelze. The only difference is that he will
cast Doom, which you can cancel by staggering
him efficiently and quickly.

* The drop rate for Double Deity is significantly
higher when fighting Bhunivelze+ (15%
chance, as opposed to only 5% against the
standard version of Bhuniveize), so if you
have yet to acquire this weapon, you should
definitely equip the Beggar's Beads to improve
your chances.
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1%Form

24Form

3*Form

#Form

ABILITY
Doom
Weapon Swipe
Weapon Throw
Almagest
Ruin
Ruinga
Graviton
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Weapon Spin
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N )
Whether you wish to determine how to acquire a piece of equipment, study ability
X or modifiers, an bility's effect, or simply peruse the
i N world's vast selection of shops, this chapter will serve as an invaluable reference tool

z during your adventures in Nova Chrysalia.; ‘\
ad \ N\
. . \




To say that Lightning's wardrobe is diverse, aesthetically or otherwise, * Buy Price (gil): The cost of purchasing this garb from a shop, if }
would be quite the understatement. Although many of her outfits are applicable. o

functionally similar, each offers unique properties in battle. In this table, " . .
you wil find all of the dozens of garb svailable in the game, grouped by Max ATB Bonus: The amount of ATB this garb adds to your meter.

general availability. * Default ATB: The percentage of max ATB available at the start of
battle for the Schema to which this garb is equipped.
Here is a brief explanation of the table column headings. « Abilities, ATB Cost, and Modifier: The abilities locked to a d

particular garb and their corresponding ATB costs and modifiers.

These abilities can never be improved or removed, but often carry ¥
special properties or auto-abilities. See page 239 for a complete list

* Timeline: A garb might only be acquired once you reach a certain of garb-only abilities.

'alslari‘lta{t:‘le";i(amr‘:\lo::;?ﬁv'/r:?r'\‘a“:!e:tppw fatch et shiopoc Become = Auto-Abilities and Description: Details on the auto-abilities native
= to a particular garb.

 Location: Specifies where in Nova Chrysalia you'll be able to find a
garb.

* Availability: Details the manner of acquisition for a particular garb.
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Usually the primary source of boosts for the Strength and Magic stats,
Lightning’s choice of weapon is often accompanied by additional perks
that further enhance her performance in battle.

Here is a brief explanation of the Weapons table column headings.

* Avai
weapon.

lity: Details the manner of acquisition for a particular

 Sell Price (gil): The money that you can raise by selling it to a
merchant.

 Base Strength and Base Magic: The bonuses to these two stats
provided by the weapon in its basic form.

ry Effects: Additional bonuses (or in some cases, handicaps)

* Upgrade Tier and Upgrade Component: Details the component
required for each upgrade of a specific tier. You can upgrade your
weapons in Forges in a New Game+ playthrough, increasing their stat
bonuses and auxiliary effects. See page 278 for a full explanation of
the system.

* Max Strength/Magic/Auxiliary: The maximum values for Strength,
Magic, and any upgradable auxiliary effects for a particular upgrade
tier,

* Increments: The number of increments required to upgrade an
attribute to its maximum for a particular tier.

* Max Upgrade Number: The total number of upgrade increments
permitted for this weapon

. Upgrades: The amount of upgrade increments that

Auxi

provided by the weapon. Some of
such as HP and ATB Speed, but others are much more specific or
conditional. See page 250 for a list of auto-ability descriptions if you
are unsure of what a particular auxiliary effect confers.
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cannot be performed because of the limit imposed by the Max
Upgrade Number. The lower this value, the closer you can get to the
‘weapon's maximum values in each category.
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WEAPONS (CONTINUED)
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SHIELDS

smetos |

Shields carry any or all of three primary bonuses: an increase to HP, an
increase to ATB Speed, and a Guard Defense parameter that blocks a
certain amount of damage from every enemy attack when you guard. As
with weapons, shields can also provide auxiliary effects.

Here is a brief explanation of the table column headings.

* Av i
 Sell Price (gil): The price you can fetch for this shield if you sell it
to a vendor.

* Base HP, Base ATB Speed, and Base Guard Defense: The
bonuses to these three stats provided by the shield in its basic form.

Jetails the manner of acquisition for a particular shield.

 Auxiliary Effects: Additional bonuses (or in some cases, handicaps)
provided by the shield. See 250 for a list of auto-ability descriptions if
you are unsure of what a particular auxiliary effect confers.

SHIELDS

CATEGORY
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* Upgrade Tier and Upgrade Component: Details the component
required for each upgrade of a specific tier. You can upgrade your
shields in Forges in a New Game+ playthrough, increasing their stat
bonuses and auxiliary effects. See 278 for a full explanation of the
system.

Max HP/ATB Speed/Guard Defense/Auxiliary: The maximum
values for HP, ATB Speed, Guard Defense, and any upgradable
auxiliary effects for a particular upgrade tier.

* Increments: The number of increments required to upgrade an
attribute to its maximum for a particular tier.

* Max Upgrade Number: The total number of upgraded increments
permitted for this shield.

Unavailable Upgrades: The amount of upgrades that cannot be
performed because of the limit imposed by the Max Upgrade Number.
The lower this value, the closer you can get to the shield’s maximum
values in each category.
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SHIELDS (CONTINUED)
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ACCESSORIES

Lightning’s accessories are very important in amplifying strengths or shoring up weaknesses in your Schemata. Each Schema can equip one head

accessory and one arm accessory.

Head Accessories

Head accessories provide auto-abilities that apply only to the Schema
on which they are equipped. They can be upgraded automatically
by acquiring the same head accessory (via the same treasure
sphere or monster) in a subsequent New Game+ playthrough

HEAD ACCESSORIES

|

The upgrade process is immediate, consumes the “duplicate” item,
and instantly augments their primary effects and reduces penalties
for handicaps. All head accessories can be upgraded twice, up to a

maximum effect level of three.
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HEAD ACCESSORIES (CONTINUED)
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\Y) Arm Accessories

The auto-abilities provided by arm accessories apply to all active Schemata. Arm accessories cannot be upgraded.

ARM ACCESSORIES
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A purely cosmetic feature, Adomments enable you to customize the appearance of each Schema. They are sold by Outfitters and can be obtained as

Quest rewards.

ADORNMENT LIST

| Ciystal Heart | “Last Date” Side Quest

Adamantoise Shell | *Digging Mysteies” Canvas Ouest |
Yusnaan. Augr’ Ouarter Outfters (320 gi) Crystal Potal “Dosert Cieanup” Convos Quest
“Omega Pint” Side Quest Crystal Rose “A Rase by Any Other Name” Side Ouest
*“Shaot or the Sky” Cavs Quest Crystal Star “Fading Prayer” Canvas Quest
| “Emergency Treatment” Canvas Quest | Crystal Tear | “The Angel's Tears” Side Quest
A Man for a Chocobo Girl* Canvas Quest ! | Yusnaan, 's Quarter
| "Emergency Treatment® Canvas Ouest | Cate Heart | “Revenge Is Sweet" Canvas Quest
“A Man fora Chocobo Gir” Canvas Quest Cyber Sconners “The Lifeof 2 Machine” S Quest
| "Moogle Gourmand” Canvas Quest | Dandy's Mustache | “Supply and Demand Camvas Quest
Yusnaan, Augus’ Dapper Hat Dead Dunes, RuffanOutiters (350 i)
“Beast Summaner” Camvas Quest Dark Devil Ears | "Death Safari” Side Qest
"A Word of Thanks™ Canvas Quest Dark Knight's Shades “Pride and Greed II” Canvas Quest
| Yusnaan, ‘ | “Death Safari” Side Quest
“Heightened Securit” Canvas Quest Delicious Mushroom “Mercy of a Goddess” Side Quest
“APrayer to a Goddess Canvas Quest | | | Wildiands,
“Stuck ina Gem” Side Ovest Dragon Hide Backpack  “Sylis Secrts” Canms Quest
"What'sina Brew?” Canvas Quest |
| “Hunters Chaflenge” Camvas Quest Dull Grudge Knite “The Avid Reader” Side Quest
Egoist’s Banner Wildlands, Jaga Vilage Outiters (250 il
| Electric Guitar | “Bandits New Weapon” Canvas Quest
“Hunting the Hunter” Canvas Quest
| *Secrat of the Chocoboral Canvas Quest Emergency Beacon “Death Game” Side Quest
“Grave of  Bouny Hunter” Convas Quest ici Yusnaan, Aug
: 3 Exatic Shades | "Gt e G e Ouest
Blue Guitar “Spellfor Spell” Canvas Quest | Fairy Tail Yusnaan, Glutton’s Quarter Outfiters (260 gil)
| | FestiveTree “Youth Ption” Canvas Qlest
Blue Newsboy Cap “The Roal Client” Convas Quest Floppy Sun Hat Luxerion, South Staton Outfiters 320 gi)
Blue Propeller “Puppeteer's Lament” Canvas Quest  Flower Pattern | “Wildiands in Danger!” Canvas Quest
Boater Hat Luxerion, South Station Outfitters (320 gi) Fluty Tail Wildiands, Aryas Village Outfitters (260 gil)
Lurerion, Formal Silk Hat “Stolon Things” Side Quest
Brass Gear “Like Clockwork” Sde Ouest Fragment Crystal “The Saint’ Stone” Side Quest
Brave Circlet | Luverion, Final Dey Outittrs 360 gill FrostTree | “Moon Flower” Canvas Quest
Brigand's Tricome “Bom from Chaos” Side Quest Yusnaan, Augurs
Bronze Medal | “Dumpling Cook-off” Canvas: Frying Pan | "Wildiands in Danger!” Canvas Quest
‘Bubbly Party Hat “Soultul Hom™ Canvas Quest Fuzzy Sheep Figurine “Fuazy Search” Quest
Bushy Mustache “Rebuiding’ Canvas Quest Gado' Black Emblem | “Grave of a Bounty Hunter” Convas Quest
Luerion, Gado’s Blue Emblem  “Prdo and Greed " Canvas Quest
Cactuar Figurine “For My Child” Canvas Quast Gadot's Red Emblem  “Echoes of o D" Canvas Ouest
Canned PuPu Logo “Mircle Vintage Canvas Quest | Gentleman's Beard “Heretics Beasts™ Canvas Quest
| Canned Sheep Logo | *Fuzzy Search” Side Quest | \ulnuuun- | *A Father's Request” Side Quest
Carbunclo Figurine “The Things She's Lost"Side Quest Glam Hat | Yusnaan, Champion's Quarter Outters (340 i)
| Camival Mask “Adoring Adomments” Side Quest | Gold Anchor “Digging Mysteres” Canvas Quest
Caution Beacon *A Dangerous Cockiai’ Canvas Quest Gold Chocabo Figurine  “Chocobo Chow” Canvas Quest
Cautious Devil Ears “Death Safri” Side Quest Gold Medal | “Faste Than Ligtring Side Quest
Celebrity's Charm “Siay the Machine” Canvas Quest Gold Padiock “His Wite's Dream” Side Quest
Ceremonial Headdress | “Fireworks in 3 Bottle” Side Quest Gold Windup Koy | "Shoat forthe Sky” Canvas Quest
Chef's Hat “Family Food"” Side Quest Golden Flower “Chocobo Cheer* Side Quest
| Chocaberot | “Frends Frever” Sids Quest Goldon Insignia | The Huntr'sChallenge” Side Ques
Chocobo Chick “Chocobo Cheer” Side Quest Golden Mask Yusnaan, Augur's Querter Outters (380 )
Chocobo Feather Pin | “The Right Stuff" Side Ouest | Luxerion,
Chocobo Figurine “Friends Forever™ Side Ouest Green NORA Symbol “Moghan's Plea™ Canvas Quest
Chocabo Girl's Cap oy 10 Her Heart “Canvas Quest | Luxerion,
Cie'th Wings A Prayer to a Godess” Canvas Quest Guard's Cap Wildiands, Ayas Villge Qutftters (250 gi)
City Shades | Dead Dunes, | | “Revenge Has Teath Canvas Quest
Rersloned PSS | e e " Cans st L — R A
Cool Glasses “The Secret Lives of Sheep” Side Quest Heaven's Banner ‘Wildlands. Jagd Village Outfitters (250 gil)
Cowboy Hat “Round ‘Em Up™ Side Quest Yusnaan,
Craftsman's Bread “ANew Application” Canvas Quest Hemits Cap “Last One Standing” Side Quest
Crestof Etro “The Grail of Velhalla” Side Quest | Wikdiands,
| Crostof Pulse “Mytical Badge* Canvas Quest Holy Circlet Luverion, final Day Outiters (360 i)
Crimson Flower “Sun Flower” Canvas Quest Honored Circlet | Luerion, Final Day Outfitters (360 gi)
Crimson Mask Yosnaan, Augr'sOuarer Outfiters (390 i) Hotblooded Tricome Dead Dunes, Rufan Quttters (380 gi)
i Yusnaan, mp Tail Visnaan,Gluton's Qarter Qutters (280 il
Yusnaan, Killor Shades Dead Dunes, Station Ot 20 1)
it Yusnaan, s Canvas Quest
Crown of Splendor | “The Fighting Actess” Side Quest n,
Crown of Youth “Play It for Me” Side Quest \'msmwmmmww'sm Quest
Crystal Apple “ATostaofthe Past” Side Quest Lebreau's Black Tattoo  “Truo Colors” Canvas Quest
Green T | "True Colors” Canvas Quest

Crystal Foather “Tragped Canvas uest



ADORNMENT LIST (CONTINUED)

Lebreau's Rainbow Tattoo  “Banned Goods” Canvas Quest Ripe Apple “ATaste of the Past” Side Quest
rd Tail | "Mother and Daughter” Side Quest Rum Raisin Ice Cream | “Soulful Hom" Canvas Quest |
Leyak Crest “Gift of Gratitude" Canvas Quest Safari Hat ‘Wildlands, Canopus Farms Outfitters (280 gil}
Light Bulb | “Speltfor Spell” Canvas Quest Sailor's Tricome | Dead Dunes, Ruffian Oufiters 380 gi) |
Lightning Mask Wildlands, Moogle Village Outfitters (300 gil) Saint’s B “What Seekers Seek” Canvas Quest X
Long Gui's Shell | “Biologically Speaking" Canvas Quest Salvage Pilots Badge | “Treasured Ball” Side Quest ‘
Lord's Banner Wildiands, “Fresh Fertilizer” Canvas Quest
Lovely Eyepatch | Dead Dunes, Rufan Outfiters (320 i) Scholar's Glasses “Whither Fath" Side Quest |
Love-struck Party Hat “AVoice from Below” Canvas Quest Scholar's Mortarboard | *A Testing Proposition” Side Quest |
Lucky Clover | "Youth Potion” Canvas Quest | Dead Dunes, |
Lunar Circlet Luxerion, Fnal Day Outitters (360 ) Seadog’s Beard “Echoes of a Drum” Canvas Quest
Maiden's Beret Wildiands, [ t Heal” Canvas Quest (
Mark of Lindzsi “Time Doesn't Heal” Canvas Quest Serah Mask Wildlands, Moogle Village Outfttes (300 gl |
asquerade Mask “A Song for God" Canvas Quest Servant's M | “Supply and Demand Canvas Quest [ 2
Medic Guards Badge  “Gatekoapars Curosiy”Canis Quest ‘Shadow Tail Wildands, Aryas Village Outittrs 260 gl
| Merry Tail | Yusnaan, s “Brain Over Brawn” Canvas Quest # INVENTORY
Millionaire's Mustache  “Suspicious Spheres” Side Quest Shooting Star “Puppeteer's Lament” Canvas Quest
“For My Chilg” Canvas Quest Silver Chocobo Chick | “Forbidden Tome Canvas Quest ik
“Forthe Future” Canvas Quest Silver Chocobo Figurine  “Chocobo Chow” Cannas Quest
| “Peace and e, Kupo" Side Quest Silver Medal | “A Girs Chaflenge” Canvas Quest MA
“Where Ave You, Moogle?” Side Quest Silver Padlock | “Secret Machine” Canvas Quest
| "Adonis's Audition” Side Quest Silver Windup | 'vamg Sharp” Cam/xs Quest XTRA
Moogle Wings Wildlands, Moogle: i | Canvas Quest
| Yusnaan, Augur's Quarter  Single Hom | “Boast Summnmr‘ Canvas Quest
Nickel Gear “Tenbams Taboo" Side Quest Sky Blue NORA Symbol | “Moghan's Plea’ Canvas Quest
“inventive Seamstress” Canvs Quest | Sky Blue Silk Hat | “A Treasure for a God Canvas Quest
“The Real Client” Canvas Quest Smiley Glasses Yusnaan, Augur’s Quarter Outfitters (350 gif)
“Whete Moogls B Ganies Quest | Snakeskin Eyepatch | Wildiands, Jagd Village Outfters (320 g
Yusnaan, i “0ld Rivals” Side Quest
*ToLve n Chaos" Side Quest | Snowy SpiritWings | *A Song for God Canves (uest
Onion Knight's Helm “Adoring Candice" Side Quest Staff of Judgment “Pride and Greed III” Canvas Quest
Orange Bow Tie “Mythical Badge" Canvas Quest | y | Luxerion, Outi
Orange Newsboy Cap “Dog. Doctr, and Assstant” Side Quest Stormy Motors Logo “Unfired Firework” Canvas Quest
i Luxerion, | Straw Hat \wmlms ‘Canopus Farms Outftters (280 gill
Painter's Beret Wildlands, Y " Canvas Quest
i Luxerion, I v | “A Secret Wish" Canvas Quest
Perky Corsage Luseron, “Free Will” ide Quest » ADORNMENTS
Pink Flower “Two Together” Canvas Quest  Sunny Butterfly | *Forget Me Not” Canvas Quest
Pink Moogle Bobble Wildlands, Moogle Village ici “AFinal Cure” Side Quest
Pink Ribbon “AWord of Thanks” Canvas Quest | | Luxeri
Pink Rucksack “Moogle Gourmard” Car\vas uum Yusnan, s e
Pink Tattoo “A Secret Wish" Canvas "nnu-q Party Hat | “AVoice from Below Canvas Quest
Pk rimaodCltsns | andof O Frter” S Qi Tinkling Bell “Trapped” Canvas Quest X
Pioneer's Eyepatch “Skeletons i the Closet” Side Quest | Tonberry's Lantern | “Dying Wish* Side Quest
Playboy Shades Widiands, i “AFinal Cute” Side Quest
Politicians Beard “Brain Over Brawn” Canvas Quest Trlmlnu PilotsBadge | “Night Patol” Canvas Quest
Pro’s Beret “What Rough Beast Slouches” Side Quest “Banned Goods~ Canvas Quest
Prophetic Headdress “What Seskers Seek” Canvas Ouest | *Fresh Fertfzr" Canvas Quost
PSICOM Air Medl “Flower inthe Sands” Canvas Quest “Forget Me Not” Canvas Quest
PSICOM Medic Medal | “Pride and Greed I Canvas Quest | Twilight Shades | “Unfred Firework” Canvas Quest
PSICOM Mobile Medal “Climbing the Ranks II" Canvas Quest Unicorn Mart Logo “Digging Mole” Canvas Quest
PSICOM Officer Epaulets | *For the Fuure” Canvas Quest | Untamed Tail | Yusnaan, Glutton's Quarter Outitters (280 gi)
Pumpkin Head “Lucky Charm” Canvas Quest Urban Shades “Seeing the Dawn" Canvas Quest
Pure Angel Ears “Death Safari* Side Quest Vacation Hat | Luterion, South Sation Outfiters (320 g}
Pure Earrings Luxerion, “Fireworks for a Steal” Side Quest
Pure Pendant Lurerion, | | n i
Purple Chocobo Chick “What's in 3 Brew?" Canvas Quest ‘Wagging Tai Wildiands, Aryas Village Outfitters (260 gil}
Purple Chocobo Figurine  “Hunter’ Challenge” Canvs Quest | | Witdiands. Aryas Vilage Outiters (250 gi)
Purple Flower “What's Left Behind” Canvas Quest ‘Heretics' Beasts™ Canvas Quest
en's *Songless Diva” Side Quest | *Source of nspiration” Canvas Quest

Railworker's Beret

“Where Ave You, Holmes?” Side Quest

Railworker's Cap “Where Are You, Holmes?" Side Quest | Yusnaan,
Rangda Crest “Gift of Gratitude” Canvas Quest White Chocobo Chick "Saving an Angel” Side Quest
Raven Mask uarte | Whit ine | “Killing Time" Side Quest
Red Bow Tie “A Rose by Any Other Name" Side Quest White Flower “Two Together” Canvas Quest
Red Chocobo Chick | “Hunting the Hunter” Canvas Quest White Guitar | *Price and Greed Ii” Canves Quest
Red Chocobo Figuri *Secret of the Chocoborel” Canvas Quest i s after
v | Yusnaan, Augur'
Red Propeller “Ultimate D\avmg“ Canvas Quest Wild Shades Dead Dunes Station Outfitters (280 gil)

i Yusnaan, | Wildeat Ears ‘Yusnaan, Champion's Quarter Outfitters (280 gil)
Regents Mustacho “ANew Applicaton” Canvas Quest Wind-Up Halo Uttt Craving™ Canvas Quest
Rep! “Night Patra” Canvas Quest tch's Poi Dead Duns

“Heightened Security” Canvas Quest Yellow Bow Tie “Miracl Vintage” Canvas Ouest
“Climbing the Ranks |” Canvas Quest Yellow Propeller “Bandits’ New Weapon" Canvas Quest
Retro Lightning Mask ~ \idands, Moogle i Matchmaker” Side Quest
Retro Mog Mask “Where are you, Moogle?" Side Quest Yollow-rimmed Glasses | “The 0ld Man and the Field” Side Qest
Retro Scopes “Tool o the Trade Side Quest Youthful Parasol “Digging Mole” Canvas Quest
Wildiands, Moog! i | Wildiands, Ja

555



ABILITIES

In Lightning Returns, the core of your battle strategy lies in your selection
and execution of customizable abilities. Given that you only have twelve
ability slots in total, with some of these occupied by locked garb abilities,
it is vital to understand what every ability does to achieve the right
balance and maximize your combat potential. Al other parts of a Schema
should serve to complement and enhance the abilities you choose to
bring into battle.

Here is a brief summary of column headings common to tables of all four
ability types.

Common Attributes

* Base ATB Cost: This is the base ATB expenditure associated with
the ability. It can be reduced through Level Boosting at Sorcery Shops.

« Level: This is the rank of the ability (from Lv. 1 to Lv. 5). Higher-level
abilities offer improved parameters, command higher prices when
sold to merchants, and determine the quality of any accompanying
auto-abilities. The "SP” level is used solely for special auto-abilities,
‘which can only be obtained in certain conditions (see below).

 Sell Price: The amount of gil you can obtain by selling an ability of a
specific level at any shop.

 Level Boost Malistone: The component required to level up the
ability.

« Level Boost ATB Reduction: The decrease in ATB cost after you
perform a Level Boost at this level.

= Unlockable Auto-Ability and Unlock Chance: Every ability has a
chance to provide a useful auto-ability effect. These can be innate to
il ies or unlocked is. Ata specific
level, an ability may carry any of the auto-abilities listed at either its
current level or one level lower. The special auto-abilities in the "SP*
rows can only appear in very specific conditions. They correspond to
Chaos-Infused and Rare auto-abilities (always displayed in this order
in the tables). Chaos-Infused auto-abilities can only be found on Leve!
5 abilities dropped by enemies in Chaos Infusions; Rare auto-abilities
can only be synthesized from Level 4+ abilities that carry the same
auto-ability. See page 280 for details.

+ Dropped By: A list of enemies that can drop this ability.

= Drop Rank: A hidden factor within the game that determines both the
level of the ability dropped and whether or not it can be dropped at all.
Broadly, the higher this value, the later the drop becomes available.
See page 246 for a complete explanation of this concept.

* Drop Rate: The probability that an enemy will relinguish this ability
upon defeat.

Physical and Magic Attributes

* Hits: Certain individual spells infiict multiple hits upon the enemy.

« Base Power: The lowest possible power modifier per hit of the
ability at the current level. Power modifiers are multiplied with the
appropriate character parameter (Strength or Magic) to obtain basic
damage output.

* Power Increment: The increase to Base Power for an ability with
every iteration of Synthesis at the current level.

« Synthesis to Max Power: The number of Synthesis increments
required for an ability to advance from its Base Power to its Max
Power at the current level.

= Max Power: The value of the ability's power modifier per hit when
you have reached its Synthesis limit for that level.

* Variation: The random factor that is applied to the ability's power
‘modifier during damage calculation. See page 277 for more details.

« Finale Trigger: The hit number during a string of hits that triggers
a special finale — a stronger assault with an extended animation
sequence.

« Finale Modifier: An additional multiplier applied on top of the power

modifier for the ability's finale.

Timing Bonus: The damage bonus added to this ability if queued

with Perfect Timing. See page 275 for more details.

« Stagger Power (Finale) and Stagger Preservation (Finale): The
Stagger Power and Stagger Preservation values attributed to this
ability, with parenthetical values applicable to its finale. See page 266
for a complete presentation of the stagger system.

* Cut (Finale) and Keep (Finale): The values for Cut and Keep
attributed to this ability, with parenthetical values applicable to
its finale. See page 273 for a complete explanation of these two
parameters.

* Aerial: Whether or not this ability can be performed in midair. If not,
an airborne Lightning will always have to land before its execution.

Defensive Abilities

* Resistance: The Guard Resistance for both physical and magic
damage that an ability offers.

« Timing Bonus: The Guard Resistance bonus if this ability is queued
with Perfect Timing.

* Keep: Lightning’s ability to resist enemy interruptions while using this
ability. See page 273 for details.

Ailment Abilities

* Duration: The base length of time for which this ailment will persist
onan enemy. The actual duration depends on other factors, including
the enemy’s ailment resistance and Lightning’s Magic. See page 265
for details.

* Accumulation: A hidden parameter (not shown on this table) that is
mitigated by the target's ailment resistance. Once the Accumulation
for an ailment reaches 100, it is successfully inflicted. There are only
three possible values for Accumulation: 110 for Disaster, 500 for all
-ga spells except for Dispelga and 250 for all other spells. See page
264 for a complete explanation of the ailment infliction system.

= Common Attributes: Attributes not shown in our table as they're
common to all ailment spells. They are: Power x0.50 (x0.75 for Disaster)
scaling off your Magic stat, Variation 3%, no Finale Trigger for basic
spells, Finale Trigger 1 for -ga spells, Timing Bonus 20%, Cut 20, and
Keep 15. In addition, Ailment spells have no Stagger Power or Stagger
Preservation values and cannot be cast while Lightning is airborne.



HRHTNING RETUONS:

. Physical Abilities i

PHYSICAL ABILITIES

‘BASE ATB COST

3o oos | on | e e || |
. preesd .
T w |« |m|mfom| o] om o | [ by PRI o [ i ol B e o R ] R
| e |
o | o0|on|cm| | am| - ‘ ] ‘n Fe N i
| " |

| o o | o

2 [ | om o | 3 | ose | swe
1 o |
MERE RN | oo ||| < (a0 [m| s |5]w
B [ [om o | 4 | 08 o i
| | s | vsfom| v o] = |
®
11| | zo0|em| s |00 5ee |
l 2w |amfem| 8 | a0 | Gow =Ko
o m
o |1 e amfen| v | ame | | ][ g e ol i) S (= S
FUE T (18 [a] [ swiin |
s a0 |we|en|w|oel - | s
ik
L m
UK -
s
v 2 13 i
1| s |0 e | 1 | om| o Asumes
v | m [0 | om| 2 | 0m | sow
3 |20 |on|om| 2 |00 we |
o] o |o|om|un| o |om e i~ ‘
| |
|| f|ofon] < om] - |
| 1 oy 15
vl o e | o o men |0 | ot [
2 om|om| 2 oo | o | SoOmmen [
[ o | om fam 2 fosswen |1 | e
f o om0 om| o |om|smma | 2 | SumewOween |y
» : A
ool s i
|
| » - | Mot 28
| |
} » s |@|w
|
‘ i
| |
L.l !
i= = la
o
; \
| m | om|om| 1 [ox e 1| it | 105 | S | | |
e | | I
S e o VR P N e ‘ |
. e | fnw o[ om |l o] s w0 |sfn
! 4 |20 |os | 0o | 4 | 0% | Asma 1 Undmrtsdtv2 | 12% | Defense L
| b |
N P 8 P [ [ P e e Y
| s Mavoun T8.18| 2% | W | 70




PHYSICAL ABILITIES (CONTINUED)
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GARB ABILITIES (PHYSICAL)
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Magic Abilities

MAGIC ABILITIES
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HOHTNING RETYBNS.

MAGIC ABILITIES (CONTINUED)

| Yo | o+ INVENTORY
[+l
[l
| 1+ 5o | am| 10
2 [som| o) 10 |
| 2 s v | o fain| o |
I R e R e | m}m "
| | 5 |3 o] 1@ | || I | | | i
| | »
vl foe| oo 4 )08 | o
2| oo fuss |00 | 5 fum | s
| ‘:Imiu!mlvluﬂmi
0| s
s ] ¢ |15 |0m| 0 18| d b R A
I)l. ﬂllﬁlﬂ!l‘l - I
: |

v | ®fes|em| 3 fon| o
7| m|omom| 7 |0 o

| 3 {2 03| v | 0 | wr | asmme | | + ABILITIES

w |
Tt | 2| 4 o o || 3 (0o e | e x| 0|
«|m|an]ow| o fom|some | |
| | | ‘ |
| |5]=|em|en| s fon] - ‘ s | | =i

| [ [
{8 ; ‘ \
| [y oo oo 13|
RN 1
7 Scrensoge | o 100%
3 oo 7| 088 | A | 3 \w - o .
1801« |50 |on s | 10 |om s | 5 s ||t | o [ e SIS SC RO g
.
T e e L R
o
e ey
[ oy pemw
14 | som| oo 0| 5 == = = = I Tt !
2 [som ot 110 ; : aE
3 |somfnm| 1| 8 oo ouwe | 5 [Mwmm || | |
o T P
s | 1| ¢ |s20lmn| 1 v [nf o | 5 | ) 1050 L T R ) ) o
(S ]
+ [sm|an| vm | s fum| < [ - |l
.
o |
e e T
2 || on|om P
|3 om e i e T o [
R = |13 | om bt o el e LA CUE AR T AL HE A ]
|8 |om|1n]om]| [ | e | i | o0
. Ty
v [ 20 an o R ! ‘ !
[
) Y e ! e
= o | oo [ | IEe=t
B A A T P R T e e Cal
Moo 5|4 | | | | swgnn | oot S Y e mm\wm ss\m e
O Y P I - OO o |
s | | . |
‘s\u\nn}m‘u o = | - || [ e I ‘
| @ - [ | S |y | ‘




MAGIC ABILITIES (CONTINUED)
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MAGIC ABILITIES (CONTINUED)

BASE ATH COST
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Defensive Abilities

DEFENSIVE ABILITIES
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Ability Drops
In Lightning Returns, the system of ability acquisition from enemies is
encapsulated in a single number: the Drop Rank. Broadly speaking, the
Drop Rank corresponds to specific ranges of days along the progression
timeline:

DROP RANKS.

I
f

The rules governing an enemy's drops corresponding to the Drop Rank
are as follows:

* Fora given Drop Rank, the Timeline Interval is the period during which
an enemy will drop the corresponding ability at Level 1 (for example,
Attack Lv.1). If the enemy is a Last One, add one to the level of the
ability dropped. The ability will not be dropped at all prior to this
Timeline Interval, and will be grayed out on an enemy's Libra sheet.

ABILITY DROPS

1

« Every time you reach a new Timeline Interval, all ability drops will
level up automatically, up to a maximum of Level 5 (or J). While
the advantages are obvious, the risk is that you might fail to collect
enough specimens of an ability at a specific level, preventing you from
Synthesizing it to its final increment, and ultimately from reducing its
ATB cost via the Level Boost feature. In short, make sure you collect
enough samples of key abilities within each Timeline Interval, so that
you can eventually Level Boost them fully from Lv. 1 to their maximum
Level.

To help you keep track of all abilities you wish to develop to their fullest
potential, we provide here a comprehensive overview of all possible
ability drops. Simply look up the ability of your choice, and you can
instantly identify the Timeline Interval when you can farm the enemies
who will relinquish it at the level you require. For instance, if you need a
specimen of Attack Lv.2, this table shows you that you can abtain it only
on Easy or Normal, from a Gorgonopsid or Rafflesia from Day 7 to Day 9,
or from Rafflesia Q from Day 1 to Day 6.
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Auto-Abilities

Auto-abilities offer a remarkable variety of effects in combat, many
of which can be extremely powerful when employed in the correct
situation. In this section, you'll find a complete checklist of all possible
auto-abilities in the game.

For accessibility, we have separated auto-abilities into ten distinct
categories, broadly classifying them by type of effect:

= Parameter-type effects offer a basic boost to stats or basic attributes
of abilities used in battle.
* Ability Bonuses alter specific properties of certain types of abilities.

Replacement auto-abilities are triggered under specific conditions
and overwrite the base abilities to which they apply with a different
ability.

AUTO-ABILITY CHECKLIST

1

bilities bestow temporary
on L4ammng ‘when certain conditions have been met.
biliti istent, but acti "
accompanying conditions have been met.
Siphon and Restore auto-abilities enable you to restore ATB, HP, or
EP while performing specific actions, or when certain conditions have
been met.

Technical auto-abilities provide unique bonuses, the utility of which
is highly dependent upon the player's strategy and execution.
Conservation auto-abilities improve the efficacy of limited resources
(Recovery Items and EP)

Finally, the two Reward auto-abilities each sacrifice a certain type of
reward from battle in exchange for a different benefit.
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AUTO-ABILITY CHECKLIST (CONTINUED)
EFFECTTYPE  AUTC-ABILITY
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" COMPONENTS

LEVEL BOOST PATHS
Z€ | SILVER 1

Components are ingredients required to improve abilities, weapons and
shields.

= Sorcery Components: Sorcery Shops require Malistones to enhance:
maxed abilities via the Level Boost feature. There are six possible
“Level Boost paths”, as shown here. The “Malistone Level Boost
Path” table reveals which path each ability belongs to.

Forge Components: On a New Game+ playthrough Forges can
upgrade your weapons and shields, with each increment requiring a
component of the relevant rank.

There are two main methods to acquire components: you can buy the
low-rank ones from Adventuring Essentials vendors after you begin a
New Game+ playthrough, or you can obtain them as item drops from
defeated enemies.

MALISTONE LEVEL BOOST PATH
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OTHER ITEMS

Most of the items in this category are required for the completion of quests, especially collection-based tasks acquired from each Canvas of
Prayers.

OTHER ITEMS
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KEY ITEMS

Key Items are unique items, usually required to advance or complete main quests o side quests. Of particular interest, Key Items include Notes that
reveal all the Libra information on a specific species of monsters. Acquiring these has one practical benefit: it increases your chances to obtain “rare
abilities” - in other words, those featuring an auto-ability —every time you defeat a creature of the species in question.
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The range of wares offered by each merchant can be expanded when you reach certain milestones, or after you complete certain specific tasks. The

tables in the following pages reveal how, where, and for how much you can obtain every item that vendors can sell.

. Outfitters

Outfitters are your primary source of garb, though they also sell adorments that enable you to customize Lightning’s look.

LUXERION, NORTH STATION:
DIVINE PROTECTION OUTFITTERS

AVAILABILI il

LUXERION, SOUTH STATION:
BESPOKE OUTFITTERS

AVAILABILITY
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YUSNAAN, CHAMPION'S QUARTER:
HERO'S SONG OUTFITTERS

YUSNAAN, AU:
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Forges

Forges sell weapons and shields, which you can use to improve your stats and specialize your Schemata. On New Games, they also offer @ completely
new service, enabling you to upgrade your equipment. See page 278 for details.
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Rare Merchant

A rare wandering merchant plies his trade in all four major regions. He will sell you valuable wares, but only if you can find him. To trigger his
appearance, you must first reach Day 3 and have visited at least one Outfitters shop. Then, the game will run a spawn check every hour, using a
probability cycle of 26%, then 50%, then 75%, and finally 100%. In other words, he is guaranteed to appear at least once every four hours. However he
can appear on any continent, and in one of five places on each continent (see poster maps). Therefore, even if you look for him during an hour when he
is guaranteed to spawn, there is only a 5% chance that he will appear at any one location. To minimize frustration, you should plan ahead and keep
the necessary amount of gil in your wallet to make as many purchases from him as possible whenever you run into him.

RARE WANDERING MERCHANT:
RED DRAGON OUTFITTERS
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Sorcery Shops

Sorcery Shops enable you to strengthen your abilities via both Synthesis (to combine abilities of the same type and rank) and, later in the story, Level
Boost (to level up maxed abilities with Malistone components). See page 280 for details. The cost of each Synthesis service is fixed, and depends on
the level of the abilities that you fuse or level up.

SORCERY SHOP LIST SYNTHESIS COSTS LEVEL BOOST COSTS
Wt 0 wr 00
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[ | - w | o | w0 |
us | » w 20

Resting at an Inn enables you to rent a room for 500 gil until an hour of your choosing, restoring all of your HP. Restaurants offer a cheaper and less
time-consuming healing altemative, so it makes sense to use Inns only later in the story, once you have completed most quests and need to skip to a
specific time of day to continue an outstanding task.

INNS

Restaurants sell food that immediately restores Lightning’s health at the moment of purchase. The amount of HP healed depends only on the price of
the dish you buy. irrespective of what Restaurant you visit.

FOOD HEALING FACTO) RESTAURANT LIST

. General Stores

General Stores sell recovery items that you can use to heal or revive Lightning, apply status enhancements and cure status ailments. Note that any items
marked as available starting from Day 6 or 11 will be available from Day 1 on New Game.
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Adventuring Essential merchants are specialized in selling Notes offering Libra information on monsters. On a New Game+ playthrough, they also sell
low-rank components (see page 252).
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" EXTRAS
~ This chapter is designed to £mysuiy the fundamental mechanics
that underpin the Lightning Returns experience, with a specific e
focus on details that the game itself does not reveal. The insights
and explanations that we provide are the product of many weeks
of research and exhaustive experimentation, not to mention
data mined from the countless documents provided by the:
‘de;alonment t?\am | " {/ |
\ |
During the early stages of a first playthrough, the concepts that we
discuss here will seem arcane, or even incomprehensible. Though
there is much in this chapter that will benefit a first-time player,
it s ultimately designed with subsequent playthroughs in mind,
particularly those on Hard Mode. We have attempted to make it
accessible as possible, but we should warn you that we generally
resume a fair level of pmc'acal exmmence, ]

This is not, in short, a light
“how Lightning Returns truly works, however, we would wager:
with confidence that this chapter will have the answers you seek
~and, what's more, resolve numerous questions that vou might
never have/ tho%u to ask.




MOTIVATION

The very heart of Lightning Retums is its multilayered and nuanced
battle system. While the two previous installments in the Final Fantasy
XIll series were defined by their high level of automation for all party
members during combat, you have no such luxury here: Lightning is under
your direct control at all times.

Even though it is certainly possible to “brute force” your way through the
main story events, your performance in the more advanced challenges is
likely to be unimpressive without a solid grasp of the game’s mechanics,
careful consideration of your character setup, and a willingness to retry and
experiment to adjust your strategy. If you feel at all daunted by the effort
that such an approach would naturally entail, worry not: your understanding
and ability can and will improve if you take the time to digest the treasure
trove of information available in this chapter, and put it into practice.

While it is easy to understand basic concepts such as damage
potential and interruptions, how these concepts are governed by

behind-the-scenes parameters is not as obvious, leading to questions
such as: “Why am | dealing less damage now than a minute ago?”
or “Why can | interrupt the enemy under these circumstances but
not others?”, which are both likely occurrences. In this chapter, we
provide clear and thorough answers to all such pertinent doubts and
inquiries, enabling you to make complete sense of what is happening
on-screen at all times.

We have broken down all notable systems and present them here in a
natural order. At the conclusion of our analysis, we offer a selection of
effective “roles” for Lightning that you can use as blueprints for your
Schemata, as well as several examples suited to specific scenarios and
play styles. Paired with your knowledge of in-depth mechanics, these
sections should fuel your imagination if you wish to develop interesting
and ruthlessly efficient strategies of your own.

And now, follow us down the rabbit hole.




HIGHTNING AETURNS:

The following sets of parameters determine Lightning’s prowess as a combatant. Everything else builds on top of this foundation. Enemies possess
many of these parameters, although some are not applied in exactly the same way. Enemy attribute details are listed in the Bestiary, though you will

also encounter additional facts on this subject later in this chapter.

Basic Parameters

* HP is the numerical representation of Lightning’s health and the
amount of damage she can sustain before being knocked out. This is
subject to a cap of 50,000 unless you activate the New Game+ Limit
Break Settings, which enable you to raise it to 99,999 but essentially
violate the “rules” governing the legitimacy of Battle Scores. The
minimum value is 100. In battle, your HP is automatically adjusted
when you change Schemata in order to maintain the same percentage
of max HP for each Schema.

* Strength and Magic govern Lightning’s ability to deal physical and
magic damage respectively. These values are capped at 5,000, but can
be boosted to 8,999 in accordance with the same conditions as HP. The
minimum value for each is 5.

* Maximum ATB establishes a pool of stamina for every Schema that
enables Lightning to perform actions. This is primarily dependent upon
your choice of garb, but can be augmented further with auto-abilities.
This value is capped at 200.

Ability Parameters

These are tied to abilities and all factor in various combat subsystems,
Ability p upon completely
independent.

COMMON

« ATB Cost: The amount of ATB points required to perform an ability.
Stronger abilities within the same category of effect have higher ATB
costs. These values can be reduced through the Synthesis and Level
Boost services available at Sorcery Shops.

* Keep: Maintenance of stance against the disruptive effects of enemy
attacks. Rather than acting as a modifier, the Keep associated with an
ability overwrites the default Keep of 10. Keep values of abilities range
from 15 t0 100.

* Priority: A hidden parameter that allows for the interruption of an
ability currently being executed by one of a higher priority. There are
four possible priority assignments for all abilities: 10, 5, 2, and 1. EP
abilities and recovery items have a priority of 10, all defensive.abilities
have a priority of 5, the finale of Punt or Whirlwind Kick has a priority
of 2, and all other abilities have a priority of 1.

PHYSICAL AND MAGIC ABILITIES

+ Damage Power and Variation: The multipliers for the applicable
power stat (Strength or Magic) for abilities that deal damage to the
enemy, and the random variation factor applied to these multipliers.
These are highly customizable through Sorcery. Ability finales are
subject to additional modifiers to the Damage Power value:

* Cut: Disruptive capability of an ability. Cut is measured directly against
the target's Keep. Base Cut values of abilities range from 20 to 100.

« ATB Speed is a vitally important parameter that determines the speed
at which a Schema's ATB gauge regenerates while Lightning is not
performing an ability. This value, capped at 200, is the percentage of the
standard idle recovery rate of 2 ATB per second on an active Schema. In
other words, an ATB Speed of 150 equates to 3 ATB recovered per second
(2x150%). Recovery rates triple for your two standby Schemata.

 Keep is a parameter that determines Lightning's ability to maintain
her stance against disruptive effects. This value is 10 while she is idle,
which is easily overcome by the vast majority of enemy attacks.

« Innate Resistances are defensive properties that affect the amount
of damage Lightning takes from enemy attacks and her susceptibility
to status ailments. By default, she has no special bonuses, taking
100% damage from every damage type and element, and sporting no
resistance against ailments. This parameter can only be improved by
auto-abilities conferred by equipment.

« Stagger Power: The measure of contribution of an ability to an
enemy’s Stagger Wave. A stagger is triggered when accumulated
Stagger Power reaches or exceeds the Stagger Point. As with
Damage Power, many ability finales enjoy a bonus to Stagger
Power.

 Stagger Preservation (Stagger Time): The measure of how an
ability maintains the Stagger Wave, temporarily preventing the
wave from being reduced. See the section on Stagger for a complete
explanation (page 266).

DEFENSIVE ABILITIES

= Guard Resistance: A form of resistance that is invoked only while
guarding. Effectively, it is a multiplier acquired by subtracting the effect
from 100%. For example, a Level 3 Guard with 46% Guard Resistance
will apply a multiplier of 0.54 to reduce the damage of incoming
attacks. Note that Special-type enemy attacks ignore this parameter
unless you are able to execute a Perfect Guard.

AILMENT ABILITIES

* Accumulation: A hidden value for an ailment spell that determines
its capability to inflict negative status effects on the enemy.
Measured against the enemy’s ailment resistance. This value is
500 for all -ga spells (except for Dispelga), 110 for Disaster, and
250 for all other spells. See the section on status effects overleaf
for more details.

* Magic Effect Time: The base duration of an inflicted ailment
Modifiers include the Magic stat and auto-ability bonuses. Measured
against enemy resistance. See the section on status effects overleaf
for more details.

STRATEGY &
ANALYSIS

MOTIVATION

SCHEI
PARAMETERS
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Y
parameters. These effects are the same for both Lightning and her opponents.

In Lightning Returns, your selection and maintenance of status effects cannot
be indiscriminate, as they are universally limited to five at a time, irrespective

Enhancements and Ailments
Status enhancements are generally available only through recovery
items or by triggering specific conditions. In addition, powerful offensive
enhancements such as Bravery and Faith are often quite ephemeral. This
encourages you 10 use them during time windows where you have a high
potential to inflict significant damage, such as during staggers, in order to
maximize their effectiveness.

Lightning can inflict status ailments on the enemy with ailment spells, as
well as much rarer attacks with added effects. All ailment spells have the
following parameters: x0.50 Damage Power (x0.75 for Disaster) scaling off your

OPPOSING EFFECTS

feon

Effect

Stenghl 5

of whether they are enhancements or ailments, Therefore, the order in which
status effects are applied, displayed on-screen from left to right, is crucial.
This concept applies to the enemy as well. It is especially important to
prioritize your ailments carefully if one or more of an opponent’s five slots
are taken up by stagger effects or other hexagonal (non-removable) statuses.

Magic stat, 3% variation, 20 Cut, 15 Keep, no Stagger Power, and no Stagger
Preservation. Enemies have their own values for these parameters and in some.
cases are capable of special abilities that inflict multiple ailments at once.

You can remove an enemy’s enhancement simply by casting the opposing
ailment; the two effects cannot coexist. It is important to note, though, that
enhancements and their analogous ailments often do not have exactly the
same opposing modifiers. Shown in the following table are all opposable
enhancements and ailments, as well as their specific parameter modifiers.

Effect

Icon

Magic x1.5

Physicaldamage taken -33%

Magic damage taken -33%

ATB Speed +100

ain or Fog, which can only be inficted on the enemy through

Other
specific stagger conditions.
OTHER EFFECTS

Effect

§

Description

HE
§

70% or lower

Il
i

Ailment Elomentl damage taken 450%

ncurs loss the Magic Effect

L1110 n,_uuan
§

e
i

Status Allment Infliction

While status enhancements are applied unconditionally, the Wiul

Tlvcallmmlwnll snnk melmwla(mlead\eﬂm Therefore, when
of 250, itwill

infiiction of ailments is dependent upon a formula that i
Accumuilation parameter of an ailment-carrying ability (500 for all ga wsils
except for Dispelga and 250 for all other spells) and the innate resistance to
a particular ailment:

Carrent Accumulation -

mwmnmwwmmmmlmwmw The more
powerful -ga variants, mmmAmmlaumwmmman ‘can immediately
Otherwise,
before you are successful. An ailment attempt by the enemy, even if it
shares the same ability name, is subject to its own Accumulation parameter, as
can be seen in the Bestiary ability tables. A resistance of 100 confers immunity
1o a particular ailment. These factors are subject to additional hidden modifiers.




HIQHTNING RETURNS:

Accumulation experiences decay equal o 3 points per second. This means that  50% of her remaining susceptibility, binging her final resistance to a very
your attempts to stick an ailment against a particularly resilient foe must be  stout 96.65%.
swift and persistent.

The extremely rare and powerful Heroic Guard deserves a special highlight,
Ailment resistance can be increased by the Vel status enhancement, s it renders you effectively immune to all ailments as long as you guard
equipment-based  auto-abilities, or Guard-ype defensive abilities. (technically +89% resistance). There are also various arm accessories that
Multiple modifiers stack multiplicatively. For example, Lightning’s innate offer full protection from one particular ailment, making them attractive
resistance of 0% to all ailments increases to 33% if she dons the Passion  options when you need to contend with one employed by a specific enemy.
Rouge garb. I she invokes Veil, her resistance increases by 90% of her
remaining susceptibility, or (30% x 67% =) 60.3%, equivalent to a total  Once an ailment is inflicted, the Total Accumulation value resets o zero. You
resistance of 93.3%. Using guard abilities increases this by another  may re-stick the ailment as a way to extend its duration.

Effect Duration

ENHANCEMENT DURATION

The duration of each enhancement is fixed based on its source. If you refresh a specific enhancement before an initial application expires, the duration of the
refreshment is added onto the remaining duration of the initial application. The Collector Catalog improves effect durations for recovery items by 25%. Consult
the following table for a complete summary.

ENHANCEMENT DURATION OVERVIEW

Enhancement Source

jons/Duration
10ATB

Innuder Inocence,

Faith, Haste, Protect, Shel,or Vigilance + Veil 5 o Haste]

 Haste, Protoc, Shell Vil or Regen_| 3 o 60 seconds when H? i ess than 0% of

Crtcal auto-abil tes coresponding to ilment abilties | Braw

ave Thief auo-bity ste
otet Thif auto-abiy Vigilance temaining from when it wasft applied
ommitl auto-abilty +Vigilance
S Pt Fs  seconds when using anabilty casing 40+ ATS
Veil =
Protect + Shel + Voil
e ——| s
[Holy Weter - E
| Mega Remedy
' ot o 80 seconds
| 150 seconds B
| Cusaders Potion rotect + Shell + Vil + 180 seconds
rotect, Shel Viglance, Ve, Enfre Exfos. Enhunder, | Protect,Shel, Vigilance, Veil, Enfire, Enfrost, Enthunder, |
| orEnaeroPoton or Enaero ¢
[ Nektar of the Gods O | Bravery + Faith + Regen i

AILMENT DURATION
Ailment duration is determined by the following formula: Strong resistance to an ailment will substantially reduce its duration. If you
wish to stick an ilment to an enemy with high resistance, not only will you

Ouraton = (Magic Effect Time -+ Magic/100) x (100% need a respectable Magic stat, but you'll also have to constantly refresh the

. © ailment to extend its duration. In these situations, you'll need to design a

Asyou can see, the progressive increase of Lightning’s Magic stat will improve  strong Saboteur-type schema to maximize your efficiency. Finally, you cannot
the duration of allailments significantly. Faith has no effect on this bonus and  reapply ailments without limits. If the additional resultant duration is less than
enemies do not receive this bonus at all. one-third of the currently remaining uration, then it is impossible to infict the

same ailment again unti this condition no longer holds.
Stagger Added Effects

These are available only when an enemy is staggered, and stack with similarly  applicable only to specific enemies. Stagger effect durations, again specific
effective ailments (e.g. Unprotected with Deprotect, which induces a massive  to enemy and stagger type, are fixed. The modifiers conferred by all unique
increase in physical damage taken). Pained and Foggy are essentially the sole  stagger effects are shown in the following table.

method with which Lightning can infiict the corresponding ailments and are

STAGGER EFFECTS

Effect

Icon [ Description

Physical damage taken +50%
Magic damage taken +50%
Fire damage taken +75%
Iee damage taken +75%

Lightning damage taken +755%

Enemy movement speed 30%
Confused | Enemies may atack each other of helpLightning
Cursed | Kesp 25 his value i

atacked, bt he damage akn ron ttatckisdoued
Poined | Cannot use physical abilties o

Wind demage taken +75%

@

With that, d the enti of
the most critical system in the game. ..

Broken | Stagger Power for al incoming attacks +50% Foggy Cannot use magc abilties

f stagger effects transitions naturally into an in-depth look at perhaps

+ STRATEGY&

ANALYSIS

® STATUS EFFECTS




2 STAGGE

To play Lightning Returns at the highest level, a thorough command of the
stagger system is an absolute necessity. Against the toughest enemies,
the most pertinent question in developing a battle strategy is essentially:
“How can | stagger most efficiently?” After reading this section, you
should be well on your way to the answer.

Terminology references in this section are strongly linked to the Stagger
Details tables found in the Bestiary chapter. We explain here all of
the information presented in those tables, enabling you to make
complete and holistic assessments of every enemy when consulting
that chapter.

Multiple Staggers &
Stagger Levels

Multiple Staggers: Many enemies can be staggered in different
ways, leading to different stagger effects. The specific stagger induced
depends on the conditions that were fulflled to achieve it. The large
dragons Zaltys and Zomok are good examples, each vulnerable to a
standard stagger, and a secondary stagger that can only be triggered
by a blow to the head

Stagger Levels: In addition to this, certain foes can be staggered
consecutively by triggering a stagger while already staggered. In such
cases, the first stagger is considered a Level 1 stagger. A Level 2 (and
higher, if applicable) stagger is achievable only by staggering when
the enemy is currently in a staggered state of the previous level. The
most prominent enemy for which this is relevant is Aeronite, perhaps
the toughest opponent i the game, who has four stagger levels and is
essentially impossible to defeat unless you trigger all of them.

Reaching the Stagger Point

To achieve any sort of stagger for an enemy, you must accrue Stagger
Power by performing abilities (see the Inventory chapter to check the
Stagger Power of each ability) until you reach a hidden Stagger Point
(revealed in the Bestiary chapter for each enemy type).

The “Quick Stagger 75%" auto-ability, unique to the weapon Chaos's
Revenge, lowers this threshold to three-fourths of its default value. This
is the only possible way to change the Stagger Point. On the other hand,
the Stagger Power of your attacks can be bolstered significantly by auto-
abilities, as well as the Broken stagger effect, which is very useful to
achieve higher Stagger Levels. Enemies also confer bonuses or penalties
to Stagger Power for attacks of a specific type, as detailed in the Bestiary's
Stagger Details tables (*Stagger Modifiers” column). Based on these
modifiers, enemies can be immune to the Stagger Power of certain attacks,
rendering them completely ineffective for this purpose. If multiple Stagger
Power modifiers apply to an attack, only the highest one takes effect.

The actual ability that causes a stagger enjoys an additional bonus of
dealing triple damage to the enemy. The auto-ability of the Shadow
Trooper garb boosts the base damage of that attack by an additional 50%
Generally, this makes it preferable to stagger with very powerful abilities
that carry high Damage Power parameters, such as a Beat Down finale (or
better yet, Jump), Heavy Slash, or a strong spell

Stagger Preservation
(Stagger Time)

Unfortunately, you cannot simply build Stagger Power whenever you feel like
it and still hope to achieve stagger reliably. The hidden stagger counter that
measures the accumulated Stagger Power (in other words, the amplitude of
the Stagger Wave) is persistently updated in accordance with the inherent
Stagger Decay value of the target (see the Bestiary to find out the value of
each monster type). This is the sum of Stagger Power that is lost per second

To stymie reductions to accumulated Stagger Power, a secondary counter
must be brought into play. This is the phenomenon of Stagger Preservation,
sometimes denoted in-game as Stagger Time, which temporarily disables
Stagger Decay and maintains your Stagger Wave for you when you face
inconveniences such as ATB depletion or disruptive enemy attacks. Each
enemy has a limit to the amount of Stagger Preservation you can build
up: this is called Max Preservation in our Bestiary. For good measure,
Stagger Preservation will also dissipate after a certain amount of time, as
determined by the enemy’s Preservation Decay value (the amount of
Stagger Preservation points lost per second).
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Summary

In short, to reach a Stagger Point and cause 2 stagger, you must build Stagger Power at a rate that outpaces the enemy’s Stagger ¥ /EuaEEen

Decay. Often, it is necessary to use abil
can essentially maintain Stagger Preservation indefinitely, but the frequency with which you must add to the counter depends on the
enemy’s Max Preservation and Preservation Decay values. Our diagram below presents a visual summary of these concepts that
should help you to make sense of how everything we've discussed comes into play. We use the examples of the Beat Down (high
Stagger Power) and Blitz (high Stagger Preservation) abilities for clarity.

STAGGER POWER Enemy’s Stagger Point *STA(:GER

Beat Down

LS

Beat Down

S

Blitz
= TR {Stagger Preservation)
e

Preservation Decay

N

~ BeatDown e,
(Stagger e
Powe

)

‘—

Stagger Decay

o . > TIVE



The Stagger Wave

All of these hidde

s are represented visually in battle by the Stagger

The color and amplitude of the main Stagger Wave are indicative of the overall

stagger counter, in other words your current accumulated Stagger Power, and
re how close you are to the Stagger Point. As you begin to build Stag

Il be b

abilities to

oint, it will tum
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The speed of the Stagger Wave gives you information on the maintenance  Here is an example of a battle sequence that correlates the abilities you
of Stagger Power ¢ on-screen and the number crunching taking place
the scenes. Lets assume you fiht Niblet O (Stagg
10, vation value = 600, Pveu"\nw;r Decay =

When the wave pulses rapidly Decay s in effect: the Stagger
Power that you accrued so far is gradually reduced with every second
that passes by,

0, Max Pr
tagger Modifier x1 for al aftacks - e page 156).

 If you add Stagger Preservation to prevent it (for example with J-p ACT L CAS Y
litz ability), the w \4‘5 ibly. As sum as S

ve w

R ! 3 ERIN own
combos
e amplitude of briefly superimposed yellow waves tells you
ectively each attack contributes to the main wa The by ?
ectively each attack s o the main wave. Do nothing he bius wave
2 dors | o Deay=inas | s pmss
i — ol s dopletd by 10 poits | fst paca an
« This depends on the ability's innate Stagger Power. For example, the ands b i e
waveform resulting from a usage of Attack (low Stagger Power) is {down from 300 0 750)
generally much less impressive compared to that of Beat Down (high = "
Stagger Power). Stagge Decw

* However the amplitude of the wave also depends on the
Stagger Modifiers specific to your current target. For example, the
Thunder spell has a limited default Stagger Power value, and yetit will | 5 | UseBiite | Sugger Prosenation

trigger a yellow wave with high amplitude against the Minifian enemy, o] s
whose Stagger Modifier is x10 for Lightning-elemental attacks
o the
2-hit Beat The hidden stagger Sharp yellow L 4 it
o | Down g Powse = contrisnowat S0 | wivesatopa
0ix2 750 rom #1.+300 festpuing
" frepens

Low-amplitude yellow wa

y of the ability use Ability Stagger Grades

e analysis would not be

omplete witho explanation
Power and Stagger Preservation grades \aracterize
every physical and magic abiity. In the game, these take the form o
letters, from E to A, with a dashed line () corresponding to zero.

These grades give you a rough sense of how good attacks are at boosting
or maintaining the wave. Here, we reveal the actual numbers comprising

the threshold values assigned to each grade:

€

mplitude yel igh st ] e
¢ 1 019
8 248 00299
A 50 0

special properties of finales (the final blow in a combo) are not
taken into accol erefore, these grades are less effective at
characterizing abilities that can be strung together in a combo. Finales
typically offer a substantial boost to Power or Preservation or both, so
while the prolonged recovery resulting from performing them may initially
seem unattractive, the benefits usually outweigh this disadvantage.

it here




This section demystifies the calculations of the Battle Score awarded after
the adventure’s most significant encounters. If you only need a very broad
and simple explanation of the system, skip to the summary at the end.

Here are the thresh
Scores required to obtain all possible star r
on Hard Mode

1 (minimum)

5,000 *
0,000 * %

Beonts. 15000 Fokk
20000 * kK
25000 FokkAk
30000 *
36,000 Yok

Silver 42,000 * kK
48,000 Fodokok
54,000 ok kK
60,000 ek oA
70,000 ok

Gold 80,000 Rk
90,000 Fodkok
100,000 Fok ok

The actual calculation is performed as a two-step process, first through
the determination of a Basic Score, which is then adjusted based on the
Battle Time to obtain your Battle Score.

The formula for a Basic Score is
100,000 + (2,000 + (1,500 x (HPc + EPe + Ic) x Mc)) x Rank

* HPc (HP Coefficient): The fraction of max HP remaining at the end
of battie {maximum value of 1)

* EPc (EP Coefficient): 1 - (amount of EP consumed x 0.2)

* Ic (item Coefficient): 1 — (number of recovery items consumed x 0.2)

* Mc (Mode Coefficient): | for Easy/Normal, 3 for Hard

* Rank: A hidden value that functions as a general evaluation of that
enemy’s strength

attles against Last Ones and bosses are scored. The c
of Rank values is as follows:
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The formula for the final Battle Score is:
Battle Score = Basic Score - (Battle Time x Reduction)
Battle Time is in seconds. Reduction is based on Enemy Rank:

* 5001f enemy rank < 15
* 300if enemy rank = 15-29

* 150 if enemy rank > 29

On Hard Mode, your final score s tripled after this calculation in
correspondence to the increased star rating thresholds

* You are expected to take significantly less time with enemies
of lower Rank if you wish to achieve the maximum rating
corresponding to a Battle Score of 100,000 or higher.

* You are expected to take even less time if you use EP abilities
or recovery items. If you rely too heavily on them, you will be
penalized significantly in the final calculation. Stocking your
inventory with the most efficient recovery items, and thus
minimizing the number of times that you use them, is clearly a
smart move,

* If you are significantly below max HP, it is worth your while to
top up your health with a recovery item right before the end of
the battle.

« The highest achievable Battle Scores must strike a balance
between pushing for a swift and merciless victory and exercising
caution to avoid excessive consumption of resources.



Overclock

Ata cost of 2 EP, you can press @ /I8 to trigger Overclock during battle
(@M). This initiates the Overclock meter, which drains automatically and
rather rapidly.

« By default, the meter consists of 30,000 points and depletes at a rate
of 1,000 points per second. The Overclocking Manual and Overclocking
Manual+ auto-abilities increase the starting value of the meter by
2,000 and 5,000 points respectively.

* Time slows to 10% of normal for all enemies and enemy-related
parameter effects, including movement speed, animation speeds of
abilities, and enhancement or ailment duration (meaning that you can
maintain a short ailment for a much longer period relative to Lightning].

« Time does not slow for Lightning, which means that her enhancement
and ailment durations are unaffected.

« All of Lightning's abilities are executed more quickly and have
faster recovery. Abilities consume the Overclock meter according
to the formula ATB Cost x 160 points, which results in a maximum
of 187.5 ATB with the default 30,000 point total (although in reality
you have less than this amount due to the persistent depletion
rate). The Maximum ATB parameter of your current Schema has
no effect on this. However, you can use any ability as long as you
still have points remaining. This means you can bring the meter all
the way down to a tiny fraction, then finish the Overclock with a
powerful ability such as Heavy Slash. The time dilation effect will
not cease until the execution of the final ability.

* Lightning’s ATB will be refilled across all Schemata after Overclock ends.
* Overclocking has no effect on Battle Time.

As should be evident, Overclocking provides great benefits to you both
offensively and defensively. It's effective as a way to facilitate brute
force victories against otherwise tough opponents. Ideally, though, you
should aspire to use it with surgical precision as a part of more calculated
strategies in order to conserve EP for other functions.

Army of One

Pressing @ /19 again during Overclock unleashes Lightning's ultimate
attack, Army of One (@B). for the cost of one additional EP. This ability
is extremely powerful, but factors in the basic parameters of all three
active Schemata in its damage calculation. It is also a Special-type attack,
meaning that it ignores resistances

The ability will always cycle through your Schemata in the same order,
starting with the Schema that initially triggered the ability.

SCHEMATA ORDER

O (7)

There are four distinct phases:
« Phase 1: 8 hits (4 physical, 4 magic) in starting Schema
* Phase 2: 16 hits (8 physical, 8 magic) in Schema 2

« Phase 3: 24 hits (12 physical, 12 magic) plus a physical launcher in
Schema 3

 Phase 4 Physical finale i starting Schema

Each of the 50 hits has a Damage Power of x0.50 (except for the finale,
which is x20.00), Variation of 3%, a Cut of 95, and heals Lightning for
10% of damage inflicted (except for the finale).

Using Army of One ends your Overclock, no matter how much of the
meter remains. Therefore, unless you foresee a preemptive conclusion
1o the battle, the only sensible time to use Army of One is when your
Overclock meter is almost completely empty.




Restorative Abilities

As your inventory improves and you gain access to ever more
powertul recovery items, the utiiy of restorative EP abilities
diminishes rapicly. On Normal and Hard Modes, Curaga and
Arise are simply not worth the EP cost (not to mention the
resulting penalty to your Battle Score) when a single recovery
item will suffice. Esunada is comparable but il inferior to a
Mega Remedy, which confers an additiona Veil effect. These
abiltes should be regarded as no more thana last resort

Avise is worth highlighting for its unique mechanics.
Though it has an advertised cost of 3 EP. it is capable of
revival whenever you have any amount of EP remaining,
even if it is an infinitesimal fraction of the meter and not
immediately visually apparent. The amount of HP it restores
is directly proportional (as a percentage] to how much EP is
remaining, with the benchmark of 3 EP corresponding to a
full revival, and the minimum being 1 HP.

Quake & Decoy

These two abilities offer unique effects but are of limited
practical use.

» Quake costs 2 EP It is a Special-type attack that
deals one hit at a fixed damage of 9,999 (). It has
a Cut value of 55, can launch the target and, most
significantly, adds a whopping 1,000 points of Stagger
Wave Preservation.

* Decoy costs 1 EP. It summons a Moogle doll into the
battle to draw enemy attacks (E). The decoy has 5,000
base HP, no special resistances, immunity to launch or
disruption effects, and lasts until it is destroyed

ADVANCED M

ECHANICS AND TECHNIQUES

Charge/Drain Abilities

We summarize the parameters governing all “charge” ot “drain” abilities (ones that incur a persistent change to ATB if you hold down the input
button after the initial ATB cost) in the table below.

( N Y AMETERS
Light Guard, Light Guard+ 1 ATB per second
Guard, Guard+ -3 ATB per second
Heavy Guard, Heavy Guard+ 5 ATB per second
NulAll Guard -5 ATB per second; Guard Re 1 el tal attacks +75%
Heroic Guard 60 ATB per second
Steelguard -2 ATB per second; Guard Resistance +3% per hit taken (multiplicative}
Mediguard, Mediguard+ 10 ATB per second (-7 for Mediguards+); heals 1.8% HP per secand (1.2% HP for Mediguards]
ATB Charge +20 ATB per for nd
Charged Strike 15 ATB per second; +100% damage per 0.5 nds, up 10 8 maxim

These ATB expenditure values translate to Overclock meter points in the same way as previously detailed. This makes ATB Charge a rather ineffective
ability when Overclocking.



Cut and Keep

Interruption and maintenance, corresponding to the
parameters Cut and Keep, are vitally important in this game.

Compared to Final Fantasy Xlll and XIll-2, when you had three
characters to sustain offensive momentum instead of one,
it's much more important to avoid interruptions in Lightning
Returns. Cut values also tend to be higher across the board
and enemy Keep values rarely change after staggering (as
they did in previous titles). Therefore, you must plan and
react accordingly or run the risk of stalling your offensive.
In the worst cases, a serious mistake could lead to a
significant setback, such as the complete dissipation of a
Stagger Wave, or being launched during an enemy combo.
This is why diligent guarding and, with certain aggressive
opponents, the Vigilance effect are so important.

Interestingly, recovery items and EP abilities can be
considered as emergency options to avoid interruptions,
as they boast Keep values of 90 and 100 respectively.
Obviously, you should not use them solely for this purpose,
but a well-timed buffing Potion, for example, can help you
maintain your stance during a strong enemy attack and
prime you for a devastating counteroffensive.

DISRUPTIONS

Disruptions against susceptible targets occur only when
damage i taken and Cut exceeds Keep. The specific disruptive
effect observed depends on the ability used by the attacker.

 Launch (GH) is common to certain physical abilities
and numerous strong spells. Many abilities can also
juggle to keep a target airborne after launch, even if
they themselves do not have a launch property.

Knockback (EB) is a near-universal property for all
abilities. Grounded targets experience a friction modifier
that halves the distance an attack pushes them back,
but if an attack has both launch and knockback, the
target will be thrown away.

* Knockdown (@) drives the target into the ground.
Jump and Smite are examples of abilities that carry this
effect.

* Pull draws a target closer to a specific area, usually to
set up a much stronger attack.

GOLDEN DAMAGE NUMBERS

Aside from modifiers to Cut and Keep via status effects or
auto-abilities, there is a hidden threshold related to damage
susceptibility that frequently enables you to take advantage
of elemental weaknesses and induce interruptions. If you pay
attention to damage number displays on-screen, they actually
change size and can tum golden (EZ)) when net damage
multipliers exceed 200%, in which case the Cut value of that
attack doubles. In practice, this means that on occasion, you
can inflict either Deprotect or Deshell in conjunction with
Imperil on an enemy, doubling the Cut of all of your elemental
attacks, and therefore interrupting your target more often.

As an illustration, suppose you begin a battle against
Desdemona (100% physical susceptibility, 120% Lightning-
elemental susceptibility) with an Auto Enthunder effect.
If you infiict both Deprotect (+33% physical damage)
and Imperil (+50% elemental damage), the resultant
susceptibility to Lightning-elemental physical attacks
becomes 133% x 170% = 226%. Using Attack will now
produce golden damage numbers and interrupt Desdemona
due to the doubling of the Cut value.

LIGHTNING RETURN
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Positional Control

NUSES

The battlefield is defined dimensionally in terms of meters.
Certain effects in battle are dependent upon Lightning's
position relative to the enemy.

DAMAGE BO!

* Positional Bonus/Blindside: If your angle to an
enemy’s frontal plane is 90 degrees or greater (which is
considered as being “behind” the enemy — @), you'll
obtain an additive 20% bonus to damage. If you have a
Swift Rapier equipped, regular physical attacks will also
transform into the Blindside replacement ability, which
provides an additional x1.2 modifier to the first attack
of a combo.

* Hand-to-Hand: A feature of the Enlister's Gloves, this
provides a bonus to damage when the enemy is within
25 meters. All physical attacks except for Artemis's
Arrows have a maximum range of less than this value,
50 this will virtually always be triggered if you use
physical attacks. You can also certainly cast spells up
close, although doing so pushes Lightning backward.

er: A feature of the Sniper's Gloves, this provides a
bonus to damage when the enemy is beyond 5 meters.
This is actually very easy to trigger if you use Lightning's
actions as a general indicator of distance. The backstep
that she performs at the beginning of a normal spell
chain will push her back roughly 2.5 meters (@B). We
refer to this action as “first-casting”. If you first-cast
twice in rapid succession, you will be far away enough
1o obtain this bonus, regardless of how close you were
to the enemy. Note that the backstep is not the same as
the backflip she performs when casting a finale.

MOVEMENT AND EVASION

You can move around freely in battle with @, but this
is generally not recommended. If you want to close
the distance between you and the enemy, simply
using a physical ability is overwhelmingly preferable
to approaching manually. Lightning’s walking speed is
1.8 meters per second. By comparison, when you use a
physical ability, she performs a dash at a speed of close to
20 meters per second

There are certain abilities that enable you to move around
much more efficiently. Perhaps the best example is Evade,
which results in a backflip if invoked neutrally, but tums
into a dodge-roll in any direction if you simultaneously
tilt @ forward or sideways (@8). This is by far the best
way to invoke a positional bonus. Another (less effective)
option is Fatal Sweep, which enables you to slide in any
cardinal direction while simultaneously performing a
modest attack with high Stagger Preservation. These
actions are also obviously effective evasive maneuvers
To time them properly, you need a substantial amount of
technical precision that comes with repeated encounters
and familiarity with enemy attacks

Perhaps the most valuable evasive tool against large
enemies with limited mobility (which characterizes the
three strongest foes in the game: Aeronite, Ereshkigal
and Bhunivelze) is to “first-cast” repeatedly to the edge
of the battlefield, placing as much distance as possible
between Lightning and the enemy. This enables you to
evade many powerful abilities with fixed ranges, such as
Aeronite’s Roar and fourth-tier elemental spells, as well as
Ereshkigal’s Grand Impulse.




Action Input and Animations

Broadly speaking, the animation of every attack Lightning performs can
be split into four phases.

* Initiation: Examples of this include the “first-cast” backstep or the
longer first swing of a weapon at the start of a combo.

Execution: This is the key phase during which the action and effect of
the ability is applied.

Combo Window: An interval during which additional actions can be
chained to the current one. If successful, the queued action occurs with
no initiation phase. Note that this window does not exist for finales,
unless a head accessory that enables multiple finales is equipped

* Recovery: New action chains, beginning with a new initiation phase,
are permitted after the expiration of the combo window and/or an
additional cooldown period.

With this in mind, you can develop a better feel for the animation sequence
of every ability and execute them with greater precision to achieve expert-
level outcomes. For example, you can quickly cast Slow three times,
hesitating for the briefest of moments between inputs to repeatedly invoke
the first-cast backstep, “zoning” you out of Ereshkigal's Grand Impulse just
in time while simultaneously inflicting the ailment.

Perfect Timing is the art of linking offensive abilities in a combo by
pressing the corresponding buttons with a precise tempo: either exactly
as the previous physical attack strikes or as the prior spell s unleashed.
The Perfect Timing intervals are very, very short windows during the
execution phase: 1/15 second for Punt/Whirlwind Kick, 1/6 second for
finales, Feeders, and Slayer, and 1/10 second for all other attacks

The Perfect Guard intervals for defensive abilities generally correspond to
the 1/6 second before the “impact” animation of an enemy attack, such
as the arrival of a projectile or shockwave (@B). If your Perfect Guarding
technique is well established, you can equip a weaker guard ability such
as Light Guard against multiple-hit attacks such as Aeroga, and Perfect
Guard repeatedly for the (perfect) timing bonus. This is more effective

LIBHTNING RETURNS.

than invoking persistent ATB depletion with a single continual usage of
a stronger ability such as Heavy Guard, which may confer lower Guard
Resistance against each hit despite lower overall ATB expenditure

The Forsaken Tie arm accessory, with its Grace Period auto-abiliy, adds
1/12 second to these values. Relatively speaking, this s a sizable bonus,
but the sum tota i still quite small. If you wish to make the most of every
action, you'll undoubtedly need to acquaint yourself with these input
windows over the course of many hours of practice.

Finales often have special modifiers that offset their substantial animation
recovery and combo termination effect (see our ability tables from page
236 onwards), making them very effective.

Nevertheless, you may occasionally wish to altemate between multiple
abilities of the same type to avoid finales to maximize the number of
actions within a certain timeframe, for example Fire and Fira. This proves
especially true when you Overclock and finales become much less efficient,
even with increased animation speeds. The meter's persistent depletion
means that you would do better to perform actions with as little recovery
as possible. For example, a Light Slash that costs 5 ATB consumes only 800
Overclock points, which is much less than the seconds’ worth of meter time
you would lose to recovery after performing a Heavy Slash,




To perform sustained attacks in midair, use a physical ability that has aerial
es (see page 237, “Aerial ombo with any other aerial
ability after that. Midair finales will always result in Lightning's retum to
the ground as a recovery animation. Note that multiple successive midair
finales are not possible, even with an auto-ability such as Quickhitter.

This is particularly relevant against the likes of Ereshkigal and Bhunivelze's
final form. Every time you perform a finale, you will waste precious seconds
returning to the ground, and jumping again to resume your midair assault
However, if you keep using aerial abilities (especially spells), constantly
switching Schemata and unleashing strings of non-finale attacks, you
can remain aloft for extended periods of time, and therefore secure a
maximum damage output (EB)

As previously described in the Schema Parameters section, all abilities
have a hidden Priority parameter that leads certain actions to override
others. This enables you to cancel an initiated ability at any animation

phase with one of a higher priority — an extremely useful defensive tool,

as you can “guard cancel” out of an attack in response to an
incoming enemy action that you know would otherwise disrupt
you

By extension, you can apply this concept in a capacity that improves your
general efficiency. Specifically, using a cheap Light Guard to eliminate the
prolonged cooldown after a finale or landing is a great way to sustain the
momentum of an offensive, as long as you have the ATB and ability slots
to spare for this tactic

You can also do this with recovery items; pause the game and queue
an item during a finale or landing to “item cancel the recovery period.
Obviously, this should only be performed with calculated timing so the
item effects are utilized to their fullest potential

Unlike with Paradigms in Final Fantasy XIll and XIll-2, you cannot buffer
abilities into a Schema switch and hope to enjoy the effects of that
second Schema. For example, you equip the Ghostly Hood, bringing your
Magic down to its minimum value. If you cast a slow-moving projectile
such as Blizzara and then switch to your strongest Magic Schema, the
Blizzara retains all the parameters of your first Schema, meaning the spell
will still deal pitiful damage and consume ATB from the first Schema.
In fact, the game considers your first Schema the active one until the
ability's animation phase is complete, meaning the second Schema is
still considered to be on standby; you can confirm this by observing the
increased ATB recovery rate until the conclusion of the current action.

1%

Therefore, buffering is strictly a defensive maneuver in Lightning Returns
The only parameters that can be buffered are the HP and resistances
of the second Schema, as these have no relation to your current ability
execution. The most useful application is with the Locket Pendant or Soul
of Thamasa and their respective upgrades. These head accessories carry
auto-abilities that allow for two or three consecutive finales, making them
extremely powerful. In exchange, they confer a significant penalty to your
maximum HP. In the face of an enemy attack, however, you can bypass
imminent danger during execution of a second or third finale by quickly
switching to another Schema and absorbing the hit with more HP (and
hopefully greater damage resistance as well). This is particularly effective
in combination with Jump, which also has an extremely high Keep value,
guaranteeing that you will not be disrupted during most enemy attacks
either.



Damage Calculation

There are ten different factors at play during the calculation. Each one is
detailed after the presentation of the formula:

m

3

*AxBxCx(1+D+E+F) xGx H= Calculated Damage
* Calculated Damage + | = Adjusted Damage
* Adjusted Damage » J = Final Damage

Damage Type Parameter: Strength or Magic as applicable to the
ability used. Quake, 1000 Needles, and Ereshkigal’s Meteor are the
only abilities in the game for which this factor i irrelevant

Damage Power x (1 Variation): The multiplier of the ability used,
subject to the ability's inherent Variation, which is the maximum
percentage of random decrease to the power. A Damage Power of
1.00 with Variation of 3% means that the final value of this factor can
be anything between 0.97 and 1.00.

Effect Modifier: A multiplicatively stacking value that takes on the
following values for the effects shown below.

* Bravery/Faith on the attacker: x1.5
 Debrave/Defaith on the attacker: x0.33
« Target is Dazed: x2

 Attack staggers the enemy: x3

Technical Modifier: The sum of Perfect Timing or Positional
Bonuses applicable to the ability used.

Attribute Modifier: The sum of all attribute bonuses conferred by
auto-abilities to a specific ability - in other words, auto-abilities of
the category “Ability Bonus” (see page 250 for details).

Situational Modifier: The sum of all situational bonuses conferred
by auto-abilities based on current battle conditions — in other words,
auto-abilities of the category “Situational” (see page 250 for details).

Damage Susceptibility: This is the net modifier applied based
on the attack's type and element and the target's susceptibility. If
more than one type/element applies, then the susceptibilities are
multiplied together. If there are Stagger Modifiers in play, then these
are also multiplied on top.

Guard Resistance: A Lightning-only factor that reduces incoming
damage from enemies. This is equal to 1 minus the percentage value
{which can be improved by Guard Efficiency and Elemental Guard
auto-abilities). Special-type abilities such as Aeronite’s Hellflare
ignore this factor completely, except when you Perfect Guard.

Vo<
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Adjustment: A basic addition or subtraction from Calculated Damage.
There are only two possible values: a reduction from the Guard
Defense parameter of a shield or an addition from the Fixed Damage
auto-ability effect. If Adjusted Damage is not a positive number, then
the target takes no damage and "GUARD" will be displayed.

Damage Threshold Check: If Adjusted Damage exceeds a certain
threshold, then it is the Final Damage. If it does not, then the Final
Damage is 1. This check is performed only against Cactair and Last
One enemies, with the following applicable threshold values:

THRESHOLD VALUES

[ Opponemis) Damage Threshold
t QQ (both arms destroyed) 100

Niblet 2, Goblot €2, Gremin €2, Minfian €2, Raffesia Q. %

Goblin Q, Hoplite Q

Dreadnought 2 (default),al other Last Ones 1000

Here is a sample calculation to show you just how severely all these
factors can stack. The action sequence: Lightning has a modest 2,000
Strength and uses Jump with a Perfect Timing bonus to stagger an enemy.

Raw Strength + base Bladed

A 1,320 + 680 = 2,000
Maxed Level 3 Beat Down
x120x467 X 1.14 (Jumy
] with Jump; assume no 20807 el 1Y (el
9
Variation loss
¢ Bravey on Lighting AREIAERD
is Daed; attack s
Ability Timing B e/
14D+E+F | Coldfiame Droplet + Enisters | x(140.20:02040.20)=x 1§
Gloves
Enemy has 50% physical
susceptibility and 200% Fire | 0 oo i
o suscoptbily,Deprotect | (0-50+0331x(20040.50) =x2075
aficted; mperil n
H,LandJ | Nore Hex1;1=0; bypass J
16X 2,075 = 381,866




Upgrading is available only on New Game+ playthroughs, making
this section essentially irrelevant on a first playthrough. By

understanding its principles, however, you will be able to plan
ahead and make the right decisions from the beginning
Upgrading equipment is one of the quickest

ways to secure @ marked improvement in
Lightning’s combat prowess.

Upgrading

This section analyzes the mechanics and strategic aspects involved in the
process of upgrading equipment. You should use it in conjunction with the

tables that begin on page 226 to fully unders(

Upgrading a weapon or shield is very easy to do: you select a piece of
equipment, dump in as many available Components as you like (each
granting one increment, and perform the upgrade to increase the item’s
parameter boosts. There are three “tiers” of upgrades. A fixed set of
factors governs the upgrade mechanics of each tier.

Gl fee 2 50 10
— Holy Forgefre or Demonic
Costs | COmPONent consumed: weapons Mighty Material Sword Polisher e

Life Smeltwater or Soul

Compone nsumed: shields Mighty Material Shield ‘Smeltwater
ength/Magic increment +10 25 450
HP increment 4100 +100 200
Stagger Power increment a% +1% %
Benefits | ATB Speod increment 8] ] A
Guard Defense increment 8 5 | 5

rd Resist

Auto-Abilties at Max 0-1 evel 01 level 1level -

The improvements of all parameters are incremental: for every upgrade you perform, a parameter is immediately increased by an increment
P ! v

The improvement of auto-abilities only occurs when you perform all of the upgrades in at least one tier. Some increase by one level per tier (for example
“Status Ailment Damage +xx%"); others have a single enhanced version (*Arsenal of One" becomes "Arsenal of One+”), which they reach with the
fulfillment of all possible upgrades to that auxiliary effect



TRATEGY

RADING
Every weapon or shield that can be purchased at shops belongs to
a category (such as “Long Swords”), though this is not immediately
apparent in the game. All pieces of equipment within a category have the
same upgradable effects, and are subject to the same maximum values.
On the other hand, they each have their own unique amount of possible
upgrade increments.

This is the most important point to remember. For weapons and shields
that you can buy, the limiting factor between selections within a category
is not the maximum effect (once maxed at Tier 3, all Katanas have the
same Strength, for example), but rather the total number of upgrades you
can perform. Buying a more powerful base weapon enables you to start
farther along the bonus gradient, but it won't necessarily get you farther
in the end.

The key number in assessing the upgrade potential of weapons and
shields within categories, then, is the number of Unavailable Upgrades,
which we have included in our tables in the Inventory chapter (see page
250). This determines how close every fully upgraded weapon and shield
can come to achieving this unattainable ideal. Surprisingly, the most
cost-effective choices in every purchasable category turn out to be the
cheapest weapon or shield. Often, the most expensive variants have
marginally higher potential, but require an enormous initial investment
of gil to purchase. Intermediate variants are universally inferior in this
regard, and once you begin upgrading in eamest, to should feel free to
sell off anything in this range.

Since there is always at least one parameter that you have to sacrifice
for a piece of equipment (that is, one that you cannot max because of the
upgrade limitation), you have to think carefully about how to prioritize the
upgrades you perform.

As arule, it is recommended that you always upgrade in priority the item’s
key parameter (for example, Strength for a weapon wielded by a physical
damage-dealer) and every auxiliary effect to maximum. Auxiliary upgrades
tend to be fewer in number and provide bonuses that are much harder to
acquire otherwise, so favoring them makes sense. The only exception to
this is the Stagger Power penalty on Gagnrad and Double Deity, Th

weapons are clearly not designed for staggering and to spend up to 25
upgrades on this parameter would be a complete waste.

Finally, it is worth noting that Tier 3 Components can only be dropped by
enemies, while Tier 1 and Tier 2 Companents can be painlessly purchased
from Adventuring Essentials merchants, as long as you have the cash. If
you're committed to performing many upgrades, you'll need to leam how
to farm for Tier 3 Companents efficiently (see page 297).

Downgrading

If you wish to revise your upgrades to a weapon or shield, or retire it
altogether, you can use the downgrade feature to salvage a portion of the
Components from your initial investment. The amount you receive follows
a simple rule: for every upgrade you wish to undo, the game runs a check
at fixed percentages for every Component spent. These percentages are
70%, 80%, and 90% for Components of Tier 1, 2, and 3 respectively.
So while you should choose the base for your upgrades wisely, the
refunds make downgrading fairly practical, especially with the relatively
impressive retention rate for valuable Tier 3 Components.

Upgrading Acce ries

‘When you open treasure spheres or defeat Last Ones during a
New Games+ session where the reward is a head accessory of
& type that you already have from a prior playthrough, you do
not obtain a duplicate item. Instead, the head accessory in your
possession automatically evolves into a more advanced version,
as shawn in the table on page 232 of the Inventory chapter. Each
head accessory has two possible upgrades, and some of the third-
tier incarnations are extremely potent. Once you have the final
upgrade of a head accessory, any further acquisition will grant
you a substitute gil reward.

Arm accessories cannot be upgraded, and nor can you have more
than one of each type. You will instead obtain gil or different items
(usually nominal sums and low-value abilities respectively) as
replacement rewards.

STRATEGY &
ANALYSIS
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The means by which you improve the power and efficiency of your
abilities, Sorcery is a potent, but expensive and time-consuming proce:
Itis in your long-term interest to familiarize yourself with t

plan ahead to avoid unnecessary frustration and tedium

s system and

in this section that you have a passing familiarity with the
abilities tables in the Inventory chapter (see page 236), s all major concepts
discussed forthwith are inextricably linked to the information listed there.

The Sorcery system is limited in scope during a first playthrough, and on
(Game+ playthroughs on Easy or Normal. To attain the
ty ranks, you must be playing on Hard Mode

maximum ab

Synthesis &
Level Boost Basics

« Synthesis: All abilities span five levels’ worth of parameter boosts.
For physical and all (but one) magic abilities, you can synthesize two
copies of the same ability at the same level to increase the Damage
Power of one of them (the “consumed” ability being permanently lost).
You can keep doing this until you reach a level maximum — the ability
is then marked with an icon (), after which no further power increase
at this level is possible. The Magnet spell, all defensive abilities, and
ailment abilities do not have improvable modifiers per level and will
always be marked with &

* Level Boost: These “maxed" abilities are ready for advancement to
the next level via the Level Boost feature, which is either unlocked
on Day 6 of your first playthrough, or earlier if you acquire your first
Malistone from a Last One. To perform Level Boosts,
need an appropriate Malistone Component. For a compl
Component requirements to Level Boost every ability, se
Leveling up your abilities improves their basic parameters, reduces
their ATB costs, and (if applicable) enables you to perform more
synthesis to increase power values until you reach another cap (&)
The maximum level for all abilities is 5, and reaching the final synthesis
increment at Level 5 changes the ability to Level %-

you always

tab

page 252

Sorcery isn't free. The prices are straightforward and static (see page
236), which may initially seem convenient, but as you venture intc
Hard Mode, these costs will quickly pile up, forcing you to farm for
substantial amounts of gil and prioritize enhancements for your most
important abilities

Synthesis Rules

There are multiple factors that come into play whenever you synthesize
two abilities together.

If two abilities have different ATB costs, the synthesis result retains the
lower cost. This simple rule will prove incredibly beneficial, as ATB costs
can be significantly reduced for powerful abilities such as Heavy Slash.
Beat Down, or -ga spells.

Whenever you synthesize two “normal” abilities together with r
existing auto-abilities, there is a chance that the result will sp:
auto-ability on its own. Every ability has a selection of available auto-
abilities at each level, as shown in our tables from page 237 onwards
In reality, the auto-ability you get can be one from either its current or
previous level

There are two special types of auto-abilities: Chaos-Infused and Rare, both
noted in the "SP" rows in our ability tables, and displayed in this order.

 Chaos-Infused auto-abilities can only be found on Level 5 abilities
dropped by enemies in Chaos Infusions.

= Rare auto-abilities can only be synthesized from Level 4+ abilities
that carry the same auto-ability, and “overwrite” it.

As you might imagine, these auto-abilities are extremely powerful and
occasionally unique as well. Fully stacking your ability set w us
Chaos-Infused or Rare effects will undoubtedly take hours upon hours of
gameplay, but provides an incredible cumulative boost to your combat
performance.

If you synthesize an ability that carries an auto-ability with one that
does not, the existing auto-ability will always be inherited. If you
synthesize two abilities with auto-abilities, the ability you select
first will retain its effect; the other auto-ability disappears. Thus, you
cannot synthesize new auto-abilities if you use abilities that already
have auto-abilities. Rare effects are the only exception, as they
supersede these rules and can be synthesized anytime, as long as you
are at Level 4 or 5.



Power Increment Bonus Chance

Every time you synthesize two abilities with upgradable Damage Power  for a second bonus increment (0.15 total power increase), and so on.
values together, the resulting ability is superior (by at least one increment)  Therefore, it is unreasonable to expect increment bonuses to occur
to the higher power modifier of the two abilities that were fused.  with any regularity.

Therefore, when you begin any Synthesis session in a Sorcery Shop, make
sure to always include your most powerful ability in each operation. This
minimizes the number of increments you need to reach maximum power.

There s a chance to invoke more than one incremental increase every
time you synthesize. These are very rare events, but on occasion, you may
luck out and essentiall reap the benefits of multiple synthesis events for
the cost of one. This concept is governed by the following calculation: the
chance for nincrement bonuses on an ability at a particular level after the
first guaranteed power increment i its Bonus Chance value raised to the
(n#1)* power

For example, the Bonus Chance value for a Level 1 Attack is 30%, | g st o, i

Thundara, Aerora 8% 2%
or 0.3. With each synthesis at this level, you are guaranteed an T
initial power increment of 0.05. Then, there is a (0.3)"*" = 9% chance Punt, Fatal Sweep, Area Sweep. 12% |
that you will receive 1 additional increment of 0.05, for a 0.10 total I

Fiare, Chil Surg, Tornado, lementaga % 1%

increase in Damage Power. This quickly decreases to a 0.27% chance



Ability Planning and Management

If you simply wish to complete the game once, then the Sorcery system, while useful, is not wholly necessary; it is perfectly viable to get by with
whatever abilities are dropped by enemies, while synthesizing occasionally to obtain a power boost or an auto-ability. Upon graduation to Hard Mode,
though, developing a robust and diverse array of optimized abilities is vital if you want to take on the game's most daunting challenges.

MINIML

You will need to farm large quantities of physical and magic abilities at all
levels to be able to accumulate all possible reductions to ATB costs. For
example, Heavy Slash has a total of 46 power increments spread across
five levels; that means you have to synthesize many, many times (46, or @
little less if you're lucky with Bonus Chances) to obtain an optimal version
of this ability — and that's if you can stand to have only one!

« Physical and Magic Abilities: On Easy and Normal Modes, your
mentality should be quantity over quality. This minimizes any need
to complete further non-Hard playthroughs to obtain additional
lower-level copies of your favorite abilities. Once you begin a Hard
playthrough, you can simply Level Boost your cheap Level 3 abilities
1o Level 4 and synthesize them with new drops to retain your ATB
cost reduction. If you find that you simply do not have the time or
patience to do this for all abilities, prioritize the most expensive ones
you wish to employ. Lowering the cost of Attack from 10 to 7 doesn’t
make as much of a difference as doing the same for Heavy Slash
from 50 to 35.

Defensive and Ailment Abi : These two categories present
much less of a headache, as there are no power increments to worry
about. A single copy is all you need to reach the final level.

NVENTORY SPACE
You can only carry up to 400 abilities at once. While this may sound like
a lot, you'll likely find yourself approaching the neighborhood of this limit
near the end of a first playthrough unless you are especially persistent and
meticulous in selling or synthesizing your spoils.

* Physical and Magic Abilities: You should allot a large part of your
inventory space to these, as they require many synthesis increments
within a level before they can be Level Boosted.

* Defensive and Ailment Abilities: In general, feel free to sell off any
low-level defensive and ailment abilities that you do not need to save
up inventory space. One trick is to deliberately keep only the defensive
and ailment abilities that do not have an auto-ability, and sell those
that do. This way, you can Level Boost them, and then synthesize them
to trigger the appearance of more powerful auto-abilities than those
available at low levels.

Synthesizing or Level Boosting abilities just to sell them is
counterproductive. Sell prices are poor for all abilities except for the
rarest ones, which you should never want to give up anyway. A few are
only obtainable once per playthrough on Hard Mode.

HIGH-LEVEL SYNTHESIS

Once you have begun Hard Mode, bring a stash of minimal-cost Lv.3
abilities with you from your prior playthrough, repeating the same
process to bring these abilities to Lv.5/% via Synthesis and Level Boost
should pose no difficulty. You will thus end up with abilities offering
both maximum parameters, and minimum ATB costs. However, these
abilities will still carry low-level auto-abilities acquired during the
process of maxing them. All you need, therefore, is to synthesize them
one last time with equivalent abilities carrying the best auto-abilities.



There are three possible ways to approach this:

© Lv.4 & Lv5 Auto-Abilities: These are the easiest to get — they're
found on Lv.4 and Lv.5 abilities, dropped by enemies on Hard Mode.
Consult our Ability Drops section and table on page 246 to identify
the timeline days when each enemy type drops abilities at the level
you're looking for. These auto-abilities are usually efficient and
straightforward, but their potential is not always comparable to that of
the Rare and Chaos-Infused variants.

* Rare Auto-Abilities: These can appear during any Synthesis of Lv.4,
Lv.5 or Lv.3 abilities that carry the same auto-ability. When they do
appear, they supersede the existing auto-ability. Rare auto-abilities
are extremely powerful and can make a massive difference in highly
specialized setups.

* Chaos-Infused Auto-Abilities: These can only be obtained on Lv.5
abilities dropped by enemies in Chaos Infusions, which makes them very
rare as well. Indeed, aside from exceptions such as the “Death Game” side
quest (see page 119) and fights along the highways, Chaos Infusions are
limited in availability. If you are insistent upon obtaining as many of these
auto-abilities as possible, consider saving before clearing every Chaos
Infusion and ra(uadmg if me resul( is not to your liking. Naturally, don't
neglect double your chances. You
should also aim to fill out the target’s Libra information. A Bestiary entry
with full Libra (designated by a check mark in the menu) confers a 20%
increase to the chance that a dropped ability from that enemy will also
carry an auto-ability.

When you finally strike good fortune, you can then synthesize your desired
result with the retained minimal-cost copy of the ability to complete the
process and obtain an “ultimate” version of the ability.

that important
Svmhesus sequence. If you run out of abilities to svmhesue without
obtaining a Rare auto-ability, simply reload and try again.

HAHTNING RETUBNS.

Sorcery Shops enable you to create a “perfect” version of each
ability. These combine the low ATB costs of abilities synthesized
and Level Boosted from the ground up, with the best auto-abilities
available only on high-level abilities.

SORCERY STEPS

This requires you to:

Fully * Farm multple copies of the ablity at each level
| synthesizing and | (sg page 246 for a complete flowchart).
Level Boosting

+ Synthesize these copies until you reach the
levels cap (&)

+ Level up the maxed abiity via Level Boost

* Repeat this unti you reach the final ncrement

# | an ability from
Lv1 oLy to
reduce its ATB
cost

|
| ofLevel 5
| | |
‘There are three possibie methads: {
| * Lu & Lv5 auto-abilities are easy to obtain as.
| muus«mmm-‘nﬂuw
Obaining a * Rare -\u_- can appear during any,
2| highlevel auto- Synthesis of L4, Lv5 or Lv abilities that carry.
ability the same auto-ability; they are extremely useful.
|~ Chaos-Infused auto-abilities can only be ‘
obtained on Ly’ abilties wwpnby in |
Cnaos lnfusions, which makes them rare — but |
well worth the efort. |
|
Synthesizing the | = Simply synthesize the ability featuring the high-
3 | product of the level auto-ability (from step #2) with your retained
above steps minimal-cost copy of the ability (step #1).

o STRATEGY &
ANALYSIS

 SORCERY



NVENTORY ASSESSMEN

To help you wade through the plethora of options for setting up your Schemata and developing a battle strategy, we now proceed to highlight the most

effective and interesting selections in every inventory category.
Garb

Early in your adventure, locked abilities on garb are often easily superior
10 any customizable counterparts in your inventory, but as you steadily
make more judicious use of Sorcery, you'll eventually outclass most
locked abilities. After this transition occurs, ATB-related parameters, open
ability slots, and auto-abilities become more important in determining
garb value. Refer to our table on page 224 for details on garb parameters
and availability conditions.

EARLY-GAME

* Velvet Bouncer: This snappy outfit, available in Yusnaan, is the
premier physical-oriented garb during the early days of the adventure,
with the useful Blitz ability and a great natural boost to Strength

« Ignition, Watery Chorus, Electronica, and Woodland Walker:
These elemental-focused garments are of high priority upon reaching
Canopus Farms in the Wildlands and should be favored over the more
defensive options available in Luxerion. Since exploiting natural
weaknesses is so important in the game, it's vital that you are always
able to access any of the four elements.

* Passion Rouge: Perhaps the single most useful starter garb, this
ensemble, available just outside the Dead Dunes Station, comes
prepackaged with the almost universally applicable Deprotect and
Deshell ailment spells and some very useful auto-abilities. Combine
this with the Femme Fatale rapier that you receive during the main
quest in Yusnaan for a pure and powerful Saboteur setup.

MID-GAME

* Soldier of Peace: A garb that we would categorize as one of the
most notable in the entire game, it possesses not one but two unique
abilities. Shadowbind is the only way to inflict the Daze ailment aside
from stagger effects, while Artemis’s Arrows is effectively a faster,
supercharged Heavy Slash with tremendous knockback, although it
cannot be used in midair. Complete the “The Hunter's Challenge” side
quest (see page 125) as soon as possible to get your hands on this
outfit.

ple Lightning and Blue M: e very jinst Zaltys

and Zomok respectively. The area-of-effect physical skills can trigger the

huge stagger modifier against the heads of these enemies, enabling you
to almost instantly stagger them with Flood or Lightning. Purple Lightning
also offers enormous boosts to both Maximum ATB and ATB Speed.

+ Paladin and Sacred Knight: Top-notch defensive garb.

* Hunter of the Wild: A good physical-oriented garb to use against
groups of weaker foes; the Victor Drain auto-ability will heal you with
every defeated enemy.

* Vengeance and Shadow Trooper: With their innate Beat Down

abilities, you can pair one of these outfits with a Spear and begin to

experiment with the staggering power of Jump.

Déja Vu: A powerful outfit for skilled, efficient players when employed

in combination with Critical auto-abilities.

i Use
it in combination with Imperil to trigger Sweet Spot as often as possible.
© Lautomne: An effective garb for staggering, with an ideally
complementary auto-ability, Stagger Siphon. While the power modifier
of its spells will eventually be eclipsed by those of your own abilities,
the ATB costs are optimized at Level 3, giving this outfit significant
lasting power.

« Splendid Admiral and Intruder: These two outfits should be
purchased immediately when they become available. They enable you
to trigger Bravery and Faith whenever you want for a large boost to
your offensive power. By using their innate Guard abilities — or even
better, Heroic Guard — you can drain your remaining ATB rapidly to
accomplish this as and when required.

* Cyber Jumpsuit and Quiet Guardian: These two seemingly
insignificant early-day garments, when paired with either Preta
Hood and Runic Ring or Ghostly Hood and Guard Ring, give you
100% resistance to magic or physical attacks respectively. This can
essentially make you immune to damage against the magic-oriented
Ereshkigal and Aeronite (as long as you Perfect Guard Hellflare and
stagger it from a distance), as well several physical-oriented large-
scale enemies (Chocobo Eater, Earth Eater, Cyclops, Zaltys, Zomok,
Reaver, and their Q2 versions).

LATE-GAME

* Equilibrium+: With its unique ability that doubles the ATB recovery of
standby schemata, the upgraded version of Lightning’s default garb is
one of the best support-based options in the game.

+ Heartstealer and Dragoon: These are the only two outfits to confer
a bonus to Stagger Power. Therefore, you should obviously pair them
with a Spear and either Beat Down or -ra elemental spells to maximize
their potential.

« Martial Monk: This garb offers tremendous potential with Whirlwind
Kick, which is to Punt as Artemis’s Arrows is to Heavy Slash. Whirlwind
Kick can faunch even with its normal hits to set up an aerial knockdown
finale and, if your execution is precise enough, its tremendous Perfect
Timing bonus of 300% effectively quadruples your damage!

* Nightmare: Siren Slash, an attack with the animation properties of
Light Slash, is avery ing ability that infiicts  high:
ailment (one randomly of Deprotect, Deshell, or Imperil) on the enemy.
The ailments have very low base duration, but you can essentially use
one ability slot for three ailments by attacking repeatedly. Consider
equipping a high-Magic weapon and inflicting the ailments of your
choice just before an Overclock.

OTHERS

« Dark Orchid: The EP Vengeance auto-ability, while seemingly
unimpressive and wholly inefficient as a reliable method to restore EP,
does have a niche use. It enables you to revive endlessly as long as
‘you heal (for example with Mediguard) and take one hit before getting
knacked out again. The infinitesimal amount of EP that is restored is
enough to permit an Arise that leaves you with 1 HP.

+ Ultimatus, Astral Lord, and Pallas Athena: These come equipped
with Ultima, top-tier elemental spells, and Heroic Guard respectively,
but are little more than novelties as you optimize your abilities.

* Guardian Corps and Knight of Etro: If you have maintained save
files from Final Fantasy XIll and XIli-2, you'll be rewarded with these
themed costumes, which also happen to be blank slates with no innate
abilities or special properties, giving you full flexibility in terms of
Schema customization.

* Migo'te Dress: The dual-type damage property of Magic Slash
makes it a deadly secret weapon against Aeronite, Ereshkigal, and
Bhunivelze's final form. After you fully stagger these enemies and
induce massive weaknesses to both physical and magic damage, this
unique ability will enjoy huge bonus multipliers.




In the following table, we summa

Speed Slash
Quick Ruin
Rapid Firo
Quick Freeze
Magic Slash
Siren Strike

Lancet

Shadowbind

Darkness
Ashura

Flame and Flood

Lightning and Wind
Slash

Relentless Assault

Buster Ruin

Physical

Magic

Physical

Phy

sical
Physical

Physical

Physical

Physical

Magic

and Magic

Amazon Warrior

White Mage

Black Mage

Heartstealer

Soldier of Peace

Dark Knight

Sie

Red Mage
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the special properties o effects of garb-exclusive abilities.

Fastanimations; quick

ocovery

Dual properties; can stack multiple status

Deprote

t one randomly selected from Deprotect, Deshell, of imper

res 1% HP per

per it during fnale)

Finale has knockdow .

Added effect of Daze: 250/5s
5% HP per use

5% HP per hit per use

approach the enemy as wi

launch property are identical

First hit can launch; finale has knockdown

Unlashes a hovering, slow-maving Ruin




Weapons

The parameter bonuses conferred by different weapons offer an easy way
to distinguish one category from another. From these, we can extract a
few progression-based tips:

¢ If you are diligent about improving your combat skills, we'd
recommend not purchasing any weapons for most of your first
playthrough, except for the cheapest variants in each category if
you wish to experiment. You can acquire several respectable all
veapons such as Death Herald, Chaos's Revenge, and the
e highway routes. Better yet,
obtain weapon drops from Skeleton, Cyclops, and Reaver as well
as their Last One variants. With these weapons, in addition to the
aforementioned quest rewards, you can easily complete all tasks
pending much gil at anas though you may wish to invest
a Morgenstel to Strength in preparation for
Aeronite and Ereshkiga

* When you begin your first New Game+ playthrough, consider
purchasing enough Mighty Materials and Sword Polishers to upgrade
the Ul'dahn Blade and Gridanian Sword to their maximum Tier 2
bonuses of 2,000 Strength and Magic respectively, This is a great way
1o jump-start your new adventure and should compel you to sell off any
mid-range weapons you may have purchased on Easy or Normal that
are re d obsolete as a result (such as the Morgenstern).

* Double les are particularly noteworthy, as the Strength -50%
penalty that applies to every weapon of this type may have
drawn your curiosity. In fact, these weapons strike twice when
you use certain physical abilities, which compensates for the
penalty. Specifically, all aerial abilities (which are single-target
attacks) except for Punt invoke this double-hit property. Although
the corresponding ngth boosts conferred by Double Blades
are smaller than those of other physical-oriented weapons, this
becomes less of an issue as you approach the 5,000 cap. In fact,
Double Blades are capable of the highest damage output against
smrlc enemies, as they can bypass the cap thanks to the Strength
penalty. If equip, a Double Blade results in 2,500+ Strength, you
have H\wr‘nal\\, cheated” the system, for the double-hit property
results in a Strength modifier that is greater than 5,000.

« Double Blades purchasable from shops are also a great way to
minimize the penalty to your Battle Score in tougher battles; you can
forego healing of any kind if you master Perfect Timing with Precise
HP Restore 3%.

* When equipped with a Staff, Lightning will use it to cast spells instead
of her usual animation, during which she ca: th hand motions. This
is a significantly faster execution and further justifies the usage of this
weapon type to maximize Magic-based damage.




LIGHTNING RETUBNS.

Shields

As your combat proficiency grows, the HP bonus conferred by shields
becomes largely insignificant, leaving ATB Speed and Guard Defense as
the only relevant primary parameters. Naturally, shields
or both of these attributes become much more important.

* Light Shields offer the highest ATB Speed bonuses by far and should
be a mainstay on all offensive Schemata. The Guard Efficiency bonus
they provide is multiplicative and is therefore unlikely to offer you much
additional protection in a defensive stance

* Tactical Shields are the best defensive option once you've grown
accustomed to Perfect Guarding strong attacks with a standard guard
abilit, Interestingly, the Gridanian Sigil, which is a free reward if you
complete the “Roadwaorks II” Canvas quest (see page 149), offers the same
maximum Guard Defense and lowest number of unavailable upgrades
as the best and most expensive Tactical Shield, Deicide. This makes the
Gridanian Sigil easily the best overall selection in this category.

* Gauntlets and Mystic Shields have some secondary appeal on
Hard Mode, when you can upgrade their Strength or Magic boosts to
@ maximum value of +500. This becomes less interesting when you
reach the 5,000 cap solely through Lightning’s innate Strength/Magic
attributes and her upgraded weapons.

* Finally, the only reasonable application for Large Shields is not
the large boost to HP but rather the Defender auto-ability. Whe
upgraded to Level 3, Defender’s +15 bonus to Keep can prove
quite effective. Unfortunately, Large Shields also carry an ATB Speed
penalty, which you have to offset with auto-abilities.

Accessories

The benefits of head accessories and arm accessories are self-explanatory
once you familiarize yourself with the auto-abilities they provide. In this
short section, we highlight noteworthy items or combinations of great value.

* Locket Pendant and Soul of Thamasa: These head accessories
(and their upgrades) reduce the Schema's HP but allow for multiple
finales. They should factor heavily into any strategy aiming to achieve
the fastest Battle Times or highest Battle Scores

* Devil Earrings: Powerful abilities with hi
(such as Heavy Slash) benefi dously
once you have fully upgraded the Demo
low-ATB abilities.

h but optimized ATB costs
om this head accessory
ings. Avoid pairing it wit

Sparrow Comb: Optimall

+ Angel's Headband: The ability
attractive option on a Schema
juard abilities

* Elemental Jewels and Bangles: This combination of head and
arm accessories can render you immune to a specific element, thanks
ta the additive stacking of these bonuses. While notable, this overly
defensive setup should not be relied upon for efficiency.

Highwind Charm: In its ultimate form, the Falcon Charm provides
a ludicrous boost to ATB Speed that can easily offset any related
penalties introduced by other parts of a Schema



Abilities

While we have presented all aspects of abilities in the Inventory chapter
tive detail

(and in ex

types of abilit

each single category.
Note ATB tal at high-level play. You
should not only b ilities, but also ensu t

your standby Schemata are not idling for any prolonged period with full
ATB, for this means you are not exploiting the potential maximum power
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rule

that the
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approach their maximum values, you may “lose” damage with hi
cost abilities such as Heavy Slash if your modifiers stack to the point
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ed damage exceeds 999,
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to maximize damage due to the transience of effects such as sta
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* Given the range of modifiers, resist o
a[mhmH? 10 the games majo enamies physical attacks are heaiy
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cteristics of the four elements set them
when there is no difference in susceptibility.
taking the form of projectiles travel at different speeds for different
to fastest, the order

elements. From slowest

mmediate impact. This makes Lightning and Wind perhaps the most
distinct elements; their invocation tends to be the fastest and they also
Iti-hit ties at the d -ga levels. Wind may feature
L
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majority of

inently throughout t
enemies inhabiting the Dead Dunes, including the ever-imposing Earth
Eater. No other element can claim to be as broadly effective.

ntal spells (thos or four stand s,
such as Firestorm o Elementa) are potent magic attacks in
terms of staggering, as their Stagger Power is applied two to four times
The Elem | in this regard.

Two brief points highlighting specific physical and magic abilities:

* Beat Down is perhaps the one physical ability whose potential (i
combination with a Spear to trigger Jump) may not seem apparently
st playthrough. It is worth making time at appropriate

evident on a fi

farming Desdemona regularly. Farming is actually relatively pai
if you have the right setup; the ability is a guaranteed drop with thy
Beggar's Beads equipped if you stagger each opponent during the battle

and Grand Wizard auto-abilities are

* The Committal

This s t
This is

and either Bravery or Faith as often as you w
which it makes sense not to minimize ATB co

that may benefit greatly from this trigger

osts fora



] DEFENSIVE ABILITIES
 Each standard Guard ability can be useful in specific circumstances.
As a general rule of thumb, Heavy Guard is beneficial early on in the
‘ game as it offers a strong defense. Later on, once you master the art of
Perfect Guarding, low-ATB cost abilities become more cost-effective.
Heroic Guard is a special case, as it offers several unique benefits and
| strategic options.

HRHTNING RETYONS:

AILMENTS

* As we have stressed, Deshell and Imperil warrant
automatic consideration in any Schemata set for their almost universal
effectiveness. Their defensive analogs, Debrave and Defaith, are "
useful if you find yourself underprepared against a strong enemy, but
lose their value once your parameters are sufficiently high and your
strategy thoroughly optimized.

|, albeit very
’ becomes enummusly inefficient once better options are available.

' = Evade has interesting applications, making it possible to avoid
damage completely against enemies that favor physical attacks. In
such encounters, a heavily evasive style is quite effective if you are

[ udsmatpedecﬂynmmivade.mmmllvmdsywwma
regain of 20 ATB! This technique is particularly useful against long
multi-hit attacks such as Chocobo Eater's “Chef's Secret”.

y t0

duration, thus reducing the frequency with which you have to refresh it.
The persistent depletion of an enemy’s health is a great supplementary
tool to have in designing your offense. Curse helps against enemies.
that are prone to interruptions after infliction. Slow can be a welcome
addition to reduce the attacks, though this isn't as
important once your ability to guard (and, even better, Perfect Guard)
is high enough.

* The Disaster spell inflicts the following five ailments, each with

STRATEGY &
ANALYSIS

,L « While mostly novelties, and the attack
triggered by the Revenge Guard auto-ability can occasionally be very

| useful. These abilities sport a non-trivial Stagger Power value of 30
(Counterblow and Counterspell also have 40 Pmawanon) un\i can
invoke large stagger modifiers in specific situations to

3 ‘enemy actions, such as when Zaltys and Zomok perform bite attacks,
exposing their heads to reprisals.

b

Recovery Items

and base Magic Effect Time of 110/20s: Debrave,
Defaith, Deprotect, Deshell, and Curse. It has limited practical
usage given the low Accumulation values, high ATB cost, and the
fact that you cannot obtain it until you achieve victory over Aeronite
on Hard Mode. A

]

* The value of efemental Potions should not be understated. There are

. Tn a lesser mam. this also applies to Vigilance Potions. Invoking

ly for
recovery items offer by default; against elemental weaknesses, the
boon to your offense i  the t Aeroni

whole minutes can essentially make you ~ <rancin

uimsmmla

« I your primary concern s Battle Score, then generally it much better
to avoid using Curaga or any recovery items at all to restore HP, relying ~ covin o
instead on auto-abilties and tufts of Phoenix Down to revive yoursef f Ml
you do fall i ADVA

Scores are calculated.

SORCERY
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Even a cursory reading of all previous sections in this chapter should
reveal how pivotal the numerous modifiers and parameters used in
Lightning Returns are. Simply attacking an enemy, even with powerful
abilities, might enable you to defeat the weakest foes in the game, but it
won't get you much farther than that.

Of course, this doesn't mean that you have to make complicated
calculations to ensure that you take all factors into account and process
them in real time whenever you face a monster. All you need is to acquire
an instinctive understanding of the tools at your disposal, and how you
can make use of them efficiently in any given situation.

As 3 (simplified, but useful nonetheless) synthesis of all the in-depth
mechanics described so far, here is a breakdown of what your pricrities
should be at the beginning of all but the most uneventful battles:

= Inflicting Ailments: An all-important step to weaken your opponents
and ensure a decent damage output for Lightning. Deprotect, Deshell
and Imperil are spells that you should be casting in almost every
encounter, all leading to substantial damage modifiers in your favor.

« Staggering: Breaking your target’s defense should be your goal in
all battles, barring those against insignificant foes. Staggering has
multiple beneficial effects for you, from additional damage modifiers
to stagger effects hampering the enemy. Occasionally, you may also
‘wish to delay infliction of ailments against enemies that are especially
resilient until they have been staggered.

« Dealing Damage: Once your target is staggered and ripe for a beating,
it is time for you to unleash your most powerful abilities, which will
benefit from the various modifiers you have triggered so far (which you
can further amplify by buffing Lightning with status enhancements just
prior to the damage-dealing phase).

Of course, this is a theoretical description of the ideal battle flow.
In practice, it must be adaptive in response to many factors that
work against you: Stagger Decay, ATB depletion, defensive duties
against enemy attacks, the transience of status effects, and s
forth. In addition, there are many tasks tha have to complete
outside battles to fully optimize Lightning's potential. This includes
securing the best garb, improving abilities via Sorcery, and upgrading
weapons and shields in Forges (a feature exclusive to New Game+
playthroughs)

Nevertheless, the three above priorities are the cornerstone of the battle
system in Lightning Returns. Base your strategies on them and you are
almost guaranteed to attain maximum efficiency in every single enemy
encounter, The best way to do this is to specialize your three active
Schemata accordingly ~ with each Schema dedicated to specific tasks
within its respective “jurisdiction”

Indeed, by deliberately creating Schemata whose parameters are
enhanced specifically with a predefined “role” in mind, you can
tremendously optimize your overall effectiveness — which leads us
neatly to
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If you've read the previous sections in this chapter, you now know how the
multiple factors and modifiers used in the game play a major part in your
battle efficiency. The best way to take this into account in actual practice
is to define specific “roles” for your Schemata, specializing them for very
specific duties, and then enhancing only those parameters or abilities
required for the tasks they will be employed for. An obvious example
is that there is no point whatsoever in increasing the Magic stat of a
Schema that focuses on dealing physical damage.

Staggering Roles

RAVAGER

Slots | Schema Setup
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S & CHARACTER SPECIALIZATION

HAHTNING RETURNS:

This section offers you a selection of possible role setups, each
category beginning with a Schema that you can start building at a very
early stage in the game, on Day 1 or 2. If you have played either of the
previous Final Fantasy XIll titles, you should immediately recognize
some of the terms we use. Of course, you should feel totally free to
use our suggestions as a launching pad for devising your own Schema
designs.
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Damage-Dealing Roles
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Defensive & Support Roles
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8 SCHEMATA SETUPS

Even the best role taken individually is worth very little if you don’t have two complementary Schemata to accompany it. Composing balanced
sets of three Schemata is key to obtaining the best results. This section offers suggestions of setups that can prove reliable and efficient at
various points in the timeline, or in specific situations.

All-Around Schemata |

The following Schemata combinations are one-size-fits-all setups. They can see you safely through most quests and dungeons, requiring only
very minor adjustments when you change regions. If you use elemental attacks, for example, favor Wind-imbued abilities in the Dead Dunes,
Fire-imbued abilities in the Jagd Woods, Lightning-imbued abilities in Luxerion's Forsaken Graveyard... and so forth. These undemanding
tweaks aside, you won't ever need to entirely rearrange your Schemata until you face one of the adventure’s strongest bosses.

ALL-AROUND SCHEMATA SETUPS
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Spemahzed Schemata

The advanced Schemata suggestions that follow are more technically demanding, requiring good judgment to maximize their higher potential, and are
typically suited for very specific situations.

SPECIALIZED SCHEMATA SETUPS
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In this final section, we discuss how you can make optimal usage of your real and in-game time with a selection of advanced tips, tricks and techniques.

Field Efficiency

A RINT METER

The Maximum ATB of your default Schema also determines the size of the
field ATB meter. This is evident if you tally the meter segments, each of
which corresponds to 5 ATB. As you traverse the main areas in Luxerion or
Yusnaan, where encounter rates tend to be low, it makes sense to default
to a Schema with the highest possible Maximum ATB. Some combination
of the Purple Lightning garb, the Silver Barrette head accessory o its
upgraded forms, and inactive abilities with Maximum ATB bonuses is
ideally suited for this purpose.

For your reference, the depletion rate of the meter while sprinting is 12 ATB
per second and its normal recovery rate is 40 ATB per second. If you exhaust
the meter entirely, it regenerates at the slower rate of 25 ATB per second,
as indicated by a red color.

CHRONOSTASIS & TELE!
Ct for real-time,

1030 in-game minutes. Therefore, if you can regain 2 EP every in-game hour,
you willtheoreticall be able to chain Chyonostasis infintely.

Liberal use of Teleport before the end of each day at 06:00 is strongly
encouraged, as long as you have the necessary EP. By Teleporting shortly
before you are beamed up to the Ark, you can make additional headway
toward your next destination and then choose to return to your previous
location instead of a Warp Device location.

EMY DUNTE
Enemies have specific hitboxes corresponding to their field attack
animations, so if you fail to attack them, just making contact doesn't
guarantee an encounter. You can often run or jump right past enemies
while touching them if you want to avoid a fight

Note that despite what may seem to be contradictory visual evidence, all
weapons have the same speed and range in the field when you attempt to
initiate enemy encounters,

MANIPULATING
If you want a specific Chaos-Infused auto-ability on a particular ability,
you need to spawn the enemy holding that ability and then lure it into
a Chaos Infusion if it does not naturally spawn within a recurring Chaos
Infusion. This is naturally much easier if you first hunt some or all other
enemies native to that area to extinction, thereby increasing the chances
of a specific enemy spawn. Inversely, you can also take advantage of the
high encounter rate within a Chaos Infusion to spawn enemies rapidly,
lure them outside to fight, and repeat the process ad infinitum without
expending the Chaos Infusion

HAOS INFUSIONS
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Farming ‘Abilities, Accessories

Though we have thoroughly detailed the spectrum of enemy ability and
Component drops in the Inventory chapter, here are some useful tips to
ease the potential tedium of collecting these items.

UNLIMI MIES

 Meonekton: While not conveniently available, as it appears only
during the two hours before the end of each day, the Meonekton is
essentially impossible to render extinct except through the Ultimate
Lair, as there is simply no way to reach the 65,535 extinction number
with the time given to you in any single playthrough.

* Anubys: Perhaps the single most prevalent enemy in the entire game,
you can initiate boundless successive Anubys encounters through the
“Death Game" side quest. This makes Silver Malistones and copies of
Heavy Slash easy to obtain

« Set: Exclusive to the final dungeon, Set is incapable of extinction.
Given that you have o time limit on the Final Day, you can famm Set
to your hearts desire. This actually has two important ramifications

1. Set and Reaver are the only sources for Blitz. On Easy or Normal
Mode, you can farm Set for Level 3 Blitz. This means that you do
not need to do the same for the Reaver, making it safe for you to
farm the behemoth to extinction as early as Day 7. Doing so (and
defeating Reaver Q) grants you early access to the Flesh Render,
easily a top-tier weapon for  first playthrough

2. Set conveniently drops Demonic Forgefire items on Hard Mode.
Although the drap rate is only 10%, you can equip the Beggar's Beads
and spend as much time as you need on the Final Day to upgrade any
and all weapons requiring this Component until you e satisfied

ERY RARE DROPS

« Elementaga, Heroic Guard, and Disaster can only be acquired
once per playthrough as guaranteed drops from the three superbosses
(Bhunivelze, Ereshkigal, and Aeronite respectively). Thankfully, you won't
have to farm the latter two to optimize their ATB costs, though if you wish
to synthesize auto-abilities on them, you'll need two Hard playthroughs,
the necessary Components, and a lot of luck and patience.

* Flare, Chill, Surge, and Tornado can be obtained once per Easy or
Normal playthrough by completing the trials in the final dungeon and
twice per Hard playthrough, when they are also dropped by the main
quest bosses.

and Components

* Ice Blitz, Element, and Elementa are available as regular drops only
from Final Day enemies: It may therefore take you many playthroughs
to fully optimize their ATB costs.

* Crystal Malistones can only be acquired from bosses on Hard Mode.
They are guaranteed for the three primary bosses. To increase the
likelihood of drops from main quest bosses, equip the Beggar's Beads.

ECIAL FARMING SCHEMATA

* Weak Ravager: This is useful to farm abilities such as Beat Down
from Desdemona and other weak enemies who are liable to suffer
defeat before you can stagger normally. To deliberately stifle your
damage -output before staggering, equip a spear to increase your
Stagger Power and the Ghostly Hood, Preta Hood, or Sparrow Comb
o reduce your stats.

« Beggar: Create a basic sub-schema for the sole purpose of equipping
the Beggar's Beads. Swap this in and out as desired while spawning
any specific enemy you're hunting. This minimizes loss of gil when
fighting other enemies and doesn't waste your good inventory on a
part-time Schema. Of course, you'll essentially have to be able to
complete fights efficiently with only two optimized Schemata if you
opt for this approach.

RIES

IMING HEAD ACCESSC

FA

« Prior to a full Hard Mode playthrough, you can optionally start a New
Game+ and make a whistle-stop tour of all four regions to acquire
key head accessories found in treasure spheres to obtain automatic
upgrades. After doing this, you can start your “true” playthrough via the
Crystal of Atonement on the Ark, knowing that you only need obtain the
corresponding head accessories once more to receive their maximum
third-tier incarnations.

= The amount of effort you put into this optional preparation is purely at
your discretion. Obtaining a second Locket Pendant from Yusnaan in
order to then pick up a third and unlock the mighty Locket Necklace a
little later? That's clearly a worthwhile investment of your time. Taking
the time to open every last relevant treasure sphere, including those in
the depths of the Temple Ruins? Less so.

= Combine this tip with our “Farming Bosses” advice (see overleaf) to be
doubly efficient.




On Hard Mode, main quest bos:

op top-tier Components in high

quantities. By rushing straight to them and restarting new playthroughs
via the Crystal of Atonement, you can actually defeat some of them
repeatedly in very little time.

omplete chapters 1-1 and
North Station in
e phone booth w bothering with the co
ter any four digits, then fig dnought ppears to open
the gate. You can then run to the Graveyard monument, and finally to
Noel in the Warren in mere minutes. Defeating him rewards you with
the rare Tornado spell, 30 guaranteed Holy Forgefire items, and one to
hree guaran es if you equip the Beg; Beads.

on Day 2. Sprint to

tra Chocobo

* Caius: Assuming you have
previous playthrough (which should be the case if you follow our
recommendations in the Walkthrough and three Quests chapters),
saving and healing the Chocabo takes only a few minutes. You can
then head straight to the Temple of the Goddess and defeat Caius to
obtai 30 guaranteed Demonic Forgefire items

and one ed Cn

Beggar's Beads.

healing items from a

you equip

The other bosses cannot be reached as easily, but that isn't to say that you
can't make “minimum requirement” playthroughs, completing main quest
chapters only. Yusnaan and the Dead Dunes take less time than you might
imagine if you avoid enemy encounters where possible

The easiest way to farm EP. most commonly to freeze time continuously
with Chronostasis or recharge a Teleport, is to pick fights against large-
scale enemies or, less commonly, enemies in Chaos Infusions

While some large-scale e
should familiarize yourself

emies
ith efficient stra 2
Schemata setups) to defeat any species with relative ease, so as n
to shy away from them when it would benefit you greatly to r
your EP. This is particularly useful when you must use Chronostasis
continually in the middle of a time-sensitive task.

On the other hand, EP is plentiful if all
large-scale enemies on the conn g
continents or progressing through the Ultimat
many of the Last Ones surrender large quantities of E
defeated. Under these circumstances, feel free to spend EP
to expedite your fights. In the Ultimate Lair, Overcl
efficiently can actually help you to save many precious
minutes, as time does not stop for battles

ng i fighting
el

which

> when

Once you activate the “Death Gan
it presents a natural opportunity to refill your EP w
fike while in Yusnaan. This makes it very convenient
time and complete all outstanding tasks during a visit




nerally ul garb, acquisition

emies, and good battle strategy.

gil s actually a very minor issue on a first playthrough, especially if you
take the time to defeat all Last Ones. As you move on to Hard Mode and
start collecting all garb. however, purchasing expensive weapons from

shops, and perfecting your abilities through Sorcery, gil rapidly becomes

a resource in short supply.

Outside combat, you can slowly accumulate cash by continuing to complete
side quests (which you should be doing anyway for the slow but steady
improvement of your parameters), opening all treasure spheres after you
have already collected the one-time rewards from them, and selling off
unnecest our inventory. Of course, this is unbearably slow by

nethod to

single playthrough, the ays
battle are Chaos Infusi progression along the timeline. Th
considerations constitute a perfect example of how the game will reward

you for braving its toL

llenges.

If gil is all you care about on a Hard playthrough, unlock the connecting
highways, then wait until Day 13. At this point, simply traverse the roads
and defeat large-scale enemies, each of which surrenders 5,880 gil. If you
catch one in a Chaos Infusion, this increases to 7,840 — not a bad haul

le Last Ones, wh

es. Better yet, lure one into a

y. you'll start spawning large-s

600 gil apiece under

usion and vanquish it for a cool

7 ese circumstanc

The most lucrative gil drops by far come from Cactuars, both regular and
Last One variants, though they can be difficult to spawn if you don't know
where to look, and obviously represent a much more limited resource
than the entirety of the large-scale enemy population. The easiest way to
encounter these enemies is to hunt for them in the Oasis Lighthouse area.
The fleet-footed Cactuars spawn frequently there and can be comered wit
relative ease in its close confines. Each Cactuar that you defeat on Day 13
on Hard Mode will net you 30,000 gil, and this sum increases to 120,000 gil
You can maximize your return from Cactuar €2 by fighting
os Infusion, specifically the recurring one between Atomos’s
2 Colossi (see page 313 for details): this will reward
000 gt hat can be a relatively easy

he Last One

within a C

Though Yo

Meonektons throughout the four
m whil asking), the connecting highways are
a prime location to farm them, as they offer the advantage of regular
Chaos Infusions that you can use to boost your gains or simply increase
the spawn rate. As a secondary benefit, Meonektons drop the Ruin ability,
s this is also a convenient way to collect this spell and potentially acquire
the Chaos-Infused auto-ability “ATB Recovery +15” on a Hard playthrough.

regions (and hunt

HGHTNING RETURNG
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/WALKTHROUGH

e P
This chapter offers a cumpacx mghly rdﬁned palh thmugn Lightning Returns tbat employs efficient mumlaskmﬂ and far-sighted

to avoidal un y grinding, farming, or
e / NN <
This chapter i goals. Thi pertinent if you want to have
" of you as both reader and player: ‘\\ a free hand to optimize your preparations toward the
= game's ultimate challenges, such as defeating Aeronite
« One Pl : This walkthrough is on Hard and squaring off against Bhunivelze+.

not designed to be used for an initial playthrough. You
will need to demonstrate a high degree of precision
and understanding of advanced concepts to follow our
suggested progression. This precludes any time spent on
exploration, experimentation, and leisure that would (and,
indeed, should) be characteristic of your first exposure to
the game. In addition, this walkthrough makes no attsmpl

* gy

* New Game: There are two major reasons to take this
Toute on a fresh playthrough. The first is if you simply want
to complete a “clean” run through the game on Easy or
Normal Mode to build a solid inventory for a fater Hard
playthrough via New Game+. The second i if you wish to
experience a stern test of your prowess that forces you to

to avoid spoilers or provide all-
collectibles or more general activities. If you are smmng

optimize skills and combat strategies.

Lightning Returns forthe firsttime, fip
back o our standard Walkthvough chapter on page 54.

* Location and Main Quest Familiarity: You should be
capable of plotting the quickest path between successive
destinations and take the time to obtain all treasure
spheres along the way, unless otherwise noted. You can
use the map poster as a reference, but being very familiar
with each region’s layout is indispensable. We will also
assume that you do not need any assistance with the
general flow of main quests.

« Collection Efficiency: You are expected to gather any
plants in the Wildlands and Lizard Tails in the Dead Dunes
that you encounter whenever the opportunity arises. You
should also grow and collect as many Greens as you can
during your travels in the Wildlands. Any and all extra
samples that you accumulate will enable you to instantly
heal the Chocobo on subsequent playthroughs.

« Combat Skill: EP is at a premium in our “fast-track”
approach to quests, so you will almost invariably restrict
your expenditure to Chronostasis and Teleport only — at
least for the first four days. While we will sometimes offer
specific recommendations, it is essential that you have a
very good understanding of all equipment and abiliies,
and their many applications, having studied the Inventory

s heavily front-loaded - a
denhuam choice to give you full flexibility and discretion as
1o how you prepare Lightning for late-game challenges and
farming opportunities. Before you begin using the flowchart,
there are a few things that you should bear in mind:

* In the early days of a New Game, conduct regular battles
against Anubys and Meonekton enemies during the
intervals in which they replace all other enemy spawns
in exterior areas. Each Anubys provides substantial EP
recovery, while Meonektons are a steady source of gil,
presenting much easier fights than large-scale enemies
and enabling you to ignore any inclination toward the
‘eradication of Cactuars, which you should save for the end

Inaddition,
in case you need emergency healing.

* By
fights for quest items, you can plan ahead and budget your
usage of Chronostasis. This is most important during the first
three days. We have factored these calculations into our

buty y more time by complg
additional fights along the way. Our time windows, wﬂlle
strict for a New Game on Normal difficulty, are much more

P

* If you decide to fight the Noel+, Snows+ or Snow++ boss

and Strategy & Analysis chapters to an

The Ultima Walkthrough is designed to help you to
complete all main quests and the vast majority of all side
quests in 72 in-game hours (21:00 on Day 1 to 21:00 on Day 4).
Quests from the Canvas of Prayers do not contribute to your
Eradia total and are best combined with farming for abilities
or gil, so they can be completed at your leisure across all
femaining days. This walkthrough is applicable to both new
and subsequent playthroughs:

« New Games: With your developed stats and a
comprehensive inventory, our instructions will enable you
o complete all main and side quests on a ful playthrough
in as little time as possible. This leaves you with several
in-game days where you are frée o focus on long-term

variants, ‘means that you will need to delay
the completion of certain Luxerion and/or Yusnaan side
quests that are only unlocked on completion of the
regional main quests.

« Save often! The importance of saving constantly (and in
multiple slots) cannot be overstated. In the unfortunate
event that you make a miscalculated jump while
traversing the Wildlands, or run from North Station to
South Station in Luxerion and hop on the monorail, only
1o realize that you missed a stop in the Warren, you'll be
able to easily rectify the situation without losing valuable
in-game time or significant progress. Maintaining a very
recent save also enables you to retry if, for example, you
wish 10 spawn specific enemies or obtain certain drops
‘within a certain timeframe, but suffer a bout of bad luck
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B 04y | Time Window

1 | 210010 01:00
1 | o1o0wazis
1 | 023000315
|
|
1 | 0330t006.00
2 | 0600100630
2 | 0630100730
2 | 30w
|
2 | 1030101200
|
2 i 120001500

|

Main

Location | e

Side Quest

by Baird. Make a short detour on your way to South Station
10 talk to Gem, making sure you catch the 02:15 train to the
Wildiands.

Activate all Cactuar Statues in the

Y
desert in a clockwise loop, with a stop in Ruffian to
tecruit Fang. Obtain an Imperilfrom Desert Sahagin (use

Defeat Cactai with lgnition and

10 vanquish Gurangatch during main quest 4.2 Fight
Mecnadons,istin il Kars ke e way s

Teah th Gt Sadbo,coct Sty of e Dot
and the Pilgrim’s Crux on the beach, Finally, run all the
way northeast to enter the Temple Ruins and activate the
Chamber of Dusk Cactuar Sttue.

mmmmmmmhqﬂwmmmwlmemﬂm(

Patron's Palace
Luerion: Notth
Station and Old
Town.
Luxerion: South
muu:ms Token,
Sweon st Headoand, Guard Glove,
Guard L2
Wikdands 4
Station
10 the Sand
| Gate, Bhakei 0il 3, Loupe
Treasures: Star Bracelt, Coctair
One | Notes, Siver Barrett (4 EF) NG+,
56 Adonis's Rainbow
DeadDunes | &1 | Audition:Toolofthe | Gem, Spirtual Vel,Corsair Scarf,
42 | Tade Serenity Sachet, Eath Eater Notes,
Progress: OidRivals | Galestike Lv2, Dobave Lv2,
Defaith Lv.2, Gurangatch Notes.
Metal Armband, Study of the
Depths, Pigrims Crax xé
Wikdiands:
Canopus Farms, | 31 =
City of Ruins.
Wildands: The
| e
Canopus Fams g,
Widiands:
JondWoods, |
Jagd Village,
Canopus Farms:
Wildiands:
Awyas Climb,
Aryas Village, Complete: Fuzzy Search | Quest hem: Aryas Apple
.| 32 and [}
| Widtands Daughter Firewyrm Bracelet
| sation, Rocky
Crag
Wildiands:
O,
Eremite Plains, | 52
Station

Stuff
mmumnwanhmmmlmmlamhume

Use Chronostasis twice. Head to Aryas Village. Optionalt
purchase a Warrior's Potion from the General Store just
before entering Aryas Climb. After completing “Fuzzy

the Yeul's Flower near Aryas Village to restore the
Chocobo’s glding abilty. Grab the nearby Aryas Apple,
then head north to collect the Witch's Rosary. This may
leave you with less than 1 EP on a New Game. Acquire
the Firewyrm Bracelet, then make a detour to Wildlands
Station to initate “Mother and Daughter”. Head into
Rocky Crag before noon to complete a battle within the
f




ULTIMA WALKTHROUGH FLOWCHART (CONTINUED)}

Main

v Side Quost Colloctibles

Day | Time Window | Location
Use Chronostasis once. Head all the way back to Aryas
Ehmb and collect all treasures south of Aryas Village,

| then complete “A Taste of the Past™ and “Round 'Em Up”.

Quest Items: Beloved's Gift. Key

s Completa: A Tasto of the | o the Green Gate, Creamy Sheep | vy o Chocobo the Creamy Sheep Milk.Return to
2| 150001800 | Aas Vilage Past Round Em Up:Dog. | Mik. Aras Apple X2 L T
L b Doctr and Asistant | Treasures: lamebane Coket. | 1 Tirteen. Fight Anubys batts fnecessary 0 gt your

EP total back up 0 5, o defeat a single Reaver during
| the extsep

|
{
‘ Wildlands: The
2 | 1800101900 | Grasslands, B el '““'m“‘“’;&”
Research Camp Matchmaker
Use Chronostasis twice as you tetur to Rocky Crag via
| the wester path from the Eremite Plains, picking up
the Windwalker Bracelet along the way. Plant a crop
Wildiands: 9 nd m:m': Lc"r’l',’v“',‘:";“ shioom, |91 SYkis Greens at Moogle Vilage aftr obtaining the
Rocky Crag. Quiet Kupo; Where Are oy G o o O Moogle Fragment. After completing “Where Are You.
2 | 1900102230 | Moogle Village, You, Moogie?: A Final i Brocaer, | Moowle?” stopping at Jagd Villageto fuflseveral
Jagd Woods, Cure; Chocobo Cheer; The: TM“ ‘of Warding, Sparkbane quests), head to the north of Jagd Woods where there is
Jagd Village: | Hunter's Challenge. ot Heslr :"’Lm‘“ a Chaos Infusion, Fight a battle there to reach 3 EP, then
| continue to Rocky Crag to pick up the Thom of Warding
| and the fast Rocky Crag Mole. Teleport away to Luxerion
| | South Staton
Luverion: Suth | ¢
2 | 20BN }SlﬂlmN{!ﬁl o | Progress: Treasured Bll | Quest tem: e Bal
Station |
Purchase Velvet Bouncer and speak to the Divinrs, then
Viigioon | , head for 10 Velno and obtain the
2 | msworm |Saimma | 55 | Progress:ATesing | Bz L2, Dispel 42, Walfs Fragment of Courage. Fight hvea battes against patrols
ke Proposition Free Will | Emblem, Patron's Prsonal Guard | along the way. Obtain the Mediguard abilty from a Fantor
Notes, Fanitor Notes and use Chionostasis once afte the Slaughterhouse battie
1o ensure that you make the 01:00 rain back to Lurerion.
| gt b e
Purchassth Shaclong GuShll.ick up the Green
Luxerion: & 3
on Seaian | Quest Items: Starlt Spice. ‘Carbuncle Dol Purchase Starit Spice from Rubrio. Complete
Tt | 13 | Complete:The Tring | Shaoiong Gui Shell ‘oth isted side quests o iyou.
2| 011510300 | o on 14 | Sheslost Stuckina Treasures: Stombane. i
| Gravepart Tha Gem Zirconia Brooch, Promised
et Necklace, Thundara Lv.2 ‘of many quests. You shauld %ﬁ- |
plyahrough as either Snowe o
Fight Fanaticsfor Deprotect and Deshel ifyou tll do not
2 | moowougn |LeronThe | o | . Treasures: Thom of Protection, | have the.or optonallyfo potentia Sikle of th Faithful
| Warren Battieaxe of the Believer drops on your way to Noel. The EP gained fom these fights |
can b used tomaitain Chonosais
|
Luceron: The
Cathedral, | Complete: Eom from
Clock Tower, Chaos (NG, The Saints
2 | 0400100600 mm .| Stone Quest Items: Crystal Shard,
| | Warehouse Voices from the Grave;
District, The | The Avid Readsr
Warren
Returnfrom the Crash Site to the Research Camp after
06:30 o harvest your Tantal Groens. Head to the City of
Ruins to pick up the Soul of Thamasa, then eat the Yeul's
Wildiands : Flower there to complete the healing of your Chocobo.
ResathCas, e | Qmest o s Forbidn Tan | M1 Chas fusios south of th Cityof s on
3 | csoooon |CEmSECY | oy |G oo Te | ol of Tamaca | Yourway to Canopus Farms and then at Rocky Crag on
of Ruins, Rocky [ Progren Thebranal |5 e Bogsar Bods. Rerora L2 | Yo ey toPotae. Complete“Mercy of a Godes” before
Crag, Poltae, | Vﬂlh’a\wla ¢ b ‘entering the temple by backtracking to Cardesia after
Jagd Vilage | accepting the side quest, use Chronostasis once as you
| | return to Poltae. Purchase an Enfrost or Enaero Potion to
use against Caius,tal to Prfessor Lathom, and head for
‘ | the temple.
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3 | 10:00t0 1200

3 | 1200101330
3 | 1330101500
3 | 1515101800
3 | 1800102200
3 | 2200102330

Lxerion

Yusnaan

Yusnaan

‘ 3 izs:asmozm Lucerion

Main
Qu

Complete: The Grail of
Valhalla; Matchmaker;
Land of Our Forebears; To
Live in Chaos

Research Barm 10 speak to the Stubbom g Man, then ride
straight to Wildlands Station and speak to Brella. Purchase
‘an Enthunder Potion from the merchant outside Canopus
Farms. set up a strategy based on Lightning-elemental
abilities to mmum “Tolive in cms'. Speak to Sarala.

Fight all Personal Guard/Flanitor roups in the main city. This
allows for two uses of Chronostasis. Defeat the Schrodinger
for the Civet Musk. Head to the Reveler's Quarter and talk

| 1o Morris. Pick up the Refrain to the east, then talk to Olga

and Berdy, |nmmwmmm maawsstmspeakmm

Tour Guide, Huad oo smuwmm "o uptate Veho's
Chorus for “Play It for Me". Head up

Play It for Me; Songless.
Diva;Stoen Things

M
Ranulph's Journal, Coda,

Progress: The Avid
Reader; Get the Girl; A
Testing Proposition

Complete: Tre Fghting
Actess; Death Safar
: Death Game

Steakala Civet
Gloves, Thom

lusk, Refrain,

1o the Glutton's Quarter and initiate *Family Food". Go to the.
Banquet of the Lord and talk to the Maitre D', then Gordon
Gummel. and finally Erine. Visit all the restaurants and pick

| of Aggression

the musical then retum
10 Eum Gourmet. Make one final round-trip to Seedy's.
Complete the Gremiin fight in the Lower City. Speak to
Avenue, then

of the core 1o Mois Retum t0 Beray, upon completing
this quest, you'l respawn anather enemy patol. This fght
enables you 10 use Chronostasis once more. Interact with
Pickettagain,then retum to Gregory.Fially, run toward the
Industrial Avea to make your 18,00 deadine.

“Death Safari” ona

|
Intiate *Death Game” to refillyour EP as

it Emblem x30,
Death Game Ticket
‘Treasures: Giant's Vambrace,

is negessary. Acquire Midnight Mauve by 2300, then reflyour
£P again with “Death Game” while maintaining Chronostasis:

ust above the Terace Caf




Day | Time Window

Location

Yusnaan: The

Notes

1fyou wish o defeat alater version of Snow, simply skip

thisstep. Otherwise,run sraigh to Candice; you'l have:
Troasares: Thom of Courage, | enough adomments now to complete her quest.As soon as
. | you enter the Palace, spawn a Cyclops in the Chaos Infusion.

| 3| 15005 | gy palace | 22 | Adomments Frostbane Choker, Proghecy of | Maintain Chvonostasis throughout the entirs dungeon by
j Aspiration fighting battes in Chaos Infusions. As with Caius, you
should make sure t refil your EPto 7+ afte defeating
‘Snow. Teleport to the Dead Dunes.
{ y
T 1« | Dead Dunes: Progress: A Testing
3 | oesmokts | RS | A
|
| Yusnaan: The Complete: The Secret Update Velno to obtain the Mirakle Nekta,then toleport o |
3 | oa15100600 | Sivahterhouse: Lives of Sheep Avyas Village. Your last task of the day will be to finish off the [
| B Wildlands: Progress: A Testing | only remaining Wikdiands side quest. At the same time. you
Aryas Village Proposition | can useyour
“ Dead Dues: e
a0 | Ruffian, The | Progress: 0ld fivals; His
& | 060000730 | Grog gt Wites Dream
Colossi :
‘ Quest Items: Teblet x2. Golden
Scarab Now you can complte the last main quest and pick up l
| 3 Pilgrims | all 9 at your own pace. This flowchart
Dead Dunes: | His Wife's Dream; The | Crux 10, Study of the Savage, Pain | assumes that you will arrive at Yusnaan by 15:00 using
+ | maoiorson |emius, | 44| Linclaictire Dampener, Pretty b, Colector | whatever means you choose, but feel free to do anything
45 | Progress: Skeletons in | Catalog, Demon Caw, Cursed Bard. | else before then that is no refated to side quests. Consider | # FLOWCHART
mman the| of stopping after 4-4 and leaving 4-5 for later if you wantto |
Poison Lv2. . Study. p Fang by ,orif youwishto || sy i
e of Desgair, SwiftOrrament,Dawn | ight Parands intead of Grondel.
Gauntiets (6 £F) | | neweame:
4 | 1500t017:00 | Yusnaan i
" Make a quick loop to check in with Armena, Armand, Luka, |
4 | 1715101900 | Luxerion The Angef Tears To Save :gdm::ﬂ.m!mmmmsmmmhmlum«
the Siness { Raruiphs: '
‘ Journal was read)
4 ’ 19:151021:00 | Yusnaan
Dutstandlng Tasks ]

At this point, your only unfinished business, aside from the Canvas of Prayers quests, should be the following:

* Luxerion: You'll need three more days to complete “The Angel's  Wildlands: None. All main quests and side quests have been
Tears". Ideally, you should drop in between 16:00 and 19:00, when both completed.
Armand and Luka are available. You'll need to speak to Armand once
more to finish “Buried Passion”, “To Save the Sinless” requires thatyou ~ * Dead Dunes: On a New Game, the Silver Barrette at the Oasis

return for a chat on another day;

fter Armand provides you with the Lighthouse may remain uncollected, and “Last One Standing” cannot

necessary information, find Reddick in the Warren after midnight. You be completed. “Skeletons in the Closet” is easy to wrap up by roaming
can finish the quest the same night by reporting to Ranulph after 05:00. the Shrines of the Tablet; on a New Game, you may wish to finish this

side quest very early on to acquire the Bonecracker sword as soon as

* Yusnaan: “Death Game" is open o sans?yanwfarmmgnssds#ofaslung possible. Finally, “What Rough Beast Slouches” should be delayed

desire. “Free Will” will
w4|t likely be met quickly if you continue to farm “Death Game” prolifically.

until you are fully prepared to confront Aeronite.



3 13 & THE ULTIMATE LAIR

Farmlng Gll and Ablllcles

Day 13 offers you the best d’rancs in lhe timeline to acqmru substantial
sums of gil the most time-
efficient way to accrue income. They spawn very frequently at the Oasis
Lighthouse — don't forget to pick up the Silver Barrette on a New Game if
you've neglected to do so. Large-scale enemies (and their Last Ones) and
Meonektons also contribute significantly. See page 299 for details.

The table below lists the most useful common abilities (as opposed to the
uncommon ones, such as Ice Biitz, Element and Elementa, all of which can
Final Day), as well of

each level to guarantee one optimized copy via Sorcery in lalms of ATB Cost
and modifier. The 'Nawwmﬁv AuwAhllmes column highlights the best

ible auto- ith your low-ATB cost specimens.
Though the Rare ones require a degree of planning (to have multiple
specimens of an ability carrying the same auto-ability) and luck at Sorcery
Shops, Chaos-Infused specimens are easier to come by when you defeat the
relevant You are still

Here are a few tips that will help you to be as efficient as possible while
trying to secure abilities featuring Chaos-Infused auto-abilities:

« If the Chaos-Infused auto-ability you're looking for is dropped by a
large-scale enemy, make sure you hunt it on the connecting highways,
where random Chaos Infusions appear regularly, increasing your
chances of success.

« Consider making a quick trip to the Ultimate Lair early in the moming
to drive certain species that you have no interest in to extinction
by defeating the related Last Ones. This will make it far easier to
encounter mansters that you wish to hunt inside Chaos Infusions.

* Methodically go through all available recurring Chaos Infusions
depending on the time of day, and exploit every random Chaos
Infusion that spawns close to you to lure relevant monsters inside.
You can fmd the wmplete list of all Chaos Infusions on page 313 of
the B

atthe mercy of good fortune, but the igher than
_ :

of Rare auto-abil

[ g the pr

COMMON ABILITIES: OVERVIEW

14| Val (Widlands)

Dropped By Noteworthy
16._| Gorgonopsid (Dead Dunes), Rafflesia (Jagd Woods) | Swengih +180 Lv5) |
8 ) | M ATB +15 (Chaos-Infused)
2 (indusral Ave | -
(Gorgonopsid (Dead Dunes), Anubys (exterior areas from |
"8 | 1600w 1800) N
5| Skata'ne (Lower City and Paton's Place] | AT Recavery +15 (Chaos-ifused)
[ 15 Ramer(rasland) I | Stagger Duraion +10% (Chaos-nfused)
" Flln Aﬂnb\ﬂa Attacks +20% (Chaos-Infused) or Elemental
ol | Gl i ...
| | | Tce-Attrit X
| 14 | Miifn (Grasslends) Ié:a ::r;g:n:jﬁmscks +20% (Chaos-Infused) or Elemental !
1 |
I

Uightning Attribute Attacks +20% (Chaos-infused)or

| Gnaser (Fare)

| Elemental Chaser (Rare) 4‘
[ ‘ i ‘DW e oot nd ocky G m:; ﬁ(:smlemmks 420% (Chaos-Infused)or Elemental
| 2 | wght o | Srength 250 Chaos nfused)orCommitial (Rare) <’
12| Hanuman (Wikdands) i Strength +250 Chaos nfused) o Committal (Rare)
5 12| Zomok (Forsaken Graveyard) | Strengih +250 (Chaos Infused)or Commital (Rare)
[ "8 [ 12 | 14| Moonekton fexterio areas from 0400100600 | ATB Recovery +15 (Chaos-Infused) o |
wiga | 6| 7|7 9|n lm"ﬁms“""“’“‘m“m"‘“m‘ L] P— J
e L1 Doad e} — - —
and Temple | Fire-Attrbute Attacks +20" Elemental
Fes S8 | B[ 1 | W e Goddess) | Chaser Rare) ‘
and i
Fira 4 \ 8|1 ] 7| 1 |Tompeotth G | Maic 750 0 orSrong ‘
| | 2 Graveyard), ot
Firaga 3 [ 8 (1|1 |g (God's Sancuum) fi ibute A 20% (Lv5) {Pore) ‘\
Blizzard 5 Gremiin comman), Miifan (Grasslands) R Ehephdor et |
|

\ Magic +250 (Chaos-Infused) or Strong Finale {Rare)
| lee-Attibute Attacks +20% (Lv5) o Grand Wizard (Rare)

Lghoig it Atack 20% Cracs e o |

| Magic +250 (Chaos-Infused) or Strong Finale (Rere)

Blizara 4|8 |7 |10 | Miniln (Grasstandsl, hocobo Ester (Eremite Plins)

Blizzaga 1] 6 8 " 13 | Chocobo Eater (Eremite Plains)

Tnder | 5 [6]8 ‘ 1| 14 |G feomrn), Vel ploncs Elmentl Craser are)
Thndsrs | 4 | 8 | 11 | 7 | 10 |Hmmen(Widensy o

6| 8 | 11 | 13 | Hanuman Widiands)

Thundaga | 6 6 )
— |
" N I D T e ——— WmnAmnu;aAmcmmmnm|nmse¢1mmmema|

Ughtning-Attribute Atacks £20% Lv5)or Grand Wazard |

s

]
J




5 Dropped By
Aerora 4|8 |n 7 [0 and Magic +250 (Chaos-Infused) or S
Ao | 5 | 6] 8 [N |n Wind-Attibut Attacks +20% (L5 or Grand Wizard (el
Flamespark | 6 | 5 | 7 | 10 | 13 Magic +250 (Chaos-fused) or ATB Recovery +20 (Rare]
[ AsterProtofrian (ocky Crag) Moltile Targes +30% (Chaos-nfused o Eemental ALKTHAOUS
Bowewols| P | B[ 2] 8|8 | Chaser Rare) o
Froom | 6 | 5 | 7 |10 | 13 | phrodnoerWerchouse e Extopuding Eremite |yt 750 haos nfused) or AT8 Recoiry 420 el

[ Muliple Trgets +30% (Chos-infuse) or lemental
8 9 8 9 | Schrodinger (Warehouse Areal, Goblin (Eremite Plains) cr (Rare)

|
| tcespark 6| 5| 7|01 . Meagic +250 (Chaos-nfused) or AT Recovery +20 (Rare)
R 13

|
| lootpes s ]
‘Schrodinger (Warehouse Area) Muttiple Targets +30% (Chaos-infused) or Elemental

lcesparka 68| 9|89 Choss Pt
| lcestorm 6| s| 7 [0 Meagic +250 (Chaosnfused) or ATB Recovery +20 (Rare)
[I 6 | 8 g | 8 g [ Crag) Multiple Targets +30% (Chaos-Infused) or Elemental T
| fosstorma gl Sl W0 MR D ] S Chaser Rare] a
Magnet VL T ||t coonstpaons el chosso atr it it Mtk e 490 (s ifnetl or AT Recovry. | . oot
Guard 1 1 1 1 1

(lightGuard | 0 | 1 | 1 | 1 | 1 |Raffesio(Jagd Woods), Hapi Area) | M TB +15 (Ot Standby ATB

Heavy Guard | 1 1 1 1 1 | Recovery (Rare|

ABCharge | 0 | 1| 1 [ 1| 1 Cactuar (Dead Dunes)

|Debrave | 1 1 1 1 1| Desert Sahagin (Dead Dunes) ftzlnmlﬁmmfkemlm nfused] o ATB Recovery

— N —— e |

 Critat Shell + Rogen (Chaos-nfused)or ATB Recovery

‘m [ 1] 1] 1 1| 1| Rathesia agd Woods), Hoplite (indusuial Area) 120 (Rare) Wi
. o illTa [ 'l | a nmn Sahagin and Goblot (Dead Dunes), Trifid [Jagd | Critcal Bravery + Regen (Chaos-Infused) or Deprotect

. & foods) | Chaser(Rare) ]

| Gunlmtnm Dunes), Trifid (Jagd Woods), Crtical Fith + Regen (Ch Deprotect Chaser
| Doshell L I I R A (0 (Rare) N
3 i [ a | o] 3 | 3 | essnsstepiposttunes lcnv::)ar Faith + Regen (Chaos-Infused) or Deprotect Chaser

| [ Critcal Haste + Vigilance (Chaos-infused) or ATB Recovery

Slow 1 1 1 | 1 1| Skeleton (Temple Ruins) - | 20 Rare o i
1 f [

T sl 51 5 [ s G & 4 Dead Dunes) cmal&-avmmemlo-aoslnmwyaoewum ‘

Chaser (Rare)

i ‘ . ‘ i | 1| 1| Stelton (Tmple Ruin, Persoal Guar ) umnmasmvmum(cvm-wmmoewm ‘

The Ultlmate Lair

You can find advice on the Uttimate mmss«mwakmmuh chapter. How you clear this dungeon mostly depends on the objectives of your

current playthrough. The sta ec Onsstoubtam their valuable drops, and ultimately defeat Ereshkigal. However, you
unauonmammuhunmmﬁnq“ their in the outside world. This
then makes it 5 pecificall ilities) that you actively need.

ULTIMATE LAIR FLOORS

Last One/Nom Last One/ltom

n Hoplite 0 8
” Niblet "o
o Zaltys Q Ll
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NEW GAME+

The New Game+ feature enables you to undertake partial or complete
playthroughs to boost your stats and abilities. Repeat playthroughs can
provide access to sizable attribute bonuses and are minimally challenging
on Easy or Normal. However, you can only make the most of these
playthroughs by playing on Hard, where bosses will reward you with Tier 3
components, both for upgrading equipment and Level Boosting abilities. As
head accessories have to be upgraded twice to reach their final form, and
because Snow has three forms, it will take two New Gamet+ playthroughs
to optimize important head accessories and complete the entire Bestiary.
A partial playthrough in-between two full playthroughs can therefore be a
very effective solution, as summarized by the following sequence:

on Normal.

1. New Gai Your first

2 New Partial A short sessit Normal {or, for the
best rewards, Hatd)lobooslmrmmmsasliymtpletedsademms
level of all the best

3. New Game+ Complete Playthrough: A complete playthrough on
Hard, which enables you to acquire the final level of all the best head
accessories, fully upgrade your equipment and abilities, purchase the
Hard-exclusive garb, and fight all alternative boss forms on later days
(Noel+, Snows-+, Parandus, Bhunivelze+).

The following paragraphs describe the required steps for maximum efficiency

on the New Game+ Partial Playthrough mentioned above, though you should

feel free to stop at any time and use the Crystal of Atonement on the Ark to
start all over again if you want to further develop your attributes and inventory.

Day 1 ]

* Complete main quest chapters 1-1 and 1-2.

* Collect the Fighter's Emblem+, Twist Headband+ and Magician’s Token+

» Complete “Born From Chaos” and “Soul Seeds”

» Travel to the Dead Dunes and head to the Oasis Lighthouse where you can
obtain the reward for “Last One Standing”, and retrieve accessory upgrades
from the nearby treasure spheres: Angef's Headband+ and Silver Barrette+.

= You can then sleep until 06:00.

Day 2, Morning, |

The Wildlands J

* Heal the Chocobo and complete main quest chapters 3-1 to 3-3

= You can complete several side quests parallel to the main quest: “A
Father's Request”, “The Hunter's Challenge”, “The Grail of Valhalla”,
and “To Live in Chaos”

* Open a few important treasure spheres on your way to obtain: Imp's

Crest+, Tri-Point Coronet+, Witch's Rosary+ and, most important of all,
Soul of Thamasas+-

Day 2, Afternoon/Evening, ||

Yusnaan

* Complete main quest chapter 2-1

« Collect a few important accessory upgrades: Locket Pendant+, Demon
Earrings+, Fencer's Earrings+, Sight's Circlet+, Promised Necklace+,
and Wolf's Emblems.

* You can also complete the “Adoring Adomments” side quest

Day 2, Night,
Luxerion/Yusnaan

« Brute-force your way to Noel after midnight without looking for the
pass codes and complete the local main quest.

* Return to Yusnaan to complete main quest chapters 2-2 and 2-3 if you
feel like it; consider delaying the moment when you tackle Snow to
encounter his Snow+ form if you want to fight all variations.

« On partial playthroughs focused solely on power-leveling, end your run
after this sequence and use the Crystal of Atonement on the Ark at the
end of the day.

Day 6, Yusnaan

 To complete your Bestiary, you can instead loiter extensively beyond Day 2

by sleeping at inns for the better part of the next four days to reach Snow+,
then use the Crystal of Atonement on the Ark after defeating him.

Optional

* You can push the playthrough farther if you're interested. If you simply
wish to farm enemies exclusive to the Final Day, quickly finish the main
quests and sleep at inns to advance to Day 13 without completing any
other side quests. This will not unlock the extra day and enables you
to quickly obtain valuable upgrades to the Samurai’s Comb, Warrior's
Plume, Coldflame Droplet, and Thunderstorm Droplet.

« If you prefer, you can alternatively follow the entire walkthrough to
defeat Aeronite and reach the Ultimate Lair, focusing on high-value:
side quests and making sure you eliminate Aeronite, Ereshkigal and all
Last Ones to obtain their precious item drops.

Monsters with Limited

Availabilit

Certain enemy types can be hard to encounter, even in their natural
habm outside nsnum spacrﬁc time wmdnws The failnwmg table

you need to farm one of the spsms concerned. Any creature not
listed here can be found commonly on any day and at any time
, of course).

SPECIAL MONSTER FARMING CONDITIONS

Best Farming Opportunity

16:00 to 18:00 (all exterior areas)

Meonekton 0400 to 06:00 all exterior areas) |
Skeloton Shrines of the Tablet (any tme)
Miniflan | 0600101600 =|
Rafflesia 06:00 to 16:00

06:00 10 16:00 {Oasis Lighthouse)
. [t o e v,,’
Desert Sahagin 18:00 10 04:00
Ectopudding | From Day 7, 06:00 10 1600 =
Tiffid 1800100400
| Reaver | 1800100400 . |
Gurangatch 0600101600
Chocobo Eater | FromDay7, 1800100400 = ,,,\
Flanitor 06:00 t0 16:00
Gertrude [mmmm |
Desdemona | 0600101600
star Protofloian | 1600100400 = |
| Fanatic | Duingchapter15



HGHTNING RETURNS

If you aspire to have a complete inventory, you should note that certain
articles can be especially difficult to obtain

= Sickle of the Faithful: Though by no means essential, this weapon Mm
has the Protect Thief auto-ability: a potentially useful tactical -
addition to your armory at a very early stage in the game. You can
obtain it by fighting Fanatics in the Den of Shadows prior to the
battle with Noel. Its default 5% drop rate is rather low, so you should
ideally equip the Beggar's Beads beforehand.

Shadow Trooper 000

Default (from Day 3)

Lightning’s Shades

®
« Double Deity: This powerful double-bladed weapon is dropped
by Bhunivelze. For optimal results, defeat the Bhunivelze+ version }
(Day 14, New Games) with the Beggar's Beads equipped. This will 8 vigitance 5000
increase your chances to obtain the weapon to 30% per encounter.
* Rare Merchant Wares: In the event that you haven't been lucky & | comaval crusher | Fom0my9 5,000
and struggle to encounter the “Red Dragon Outfitters™ wandering
merchant, you can track him down methodically to obtain his
exclusive wares. You must have reached Day 3 and visited at least ﬁ
one Outfitters shop, and will need access to all possible spawn
locations at once, including the Warren and Moogle Village.

Astral Lord On Hord Mode 500,000

An efficient solution is to be in the Wildlands when the clock strikes 02:00, then freeze time with Chronostasis and visit all 20 possible spawn
locations one after anather (refer to the map poster for visual guidance). The reason you should be in the Wildlands is that at the beginning
of every hour, the merchant spawn resets to a continent different from the one where Lightning is present (unless he has already spawned
there, in which case he remains there until the next spawn check on a different continent).

Consider starting your huntin Yusnaan, as all five spawn points are relatively close to each other. Luxerion is the next easiest choice, being
smaller than the other two destinations. Continue your search in the Dead Dunes, as the Cactuar Statues enable you to warp around the
desert easily. f you are unlucky and the merchant was already in the Wildlands, feel free to burn EP and Teleport if you run out of patience

North Station Plaza Jagd Village
0id Town Moogle Vilage entrance

Luxerion Wildland: Srasslands (near the southernmost wreckage

Pilgrim's Causeway {south end)

Glutton's Quarter (southwest) s Sandbox, Giant's Head

Near the Cactuar Statue f the C

Revelers Quarter (back alley) ad Du Grave of the Colossi (path leading to Ruffian)

Pleasure Alley Dry Floodlands (dead end where

Pilgrim’s Crux s found)

Augur's Quarter (near the Palace entrance) Atomos’s Sands west look-out tower)







I, ¢
This short but fact-filled chapter is dedicated to unlockable and secret features, ranging from
Trophies & Achievements to New Game+ and special events that occur in Nova Chrysalia - as
well as a healthy helping of fun trivia and miscellany. We cannot guarantee that it could pass,
B muster in a spoiler detection litmus test, but we can assure you that kdoesm;ﬁlwilnulrver
“w" lazily reveal major plot details.
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Though it will take time and effort to unlock all accomplishments in Lightning Returns, its array of Trophies and Achievements mostly focus on feats and activities
that many players will quite naturally undertake during the course of two full playthroughs — with the majority available on a first journey through the main storyline.

8D [sfersc Jowooxcommon |

The Savior's Descent Complatethe . @ e Ghocobossavier B | st 10 Gl s
. Complete the Lurerion main quest. el e e —
The Hope ofa Promise, 15 s
Sea page 7 @ ueonottherena | 15 | mowe | 0 10 beftes i fuszans
Hope atthe Edge of | omplets the Yusnaan main qu 9 e - e
Despair 2 Sea page 75 izard Lariat 15 Stas ards in the Dead Dune
= . Complete the Wildlands main quest. Unlock all highways linking the four
A Appetin fox Chaan & page ragions by completing the thvee
Globetrotter 5 | Bous |1 Al
The Mystery . mplete the Dead Dunes main quest. oadworks Canvas of Prayers quests
of the Holy Clavis 15 | Bronze | available from Day 9. see page 148,
Afsiher A et 15 | oo | Comvlete he sscondary Wiiendsmain | @) Soed Collector 20 | siver | Collecta totel of 50 Soul Seecs during a
and a Chocobo O | quest. Soe page 91 | single playthrough.
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emjwave @) @ uneartiy Apatecary 0| Sier playivough, or B0 i a New Game+
Deliverer of Salvation i
Angel of Salvation | 30 | Siber | Completo 25 side quests asingle attck This isn't something
" Completa all Monorail journeys betwee that you need hunt for. t should occur
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! Jump atack that taggers a weak enemy
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Unlock the "extra day” by completing
Horo of Glory 15 | Bronze | Defeat 300 enemies Q@ BevondThiroen | 3 Siver | e
Defeat 500 eneries: page 65 fordetails
@ @ Monster Bane @ | God
Hero of Legend
@ !voua w0
Destruction Ll
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Chaos Infusion Modifiers

Whenever you fight an enemy inside a Chaos Infusion, there are multiple
modifiers applied to make the battle more difficult — but also more
rewarding

CHAOS INFUSION MODIFIERS

PARAVETER
P recovery
Item drop rate.

il rewards

Enemy HP

Enemy Strength & Magic

Enemy Keep

Duraton of ailments infcted by enemy
Duraton of ailments i

You can also acquire auto-abilities of one level higher than usual while
in Chaos Infusions. Enemies that might normally drop an ability at Level
3 with any accompanying auto-abilities at a maximum Level 3, for
example, will still drop a Level 3 ability, but with potential accompanying
auto-abilities at up to Level 4, This is the mechanic that allows you to
acquire the powerful “Chaos-Infused” auto-abilities (which could also be
considered as “Level 6" auto-abilities) from Level 5 abilities obtained in
Chaos Infusions. See page 280 for details.

Random Chaos Infusions I

These can spawn randomly near Lightning as she traverses specific
areas. They last for 30-60 minutes of in-game time and disappear
automatically when you complete a battle within their confines, if you
leave the boundaries of that defined area, or if you enter a safe zone in
‘which combat is not possible.

RANDOM CHAOS INFUSIONS

LocATioN
" 03.00-18:00

Loverion 5075 b Forsaken Graveyard
igh

The b

Wildlands ;‘“”' Eremite Plains (valleys)
edium

All Highways | 24 hours igh ‘Along thelengths of all oads

HE SLAUGHTERHOUSE

PRE-MAIN QUEST COMPLETION SCHEDULE

The Slaughterhouse is open every day from 19:00 to 03:00. Though a
handful of quests lead you to fight scripted battles in the arena, you can
also choose to fight there voluntarily. The prizes'you can obtain include
certain valuable recovery items awarded when you dispatch large-scale
enemies.

The opponent you face and the corresponding reward change every
two hours. Once you complete the local main quest, two new sets of
opponents and rewards appear (A or B), with the one you have access
to chosen randomly every day. You can fight as many times as you want
to obtain prizes repeatedly, though each battle advances the clock by
ten minutes.

S INFUSIONS

HorTNNg F

Recurring Chaos Infusions

Chaos Infusions occur in the following areas within fixed hours. Once you
have dispelled one by defeating a monster inside, you have to wait until
the next day before it reappears.

RECURRING CHAOS INFUSIONS

| 06:00-00.00 | North-South Corridor
Luxerion 00000600 | Arcade
| 0000-06:00 | Pilgrim’ Causeway
R 06001200 | Lower Cty waterfront
00000600 _| Palace Garden
The Grasslands, between Canopus Farms and
06000000 | Git of uins
The ; Northern path, between Jagd Woods and
Wildiands | 2000 | Rocky Crag

12000000 Crag and Eremite Plans
00001200 | RockyCrag__
Between the Giants Sandbox
05001890 | and the Dry Foodlands.
The ? Between Atomos's Sands
Dead Dunes | 1290990 | ang the Grave of th Colossi
18000600 | Between he Gants Sandbox

and the Grave of the Colossi

Event Chaos Infusions

These are unique to storyline and quest events.

© Prologue: Battle against Zaltys. This is a visual effect only; no
modifiers of any kind apply to the encounter.

© Main Quest, Chapter 2-3: Chaos Infusions appear with a very high
frequency in the Patron’s Palace.

© “Death Game" Side Quest: Permanent effect in the Warehouse
District as long as the quest is active. The visual effect will disappear
and reappear after every battle. See page 118 for details.

* “To Live in Chaos” Side Quest: Blanketing Canopus Farms. You
must defeat the Chocobo Eater within the village in order to complete
the quest.

« Final Day: A visual effect outside the Luxerion Cathedral. You cannot
access this area.

TIME WINDOW OPPONENT

19002100 Gurangatch
21:0023.00 Reaver =
23000100 Gremiin 5
01:00-0300 Skata'ne

POST-MAIN QUEST COMPLETION SCHEDULE A

TIMEWINDOW
19:00-21:00 Gurangatch
21:00-23.00 Zalys
2300-01:00 Skata'ne
01:00-03:00 Personal
POST-MAIN QUEST COMPLETION SCHEDULE B

OPPONENT

Holy Water

Sivered Modal

TIME WINDOW

Reaver HastoPotion |
21:00-23.00 arrior’s ST
22000100 Anubys Sivered Medal
01:00-0300 Faratic | Firework

.

EXTRAS

OPHIES
ACHIEVEME!

CHAOS
INFUSIONS
SLAUGHTER
HOUSE

NS

NTS



NEW GAME+

Completing the story for the first time unlocks the New Game+ game mode and
the Hard difficulty level. New Game+ is also available when you hit the Game
Over screen and via the Crystal of Atonement: a feature that appears next to the
Door of Creation if you fail to defeat Bhunivelze on your first playthrough, and on
the Ark on all subsequent playthroughs.

Starting a New Game+ returns you to the Ark on Day 1 with all monster
populations and quests reset, but there are a number of benefits to doing so:

* Lightning’s abilities and inventory (with the exception of most Key Items)
remain intact, enabling you to further enhance her stats and equipment.

« Any head accessory that you obtain again (from treasure spheres or defeated
Last Ones) is automatically upgraded, with its effects amplified. You can
secure two upgrades in total, which makes items such as the Locket Pendant
(which turns into Locket Necklace in its final form) and the Demon Earrings
(which evolve into Devil Earrings) extremely powerful; see page 232 for
details. Arm accessories cannot be improved; treasure spheres that once
contained an arm accessory that you already have will instead contain a
nominal sum of money (usually 1,500 gil).

New Game+ Quest Rewards

 Forges offer you a completely new service, whereby you can upgrade your
weapons and shields by consuming Components. Many of these have
enormous potential for development, even surpassing the stats of the Ultima
Weapon and Ultima Shield.

If you play on Hard Mode, monsters drop abilities of higher levels and all
types of Components. This enables you to achieve a whole new level of
potential ability and equipment upgrades. With these, Lightning’s potential
combat prowess (especially in terms of raw damage output) can far exceed
her capabilities on fower difficulties... though this is entirely necessary, as.
her enemies are also far stronger.

» Hope's first gift to Lightning on Day 1 of a New Game+ playthrough is the
Proof of Overcoming Limits — a special feature unlock. By default, Lightning
can reach a maximum of 50,000 HP, 5,000 Strength and 5,000 Magic. If you
activate the new option in the settings menu, you can raise the stat limits
to 99,999 HP, 9,939 Strength and 9,999 Magic. However, as the damage
cap remains fixed at 999,99 HP, this isn't quite as useful as you might first
imagine. It also disables your ability to submit your battle scores (awarded for
all Last Ones and notable bosses) to the Outerworld.

All quests are reset when you begin a New Game+, which means that you can complete them again. The rewards you obtain are lower than during your initial
playthrough, but still add up and make a profound contribution to Lightning’s development. The following tables list the stat boost and gil rewards offered for all
quests during a New Game+ playthrough, as well as the complete list of gifts you can receive from Hope.

SIDE QUEST REWARDS

v
] 3| 1200 |
0 |
10 1 140 |
7B I U ‘
I 5 | 3000
0 | 2 6 2400 |
) 6 2 - |
‘Suspicious Spheres @ 4| - 50 |
E Faster Than Lightning 10 4 - 89
8 Treasured Ball 10 2 - 150
=8 Buried Passion 40 | 6 2 2,000
=8 Like Clockwork TN 6 | 180
2 2 5 | 2250
B 4 750
2 3 3 350
2|
20 4
o | & | w0
% 2 5
0 | w0 | 4
L] 5 3
0 | 4 | 8
ATesting Proposition 8 4 10
Play Itfor Mo ) 6 7
Songless Diva 4 4 4
Stolon Things 2 . 4
Adoring Adornments 0 | 4 8
Fireworks in a Bottle 2 . 4
Fireworks for a Steal 0 3 2
0 5 5
0 5 3
o | w0 | 4 |
2 | - 4
" A BN |
Adoring Candice @ | 6 | 3 | 2100
Tanbam’s Taboo 8 | 10 ]

SIDE QUEST REWARDS (CONTINUED)

AUEST

Peace and Quiet, Kupo**
Where Are You, Moogle?
Fuzzy Search

Saving an Angel |
A Father's

The Old Man and the Field
The Right Stuff

<
A

B BB R BEE SRS ERENNEENESR

@ s a o o o o

‘The Hunter's
Chocobo Cheer
AFinal Cure

Mother and Daughter

ATaste of the Past

Do moman

»
g
g
=
2
H
@
S
&

Omega Point
Mercy of a Goddess
Round Em Up.

The Secret Lives of Sheep.
Tool of the Trade

01d |
Adonis’s Audition

Tho Life of a Machine
(One Stand

THE DEAD DUNES
BoBresmnEsEnmomon s o

B ame S BN

What Rough Beast Slouches

MAIN QUEST REWARDS

| 1-5 (Luxerion) 9% 10 10
23 (Yusnaan) 7 17 |
3-3(Wildlands)* 2 2 19
4-5 (Doad Dunes) 192 5 50|
5-1 (Wildlands)** AL 14

“Specaione: Masimon £7 1




CANVASOF PRAYERS'QUEST REWARDS (CONT.)

CANVAS OF PRAVERS QUESTREWARDS,

ol | € ) Y )
5 s 120 ‘Shoot for the Sky 10 2 B 2000
5 a 1 180 Where Moogles Be 10 2 1500
5 - 1 300 Fading Prayer B E 1 1,200 |
15 = 3 2700 Seeing the Dawn 5 1 1,050
Pl A song for God 5 . 1 270 Koy to Hor Heart 5 1 - 1500 |
(=8 Slay the Machine 5 1 - 20 — Staying Sharp 5 1 1,200
-l Mythical Badge 5 1 3,000 ' Digging| 10 - 2 2100 |
Efl GraveofaBounyHumer | 10 | 2 | - | 120 ~ AGirls Challenge ' : I ; ‘;:i
10 2 1,050 B |
| e |- 750 Forbidden Tome | 10 2 ' 1800
15 - 3 | 210 Roadworks | s | = v | |
| ® a | - | e Roadworks Il 10 2 | - 1.800
15 3 1,950 Lo ] - | 2 | is]
3 1 - 20
10 - 2 600
A Dangeraus Cocktail 5 1 - 0
Time Doesn't Heal 10 2 1,200
AMan for a Chocobo Girl 5 1 - 600 : 4 BXTRAS
g Unfired Firework 10 2 - 1,350 HORES. QAT
5 < 1 750 PLAYTHROUGH T
§ Source of Inspiration 5 1 7 Mist Wizard
H s g | Devirs Daughter
10 2 1 Prytwen
| ow |2 | - | aes| Blizzard Lv.1
15 - 3 2,000 | Light Guard Lv.1 |
5] 3 - | e ‘ Red Mage.
15 3 2300 2 Liberator 2
5 1 - 20 N e
Moon Flower 5 1 600 3 | EPAbility: Arise
Forget Mo Not B | 180 7 | mm 4 NEW OAMES
Chacobo Chow 5 1 750 y
Digging Mole 5 1 =] 1200 #1(New Game) 5 | EPAbility: Esunada
Moghan's Plea 5 1 = 450 8 | BronzeMalistone
Moogle 10 \ R I} 1300 7 Amazon Warriot
Emergency Treatment | 10 | 2 | 1500 | | o |
Frosh Fertilizer 5 1 = a0 9 | Heartstealer
P8 Secret of the Chocoborel 10 - 2 E) | 10 | EpaAbility:Decoy |
§ ‘Wildlands in Danger! 88 IO = g ‘ ;; | ;amalek
5 1  Ablity: Quake
- 0] - 2 1,050 Equilibriume
3 Hunter's Challenge 10 2 1200 | B Dark Muse+
| Echoes of a Drum | - b ( | Mist Wizard+
S8 A Voice from Below 5 | 1 an - |14 | SiverMalistons 6]
Two Together | 1 1125 | 1 Proof of Overcoming Limits
Dumpling Cook-off 0 | 2 - 0 | |2 | MightyMaterial|
w | - 2 | 1m0 | ‘ 3 | Gold Malistone x5)
5 1 1.350 4 Mighty Material |
| 15 | |4 1,950 5 Platinum Malistone (x5)
Gatekeeper's Curiosity 5 1 180 | = Sword Polisher (6] |
Brain Over Brawn ! :g ! ! ; ! L: 2 0baw Biie) ; ;‘fmpohm“a |
APrayer to a Goddess | 5 ) 3 | = | za0| ] Gold Malistone (x10)
Flower in the Sands 10 2 | - 1,050 | Platinum Malistone
’ TN e (o) 0 1 Sword Polisher (x10)
Banned Goods 5 1 30 12| Shield Rolisher (1€
Desert Cleanup 15 ’ 3 - | 230 13 Mythril Malistone (+6)
Lucky Charm 5 1 600 4 Adamant Malistone (x
| ANew Application e e 2 | 230 2 4,000 gil
“8 Supply and Demand 5 1= 1200 | 4000 il
3 I R TS 450 4 [ 4000 gil ‘
= 10 2 750 5 400091
g Climbi :::-‘:1 ! 50 —_— 2 ! :E: ; | ;ﬁ:ﬁ |
jing the Ras 1
1 Miracle Vintage R T e ",’;‘:’“’"::"d ‘ 8 73: ‘
Heightened Security 10 2 1,050 9 bl
‘The Real Client | w2 | =~ | = | 10 10,000 gil |
Bandits' New Weapon 5 | 3 | 1950 1 10,000 gil
|0 | 2 ) 12 10,000 gi
Pride and Greed Il 15 | 3 - \ 2250 ‘ 3 50000 gil
Treasure for a God. Sl - 90 | 1 100,000 gi




In addition to a monetary payment, there are secret rewards that you can obtain

from Soul Seed traders when you reach specific Soul Seed milestones.

The following table lists all rewards you can receive once per playthrough,
‘with the corresponding number of Soul Seeds required. These are all valuable
recovery items. If you manage to secure an Elixir, you will unlock the “Unearthly

Apothecary” Trophy/Achievement.

If you struggle to collect a sufficient number of Lizard Tals to satisfy
the corresponding Canvas of Prayers quest requirements, the
accompanying map will be useful. There are five specific areas in the
Dead Dunes where you are guaranteed to find at least five lizards.
Using the Cactuar Statues to warp from one spot to another, you
can slash over two dozen lizards per trip in total, making this a very
effective solution. The creatures will respawn after 12 hours.

Every lizard that you slash has a 60% chance to drop a Lizard Tail, and
40% chance to drop an Unappraised Item.

RANDOM COLLECTIBLES

SOUL SEED REWARDS

| Poboﬂ Refresher

|

88358

| G
e

SPAWN SPOT POPULATION.

SPOT

As you travel through the four regions of Nova Chrysalia, small shining objects
regularly appear directly on the ground. There are always five such items to be
found on your current map. Any additional collectible that appears (such as a
Soul Seed) makes the oldest of the previous five items disappear. The nature
of the item you obtain when you examine the shining object depends on your

GUARANTE
LIZARDS

RANDOM COLLECTIBLES: OVERVIEW (CONT.)

Jagd Woods, Ereite Plains.

Bronzed Medal

Silvered Medal

current location. .. and luck, as revealed by the following table. Any area that is Bronzed
not listed in the table does not feature random collectibles at all. Grassiands, Aryas Climb Sivered Medal
Coystal Medal
RANDOM COLLECTIBLES: OVERVIEW. - Vegetable
. - g Bronzed Medal
E i oot Silvered Medal
Commersal Distit, Arcade, Warshouse Disricr, | 0100220 Medal Lo 2 Gl acal
South Staion Cathedral, Pigim's Causeway | erod Medal % s LLT
. . - Crystal Medal 10% E Bronzed Me
] o2 Focty g b
Wasien | Siversd Me | 2% Ciystal Medal
s | ™ Gold Dust
{ | % Bronzed Medal
z Bronzed Medal 0% Moagle Vilage Silvered Medal
< [I— Silvered Medal 60% Crystal Medal
= Crystal Medal 8% Platinum Ore
2 _Platinum Ore 2% p
i o i Gants Sodo, Govaofh Cosi
Crystal Medal
Bronzed Medal 0% 2
0 Town Silvered Medal 0% g
Crystal Medal 8% b=l Atomos's Sands Silvered Medal
Gold Dust 2% S Crystal Medal
Bronzed Medal 60% 2
0% =
Gty CostalMetal | 10%
Bronzed Medal 0% Dry Fioodiands.
Warehouse Distric,Industial Area, Sitvered Medal 1%
Cargo Station Crystal Medal ™ ! L
Gold Dust 3% Bronzed Medal
Bronzed. 30% Silvered Medal
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Noel: Once you have completed main quest chapter 1-6, you can
encounter Noel walking through the streets of Luxerion (). The
conditions governing his appearance are as follows:

NOEL'S APPEARANCE CONDITIONS

NOEL'S WHEREABOUTS

Cross the ticket barrier in North Station | Walking from North Station toward the

0 2000000}

Cross the ticket barier i
ermuummn(\mw 00)
Close to the Clock Tower (03:00-06:00) |

Walk by the stairs in Pilgrim's Passage

Snow: You can also interact with Snow after the end of main quest
chapter 3-3. When you complete the chapter, he will stay in the same
room for the rest of the day. On the following days, he can be encountered
in the Augur's Quarter from 12:00 to 18:00 {

Zanford's Hints: Zanford, the quest giver for “Last One Standing”, offers
indications on how far you are from completing his mission when you
speak to him:

ZANFOI

LASTONES |
OEFEATED I ZANFORD'S COMMENT

| “The strength of the Last Ones is beyond imagining. They possess the
| ower of al at came etore .

Snme rarer

times.
o | TO0M o panmlanv difult tocull down o one” ’
“Live through this life countless times... | wonder why those words
popped into my head?”
“The Last Ones inherit allthir species’ memories, actass time and
space.. | think it be nice if that were frue.”
10:30% | "0H? Looks ke you've had some luck with the Last Ones? B you'e |
only just beginning. Don't give up.” |
3060% | “You're really working your way Tknew |
wias ight about icking you.”
60-90% | “Well ook at you! You've defeated that many Last Ones already? Are
You sure you're even human?”
| 904%

You'e nearly there. One fast shove and you will nm\a!umanuf
| the Last Ones. It s a feat beyond any normel human.

Destructible Crates: Every time you break a destructible crate, you have
a 10% chance to obtain a medal (or similar item). The crates that you
smash reappear after five hours

The High Priestess: You can witness the High Priestess’s preaching in
Luxerion’s cathedral twice a day, during the following time windows: from
10:00 to 13:00 and 18:00 to 21:00.

Lightning’s Poses: If you leave your controller inactive for several
seconds, Lightning will strike a pose (E8) — usually to establish her
growing boredom. The exact idle animation she adopts depends on the
garb she is currently wearing, though there are also several conditions
linked to the environment that can occasionally lead to special poses.

DLE POS

Bored #2
| Bored #3
Bored #4
Bored #5
Bored #6
Bored #7

Bored #8

|
| Bored #9

Bored #10

| Bored #11
Bored #12
Bored #13
Bored 114
Bored #15
Bored #16

|
Bored #17

| Bored #18
| Bored #19

Dazzled
Hot
Cold

Dizzy

S

CONDITION

Providence, Guardian Corps, Knight of Etro

Dark Muse, Helter Skelter. Electronica, Witching Hour. Candy Raver,
Woodland Walker, Sand Fox

Uange Noir Cyber Jumpsui, Passion Rouge, Lautomne,
| Martial Monk. Duelst, Biack Mage

| ustand hadow, Wit Mage,Bue Mage, Sunand oo,
Stone and Sand, Hunter of the Wild, Soldier of Peace

Champagne Gold, Violet Twilight

plendid Admiral, Loyal Servant,
Velvet Bouncer, Cold Rebellion, Red Mage

Nocturne, Paladin, Déja Vu, Danse Macabre, School's Out, Liltu,
Laouldre

Heartstealer, Primavera, Urban Qutiaw, Dangerous Blossom,
Hidden Justice, Ignition, Intruder

Mist Wizard, Watery Chorus, Purple Lightning, Camaval Crusher,
Rhapsody in Rose, Nightmare, Amazon Wartior

| Dragoon, Dark Knight, Dragon's Biood, Sacred Knight,
| Shadow Trooper, Astral Lord, Pallas Athena, Siegfried

Migo'te Dress
Spiras Summaner
Sphere Hunter
Midgar's Flower Girl
SOLDIER 1st Class

‘Shogun, Shining Prince, Dark Samurai, Sohei Savior, Utsusem,
Art of War, Flower of Battle

Tomb Raider

Cosmocrator

Moogle Queen

; In the Dead Duns, 05:00-09.00

In the Dead Dunes, 09:00-18,00

In the Dead Dunes or in the Wildlands, 18:00-05.00

Make Lightning spin (without walking or running)
by rotating the movement stick

Equilibrium, Vengeance, Vigilance, Innocence, Ultimatus, Divergence,

Midnight Mauve, Black Rose, Crimsan Bloom, lcy White, Dark Orchid,

* EXTRAS

SEEDS
* LZARDS
RANDOM
COLLECTIBLES

* EASTEREGGS




1fyou are looking for specificinformation, this alphabetial listing s just wht you need. To avoid any i thatallentries that fink to the are witienin red

Chocobo Emporium
Chocobo Gir's PhoneNo. T‘,; 0
Chocobo Healing &
Chocobull 254|
Civet Musk | el £
Clear Ooze 254
Climactic ‘ 51| 4
Climbing the Ranks | 147
3 Ll Climbing the Ranks L | e
32 [ Clock % y
33 | Clocks "Like Clockwork’] |
41 92| Collectibles 28
) @ Combat itroducton) | A
43 9 Combat Arena | 3%
u 9| Combat Flow | s
45 LN Combo Crush +xx% 50 r
51 0, Commands | =
52 9N Committal 25!
53 Ll ¥ Components. 2| e
54 al Amand 110 Conductive 255
55 Armena - noj Confused 5 [
56 9 Amy of One n Comelia 131
ADangerous Cockal fag| [ Asenalof One %0 Cosmic Ats 29
ADifferent Snow 68 Artemis's Arrows 251 Counterblow 244 -
Afathers Reuest 12| Arvas Aople it Counterspel £
AfFinal Cure: 126 Ashura 239 Crashing Waves. 29
AGis Challenge: | e Aspiring Bandit | Creamy Sheep Milk | o ’
AMan for a Chocobo Gl 190 Aster Protooran 8 Crimm Mushroom 126
ANew Applcation 15| Aster rotoforan € | m Caius Ballad (Character) 18 Crtial Barior 21|
APrayer 0 Goddess 145 Aster Pratoforan Notos 25 Caius Balod (Evemy) 76| [ coical Baiors 25 e
ARose by Any Othee Name iz W A [sn| [ canceling Abiies zr6| [ crossBite 23]
A Secret Wish 144 ATB Charge 24 Candice Rl Cruel Healer 21|
A Sotary Patron 7 [ oot | = Carvas of rapter 13 g 2| B
A Song forGod 13 ATB Gauge % [l con 1% c 253
Alasteof the Past | ATB Speed/Recovery | s Canvas of rayers (Globa) 18 Crystal Medal | = g
ATesting Proposition 116 Anack 7 Canvas of Prayers(ntroduction) | 22 Crystal Shard m|
Areasurefor a God 198 Atributes (i Canvas of Prayers Lunerion) 138 Curoga |
AVoice from Below 144 Auto-Abilities | 32.2% Canvas of Prayers (Wildlands) 2| Curso 245,264 P
AWord o Thenks 3 Bacchus's Brew | e Canvas of Prayers (Yusnaan) 140 Cursed i {
. 3 Bairg 107 Canvas 1%, Cursed Rapiers 28
26,288 Balanced Shields | 2 Cardesia 12 5 7
Abilties Farmiog) |sca| [ sencits Bioodseat 143 [l Cathedral Sentry 21| Cut and Koep] 203,213
Abilty Drops 26 Bandits’ Neww Weapon [ Cathedral Sentry Notes 254 Cyelops /
ol Bandits of the Desert %2 Chancs Reprieve: | = Cyclops @ 164] ¢
Banned Goods. 146 Chaos infusions 45,313 Cyelops Notes:
Achigvements 312 Battle Arena 36 ised it nage o n
Action Gauge: | = Battle Score 210 Character Progression U Damage Typas: iﬁi £
Adamant Malistone 23 Battle Screen 2% Character Specialization 35,201 Darkness 28
Added | = Batte's Bounty | Charge Abiities m Data Collection Foint i vsi 1
Adoniss Audition 13 Batiefield 3% Crarged Stike | W o | s
Adoring Adomments | 112 [ Beast Summoner 181 Cret Aryas 11| [ oevz | w |
Adoring Candice: | Boat Down 7 Chiet Moogle | Oay3 5/ ’
Adomments | = Beloved's Gt 48 Children of Etro " Deyd [
Adventuing Essantils 259 Bardy 117 chil Dy [
Aarials | o Bestiary (Chapter 150 Chimera Day6 82, ~
Aero. 241 Bewitched Blades 28 Chimera Q Day? 83|
Aaror |~ 28] [ Bevond tho Sandstom | = Chimera Notes Day® o |
Aero Bitz 28 Bhakii 134 Chipped Fang | Day9 B4
Aeroga || [ erais ol it [l Crocobo Creer Day 10 | ow
Asronite | w0 Bhunivelze (Character] 12 Chocobo Chick | Day 11 6 J
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Defensive Abiii
Defensive Position
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Garb Abilties (Magic)

Dropped hems

Drops
Orunk Pyotechnician

Oryad
Diyad
Oryad Notes
Dumpling Cook-off
Dying Wish
B corth Eater Final Day
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LIGHTNING RETUBNS.

Saving an Angel Soul of the Dragoon. ) Unshelled
Soul of the Fighter 250 Upgrading Equipment 78
' Soul o the Hay Knight 250] |l Tectical Shieids Valhalla |-
Scarletite Malistone Soul of the Hunter 250 Talbot Vali | 176
y Schema Parameters Soul of the Knight 250, [ Taleb Val Notes | s
3 Schema Specialization Soul of the Ninja 250, Tanbam's Taboo |
Soul of the Red Mage 260| [N Tortal Greens
3 S Soul of the Thie 250 [ Target Selecton Vei 264
Schemata Setups Saul ofthe Wartior 250| (WY Tattered Leather Veil Ption 25|
wodinger ‘Soul of the White Mage 250| The Angel of Valhalla Velno. 116
L Schrodinger ) 0 The Angel’s Tears. Vengeance Siphon %1
Sehodinger Notes The Avid Reader Vibant Ooze 25
Socret Machine The ightng Acress VitorDrain i
) ‘The Girl Who Cried Wolf Victor Siphon
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: The Great Breakin Vigiance
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: The Hunter's Challenge Violet Amulet 149
" Self-Suffcient 251 The Legend ofthe Savior Vigi 109
= Serah Farron 5 The Life of a Machine Voices from the Grave 12
Set 158 The Od Man and the Field Walktvough (Chapter) 5
1 Set Notes B The Real Clent Wandering Man 2%
% Shadowbind 79 The Right Suff Wandering Merchent %)
Shaolong Gui Shell | The Saints Stone Warrior's Potion 255
1 Shattered Bone. 254 The Secret Lives of Sheep ‘Weapon (Introduction} i
Shell 264 The Thing She's Lost Weapons 226, 285
> Shell Potion 255 Thirteen Wedge g
Shield Polisher 52| Wendigo m
31,20, Wendigo Notes 254
sheds " What Rough Beast Souches 135
. at Roug s
Shoot for the Sky 8 What Seekers Seek |
Shops. 29,25 ‘What Soul Seed Traders Want 9
1 Side Quests (Chapter) 104 Thunderclap Cap What's ina Brew? 5
ide Quests (Dead Dunes) 12 Tida What' Left Behind g
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ENLIGHTENING

“With so many things to be accomplished and uncovered in a game world |
teeming with opportunities, this book will be a teacher with boundless
Ppatience, a savior when things seem bleak, and a wise friend always on hand
to offer the advice you need. It is encyclopedic, yet unfailingly accessible.
Our longtime partner, Piggyback, has accomplished miracles in creating this
authoritative (and beautiful!) companion tome.”

Motomu Toriyama
Director, Lightning Retumns: Final Fantasy XIll

VISUAL WALKTHROUGHS

All main quests and side quests covered, with annotated maps
offering immediate solutions.

ALL SECRETS AND UNLOCKABLES

Special rewards, hidden dungeons, New Game+ bonuses, Trophies and
Achievements - all at your fingertips!

CLASSIC PIGGYBACK EXPERTISE

The game’s most complex {and hidden!) systems laid bare in an approachable
yet comprehensive Strategy & Analysis chapter.

THE ABSOLUTE REFERENCE

All-encompassing Bestiary and Inventory chapters, with all details on every last
monster and item.

INCLUDES A 2-SIDED MAP POSTER
COVERING THE ENTIRE GAME WORLD!
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ter features the main map of each of the four regions of Nova Chrysalia.
ities, as well as all ibles available

ron’s Palace, Temple of the Goddess, Temple Ruins) can be
(see page 68, 84 and 94 respectively).
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‘ Recurring Chaos Infusion Sit
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mm@mﬁkmmsune SPHERES WILDLANDS SIDE QUEST ITEMS

| @ | Chocoborel / Luminous Mushroom

| @ | Crimm Mushroom.

té‘ Watergod Bracelet

@ ‘ Old-Fashioned Photo Frame.

| @ | Dayring Blossom / Moonsoul Bloom

% 61 Blizzara Lv2 i © | Forest Fertizer
@, Thom of Warding

| © | Rocky Crag Mok
@ Beggar's Beads ‘ @ | ArvasApple

| @ oo
| . |
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Rainbow Gem
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|
o , Bhakti Oil

Angel's Headband

iy

000000000 OO®

dh

!

00

Siiver
Gurangatch Notes.
Serenity Sachet

Earth Eater Notes

Corsair Scarf .
Silk Scarf (4 EP)
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Galestrike Lv.2

Defaith L2
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This poster features the main area map for each of the four regions of Nova Chrysalia. These
maps show the position of all shops and amenities in addition to all “fixed” collectibles.

To avoid potential confusion, quest items that only appear once a specific condition has been met
are represented on dedicated maps in the guide’s Side Quests chapter.

Detailed maps of key interior areas (Patron’s Palace, Temple of the Goddess, Temple Ruins) can
be found in the Main Quests chapter (see page 68, 84 and 94 respectively).
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Timed Gate

Side Quest Item

\.lomﬁnevs
i'!narewmm‘ M rc
s'{ravge

| -

Canvas of Prayers Item

Area Transition
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‘ | Rubber Ball
| ‘ Mandragora Root
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Magician’s Token

Twist Headband.
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@s Runic Ring
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Fanatic Notes
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ei Violet Amuet
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ey MEAN]

@} Blitz Lv.2
| @ Locket Pendant (6 EP)
é! Wolf's Emblem
!e: Flanitor Notes
‘ @i Sight's Circlet
a; Dispel Lv2

@‘ Nostalgic Score;

Patron’s Personal Guard Notes

Nostalgic Score: Refrain

Mage's Gloves

Lapis Lazul {19:00-04.00)
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Demon Earrings
Thorn of Wil

Corundum Pin
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