


. IT'S WITCH TIME!

With a game—ancl a protagon.ist—tllis beautiful, it’s easy to get caug‘ht up in the visual
spectacle and lose sight of what needs to be done. This is your guicle to slowi.ng down
the action in Witch Time and using all four limbs—and hair—to defeat an
intimidating host of divine enemies. Follow us to hell —and back!

- i

Fight, spin, and shapeshift your way through each verse of every
chapter in the game. Use our strategy to win epic battles and find
all collectibles—including the Crows in all three difficulty modes!

Our detailed battle diagrams reveal precise locations of all Chests,
Halos, Witch Heart Fragments, Journals, Arcade Bullets, Crows,
Keys, and much more!

’ Enemies with names like Affinity and Beloved may sound angelic, but

trust us... these are horribly dangerous and crafty creatures. Rely on
{ our expert tactics to overcome your foes—even the toughest bosses!
2

1
i A katana, a whip, and lots of guns—get to know the weapons in your arsenal.
‘\ We also provide a comprehensive list of all items to collect throughout your adventure!

FIGHTING TACTICS

A complete moves list and all combo strings. Master both
melee and long ranged attacks—including finishes, executions,
and unique Torture Attacks!

Extras, unlockables, game basics, and a conceptual art
gallery from the artists who created the game!
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BAYONETTA

THE STORY

Twenty years ago, from a coffin
sulJmerg’e(l beneath a gloomy lalee,
a mysterious woman awoke. Unable
to recall her past, or even her own
name, only a sing‘le memory of her

unknown origin remained: the

horrifying “witches’ power” to
summon forth ferocious demons
and annihilate the servants of
heaven. Returning to life in the
modern world after centuries of
al)sence, Bayonetta followed the
clues of her hazy memories,
eventua]ly reaching’ the remote
European city of Vigrid.
Unimpecle(l ]3y countless leg'ions
of ang'els assailing' her, fateful

meetings drawing out memories. ..

What lies ahead in wait for her?
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DIFFICULTY

There are five difficulty settings to use while playing Bayonetta. Hard and Climax modes are unlocked after beating the game in Normal mode
(unlocks Hard) and then beating Hard mode (unlocks Climax mode). You can change difficulty settings from the Title Screen, as well as through the
Sub-menu from Chapter menus. One common change to all the difficulties is that Witch Time is easier to activate in easier modes. The following
explains the differences in the difficulty modes.

VERY EASY MODE (AUTO)

Your mother could play this mode without dying. Health Gauge slowly auto-recovers after five seconds of no damage. There are no button inputs
needed for the quick time events (such as jumping from falling buildings or bridges). Other functionalities are the same as Easy mode.

EASY MODE (AUTO)

This mode is easy to play just by button-mashing and not putting much thought into fighting and Evasion techniques. By default, the Magic Gauge
size is doubled and damage does not reduce the amount of Magic obtained. Automatic attacks (you hone in on enemies when you press Punch or
Kick) are set. Enemies are weakened with fewer HP, weaker attacks, and are less aggressive attacks. You are given Unlimited continues.

NORMAL MODE

Normal mode is, well... normal. This is the mode for which easy and more difficult modes
are tweaked to make easier or more difficult. Read the other difficulty modes to see how
they are different from Normal mode. This guide is written for Normal Difficulty; however, we
have included tidbits from harder difficulties when it comes to enemy encounters and such.

HARD MODE

You'll die more often in this mode. Enemies are stronger, faster, and have more HP. Witch
Time is a little more difficult to activate.

OO (NONSTOP) CLIMAX MODE

This mode was designed to stop you from clearing the chapters. Witch Time is unusable.
You can Evade, but no Witch Time will be triggered when it normally would during a
close call. The only time Witch Time works is during the Battle Arenas with rules using
Witch Time. Enemies are extremely aggressive and have the highest HP settings.




BAYONETTA

A mysterious witch returned to life

in the modern world after hundreds of
years of slumber. Wielding titanic magical
powers, her battle against the forces of
heaven continues, her reasons for doing so
lost in the mists of her past. Armed with the \
Scarborough Fair, her favorite set of handguns
equipped to both hands and feet, she prac-

tices the “bullet arts,” a combination of gunfire
with physical attacks. She can also perform the
Wicked Weave—deadly attacks unleashed by
summoning demonic entities through her magical
hair that can easily devour entire hordes of angels.
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Often appearing along
Bayonetta’s course, she provokes with an

icy stare. Wielding her own set of four black
handguns, she is a sharp shooter capable of

pursuing Bayonetta wherever she may be.
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MEMES,

While the following list documents all the moves available in the game, refer to the Tome of Umbran Arts book in the inventory
“Files” menu to find Special Techniques purchased from the Gates of Hell. Check out “Techniques” just below that to discover
all the great moves available by equipping different combinations of weapons to the hands and feet. This menu also tracks how
many times you use each of these moves.

COMBOS .-PAUSE P=PUNCH K = KICK
COMBO

e feer
B
e e
[
W fecr
[
O T S
" ®  [PRePShmbausesPPerrr)
I Y
o ppepophmmaew
O T
ECELTT 20 s
T
“os e
O
011 PPP P (Notfor Kushedrs, urga (e r i Col. Kigores)

PPP ¢ K (sustain fire)

AH

PPPPP (sustain fire) (Not for Kulshedra, Durga (fire), or Lt. Col.
Kilgores)

PPPPP (s
Col. Kilgore:

PPPP ¢ P (Not for Kulshedra, Durga (fire), or Lt. Col. Kilgores)
KKK
KKKK (Odette only using KKK)
(1713 KK ¢ P or KKK P (Odett
KK ¢ K (Foot Lt. Col. Kilgores only)
027 KeP
Rotate Stick + P
Rotate Stick + K
While holding RB (or R1 on PS3®) pull back and P

031 While holding RB (or R1 on PS3®) pull backandK
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LIST NO.

PP ¢ P (Nunchuk only)

GRRKE 060 K held

037 | PPP ¢ P (Shuraba, Nunchuk only)

PPPPK (sustain fire) (Not for Kulshedra, Durga (fire), Lt. Col.
Kilgores)

PPPPP (sustain fire) K (Not for Kulshedra, Durga (fire), Lt.
Col. Kilgores)

C o
o [notmesicker |
e ik K
w5 Whie holding R or R on PS30)pullbackandP |
w6 While hlding BB (o R o PS38) pull KGRI
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SPECIAL MOVES

(Swoto | Doubloap Sickforward+Por holdRB viorward,P___|

Mid-jump Stick forward +K or hold RB (or R2 on PS3®)

Gatwibin Pross AT or RS on the IO el afer taling damage.
Coowwitin | Wil n midai pross I (or RZonPS39) twico uicky. |

While moving, press RT (or R2 on PS3®) twice quickly.

COMBO HOLDING ATTACK

BUTTON

oo pheld DN

[ 051 [P held + Stick forward (Kulshedra)
052 P held + Stick backward (Kulshedra)
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Weapons are purcllased from Rodin using LPs as currency. Some LPs are in pieces and you must find all the

parts before a whole can be traded for a weapon in the Gates of Hell.

Access the EQUIP menu and select the Weapons side to chang’e the weapons (llancls and feet) for Set A or

Set B. First select a weapon to equip and then select one of four slots—two slots on the top are for Set A and
two on the bottom are for Set B. Press the left trigger (or L2 for PS3®) during combat to immediately toggle
your two weapon sets.

Advanced players can acquire “special" weapons l)y 1)61'{01'111i11g certain tasks, which are explaine(l here.

WEAPON

Scarborough
Fair

Onyx Roses

Shuraba

Kulshedra

DITGE]

Odette

Lt. Col. Kilgore

Sai Fung

Bazillions

Pillow Talk

Mystery
Weapon

DESCRIPTION

Handguns

Shotguns

Katana

Whip

Claws

Skates

EVALLGH

Nunchuks

Laser Guns

Beam Saber

Transforming Weapon

GOLDEN LP
LOCATION

Prologue

Chapter 1

Chapter 2

Chapter 3

Chapter 5

Chapter 8

Chapter 9

Golden LP earned
after clearing Hard
mode

Golden LP earned
after completing
Climax mode.

EQUIP
TO

Hands & Feet

Hands & Feet

Hands

Hands

Hands & Feet

Feet

Hands & Feet

Hands

Hands & Feet

Hands & Feet

Hands & Feet

NOTES

This is the most versatile weapon
available until Pillow Talk is
obtained.

Great for reaching flying enemies and
damaging fire enemies.

Use Lightning against fire element
enemies and vice versa. To switch
elements, rotate the Left Stick
clockwise while pressing Punch
or Kick (depending on whether
equipped to hands or feet).

Adds ice to special attacks. Great for
moving around quickly without using
Panther run.

Great for taking out Dear,
Decorations, and Enchants.

Clear any one chapter in Normal
mode 100 times.

Very effective when all four equipped
and break dance move performed.
Experiment with moves to find different
shooting options.

Very powerful weapon. Press and

hold RB (or R1 on PS3®) for shield.

Press and hold Punch to increase
size and attack strength temporarily.

After collecting 10 million Halos, the
Platinum Ticket becomes available in
the Gates of Hell. Buy the ticket and
then defeat Rodin in battle to acquire
the weapon.
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SPECIAL WEAPON ATTRIBUTES

PROLOGUE

EQUIPPED TO EQUIPPED TO -
HANDS FEET IR |
: ; Undamaged by physical attacks on flaming enemies
Durga (Fire) Durga (Fire) (flaming Affinities, flaming Ardors)
Durga (Fire) No damage from walking on lava, but only works against lava floors,
g not against lava spouts, flows, meteors and other traps.
. . No damage from ground-based electrical attacks
Durga (Lightning) (like those from Glory, Glorious and others)
An additional effect of equipping these to the hands and feet is that no
Durga (Lightning) Durga (Lightning) damage is taken from being submerged in electrified water (like the

battle at the end of “The Broken Sky”). To do this you must purchase the
alternative Durgas from the Gates of Hell.

Attacking the same enemy repeatedly encases them in a block of ice that
Odette can be picked up and thrown. Also, lava can be skated across without
damage and water can be skated across without freezing.

TECHNIQUES: TOME OF UMBRAN ARTS
Not 011,|,y can you press the BACK (or SELECT for PS3® ) button (luring' load screens to practice
the numbered Coml)()s, but you can also enter the Tome of Umbran Arts book in the inventory
“Files” menu and discover unique moves for each of the basic weapon combinations. This menu also
tracks how many times you used each of these moves! Peruse the move options with different weapon

. . . . of 1 . . (" .
Cmn]nnalmns and read the (lcscupllons to see if youre ullcrcslc'(l mn 111&12111g one a new favorite.

JEANNE'S WEAPONS

When you play as Jeanne, all of Bayonetta’s weapons you've unlocked have equal
counterparts. The following list describes Jeanne’s arsenal:

COMPARABLE
BAYONETTA NOTES
WEAPON

All 4 One Scarborough Fair Handguns

JEANNE'S
WEAPON

Garnet Roses Onyx Roses Shotguns

Shuraba Katana

Angel Slayer

Vritra Kulshedra Whip
= ¢ Karen Odette Skates \
= L7
e Kali Durga Claws
= 2 Col. Slade Lt. Col. Kilgore Bazooka .

Golden LP obtained
after beating any one

Tang Lung Sai Fung chapter in Normal
mode 50 times
.
Bazillions EVAITI S Laser Guns
Bloody Moon Pillow Talk Red Beam Saber
Mystery Weapon Mystery Weapon Transforming Weapon =




[tems are found inside of breakable items
SUCII as statues, ])enclles, vases, c]lests,
win(lows, and most any ol)iect that can ,«""
be broken. Enemies also (]rop items

once tl'ley are defeated.

DESCRIPTION

__ncv

Baked Geko Concoction Item (yellow) —

N e

em (Red) —

i’

k

Mandragora Root Concoction Item (Green) —

. . Greenlawel(Tiy)  Tiny Health Restoration = 2
< Greenlauel(Small  Small Health Restoration -
' 4 | Greenlawel(Medium)  Medium Health Restoration - .
| Greenlawrel(large)  Large Health Restoration = '

iy Purple Butterfly (Small) Magic Gauge fills 4 units —

! M Purple Butterfly (Large) Magic Gauge filled (8 units) —

HOTKEY EQUIPPED ITEMS
DESCRIPTION NOTES a

Lasts much longer than small version.

=

Yellow Moon Lollipop (Small) Invulnerability —

Mega Yellow Moon Lollipop Invulnerability Lasts much longer than small version.

Lasts much longer than small version.

Purple Magic Lollipop (Small) Magic Gauge Filled —

Mega Purple Magic Lollipop Magic Gauge Filled Lasts much longer than small version.

Instantly defeats some angels during
battle.

P SN




OTHER ITEMS 5% BASICS

ITEM
Red Hot
Shot
A
¥ Arcade
{;’ Bullet
o Witch
Heart

Moon Increases the limit of your .
. broken ones during your adventure. Two broken Moon
Pearl Magic Gauge. Pearls are needed to make one Moon Pearl.
Blue Witch This is a bonus item earned at the end of a chapter for
Heart Increases vitality limit. a job well done. Only applies to one chapter, then the
effects are gone.
Gold Moon Magic Gauge automatically This is a bonus item earned at the end of a chapter for
Pearl replenishes two units; good a job well done. Only applies to one chapter, then the
for only one chapter. effects are gone.
Antonio’s There are 27 throughout the environments. Collect them
Notebook Collection ltem all and number 28, “To My Beloved Son,” is automatically
shown in the “File” in the Inventory menu.
Umbran There are 101 total; 50 are found through Achievements
Tears of Collection Item (Trophies) and 51 are found in the environment in Normal,
Blood Hard, and Climax difficulty modes. :
ACCESSORIES
ITEM DESCRIPTION NOTES
Sergey's Lover Summon alter ego. Divides you into two beings.
- _
£ 8 o - Infernal Communicator Summon Little Devils. —
‘ g W
."
-

i Y
il
*‘hﬁ Pulley’s Butterfly
| ' l-' :
u\ .
|

-)| ,‘}i:g ‘}' Selene’s Light

Evil Harvest Rosary

,i»?) Star of Dinéta

DESCRIPTION

Instant Resurrection after
death.

Used in Angel Attack arcade
game.

Increases the limit of your
vitality.

Guardian Butterfly Absorbs attacks so you don't.

Activates Witch Time when
Bayonetta takes damage as long —
as she has Magic Power.

Taunt causes health restoration. —

Evasion upon attack launch a magical counter-strike against

NOTES 8

PROLOGUE

|

Arcade Bullets also appear in chests and other
objects that contained significant items the first
time clearing the chapter.

You can purchase these from The Gates Of Hell or find
broken ones during your adventure. Four broken Witch
Hearts are needed to make one Witch Heart.

You can purchase these from The Gates Of Hell or find

When dodging incoming danger, the beads

the attacker.




ACCESSORIES (CONTINUED)
DESCRIPTION NOTES

‘I

Push the left stick toward an
enemy as it is about to attack

Moon of to block. Pushing the stick _
Mahaa-Kalaa the instant you are attacked
additionally allows you to
counterattack.

Collect 50 Umbran Tears and this
becomes available in the shop.

45 Clear the game on either Easy Difficulty
f‘ ' Immortal Marionette Automatic modes, then enter the shop in Normal or
above to purchase.

T
if.?l lear the game on Normal or above
f r in a set amount of time.
A7

CimoxBacs A aacks coss ot bandfoot - Callect1f UnbrasTors and i
= IR
ANGELIC HYMNS GOLDEN LPs
DESCRIPTION NOTES

o e

Quasi una Fantasia Exchange for Shuraba in Chapter 2. —

Sonate in DK.448 Exchange for Durga in Chapter 5. —

- Exchange for Lt. Col. Kilgores in
Walkurénritt Chapter 9.

L.P. received after clearing a chapter
in Normal mode 100 times
(50 times for Jeanne).

Mars, The Bringer of
War

Exchange for Bazillions. L.P. received after clearing Hard mode. \

L.P. received after clearing
Climax mode.

et
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PERFUMES (RODIN'S TREASURES) AN
ITEM DESCRIPTION NOTES
P 3 PROLOGUE
' A Umbran Elegance Purchased from the Gates of Hell. Equip it to automatically 4
ﬁ #01 (Purple) Kulshedra Costume change costumes when Kulshedra is selected. . I
- -
2 1
= Purchased from the Gates of Hell. Equip it to automatically
:l\ Umbran Elegance Lt. Col. Kilgores change costumes when Lt. Col. Kilgores are selected.
| ¥ #02 (Green) Costume Costume is more complete when equipping Lt. Col. Kilgores
T to hands and feet.
=4 Umbran Elegance Purchased from the Gates of Hell. Equip it to automatically
G:F.q #03 (Blue) Odette Tutu Costume change costumes when Odette is selected.
f g
2 Purchased from the Gates of Hell. Made available after
"gs Um#l:]r:lrvgllft?:vr)lce Sai Fung Costume unlocking Sai Fung (see Bayonetta weapons). Equip it to
é; automatically change costumes when Sai Fung is selected.
D Purchased from the Gates of Hell. Equip it to automatically
3 change costumes when Durga is selected. When equipped
¢ S Umb#g!l_: (ERI:g?nce Durga Costume to hands, devil horns appear. When equipped to feet, devil
i N tail appears. Costume changes element type depending on
¥ ‘f_ the selected Durga element.
COUTURE BULLETS
Becomes available in the shop after clearing Normal mode.
L % ; “Costume Change” becomes available in the
e ‘ly y e Super Mirror One extra Costume submenu to change costumes that are unlocked
b # by purchasing Couture Bullets. Ambran Komachi kimono
?’ costume is available from the beginning.
¥

‘af”-‘\ Super Mirror

One extra Costume Becomes available in the shop after clearing Normal mode

i.ﬂw (Jeanne) with Jeanne.
1'
N : Becomes available after
“ P.E. Uniform acquiring the Super Mirror. 0
FATER!
‘ .
$ ~ D'Arc Becomes available after .
g ' acquiring the Super Mirror.
B e
';"-h : Becomes available after
/! ‘ Various acquiring the Super Mirror. 0
Fah"
4 old Becomes available after .
) acquiring the Super Mirror.
5 .
; Becomes available after
{ it acquiring the Super Mirror. 0
n
- Becomes available after
Er L Nun acquiring the Super Mirror. i
— "'
N A
r Becomes available after
! A Qugen acquiring the Super Mirror. 0
SPECIAL ITEM
ITEM DESCRIPTION NOTES

a Platinum Ticket  Ticket for battling Rodin Becomes available after collecting 10 million Halos.




Weapons, Accessories, [tems, Rodin’s Treasures, and
Tec}lniques can all be obtained in the Gates of Hell. Gates
of Hell portals can be found in almost every chapter, and
sometimes you can find more than one portal into
Rodin’s underworld sllop. All of the items in the
various shop categories are listed in the previous items
lists, but we haven't covered Techniques until now... 5
&

CHAPTER START MENU 0

In between cllapters you have the opportunity accessan umber of features without

]mving to quit and return to the Title menu. You can enter the Gates of Hell
@ rom the Cllapter Start menu; it's the first of the three options available at the
bottom of the screen: Gates of HeH, Start, and Save. By pressing the RB (or R1
for PS3®) button while on the Cl1apter Start menu, you can also access Cl1apter
Select, Costume Cllange (w]wn Super Mirror is unlocked and purcllasecl), ])]ay

History (unl()c]ze(l after cnmpleting’ the game once), l)ig'iculty, and Option.

TECHNIQUES

Most techniques are available from
the beginning of the game in the Gates of Hell shop. Bat

Within, Crow Within, and Umbran Spear are unlocked as you

progress through the game. You must purchase techniques using the

Halos you've collected. Once purchased, these “special” Techniques can be
turned on and off through the Tome of Umbran Arts book in the Inventory menu.

AIR DODGE
Dodge an enemy attack by pressing RT (or R2 for PS3®) while in mid-air.

STILETTO

Slash into an opponent with incredible quickness, and deliver a devastating thrusting attack. Can also be performed in mid-air.
Press Left Stick toward an enemy twice quickly + Punch. Can also be executed by holding RB (or R1 for PS3®) and pressing
toward an opponent with Left Stick + Punch.

RIHEL ST TDE

Slide heel first up to an opponent from long distances. Press Left Stick toward an enemy twice quickly + Kick. Can also be
executed by holding RB (or R1 for PS3®) and pressing toward an opponent with Left Stick + Kick.
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TETSUZANKO s S pasis

Charge into an opponent at short-range using your back. A Wicked Punch is also summoned, depleting your
Magic Gauge. Can also be performed in mid-air. While moving Left Stick backward to forward, press Punch.

HEEL STOMP

Add insult to injury by slamming your heel into a downed enemy. A Wicked Kick is summoned, depleting your Magic Gauge.
While moving Left Stick backward to forward, press Kick.

BREAKDANCE

Do the splits, then spin your outstretched legs in this lunging kick attack. Equipped firearms are discharged during
this attack. Can also be performed in mid-air. Hold down RT (or R2 for PS3®). Movement is possible during this at-
tack, so move toward the enemy as you spin for the most damage.

AFTER BURNER KICK

Light the fires and kick your enemies with a mid-air dash kick. Ascending: Press Kick immediately after executing a
jump. Descending: While jumping, press Left Stick in any direction + Kick, or press RB (or R1 for PS3°).

WITCH TWIST

Launch into the air with a spinning punch. Can also be performed in mid-air. A Wicked Punch can also be
summoned, depleting your Magic Gauge. Press Punch while holding RT (or R2 for PS39).

—— =
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UMBRAN
PORTAL s
KICK . -

Open up a magical portal, warping above
your opponent’s head and delivering a devas-

tating kick. A Wicked Kick can also be summoned,
depleting your Magic Gauge. Press Kick while holding
RT (or R2 for PS3®).

BAT WITHIN

Unleash the Bat Within, transforming yourself into a flock of scat-
tering bats, mitigating any damage you've take. Press RT (or
R2 for PS3®) immediately after taking damage. When playing
as Jeanne, the bats are moths, just as Bayonetta’s panther

transformation is Jeanne’s lynx.

.

CROW WITHIN

Unleash the Crow Within, transforming
yourself into a crow and temporarily gaining
the power of flight. While in mid-air, press
RT (or R2 for PS3®) twice quickly. The
crow can fire feather projectiles

by pressing the Kick or Punch

buttons when Magic Orbs are available. Flight can be sustained up until the crow meter on the left side of the screen
is emptied. When playing as Jeanne, the crow is an owl.

a UMBRAN SPEAR
. While in Crow form, dive into a nearby enemy. Depletes Magic Gauge. Press RB (or R1 for PS3®) twice quickly.

-




NG WITCHS BREWS |

Put all those items you've collected to good use by creatinga witch’s brew that produces results

you can use in battle. Items created by concocting ingredients together can be very helpful for get-
ting you out of tig’llt situations, but be aware that when playing for points, using items will count
against you when your score is tallied at the end of the battle and at the end of the cllapter.

= g#=ANTONIO’S NOTEBOOK, “A WITCH'S BREW”
The concoctions option becomes available 0111y after you've located

Antonio’s journal, “A Witch'’s Brew” in Cllapter 1, Verse 7.

[#5

CREATED  RECIPH WITCH'S RECIPES

Green Herb Lollipop (small) 10 Mandragora Roots To concoct items into special lollipops with enhanced ef-
__ fects, enter the Items menu (only accessible while playing a
: : chapter) and press Right on the D-pad (or Directional Button
Bloody Rose Lollipop (small) 10 Unicorn Horns for PS3®) to access the concocting wheel. When you do this,

a Witch's Recipes guide lists the Items you can produce on
the left side of the screen. The left column indicates the items
you are trying to create, while the right column provides the
recipe. The Recipe key is located in the top-right corner.

Yellow Moon Lollipop (small) 10 Baked Geckos

Purple Magic Lollipop (small) 5 Mandragora Roots + 5 Unicorn Horns Each icon in the required number of ingredients is equal to
- : icon is equal to five Laurels when you select it on the right
Magic Flute 10 Mandragora Roots + 10 Unicorn Horns side of the screen.

+10 Baked Geckos

Turn the ingredient wheel pressing the D-pad or Left Stick up or down. Add ingredients to the selected ingredient (the one on
the far left of the wheel is the one selected) by pressing the Jump button (concoct). If you messed up the recipe, then press
the Punch (reset) button to drain the ingredient gauge completely. Once all the ingredients are in place, rotate the Right Stick
until the concoction is complete. The new item is added to the ltems side of the menu and can be used instantly or set to the
in-game shortcut key, which is accessed by pressing the D-pad (or Directional Button for PS3®) while playing. To use an item
on the shortcut key, press and hold the direction the item is assigned to until the item glows and is used.

AFFINITY

HALOS CARRIED 100 (SPEAR, FLAIL, TRUMPET), 200 (HORN, FIRE)
WEAPONS SPEAR, FLAIL, TRUMPET, HORN

Servants of heaven that populate the lowest of the angelic hierarchy, a Third
Sphere rung known simply as angels. Humans with deep faith often feel these
angels closest to their hearts. Descending from the heavens upon their pure
white wings, it is believed that the glimmering
halo atop an Affinity’s head lights the path for
those who have lost their way. .
The religious articles they equip are all tools
used to further their conviction to protect the
righteous and can become powerful up
weapons used to strike down those with
sullied hearts.




Y 50 (DEAR), 30 (DECORATIONS),

APPLAUD ’
HALOS CARRIED | 300

WEAPONS SPEAR & BOWS
While still a member of the Third Sphere, Applauds are one step above Affinities, and thus known as Archangels. Occupying the eight position PROLOGUE

within the nine-level angelic Hierarchy, Arch angles are still considered close to the physical world, and often come into contact with human
kind. It is said that devoted prayer on the part of believers can call upon a flock of angels to come to one’s aid.

* BASICS

ARDOR

HALOS CARRIED | 400, 800 (FIRE)
WEAPONS BROADSWORD

The highest-ranking member of the Third Sphere, Ardor are christened with the rank of Principalities. Presiding over the protection of the
masses from evil spirits, they are equipped with a shield and armor of proof. Wielding the power of Paradiso on those who encroach upon
happiness, Ardor are recipients of much adoration from those seeking salvation.

BELOVED

HALOS CARRIED | 700 (NORMAL), 1000 (GIANT), 500 (WATER)

WEAPONS BATTLEAXE

Beloved is a member of the Second Sphere class Powers, ranked sixth in the angelic hierarchy. Its status is more that of a spiritual being, but
it is also burdened with destroying the enemies of Paradiso. While still considered amongst the lower closes of angels, Beloved’s power is of

a far higher-order than that of a human, and even those with strong spiritual powers are seldom afforded the chance to meet this being. Excel-
ling in combat, Beloved are known for brilliant exploits in demonic battles.

BRAVES

HALOS CARRIED | 500 (NORMAL), 1500 (CHERUB)
WEAPONS BATTLE AXES
It can be said that Braves are capable of carrying God upon their shoulders. Moving in groups of three, each Brave wears the halo of the Second

Sphere Powers upon its head; however, when necessary, Braves can combine three of their bodies into one true form, a First Sphere Cherubim.
Boasting the most brute strength of all the inhabitants of Paradiso, an unknown number of evils have faced judgment at the hands of Braves.

DEAR & DECORATIONS

HALOS CARRIED 300 (DEAR & DECORATIONS)

With limited spiritual powers, this angel is spotted comparatively frequently within the physical, human world. Dears, with their dignified
faces, are surrounded by the countless child-like faces of their Decorations. Capriciously firing arrows, they're often mistaken for Cupid. It is
said that one of their arrows, shot through the heart of a believer, can be as infatuating as the goddess of love.

ENCHANT

| HALOS cARRIED | 50

An angel shaped like a cart wheel. The impetus behind this fateful form was the Creator’s desire to craft an angel designed to compel human-
ity to continue its struggle and feel no satisfaction at surpassing others. Enchants protect the field of God from human encroachment and are
further responsible for passing communications to Paradiso and correcting the trespasses of humanity.

\' D

FAIRNESS S

| HALOS CARRIED | 600

A Virtue charged with the administration of miracles, it is wrapped in flames when appearing in the physical world, a power emblematic of its
courage. A torrent of flame blazing as bright as the sun, these flames become the light that burns away darkness from those who receive the
graces of Fairness. However, for those out of the angel’s good graces, they are the fire and brimstone of destruction.



*4.| HALOS CARRIED | 400 EACH
*8 WEAPONS CLAWS

y

FEARLESS

| HALOS CARRIED | 600

Fearless are classified as Dominions, the fourth rank amongst the hierarchy of angels. Controlling the lightning feared
by many as the instrument of divine justice, Fearless make known the majesty of God to the masses. Almost all of the

naturally occurring lightning in the world is a result of the actions of these angels. It is said that divine wrath against
gluttons is released in the lightning flash, as the thunder signals heaven’s roar.

GOLEM

[ HALoS carRIED | 1500

Long ago, to protect their homeland from invasion, the Umbra and Lumen came together to develop
a giant weapon. Only the Lumen and Umbra knew the secrets to controlling its enormous form,
causing it to transform into monsters capable of attacking foes. The Golem would become more
powerful in accordance to its master’s strength. The Golem’s control center is its core, which
receives the orders of its master. It is the weak point of the device. Numerous Golems were
constructed in case of war, but were secreted away in another dimension. Now, even 500 years
after the two clans’ destruction, Golems remain hidden away, still under their master’s orders.

'GRACE & GLORY

Grace, draped in flame, and Glory, controller of lightning, are the twin escorts of the Creator. They share
awild disposition, and are often depicted as gods of war, heroically leading the soldiers of Paradiso
into battle, with their giant, claw-like weapons being symbols of their ferocity. Humanity recognizes

the increased spiritual power of twins, a power that comes from the blessings of Grace and Glory.
Unfortunately, their unlikely pairing reveals their weakness: flame vs lightning.

GRACIOUS & GLORIOUS

-

e
= | HALOS CARRIED | 2000 EACH
WEAPONS CLAWS

Within the nine ranks of the angelic hierarchy, the highest-ranking Seraphim are charged with governing the love and zeal for the Creator.

The pure white armored Gracious and the black armor-clad Glorious are often sighted in pairs; however, their existence itself remains legend,
subject to rumors of varied veracity. Supposedly gifted with incredible god-like powers, there are no records of Gracious or Glorious appearing
on the battlefield of evil; however, it is said this is because a mere taste of their power is enough to destroy the world, devastating all its path for
both the record and the record-keeper.

HARMONY

HALOS CARRIED | 200
WEAPON A CHAINSAW IS OBTAINED AFTER PERFORMING A TORTURE ATTACK ON A HARMONY

Within the Second Sphere Dominions, whose name imparts feelings of control, sovereignty, and governance, the angels named Harmony
stand as a special symbol of peace. When appearing in our world, it is said that humans experience their presence as an aurora-esque light;
however, when viewed from Purgatorio, one would see Harmony embracing humans with their outstretched, fin-like wings. Often pictured
holding a trident and floating through the skies, Harmony are tasked with defense of the heavens, even within Paradiso itself.

INSPIRED

[ HALOS cARRIED [ 400

Inspired are members of the angelic First Sphere, in the rank known as Thrones. Those in this class are spiritual beings of the highest order,
never meeting directly with humanity. Works of art have depicted them as flaming wheels; however, artists of true inspiration have pictured
inspired as a long snake-like body circling upon itself. It is often thought that Inspired act as a wheel, holding up the chariot of the beloved
God. In truth, Inspired are actually fighting alongside their angelic cohorts, randomly swallowing up the followers of darkness.

JOY

HALOS CARRIED 1000
WEAPONS (NOT OBTAINABLE) GUNS, WHIPS

Joys are members of the Seraphim class within the angelic hierarchy’s First Sphere. These beings have broken free of any physical concep-
tion of form and have become truly spiritual. Their body is as free as a flowing river, and it takes shape only on a temporary basis. Joy may
take the shape of the human feminine form, but the Seraphim can also shape-shift, or even separate into multiple sentient forms, as will.




*

KINSHIP

| HALOS CARRIED | 300

Kinship, as one of the Second Sphere Powers charged with defeating evil beings, is responsible for transporting the forces of Paradiso onto
the battlefield. Leading countless angles to the front lines, catching sight of Kinship’s magnificent flying appearance is analogous to many

as the arrival of true happiness. It is thought that Kinship is the angelic manifestation of the ark that saved a foolish human race from the
devastating flood described in The Book of Creation within the scriptures of Ithavoll.

"EORTITUDO/COURAGE

1 HALOS CARRIED | FORTITUDO; 0 (CHAPTER 1), 0 (CHAPTER 2), 10000 (CHAPTER 4), COURAGE; 1000

Amongst the spiritually powerful of the Middle Ages, it was through Paradiso held for all a Divine Will, and as a result, they developed heav-
enly logic. The concept of the “Cardinal Virtues” was born of this logic, and classifies Paradiso’s Divine Will into four broad groups. These
Cardinal Virtues occasionally become physical manifestations of the great intentions of Paradiso, and are known as the Laguna, inspiring
awe in the masses. Personifying courage and fortitude, Fortitudo has been depicted as a terrifying being sporting an enormous face and two
dragon’s heads. He is said to be capable of summoning magma flows at will.

TEMPERANTIA/TEMPERANCE

| HALOS CARRIED | TEMPERANTIA; 10000, TEMPERANCE; 1000 (CHAPTER 10), 1500 (CHAPTER 15)

Temperantia, the true embodiment of the Cardinal Virtue of temperance, is often illustrated as an epic giant. Its body rising like a castle,
Temperantia possesses two tree-like arms; a composed figure said to illustrate the total reverence in which the Laguna are held by the faith-
ful. When the true power of the virtue of Temperance is laid upon our world, it is said to come as a tornado, capable of swallowing an entire
country. Humans are helpless to guess at the impetus behind Divine Will, whether it be anger or happiness, and are left only with prayers and
promises of personal temperance if only the heavens should make the storm subside.

IUSTITIA/JUSTICE

| HALOS CARRIED | 1USTITIA; 20000, JUSTICE; 1500

Within Paradiso’s Divine Will, also known as the Cardinal Virtues, Lustitia, or Justice, is known to take a particularly strange physical mani-
festation. A large mass covered with numerous faces, and extending outwards via countless tentacles, Lustitia could easily pass for a demon.
This may be due to the fact that those depicting the angel are filled beyond comprehension with awe at the sheer difficulty of encouraging
justice in the world. Among Paradiso’s Divine Will, there are those who believed that Lustitida is the closets of the Cardinal Virtues to hell.
Justice is said to be based upon rules established by man, to be followed by man, and changing one’s viewpoint can lead to a change in what
is evil. This uncertainty may be manifestation of the existing folklore and depictions of Lustitia.

SAPIENTIA/PRUDENCE

R | HALOS CARRIED | SAPIENTIA; 25000, PRUDENCE; 2000

| _E Artists have often depicted the Cardinal Virtue of Prudence, Sapientia, as a marine animal roaming the depths of the sea. This is likely due to the

*human disposition to characterize the sea as the source of all life, a veritable fountain of prudence and wisdom. It is also though that Sapientia is
responsible for the rise and fall of the tides, and natural phenomena such as tsunamis. The grand idea that the living seas could be nothing other
than Divine Will at work is actually evidence of Sapientia’s narcissism, even amongst the other Cardinal Virtues. When a man born as a slave led
his people to freedom from ruling oppression, it is said that it was only Sapientia’s favor that parted the seas and allowed for their escape.

FATHER BALDER

[ HALOS cARRIED | 30,000
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A tyrant of a man, motivated purely by self interest, who 500 years ago incited the witch hunts, annihilating not only the Umbra Witches,

but also his fellow Sages. Balder also used his magical abilities to take control of the captured Jeanne. Named after the Norse God of Light,
Balder showed promise in becoming a powerful Lumen Sage; however, he broke his clan’s one unbreakable tenet of faith, consorting with
an Umbra Witch, begetting a child. It was all a ruse to take possession of The Eyes of the World, the overseers of history that had previously
been equally divided amongst the clans. During the following 500 years, Balder gathered the devotion of his pious followers. Now his ambi-
tions have reached their climax, placing the last remaining Sage on the cusp of a universe anew, as he and Bayonetta, bearing his own very
blood, become The Eyes of the World to resurrect Jubileus, the Creator, and unify the Trinity of Realities.

JUBILEUS

| HALOS cARRIED | 100,000 |

The true name of Jubileus, as recorded myth, is actually constructed from unutterable syllables. This is because humans remain incapable
of capturing her true glory, as she is the total embodiment of Divine Will. Humanity, bound to the physical world, was forced to depict and
describe her in its own tongue. It is supposed that humanity selected the name Jubileus, taken from the word Jubilee, meaning celebration
or rejoicing, in an attempt to run Divine Will into worldly happiness via repeated recital of her name. As a result of the cataclysmic events of
the ancient First Armageddon of which she sat at the very apex, Jubileus was forced into dominion over the world of Paradiso, governor of
the light amongst the Trinity of Realities, and put into an endless slumber. It was from this point that the forces of light and dark began their
endless battle for hegemony. The resurrection of Jubileus will trigger a reunification of the Trinity of Realities, fulfilling the desires of not only
the forces of light, but also a centuries-old prayer said by those seeking divine intervention.







Ly \....L%? ;




e

L
i

7 INTERAGTIVE{ORENINGICINEMATIC

Bayonetta’s opening cinematic is a stunning and graphically mesmerizing introduction to the game. These dazzling visuals are pervasive throughout the gameplay
experience. It's often easy to get caught up in the spectacle of what you're seeing and overlook the fact that you can actually take control and participate in the
epic battle that unfolds between the two Umbra Witches, Bayonetta, and Jeanne and the Lumen Sages, controllers of the light.
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You cannot die in this opening challenge; indeed, you do not even have an on-
screen health gauge. As such, it's a great opportunity to get a feel for control-
ling Bayonetta while discharging your firearms at some angels and unleashing
a variety of punch/kick combos on the enemy.

The conflict rages on as Bayonetta and Jeanne fight for darkness and the Lu-
men Sages defend the light to maintain a balance in the passage of time. It's a
losing battle for the angels as the balance of war leans toward darkness.

The fray continues from the falling, broken clock tower as Bayonetta flings
herself to another tumbling piece of space debris. Keep practicing new
combos on the angels while fighting alongside Jeanne. Although it’s early in
the game and you're still dealing with the learning curve,
all basic combos and special hair summon attacks are
available to you. See how many you can pull off now.
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Just before the battle ends, you witness a creature you'll be dealing with later in the game: the two-headed dragon known as Fortitudo. The upside-down
statue head that comprises its torso may be creepy now, but just wait until it starts talking! Before this segment comes to a close, you learn that the
fortunes of war were short-lived as humans began the great witch hunts. The Umbra Witches were eventually all extinguished from the earth... all but
one. This scene from the past ends as Bayonetta and Jeanne fall to the earth, covering each other’s back from the pursuing Affinities.

VERSE1:
CEMETERY
(PRESENT DAY)

MEDAL

SILVER 3:54 852
BRONZE 4:40 600

2 TYPE [ SEC_ | COMBO | DAMAGE |
= PLATINUM 2:20 1860
GOLD 3:07 1104

ENEMY ENCOUNTERS

NORMAL (and below) MODES
Stage 1: Affinity (Spears) x3

Stage 2: Affinity (Spears) x4, Decorations x3
Stage 3: Affinity (Spears) x3, Decorations x6,

Affinity (random weapon),
Stage 4: Affinity (Spears) x4, Applaud x1

* Enemies in Easy and Very Easy modes

are the same.

MEDALS

VERY EASY/EASY

500

1000

1500

HARD (and 2

Stage 1: Affinity (Spears) x3

Stage 2: Affinity (Spears) x4, Decorations x3

Stage 3: Affinity (Spears) x3, Decorations x2, Affinity

(random weapon)
Stage 4: Grace & Glory

Stage 5: Applaud x1, Fairness x1, Affinity (Spears) x4.

HARD

DAMAGE | _SEC__| COMBO_[ DAMAGE |

5:10 38000 0

6:54 16340 1000
8:37 9120 2000
10:20 1900 3000

\WALKTHROUGH

PROLOGUE

u'lﬂ

The story flashes forward to present day, before the outcome of the battle and the fate of the two witches can be determined. The scene opens with
a shady preacher named Enzo relieving himself on the tombstone of the game’s director. He taunts a willowy nun who's praying over a fresh grave.

He continues his rant until angels appear. Then you discover the nun is actually Bayonetta, baiting and trapping angels via prayer. As soon as the
angles appear, Bayonetta creates a portal and enters Purgatorio to do battle with her bitter rivals, the Affinity. Humans cannot see beings in the
Purgatorio realm, so Enzo can only witness how objects are manipulated in his realm during the struggle, but is completely blind to the greater battle
being waged.
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Evade any situation by
using the | to dodge!

A lengthy battle cinematic between the angels and Bayonetta (as-
sisted by Rodin, who pops out of the grave she was praying over and
supplies her with handguns) plays out in the cemetery. Among other
memorable sights, you bear witness to Bayonetta equipping guns to
both feet while clutching another pair in her hands. This witch is the
ultimate fighting machine—each limb is a dangerous weapon that's
further augmented with a firearm.

TUTORIAL

There are no hidden items here (unless you count the Halos found in-
side some headstones); this segment is mostly tutorial. The first les-
son is Punching. You enter the training screen (accessed during
loading times moving forward) and face a single Affinity angel.

Press the Punch button to hit it, then continue punching until

the angel dies. You can keep this exercise going by trigger-

ing the appearance of additional angels or you can press

the indicated button to proceed to the next tutorial.
Your instruction is complete once you successfully

perform a Kick, then a Punch-Kick combo and an
Evade. Press the Evade button when the count-
down from three finishes (when “zero” would
rhythmically occur).

"o

[)ndgl at the last pﬁl'l“ﬂ.‘
Instant to activate Witch Timel
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WITCH TIME

Ve 5 \WALKTHROUGH
20l

L U, 8 Witch Time is similar to the ever-popular video game staple bullet PROLOGUE
time. To trigger this mode, you must perform a dodge at the very last
second, just before the enemy’s weapon makes contact. You then enter
a state of slow motion for every character in the environment, except
Bayonetta. During this limited time effect, Bayonetta can unleash her
fury on multiple enemies, taking advantage of heightened awareness
and agility in time and space.
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CEMETERY BATTLE

Upon completion of the tutorial, you suddenly find yourself back in the
cemetery facing three Affinities. Use your lessons to defeat these foes.
Get familiar with the lock-on feature to target-select enemies with a big
set of red lips. This allows you to hone in on your targets for weapon
and hand-and-foot combat attacks.

A combo gauge appears in the top-right corner of the screen. This
tallies combos completed using fist, feet, or weapons. Bonus points are
awarded for combos performed during Witch Time. After the combo
string is complete, the total is converted into Halo power-ups. Halos
are used as currency to purchase weapons, items, and new skills from
Rodin. Halos can also be collected (in set numbers, depending on the
chosen difficulty level) from defeated enemies.

R ‘i‘\‘-
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or B va Me 8l sround!

A group of four Affinities attack once you waste the first group of three.
If you manage to kick-launch an enemy up into the air, you are given
the opportunity to “Punish” them. Press the Punch button quickly and
repeatedly to perform a finishing move where you sling the enemy
violently to the ground by the feet multiple times until dead.

BULLET CLIMAX

Clear the cemetery of Affinities and the Decorations appear. The best
way to eliminate these floating heads is to shoot them with your hand-
guns. Once you defeat one, you enter a shooting tutorial for shooting
out of an active combo, as well as how to perform Bullet Climax. Rotate
the left stick while pressing the Punch or Kick button to fire all around
you. Once in Bullet Climax mode, press the Punch button rapidly to
maintain the attack. During this stage of Bullet Climax, you can aim at
new targets using the left stick.

FOLLOW ENZO

Use your newly discovered skills to eliminate the mix of Affinities and
[Dear & Decorations]. In modes harder than Normal, a Grace and a
Glory also attack. Once the cemetery is void of enemies, Enzo appears
in a cinematic and is quickly whisked away in the talons of a swooping
Applaud.

When control returns to you, follow Enzo through the broken area of
fence to the left of the mausoleum where the Applaud broke through.
Leap into the air and press and hold the Jump button to glide down
to the ground. You can also press the Jump button a second time to
f 4 perform a double jump as indicated by the on-screen tip.

Hold B 1o extend your Jump duretion.
Preas , to execute & double Jumps.







Bayonetta lands and crinkles the hood of Enzo’s
tricked out convertible. Enzo, however, is unaware
of exactly who damaged his vehicle since everyone
is invisible to him. More enemies appear below the
cemetery. Attack and defeat the four spear-toting Af-
finities. Notice the enemy gauge at the bottom of the
screen. This is an Applaud’s health gauge—the angel
that carried Enzo in its talons. Drain the health bar to
defeat the Applaud.

Continue moving to avoid its explosive arrows while
taking out as many of the Affinities as possible before
giving the Applaud your full attention. It floats above the
battle arena shooting its bow with charged explosive
arrows. Dodging these projectiles is easy as long as
you can keep it in view as you fight the Affinities. Once
its minions are out of the picture, use your handguns

to defeat the floating Applaud. You can also use jump
combos to damage the beast. Attempt Witch Time as
often as you can to gain the upper hand in battle.

Once the Applaud touches down, it’s easy to run behind
the slow-moving boss and attack from the backside. Try
to send this foe up into the air, and get below for the
catch to follow up with a Punish move.

After defeating all the enemies, including the Applaud,
you receive an on-screen results display. Your per-
formance in the Verse (a complete mission within a
Chapter) is documented and individual achievements
are rewarded. Combo points, Time taken, and Damage
received determine your coin award: Bronze, Silver,
Gold, or Platinum. A bonus is also given. All of these
totals are tallied at the end of the Chapter and a trophy
award is given. The trophy ranges from stone (lowest) all
the way up to platinum.

~ WALKTHROUGH

PROLOGUE
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FALLING ENEMY ENCOUNTERS
AIRCRAFT ng?nﬁsmg?s:g?mx g Effnlimited within time limit..

VERSE 2 HARD (and above) MODES

Stage 1: Grace & Glory —unlimited within time limit.

MEDALS

MEDAL VERY EASY/EASY HARD
|____Tvee [ SEC__| COMBO_| DAMAGE DAMAGE | _SEC__| COMBO_| DAMAGE | DAMAGE

PLATINUM 1:00 3680 0 1860
GOLD 1:15 1952 500 1104
SILVER 1:30 1376 1000 852
BRONZE 1:45 800 1500 600

While riding shotgun in Enzo’s damaged car, you learn that 20 years ago Bayonetta
was stuck at the bottom of a lake in a casket and must now sacrifice angels to keep
them from dragging her back to hell. Enzo has information on the missing stone from
the emblem she wears on her chest. You discover a bug on Enzo and, a moment later,
an aircraft plays kamikaze with your ride. While in slow motion, Bayonetta hops onto
the wing of the aircraft and meets Jeanne and a horde of angels.

-\ SLOW MOTION

. __‘-I U Bl = T]]iS Verse l)egins in sl()w motion as the p]ane skids (l()wn the llig’llway t()war(l a brick wa]]. You

. ’ A must perfornl three Torture attacks in the time allotted to avoid llitting the wall and failing the

‘ | Wk mission. TllC slow—lnotion sequence cn(ls a[tcr two success[ul torture allaclzs. In Lllc Har(l lnoclcs,
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PERFORM THREE TORTURE ATTACKS: BEAT THE CLOCK

Several new screen gauges appear at the beginning of this challenge. Your Health gauge is in the top-left corner; just below that is a row of empty magic slots in
your Magic gauge, followed by the Torture Attack gauge. Currently, you have 0 out of 3 attacks completed.

all of the action occurs in 1'egu|ar time; you move at normal speed from the start of the clla”enge.
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Surviving the plane wreck requires the completion of three Torture
Attacks. To do this, you must first fill your Magic gauge by attacking
enemies. Then hold down both the Punch and Kick buttons when near
an enemy. One Torture Attack completely drains the Magic gauge. Dur-
ing this sequence, you can repeatedly tap the Kick button to increase
bonus points from the attack. Torture types are random and range from
the use of an iron maiden to a guillotine, all of which are fantastic to
watch!

ALLOTTED TIME

two minutes.

After defeating a set number of enemies, an Arcade Bullet is
awarded. In this stage, only Halos and Arcade Bullets are acquired
from the fallen enemies. Arcade Bullets are used to play Angel At-
tack, a mini-game that is automatically reached between Chapters.
One pack contains three bullets for use during the game. The
more bullets you acquire for this game, the better your chances of
earning enough points to claim a useful prize.

After completing the challenge, Jeanne and Bayonetta work
together to defeat the remaining Affinities before parting ways.
Bayonetta returns to the real world just in time to save Enzo
from a horrific accident. She experiences a quick flashback,
which ends with Jeanne's knife in her gut. Perhaps they're not
friends after all...

THE GATES OF HELL

At the Gates of Hell, Rodin vaguely explains three of the four

realms we live in: Human World (reality), Inferno (hell), and

Paradiso (heaven); leaving off Purgatorio (purgatory) in the
middle of the three. He then produces a gift... well, four to be
exact. He hands over the Scarborough Fair handguns. These
weapons have much more stopping power than the ones Rodin
handed over in the cemetery.

Notice the clock counting down at the top of the screen. If you do not pcr[onn three Torture °
Attacks before time expires, you fail the mission. Also note that this is not true time; the
second set of clig‘its counts down from 99 to 00 before su])tracting one from the first set of

nun1l)ers, Wl]iCll move faster tlia‘l] SeC()ll[lS. Tl]e true time 0¥ tlle NOI"IHR] II)OC].B clla“enge is

—

~ , 3 | Iy
Arcade Bl g

Bal d ta play Angel Attack
il thies bullets fae

Ly

WALKTHROUGH

PROLOGUE

AR FEEER




S Alfheim Portal

@ Antonio’s Notebook

- Breakable Object

é Gates of Hell Portal

@ Gold LP
a Green Laurel

. Mangragora Root
O Broken Moon Pearl
\ Unicorn Horn

@ Broken Witch Heart

D Witch Sarcophagus




MEDAL

PLATINUM
GOLD

SILVER
BRONZE

KEY ITEMS:

ENEMY ENCOUNTERS

VERY EASY/EASY

0:50
1:07
1:24
1:40

|__TvPe | SEC__| COMBO [ DAMAGE |
00 (1]

8
560
480
400

500
1000
1500

The stone passes around the healls of power
for hundreds of years, vanlshes,

Enzo's intel points to what could be the stone you are searching for. Much attention was
focused on this overpriced black-market gem as it popped up and quickly went off radar as it
was rejected for the high price. You now head to Vigrid, Europe, to track down the owner of

this expensive artifact.

BROKEN MOON PEARL FRAGMENT, ARCADE BULLET

NORMAL (and below) MODES
Affinity (Spear) x3

MEDALS

HARD

DAMAGE | _SEC__| COMBO | DAMAGE | SEC
(1]

800
560
480
400

HARD (and above) MODES
Joy x1
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10,000 HALOS

Destroy all but one of the benches on the upper
level. The saved bench should be on the side
closest to the train. The train will leave the
station, heading back through the same tunnel
where it entered. Destroy the final bench, then leap

over the balcony railing and land on the top of the train.

Ride it through the tunnel exit to receive 10,000 Halos!

CENTRAL STATION PLATFORM

You enter the Vigrid train station while in the Purgatorio realm; humans can-
not see you and you may not intervene in their affairs. We suggest running
around the train station’s upper and lower level, demolishing benches and
other objects to uncover items. Destroyed items often yield a small number of
Halos or ingredient items such as Unicorn Horns, Mandragora Root, or Baked
Gecko used for concocting usable items. By breaking objects, you can also
find Purple Butterflies (yields magic power) and Green Laurel (revives vitality
instantly).

Destroying all the benches on the upper level forces the train to leave the
station; however, read our “10,000 Halos” tip before you do this. Once the train
leaves the station, look on the tracks where it was parked (A) to discover the
Broken Moon Pearl. This is only a piece of a Moon Pearl. Gathering two of
these increases the limit of your Magic Power. There’s a pair to be had before
you exit the train station facility. As with other one-time items, an Arcade Bul-
let will be in its place the next time you play through the level to try to improve
your score.

i 87 (LIMAX MODE UMBRAN
: TEARS OF BLOOD LOCATION

The Climax mode Crow is a rather slow bird. Find it
standing on the sidewalk next to the rails on the left
side of the station. Just walk up to it and “Grab” it.
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STATION HALLWAY

Once you've collected the Broken Moon Pearl, proceed to the exit with
the metal detectors (B). Once you pass through the security check-
point, shutter doors close behind you and seal that passage for good.

Head to the end of the hallway and locate the secret door (C) with the
mysterious embedded sphere. Perform combos on the door until it
glows. Once the bricks separate, walk through the doorway into the
next passageway.

Shoot the statues to your right and left as you enter the next area to
recover Halos. Jump down into the pit below and find the Mandragora
Root on the highest tier. Continue to the floor level and smash the
witch’s sarcophagus located in the large nook. You'll uncover a very
large key. Pick up the key using the Action button and return to the
upper hallway. Using the key as a weapon, defeat the spear-toting
Affinities that appear near the entryway. Use some magic power and
execute a Torture Attack.

Perform an extended jump and glide over the gap to reach the continu-
ing hallway and the locked door (D); this is where the
key belongs. Approach the door and press the
Action button to insert the key and unlock
the door.
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ENEMY ENCOUNTERS

EASY MODES NORMAL MODE HARD (and above) MODES
Affinity (Spears) x2, Decorations x3 Affinity (Spear) x3 Joy x2

MEDALS
VERY EASY/EASY

DAMAGE DAMAGE DAMAGE

PLATINUM
GOLD

SILVER
BRONZE

TRAIN STATION CATACOMBS

Find A Voyage Towards The Truth near the statues before the water. Books such
as this can be found in all new territories. These are Antonio Redgrave’s journals
and can be accessed and perused via the File option in the Pause menu. Page

to Antonio’s Notebook using the left control stick and press OK to open the book.
Scroll down through the text using the D-pad or the left control stick.

Examining the broken statue near the water initiates an angelic battle. Before the
fray begins, an informational screen explaining Wicked Weave appears. It states
Wicked Weave techniques use Bayonetta’s hair as a conduit to summon forth
demonic entities. Connect these techniques to punch or kick combos for a dev-
astating finish. Wicked Weaves are the product of certain punch kick combos.
See our Moves List for the entire catalog of Wicked Weave summons.

F—: R 2 T ™ S ke |
: : ' e ’ Wi Ck e d See how many Wicked Weaves you can perform on the three spear-wielding
i . Affinities that appear in the catacomb. Once you've defeated the enemy, the
We ave broken statue (E) is miraculously repaired. A message reads, “Lumen Sage

‘ and Umbra Witch. When their powers meet in a test of strength, the lightning

j RlGked Weave tag EUES Use released will be your test. If you wish to walk upon water, prove your mettle by
fz FRUTRE | B eLRRLC el [ Bt osquian dodging the lighting in a single hair’s breadth.”
e IR CIRTQF LR IR 3




CROSSING WATER T 07 f r _ WALKTHROUGH
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To cross the water-filled hallway, you must lift either crystal statue and wait for the
automatic countdown from 10 to Evade lightning on zero, or press the Action button s b
to cancel the countdown and immediately Evade the striking lightning to enter Witch b i i t I
Time. Jump off the ledge and run across the top of the water to reach the other side . : T ;
during this slow motion state. In Hard mode, you can simply use Crow Within to fly
across the water.

Once on the other side of the hallway, you'll find a Green Laurel on the floor before
the next Golem Wall (F). Step up to the barrier and perform combos on it until all
the bricks light up. Alift platform in the middle of the room appears once the barrier
disintegrates, but don't ride it up just yet. Making the lift accessible unlocks a secret
Alfheim Battle"Arena in a previous hallway...

v 4
|

NORMAL MODE AND ABOVE ONLY

Alfheim Battle Arenas do not appear when playing’ in modes easier than Normal.

(38114154 MOON PEARL FRAGMENT

VERSE 3: ENEMY ENCOUNTERS

ALFHEIM NORMAL MODE HARD MODE NONSTOP CLIMAX MODE
Stage 1: Affinity (Spear) x1, Stage 1: Applaud (Spear) x1, Stage 1: Ardor x1, Affinity (Spear) x2,
Affinity (Trumpet) x1, Affinity (Spear) x2, Affinity (Trumpet) x2
Affinity (Flail) x1 Affinity (Trumpet) x2 Stage 2: Gracious & Glorious,
Stage 2: Applaud (Bow) x1, Stage 2: Applaud (Bow) x1, Affinity (Spear) x2, Affinity (Flail) x2
Affinity (Spear) x2, Affinity (Flail) x2 Affinity (Spear) x2, Affinity (Flail) x2 Stage 3: Joy x1, Ardor x2
Stage 3: Applaud (Bow) x2 Stage 3: Ardor x3
——
D
A 2 i\ i\ ARD
TYPE SEC COMBO | DAMAGE SEC COMBO | DAMAGE SEC COMBO | DAMAGE SEC COMBO | DAMAGE
A 4:20 8360 | e —— =

OLD 4:40 4004 400

USE WITCH TIME!

Defeat all the angels before time expires. Enemy defeats only count when killed during
Witch Time (unless Torture Attack is in progress while Witch Time runs out).

MODE TIME LIMIT HP
Normal 2:40 5
Hard 4:50 4
Climax 5:00 3

Destroying the witch barrier unlocks an Altheim portal in the pit where you found the large door key. Enter the glowing marker
inside the pit and press the Action button to enter the challenge.

The Reward in this battle goes beyond the unlocked Moon Pearl Fragment; besting this challenge also improves
your knowledge of combos and helps you master Witch Time.



N

02:29°7 4

4

FIRST STAGE

First, notice that your health gauge has been altered; it now consists of
five green spheres. Each hit received darkens one sphere. That means
getting hit five times (in Normal mode) fails the challenge.

Three Affinities bring their fight to the first stage of the battle and they
all hold different weapons—spear, flail, and trumpet. Your goal is to
defeat them all as quickly as possible, preferably with at least 2:00:00
remaining on the clock.

Get your Wicked Weave attacks to hit more than one enemy at a time. Also try
to achieve at least one Torture Attack and use combos that end with a Punish
opportunity. You cannot damage enemies once Witch Time ends unless you're
already punishing an enemy by slamming him back and forth to the ground
(the pistol slap punish will not damage foes in real time). Avoid combos that
send opponents up into the air unless you can finish it with a Wicked Weave.
Start your combos out with punches instead of kicks to keep your enemy
within reach. Jumping often puts an early end to Witch Time.

The Affinities have two attacks that can be dodged for an opportunity to enter

Witch Time: a weapon attack and a forward hand slash. Use the sound of the

weapon swing to help gauge the Evade timing. For unarmed hand swings, the
enemies’ hands glow just before the swing. Make sure you're close enough to
the attacks when you Evade to enter Witch Time. Finally, the trumpeter’s horn
blows just before shooting a fireball projectile. Evading this also enables Witch
Time. While in this state, you can knock the fireball back at opponents. Wield-
ing the trumpet allows you to turn this attack back on the enemy!

Use taunts on enemies that seem reluctant to attack on your tight time
schedule. If the initial three enemies are close to death, save your full
magic gauge to unleash a Torture move on the Applaud in the next stage.
Try to steal one of the weapons from the first group to enter the second
stage armed. Weapons are always dropped after a Torture Attack.

The flail is ideal for throttling multiple foes at close range. Using the

Kick button allows you to swing the weapon around, damaging sur-
rounding enemies. Hit enough and you can finish them off

with a couple hits during Witch Time.
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STAGE TWO

The second stage of battle pits you
against four Affinities (two spears, two
flails) and a large bow-wielding Ap-
‘plaud. The Applaud should be your main
concern. Always know where this guy is; he has a
few long-range attacks, each of which can be dodged
at the last second to access Witch Time. His close range
bow-swiping attack is another way to enter this state, but
it's tough to get the split-second timing down. Keep your dis-

tance and use his arrow, ground spike, or flying swoop attacks
for Witch Time opportunities. Getting this guy out of the picture
early is key to your success.

If you have a flail, use it on as many enemies as you can and make
sure the Applaud is one of them. If the spear is your weapon, perform
the pole swinging attack by pressing the Kick button to initiate the
attack and then rotating the left control stick to spin. Just make sure to
end it before returning to real time; otherwise, enemies can harm you if
you're still in a long combo or special attack when Witch Time ends.

Do everything you can to obtain the Applaud’s bow—it's a great
weapon to have for the final stage of the battle. Performing a Torture
Attack is the good way of guaranteeing this weapon is dropped. Try to
go into the third stage of the battle with at least 50 seconds remaining
on the clock.

THIRD STAGE

You face two Applauds in the final stage of the Battle Arena. If you
have a weapon from the previous stage, you'll be in good shape; if
you have the previous Applaud’s bow, then you'll be doing great! With
the bow, press the Kick button to fire a devastating shot. Don’t waste
ammo[save your arrows for Witch Time. It could take a couple hits

per Applaud, but the time you save using this weapon will likely tilt the
battle in your favor as you race against the clock. If the Applauds are
close to each other, opt for the swinging bow attack. Press the Punch
button multiple times to extend and spin the bow like helicopter blades,
devastating anything within range. If you are weaponless in this stage,
rely on your Wicked Weave attacks.

MOON PEARL FRAGMENT

The glorious Moon Pearl Fragment appears on the stump near the
bridge once you've beaten the challenge. Notice your Magic Gauge
before you pick it up. This item increases the limit of your magical
powers! After obtaining it, a magic power reserve appears to the left
of the gauge. You can now unleash more Torture Attacks during a
single battle.

Return to the Battle Arena entrance and head back through the under-
ground tunnels. Cross the water in Witch Time via the statues (E), then
access the lift (F) to reach a new area of the train station (G).

O0: 48" 475
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(381133 BROKEN WITCH HEART (2), THE CRYSTAL WITCH & SAGE JOURNAL, ARCADE BULLET (1), ONYX ROSES, #4
TROIS MARCHES MILITAIRES (GOLDEN LP) + ACCESS TO ONYX ROSES IN SHOP

VERSE 4: ENEMY ENCOUNTERS

CENTRAL g:-;l‘:{ll?p[:lfli (Spear) x1, Affinity (Spear) x3

Stage 2: Decorations x3, Affinity (Trumpet) x1, Affinity (flail) x1, Decorations x3, Affinity (Flail) x1, Decorations x3,

STATION Affinity .(Trumpet) x1, Ap'plaud (Spear) x1

Stage 3: Beloved x1

MEDALS

VERY EASY/EASY
DAMAGE DAMAGE DAMAGE
PLATINUM : 16100 0 j 23360 0
GOLD ] 7280 500 b 10304 1000 P
SILVER i 4340 1000 ; 5952 2000 : ,//
BRONZE ] 1400 1500 : 1600 3000 S

DAMAGE

RODIN

Destroy the benches and planters in the area for items and Halos. Objects
regenerate when you return from other areas that are far enough away. The
regenerated objects contain new items to discover. Make a habit of always
breaking everything in sight. Continue down the hallway, collecting the Baked
Gecko in the middle of the passage on your way to the foyer (H). An encoun-
ter with Rodin occurs upon your arrival.

|rl

"?‘ 09 HARD MODE UMBRAN TEARS OF BLOOD LOCATION

The Hard mode Crow is located in the green shrubs on the left side
stairs in the lift room. Jump into the air and use Crow Within to glide
over the bird When it flies away, press the Action button when prompted
to catch your prey.

Rodin explains that you can use your collected Halos as currency at his shop.
The red glowing marker on the floor (H) is an access point to The Gates of
Hell (Rodin’s item shop). Destroy all the objects around this area to claim
many items and Halos, then step on the red marker and head down to The
Gates of Hell to see what Rodin’s got for sale.

THE GATES OF HELL

Refer to the Game Basics section of this guide for more information on all
things purchased at The Gates of Hell. Scroll through the available purchases
in the Weapons, Accessories, Items, Techniques, and Rodin’s Treasures
categories. We suggest purchasing the Red Hot Shot item to recover from
death during a battle and either the Air Dodge or Stiletto technique. Notice that
Witch Hearts and Moon Pearls are available for purchase. That's great news.
This allows you to increase your magic power and vitality limit beyond what is
possible simply by finding the hidden versions of these items.
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BROKEN WITCH HEART:
FOYER BALCONY

Exit the Gates of Hell and return to the train station
foyer above. Smash all the regenerated objects for
more items. Notice the balcony above the outside exit.
You can double-jump up to this balcony by launching yourself
from the middle railing platforms below and to the left or right of the
balcony (as pictured here).

Double-jump and glide onto the balcony to find your first Broken Witch
Heart. Collect four of these to increase the limit of your Health gauge.

ITEM ASSIGNING

While we're on the subject, you can enter the Pause menu to access R ET——
the Items sub-menu and concoct ingredient items into usable items
that enhance your abilities. For details, see the Game Basics section o T = Pl SO SINIAD b0 enev

of this guide. For now, whip up some simple concoctions to create - G i, y ralse one's sttack
Lollipops, then scroll back to the item wheel on the left. =

A EEE R

: e
Select an item and scroll it from “Use” to “Set.” One of three green ' Olemb SOk Cacel
circles is now selectable inside the item wheel. Choose the slot where
you wish to place the selected item. Fill all three slots with a variety of
items for maximum impact. Now when you exit the Pause menu, three
item categories are available to you by simply pressing the D-pad
(directional buttons for PS3®) in the corresponding direction. Press the ;
D-pad (directional buttons for PS3®) twice in that direction to actually =
use the selected item. These will come in handy for the upcoming boss
battle in the fountain area.




CENTRAL STATION

Exit the foyer (H) and enter the garden area outside (I). At
the bottom of the stairs, pick up The Crystal Witch & Sage
journal. Smash all breakable objects in the area for items
and Halos.

51 NORMAL MODE UMBRAN TEARS OF BLOOD
There’s a fountain at the bottom of the stairs with a Crow perched
on its top wall. Around the bird’s neck hangs a necklace of Umbran Tears
Of Blood. There are several Crows hidden throughout the game, many
of which are found only in more difficult modes. This one, however, can
be seen and captured now. The trick is to approach and capture the Crow
quickly before it flies away. If it escapes, leave the vicinity and return to
e try again—the crow will be found on the same perch. To nab this bird,
double-jump from beneath it, then press the Action button to quickly grab the Crow as soon as the indicator
appears on screen.

e ® You exit the station from the Gates of Hell area. This bird is slow, so just jump to
™ it or crow fly and “Grab” it.

BULLET FOR CROW

y When you rcplay the cllaplcr to better your score, an Axcade Bullet appears in the placc of the

capturec[ Crow. Arcade Bullets always take the place of sing’le—use items.

BROKEN WITCH HEART

Venture into the wooded area to the right of the fountain area. There’s a gold-
topped chest just before the pillar gazebo. Break it open to reveal the Broken
Witch Heart.

ARCADE BULLET

Approach the pillar gazebo on the right side of the garden and shoot or hit the
vase inside to release an Arcade Bullet. This provides a little more ammo for
the next Angel Attack challenge.



(V[\[[1[H/68 TROIS MARCHES MILITAIRES (GOLDEN LP)

BELOVED

A cinematic is triggered as you wander past the
large central fountain (J). A Third Sphere Applaud
Archangel with a team of spear-wielding Affinities
descend from the heavens and the first stage of the
boss battle begins. Take out the Affinities and try to
nab a spear. This weapon can be used in a variety
of attack styles by pressing the Punch and Kick
buttons. Pressing Kick repeatedly swings the spear
like a pole. Quickly rotate the left stick to twirl the
spear, taking out enemies at close range with your
feet. The Applaud drops several Halos, a few Magic
Power power-ups, and his spear.




The next stage pits you against a pack of angels wielding a variety
of weapons. Defeat them using Witch Time attacks, Wicked Weaves,
Torture Attacks, and their own weapons.

You may be given a chance to use Panther Punt. The opportunity
arises when you shoot a Decoration to the ground at your feet. This is
a Torture Attack; you punt the Decoration and it instantly becomes a
speeding fireball that hones in on enemies. After striking its target, it
then bounces off and continues hitting multiple enemies before rocket-
ing up into the air and exploding in a fiery finale.

The Beloved is a giant that crawls out the ground, clutching a large
battle-axe in both hands. If you don’t move from your starting position,
the creature’s first swing destroys the large fountain, revealing a few
Halos and a Mangragora Root.

This enormous foe is very slow, so it's easy to get behind and attack
its hindquarters. The glowing red emblem on its back seems to be
especially vulnerable. Use jump attacks and your firearms to reach this
target. Just be wary of the Beloved's long-range axe swing, which can
hit its mark even when you're behind the beast. The Beloved can also
reach around its back to grasp and squeeze you in its hand. When this
happens, wiggle the left control stick quickly to break free and inflict a
little counterattack damage, as well.

Use Lollipops to enhance your attack power or provide temporary in-
vincibility. (Using items and dying during battle has negative effects
on your final score.) Once the Beloved’s armor is removed through
continuous abuse, it falls on hands and knees in a stunned state.
Take this opportunity to jump above the boss and perform ground
pounding jump attacks on the emblem on its back. You can also
shoot the emblem easily while it's hunched over.

During the final stage, continue to attack the emblem until you
are coaxed to unleash the Climax attack by pressing Punch
and Kick simultaneously. Bayonetta’s hair forms a humongous
infernal demon dog that rips the Beloved to shreds in a fantas-
tic finishing move! During the cinematic, push the Action button
furiously to increase your attack damage and bonus points.




AFTERMATH: GOLDEN LP

ENEMY ENCOUNTERS
HIDDEN Pelud a2
BATTLE

NORMAL MODE
Stage 1: Applaud (Spear) x1,
Affinity (Flail) x3

Stage 2: Affinity (Flail) x1,

(Trumpet) x1 £

Applaud (Spear) x3, Afﬁnif;i:' 4

MEDALS

MEDAL VERY EASY/EASY

HARD

|___TYPE___| SEC__| COMBO | DAMAGE |

DAMAGE | _SEC__| COMBO_[ DAMAGE |

PLATINUM (121] 800 0

1860

GOLD 0:54 560 500

1104

SILVER 1:07 1000

852

BRONZE 1:20 1500

600

CENTRAL PLAZA LIFT POST VERSE 4

After completing Verse 4, you can access a hidden battle (extra verse)
by heading back into central station and returning to the lift area (G)
where you ascended from the underground station. Various types

of enemies appear, depending on the difficulty mode, as you

A approach the lift (among those listed in our Enemy Encounters
& list). This guide covers Normal mode battles.

It's best to stay in the narrow hall and let the enemy
A come to you. This allows you to handle them in a
single file manner. From the start, unleash any
Magic Power in the beginning, then try to
earn more as you pull off Wicked Weaves
and Witch Time attacks. Pick up your
foes’ weapons to use against
them.

3
3
S

0
1000
2000

Onyx Roses

Following the battle, the Trois Marches Militaires appears near the destroyed fountain (J). This golden LP features the crystal-
lized voices of angels and can be traded for new weapons through Rodin in The Gates of Hell. Pick up the Beloved’s dropped
axe, then return to The Gates of Hell in the station’s foyer to make the trade for the Onyx Roses. These can be placed in the A

or B weapon slot, allowing you to now switch between your handguns and these extremely damaging shotguns.

HARD (and above) MODES
Grace & Glory

SEC

COMBO

DAMAGE
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MEDAL

PLATINUM 0:30
GOLD 0:40
SILVER 0:50

BRONZE 1:00

THE ARBOR

({3 4114"E38 BROKEN WITCH HEART

ENEMY ENCOUNTERS

VERY EASY/EASY

110

ALL MODES
Affinity (Spear) x1, Affinity (Flail) x1.

e[ SEc [ COMBO_[ DAMAGE

0
500
1000
1500

MEDALS

0:30
0:40
0:50
1:00

HARD

DAMAGE | _SEC__| COMBO_| DAMAGE | SEC
6 0

260
224
212
200

COMBO

DAMAGE

1000

2000

3000

Head back to the fountain area and approach the closed door at the top of the next set of stairs (K). Smash the plants on the patio to your right to claim several

items, then grab the Halos on the left patio.

Open the door to the arbor. As you enter, two Affinities smash through the windows and attack. One
is armed with a flail and the other wields a spear. If you have full Magic power, unleash a Torture
Attack on one and wipe out the second using the first Affinity’s weapon.

40 HARD MODE UMBRAN TEARS OF BLOOD

Hard mode Crow 70 is perched on top of the arch to the left of the porch at the

end of the garden area. Stand below the bird and double-jump up beside the arch
and catch it with the Action button when prompted and before if flies away.




BROKEN WITCH HEART ) A0 ] = ) ~ WALKTHROUGH

Before you leave the arbor through the Golem Wall, smash all of the RDLIGE

vases and objects in the room for items—and don't forget to jump onto
the upper balcony to retrieve the Broken Witch Heart. The barrel
beside the heart contains a purple butterfly that will refill some of your

Magic Gauge. 1
| Break through the Golem Wall door, then stop on the stairs of the next "_.'H :
: exterior area. Look on the rail to the right, above the stairs to spot a —
| Crow wearing a curious necklace...
—_—
,‘. > ‘ = . 1 Y - i K - | ———
92) NORMAL MODE UMBRAN TEARS OF BLOOD a Ve .
® There’s a Crow wearing the Umbran Tears of Blood necklace on the right railing, above the stairs as you (
exit the arbor through the Golem Wall. Perform a normal jump from beneath the bird, then press the Action
button when indicated as you pass above it. ’ Al
_ [X
—————
WV
((AA1EE] A WITCH'S BREW JOURNAL A
e —
ENEMY ENCOUNTERS Al
ALL MODES
Fortitudo e ——
—
MEDALS
MEDAL VERY EASY/EASY —_——
mmm: DAMAGE EI.IEEIEE! SEC__| COMBO_[ DAMAGE
PLATINUM 1:00 e
GOLD 1:20 24 500
SILVER 1:40
BRONZE 2:00 S——r
e —————
FLASHBACK
—

Bayonetta experiences a flashback as she crosses the first bridge (L) at the bottom of the stairs. She’s dressed in period witch attire and is armed
with old familiar pistols. You do not have access to another set of weapons during this fight. Suddenly, two witches run past while shooting at the
large, flying Fortitudo in the ravine to the right. The ancient battle replays.




The two-headed, flying dragon with the upside-down statue head known as Fortitudo flies in the ravine to the right of the
bridge. You must remain on the bridge as the boss blows fiery meteors at you. The only way to damage this creature is to
unload your pistols on him, and the easiest and safest method is to enter Witch Time by evading a flying meteor attack. As
soon as you enter this state, empty your handguns into the dragon’s mouth and snout.
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counter a different part of the battle that can be avoided altogether. In this unnecessary stage, Fortitudo eats both witches before clearing the pil- -
lars from the bridge section. The boss then attacks using both heads as blunt force clubs. Getting platinum, no damage, and high bonus
score against Fortitudo is much more manageable from the first bridge section since it avoids this second portion of the battle completely.

_— This isn't the last time you'll encounter Fortitudo—the creature is not defeated in this flashback. You must deplete about 30% of its health before it
retreats, ending the battle successfully.
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Beloved
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BELOVED

e b,

As you cross the bridge (M), a large Beloved scales the cliff
along the left side of the bridge. An avalanche prevents you
from exiting the bridge the way you entered and a locked gate
prevents your escape in the other direction. You can start
shooting the Beloved as it crawls up to score some damage
early—before it swipes its arm across the bridge and grabs hold
of the bridge.

Jump over the arm sweep attack or perform a last-second
Evade to enter Witch Time. The beast clutches the bridge and
rips it upward off its base, then starts swinging it into the moun-
tainside. Attack the hand that's holding the bridge. Perform
non-stop multiple jump combos that end with ground pounding
attacks.

Continue this barrage of jump attacks until the Beloved's Health
gauge is completely drained. The depleted creature tosses the
bridge into the distance while you struggle to stay aboard. When
prompted, quickly press the Jump button while holding the left stick
upward to leap from the flying bridge section to the next clearing (N).

Follow the next set of stairs/bridge down toward the spire. As
you approach the bottom, the Beloved appears again as he
smashes through the stairs (0). Retreat up the steps quickly
and keep going until you're back in the clearing (N).
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GOLD 1:47 1484 500 2520 1000
SILVER 2:14 1092 1000 1710 2000
BRONZE 2:40 700 1500 900 3000

The Beloved struggles to clamber all the way up the crumbling stairs and latches onto the side of your platform. Avoid the beast's swinging arms and
slamming hands as it struggles to maintain a solid grip. Attack its hands continually with your most powerful combos. Stay close to its swiping hand
attacks to Evade them at the last second and enter Witch Time. During this state, continue to unleash your devastating moves on its gripping hands,
bobbing head, and occasionally exposed neck and chest area. Continue this until the Beloved’s Health gauge is once again completely drained.

Just before the creature is finished, you are prompted to perform the Climax finishing move on it. Press the Punch and Kick buttons
simultaneously to summon the infernal demon from Bayonetta’s hair suit. The Beloved, seeing her completely unclothed, tries to get
one last grab in before dying. Bayonetta completes this death wish by quickly shooting one of the creature’s fingers off just before it is
fatally slammed into a wall and devoured by the infernal demon. Rapidly mash the Action button to rack up the 500 point bonus max

during this execution.
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Defeating this boss completes Chapter 1. You receive your bonuses and, if this is your second time through, you are given the option of
updating your previous achievement. Afterward, another game of Angel Attack is reached. You should have loads of Arcade Bullets if you've
followed our walkthrough closely. If you get enough points, we suggest purchasing the Blue Witch Heart.
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After defeating the Beloved in Chapter I, Jeanne stylishly arrives in
Vigrid on a motorcycle that falls from the sky, surrounded by angels.
She conquers these enemies, then stops on the side of a wall, defy-
ing gravity for a chance to chat. Jeanne begins filling in the holes of
Bayonetta’s personal history. You learn that Bayonetta was an Umbran
outcast because of impure Witch blood. Jeanne challenged her to a
battle to prove herself to the Umbran Witches. That's where Chapter ||
begins—during that challenge...

w

This battle occurs during a flashback
of the day Jeanne ill advisedly
selected Bayonetta, the Umbran
Witch outcast to join in a witch
trial battle so she could earn the
right to fight under the Umbran name.
The battle begins with Jeanne defying
gravity as she stands on a nearby wall.
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When the moon shines bright in the sky, face a wall and
press the Jump button to Witch Walk. This allows you to defy
gravity and walk on all sides of the training room interior. To cancel Witch
Walk, jump in the air and click the left control stick to drop to the floor.

You won't have access to any new weapons you may have equipped in the
previous chapter. Also, Witch Time does not work when fighting a witch.
Jeanne is very resistant to bullet attacks. However, firing your weapon is a
great way to quickly find Jeanne if you've lost sight of her. Follow the spray
of your automatic target-locking guns and you'll locate Jeanne easily.

Although you do not have access to alternate weapons in this battle,
you can use items. (in Normal and Easy modes) Choose those that
enhance your attack strength or provide temporary invincibility. Just be
aware that using items negatively affects your score. Avoid Jeanne’s
attacks as often as possible and fight at close range so she doesn’t use
her guns. Chain Wicked Weave attack combos together (Punch, chk
Punch) to defeat Jeanne quickly. After the battle, you eart
Witch Walk. This can be used only when the moon i




BROKEN WITCH HEART (2), AN UNKNOWN METAL WALL JOURNAL, ARCADE BULLET,
NOTES ON THE TOPIC OF MAGIC-1 JOURNAL.

ENEMY ENCOUNTERS

NORMAL (and below) MODES

Dear and Decorations, Affinity (Spear) x2, Decorations x5

HARD (and above) MODES
Dear & Decorations, Applaud (Spear) x1, Affinity (Spear) x1, Decorations x5

MEDALS
VERY EASY/EASY

DAMAGE DAMAGE DAMAGE
PLATINUM 0
GOLD 1000

SILVER 2000

BRONZE 3000

WALL CLIMBING BATTLE

You begin on the platform (A) where you were standing before the battle with Jeanne. Witch Walk along the nearby wall to the top-left gargoyle, then destroy
it to find the Broken Witch Heart.

Continue Witch Walking to the right while shooting more gargoyles for the items they drop. Eventually, Dear and Decorations appear (B). Dear begins the
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